TALISMAN : VILLAGE & 

DRAGON LANDS

1. Summary of Expansions

1.1. Village – The Village expands the space on the main board.  It adds 10 new places for characters to visit and spend some of their hard-earned Gold.  It includes a 2-page board, a 28-card Village deck, and a number of special cards.

1.2. Tavern – The Tavern is a somewhat lighthearted expansion.  It includes a 20-card Tavern deck.  It affords characters the opportunity to earn some Gold by working as a Bouncer for a few turns.

1.3. Warlock’s Maze – The Warlock no longer gives out Talismans for completing simple quest.  Instead, you must prove yourself by making it through his Maze.  The Maze consists of 16 tiles placed randomly, so that it is different every time.

1.4. Dragon Lands – This was originally designed for use with the 2nd Edition “Dragons” expansion.  However, I updated it and it is now an expansion in its own right.  There are many wondrous treasure to be found in this land.  But beware… they are guarded by powerful Dragons.  The Dragon Lands are entered from the Chasm space in the Inner Region.  The expansion consists of a 2-page board and 45 cards.

1.5. Underworld – Enter the Realm of Hades, Lord of the Underworld.  This expansion consists of a 2-page board and 40 cards.  The Underworld is entered from the Graveyard space of the Outer Region.

1.6. Space Hulk – A derelict ship from the world of Warhammer 40K has time-warped and crash-landed in the land of Talisman.  Fight Tyranids and Genestealers; find a suit of Terminator armour; meet a Librarian or a Space Ork.  This expansion includes a 2-page board, 40 cards, and 5 room cards.

1.7. Archipelago – The largest expansion of them all.  Hire a ship and crew, and sail to exotic locations.  Explore 5 islands off the coast of the Talisman mainland.  The expansion consists of a 25-card Sea Encounter deck, a 30-card Land Encounter deck, a 20-card Hireling deck, and a 10-card Treasure deck with some very powerful artifacts.

1.8. Gateways – With so many realms now available (there are 13 total, including the 8 in this list, the 4 realms around the main board, and the Wizard’s Tower), traveling between them can be very time-consuming.  The Gateways expansion allows characters to journey across time and space via the Astral Plane.  The Astral Plane has Gateways that lead to all of the realms, but is itself fraught with danger.  It consists of a 2-page board, 30 cards, and 28 Gateway tiles.

1.9. Labyrinth – The Labyrinth is a huge underground realm.  It has connections to the Inner and Outer Regions, as well as two other realms.  The Labyrinth is created as you play the game, from a set of 105 tiles representing rooms, corridors, and dungeon features.  The expansion consists of the tiles, a 2-page board, a 15-card Enemy deck, a 25-card Treasure deck, lots of special cards, and counters.

1.10. Atlantis – The fabled Lost City of Atlantis is hidden somewhere in the Archipelago.  This expansion is designed as a replacement to the Wizard’s Tower, though it can also be used as a “standard” expansion.  The expansion includes a 1-page board, a 25-card Atlantis deck, 5 Special cards, and counters.

2. Rules for Expansions

2.1. Most of the expansions have their own rule sheets.  The exceptions are the Village and Dragon Lands, as the rules for these are very simple.  They are summarized below.

2.2. Village

2.2.1. When you land on the Village space in the Outer Region, you may immediately take another turn.  You may enter the Village, or continue moving around the Outer Region.

2.2.2. The Mystic and Healer have moved inside the Village, and are not encountered on the space in the Outer Region.

2.2.3. For movement, roll the special realm movement die (3rd edition), or roll 1 normal die and divide the result by 2 (2nd edition). You may move in any direction, but you may not double-back during your move.

2.2.4. If you end your move on one of the road spaces, draw a card from the Village deck to see what (or who) you encounter.

2.2.5. You may move into one of the Village buildings by following the arrows on the road.  Moving into a building costs 1 point of movement.  You may stop moving once you enter a building even if you have additional movement points left (i.e., you don’t have to move into a building by exact count).

2.2.6. The Omen card (available from the Oracle) allows you to discard any one card from any deck without encountering it.  You do not draw a replacement card.  Discard the Omen card after use.

2.3. Dragon Lands

2.3.1. The Dragon Lands are entered via the Chasm space in the Inner Region.

2.3.2. Draw cards from the Dragon Lands deck as directed by the spaces around the board.

2.3.3. For movement, roll the special realm movement die (3rd edition), or roll 1 normal die and divide the result by 2 (2nd edition).  You may move in either direction, but you may not change direction during your move.

2.3.4. Keep track of how many Dragons you kill while in this realm, as it will affect your roll if you go to the Council of Dragons.

2.3.5. If you acquire a Dragon Steed, take a Dragon Steed card from the special deck.

2.3.6. For the breath weapons on the Monster and Spirit cards, the character must take a Craft test to avoid the effects.  This means he must roll less than his Craft on 1 die.  If successful, the character is not affected by the breath weapon.  If he fails (i.e., rolls equal to or greater than his Craft), he suffers the consequences as noted on the card.
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