MAGECAL QUES“” GAWL_

' "‘“‘*-1““‘57’ REVISED 4TH EDITION 4*—-""—-:"' ¥ o
ff ":i; .

x -"f;" F
. ¥

o
y

Pegasus Spiele




THE LEGEND
OF THE (ITY

Long ago, a powerful wizard reigned over the land,
ruling with the power of a magical crown that he forged
in the Valley of Fire. While this wizard held power, all
creatures knew that they lived or died at the whim of
their ruler, and there was nothing that could be done to
alter that truth.

In time however, the wizard sensed that his own demise
was imminent. Seeing no worthy successor, he chose to
hide the mighty Crown of Command within the Valley
of Fire, where it waits_for a suitably courageous and
powerful individual to claim the legendary artefact.

In the absence of the wizard, monsters and beasts of the
wild took to attacking and looting the small villages that
littered the countryside. Those who lived within those
villages now knew that their lives were their own to
either defend or forfeit.

As a way to keep themselves safe, they began to live

in a larger, more easily-defended cluster. This cluster
gave birth to a more sophisticated economy and culture,
eventually becoming the bustling region simply known
as “the City.”

Now it has been many years since the wizard’s demise,
and a handful of intrepid souls seek to claim the Crown
of Command. For these brave few, the City is a place of
both great potential and great peril.

Wandering the streets, a visitor will find master
artisans, gffluent merchants, remorseless criminals, and
mysterious strangers. The City’s shops offer armour,
weapons, mounts, and more. Enchanted objects,
potions, and spells can be found for sale. Mind and body
can be strengthened through training, and fortunes can
be foretold.

For the traveller with some gold to spend, a visit to
the City can give him the edge to survive in the most
dangerous regions of the land. The opportunities one
has within the City’s walls may make the difference
between life and death in the Valley of Fire!

EXPANSION OVERYIEW

Surrounding the land of Talisman are four great kingdoms known
as Recions. Each Region offers great opportunities, as well as
terrible dangers, for adventurers brave enough to enter it. This
expansion allows players to enter one of these extraordinary areas
— the City Region.

OBJECT OF THE GAME

The object of the game remains the same as the Zalisman
Revised 4th Edition base game. Characters must reach the
Crown of Command in the centre of the board and then, by casting
Command Spells, force the other characters out of the game.

COMPONENTS

The City expansion includes the following components:
* This Rulebook
e 1 City Board
e 168 Small-sized cards consisting of:
» 82 City Cards
» 12 Armoury Cards
» 12 Pet Cards
» 16 Magic Emporium Cards
» 16 Potion Cards
» 8 Stables Cards
» 18 Wanted Poster Cards
» 4 Neutral Alignment Cards

e 3 Alternative Ending Cards

e 6 Character Cards

* 6 Plastic Character Figures (note that due to packaging/ship-
ping the figures are placed underneath the box inlay)




COMPONENT OVERYIEW

Below is a brief description of each game component.

CITY BOARD

The City board (referred to as a “Region”)
presents boundless opportunities for those
clever enough to seize them and strong
enough to hold them. Trade, commerce,
employment — all of these, and many more
can be found within the City.

CITY CARDS

This deck of 82 City Cards features
new Events, Enemies, Strangers,
Objects, Followers, and Places. City
Cards are similar to the Adventure
Cards, but are encountered by char-
acters exploring the City Region.

ARMOURY CARDS

This deck of 12 cards features
high-quality weapons and armour
from the finest workshops in the
land. Items from this deck can be
purchased at the Armoury.

PET CARDS

This deck of 12 cards contains
curious specimens that were
collected from local and exotic
lands. These creatures make
wonderful pets and serve their
masters with unique abilities.
Pets can be purchased at the
Menagerie.

MAGIC EMPORIUM CARDS

This deck of 16 cards features Ty

finely crafted artefacts of arcane : —
power that can be purchased at
the Magic Emporium. While these
items are sold at a premium, they
are invaluable to any aspiring
wizard.

POTION CARDS

This deck of 16 cards represents
the strange and sometimes volatile |
concoctions that are brewed at the
Apothecary. Some potions may
cause unexpected side-effects and
are only consumed by the most
brave or foolhardy adventurer.

STABLES CARDS

This deck of 8 cards details mounts |
and beasts of burden that charac-
ters may purchase at the Stables.

WANTED
POSTER CARDS

These 18 cards offer characters
lucrative rewards if they are able to
claim the bounty. Wanted Posters
can be obtained at the City Gate.

NEUTRAL
ALIGNMENT CARDS

These 4 cards are used when a character has
changed alignment (with respect to what's printed
on his character card).

ALTERNATIVE
ENDING CARDS

The 3 Alternative Ending Cards
included in this expansion 3
replace the base game’s victory
conditions, offering players new
ways to win the game.

CHARACTER CARDS

The 6 new Character Cards work
exactly like those in the base
game and offer players an even
larger selection of heroes to play.




CHARACTER FIGURES

Each character card corresponds to a plastic figure that is used to
represent that character on the game board.

THE CITY ICON
Cards in The City expansion are marked with an

ExPANsIoN symsoL to differentiate them from the
cards in the base game.

USING ONLY PORTIONS
OF THIS EXPANSION

While 7he City expansion is intended to be used as a

whole, players are welcome to play Zalisman using
only some of the elements of the expansion. Specifi-
cally, the new Character and Alternative Ending
Cards may be used without including the other new
cards or the City board.

SETUP

When playing with The City expansion, add the following steps
to the base game’s setup:

1. Place Expansion Board: Take the new City board and place
it next to the main Talisman board as shown in the diagram
below.

2. Set Up Shop Decks: Shuffle the Potion and Pet decks. Then,
place the Potion (A), Magic Emporium (B), Armoury (C),
Pet (D), and Stables (E) decks facedown beside their
corresponding spaces on the City board as shown in the
diagram below.

3. Set Up Wanted List: Shuffle the Wanted Poster deck and
place it facedown next to the City board. Draw 3 Wanted Poster
cards and place them faceup on the City Gate space.

4. Set Up City Deck: Shuffle the City deck and place it facedown
next to the City board. Leave the Neutral Alignment Cards in
the game box until they are needed.

5. Set Up Alternative Endings (Optional): If players wish to
use the optional Alternative Ending Cards, one player shuffles
those cards, draws 1 at random, and places it on the Crown of
Command (see “Alternative Ending Cards” on page 9).




EXPANSION RULES

When playing Talisman with The City expansion, the basic rules
of Talisman are unchanged, and the game is still won by reaching
the Crown of Command and eliminating all other players. The only
new rules needed are for entering and exploring the City Region.
These rules are found below.

-CITY BOARD
BREAKDOWN

The City board is comprised of sTrReer spaces and sHop
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spaces as described below.

STREET SPACES

Street spaces form a loop around the City. Each street
space features an arrow that indicates which dire:
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characters must move when they travel around the
board.
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SHOP SPACES

Shop spaces are located around the outer edge of the
board. Each of these spaces can only be entered from
its ADJACENT street space. A street space is considered

adjacent to a shop if it shares the same border.

ENTERING THE CITY REGION

The City Region is connected to the main Zalisman board at the
main board’s City space. A character may enter the City Region
simply by moving directly from the City space on the main board
to the City Gate space, if his movement die roll provides him with
sufficient movement.

Entering the City Region through the City space is optional.
Characters may choose not to enter the City Region and may travel
around the Outer Region instead. When characters land directly
on the City space in the Outer Region, they must encounter the
space as normal.

MOVEMENT IN THE CITY

To move in the City, Characters roll 1 die as normal
and move the indicated number of spaces. However,
each street space on the City board is marked with an
arrow which points in the direction characters must
move in order to travel around the street spaces.
Characters cannot move against an arrow on a street
space unless an ability or effect forces them to do so.

Characters may enter a shop from the adjacent street
space for 1 point of movement. Characters may enter
a shop as long as they have sufficient movement to
enter the shop; any remaining points of movement
are lost.

If a character begins his turn in a shop, he must

spend 1 movement point to move into the adjacent street space. A
character in a shop cannot move directly to a neighbouring shop.
He must first exit the shop he is in by moving into the adjacent
street space, and then he may travel to the neighbouring shop if
he has sufficient movement.

If a character begins his turn in a shop, he cannot re-enter that
shop during that turn. However, the character may enter any other
shop if he has sufficient movement.

LEAVING THE CITY REGION

Some City encounters grant characters the opportunity to exit the
City and return to the main game board. Other than these encoun-
ters, the only ways to leave the City are to either visit the Wharf
space or to exit the City via the City Gate space. A character who
wishes to leave the City does not have to land exactly on the City
Gate. A character with sufficient movement to continue past the
City Gate must choose between continuing his movement clockwise
or counterclockwise from the City space of the Outer Region.

A character who begins his turn on the City Gate space may leave
the City Region by moving to the City space on the main game
board, or he may continue moving in the City Region by following
the arrows on the space.
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EXAMPLE OF ENTERING THE CITY

The Bounty Hunter begins his turn on the Woods and rolls a “5” for his move.
He decides to move counterclockwise to the City and explore the City Region by
moving to the City Gate.

The Bounty Hunter then continues his move in the City Region and finally lands on
the Royal Lane.
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EXAMPLE OF MOVING
IN THE (ITY

The Tinkerer begins his turn on Noble Street
and rolls a “2" for his move. The Tinkerer can
end his movement in the Academy (A), the
Apothecary (B), or Elemental Avenue (C).

Note that the Tinkerer cannot move to
Sanctuary Square (D) because he cannot move
against the arrow on the street space.

EXAMPLE OF
LEAVING THE CITY

The Tavern Maid begins her turn on Speaker's
Corner and rolls a “4” for her move. She decides
to leave the City Region by exiting via the City
Gate and continues her move on the main game
board.

The Tavern Maid decides to continue her
move clockwise in the Outer Region, finally
landing on the Hills.

Alternatively, the
Tavern Maid could
have decided to
continue her move
counterclockwise in
the Outer Region,
finally landing on the
Woods.




ENCOUNTERS IN SHOPS

If a character enters a shop, he must either encounter the shop or
a character in that space. If a character encounters the shop, he
must follow the instructions on the space, such as purchasing a
card or performing an action. Characters cannot enter a shop and
“do nothing.”

USING CITY CARDS

City Cards are similar to the Adventure Cards from the
base game, but are encountered by characters exploring
the City Region.

DRAWING CARDS IN THE CITY

When characters encounter street spaces and are instructed to
draw cards, they must draw City Cards rather than Adventure
Cards, even if cards or special abilities specifically instruct the
player to draw 1 or more “Adventure Cards.”

When a card is encountered in the City Region and has instruc-
tions or effects that refer to Adventure Cards, the card affects City
Cards instead.

REGION LORE
The walls of the City provide those who live within
a chance to pursue their lives in safety and relative
comfort. This sgfety and comfort does not come
| free, however. Whoever controls the City is able to
| collect a sizeable reward for the security its walls
provide.
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| Many different factions are in a constant struggle
to dominate the City’s streets. Ultimately, those
with the most money wield the most influence.
More than any appointed official or armed author-
ity figure, the city’s guilds are the ones truly in
charge. The three most powerful of these organiza-
tions are the Assassins’ Guild, the Thieves’ Guild,
| and the Merchants’ Guild.

These guilds are both wealthy and dangerous.
They do not tolerate transgressions of their rules
| or threats to their livelihood. Typically, a trouble-
| maker simply gets thrown in_jail indefinitely.

If extremely provoked, a guild will place a bounty
on the head of its target. The guilds have found
that overlooking insults is not good business; not
| when there is a ready supply of deadly individu-
| als willing to claim a reward for doing the guild's
business.

SPECIAL ABILITIES INVOLVING
ADVENTURE CARDS IN THE CITY REGION

Special abilities and effects that apply to Adventure Cards behave
differently when characters are in the City Region rather than
the Outer, Middle, or Inner Regions. When used within the City
Region, these special abilities and effects apply to cards from the
City deck instead.

Example: The Prophetess’s special ability states that whenever
she draws Adventure Cards, she may discard 1 card of her choice
and draw 1 more card to replace it. While the Prophetess is in the
Outer, Middle, or Inner Region, her ability applies to cards from
the Adventure deck. However, while she is in the City Region, her
ability applies to cards from the City deck instead.

WANTED POSTERS

Wanted Posters are available to all characters who visit the City
Gate, as described in the instructions on the space. Characters
may either buy any Wanted Posters on the space for 1 gold each,
or cLAIM THE BOUNTY from Wanted Posters on the space (see “Claim-
ing Bounties” to the right). If a character buys a Wanted Poster,
he may claim the bounty later at any time during any of his own
turns.

CLAIMING BOUNTIES

Each Wanted Poster Card lists a
TARGET in its title. A target can be
either a type of Enemy (i.e. animal,
monster, etc.) or a character of a
certain alignment (i.e. good, neutral,
or evil).

If a Wanted Poster Card lists a type
of Enemy as its target, a character
may claim the bounty by discard-
ing any number of his trophies that
match that type of Enemy at the

end of his turn. The character gains
an amount of gold equal to the
discarded Enemy’s Strength or Craft.
He then discards the Wanted Poster
Card.
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A character who owns a Wanted
Poster card that lists a character of
a certain alignment may claim the
bounty on that card by defeating
another character of the match-
ing alignment in battle or psychic
combat. The character claiming the ol e and gin
bounty rolls 1 die and gains that amound of gobd.
amount of gold. He then discards the P
Wanted Poster Card.
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If a character has 2 or more Wanted Poster cards that list the same AL :’ LB :’

target, he can only claim 1 bounty. For example,

if a character has 2 Wanted Posters that target Animals and he
discards 1 Animal trophy with a Strength of 3, he can only claim
1 bounty and gain 3 gold. He then discards 1 of those Wanted
Poster Cards. The character cannot use both Wanted Posters for
the same trophy to claim a bounty of 6 gold.

EXAMPLE OF
CLAIMING A
BOUNTY

. nkerer has two
Animal trophies: the Giant
Rat which has a Strength
and the Giant Fly
h has a Strength of 2.

The Tinkerer chooses to claim the bounty with both of
his Animal tr s for a total of 5 gold. He discards the
trophies and Wanted Poster, then, at the end of his turn,
d a new Wanted Poster Card and places it on the

City Gate space. Alternatively, the Tinkerer may choose
to claim the bounty by discarding only 1 of his Animal
trophies, although this would result in gaining less gold.

- 77T T R T
. ’.' e s i ] 1

ENDING CARDS

The use of Alternative Ending Cards is optional, and players
should agree whether or not to use them before starting the game.
The Alternative Ending Cards included in T4e City expansion are
usable with Alternative Ending Cards from other expansions.

SETUP

Setup for Alternative Ending Cards is determined by which of the
two game variants players decide to use. Players can start the
game with the card either REVEALED Or HIDDEN.

REVEALED VARIANT

The revealed variant has a greater impact on
characters during the course of the game and
offers players more strategy.

If players use the revealed variant, all Alterna-  f7dden Icon
tive Ending Cards with a kidden icon in their

upper left corner must be removed from the game. Cards with
a hidden icon can only be used when playing with the hidden
variant.

Players must then shuffle the remaining Alternative Ending Cards
at the start of the game, draw 1 card at random, and place it
aceup on the Crown of Command at the centre of the game board.

HIDDEN VARIANT

The hidden variant adds more mystery to

the game because players do not know what
dangers await them at the Crown of Command
until they reach the space.

=

Revealed Icon
If players use the hidden variant, all Alterna-
tive Ending Cards with a revealed icon in their upper left corner
must be removed from the game. Cards with a revealed icon can
only be used when playing with the revealed variant.

Players must then shuffle the remaining Alternative Ending Cards
at the start of the game, draw 1 card at random, and place it face-
down on the Crown of Command at the centre of the game board.



ENCOUNTERING
ALTERNATIVE ENDINGS

Alternative Ending Cards replace the base game’s victory condi-
tions, offering players new ways to win the game. When using the
Alternative Ending Cards, characters on the Crown of Command
must encounter the Alternative Ending Card and follow the rules
printed on the card — they cannot cast the Command Spell or
encounter other characters on the Crown of Command unless the
Alternative Ending Card specifically states otherwise.

All other rules regarding the Inner Region still apply when playing
with Alternative Ending Cards:

e None of the creatures in the Inner Region (nor any of the
Alternative Ending Cards) can be affected by any Spell. They
also cannot be evaded.

e Characters on the Crown of Command cannot move and must
remain on that space unless the Alternative Ending Card
specifically states otherwise.

e Once any character has reached the Crown of Command, any
character who is killed automatically loses the game.

Alternative Ending Cards generally only
affect characters on the Crown of Command.
However, instructions that have a star icon
at the start of their text affect all characters,
no matter what Region they are in, including
characters on the Crown of Command.

OTHER RULES

This section clarifies rules regarding new cards, special abilities,
and space instructions for the City Region.

TRINKETS

Some Objects feature the
Trinket keyword printed
above the card’s special
ability. Trinkets are treated
in all respects like normal
Objects, except they do not
count towards a charac-
ter’s carrying capacity.

A character may have 4 1
normal Objects in addition ; by may dic
to any number of Trinkets. Yol ey B s GO

an time 10 discaed any of
:.-D.E?Isptﬂswﬂkﬂ dri-v-'

Trinkets may be ditched, an equal nmmber of Speits,
discarded, stolen, or sold hl._'_ ‘-"-"d
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MOVING CLOCKWISE OR _
COUNTERCLOCKWISE

If a character or card on a street space is instructed to move
CLOCKWISE, it must move to the next street space by following the
direction indicated by the arrows on each street space.

If a character or card on a street space is instructed to Move coun-
TERCLOCKWISE, it must move to the previous street space by moving
against the direction indicated by the arrows on each street space.

THROWN IN JAIL

The Jail space is not a shop or street space and cannot be entered
unless an effect or encounter throws a character in Jail. When a
character is thrown in Jail, his turn immediately ends.

When a character starts his turn in Jail, he does not roll a die for
his movement. Instead, the character must roll 1 die and consult
the chart on the Jail space. If a character fails to escape the Jail, he
must roll again on his next turn. Characters cannot use effects or
special abilities to move out of the Jail; characters can only escape
by following the instructions on the Jail space.

Characters in Jail cannot encounter each other. However, char-
acters in Jail can still be targeted by Spells and are affected by
Events as normal.

SHOP DECKS

The Armoury, Magic Emporium, Pet, Potion, Stables, Wanted
Poster, and Purchase decks are also referred to as sHop DECKs.
Cards from shop decks are treated in all respects like Adventure
Cards, except that when they are discarded, they are returned to
the bottom of their appropriate deck and are available to other
characters once more. Should there be no cards left of a particular
item, then that item is not available at that time.

If an encounter allows a character to gain or take a card from the
Potion, Pet, or Wanted Poster deck for free, he must draw the top
card of the deck.

If an encounter allows a character gain or take a card from the
Armoury, Magic Emporium, Stables, or Purchase deck for free, he
chooses which card to receive.
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'CHARACTER O

] any secret for the right price.

| TINKERER _

| clockwork semblance of life.

| BOUNTY HUNTER

| A cruel and merciless ryffian who

| price on their heads.

| CAT BURGLAR _

| TAVERN MAID

| A delightful and exuberant lass
| with an uncanny knack_for making
| sure that her patrons are never

| spirits.

FLEMENTALIST

| A disciplined adept who can control

| own spirit and adapt his very
nature to any situation.

SPY

A treacherous master of deception
and a keen observer who will sell

A sweet-natured mechanical genius
whose mind is always buzzing and
whose hands are always config-
uring gears and pulleys into a

will stop at nothing to track down
his targets with no regard as to
whether or not they deserve the

A clever and nimble rascal who
would never steal from the needy
but will happily purloin the valu-
ables of an overindulged noble.

thirsty and are always in good

the fundamental forces within his
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