TALISMAN : LABYRINTH

I.  BASIC RULES

1. General
1. tc "I.
General"This part of the rules assumes you are using the Labyrinth as a regular expansion.  Full rules for using the Labyrinth in the Inner Region are given in Chapter IV, The Endgame. 

1. The Labyrinth will be different each time a character enters it, and will actually change as the characters move through it.  This is done by random placement of 93 tiles, each with different rooms, corridors, etc.

1. Characters in the Labyrinth are not affected by Events on any other board, or by Spells cast by other players.  The Labyrinth is a magical area that is heavily shielded against outside influences.  As such is not affected by anything outside this area.  Players inside the Labyrinth MAY cast Spells on each other.  

1. Nomenclature

1. Passage – each tile has at least one passage that runs to the edge of the tile.  Tiles are connected to each other via passages.

1. Space – an empty space on the Labyrinth board (i.e., one that doesn’t have a tile on it already).

1. Tile – a small square representing a Corridor or Room in the Labyrinth.  Each tile represents one area of the Labyrinth.

1. Destroyed Tile – a tile that has been rendered impassable.  Place a “Destroyed tile” marker on any tile that is destroyed.  That tile may not be entered for the rest of the game.

2. Set-up / Game Componentstc "II.
Setting up the Maze"
2. Labyrinth Board

2. The Labyrinth board is fairly simple.  It consists of a grid of squares (7 columns by 7 rows).  It also includes various reference tables required during play.

2. Eleven of the squares are numbered (2 through 12).  These are used for set-up, as well as whenever a reference is made to a random tile.  They indicate possible entrances to the Labyrinth.  (See 3.1 below.)

2. Labyrinth Entrance Cards

2. These cards mark the various entrances to the Labyrinth.  Each card corresponds to a specific Entrance tile (as indicated on the card).

2. Place each Labyrinth Entrance card on the appropriate space on the main board or expansion board.  If you are not using one or more of the expansions, set aside the corresponding Labyrinth Entrance cards and Entrance Tiles.

2. When you land on a Labyrinth Entrance card, encounter the space (or any character on that space) as normal.  On your next turn you may move normally OR you may attempt to open the portal and enter the Labyrinth.  In order to enter the Labyrinth, you must roll less than or equal to your Craft on 1 die.  (This is called “taking a Craft (1)” test.  Refer to Section 6, Traps.)

2. Labyrinth Tilestc "A.
The Maze Tiles" \l 4
2. The Labyrinth Tiles make up the bulk of the components of this expansion.  There are 105 tiles total.  They represent the various Rooms and Corridors that comprise the Labyrinth.

2. Labyrinth tiles include Entrance Tiles, Corridor Tiles, Room Tiles, Stairs markers, and Secret Door tokens.  All of these are explained in Section 3.

2. Separate the Entrance Tiles and place them face-down in a pile.

2. Turn the rest of the tiles face down and set them off to the side.  These tiles form a “pool” of tiles.  Each time a character moves onto a space that has no tile, he draws one at random from the pool.  The pool consists of all the tiles, except for the Entrance Tiles.

2. Labyrinth Cards

2. There are 2 decks of cards used in this expansion.  One deck contains Enemies, and the other contains Treasures (Objects, Followers, and Abilities) that you can acquire in your exploration of the Labyrinth.  Shuffle both decks and place them next to the Labyrinth board.

2. You draw from either deck when directed to by a card, room, etc.  Also, after you defeat an enemy, you make a Treasure roll to see if you may draw a card from the Treasure deck (refer to Section 7.)

3. Types of Tiles
3. Entrance Tiles

3. The Entrance Tiles connect the Labyrinth to the various Talisman boards.  Each Entrance Tile is linked to a specific Labyrinth card (and therefore to a specific space on one of the other boards).

3. Four of these tiles show stairs leading up out of the Labyrinth, and the other 2 show stairs leading down.  These illustrations are for flavor only and have no effect on the game.  The tiles are all treated the same.

3. When you enter the Labyrinth from a space on one of the other boards, move to the corresponding Entrance Tile, if it is on the board.  If not, roll 2 dice and place the Entrance Tile on the corresponding space on the Labyrinth board.  If there is already a tile there, roll again until you get an unoccupied square.  You may orient the tile any way you like.

3. It costs 1 point of movement to move from an Entrance Tile to a Labyrinth card and vice-versa.

3. Corridor tiles

3. There are 4 kinds of Corridor tiles:  Straight, Elbow, T-Junction, and Intersection.  All 4 kinds are treated the same unless otherwise noted.

3. Each Corridor tile contains instructions to tell you what to do when you move into that Corridor.

3. Room Tiles

3. There are 2 different kinds of Room tiles:  Special rooms and Standard rooms.  The Standard room tiles include instructions to follow when you enter that room.   When you enter a Special Room refer to Chapter II Special Rooms for the rules associated with that tile.

3. Some of the rooms are dead ends.  Others have one or more passages leading out from them.

3. Stairs Markers

3. The Stairs markers are mixed in with the other tiles in the pool.

3. If you draw a Stairs marker, pick one of the face-down Entrance tiles and place it on the square you moved to.  If there are no more Entrance tiles (i.e., they are all on the board), draw another tile and ignore the Stairs marker.

3. On your next turn, you may exit the Labyrinth (and move to the corresponding Labyrinth card on another board).  Or you may go back to the previous tile and continue exploring the Labyrinth.

3. Return the Stairs marker to the tile pool.

3. NOTE:  Do not confuse the Stairs markers with the Entrance Tiles.  A Stairs marker depicts a generic stone stairway, while an Entrance Tile has the name of a specific Labyrinth card.  Stairs markers are never placed on the board.

3. Secret Door Tokens

3. You may keep a Secret Door token until you are ready to play it.

3. When you play the Token, you may move to any adjacent tile (except diagonally), regardless of connecting passages.  If there is a tile there, encounter it as normal.  If not, refer to the rules for moving onto an empty space below.

3. Tokens are not considered Objects, and you may never be forced to discard one.

3. Return the Token to the tile pool after you use it.

4. Movement
4. General Movement rules

4. tc "III.
Movement"Movement in the Labyrinth may not be affected by Followers, special abilities, Spells, etc.  The only exceptions are Labyrinth cards or tiles that specifically allow you to do so.  (Exception:  The Teleport spell allows you to move to ANY adjacent tile.)

4. You normally move one tile each turn.  You may move off a tile in a certain direction only if a passage leads off in that direction.  (You may not move diagonally, unless specifically permitted by a Labyrinth card or tile.)  You may only move to a face-up tile if it is connected to your tile by an adjoining passage.

4. If you enter a Corridor tile, you may continue moving to another tile after you resolve the effects of the Corridor tile.  You may only do this once per turn, and you may not continue moving if you are defeated in battle or psychic combat.

4. It is possible to move between adjacent non-connected tiles by use of Secret Doors (see Section 3.5).

4. When you move from one tile to another, there are 3 circumstances that can occur.  These are explained below.

4. Empty space – If there is not a tile in the space to which you are moving, draw one from the tile pool.  You may orient it any way you like, as long as one of the passages on the tile lines up with a passage on the tile from which you moved (unless you moved through a Secret Door.)

4. Face-up tile – If you move onto a face-up tile, refer to the Room or Corridor Encounter Key (as appropriate) to see what you find.  (The tiles marked with a “*” after the encounter description apply only the first time a character moves onto that tile.  After that, treat the tile as Empty.)

4. Face-down tile – These tiles have been hidden for one reason or another.  When you enter a face-down tile, turn it face up and orient it any way you like (it must still have an adjoining passage with the tile you moved from, unless you moved via a Secret Door).  The tile remains face-up unless it becomes hidden again.

4. NOTE:  When you are moving and must turn over a face-down tile or place a new tile, you must move onto that tile.  You cannot change your mind and decide not to enter it after you discover it may be hazardous!

5. Shifting Walls  (NOTE:  This section is Optional!)

5. The Labyrinth is a strange and confusing place.  Its rooms and corridors seem to constantly shift, which makes it nearly impossible to map ones progress through the ever-changing maze.  To simulate this, the following rules apply.

5. Whenever a character moves more than 2 tiles away from an existing tile, remove that tile from the board.  In other words, the only tiles that will ever be on the board must be occupied by, or adjacent to a tile occupied by, a character.

5. Return tiles removed in this fashion to the tile pool.

5. While this presents challenges to the characters as they move through the Labyrinth, it also has at least one advantage.  If a character is trapped in an apparent dead end, he just needs to retrace his steps until the dead end tiles are removed!

5. The above do not apply to Destroyed Tiles.  Leave any Destroyed Tile markers on the board for the remainder of the game.

6. Traps

6. There are 6 different kinds of traps in the Labyrinth:  Non-Magic Traps, Magic Traps, Crypt Traps, Door Traps, Room Traps, and Corridor Traps.  When you set off one of these traps, roll on the appropriate table to find the exact type and effect of that trap.

6. With the exception of Room Traps, Traps do not remain in play after they are activated (i.e., they are not represented by cards or counters).  When you set off a Room Trap, the Trap affects that room for the rest of the game.  Take the appropriate counter and place it on the room tile.

6. Tests of Strength and Craft

6. There are a number of times where you will be directed to “Take a Craft (or Strength) test.”  To take a test, roll the number of dice listed in parentheses (usually 1 or 2) and compare the result to your Strength/Craft.  If the number rolled is less than your Strength/Craft, you succeed.  If it is greater than or equal to your Strength/Craft, you fail and suffer the consequences (or don’t get the reward).

6. When taking a Test, you may add any bonuses from Followers, Objects, etc. that raise your Strength/Craft (e.g., the Maiden, the Magic Ring, etc.).  You may not add bonuses from those that only add to your score in battle or psychic combat (e.g., a Broadsword, the Squire, etc.).

6. For Strength/Craft (1) tests, a roll of 6 us always a failure.

7. Enemy Encounter Deck

7. In the Labyrinth, Enemies are represented by a separate deck of cards.    Draw an Enemy card when instructed to do so.

7. Treasure!!  Whenever you defeat an Enemy from this table, roll 1 die and refer to the “Trea” (Treasure) column of the Enemy Encounter Table.  If you roll one of the numbers listed, you have found its treasure!  Draw one Labyrinth card as your reward.  If the Enemy does not have a number specified for it, you find its Treasure if you roll a 4 to 6.

8. Ailments

8. You may succumb to a variety of different Ailments in the Labyrinth.  They include Confusion, Weakness, Disease, Curse, Lycanthropy, and Poison.  The effects of Ailments are described on the individual cards.

8. When you are inflicted with an Ailment, take an Ailment card and place it on your character card as a reminder.

8. Ailments can be cured at the Doctor’s Surgery (in the City), the Healer (in the Village), or the Royal Doctor (in the Castle) at a cost of 1 Gold each.  They may also be cured by a number of cards and events in the Labyrinth.

9. Miscellaneous

9. Ability Cards

9. Ability cards represent additional special abilities that you can acquire.  They can be found in the Treasure deck, and they may also be gained in certain Special Rooms.  Unless otherwise stated, they work in exactly the same way as the abilities that are printed on your character card.  They cannot be taken away once you have acquired them (though you may discard them voluntarily).

9. When you gain an Ability, take the Ability card.  The card describes any applicable rules for that Ability.

9. You may have any number of Abilities.

9. Enemy Characters

9. You may encounter Enemy characters in certain Corridor tiles.  When you do, draw a character card at random from the unused ones.

9. Roll 1 die and subtract 1.  Add this number to the Enemy’s Strength or Craft (whichever is higher).  The Enemy will fight you with the higher of the two.  In addition, the character may include any bonuses from special abilities listed on the character card.

9. If the character is a spellcaster, the player to your right draws the appropriate number of spells (plus 1 extra) from the Spell deck.  He may select one of these for the character to cast during the battle (if possible).

9. Enemy Spellcasters

9. Certain Enemies you will meet in the Labyrinth are noted as Spellcasters.  If an Enemy casts a Spell on you (or you are targeted by a random spell from some other source), roll a die to see which one it is.  

	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.


tc "IV.
Special Room Tiles"
1.1. Enchanted Objects

1. You may Enchant an Object from a number of sources in the Labyrinth.  If you do, place an Enchanted counter on the Object card as a reminder.

1. Enchanted Objects confer the following abilities:

1. Unbreakable – Some Objects (e.g., Armour, Broadsword, etc.) will normally break if you roll a 1 when using that Object.  Enchanted Objects, however, will never break.

1. Magic Bonus – Enchanted weapons add 1 to any Strength bonus they give to you.  Enchanted armour (including Helmets and Shields) adds 1 to the die roll when determining whether you lose a life if you lose a battle.

1. Technological Objects (i.e., those gained in the Timescape or Space Hulk expansions) may not be Enchanted.
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