TALISMAN
OPTIONAL CHARACTERS

THESE CHARACTERS ARE ONLY PLAYABLE WITH THE AGREEMENT OF ALL PLAYERS

Starting: Forest

SPECIAL ABILITIES
1) You begin the game with two spells.

2) You need not roll the die in the Forest;
you are always safe there.

3) Whenever you roll a & for your

Mo you may instead of moving
normally choose to Teleport to any space
in the same Region.

4) You are not affected by the Siren.

Starting: Forest Alignment: Good

SPECIAL ABILITIES

1) You begin the game with two spells.

2) You need not roll the die in the Forest;
you are always safe there.

3) During the game you always have at
least two Spells. Whenever playing a
Spell reduces your total to less than two,
draw another Spell immediately to
replace it.

4) You may evade enemies in the Woods.

Starting: Crags Alignment: Evil

SPECIAL ABILITIES

1) You need not roll the die in the Crags;
you are always safe there.

2) If you encounter any Goblins, you may |
take them as Followers. Any Goblin
Followers will add their Strength to yours
in combat.

3) Whenever you encounter a Hobgoblin,
you may send it to any other space in the
same region not occupied by another
player. Whether you send it or not, a
Hobgoblin will not attack you unless you
choose to attack it.

4) You are not affected by the Siren.

] Followers .

HOBGOBLIN _|: ™ HOBGOBLIN

Copyright © Games Workshop Limited 2007. Games Workshop, the Games Workshop logo, Black Industries and their respective logos, Talisman
and all associated marks, logos, places, names, creatures, races and race insignia / devices / logos / symbols, locations, weapons, characters,
products, illustrations and images from Talisman are either ®, TM and/or © Games Workshop Ltd 2007, variably registered in the UK and other
countries around the world. All Rights Reserved. Permission is granted to print this document for personal use.



