TALISMANORAK

Edition No2 December 22" 2023 by Katie B.

Special Christmas edition includes a free gift for all readers as well as
puzzles, conundrums and activities to keep you occupied over the
festive period.

Free Gift - Paint your Talisman Highlander miniature just like the
experts.

(Note - if your free tin of tartan paint is not attached to the front cover of your copy of the
Talismanorak please speak to your local newsagent)

Box serial numbers

Well after the last bodice busting article about the serial numbers found on box lids, we were
inundated with a letter from a Mrs Trellis in Staines who said that it was important to have serial
number information on boxes as how was she to know whether the box contained Cornflakes or
Golden Nuggets. Thank you, Mrs Trellis.

(We question the validity of this letter as we were led to believe there is no such place as Staines. It's
just a mark on the map- Ed)

There seems to be very little variety on box numbers when it comes to 1%, 2" 3™ or 4% edition.
Though our regular reader Bluesky mentioned 010262 this is the Australian version. Interesting
that the Australian number is sequential to the British 010274 expansion number but the English base
game version isn't. Weird!

However, the fun really starts (fun? -Ed) when we look at R4th and things just go potty. Our expert on
the spot reporter Jon New when digging in the archives found that the cataclysmic change in
numbers on the back of the boxes appears to have been around about the time of the Reaper small
box expansion. See the different examples below.

One would assume the last of the three is a late example as you are no longer invited to visit
FFG at their web site. Something | have only seen on my Harbinger small box at the end of
the licence. (Source from FFG website quote — “Beginning February 28th, 2017, Fantasy
Flight Games will no longer offer for sale any games in conjunction with Games Workshop,
including Talisman and all games taking place in the Warhammer Fantasy and Warhammer
40,000 universes.”)
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https://www.fantasyflightgames.com/en/products/talisman/
https://www.fantasyflightgames.com/en/products/#/universe/warhammer
https://www.fantasyflightgames.com/en/products/#/universe/warhammer-40000
https://www.fantasyflightgames.com/en/products/#/universe/warhammer-40000

-
.
-
.
-
.
-
FJ
-
.
-
.
-
#.
-
#.
-
#.
-
FJ
-
#.
-
.
-
.
-
.
-
.
-
.
-
#.
-
#
-
#
-
#
-
#
-
#
-
#
-
#
-
#
-
#
-
“p
.
-
“p
=
-
“p
#.
-
“p
#.
-
“p
#.
-
“p
#
-
“)
Z
-
“}
#
-
“p
-
“p
-
“p
-
“p
-
“p
-
“p
-
“p
-
“p
-
“p
-
“p
-
“p
o S S

Things seem to settle down after this with sequential numbers.

o F o HS

However, the design of the back of the boxes seems to change over time with various new
information panels appearing. This is a slight departure from the fascinating subject of box serial
numbers and will be looked at in a future edition of the Talismanorak.
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THE R“EAPER

EXPANSION
Will You Look Death in the Eye?

An unearthly chill creeps through the air. The d stops reading
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But hang on just when you thought this topic could not become more knicker wettingly exciting we
have yet to mention shrink wrap box numbers. “Shrink wrap box number” | hear you cry. Yes, shrink
wrap box numbers.

Shown below is the sticky label that was on my base game shrink wrap (I’'m sure I’'m not the only
person to keep such things) and the printed bar code label of the back of the box. This is a whole
new can of whupass worms which | won’t be able to open until | get my new tin opener for
Christmas.
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Instructions, Stands and Dice

15t/2™ Edition News
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When it comes to stands has anyone noticed the plastic bases shown on the back of the box are blue
yet all the ones | have ever had are dark green. Has anyone got blue stands in their sets | wonder?
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..and finally dice. The green D+D type dice is visible in the picture above and one of my sets has such
a dice. However, my early mint unpunched 1% edition has this rather odd white dice in there. It could
be a replacement but that would seem odd in a set that has never been used.
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Talisman Toads.

blisters here’s an un-popped one with the Ranger Toad clearly visible in the TL12 pack

MINIATURES
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Original Card Placements
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Have you ever wondered what the cards looked like when, back in the 80’s you had torn off the
shrink wrap, removed the lid and viewed the magical wonders of the contents of the Talisman world
for the first time. Well now you can again. Courtesy of the Talismanorak archives here’s how they
would have looked.
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enables you 1o Teleport 1o any other
space in the same Region. The spel may
ot be usedinthe Iner Region.

OBJECT

This Spel mast be cast at the start of
your Tarn, befoe you Move. When you
cast i, place it on any space in the Outer
o Middle Regionsno already occupied
by a player, I remains for 3 complete
Rounds after which t is placed on the
discard pie. Any player landing on it in

that time immediately loses a Life.

OBJECT § 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 s Raft when you are in Woods
or the Forest.

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

‘This Spell must be cast at the sart of
your Turn, before you Move. When you
cast the Spel it will convert any number
S O ye s GOl
Discard the chosen Objects and take |
Gald for each.

OBJECT 5 OBJECT
WATER B )

SPELL SPELL
COUNTERSPELL
=

This Spell may be cast as requied. It
negales o it of nySpe ot ca,
including the Command Spell.

OBJECT 5 OBJECT
OUR

YOUARENOW A SLIMY, LITTLE
TOAD
For 3 Turns.
Leave all your Objects (Magic or other-
on the space

‘I!)-
‘were 2apped inlo a Toad,
Mlkmmﬂmd You have:

STRENGTH: 1 CRAFT
MOVE: I Space per Turn (oo die ol
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,
M;hvwinplhlolﬁlwhd

When you_return {0 normal, your
character will be as before, ‘minus
Objects, Gold and Followers and any
Liles lost while a Toad.

SPELL SPELL
ACQUISITION

ad, llmMrs\wluukzw(bpclu{
you'choice or one Gold from any one
player 0 add to your own.

OBJECT 5 OBJECT
SHIELD

While you have a Water Boftle in your
possesion, you do not lose a Life in the
Desert,

1f, as & resuit of Combat, you have just
lost 2 Life, roll 1 die. If you roll a 5 or 6,
the Shield protected you and you did not
lose that Life, though you sill lost the
Combat,

ALIGNMENT
YOU ARE NOW

EVIL

MAGICOBJECT 5 MAGICOBJECT
TALISMAN

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

OBJECT 5 OBJECT
HELME

4 ) 2
16,7253 result of Combal, you have just
Josta Life, roll | die. I you rol 6, the
Helmet protected you and you did not
lose that Life, though you sl lost the
(
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STRENGTH: |
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MAGIC OBJECT § MAGIC OBJECT
MAGIC

BELT

Whi you have the Magic Bel:
1: Your Strength s increased by 1.

ENEMY - Monster 2 Monster - ENEMY
HOBGOBLIN

MAGICOBJECT 5 MAGIC OBJECT
ORB OF KNOWLEDGE

ENEMY-Animal 2 Animal-ENEMY ~ ENEMY-Animal 2 Animal-ENEMY ~ ENEMY-Animal 2 Animal-ENEMY ~ ENEMY-Monsier 2 Monster-ENEMY  ENEMY-Monster 2 Monster- ENEMY
BOAR BOAR WOLF ¥ \ GOBLIN

The Orb of Knowledge has one charge.

Once used, place it on the discard pile. STRENGTH 1 STRENGTH 1 STRENGTH 2 STRENGTH 2 STRENGTH 2
You mast use it when you are about to

draw Adventure Cards. Itallows youto: ~~ There is a wild Boar roaming this arca. ~ There i a wikd Boar roaming thisarea, A vicious Wolfnow dwellsinthisarea. 1t A Goblin s laying waste o this area. It~ A Gobiin i laving wast to thi arca, It
1: Draw | more Adventure Card than i it killd, It i it il emai i
required, You then discad the one you

do not wish to encounter.

ENEMY - Monster 2 Monster - ENEMY

ENEMY-Animal 2 Animal- ENEMY
HOBGOBLIN AP

ENEMY - Animal 2 Animal - ENEMY

ENEMY - Animal 2 Animal-ENEMY
LION
W

STRENGTH 3

STRENGTH 3 STRENGTH 3
Abrutal i An Ape i terrorising this area. It will A Bear is running amok in this area. It A Lion is preying on all and sundry in A Bandit is marauding i this area. He
It it i il it this area, It will remain here unl it is ky

Killed.

ENEMY-Dragon 2 Dragon-ENEMY ENEMY -Dragon 2 Dragon- ENEMY
__ DRAGON . DRAGON __

STRENGTH4

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

L

STRENGTH 7 STRENGTH7
A Dragon Itwill A Dra ising this Ttwill A Dragon s terrorising this area. It will

An Ogre has decided this area is easy
pickings. 1t will remain here until it is
killed.

ENEMY-Spirit 3 Spirit-ENEMY  ENEMY-Spirit 3 Spirit- ENEMY YOUARENOW ASLIMY, LITTLE  ALIGNMENT ALIGNMENT
SPECTRE GHOST TOAD YOU ARENOW
For 3 Turas.
Leave allyour Objects (Magic or other-
L wise), Gold, and Folowers on the space
% where you were zapped into 3 Toad.
y ‘While you are a Toad, you have: E ‘; IL
) STRENGTH: 1 CRAFT1
3 MOVE: I Space per Turn (no die rol.
LIVES: Retain your character's Lives.
You may not add the additonsl Craft
and points of your character.
CRAFT3 CRAFT4 CRAFTY CRAFT 5 CRAFT 10 You may neither cast nor MS'A
hough youkeepthe nesyou
e;.e. A Spectre has appeared i this area. It A Ghost now haunls thi area. 1t wil A Ghost materiaisesin (roll 1 die): A Wrsithis wreaking havoc nthisarea. A Demon has appeared from theunder- ~~ When you_retum to_normal, your
o il remai i 1= City; 2= Villge; 3 = Gravevard; 1t in unil it chaos in thisarea, [t will  character will be as_before, minus
e 4= Chapel; § = Casth; 6 = Temple. remain untlkilld. Objects, Gold and Followers and any
Qlﬁ Phace it there. 1 will remain unti kild, Lives lost while a Toad.
o
© ‘ SPELL SPELL SPELL  SPELL SPELL  MAGICOBJECT 5 MAGICOBJECT
é? COUNTERSPELL
N ~
o . S
& A
s X
™
o
©» %
| e .
o X 3 .
o "This Spell may be cast as required. It This Spellmay ired. When  Cast on any one player at an time, They Y )
‘- negatesthe ffctsof any Spel just cas, cast o 4 player, that player is  rollldietodeterminetheefectonthem: rolling the die for your Movement, It Only if you have a Taliman may you
including the C $ immobilsed (may perform o actions 1: Become Toad for  Turns enables you to Teleport to any other  enter te Valkey of Fire,
¢ allows you 10 add your Crafl o your  apart romnegatingthe Spell with Coun-  2:LoseStrength® 3 Lose Crat® space i the same Region. The spell may
S your terspell) for tioa of that Turn. It i Region.

* 8 gained
has the same effect when cast on an  from Followers and Objects owned.)
Enemy. In both instances, the victim, 4 Loseall Gold_ 5: Gain | Strength
may ot beatacked but may b Exaded. 6 Gain 1 Life

On your ext Turn, instead of your nor-
‘mal Move, you may cross the River o 2
space directly oppsie the one you are
in. You must do so immediately if you
‘wish to, Whether you cruss o not, piace
the Raft on the discard pie as it cannot
be carried and rots when left behind

e e R TR g T T Ty
3#3#3#3#813#88’3#0#3#08’9#0&

=

OBJECT H OBJECT OBJECT H OBJECT OBJECT H OBJECT OBJECT § OBJECT OBJECT 5 OBJECT
AXE_— MULE WATER BOTTLE ARMOUR HELMET
( ’
>
2
e’ ‘\
) :
304
While you have an Axe, you may While you have a Mule, you may carry  While you have & Waer Bottle in your If, s a result of Combat, you have just 1725 2 result of Combat, e just
1: Add 1t your Strength for thedura- ~ any number of Objects. Shoold youlose ~ possession, you do not ose a Lifeinthe  fosta Life, roll | die. If you roll ad o losta Life, roll 1 die. ifyourollaSor6,  lost a Life, roll | di. If you roll a6, the
tion of any Combat in which yoo useit;  the Mk, you must immediately leave  Desert. 6, the Armoar prok the Shield protected yoo and you didnot  Helmet protected you and you did ot
2: Build u Raft when you arein Woods  any surplus Objects in the space you are notbosethat Life, thoug! Tose: that Life, though you sill st the lose that Life, though you stll est the
or the Forest, in Combat Combat Combat
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- you may choose o make the Comba
Qﬁ Ps»rt:;:':nhmﬂmhmﬂ(‘hs when you you may add | to the score.
area y ver.
? ; 2: Whenever you defeat a player in
3  3: Youmay add 1 to your di roll when Pmmc(mw if you choase 1o take
KON in the Cave. ane of their Lives, you add it to your
) 4 You only roll 1 die if you attempt to own. : .
en open the Portal of Power by Craft. 3: When you defeat an Enemy, you
Y : You only roll 2 dice when in the miay Raseit from the dead. That Enemy
» e
H 10 yours for one Com|
e\ hich it disintegrates and you must di
- i:d:"\wm»meuh;:el A
from the dead for additional
|94 S
™
1o OBJECTS  remmw-oemmwc FOLLOWERS remm remms< (BJECTS >emmoemm [OLLOWERS remme( remmsc OBJECTS >emmpowmmc FOLLOWERS >emmc
Al e ELF  ressoescems remsocemsoems THEF remsoemsoams e oam
o 1
o Alignment: G Aligament: NEUTRAL  Start: CITY
é‘ SPECIAL ABlLIT[I"S SPECIAL ABILITIES SPECIAL ABILITIES
ﬁla 1: You need not roll the die in the  1:You may Siea! one Object or Bag of
™
i the Woods.
“{‘ dmu-m.wuwe.w &m.:;:n,umsm
a die for your move, you may
5% mave o any other Woods space in the 2: Helmet
o -
2) 5 Mile
ﬁ? ki
¢
2
o
o
™ 4
=? > a— OBJECTS ramn-o-amm<  FOLLOWERS e ra— OBJECTS rammn-o-amm-<  FOLLOWERS  remmm-c OBJECTS ream-O-<emm<  FOLLOWERS >
14 o VONK remoemsoem emoamoems TROLL e
01 Alignment: GOOD  Start: VILLAGE Alignment: NEUTRAL - Start: CRAGS
ﬁ.ﬁ SPECIAL ABILITIES SPECIAL ABILITIES
b Sl:Vwm;idpurCriﬁwywr Ll\umdmnlmﬂe(nh
h trength rags: you are
3]
2
™
. ity i sl Co
© butyou may use o build a Rafl,
2o
™
%
3]
2
™
%
™
é? s OBJECTS rammn--amm<  FOLLOWERS remmm< e OBJECTS ramm--emm<  FOLLOWERS »emmm<
«‘? remn--emn-oem< SORCERESS remmcemsoems  remsoems-oems-< W[ZARD em-oemmoem_
e Alignment: EVIL Start: GRAVEYARD Alignment; EVIL Start: GRAVEYARD
Qﬁ i GPECIAI ABILITIES SPECIAL ABILITIES
o g
3]
2SS
A v another player.
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1: You begin thegame with one sel,
2 Atter roling the die when Prayin

DRUID s e e

Alignment: NEUTRAL - Start: FOREST

beginthe game with 1 spel.

ou may change your Algrmencat 2

will. At any given time, thoagh, you can
only be of one Alignment, For example,
if'you are carrying the Runesword and
‘you wish to pray at the Chapel, you must

the Runesword and leave it there
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Followed by the beautiful poster boy expansion

PLACE 6 PLAC
SECRET DOOR
3 =

through the Secret Door. If
. discard it and draw

Adventure Cards. If you dec

throng m will

OBJECT 5 OBJECT
SHOVEL

PLACE 6 PLACE
X

PLACK 0 PLACE

Youmay pay here ulhlhvwrmﬁ’
asatthe Temple. lfyouarec

You 1) Suinon any one plaer i the
Outeror

you
remain on this spaceuntlyou lm\wr
sﬂl Once the idol has been praye

imates and strolls off to the dlﬂrd
wu.

OBJECT 5 OBJECT
MAP

1: Sublract
rullin the Crypt.

STRANGER STRANGER
YCLOPS

A Cyclps comes plodding ahag. Roll |
dietosee what e does:
i

rollin the Mines.

STRANGER 4 STRANGER
MAGICIAN

p-im or vice versa. Whnhrwmg you

you. Move them here immedistely and
atack as though you had encoantered
themn by Combat or Pychic Combat f you
are permitied o). Once the Arena hus
een used, i crumbles tothe discard i,

OBJECT

OBJECT

Vou may take the Caskel and open it

‘wheneser 3ou want, When you do, rol

one di 0 see what it contains and then
the C: i il

EVENT EVENT
YOL

4 are
cngulfed and swept off to the discard
ik

MAGICORJECT & MAGICOBJECT
ROD OF RUIN

The Rod has one use. Once used.
ot i n e dicard e il
I Come sl oy chkc o

The Sphin sets ou  riddl: Pick 4

number

1fyourol the numberyoupicked, ake

Spel. The Sphiny will e hereuntl
someone sccesully solies the rddle,

STRANGER 4 STRANGER
OUTLAW

Ywmbumlwb\ ﬂlﬂ'n who

tothe disard ik ina puffof smoke.

FOLLOWER & FOLLOWER
GENIE

)
The Genic s one Spel Lake one from

1 you have any Gold, b takes one Gold.
v e 30 God,be s s e
e hethen

~you may ook at i), The Genie will cat
the Spll when you pay i one old, e

minmhwptwlkd-wﬂpllr

OBJECT s OBJECT
BAG OF GOLD

Fachange mmeiately or Bag of
foken nd then place o discrd pk.

ORJECT 5 OBJECT
BAG OF GOLD

Exchange mmediately fo Bag of Gold
token and then place

his Gold. Treat the Spell as though you
had cast .

SPELL SPELL
DISPLACEMENT

You may cast this Spel a the start of
sour Tura, or when you hase just com-
pleted your Move, When cast, it empon-
ers you o remove any uplurned Adven-
ture Card from the board and place it on
any spice in the same Region not

sccupied by a layer.

OBJECT OBJEC
BAG OF GOLD

Exchange immedatel for Bag of Gold
token and then place on di

FOLLOWER 5 FOLLOWER
CHAMPION

STRENGTH 3 CRAFT3
“The Champion will ight i o e

any Combat o Psychic Combal, but he
may ot use any of your Objects or
Spells.

SPELL SPELL
INWA!

o your choke in the same iqln-
Whether or ot you accept the
m will then Ty i to the pier

ENEMY -Spirt 3 Spirit-ENEMY
BANSHEE

A Banshee s talkin this ara. 1 will
remain here unil illed.

SPELL SPELL
OW MOTION

another player at any e, 1 wil
increase the reipieat’s Cral by their
staring Cratfo the remainder of that
Torn oy,

ENEMY - Monster 2 Monsier- ENEMY
BERSERKER

A Berserker goes berserk and il
remain bere until beaten, When beaten
e is oot illd: instead roll | die and
oove himthat mmber o s cckvwie

another playe at thestart f the arget’s
Turn. It willreduce their Movemen o
one sgace 3 Turn for ther oest two
Turns, (incuding the ane in which the
Spell was cast).

ENEMY -Monster 2 Monster-ENEMY
GARGOYLE

ENGTH 5

A Gargoyle i scaring und preving on
everyone in thiarea. 1 will emain here
unil it s Killd

EVENT 1 EVENT
EARTHQUAKE

An Earthquake shocks this Region, rall |

di for each face up Adventure Card in
it O oll of Lo 3, it tumbles down
chasm o the discard ik

MAGICOBJECT § MAGICOBJECT
WINGED BOOTS

henever you roll a 6 for MM&
choase 10 roll the die 4

for your Movement. If you do s, you
must move his olal.

STRANGER 4 STRANGER
CENTAU

A riendly Cenaur oflers 0 gie you 8
ride, I yousceept,roll | die and move s
haugh it were your moveament, Whether
o nol you acept the rde, the Centaue
then gallogs offtothediscad pile.

ENEMY-Spirt 3 Spiet-ENEMY
SHADE

EVENT I EVENT
HALLOWEEN

It is Halloween, All Exil players may
imvoke the spiits by rlling 1 die with the
following resut:

1:Miss | Turn 24 Hel 1 Life

Halloween then passes to the discard
pik.

EVENT

(Unfortunately, due to the passage of time the character cards fell from their mounts when lifted up
like the dry bones of an ancient and long dead adventurer)

EVENT NT
\\llHl(l)\Il\lTIl)\

The stars e algned so that all Spirity
have thir Craft doubld for vne Round.,
The Astral Conjunction then passes o
the discard pile

= S— -
aw and order, They immediately send
you back to your starting space and then
march off o the discard pile.

STRANGER 4 STRANGER
DEMIGOD

A Demid rts on e Syl sour
choice, Look through. the remaining
eyl pck ke e
300 want, The shollle and replce the

" The Demigd thes vanshes o he
discard pile.

ENEMY -Spirit 3 Spirit-ENEMY
LICH

ScinOuter Region  6:in Middle Region
Thise with 1o Goid are exempled. The
Tavisthenlifted to the iscard pile.

STRANGER 4 STRANGER
JUDGE

Judgemest is passed on you. [ a some

Stage in the game you’ have altacked

another player (or wed you abity on

them insiad ofatacking) you must pay

a fine of 1 Gold or miss. Iy

dge then coninus s erars othe
discard pile.

ENEMY -Monster 2 Monster - ENEMY
DOPPELGANGER

U{-\I'TZ

A Shade is lurking in the dark corners of
thisarea. 1t will remain here until kilked.

You may cast this Spel at the start of
vour Torn, or when you have just com-
leted your Move, When cast, plce this
Grd o0y space mol occopied by
anather player n the Region yo are n.
No-one except you may move anto o
through tha space. The Spell asts until
thestart of your pext Tura.

ENEMY -Monster 2 Monster- ENEMY

CRAFT4
Hte Lic betsaplr, s | Lje
and keep it for tself (place on the Lich)

The Lich will remain bere until it s killed
(loses alf ts Lives?)

SPELL SPELL.
MIND-STEAL

{The Doppelanger fght with tie same
ot Streng s whoever it g

A Doppelganger i stalking this area. 1
will e until il

SPELL SPELL
METAMORPH

You may cast this Spell when you have
jus drawn an Adventure Card. tallows
you t discard any ane Adseature Card
that you have just dravn and draw

another one instead.

ENEMY - Animal 2 Animal- ENEMY
GIANT LIZARD

olem is demolishing this
untiltiskilled.

STRENGTH 2

A Goblin s faying waste (o this area. It
will remain here uail it i killed.

" STRENGTH

A Giant Liza
will continge

ulking in this area, It
ol it s Killed.
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& Gain 1 Spell
ENEMY:Spirit 3 ENEMY:Spirit
NIGHTMARE

A el Nghtmars by this
will remain bere until it is

ENEM¥Dragon 2 ENEMYDragon
BRONZE DRAGON

Strength 8

Amighty Bronze Dragon lirs inthis
area. 1t will remain bere until it is

A fire rages through the dungeon,
royln;n!lhcupardsnh

hl’.ln"zr.hﬂlklnmwﬁdl

1f you choose to go down the Secret
Passage, roll one die now to see where
you come out.

A Giant Worm llm here. It will
remain here until

ENEMY-Animal 2 ENEMY-Animal

STRANGER 4  STRANGER
GIANT RAT LONE DW

1. Atiaks
A verminous Giant Rat lurks in this 3
area, It will remain here until it is Gl e
killed. Smnprplrnn“uts
& Jons you 3 Followe.
Whil be s yoor Follower you may add 1 10
your rol o the Treasure

ENEMYSpirit 3 ENEMY:Spirit
PHANTOM HOUND

‘You may use this on any Stranger
‘whose space you land on and send

Decree is discarded.

FOLLOWER 5§ FOLLOWER
WISE MAN

To cross the snake pit safely you must
rolla number less than your Strength
‘on one die. If you fail you must lose
a Life or a Follower.
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-
“p
=
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=
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-
“}
=
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-
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ENEMY-Monster 2 ENEM-Monster PLACE 6 PLACE
CRAWLING SLIME NG

youstrike the gog L willcepor
any
s;lu.[ﬂhmhmnnthna-nth

characterinthe dungeon, you choose
who s teleported. Afler it has been
used, the Gong melts away into the
discard pile.

EVENT 1 EVENT PLACE 6 PLACE
TRAPDOOR

You fall down a trapdoor and find Il)wtrymopmmm-sywm

yourself back at the Entrance. mdle.l! hﬂ, m
one youare,
e mm’n and lose a Life.

Irymmmodywlind!(;ddmd

ENEMY-Monster 2 ENEM¥-Monster ~ MAGIC OBJECT § MAGIC OBJECT
GIANT BEETLE GAUNTLET OF MIGHT

‘While you havethe Gauntlet o Might
you may add 1 to your score in
If you lose Combat, the Beetle will ~ Combat.
eat one of your Followers. If you have
no Followers, you

lose a Life.

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

Strength § You look into the mirror and it

‘While you carry the Crystal you may ou mirror an
add 1 to your score in Psychic — o shatters, but you gain 1 Spell
Combat. mlllThdhuMywran roll 2 number less than your Craft

on one die (o avoid being tangled on one die to #void being tangled in

its web. If its web. ¥

2 from your 2 from your i

Spider. ider.

EVENT  EVENT 1 EVENT
GREEN MIST

EVENT 1
MAGIC MIRROR

You look into the mirror and it A green mist envelops you and

shatters, but you gain 1 Spell. corrodes your equipment.
e ¥ any Helmet, Shield or Armour you
are carrying.

BJECT 5 OBJECT
BAG OF GOLD

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

Exchange immediately for a bag of
£0ld token and then place on the
discard pile.

OBJECT § OBJECT
BAG OF GOLD

immediaely for a bag of
gold token and then place on the
discard pile.

OBJECT 5 OBJECT
TORCH

While you carry the Torch in the
Dungeon you may roll twice for
‘movement and take either number
a5 your movement roll

FOLLOWER 5 FOLLOWER
DOG

ENEMY:Moaster 2 ENEMY-Monster
LIVING STATUE

Unless defeated by a character
R Yoy B
::"nxlswdsmrdmd

PLACE 6 PLACE
DUNGEON DOORWAY
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On through space to the Timescape

OBJECT § OBJECT § OBJECT 5

JET PACK POWERAXE PSI-HELMET

S . 5 ..
this weapon in Combat. weapon in Pyychic Combat. No Character
may use 2 Piychic Helmets af the same tinse.

OBJECT s OBJECT
COMBAT ENVIRO-SUIT

You do not need to roll the di

Zone, and you are safe in the Desert. You
are safe on Death World on a die roll of 1.

[ SPACEPIRATE |

o ASTRONAUT

- § LIVY) e NS e

LIVES et
yammd 7 LAVE) a0 [ LO\THLS ra—

vammo<  OBJECTS semm-cremmm< FOLLOWERS

0 S PROIRMIOW K10, I TUGNTS HOSANVEd.

SPACE MARINE  »-emmms-o)-mmm-<

Al T

die when rolling for Movement. You may
decide o se the Jet Pck afer you have
rulld the die

Yourmayadd2toyour Srength when sing
this weapan in Combal

Yourmayadd 1o our Craft whensing this
‘weapon in Pychic Combat, No Character
iy s 2 PchicHelmets i the sme e,

H OBJECT
COMBAT ENVIRO-SUIT

You do not need to rollthe die in the Rad
Zone, and you are safe in the Desert, You
are safe on Death World on a die roll of 1.

1,3 st of ombat, you e s st
aLif, ol e die I you ol 4 Sor &
the Force Steld protced oo and you o
ot loe tha Life, thoagh you sl lsethe
Combat.

OBJECT s OBJECT
GYRO-COMPASS
e )

s 'y Vo may [your Turs,
When cat, it opeas a Warp Gate which will When cas, it opens » Warp Gate which will
b Vs Tornoruatila Ch ighit You

f you do o, any Character who landsca the | 1f you do oo, sy Cearacter who lands o the
e gite Am Charer e g Anychiracter

5 OBJECT

ASTROPATH MINING LASER

come
500t cumulatve with another Mining Laser
or a Shovel.

OBJECT § OBJECT

remm--amm-<  ARCHAEOLOGIST  »emm-o>-ammm-c

X

f LAV v« { HINTHLS

remme<  (BJECTS >emm-o-emm< FOLLOWERS

Copyright © 1987 Gemes Werkshop Ltd. Al Aights Aeserved

e LIV

GYRO-COMPASS

e« (OBJECTS resms-o-emme-< FOLLOWERS
rem-r-amm« CHAINSAW WARRIOR remmmc-ammm-  OBJECT 5 OBJECT

MINING LASER

B

et { LIVH) et { LI9NHIS

s nol cumlative with another Mining Laser
or  Shovel.
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s ' FOLLOWER & FOLLOWER
SYMBIOTE

Wi the Symbote s your Fllwer,subtret

adid 110 the die rol when Praying and you
may Evade the Warp Deman,

Pl 1 from your Strength (evenif you aeat your
starting quota) and add 3 0 your Crafl.

‘Wit this Objec, you may cary any mumber

‘may use this Object to Move one Space. In
the Timescape ou must miove aong the Red
Warp Line.

die when rolling for Movement. You may
decide to we the Jet Pack ate you have
olled the die

o Objets.

ENEMYAlien 2

ENEMY-Alien ENEMY-Alien 3 ENEMY-Alien

Pl Craft 12

Fightooe Combat against this Enen. I you Fight one Psychic Combat against this
Tos,lose | Lifesod 1 Streagth, avesome foe.

Fight one Prychic Combat againt this
Enemy. I you s, I  Lieand 1 Cral.

aﬂ. OBJECT  §  OBJECT ORJECT 5 OBJECT

(COMBAT ENVIRO-SUIT

GYRO-COMPASS

You do ot need 1o ol e e the Rad
Zone,and the Desert, You
L

Add 210 your Strength whie warin the

‘Battle Armour.. ‘ombat,

oll die If ou ol 4, S o , you domot

this weapon in Combat.

You must fight this Eneny using either
Sireagth or Craft, whichever of your
attribtes s the veaker,

lose the Life, but have still ot the Combat.

1 youretun to
25 you do ot

‘weapan in Bychic Combat. No Characer

“This object alows you 10 add 2 to your
Strength when rolling in the Crypt to
determine where you come out. This boaus
s not cumlative with another Mining Laser
or & Shovel.

el

Wil s bt ouhave 0% cance of

HAND OF FATE 1 HAND OF FATE
WARP STORM

HAND OF FATE 1 HAND OF FATE
SUPERNOVA

STRANGER 4 STRANGER

STRANGER 4 STRANGER

HAND OF FATE 1 HAND OF FATE
SUPERNOVA

TheTime Trelsoffer you  rid o e
Spoce ot immediey.

Roll 1 die:

13: Move back to the space you just moved
Fight four Combats vs Strength 4 from.

46: Move forward 1 Space, shong the

Red Warp lie.

HAND OF FATE 1 HAND OF FATE
__SUPERNOVA

HAND OF FATE 1 HAND OF FATE
SUPERNOVA

HAND OF FATE 1 HAND OF FATE HAND OF FATE | HAND OF FATE

46 Move forward 1 Space, along the
R Space, along

HAND OF FATE 1 HAND OF FATE

46: Move forward 1 Space, aloag the
Red Warp e,

HAND OF FATE 1 HAND OF FATE

‘may il die Ona 4 you evade the Eneny,
on 2 I-3 you must fight the Combat as
sormal, This Objet nly works againt

Middle Regious, or on the Dungeon o
Timescape boards, but ever against
Hercules or the Dragon King,

Copyright © 1987 Games Workshop Ltd. All Rights Reserved

ENEMY-Alien 3 ENEMY-Alien

INDMVAn 3 ENEMYAlln
WILL O’ THE WISP

ENEMY-Alim 2 ENEMY-Alien

WILL 0’ THE WISP

Fight one Combat agaist this foc.

Fight one Canbat agaist tis e

|
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e 5 MagicOBJECT

ORJECT-Maghe 5 MagicORJECT
BOOK OF DRAGON LORE

OBIECTMage 5 Migge-ORJECT
CROWN OF DOMINATION
N

PLACE 6 PLACE

TREASURE HOARD

EVENT 1
SHAMAN'S BONES

ORJECT-Magie 5 Magc-ORJECT
PHOENIX POTION

OBJECT-Magie 5 Magie-OBJECT
MAGIC RING

ORJECT 5 ORIECT
TREASURE CHEST

is card in exchange for
gold counters equal 1o
the roll of one dice.

OBIFCT-Magic 5 MagicOBJECT.
MAGIC SHIELD

OBIECTMagic 5 Mage-OBJECT
DRAGON BLOOD

ENEMY-Dragon 2 Dragon-ENEMY.

CLOUD EN>OOZ

DRAGON EGGS

\

ENEMY-Dragon 2 Dragon-ENEMY
__DRAGON PRINCE

One of the Dragon King's you
brothers has made his home in this
area, He will remain here until
killed.

ORIECT-Magk' 5 MagcOBJECT
MAGIC HELMET

SPIRI-Drgon 3 Dragon-SPIRIT
ZOMBIE DRAGON

ENEMY-Dragon 2 Drugon-ENEMY
DRAGON'S LAIR

OBIECTMagic 5 MagicOBIECT,

P e

OBJECT-Mage 5 M- OBJECT

MAGIC MACE
LY

ARCANE SCROLL
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OBJECT 5 OBJECT
DRAGONS TEARS

OBJECT-Magkc 5 Mg ORIECT
RING O—. COMMAND

OBIECT-Mage 5 Mgk OBJECT
DRAGON VENOM
ki

Youmiss your e breaking fre.

n the Crags space.
ind o that space
collect the

has left in

after the

3 1 EVENT
SURPRISE ATTACK

You may exchange these Eges for
five gold counters at the Warlock's
Cave.

OBJECT 5 OBJECT

WYVERN STAFF
(7 7=

A Dragon swoops down from the

round! You tust Josc one ffe. The
Dragon then flies on 10 the discard
pile.

PLACE 6 PLACE
ALTAR OF DREAD

You may use this staff to cnslave
any Wyvern that you encounter. The
n o a8 llower

combot Ay which il iy off 5
the discard pile.

PLACE 6 PLACE
BLACK TEMPLE

have built a temple

demand that you |

your  gold

———— i

dice.
44,5 or 6, the Magic Helmet ha
protected you and you do not lose
that life. though you still lose the
combat,

FOLLOWER 5 FOLLOWER
DRAGONSLAYER

if you have a card ku

would pormally allow you 10 do so.

ORIECT-Magic 5 Mage-ORJECT
BRACELET OF MIGHT

has protected you and you da not
lose that life, though you sill lose
the combat.

FOLLOWER 5 FOLLOWER
GOHF—ZH>Z>.=G

“The Goblin will fight in your place in
combat. He has a strenglh and craft of

sword, then you must lose a life
before you fight the combat against
the Dragon.

OBJECT-Mage 5 Mingke-ORJECT
DRAGONWING CAPE

combat

EVENT 1 EVENT
DRAGON RAID

may
A he o it the bghest score:

i bt b e e e

OBJECT-Magic 5 Magie-OBJECT
EXORCIST'S BLADE

ORIECT-Magic 5 Magie-OBJECT
ROD OF DRAGON FIRE

OBJECT-Magie 5 Maghe-ORJECT
DRAGON AMULE e

STRENGTH 5
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HOW TO PLAY TALISMAN DRAGONS

In order to play Talisman Dragons you simply need to add the new
adventure cards and character cards to the appropriate card decks,
and place the Dragon King card on the Crown of
Command space in the centre of the board. The

normal victory conditions from Talisman are not [

used for Talisman Dragons, and you may not use the

alternative endings cards from Talisman

The Adventure. Instead, any player that ——

lands on the Crown of Command space

must encounter the Dragon King and

attempt to defeat him to win the game.
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Why not this holiday put down the mince pies and sherry and arrange your well-thumbed cards back
into their original order. Its great fun for all the family and also great for shedding a few seasonal
pounds. (Archived 2" edition and the Adventure are shrink wrapped and we ‘aint breaking that
ancient seal for no one.)
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Bolt Thrower or Bust

o

B S

Details of this funny little game can be found on Talisman Island here

o F  FS

https://www.talismanisland.com/features/bolt-thrower-or-bust/
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Reporter New made all new cards and board for this little game with an even more Talismany theme.
The team here at Talismanorak had the set printed and here is what it looks like.
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Talisman 3™ Edition in WarhammerQuest

o

B S

News about artwork similarities with 3™ edition and WarhammerQuest cards can be found on
Talisman Island here

o F  FS

e e e

https://www.talismanisland.com/features/shared-artwork/warhammer-quest-artwork/
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It seems that 3™ edition box art was used for two of the Deathblow magazines. Deathblow Magazine
was a publication EXCLUSIVELY dedicated to Warhammer Quest! It contained new scenarios and
adventures (GM and/or non-GM versions), new Warriors, new Settlements, and new Rules!
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https://www.talismanisland.com/features/shared-artwork/warhammer-quest-artwork/

This book contains btl:
on one of the five O

Light, the Idol Room |
the five objective ro?
any special rules you

n each adventure, the W

objective room and comg

occurs there. The objec

defended by a large numb

Monsters defend the obje
Objective Room Monster Table
Monsters' Phase as the Warriors
taking an Event Card. Full deta
found on the quick reference she
and on the Event Cards.

OBJECTIVE ROOM

! 3 Minotaurs, 4 Orc Warr
Z 1

w2} Minotaur, 1D6+2 Sjea

THE FIRST ADVENTURE 1 THE IDOL CHAMBER

THE FIGHTING PIT 1 aacices . ’m
1) The Beast " 2) Desecration a - S Giant Spiders,
By et of rier > 3) Kill the Shaman ) i

3) Hell's Gate = 4) Daemon Summoning " —

4) Blood Debt > 5) Return the Staff 12 —
~ & 6) Sword of the Electors . I
6) Free the Prisoners 3 ESCAPING |

14 \

THE FIRECHASM CREATING YOUR OWN EVENT CARDS

Geoff Taylor's complete piece of artwork found on the Dungeon of Doom box can be found on the
inside cover of the Adventure book.

(,»[ ”Lmﬁ;i_; x}ii'g' ;“( PST

There also sems to be crossovers with the miniatures in the photography that adorns the box and
rule booklets
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Is that the Talisman warrior and wizard | see on the box and inside cover of the Role Play book?

Neither of these minis come with Warhammer Quest though the Minotaur and Skaven did.
1
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Christmas fashion tips for the Talismanista around town

o

B S

Show your support for your favourite journal with this chic and stylish apparel by Storm River
clothing. Guaranteed blizzard repellent, blood stain resistant, valley of fire proof and can be
converted into a sail for that make shift raft. Wearers also get an automatic saving throw of a 6 when
worn at parties and social gatherings.
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¢ Well that’s all folks for another edition of the Talismanorak. To all our readers | hope you all have a
s lovely festive Christmas and God Bless and happy adventuring in to the New Year.
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