
Welcome Traveller! You have found your way here, 
and it is my duty to warn you - your world will never 
be the same. You will never be able to turn back and 
return to your dull Realms. You will stay here, 
fascinated by new challenges standing in your way to 
the Crown of Command, great heroes that roam these 
lands, powerful magic and priceless artifacts that can 
be found only here.

Welcome to my Vision!

 48 Character cards
 96 Mission cards - 2 for each Character
 72 Spell cards
 306 Adventure cards
 180 Highland cards
 198 Dungeon cards
 54 Inner Region cards
 54 Purchase cards
 9 Stables cards
 54 Warlock Quest cards
 18 Quest Reward cards
 18 Relic cards
 18 Treasure cards
 9 Alternative Ending cards
 6 Inventory screens
 1 Marketplace Pricelist

Components

To play „Talisman” together with 
The Vision expansion, you need to have

the original expansions listed below:

 Talisman: Revised 4th Edition

 Talisman: The Reaper

 Talisman: The Dungeon

 Talisman: The Frostmarch

 Talisman: The Highland

 Talisman: The Sacred Pool
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The Vision is an unofficial expansion for Talisman: The 
Magical Quest game, designedto make the game even 
more epic than it already is. The Vision consists of more 
than 1000 new cards, and introduces several new 
elements and mechanisms, such as:

 Missions for each character, expanding                  
their stories and personalities

 Rebalanced characters from the original game
 12 completely new characters
 Spells divided into 4 different schools of magic
 Inner Region cards
 Hundreds of new Adventure cards
 Inventory screen and new Purchase cards
 New rules for more exciting gameplay

Introduction

ver. 1.1

Cards in The Vision expansion are marked 
with an expansion symbol to differentiate 
them from the cards in the base game. 



New Characters
Angel

A messenger of light, sworn 

to fight the infernal forces 

of evil with the powers 

granted by the heavens.

Sacred Maiden
a knight of the purest soul, 

she devoted her life to 

helping the weak and bring 

hope to those who lost it.

Inquisitor
Merciless hunter of evil 

and wickedness who 

despises magic and 

sorcery in every form.

Golem
A powerful ancient 

construct with a body of 

enhanted steel and his 

own secret goals.

Shapeshifer
A mysterious creature 

possessing the ability to 

take the shape of any 

living being.

 Steed – a Follower which you can ride on. You can ride on 
only one Steed at a time (as it’s difficult to ride on two horses 
at once). You may have any number of Steeds, but only the 
one which you ride on grants you its bonuses.

 Aura – a Spell which after casting is bound to another card 
(such as a character, Object etc.) and stays in the game 
affecting that card.

 Cursed – an Object that cannot be normally discarded or 
turned to gold when visiting the Alchemist. A Cursed Object 
must be used by the character (ex. a Cursed sword must be 
used in combat, a Cursed helmet must be worn).

 Lord of the Realms - an Enemy who affects the whole game 
while on board, introducing new, temporary rules              
(ex. „Characters cannot use fate”).

 Magic Resistance – cards with this rule are unaffected by 
Spells in any way.   

New Keywords
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Goblin
The cunning Goblin knows 

when to hide, and when 

to lead his tribe to 

victory - and food

To play Talisman with The Vision expansion, you need to:

Shuffle all the new Adventure, Highland, Dungeon, 

Purchase, Stables, Relic, Treasure and Quest Reward     

cards with their original decks.

Create a new deck of Inner Region cards.

Set aside all the Mission cards.

Divide all Spells into 4 schools of magic according to the 

table from the page 5. For the Spells from the original game 

use the card backs of the appropriate school of magic.

Use the character cards from The Vision instead of the 

characters from the original game.

Use the Warlock Quests provided in The Vision instead of 

the Warlock Quests from the original game. 

Remove those original cards from the game:

Adventure cards: 2x Riding Horse

Stables cards: 3x Riding Horse

Game Setup 

    4,5,6 - The shield symbol 
represents an ability possessed 
by each Armour: „If you are 
defeated in battle and just lost 
a life, roll 1 die. If you roll a 
4,5 or 6, the Armour protected 
you and you did not lose that 
life, though you still lost the 
battle.” Values after the shield 
symbol can be from 1 to 6 and 
represent the results needed 
for the Armour to successfully 
protect against losing a life.



Black Knight
A cruel warrior with heart 

as black as the abyss, who 

rejects his humanity to 

satisfy his bloodlust.

Baba Yaga
A horrible child-devouring 

old hag who commands 

the powers of dark magic.

Demon
The beast from the infrenal 

abyss invaded the mortal 

world to wreak havoc and 

spill the blood of mortals.

Giant
A thick-skinned giant 

roaming the realms 

crushing and devouring 

everything in his path.

Marilith
A demonic sword-mistress, 

she is deadly when equipped 

with a good blade - and she 

usually carries four blades,

Characters - new and old 
The Vision introduces 12 completely new characters and
36 rebalanced characters from the original game.All the 
characters have been balanced and given various new 
abilities, making the gameplay a different experience 
depending on the character which you decide to choose.

Forget about separating the characters to „overpowered” 
and „horrible”. They all have their strong and weak sides, 
and it is possible to win the game with each of them.

Mission cards 
All the characters want the Crown of Command for 
themselves, but they also have their own goals and desires. 
An Alchemst wants to create the philosopher’s stone, Dark 
Cultists desires to summon a powerful demon unto this 
world, and the Dwarf wishes to uncover his lost legacy.

Mission cards represent these goals. If a character manages 
to satisy the conditions stated on the Mission card, they will 
gain a unique reward. And if they fail to do so, they will suffer 
the consequences.

Each character has his own two Mission cards - give 
them to the player after he starts the game. The first card 
lists the conditions of passing or failing the Mission. The 
second card presents the results of passing or failing the 
Mission. After you pass the Mission, it cannot be failed 
anymore - and vice versa.

Mission cards cannot be lost, destroyed or stolen in any way, 
of course except by killing the character.
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Lord
A charismatic leader, 

inspiring all around him to 

follow his lead and support 

him on his noble quest.

Mission cards

New Characters



to make the magic more diverse, all Spells have been divided into 4 different schools of 

magic. When a character draws a Spell, it may be a Spell from any school of magic.

Spells

Whenever two or more characters want to cast Spells at the same time, the order 
in which they do it is very important. To make it easier, there is a universal rule of 
the Stack: Whenever players want to cast a Spell they put it on the table. If any 
other player want to cast another Spell as an „answer” to the previous Spell, they 
place their own Spell on top of the previous one (forming a Stack). All Spell 
effects are then resolved starting from the top Spell in the Stack. In other words, 
Spells are resolved in a reverse order of their casting.

Spells - The Stack rule

Light
Magic

A defensive school 

of magic specialising 

in spells that help 

during prayer, 

protect against harm 

and increase combat 

capabilities.

The most versatile 

school without a 

focus on a specific 

type of magic, yet 

possessing some of 

the most powerful 

spells in the game.

School focused on 

directly affecting 

cards and Enemies 

(mostly by causing 

them harm), 

teleportation and 

elemental magic.

If you want to make 

the life of a fellow 

character harder 

this is the school for 

you. Curses, thievery 

and weakening spells 

are dreaded by many.
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Example: The first player casts Shatter on an Object possessed by the 
second player. That player casts Reflection, putting it on top of the Stack. 
The first player has yet another trick up his sleeve and casts Counterspell. 
As both players agree that they don’t wan’t to cast any more Spells, the 
Spells resolve, starting with the top Spell on the Stack: Counterspell. It 
negates the effect of Reflection which would be resolved next, but has no 
effect. Finally, the Shatter is resolved - and the chosen Object is destroyed.

Nature
Magic

Destruction

Magic

Darkness
Magic



Dividing the Spells from the original game into different schools:

Preservation

Psionic Blast x2

Blessed

Enchant Blade

Bladesharp

Resurrection

Barrier

Enrich

Divine Intervention x2

Change Fortune x2

Spell Call

Restoration x2

Craft

Energize x2

Brainwave x2

Marked for Glory

Bolster x2

Invoke Favour x2

Reverence

Vindication

Retribution

Healing x2

Temporal Warp

Summon Serpent

Summon Bear

Summon Phoenix

Gust of Wind

Transmute

Alteration

Transference

Water Walking

Speed

Summon Stormcrow

Dominate

Strength

Magic Portal x2

Metamorph

Path of Destiny

Toadify!

Black Ice

Eyes of the Hawk x2

Cheat Fate

Generosity

Stasis x2

Temporary Change x2

Destruction x2

Random x2

Destroy Magic

Nullify

Teleport x2

Counterspell x2

Displacement x2

Fireball

Reflection

Shatter

Summon Storm

Temporal Vortex

Strength

Magic Shell

Hydra Spell

Path of Destiny

Obliterate

Vortex

Freeze

Soul Shatter x2

Lightning Bolt x2

Mini-Vortex

Acquisition

Mesmerism

Divination

Hex

Alchemy

Invisibility

Immobility x2

Misdirection

Slow Motion

Sleep

Cloak of Shadows

Finger of Death

Craft

Spell Call

Weakness x2

Toadify!

Time Steal x2

Syphon Strength

Simulacrum x2

Mind Steal x2

Feeble Mind

Misfortune x2

Life Tap

Talisman: Revised 4th Edition

Talisman: The Reaper

Talisman: The Dungeon

Talisman: The Frostmarch

Talisman: The Highland

Talisman: The Sacred Pool

Legend - Talisman Expansions:
Spells from The Vision are marked 

according to the school of magic 

which they belong to: 

- Light Magic

- Nature Magic

- Destruction Magic

- Darkness Magic
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Light
Magic

Nature
Magic

Destruction

Magic

Darkness
Magic



Rules

Some Enemies possess both a Strength and Craft 
value - a character must always choose whether to 
attack such an Enemy using Strength or Craft.

Enemies - Strength & Craft

Some Enemies apart from Strength and Craft values, also 
possess a life value. A won battle or psychic combat 
causes the Enemy to lose 1 life. You have to immediately 
fight again,  until you lose a combat or remove all of the 
Enemy’s lives. Enemies always start the combat with all 
their lives - to defeat an Enemy, you have to remove 
all the lives during a single turn.
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Enemies - Life values

The Vision introduces several new rules and changes a few old ones - all to make the game more playable. 
There are also a few changes to the original wording, all of them intentional. 
I believe that you will not miss everyone’s favourite line „It will stay here until defeated”.

There are also Enemies without any special 
abilities, which possess only a Strength or 
Craft attribute, without any needless text. 

Enemies - Textless
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The Inner Region represents a final 
challenge on the way to the Crown 
of Command. To make that final 
stage of the game more 
interesting, a new deck of Inner 
Region cards has been introduced.

Ignore all instructions on the Inner 
Region spaces (except the Valley 
of Fire). Instead each space 
(including the Plain of Peril and the 
Valley of Fire) reads: 
„Draw 1 Inner Region card.
Do not draw a card if an Inner 
Region card is already here”.

Inner Region

If for any reason the character cannot (or does not want 
to) go further into the Inner Region, instead of moving he 
may move 1 space in the direction of the Portal of Power, 
or encounter the space where he currently is, for example 
to defeat an Enemy blocking his way.

If a character decides to encounter another character 
in the Inner Region, after the encounter with the character 
he must also encounter the Inner Region space.

Enemies in the Inner Region follow the same rules as 
other Enemies - they are affected by Spells and can be 
avoided (ifyou have such a possibility). To continue 
forwards, it is not necessary to defeat each encountered 
Enemy - unless it is stated in its description.

Inner Region card

Cards from the Purchase and Stable decks can be bought 
when visiting the Marketplace, which is one of the 
possible options when visiting the City or the Village 
(instead of the Blacksmith).

Marketplace

The Vision introduces several 
new cards for the Purchase and 
Stables decks. Each card has its 
price included in the lower left 
corner.

Additionally all the prices have 
been listed on the Marketplace 
pricelist card.

Marketplace Prices card

Defeating the Enemies allow the characters to gain 
experience and become even more powerful. Each defeated 
Enemy is kept by the character as a trophy, which can be 
exchanged for Strength and Craft points. 

To gain 1 Stregth, you have to discard trophies worth at 
least twice the amount of your base Strength (without 
any bonuses - only your starting Strength + gained 
Strength points). The same applies for exchanging trophies 
for Craft points.

If the discarded trophies were worth more Strength or 

Craft than required the excess is loss

A trophy possessing both Strength and Craft values can 

be used to gain Strength or Craft, but never both.

You can discard the trophies to gain Strength or Craft at 

any time during your turn, but not during combat.

Exchanging trophies



Objects possessed by a character can be carried in a 
backpack, or used - usually by wearing or holding them.

Apart from those Object which are worn by the character, each 
character may carry 4 Objects in his backpack. It has to be 
always clear which Objects are currently being used, and which 
are carried in the backpack. Most Objects fulfill their role only 
when used - a helmet may protect you against losing a life when 
worn, but even 4 helmets will not save you if they are carried in 
your backpack or by your Mule!

Remember! Abilities of most Objects such as Weapons, Armor, 
rings, gloves, boots etc. work only when the Object is used by the 
character.

The Inventory Screen has been designed to help arrange the 
Objects currently used by the character, as it has places for a few 
most commonly used types of Objects (Helmet, Armour, Weapon, 
Shield), a Steed, and Auras cast on the character. Of course not 
all types of cards are on the Inventory Screen - its just supposed 
to help you organise your Inventory.

Some Objects can be used simultaneously (ex. Armor + Cape), 
while others cannot (ex. Helmet + Crown). There are two rules 
useful to determine if the Objects can be used together

One of each - In most cases the character may use one type of 

Object at a time - one Armour, one Steed, one pair of boots, 
etc. An exception can be made for rings - according to the RPG 
canon, 1 ring can be worn on each hand.

Common sense - Don’t try to wear three helmets at once with 

a wizard’s hat and a crown on top of them...

In case of a disagreement between the players, everyone has to 
argue loudly until an agreement is reached. So say the Rules.

Using Objects

Inventory Screen

8

Example 1: You can simultaneously use 
an Armor and an Invisibility Cloak

Example 2: You cannot wear a Helmet 
and a Crown of Pain at the same time.

IMPORTANT: You can change the Objects 
carried in your hands right before the 
combat (for example deciding to use an 
Axe instead of a Wand), but you cannot 
change your Armor, Steed or any other 
type of Object before the combat.



Each character starts the game with 1 random 
Warlock Quest. After finishing the Quest, the character 
is immediately teleported to the Warlock’s Cave and 
chooses to gain a Talisman, or draw a Quest Reward card. 
Some Quests offer bigger rewards, such as drawing a few 
Quest Reward cards and choosing one of them.

When visiting the Warlock’s Cave, characters may  
draw 1 Warlock Quest. A character may have no more 
than 3 Warlock Quests at once.

Warlock Quests

After a character dies, the player draws 2 random 
character cards and chooses the one with which he will 
continue the game. After that, he gains as many 
additional Strength and Craft points, as possessed 
by the player who has the fewest (Strength + Craft). 
Count only the Strength and Craft points, without any 
bonuses form Objects, Followers etc.

Character’s Death

After defeating the Lord of Darkness, a character may 
never move to the Crown of Command or the Inner 
Region - they have to move to the Portal of Power instead.

The Lord of Darkness has Magic Resistance.

Lord of Darkness

The Sentinel guarding the bridge to the 
Middle Region has Strength 7. 

Sentinel

If a character has several different movement bonuses, 
he can use only one at a time - before rolling the dice for 
movement, he has to choose which bonus will he use.
Don’t expect the horse to use a flying carpet.

Example: An Amazon who can roll 2 dice for movement 
and choose the result, has a Riding Horse which allows her 
to add 1 to the result of the movement roll. Before rolling 
the dice she has to decide which bonus will she use. She 
cannot roll 2 dice, choose the result and add 1 to it.

Movement bonuses

Any drawn Enemy, Object, Follower or Place card stays in 
the game until it will be removed due to some reason, ex. 
an Enemy will be killed, an Object taken by a character. If 
for any reason a character cannot take an Object or a 
Follower card, the card stays on the space.

Events and Strangers are always discarded after they 
have been drawn and resolved - unless their rules state 
otherwise.

Cards staying in game 

The Vision introduces 9 new Alternative Ending cards, 
which should be shuffled together with the rest of those 
cards from the original game.  

If there is a character on the Crown of Command, and 

there is no Alternative Ending card revealed, the 
character must immediately reveal an Ending card and 
encounter it.

When using the Alternative Endings from the original 

game, it is advised to change values of Strength or Craft 
possessed by the Eagle King, Ice Queen, and the Demon 
Lord from 12 to 18, as the characters in The Vision will 
be much more powerful than in the original game.

Remember that it is allowed to cast Spells in the Inner 

Region. However, all the Endings that are the „Final 
Enemies” (ex. Demon Lord) are always treated as 
possessing Magic Resistance.

Alternative Endings
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Changing Alignment
Some Objects and Followers are filled by the essence of evil 
or good to such extent, that they force the character to 
change alignment. If you already possess such a card and 
gain another, change your alignment according to the card 
which you’ve just gained. This effect does not work on 
characters which ignore effects that change alignment.

To make the counting of all 
the bonuses provided by 
various cards easier, you 
can place Strength and 
Craft counters on them. 
Just remember that these 
counters are on the card, 
not on your character.

An Advice

To avoid the players constantly 
forgetting about losing a turn, always 
give them a Lost Turn counter which 
should be kept on the character card 
and discarded instead of playing a turn.

Lost Turn Counter

Useful for those situations 
when your Leprechaun has 
26 gold and the bank just 
ran out of plastic coins... 

„5 gold” Note



Rules Summary
Spells which can be cast „at the beginning of your turn” can 

be cast one after another - the beginning of the turn is a 
part of a player’s turn, not a single moment.

 If there are a few effects that have to happen at the 
beginning of a player’s turn, he chooses what is the order of 
these effects

You cannot cast Spells without a legal target, only to „get rid 
of them”

The number of Spells you may have is determined by your 
base Craft - without any bonuses from any cards.

The cards do not „remember” - so if an Enemy has somehow 
became your Follower, and you have to leave him on the 
board, he will be treated as an Enemy again.

 ”Any combat” always means battle or psychic combat.
Enemies with Magic Resistance cannot be the target of 

Spells, but the character may use Spells in combat with 
them (for example to buff himself) - as long as the Enemy is 
not the target.

When using fate to re-roll 2 dice, you always re-roll the 
whole roll, not a single, chosen dice.

 If a character has to „draw 1 Spell” (without the „if your 
Craft allows” part) and he already has as many Spells as his 
Craft allows, he may draw the Spell and then discard any of 
his Spells (including the Spell he has just drawn) to have the 
proper limit - effectively „exchanging” Spells.

An Aura stays on the card regardless of where the card is 
located - so an Enemy with an Aura on it will become a 
trophy with that Aura.
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Please send all your comments, suggestions and 
ideas to me: Bogusz.Ostrowski@gmail.com

My website: 

www.pure-evil.eu

Contact

Each character begins the game with        
1 random Quest and 2 Mission cards

 In the Warlock’s Cave - draw 1 Quest
Objects provide bonuses only when used
Use only one movement bonus at a time.
Exchanging trophies - discard trophies 

worth 2x more than your current Strength 
or Craft

The Sentinel has Strength 7
 In the City and Village one of the options 

is visiting a Marketplace
After defeating the Lord of Darkness move 

no further than to the Portal of Power
Draw 1 Inner Region card on each Inner 

Region space instead of the usual 
instructions

After the character’s death draw 2 random 
characters and choose one, then gain 
Strength/Craft to have the same amount 
as the weakest living player

FAQ

This expansion is for personal use only, and cannot be sold or traded in any way, or else 
your soul will suffer eternal torment. To make use of this expansion you have to possess 
an original copy of the Talisman board game and all the expansions listed on page 1. 

Talisman, the foregoing marks' respective logos and all associated marks, logos, 
characters, products and illustrations from the Talisman game are either ®, TM and/or © 
Games Workshop Limited 1983-2009. All graphics are a property of their owners.

The Vision expansion has been designed and created by Bogusz Ostrowski.
Please contact me if you want to use or modify it content in any way.

Credits and thanks
Expansion Author: Bogusz Ostrowski

Special Thanks:

Anna Kotowicz - for her invaluable help and ruthless critic

Łukasz Lechowski - for text corrections

 Jon New – for hosting talismanisland.com and his great 

input into the creation of Strange Eons plugin

Henning Roos  - For allowing modification of 30 Warlock 

Quest cards from his expansion „The Quest”.

All the users of the polish Talisman boardgame forum 

(gamekeeper.offnet.pl/forum/) - For help and inspirations

Below you will find the answers to the most
common questions the players have:

If there is a disagreement 
between the players and 
they cannot agree who is 
right, they should do a 
roll-off: Each player rolls 
a die, and the one with a 
higher result makes the 
decision.

Roll-off


