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; Oﬁjective: Begin your adventure on the gameboard’s Outer and Middle Regions

0 build up your strength, craft and (ives. When you feel you are powerful enough, ] A o
i i) ﬁnb a "Caf_ismdn to reac6 tﬁe Cfowﬁ Qf Command space, be‘feat t6e elder bmgon e TAUSMAN fNCOUNTfR SfQU[NCEf"?Z (B ACK COVfR) cannot B8

and claim its prize. The first player to do so wins the game!
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GAMEBOARD Q_E"“ -‘ 100 ADVENTURE CARD& |

0 ; : 5 ny adg it from
- : 3 E ‘ 2 Counte,s,' 6 Strengty an g;;,,
The magical land of Talisman. The hoard is broken up into three regions: The many encounters, events, followers, objects, 16 5, g D0 e o
the Outer Region, the Middle Region and the Inner Region. places and strangers that you'll discover onyour e

“journey to reach the Crown of Command.

2 iy SThE
NGTH:
HIE R Th:

" AN Yoo i,

I8 PURCHASE CARDS

The objects you may obtain by means
“other than drawing Adventure cards.

If you're transformed into a toad cI'u_Aring the game, you'll place = |
a toad token on your character card. See TOADS on page 27 for-
more information. : =

ad
A
- \

Cibhssas,

24 SPELL CARDS

The various spells you may cast
during the game.

Koz
i

38 FATE TOKENS 30 GOLD COINS
Use these to reroll a die rollor - You may earn and use.gold -
move more easily around the board. -throu»ghout the game.

You'll need a Talisman to win the game.
Talismans can be discovered in the
Adventure deck or by completing a quest
at the Warlock’s Cave hoard space.

S DS | ~* 2 T - 114 COUNTERS 1
. oy 6, 3 N } s e > B Ny ~ ~ Use these to keep track-of your strength, craft and lives..
3 SIX-SIDED DICE B 12 ALIGNMENT TOKENS

— For all attributes, each large counter is worth 5 points~ -
You'll roll dice to move, resolve attacks IZ CHARACT[R CARDS : Ty ey your z

and each small counter is worth 1 point. -
“and 'determine results as prompted' by Each card details the life, craft, strength, alignment, startiﬁngf‘_ character’s alignment.
cards and gameboard spaces. The Talisman board space and special abilities for a given character. :
- symhol on the die represents a 6. ' ‘See READING CHARACTER CARDS on page 14 to learn more.

e 7.A:,: e 5 . R

38 red strength cbunters: 3 38 green life co_u_nte:vr‘si:h : :
6 large. 32 small 38 hlue craft counters: 6 large. 32 small ~ -
6 large, 32 small 5

12 CHARACTER FIGURES
_Move your figure-around the board
as you journey through the game.

¢

If alt counters of orie type-are in use;-no additional:counters of that fye can be = v

. gained by characters until some of those couﬁtefs_ﬁvayig been returned totheir

* - respective counter pile next to.the board. If you're able to trade five 1-point-counters-
2 A for-one 5-point counter, you mustdoso. = % -
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ﬁ;:*f‘N’EWTOTAllSMAN?

~ Go to PREPARE FOR YOUR ADVENTURE

j‘.on page 9'

" BEEN HERE BEFORE?

Here s what's dlfferent about the 5th edltlon.

~ How TO WI‘N |

- The first player to obtain a Talisman, reach the Crown of
Command in the centre of the board and defeat the dragon
wins the game.

- CHOOSE YOUR CHARACTER

- Character cards are no longer randomly dealt to players.
Instead, choose one player to pick their character first.
_They choose the first character from the deck of character
~cards, and, moving to the right. the rest of the players
- choose their characters. The last player-to choose a

| . character takes the first turn. Play then moves to the left.

 CHANGE YOUR CHARACTER'S ALIGNMENT

~Players may choose an alignment of good, neutral
‘_ or-evil for their character at the start of the game.

- CARRYING LIMIT AND TALISMANS

" Talismans do not count toward your carrying limit of four

~objects and cannot be intentionally dropped on the space
you occupy. Each character can hold up to one Talisman.

ath edition gameplay changes are

marked throughout the rulebook with
this icon.

CHARACTER DEATH

If you lose all of your lives and are defeated, place your
figure on the Village space in the Outer Region. You'll keep all
objects, magic objects, followers, spells, trophies, fate tokens
and gold as well as any earned strength and craft counters.
At the start of your next turn, you must spend your gold

to purchase as many lives as you can afford up to your life
value at the cost of 1 life per gold. If you have no gold,

you gain 1 life. Then your turn ends.

USE FATE TOKENS TO MOVE

If you don't like your movement roll, you may pay 1 fate
token. Instead of the original die number, you may instead
move your character upto 6 spaces to land on a space
unoccupied by another character.

TOAD TRANSFORMATIONS

If you're turned into a toad, your objects and gold
transform with you! You retain all cards and strength and
craft counters, but while in toad form, you cannot benefit
from, lose, or gain objects or gold. You cannot gain new
followers. At the end of your next turn, you revert to your
original form.

F6652UU00_TALISMAN_CORE_l.indd 8-9

PREPAR[ fOR YOUR ADVENTURE

SET UP THE PLAY AREA

1. Place the gameboard in-the centre of play.

2. Place the following in separate piles next to the hoard, in‘reach of all players:
Talisman cards, toad card, toad tokens, fate tokens, alignment tokens, strength counters, life counters, craft counters, gold

3. Place the three dice within reach of all players.

4. Shuffle the red 9. Shuffle the purple 6. Place the gold

Adventure deck and Spell deck and Purchase deck
place it facedown place it facedown facedown next to
next to the board. next to the

the Spell deck. -
Adventure deck. : :

: . .
‘‘‘‘‘‘‘‘ : oo o o suvu
= . e S : L

Toad card

Gou ave @ tlnn lnnh fnr o fugy,

TS A ToRD..

o 0
8 ) <
& == Hiis SENTINEL [

Evil Neutral - - Good .~
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See MEET THE CHARACTERS on page 12

PREPARIE FORYOUR ADVENTURE. et BTN

SET UP YOUR CHARACTER

How 10 WIN

. Randomly determine a player to go first. That player looks through the character deck and chooses one character card The first player to obtain a Talisman, reach the Crown of

d its matching figure. :
e '_gure : . Command in the centre of the hoard and defeat the elder
. The player to the right then chooses another character, and so on, until each player has a character card and matching figure —

in front of them. dragon wins.
3. Place all unused character cards and figures back in the box '

. Take a look at your character card. .'Ii 3 wHo GOES HRS]? — .
Place your figure on the starting space shown on your card. : The last player to choose their ch
Place your gold, fate tokens and life counters next to your character card as shown below. o Play moves to the left.

ON YOUR TURN
1. If you're in the Middle or Outer R
then move left or right the nu
If you're in the Inner Region, mo
See MOVEMENT on page 17." =

i yoi chanse 2 new aligHNiEER 2. Encounter the space where you @ded OR
take a token of your chosen alignment B encounter a character on the space where you

You begin the game with one spell. o and place it on your character card _‘. landed. Some encounters will

If you ever run out of spells, 7 i ¢ will be dangerous! See ENCUU'
immediately draw a new spell card k|

(ensuring that you always have at f ‘ 5.y Gold equal to the number START PI.AYING'

least one spell). N on your character card
g i
B i, Wt Look up information about board spaces

draw Adventure cards, you may ' b~ encounters and cards as you go.
discard one drawn card of your T

choice that you do not wish to 3 ~\N(( 4

encounter and draw a new card i, AL BN \ Fate tokens equal

to replace it. T Q%0 tothe fate number

At any time, you may look atthe & = N> 18 y listed on your

spell cards of other players. Yt TN character card

Life counters equal to the
life number listed on your

OBJECTS \ ol WE & character card

. Your character starts with an alignment—good, neutral or evil—but you may choose to change that alignment before you start playing. If you land on a space and you're not sure

. Some characters, such as the Prophetess, begin the game with a spell. Look at the special abilities on your character card. If you hegin == what to do, follow the Talisman Encounter Sequence
with a spell, draw a card from the purple Spell deck. 2

. As you play, you'll collect more gold, objects, fate tokens, life and followers, as well as strength and craft counters. Keep track of the
things you collect by placing them next to your character card.

on the back cover.
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MEET THE CHARACTERS

“As you play the game you ll see the word character come up often = character always refers a player’s chosen figure

and character tard.

ASSASSIN

DWARF

artisan and hardy

MONK

him in battle.

The ruthless Assassin is

i paid to get the job done -
~“and always delivers on her
mark. Her morals may be
dubious, but her precision
is irreproachable.

The Dwarf is a skilled

_combatant. He’s able
: | to outmaneuver obstacles
" that require skill and wit.

Though he is one to readily
accept change, the Monk is
ever constant in his faith.
His-unshakeable nature aids

Worldly, dexterous and
clever, the Elf draws upon
a wellspring of experience
As the years trickle by,
her love of adventure has
yet to diminish.

GHouL

The Ghoul's duty is to

the dead; he tends to the
spirits passing into the
netherworlds. His mysterious
skills are well-suited to

the task.

THIEF

The Thief is no stranger to
hunger and will do anything
to survive - and thrive.

He expertly skulks through
the lands, pickpocketing
anyone foolhardy enough
to lose focus. :

F6652UU00_TALISMAN_CORE_l.indd 12-13
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PRIEST

~ The Priest is the tireless

caretaker of the gods” homes;
temples, chapels, shrines,
and other hearts of worship.
His divine magie is a gift from
those he serves:

PROPHETESS

The Prophetess is blessed
with the gift of precognition,
allowing her to foresee and

elude dangerous encounters

on her journey.

SORCERESS

- The Sorceress was horn

with powerful magic running
through her veins. She'sa
superb spell caster that
relies on intuition and instinct
as opposed to measured
arcane studies.

"~ capable of withstanding -

.formlclable ‘magic users |n
~the land : -

The mighty Troll scoffs ;
in the face of injury,

even the toughest of fogs -
with brute strength. -

WARRIOR

The Warrior has trained

froma young age to master ;

| many forms of.combat and -

weaponry. She is a-fearsome
opponent who never backs -~ -

“down from a challenge -
“of strength.

WIZARD

-The Wizard hés-'{iored‘v o

through countless text and -
tome to-hone his arcane
skills: His relentless pursuit
of knowledge has {ed him: -

to a place among the most ;

12/11/23 12:05 PM
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T Nlignment po———

You begin the game with one spell.

When you roll to pray, you may
W add 1to the die total.

You can automatically defeat any
enemy spirit without resorting to

ability, you may either keep the
enemy card as a trophy or discard
it to draw one spell card.

You may not use weapons during battle.

b Strength -

Craft

FOLLOWERS

Starting space

[]hjects' Followers

~ ALIGNMENT
Each character starts witha certain alignment—good, evil or

" neutral—that represents their ideals. A good character is polite
“-and law-ahiding, an evil character is a vile-hearted villain and

i Depending on your character’s alignment, your interaction with
_objects, events and board-spaces may change.
_‘When you choose your character at the start of the game,
you can choose to change your alignment.
* |f your alignment changes at any point, take an
-alignment token and ptace it on your character card
with the appropriate side faceup. Discard the token
if you revert to your original alignment.

~ .+ Your alighment cannot change more than once in a turn.

_+ If you ever have cards that your alignment forbids
" you to-use, immediately drop those cards on your
current board space..

-

st Your character card lists your character’s attributes, each of which is described below in more detail. You won't begin the game
= with objects or followers, but you-may-place those you collect next to the designated spot on the character card.

= PRIEST - -

psychic combat. When you use this

STRENGTH

Strength represents your character’s

~ might, stamina and fighting ability. You'll
use it'in-battle and certain encounters.
You gain strength by exchanging trophies
and through encounters.

+ If you ever gain strength during
gameplay, place the given amount
of strength counters next to your
character card. .

+ Some cards let you add strength
Life during encounters. When you obtain
a card like this, do not take
a strength counter. The card itself
represents the increase in strength.

» If you ever lose strength, discard counters as directed.

* Your strength can never drop below the number listed
on your character card, also called your starting value.

Special
Abilities

Gold

Fate

Your total strength at any given time is the strength starting
value on your character card +any strength counters you

have + any strength gained from collected cards.

a-neutral character falls somewhere between the two extremes. ‘ CRAﬂ'

Craft represents your character’s intelligence, wisdom,and
magical ability. You'll use it in psychic combat and certain
encounters. You gain craft by exchanging trophies and
through encounters. Craft also determines how many
spells you may have.

- If you ever gain craft during gameplay, place the given
amount of craft counters next-to your character card.

+ Some cards let you add craft during encounters.
When you obtain a card.like this, do not take a craft
counter. The card itself represents the increase in craft.

» If you ever lose craft, discard counters as directed.
» Your craft can never drop below the number listed

et

SNy

on your character card, also called your starting value.

- 4 g
s v T e W E— . a—

Your total craft at any given time is the craft starting vatue on your
character card + any craft counters you have + any craft gained
from collected cards. :

5B
-

9 :
B LIFE ,
| & Life represents your-character's health. You'll start the game
with the number of life counters listed on-your character card.

3,,, * You can lose lives in‘hattle, psychic combat and other
3 . dangers you may encounter. When you lose a life, remove

-{;4;‘ a life counter from your character card.

4 » Different encounters throughout the game allow you to
replenish lives by:

4 Healing - Replenish life counters as instructed up to the
starting life value shown on your character card.

Or

Gaining - Replenish life counters as instructed.

B You may exceed your starting life value when gaining lives.
Follow the rules of the encounter to know whether to heal
or gain lives.

& ) Lost all your lives? You've been defeated!

Your turn immediately ends. Place your character on the
Village space in the Outer Region. :

S

» All objects, magic objects, followers, spells, trophies,
gold, strength, craft counters and fate tokens stay with
your character. £

» At the start of your next turn, you must spend your gold
to purchase as many lives as you can afford up to your
starting life total at the cost of 1 gold per life counter.
If you have no gold, take one life counter. Then, your
turn ends.

B S —

OBJECTS

HOW TO CALCULATE A
CHARACTER'S STRENGTH

The Warrior has a strength of 4, as shown
on their character card. During the game,
they've gained the following:

* 2 strength counters

* The Magic Belt, which increases
their strength by 1

* The Unicorn, which increases
their strength by 1

* A sword, which increases
their strength by 1 during battle

This character’s tofal strength is 8.

Their battle strength is 9.

The different circumstances of an
encounter can change how a character
uses their strength.

For example, if this Warrior landed on the
Cursed Glade board space where strength
from objects and magic objects do not
count towards total strength, their strength
for the encounter would be 7 (4 strength
starting value, 2 strength counters, 1 from
the Unicorn).

P——

= WARRIOR ==

When you roll during battle to

:;tedr!nme your attack score, roll
0 dice instead of ane an I

the higher rol, e

You m

same

ay ise two weapons af the
time.

* e e

y " STAR, - .
§ i N f; 4,& -

FOLLOWERS
S
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S5, '-~'Fate measures your character s luck and fortune and is represented hy fate
: jr‘tokens You'll start the game with the numher of fate tokens listed on your
~ charactercard.

- See the uses of fate below.

+ You may pay 1 fate token to reroll any one- dre once per roll. You
must keep the new roll. Note that you may not use a fate token to
= reroll a die that is not your-own, for example, that of an enemy card

or another character.

@ After rollrn_g yo-ur movement die, you may pay 1 fate token to ignore
. the roll result-and instead move your figure up to six spaces-in
~either direction to a space unoccupied by another character.

~» You may be able to replenish fate throughout the game by visiting
certain board spaces or drawing Adventure cards. You can gain more
fate tokens than the value shownon your character card, but when
you're instructed to replenish fate tokens, only replenish up to the
value shown. on your character card.

-« If you run out of fate tokens, nothing bad happens. You're simply
~ on your-own!

SPECIAl ABILITIES

Your character has one or more special abilities, as listed on the character card.

: = |n any instance where an encounter’s effects indicates that a character
... cannot perform an action or use an ability (such as casting a spell gr .
_using-an-object), the character cannot do so.

_ For example, if a card indicates that no weapons may be used when
fighting a certain creature, the Warrior may not use any weapons,
desprte their special ability that allows them to use two weapons
: at the same time.

If an effect or special ahility refers-to a die result, consider only the
number on the die, not the modified result obtained by adding bonuses -
-or subtracting penalties.

they-roll a 6 for their mavement. During the Troll's turn, they roll
a4 for their movement. They-also use a card that allows them to
.. .add 2 to their movement roll, resulting in a total- movement of 6.

" In this instance, the Troll does not heal since the die result is a 4,

- Throughout the game, you may pay fate tokens to change your fortune c:

_ For example, the Troll's special ability allows them to heal whenever

* If you defeat or evade the Sentinel, move to the Hills
space and complete your movement according to =
your roll, choosing whether you'll move left or right.

The gameboard is
divided into three regions:

THE OUTER REGION

is located on the outside edge of the board.

MOVEMENT

If you're in the Middle or Outer Regions, roll one die, then move
left or right the number of spaces you rolled. You must -
move, even if your character starts their turn in a space
with an Adventure card or another character. -

If you are defeated, lose one life (or use an object
or spell card to protect it). Your turn ends on the
Sentinel space.

If it's a tie, your turn ends, but you don't lose 3 lrfe

¥ If you're in the Inner Region, move one space per turn.

« The Sentinel does not attack characters passing .~ <~
through the Sentinel space while moving in the

Outer Region or characters crossing back from the

Middle Region to the Outer Region.

Each region is divided into spaces; and each space lists
its name and-the encounter rules that occur there. On
your turn, you'll. move your figure around the spaces in
whichever region you're in.-You'll have the chance to cross
between regions via encounters or cards. ;

MOVING IN THE OUTER AND MIDDLE REGIONS

» You may never change direction during your movement
unless you are passing between the Outer.and
Middle Regions.

CROSSING BETWEEN THE OUTER AND
MIDDLE REGIONS

The Outer and Middle regions are separated by the Storm
River. You may cross the river by:

THE MIDDLE REGION

is located between the Quter Region
and the Inner Region, separated by the Storm
River and the Plain of Peril, respectively.

* Using the bridge that connects the Sentinel space-in the
Outer Region with the Hills space in the Middle Region,

* using a raft 2
* or as the result of an encounter. -

CROSSING THE SENTINEL'S BRIDGE

If your roll to move is enough for you to move across the
bridge to the opposite region, you may do so.

) >

CROSSING THE SENTINEL'S BRIDGE

B The Sorceress is on the Graveyard and rolls a 6 for
§ movement. They decide to move left to the Sentinel space  FS&&
to cross the bridge to the Middle Region. Upon reaching the =
Sentinel space, they accept the Sentinel’s challenge and :
battle ensues.The Sorceress casts an Immability spell on
the Sentinel, allowing them to evade it instead of battling.

THE INNER REGION

is located in the centre of the board.

* If you're moving from the Outer Region to the Middle
Region, you must cross the bridge and face the
Sentinel. See ENCOUNTERING A CREATURE on page 22.
You may challenge the Sentinel only if your movement
is sufficient to carry you across the bridge into the

£ Middle Region. If you simply land on the Sentinel
- N space, you-may not face the Sentinel.

The Sorceress now moves on to the Hills in the Middle Region
and decides to continue their move to the right, landing on the |
Portal of Power.

F6652UU00_TALISMAN_CORE_l.indd 16-17
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S e S T |
ENCOUNTERING A SPACE

Is there a card on the space?

ATTACKING ANOTHER CHARACTR

1. Announce whether you are initiating a battle
& (measured by strength) or psychic combat

i (measured by craft) if your character has
| a special ability that allows you to do so.

USING A RAFT - )
~ You may build or acquirea  © \\{ J | When you reach the Inner Region, do not roll the die
.- raft during an encounter. \' \ to move. Instead, you move one space per turn and
' ' \ must follow the encounter rules of each space as

you -move on toward the Crown of Command.

\ TURNING BACK ,

* You must defeat or evade any enemies on that space.

» You must encounter the space by visiting any strangér : )
or place on that space. Follow the rules of the-board . =
space you landed on. ' e T

« You may take any gold, objects or followers on that space. ~ -

7 - Tobuild a raft, if you are on a
- ‘Woods or Forest-space and you
have an axe, you may-declare

; 2. If the attacked character wishes to try to evade and they
-at the start of your turn that

have a method to do'so, such as the Invisibility spell,

 you are buiding a raft instead of | QEECCamm | V00 ksehgit;’n”f‘f‘fei?n":ptlzei'ﬂ"gfg;"tgu"’h"ez‘;;h: they may use it See the TALISMAN ENCOUNTER SEQUENCE on the back coverto
Teoss : : our next turn, sted : cross the viver 0 \ , , : i - . »
: :gkilzg_rznfrjr(;]:no\:;]negi)l:l;hnéstslzeesk onyou “::g, Ocu\&\ap\\)ns\'\t:dth&:;“e\‘fw'm“n e aswerful. you may do o Move DN If the attacked character does not evade, determine the order you encounter cards in!
: gpace UIE 9 1 > ' 3

S e the encounter continues!
if it’s available. -

I you acquire a raft, you nﬁay use

“The only way to enter the Inner Region is through the Portal
. of Power, which connects the Plain of Peril space in the Inner
_ region with the Portal of Power space in the Middle Region.

47 : AlvTo pass to the Inner Region, you must first open the Portal
of Power. To do so:
+ Your movement roll must be enough to carry you
beyond that space. _
: «You must follow the encounter rules of that space.
e Ifyou're successful, move to the Plain of Peril space.
& “Your turn ends. :
*.Ifyou're unsuccessful, stay on the Portal of Power space.
~ Your turn ends.

 You must reopen the Portal each time you
try to pass through it from the Middle Region.

= You do not need te open the Portal if-you're moving from
~ - the Inner Region to the Middle Region. Simply move to
the Portal of Power space. Then, your turn-ends.

a hi \ g ; =
Wmmw\““‘:fé‘;n““?{\‘,‘e ettt L per turn, towards the Plain of Peril. Do not follow

A e i ;
g . the rules of the spaces you land on.

You will typically have encounters only during your turn,
unless specifically instructed otherwise. Encounters vary
depending on which region of the board you are in.

ENCOUNTERS IN THE MIDDLE
AND OUTER REGIONS

« After you move, you must always encounter the space
where you land or a character on that space. You may
not do both. :

» You-always encounter the space you land on after
moving, never the space where you start your turn.

ENCOUNTERING ANOTHER CHARACTER

When you encounter a character, you must:

+ Attack and initiate a battle (measured by strength) or
psychic combat (measured by craft),

« or use one of your special abilities against that character.
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3. Cast spells! Starting with the attacker, -
each character may choose to cast any spells,

any cards or abhilities they have.

Note that each character may use only one weapon
at a time, save for the Warrior who has a special
ability that lets them use one additional weapon.

If you're engaged in psychic combat, each character

adds their roll to their craft, then adds any

modifiers from any cards or abilities they have.
5. The character with the higher score wins!

@ 6. The winner claims a reward by forcing the losing character

to lose one life or by taking one object or one gold from
the losing character. If it was a battle of strength,

the loser may use an object to prevent losing a life. :
Either way, the loser gains 1 fate token.

If there is a tie, it's a standoff, and neither character
is harmed. No one loses a life or gains a fate token.

7. The attacking character’s turn ends.

Play the card with the lowest number first.

DRAW CARD SPACES.

If you land on a space with this-icon, draw the number-

it at the start of your next turn, moving across the river to an + Once you begin to turn back, you may not change 2 : : of cards shown from the Adventure deck and place them
space opposite tze one you're current?y in. Then encounter th)gt your mind and you must go all the way back to the - i exampl.e: 1) Sl thejr:strengtinggratt faceup on-the space where you landed..
space or any characters on it. Do not roll and move that turn. Plain of Peril. ; : 4. Roll to determine attack score. : If there are already Adventure cards on that space, -
After you use a raft, or if you begin your turn with a raft and « Once you reach the Plain of Peril, you may cross over 3 1. Each character rolls one die. draw only enough new cards to reach the total listed on the
~do not use it before your turn ends, you must place it in the to the Portal of Power and end your turn or you may ,' 2. The attacker may pay fate to reroll. space. For example, if the space calls for you to draw two
-~ respective discard pile. continue your journey in the Inner Region. 3. The defender may pay fate to reroll. cards, but there is already one card on the space, you'd
5 : & B g ko sy draw one new card to bring the total to-two cards. -
CROSS]NG BETWEEN THE MIDDLE b e : ' I you draw more than one Adventure card, the cards must be
b e : ENCOUNTERS 3 If you're engaged in battle, each character adds their — dealt with in the order specified hy their encounter number.
' AND INNER REGIONS k. roll to their strength, then adds any modifiers from - Read and address the card with the lowest encounter -

number first, then the next lowest, and so on. el :
In the case of a tie, read and address-Adventure cards =~ = = = |
in the order in which they were drawn. ' P
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 ENCOUNTERING THE WARLOCK'S CAVE
~1f you land on the Warlock’s Cave in the Middle Region,

you may choose to-accept a quest. Such quests are one
way to acquire a Talisman!

- EXCEPTIONS TO DRAWING CARDS
'~ = Adventure cards with instructions that result in their
-~ being placed in a space other than the one where
- . they were drawn must be dealt with first, before any
- other encounter, even if they have higher encounter
- numbers. When a card is placed in this way, it does
- not take effect on any character-already on‘the space
‘where it is placed. ' ‘

To accept a quest;
1. Roll one die.

2. Follow the métc'hing rules listed on the Warlock's
Cave space.

If a card that does not have an encounter number - -
(such as the Hex spell) is ptaced on a space, it must

: be resolved hefore you encounter any other character,
cards, or the instructions an the space itself.

3. If you can complete your quest immediately,
you must do so.

+ You may not accept more than one quest at a time.

Dropping Cards: If a character drops followers or objects @ + If you have accepted a quest but not completed it and
“-onto a space (see DROPPING.CARDS on page 25), they collect a Talisman through other means, your quest ends
- may only draw enough cards to-make up the given and you are not teleported to the Warlock's Cave space.

number that may-be drawn. For example, if a character
ENCOUNTERING A SPACE IN THE INNER REGION

ends their mavement on the Fields space and then
- drops one of their objects, they do not draw any new » You must encounter a space you land on in the Inner
~ cards since there is already-a card on the space. Region by following the rules on that space unless you
are turning back or encountering another character on
the allowed spaces

,' .+ A character may drop followers or objects on a space
kL -~ toavoid drawing more cards, but they may not take

K : them back on the same turn. Therefore, any followers
~and objects left on the space become available for
-~other characters to take if they land on that space.

"Sée ADVENTURE CARDS on page 24.

+ You may never evade a creature in the Inner Region
(only other characters). Spells have
no effect on Inner Region creatures.

DRAWING CARDS

The Dwarf lands on the Hidden Valley and is instructed to draw 3
Adventure cards. They draw the Imp (event), a bear (enemy), and a bag
of gold (object). The Imp has the lowest encounter number so it must be
resolved first. The Dwarf rolls a 4, so the Imp teleports the Dwarf to the
Ruins before they have a chance to fight the bear and take the gold. The
bear and gold cards are left faceup on the Hidden Valley and will constitute m\mme‘we\erg;:[ﬁ:‘jﬂxw e
Weees D) eyt Cursed

§ two of the three cards for the next character to land there. The Dwarf, s
however, continues their turn with a new encounter in the Ruins. =

STRENGTH 3
A ferocious peg
Itwill remaip

I runs amok in this gre,
here until jt js defeateq.
On defeat, col(ect this card as 5 trophy,

P
rehe teleports YOU-

jscard this card.

Vo

B\ OF GO

2 OBJECT o

\mmed\a\y gain | qold
Then, discard this card-
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ENCOUNTERING ANOTHER CHARACTER TS | 4
IN THE INN[R REGION | 1. Roll one die to determine the number of pitfiends that :

* You may encounter a character only while on the Plain-of appeay and ditack you,
Peril, Valley of Fire or Crown of Command spaces. Follow
the rules of encountering other characters as described
in ENCOUNTERING ANOTHER CHARACTER on page 18.

INNER REGION BOARD SPACES Ifits atie, you don't lose a life but your turn ends, -

CRYPT On your next turn, you must confront the pitfiends

1. Roll three dice and total them. again or turn back.
2. Subtract your strength from that total.
3. Find the Crypt exit that matches that number,
as listed on the space, and move there.
If your roll results in you staying-on the Crypt space,
you may move forward on your next turn.

2. Fight the fiends in a battle of strength one at a time until
you've defeated all the fiends or-are defeated yourself.

3. If you are defeated, you lose one life and your turn 5
ends. On your next turn, you must confront the
remaining pitfiends again or turn back.

If you defeat the pitfiends, your turn ends. If yoh have - -
a Talisman, you may move forward on your next turn. -
If you do not have a Talisman, you must turn back.

THE CROWN OF COMMAND

The final space of the Inner Region.is the Crown of

MlNES Command. The first player to reach the.Crown-of Command:

1. Roll three dice and total them. and defeat the elder dragon wins! .

2. Subtract your craft from that total.

3. Find the Mines exit that matches that number,

as listed on the space, and move there.

If your roll results in you staying on the Mines space, -
you may move forward on-your next turn.

WEREWOLF'S DEN

1. Roll two dice and total them to determine -
the werewolf’s strength.

« You can only reach the Crown of Command from
the Valley of Fire space, which you can only enter - b
-if you have a Talisman. If you do not have a Talisman,. =
you must turn back! ' : SRS

An elder dragon stalks around-the Crown of Command, 3
guarding it from thase who seek its power. You must defeat .
the dragon in battle to obtain the crown. The dragon hasa .
strength of 10 and a craft of 10. The prideful dragon allows

its adversaries to chioose the contest of their choice: battle -

or psychic combat. Remember, you can't use spells against -

2. Fight the werewolf in a battle of strength until : > SEEVAgEIot e
- -creatures in the Inner Region ~ including the elder dragon. -

you've defeated it or are defeated yourself. 7
If you are defeated, lose 1 life. On your next turn, you must

3. If you are defeated, you lose one life and your turn- -
confront the dragon-again or turn back

ends. On your next turn, you must confront the i L
werewolf again or turn back. Ifits atie. don't lose a life but remain on this space. On your - - °
If it's a tie, you don't lose a life but your turn ends. rext turn, you must confront the dragon again or turn back. -~~~ -
On your next turn, you must confront the werewolf S

again or turn back.

If you defeat the dragon, you obtain the.Crewn and = -~

: win the game! : Sl
If you defeat the werewolf, your turn ends. If you have:

--a Talisman, you-may move forward on your-next turn. - - -
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CREATURES AND ENEMIES
LANDING ON THE WEREWOLF'S DEN ~ A creature refers to any encounter that attacks with strength or craft except for

& encounters with other characters. This includes enemy cards, but also board spaces
The Dwarf lands on the Werewolf's Den and rolls two dice to determine the werewolf's strength. They roll a 3 and a 5, which brings and other types of cards.
the werewolf's strength to 8. '

The Sentinel is a creature, but so is the Mercenary. When a special ability or card refers
The Dwarf then battles the werewolf. The werewolf rolls a 5, which brings the werewolf's attack score to 13 (8 strength plus to an enemy, it applies to only enemy cards - but if it refers to a creature, that includes

an attack roll of 5). The Dwarf rolls for battle and gets an attack score of 8, which means they're defeated and lose one life. | all of the above!

On the Dwarf’s next turn, they decide to attack the werewolf again instead of turning back. The werewolf battles with the same
strength of 8, but this time gets a 1 for its attack roll, which brings the werewolf's attack score to 9 (8 strength plus an attack
roll of 1). The Dwarf rolls for battle and gets an attack score of 10, defeating the werewolf! The Dwarf moves to the next space
on their next turn.

) ENCOUNTERING AN ENEMY

: : : The Wizard has a sword in addition to the Invisibility and Psionic Might spells. They also
CREATURES ; g have 1 strength counter, 2 craft counters, and 3 fate tokens.
Throughout your journey, you may encounter creatures via board spaces and cards, ranging from monsters to dragons During the Wizard's turn, they land on the Fields space and draw an Adventure card,

g animals. When you do, those creatures will attack you! encountering a giant with strength 6. The Wizard could evade the giant by casting
: ' - : Invisibility but decides to attack instead. Since the enemy card lists a strength value

' ENCOUNTERING A CREATURE the Wizard must fight with strength.

1. Ifyou are in the Outer or Middle Regions, you may evade 4. Roll to determine the creature’s attack score. 3 The Wizard casts Psionic Might, which allows them to add their starting craft value of 5

them by using the ability of a follower or the 1. Another player rolls one die. to their strength of 3. Since the Wizard is in battle, their sword adds an additional point
- Invisibility spell, for example. 2. Add that die roll to the creature’s strength 3 of strength, bringing their total strength to 9 (5 from Psionic Might, 2 from their strength

iryoi do not LR they attack! or craft to determine its attack score. v value, T from t_heir strength counter, and 1 from the sword). The giant rolls a 6 for their

e 07 Cast spells if you wish. 5. You may pay 1 fate token to reroll the die to determine & roll and the Wizard rolls a 3 for their roll.

3 pillto delermine i e your attack score. . After their attack rolls, both the giant and the Wizard have the same attack score of 12,

' : g 6. Compare attack scores. 3 which would result in a tie. The Wizard decides to pay a fate token to reroll their attack

1 Roll one die. - If your attack score is higher, the creature is defeated. A3 roll, this time getting a roll result of 5. Now the Wizard has an attack score of 14 while

. 2. Ifthe creature’s card lists a strength value, you're

L If it is an enemy card, you may collect it as a trophy. 3 the giant keeps its attack score of 12. Since the Wizard's attack score is higher, they
battling with strength! Add your roll to your ‘

defeat the giant and take the enemy card as a trophy. If after the reroll the Wizard's

strength, then add any modifers from any cards .+ lfthe 'creature's score is higher, you are defeated. Lose attack score had been lower than the giant's, the Wizard would have lost a life and
or abilities you have. Note that you may use only one life. If J fought 2 battlg of s.tr_ength and you their turn would have immediately ended.

one weapon at a time, except in the case of the have an object, spell or special ability that lets you

W kAP htehas & sp'ecial ability. avoid losing one life, you may use it. If you fought in

psychic-combat, no object can prevent a loss of life.

If the creature’s card lists a craft value, you're Then, your turn ends.

engaging in-psychic combat with craft! Add your L :
roll to your craft, then add any modifiers from » |f the attack scores are equal, it's a tie. No one is
any cards.or ahilities you have. harmed. Your turn ends.

MULTIPLE ENEMIES

If there is mare than one enemy that attacks by the same ability of strength
. or craft on a'space and they have the same encounter number, they fight
3 as one during the battle, adding their strength or craft together with just one
attack roll to make a single, combined attack score. S

P
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" ADVENTURE CARDS

. The different types of Adventure cards and their effects
2 -f.arve described below.

e "Fo‘lf/ow the ruleson'the card. If the card says yoli lose
~~aturn, your turn ends immediately. If you were meant

“to encounter additional cards, that counts as a lost turn
- Otherwise, lose your next turn instead.

ENEMY - ANIMAL, DRAGON OR MONSTER

~~These enemies attack you in a battle of strength!

@ If you kill any of these enemies, keep that card
~~ as a trophy to exchange for a strength counter.
To exchange a trophy (or multiple), the total strength
of the enemy card(s) must meet or exceed your
- current strength (including strength counters but
~ excluding points from cards). If your strength was 6,
you could exchange one goblin (strength 2)
- and one serpent (strength 4) together to receive
~ one strength counter.

e * |f.you do not defeat the ehémy, leave that card
~on that space:

o fNEMY SPIRIT

.+ These enemies attack you in psychic combat, using craft.
i @ * If you kill a spirit, keep that card as a trophy to

e -exchange for a craft counter. To exchange a trophy
_(or multiple), the total craft of the enemy card(s)
_-must meet or exceed your current craft (including

_ - craft counters but excluding points from cards).
~If your craft was-4, you could exchange one ghost
- (craft 4) to receive one craft counter.

* If you do not defeat the enemy, leave that card
. on‘that space.

| STRANGERS

Follow the rules on the card. Strangers may have various

effects on you, sometimes based on your character alignment.

Encounter-Number :

Title
Card Type
Will g oy
o ortherest f;,, main here

Roll € Jame,
1 Nolhmgh ppe ns dl e to pray,

] Gain n 1 fate
6] Telepo rtog I::ll 516 ain ”316 in1golg.

hB Sa
me rg
. gion.

OBJECTS
Both objects and magic objects are classified as objects.
During the game, characters acquire objects via encounters
or through Purchase cards. Place any objects you have
faceup next to your character card.

Below are some types of -objects:

Weapons: Objects that may increase your fighting ability.
You may use only one weapon at a time, save for the Warrior
who has a special ability that lets them use one additional
weapon.

~Armour: Objects that may prevent the loss of life when you're
defeated. You may use only one armour at a time.

- OBJECT CARRYING LiMIT

You may never have more than four objects at one time, unless
you have a Mule: If at any point you exceed your limit of four
objects, you must immediately drop objects faceup on your
current space until you have four.

» Gold is not'considered an object and does not count
toward your object carrying limit.

@ » A Talisman does not count toward your object
-carrying limit. Each character can hold up to one
Talisman, and Talismans cannot be intentionally
dropped on the board.
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DROPPING CARDS

You may drop any of your followers or objects at any time on your turn by leaving them faceup in the space you occupy. If you discard
any followers or objects, you cannot take them back during the same turn.

You may not intentionally drop a Talisman. Whenever you would receive a Talisman but already have one in your possession,

leave it faceup on the space you occupy.

FOLLOWERS

Followers are “helpers” who may provide assistance by
lending their skills and abilities - not all followers are

helpful, though, such as the Poltergeist. The Guide and

the Gnome are examples of helpful followers, and there
are several others.

+ Keep any followers accompanying you faceup next
to your character card.
* You may have any number of followers.
* Place any followers that are killed (e.g., in the Chasm) or

PLACES

_ Follow the rules on the card. Some places require you to
o roll a die to see what you encounter, while other places
reward you each time you visit.

PURCHASE CARDS

Purchase cards act
like Adventure cards
except that instead
of placing them in

a discard pile when
you're finished using
them, you must
return them to their
appropriate deck.

that must be discarded in the Adventure card discard pile.

POSSESSING VS. USING CARDS

You are considered to possess-anything you-pick up :
throughout the game, such as objects gold, fate, followers -
and spells.

When you implement the ability of a card, you are” -
considered to be using the card. Using cards is optional,
and you may always choose when to use a card you
possess. For example, the Holy Symbol allows you to -
automatically destroy spirits without resorting to psychic
combat. You may choose not to. use the Holy Symbol and
may attack a given spirit instead. .

» You may possess cards you are not permitted to use, :
unless a given card specifically states otherwise..

For example, the Monk may not use weapons in battle

_ but may possess the Holy Lance to sell to the Alchemist,
deliver for a quest in-the Warlock’s Cave.or simply to
prevent another character from picking it up. However, - -
the Monk; whose alignment is good, may not-possess ,
the Runesword because that card states thatno - .
character of good alignment may possess it. If the -
Monk encounters a Runesword, they must leave |t
faceup on its space.

< You may not take any cards that an-effect dictates you -
may not possess. For example, if you are not allowed
to gain followers due to having the Hag as a follower,. -
you may not take on any new followers hy castlng the
Mesmerlsm spell on another character. o
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" GAINING AND CASTING SPELLS

In the magical land of Talisman, you can cast spells as long as you have enough craft. Some characters start the game with one

- or-more spells, and new spells can be‘found as you travel around the board. When you cast a spell, follow the rules listed on k- | A S_Pﬂ'l l'_IM”
-~ the card. - , _ . A Wizard with a craft value of 5 has the Crown of the

: Archmage (A magic object that adds 2 to craft), so their craft
,'GAINI_NG SPELLS

is effectively 7. This allows them three spells, which they've
"~ All characters may acquire andcast spells if their craft is

acquired. They land on the Cursed Glade, where craft gained
: from magic objects does not apply. Their craft drops to 5. The
- sufficient (see the chart-below). Only those characters whase
~ special abilities allow them to start the -game with spells may

Wizard is now only allowed two spells and must immediately
do so. Otherwise, spells are typlcally acquired via encounters.

@TOADS

You may be transformed into a toad

by landing on a certain board space or drawing .

a certain card. As a toad, you will be weaker. Place a toad .
token an top of your character card. You'll remove that token = =
when you turn back into your character. ' '

[F YOU BECOME A TOAD:

» You may move only one space per turn and must follow
the same rules of space and character encounters. =

- When you gein 3 spell, draw from the top of the
Spell deck.

» When the Spell deck runs out, shuffle all discarded spell
cards and place them facedown to form a new deck.

discard one spell (of their choice). As soon as they leave the
Cursed Glade, they can use the Crown of the Archmage again
and may once more have up to three spells so long as they can
acquire another.

* You may not gain or cast ép_ells (though you keep -

+ Th ber of spells have at one ti limited
- TROAr ol ore LT Wyl ene gk ona U S imie the spells you had before you became-a toad).

by your craft as follows:

» You may look at your own spell cards at any time but
keep your spell cards hidden from other players. The

Total craft | Max. Number of Spells

effects of each spell and when it can be cast are listed
on individual spell cards.

If at any point you have more spells than your craft

« You may not use any of your character’s special abilities. .~

* Your strength =1
* Your craft = 1

CASTING SPELLS

* On any given turn, you may cast only as many spells
as you started the turn with.

1 ol allows, immediately discard spell cards of your choice

? ' into the spell card discard pile until you have the correct
3 - number of spells. You may not cast those spells as you
4

D

+ You may not use gained counters to add to your -
strength or craft. :

* You may not lose, use or gain ohjeets gold or fullo’Wers-

(though you keep the ones-you had before you hecame
* You may keep spells for as many turns as you'd like ; a toad).

before casting them. You are never required to cast a
spell; it is always optional.

discard them.

* You may cast only one spell during anather player’s turn.
* You may not discard spells unless you have more than
your craft permits. The only other way to get rid of a

spell is to cast it!

» You may not use or gain fate (thoughyou Kegph <
the fate you had before you became atoad). - °

b+

+ A spell that affects a character reaches them wherever

* You keep any trophies you have and can still earn
they are on the board, in any reglon

trophies. Avoid trading in trophies, however; you must’ -
discard any strength or craft you gain as a toad after
you turn back into your:character. :

* No spells affect creatures in the Inner Reglon such as
the pitfiends of the Pit space.

« Once you cast a spell and its effect has ended,
place it in the spell card discard pile.

« If-you lose any lives as a toad, you do not get them
~back whenyou turn back into your character. -

TAKING A FULL TURN

The Sorceress is on the Temple and rolls a 2 for their move. They may therefore move to either the Runes or the Oasis. : :
- - To become your character again:

At the end of your next turn as a toad, you turn back into your
character. Remove the toad token from your-character card. -

There is a dragon faceup on the Runes where the instructions are to draw one card, so the dragon will count as the card to be
B¢ drawn and the Sorceress must encounter the dragon. The dragon has a strength of 7 and will get +2 on its attack roll because of the
| mystic Runes. Since the Sorceress’s current strength is 3, they would certainly lose a life there.

On the Oasis, the Sorceress sees a Hex spell cast earlier by another character. This will also cause them to lose a life, but since the
instructions there are to draw two cards, the Hex spell will only count as one of them and the Sorceress will have the opportunity to
draw one Adventure card to make up the total of two to be drawn. They decide to move to the Oasis, lose a life because of the Hex
spell, and draw an Adventure card. It turns out to be another dragon, which attacks. Not the Sorceress’s lucky day!

MORE ABOUT TOADS

+ More than one player may be a toad at a time.

* If you are already a toad and you land on a board space or draw a card that would turn you into a toad, simply remain a toad
for the original duration.

(][ SO0
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:’TERMS
: 'ENCOUNTERS
- Some cards and- special abilities refer to encounters.
~_~ Anencounter can include enemy cards, events, strangers,
. places, spells and hoard spaces.
- GOLD -
Gold allows you to buy objects and pay for services.
- Your wealth is-recorded by placing gold coins beside your
- character card. Any gold received from any source other
than another character is taken from the gold stockpile.

If you're ever required to lose gold and do not have any,
nothing happens.

" GOLDEN RULES

_ SPECIAL ABILITY VS, RULES

-‘- ~Inany instance where a special ahility or effect is at-a
.+ variance with the basic rules, the special ahility or effect
= always overrides the rules.

_CAN'YS. CANNOT
_In any instance where a card’s effect indicates that a
.- character cannot perform an action or use an ability (such
- 7> -as'casting a spell or using an object), the character cannot
.o so. In other words, the forbidding effects of cards
- overtide other ahilities and effects. For example, if a card
- indicates that no weapons can be used when fighting a
- certain creature, the Warrior may not use any weapons,
~ despite their ahility that allows them to use two weapons
_ at the same time.

Qs SRR

CONS 1

5TH EDITION CHANGES
@ These icons appear throughout the rulebook to mark
changes from Talisman 4th Edition. = j |

GAMEBOARD-ICONS

These icons appear on :
l gameboard spaces to specify ,j

how many Adventure cards to

of draw or how many dice to roll. o
B8 i |

If you're having trouble refereeing a Talisman game, look through the following rules. These rules supersede all others.

NATURAL VS. MODIFIED ROLL

If an effect or special ability refers to a die result, only the
number appearing on the die is considered (not the modified
result from adding bonuses or subtracting penalties).

LIMITED RESOURCES

All resources are limited to the number of components
included in the game. If all strength counters are in use,
no additional strength can be gained until some of those

counters-have been-returned to the counter stockpile. If =3

you're able to trade five 1-point counters for one 5-point
counter, you must do so.

ALTERNATE RULES

RACE 1O WIN

Use this alternate rule to speed up gameplay. -
The first character to reach the Crown of Command space
wins the game'

DIRE TOAD

Use this alternate rule to make the toad transformation more
challenging. When you're transformed into a toad, instead of
being transformed for one turn, you're stuck as a toad for
three turns! Place the toad token on your character card

as usual to-mark your transformation, then remove it when
you return to your original form.

As a toad, you have

Strength: 1

Craft: 1

Movement: 1 space per turn

Life: Retain your character’s life

Fate: Retain your character’s fate

When you become a toad, drop all of your objects,

followers and gold onto the space where you transformed.
You cannot add your additional strength-and craft counters
to your attack score.

You cannot cast or gain spells, though you-may keep the
ones you had. :

When you return to normal, your character W|tl be as hefore,
minus any objects, followers, gold, fate and lives lost while
a toad.

CHARACTER SELECTION 7
e Use this alternate rule to randomize character
selection at the start of the game. At the start of the -
game, shuffle the character cards and deal one to
each player.

e Use this alternate rule to strike a balance between player
choice and randomization. At the start of the game, =
shuffle the character cards'and deal two to each
player. Each player selects one and returns the rest
to the box.

FATALITY

Use this alternate rule to make character death more challe‘nging.v_ D

If you-lose all your lives, you are defeated! Drop all objects,

magic objects, followers and gold in your possession on the

space you occupy. Return all your fate tokens and strength

and craft counters to the stockpile next to the hoard.

Discard all trophies and spell cards to the appropriate

discard piles. Remove your character figure from the board: :
and place it in the box along with your character card Your
turn is over. - : : £

At the start of your next turn, you may randomly drawta , ' ?
character card from the cards not in play. Follow the steps
to SET UP.YOUR CHARACTER on page 10. = :

Note that players may select hew characters after being
defeated only.if no character-has reachedthe Crown-of -

- Command during the game. If you're defeated after a -

character has.reached the Crown of Command, you re.
out of the game. i

F6652UU00_TALISMAN_CORE_l.indd 28-29

12/11/23 12:05 PM



Prove your worth.

Special thanks to Guy Haley for worldbuilding contributions.
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ALISMAN

If ydt;_wiéh tg.c_as't an)"spells‘that mt_i_s't& cast hefore ljhnving. do so'nowv." i R j
: Move
5 “See MOVEMENT on page 17.
E _ \4
iy *“Are there any other-characters on the space?
Encounter.one uf‘thgm'or not?- —>1 G S ls'itE :CS:IJ:EE::(:)F:;:”, = i -Mo.ve to the new space. -
} Encounter character .
pecuie Which character Draw cards-as specified. N 0 o
ol w'?“ lencounter apd engage If there are already any faceup cards there, |. R
them in battle or psychic combat draw only enough adventure cards : Are there any faceup cards on the space? ==
(if your special ahility allows To make up the specified number. : : :
for psychic combat) 7 - 5
or use your special ability. S 2 : : SRR
Battle o -_ Card encuunteu: : . Card encounter :
ST Special ability Follow the rules Follow the rules : : = o3 o IaE
psy (see ENCOUNTERS on page 18). (see ENCOUNTERS on page 18). - | - : x e Eea 'ﬁ
" Does the encounter résult - 2 YES ; o the encounter result -~~~ - ¥ » ;
Follow rules for battle Use o ety b et S :
S . ? : 7 S
i s special ahility : in yog missing a turn? e B : in yl?l.l mlssmg,a.tum. e o
(see ATTACKING ANOTHER as stated on s : e : o : g R
CHARACTER on page 19). character card. | - NO | ¢ R R NO- 2
T = If there were any enemies, S NU -NO " If there were any enenies, b R g
: e did you defeat or evade them all? b\, | - didyou defeat or evade them all? _. 3
\ T : e , : e
ifacharat;teriskilled sloen o oses Pt _ .‘:- 2o s PR
* by another character duringthe . | ~ - - B YES 2 SR TURN ENDS i EXFG S : ; Y .
encounter, they gain 1 fate token i g : e 7 e o BT e -
and immediately follow the rules EaTe — — — — e P s SR ARERS S S e
of character death 3 S5 ; = B R n Ry : YES-- S R
(see CHARACTER DEATH on page 8). - - . - Did the encounter result |.n yn}l being mntved tura _dlﬁerent spa_ce? » e e < -
\ 3 Nﬂ AN 5 3 b B Fol(nwtheAin'srtm'ct'iqqsvon'_'t‘he space. <-——
TURN ENDS [ e : LT S e R 5
- L : : < \ s =
Take any objects, magic objects; followers and/or-gold on.the space.
= % s il tzﬁg'eni:ountbr.:re'sul-t»_in yo

he>i‘|!gfm6i}eq§to a dif_fe'rﬁ_t‘sﬁ'ace_’!- b s

S
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