eTALISMAN

Based on the Talisman Postal Game by Brian Moore

Adapted for eTalisman by Jon New and Robert Horton

Further mangled by Sam Wallace
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1.  OVERVIEW

eTalisman is the adaptation of the Talisman board game for e-mail.  Each e-game is played with one Games Master (GM) and up to six players.  Each player controls a Character, with their own unique attributes and abilities.  Characters are moved around the various boards, by the GM at the conditional instructions of the players, encountering the spaces and other Characters.  The GM decides at the outset of the e-game which expansions are to be used.

The ultimate aim of a Character is to win the e-game by reaching the Crown of Command and successfully encountering whichever alternate ending awaits them there.

2.  GAME CYCLE

A Game Cycle will be one week:

· All conditional instructions are to received by the GM by 12 noon on the Monday.

· The Game Report will be sent out to all players by 12 noon on the Thursday.

A game cycle will consist of five turns per player.

3.  RULES

The rules for eTalisman are essentially the same as those for the Talisman board game, with a few amendments as detailed below in order to enhance the ease of play on e-mail.  However, there are many different interpretations and variations of the Talisman board game rules, and so where the rules are unclear the GM shall have the final decision.

3.1  STRENGTH AND CRAFT

For every seven points of defeated Enemies’ Strength a Character will automatically have their Strength pure value increased by the GM by one. For every seven points of defeated Enemy Spirits’ Craft a Character will automatically have their Craft pure value increased by the GM by one.

3.2  LIVES

Unlike in the original Talisman PBeM game, there will be no limit set on the number of Lives a Character may have. This is due to the inclusion of some items and Spells that would increase a Character's Lives beyond this amount.

3.3  SPELLS

In a standard Talisman game the casting of Spells tends to be one of the most spontaneous parts of the game.  Due to the nature of the e-game the spontaneity will diminish and the casting of Spells will become very heavily dependant on a player’s conditional instructions (see 3.5), e.g.:

“If the Acquisition Spell is drawn at any time, only use it if another Character has the Wand or the Warhorse available.”

“If the Finger Of Death Spell is drawn at any time, only use it against an Enemy that is stronger than my Character when I have two or less Lives left.”

The majority of Spells are not powerful enough to warrant conditional instructions such as the above to be in force for the whole game, but can wait until a player draws them during a game before deciding what to do in their next set of conditional instructions.

3.4  INTER-CHARACTER COMBAT

When a Character is attacked by another, both Characters will use the full extent of their special abilities, including those bestowed by Objects and Followers, to win the combat.  If either Character has a Spell that may aid them in the combat (this does not include Spells that allow Characters to evade each other) then they will use them also.

The victor of the combat will choose what to take from the defeated based on the Talisman Solo rules (outcome determined by Alignment), unless there are conditional instructions to the contrary. These rules will be added later (Addendum A).

E.g.: “In any successful inter-Character combat, instead of taking a Life, take any Object or Follower that will increase my Strength or Craft, preferably Strength.”

If a Character has a special ability that allows it to interact with other Characters in some way other than combat, (the Thief, the Merchant, etc.), then the use of that special ability must be specified in the conditional instructions or the Character will not choose to use it, regardless of how advantageous it would have been.

3.5  CONDITIONAL INSTRUCTIONS

Unless conditional instructions are given to the contrary, Characters will default to the following in the order shown:

1. Characters will attack any other Character they are able to using the full extent of their special abilities (see 3.4) if there is the slightest chance of being able to defeat them

2. Characters will move around the region/area they are currently in encountering as many Adventure cards, or equivalent, as possible

3. All Enemies, Enemy Spirits, etc. that it is possible to defeat will be fought and not evaded

4. Where a Character has a choice whether to encounter a Place, Stranger, etc. they will always choose to do so

5. Where there is a choice of benefits to be gained the choice will be additional Lives, unless at full quota in which case the choice is made randomly by die roll

6. Where a Character has to make a choice as to which Objects to drop due to over-encumbrance, they shall do so according to the following ranking of Objects:

· Wand

· Amulet (except where the Wand is also in the Character’s possession, and then the Amulet is ranked as a sundry Magic Object)

· Talisman

· Warhorse

· Horse

· Objects allowing greater carrying capacity

· Objects giving additional Strength

· Objects giving additional Craft

· Sundry Magic Objects in alphabetical order

· Sundry Objects in alphabetical order

Any conflict in a player’s conditional instructions will be decided on by the GM.  Any player’s conditional instructions that are of sufficient length to annoy the GM will result in the player becoming a Toad for three turns.

3.6  GAME REPORT

The Game Reports will consist of:

· Locations visited

· Adventure cards (and equivalent) encountered and the outcome

· Current statistics:

· Location

· Strength

· Craft

· Lives

· Gold

· Alignment

· Number of Spells

· Objects

· Followers

· Miscellaneous e.g. Curses, ongoing Quests status, etc.

3.7  STANDARD RULES DEVIATIONS

There are a few of the standard Talisman game rules that are deemed to detract from the game and are deviated from as a matter of course.  These deviations will also be incorporated into the eTalisman game:

3.7.1  Craft Experience Points

For every seven points of defeated Enemy Spirits’ Craft a Character can have their Craft pure value increased by one (see 3.1).

3.7.2  High Mage

In order to become the High Mage a Character must give three Magic Objects to the Magic Emporium.

3.7.3  The Amulet

The “Amulet” will negate the effects of all Spells, not just those listed on the Adventure card, with the exception of the Command Spell.

3.8  OMITTED CARDS

Due to difficulties that would arise with the playing of certain Characters and cards, they will be omitted from the e-game:

3.8.1  Omitted Characters

· All official Characters will be omitted except for the Master Level Characters.

3.8.2  Omitted Spells

· Divination

· Any other Spell that would require the use of time-sensitive information

3.8.3  Omitted Adventure Cards

· Market Day

· Any other card that requires co-ordination among players

3.8.4  Omitted Alternate Endings

· Official endings, except the Crown, will not be used. The Crown of Command ending will be altered slightly to keep the game from dragging on for too long.

3.9  CHANGES TO THE RULES

In order to facilitate the smooth playing of eTalisman, it may become necessary to amend the rules for unforeseen circumstances.  Any proposed changes to the rules will be stated in the Game Report and shall be incorporated by a majority verdict vote of the players with the casting vote going to the GM in the event of a tied vote.

Addendum A

When deciding on what to do with the vanquished Character in a Combat, victorious Characters will make their claims based on the following table unless explicitly stating otherwise in their conditional instructions:

SAME Alignment

1) Gold

2) Magic Object

3) Object

4) Use Special Ability, if applicable

5) Life

DIFFERENT Alignment (Neutral vs. Good or Evil) 

Roll a die to select where to start and then work down.

1) Object or Magic Object

2) Gold

3) Use Special Ability, if applicable

4-5) Magic Object

6) Life

OPPOSED Alignment (Good vs. Evil)

1) Magic Object

2) Weapon or Armor

3) Use Special Ability, if applicable

4) Life
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