TALISMAN POSTAL RULES


By Brian Moore





BRIEF OUTLINE: Each player controls a different character each with their own unique abilities. Characters move around the board, usually by die roll, and encounter either the spaces landed on or other characters. As a character gets stronger, it moves into the centre, the Crown of Command.


OBJECT of the game is to reach the Crown of Command and occupy it alone for 6 turns (ie moves). The adventure endings in Expansion 2 are not used postally.





1.	STRENGTH is a characters fighting ability and stamina


1.1	Strength can never fall below starting strength


1.2	Strength is gained from killing. For every 7pts strength killed, GM will add 1 pt ST. ST is also gained from encounters and automatically added on.


1.3	TOTAL STRENGTH is a characters ST plus ST from objects & followers.


2.0 CRAFT is a characters IQ, skill & magic ability. Mainly used in Psychic combat, it also determines how many spells a character can carry.


2.1 Craft can never fall below starting Craft.


2.2 Craft is only gained from encounters and added to Craft by the GM.


2.3 TOTAL CRAFT is a characters craft plus craft from followers & objects.


2.4 The total number of spells a character can have is limited by Craft:


		Characters Total Craft:	1  2  3  4  5  6+


		Maximum No of Spells:  0  0  1  2  2  3


	This limit can only be exceeded by owning the Wand, a magic object.


2.5 All charcters can have spells if Craft is high enough, but these must usually be found unless abilities state you begin the game with spells.


2.6 If a character gains more spells than allowed, player must tell GM with next orders which spells to discard before any are cast. Failure to do so will result in GM discarding spells from last gained to first.


3.0 GOLD buys objects and pays for services.


3.1 Each character starts the game with 1 gold(G).


3.2 Prices are in Bags of Gold so 3G means 3 Bags of Gold.


3.3 GM will deduct payments for goods and services when due.


3.4 Gold does not count in the number of objects a character may carry.


4.0 LIVES are lost in combat & lost/gained through encounters.


4.1 Each character starts the game with 4 lives.


4.2 If you lose all your lives, you are dead. All characters possessions are left in the space where death occurred. Spells are discarded. The player starts the next turn with a new character only if no character has reached the Crown of Command during the game, else the player is out of the game.


4.3 Lives are gained from encounters and Healing (4.5)


4.4 There is no limit to the number of lives that can be gained.


4.5 Healing will never restore a character to more than 4 lives.


5.0 OBJECTS are gained from encounters. The word in these rules refers to Magical Objects as well as ordinary objects.


5.1 Objects gained will be mentioned in the game report & fully.


5.2 Objects you cannot use will be left in the space where found.


5.3 Only 4 objects can be carried unless you have a mule or horse & cart.


5.4 You may order to drop any object in any space you occupy.


5.5 If a character gains in excess of 4 objects, earliest gained will be dropped unless you order otherwise.


6.0 FOLLOWERS are gained from encounters


6.1 Followers gained will be mentioned in the game report


6.2 There is no limit to the number of followers you can have


6.3 Followers that are killed are discarded, not left dead in spaces.


6.4 You may order to leave a follower in any space you occupy


6.5 Henchman as suggested in Expansion 2 will not be used postally


7.0 ALIGNMENT can be Neutral, Good or Evil and may change during the game as a result of encounters or special abilities.


7.1 Alignment change is stated in game report as AL:G,E or N


7.2 No character can change alignment more than once per move.


7.3 Objects not allowed by new alignment will be dropped in space (5.2)


8.0 Special Abilities are given to a character at start of play.


8.1 Special Abilities always over-ride the rules.


9.0 SPELLS can be had by all characters if Craft is high enough (2.5,2.6)


9.1 When spells are gained, the spell is kept secret from other players


9.2 Spells are identified by a number, numbers being unique to each player.


9.3 Once cast, the spell is discarded


9.4 Spells affect players wherever they are on the board. Spells affecting creatures do not affect those in the Inner Region.


9.5 A character alone on the Crown of Command must state who his three targets are for that turn, either all one player or 3 players. Failure to give targets will be treated as the spell working but missing (a 1,2,3 result) When GM rolls a 4,5,6, target loses a life.


10.0 A Characters TURN consists of 3 die rolls called Moves. Each move consists of movement followed by encounters.


10.1 Player order for each turn will be ABCDE, BCDEA, CDEAB, etc. Each characters Moves will be done before the next move in turn order. (ie Move 1 - ABCDE, Move 2 - ABCDE, Move 3 - ABCDE. (NOT Move 1,2,3 - A,etc)


10.2 Any missed moves for any reason are inserted between die rolls.


EG: You have 2,4,5. You move 2, have to miss a move, then move 4 not 5.


The 5 is then carried forward as the 1st move of the following turn.


11.0 MOVEMENT. Each die roll in a Turn may be taken either Clockwise(C) or Anticlockwise(A). GM will move the character the full die in the direction ordered for each of the Moves in the Turn.


11.1 In the Inner Region movement is reduced to 1 space per move either A or C


11.2 In spaces 3 & 9 you will get a maximum of 3 combats per Turn.


11.3 A character may retreat back to Plain of Peril at 3 moves per Turn and ignoring the space instructions. Each Move is 1.


11.4 Crown of Command (1) can only be reached from Valley of Fire(2) which can only be entered if you have a Talisman.


11.5 Without a Talisman, you cannot enter Crown of Command either.


11.6 When on (1) a character does not move, only cast spell if alone (14.9)


11.8 SENTINEL A character may cross bridge between 13 & 26 if die roll is enough.


11.9 The Sentinel attacks anyone crossing the bridge from 26 to 13 only


11.10 If defeated by Sentinel, you lose 1 life and stay in 26


11.11 Sentinel does not attack characters passing thru 26, moving from 13 to 26 or characters who end Move in 26 and do NOT cross bridge.


11.12 When changing regions, you must state direction of travel in new region, else GM will continue movement as stated by the player for that Move.


11.13 RAFT A character wishing to cross the river must either build a Raft or gain one from an encounter.


11.14 A character in Woods or Forest spaces with an axe must order to build a Raft if one is wanted, else none will be built.


11.15 Having built a Raft, character will move across river in Move after the Move the Raft was acquired.


11.16 A character using a raft to cross the river must state to which space opposite the Move is to be made to. No die roll is made for the crossing and is treated as a missed move.(10.2). if space is unspecified, GM chooses.


11.17 Once used, a Raft floats off downstream & cannot be used again.


11.18 Portal of Power (10) connects to the Plain of Peril(6)


11.19 The Inner Region can only be reached via the Portal of Power(10)


11.20 Characters may try and open the Portal if there move would take them to the Plain of Peril(6) (ie at least 1 move left to be had).


11.21 If successful, the Move ends on the Plain of Peril(6)(10.2). If not, the Move ends on the Portal of Power(10) and you encounter the space.


11.22 If a Move ends exactly on the Portal of Power(10), you cannot open it until the next Move or Turn if Move 3 and must encounter the space.


11.23 A character moving from 6 to 10 does not open the Portal, but the Move from 6 to 10 takes up an entire Move (10.2)


12.0 Landing on a space with objects, gold or followers, you will take the objects unless an enemy or cards must be encountered first. The cards form the encounter for that space.


13.0 ENCOUNTERS occur in the space where you end a Move, not where you start a Move. A character must order to ewither encounter the space or another character. Failure to order which, and you will encounter the space.


13.1 Encountering a character is either by combat or using your special ability on the character.


13.2 To encounter a space GM will draw card(s) if necessary to form encounter.


13.3 On spaces other than draw cards spaces, the character must order what will be encountered.


13.4 If not so ordered, GM will make an encounter with Enchantress in City(34), Mystic in Village(46) and No Praying in Chapel(48). Die rolls will always be made. Enemies are always fought unless Evasion specifically ordered.


14.0 THE INNER REGION


14.1 Characters in Inner Region can only encounter each other in areas 2 & 6


14.2 Encounters elsewhere in Inner Region are with the space only(but see 11.3)


14.3 Creatures in Inner Region are unaffected by spells and can’t be Evaded


14.4 In the Crypt, GM will roll 3d6 less total ST. Result is where character ends up and counts as the Move.


14.5 In the Mines, GM will roll 3d6 less total Craft. Result is where character ends up and counts as the Move.


14.6 In The Den, GM rolls 2d6 for werewolf ST which then attacks.


14.7 In Pits, GM rolls d6 to determine number of Pitfiends that attack


14.8 At Crown of Command, 2 characters, if present, will encounter each other and no Command Spell is cast, else Command Spell is cast (9.5)


15.0 ADVENTURE CARDS are drawn by GM when required and affect the character in a specific order. Where cards read ‘you may’, this will be treated as ‘you will’, unless specifically requested otherwise.


15.1 Provisional orders are required for ‘wish cards’ ie those that give a choice of benefits. If GM is not told by following turn, you will receive a random wish from those offered.


15.2 1: EVENT Any that cause loss of a Move will bring (10.2) into play


15.3 2: ENEMY ANIMAL, MONSTER, DRAGON will attack. If killed ST is saved for ST swap


15.4 3: ENEMY SPIRIT will attack the character with Psychic combat.(17.0)


15.5 4: STRANGERS GM will follow its play instructions


15.6 5: OBJECTS,MAGIC OBJECTS, FOLLOWERS will be taken if possible(5.0 & 6.0)


15.7 6: PLACES GM will follow its instructions


15.8 Any Adventure Cards that the GM deems unplayable postally will not appear


15.9 Report will give full details on each Adventure Card for non-owners of game.


16.0 COMBAT occurs when a character is attacked by an encounter, with a place card or when he attacks another character


16.1 Characters will attack unless specifically ordered to Evade


16.2 Spells must be ordered to be cast or no spells will be cast


16.3 A d6 is added to Total ST for character & creature. If character has the higher total, the creature is killed. If creature gets higher, character loses 1 life & Move ends. If scores are equal it’s a Stand-Off


16.4 If there is more than one enemy, their ST is combined plus one die roll.


16.5 COMBAT occurs between character & character unless specifically Evaded


16.6 Spells must be ordered to be cast or no spells will be cast.


16.7 Combat is resolved as in 16.4


16.8 The victor will cause loser to lose 1 life unless specifically ordered to take either Gold or Object. That Move then ends. Loss of a life will be saved by GM if this can be done with use of losers abilities or objects or spell unless a life is ordered to be lost.


16.9 In a Stand-Off, neither side is hurt and that Move ends.


17.0 PSYCHIC COMBAT


17.1 Psychic combat occurs if attacked by enemy spirit(15.6) or creature who has craft. A Characters Special Ability may also allow Psychic Combat.


17.2 Combat is resolved as in 16.4 except against Craft instead of Strength


18.0 EVADING


18.1 A character will evade only if ordered to do so, by using special abilities Immobility or Invisibility spells. Evaded character cannot be affected.


18.2 Creatures evaded are anything in Outer or Middle Regions that attacks you.


18.3 Evade any character attempting to attack or use special ability


18.4 Evade any creature depicted in an encounter that the character does not wish to encounter EG The Hog, Imp or Witch


18.5 Only other characters can be evaded in Inner Region


19.0 TOADS. A character will be named in report as a Toad, and stays a toad for 3 Moves. Toads cannot have objects, Gold or Followers and all will be left in space where the change occurred


19.1 Toads have S1 C1 but regain characters original S & C on reverting back.


19.2 A Toad can only move 1 space a Move either Clockwise or Anticlockwise


19.3 Toads cannot gain or cast spells, but spells are regained that the character had when the Toad reverts back to normal.


19.4 Lives lost or gained while a Toad affect the lives of the character


19.5 Toads encounter when on a space as would a character


19.6 Toads have no special abilities. Those of the character cannot be used whilst a toad.


20.0 TALISMAN & PURCHASE OBJECTS


20.1 There only as many of these as there are in the game.


20.2 Talisman & purchase objects can be left in spaces just like other objects


21.0 GAME REPORT will say what actions a character did that turn, detail what adventure cards are found, list what cards are added or lost to/from the board. Spells in report will have a code number unique to each player and each player will have theie own codebreaker


21.1 Movement is abbreviated to 2C or 2A (ie 2 clockwise or 2 anticlockwise)


21.2 S,C,G,L for each character are the characters TOTAL S,C,G,L including that from Objects and Followers


22.0 NMR If a player NMRs (No Moves Received), that turns die rolls will all be clockwise and only spaces landed in will be encountered, not other characters.


23.0 ORDERS


23.1 A players orders should state Name of Character and current S,C,G,L & Al at start of that turn as well as location at start of that turn. Then the orders should state Move No; die roll A or C; name space from & to; encounter any character or space; actions to do.


23.2 Ambiguous or incomprehensible orders are subject to GM interpretation, which may not always be what was desired. GMs decision is final.


23.3 Totally confusing orders will be treated as a NMR (22.0)


23.4 Conditional Orders are required to cover certain conditions such as wishes to be gained, or what to do on a 5 result in the Tavern. It is a players responsibility to provide adequate conditional orders.


23.5 Try to keep GM happy by not producing a “book” of orders each turn.


24.0 The WINNER will be last player left in the game, or will end by mutual agreement of the players, should an outright winner become obvious.


25.0 These rules may be subject to change. Any changes will be stated in the Game Report for the players approval.





Make your choice of Character from the following list:


Ranger S3 C3 AL:G Start Village(46). Safe in Crags, Forest or Chasm. May ignore effects of Storm & Blizzard. Do not lose a life in Desert(19 & 21) Adds 1 to die roll when in fight against Dragons or Animals.


Wizard S2 C5 AL:E Start Graveyard(48). Begin game with 2 spells, always have at least one. Last spell is replaced by another immediately by GM. When you attack another character you make the combat psychic if you wish.


Warrior of Chaos S4 C2 AL:E Start Ruins(42). Randomly receive gift from Gods when you kill an enemy; 1C,1L,1spell,1 shield,armour, 1S or nothing. Corrupt Good or Neutral character to Evil if you land on them & roll under their Craft. Unicorn, Maiden, Prince & Princess will NOT become your Followers


Soldier S4 C3 AL:G Start City(34). Unaffected by Patrol & Raiders. Don’t pay Mercenary for his services. Begin game with Helmet & Sword. If either lost, can be replaced at no cost from the City, when you visit there.


Orc S4 C2 AL:E Start Crags(30). Safe in Crags. Roll over ST of Goblin, Hobgoblin & Wolf to befriend for one combat. You can roll 2d6 for movement & ride Wolf. You are unaffected by Siren


Centaur S3 C3 AL:N Start Plains(31,37,39,43). Safe in Forest. Add 0,1 or 2 to movement given by GM. In Outer & Middle Regions, you may fire bow at any character, enemy or stranger card in same region, that is up to 3 spaces away, instead of a normal encounter (13.0). If you win, card is discarded or character loses a life. Unaffected by Siren. Any other Centaur will follow you for 1 combat.


Witch Doctor S2 C4 AL:E Start Graveyard(48). Begin with 1 spell. For every 10 Craft worth of Spirits you kill, gain 1C or 1 spell. When you encounter another character, you can fight normally or give them the Evil Eye and Curse them. If cursed, must go straight to Chapel if good or Ruins if Evil to remove it.


Samurai S4 C2 AL:N Start Village(46). Instead of moving, you can fire bow up to 3 spaces away in same region. If you win, Enemy is discarded or Character must lose a life. You may use Karate to attack & use yr Craft against their ST. If you win, victim is stunned & can’t cast spells for one turn (ie Move).


Ninja S3 C3 AL:E Start Woods(32,38,49). You never have followers, including Hag & Poltergeist. You never have mule or horse & cart. You may choose not to encounter any square in Outer & Middle regions, but you MUST draw cards if instructed to. You may Evade any enemies in any spaces in Outer & Middle Regions. You can make a secret attack when you attack any player or enemy by deducting your Craft from opponents total ST. If you win, take 1L,1G or 1 Object from victim.


Ghoul S2 C4 AL:E Start Graveyard(48). When you attack, you may make the combat psychic. When you defeat a player with psychic combat and take a life, you add it to your own. When you defeat an enemy, it becomes a Follower for 1 combat.


Monk S2 C3 AL:G Start Village(46). You add Craft to Strength in combat. Add 1 to die roll when praying. Cannot use Sword, Helmet, Shield or Armour. You cannot use Axe in combat, but can use it to build a Raft.


Dwarf S3 C3 AL:N Start Crags(30). Safe in Crags & Chasm. Evade enemies in Hills. Add 1 to die roll in Cave. Roll 1 die if you open Portal(10) by Craft. Only roll 2d6 in Mines(7). Unaffected by Maze.


Barbarian S5 C1 AL:N start Forest(44). Safe in Forest, Crags & Chasm. When you attack another player and win, but do NOT take a life, you can attack again.


Druid S2 C4 AL:N Start Forest(44). Begin with 1 spell. You can change alignment at will, but can only be one alignment at any given time.


Warrior S4 C3 AL:N Start Tavern(40). You roll 2d6 in combat & take higher roll. Can use 2 weapons at once, except if using Holy Lance, Runesword or a Shield.


Troll S6 C1 AL:N Start Crags(30). Always safe in Crags(30)


Sorceress S2 C4 AL:E Star Graveyard(48). Begin with 1 spell. When you attack you can make the combat psychic. Instead of attacking a player, you may beguile them to give you 1 object or 1 gold. You need 6 if Good, 5 or 6 if Neutral, 4,5 or 6 if Evil. You may take any Follower from a player you land on except maiden, Unicorn, Animal or Princess, whether or not you attack or beguile them.


Thief S3 C3 AL:N Start City(34). May steal one object or 1 gold from a player you land on. May steal one object from Market, decided at random by GM


Necromancer S3 C3 AL:E Start Graveyard(48). Begin with 1 spell. Instead of attacking player you can Enchant them. They do nothing on their next Move and you take it instead. Cannot do this on Crown of Command(1). You Evade Spirits, but if you do not Evade Spirits, you can charm it by rolling higher than their Craft. It becomes a Follower & adds its Craft to your psychic combat attacks. If you fail, it attacks you. You can only successfully charm a Spirit once a game.


Elf S3 C4 AL:G Star Forest(44). Safe in Forest. Evade enemies in Woods. In Woods, instead of moving normally, you may move to any other woods space in same region.


Priest S2 C4 AL:G Start Chapel(28). Begin with 1 spell. Add 1 to die roll when praying. Destroy Spirits without Combat. Cannot use Sword or Axe in combat.


Pilgrim S2 C4 AL:G Start Chapel(28). Begin with one spell. When you encounter a Spirit, you Exorcise to any unoccupied space in same region. You can convert monster you meet, by rolling higher than its ST on one die. If you fail, it attacks. If you win, it becomes a follower & will fight instead of you in combat if you wish. Only one Converted can be had at a time.


Satyr S2 C4 AL:E Start Crags(30). Safe in Crags. Any player within 3 spaces of you who draws a follower loses it to you, drawn by the sound of your pipes. Instead of attacking  a player, you can panic them by moving them 1d6 A or C. They do not interact with space moved to. You are unaffected by Sirens.


Minstrel S2 C4 AL:G Start Tavern(40). Animals & Dragons do not attack you, but you can attack them. You can charm an animal instead of attacking it, by rolling higher than its ST. Adds its ST to yours in combat. One Charm per game. Can take Maiden or Princess from any player you land on. Immune to Hags Curse.


Merchant S2 C3 AL:N Start City(34). Begin with 3 Gold. Evade Goblins, Hobgoblins & Ogres by paying 1 Gold. You may trade instead of attacking with a player, by exchanging 1 object or gold of yours for one of theirs. Take what you want. When you visit Market or Blacksmith you may again trade in the same way.


Gladiator S4 C2 AL:E Start Tavern(40). When using Helmet, Shield or Armour for lifesaving, add 1 to roll. Followers without ST are trained and gain 1 ST. If you lose to another player, he can declare a trained follower lost as well.


Leprechaun S2 C4 AL:G Start Forest(44). Begin with TWO spells. Safe in Forest. When 6 is rolled for movement, you can teleport to any space in same region. A 6 will be shown as ‘T’ in game report. Unaffected by Siren.


Knight S3 C3 AL:G Start Chapel(28). If in combat with another player and your total ST is less than his, it becomes equal to his for that combat. Each Spirit you destroy you gain 1 craft. When praying you can ignore the first die roll and hope a second die roll will be better. You must accept second result.


Hobgoblin S3 C3 AL:E Start Crags(30). Safe in Crags. Goblins you encounter become followers & add their St to yours in combat. If you encounter Hobgoblins you can send it to any space in same region unoccupied by another player. Any Hobgoblin you meet will not attack you unless you attack it. Unaffected by Siren.


Assassin S3 C3 AL:E Start City(34). You may assassinate when you attack any player or any enemy face up when you land on it. Combat is as normal, but victim does not get a die roll to add to their ST. If you win, you take a life only. Does not work against Werewolf & Pitfiends. When moving from (2) to (1) you can assassinate anyone already there, but otherwise cannot use your power.


Rogue S3 C3 AL:E Start Tavern(40). Begin with one spell. Instead of attacking a player you land on, you may take a spell from them at random, if Craft high enough. When you encounter Enchantress, Warlock or Witch, add 1 to result unless you roll a 1 in which case you must accept that result.





Woodsman, Philosopher, Halfling, Amazon & Prophetess are not available as their play postally would involve too many permutations to be practical to adequately GM.


However, that still leaves 31 characters for you to choose from.





Space Numbering


Crown of Command(1)


Valley of Fire (2) - clockwise to Pits (9)


Portal of Power(10) - clockwise to Castle(25)


Sentinel (26) - clockwise to Woods(41)





 





