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This book is a tribute to HeroQuest©. Inspired by the huge community of fans, this compilation came to life. The author is in no way 

affiliated to MB®, Games-Workshop® or Fantasy Flight Games®. The rules presented in this book are meant for all fans of the age-old 

game from MB®. 

HeroQuest© by MB® and òAdvanced HeroQuestÉ and Talisman© 3rd edition by Games-Workshop® are out of print for many years 

now. You might be interested in HeroScape© and/or Warhammer©, both are games currently still in production by both firms. 

Descent© and Talisman© 4th edition are currently still available at the Fantasy Flight Games® website. 

Illustration s from Les Edwards and Gary Chalk have been reused. Both artists contributed to the HeroQuest© community with their 

graphical talents. You can visit Les Edwards his website at òwww.lesedwards.comó. 

All rules presented are free of charge, open source and for personal use only. Theyõre meant just to have fun. 
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Talisman 

 

Enter a world of fantastic heroic adventure, where magic 
really works and monsters roam the land. On your quests 
you will encounter powerful enemies, discover friends and 

magical artifacts, and meet strange beings.  

Finally, when you have gained sufficient power, you can 
confront evil Kings and other villains in your bid to 

secure the peace in the Empire. 

 
 
 

Mentor  
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Special Rules 

 

 N  ew Heroes at the Village 

 

35 New Heroes from the game òTalisman 3th Editionó by Games-Workshop can be 

made available at the Village.  

Decide before the Quest begins which (total) 8 Heroes are present. There can never 

be more than 8 Heroes at the Village.  

 

 

 

The starting Heroes are chosen from the combined Hero miniatures pool from MBõs 

HeroQuest©, Games-Workshopõs Advanced HeroQuestÉ and/or TalismanÉ, 

Warhammer QuestÉ, DarkWorldÉ, Village of FearÉ and Dragonõs Gate©. These 

rules are optional. 
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T  alisman Heroes 

Name Talisman Move Attack Defence Body Mind  Special 

Which Elf  City 7 2 2 7 4 Evil, Berserk 

Assassin City 7 2 2 6 4 Critical Hit  

Black Orc City 8 3 2 8 2 Evil  

Chaos Dwarf City 7 2 3 7 3 Evil, Critical Hit  

Trollslayer City 7 3 1 8 3 Trollslayer 

Halfling  City 7 2 2 6 4 Conqueror 

Sorceress Tower 7 1 2 4 6 3 Spell sets 

Alchemist Tower 7 2 2 3 7 Healer 

Astronomer Tower 7 2 2 3 7 Seer 

Chaos Sorcerer Tower 7 2 2 4 6 Evil, 2 Spell sets 

Beastman Dungeon 8 3 3 7 2 Evil  

Barbarian Cleaver Talisman 7 3 2 7 2 Berserk 

Knight Templar  Talisman 7 2 2 5 5 Healer 

Swashbuckler Talisman 8 2 2 7 3 n/a 

Fire Wizard Dungeon 7 1 2 4 6 Fire Wizard 

Crag Dwarf Warrior Talisman 7 2 2 7 3 Orc Hater 

Forest Elf Talisman 7 2 2 5 5 Ranged Attacks 

Temple Wizard Talisman 7 2 1 5 5 1 Spell set, Healer 

Minotaur  Talisman 7 4 2 8 2 Evil  

Skaven Talisman 9 2 2 7 3 Evil  

Goblin Fanatic Talisman 2D6 2 2 7 3 Evil, Critical Hit  

Warrior  Talisman 7 3 2 9 1 n/a 

Thief  Talisman 7 2 2 5 4 Conqueror, Explorer 

Necromancer Talisman 7 2 2 4 6 Evil, Drain  

Elf Wardancer Talisman 8 2 2 5 3 Critical Hit  

Dragon Rider Talisman 7 2 3 4 6 n/a 

Ogre Talisman 7 3 3 9 1 Evil  

Dark Elf  Talisman 7 2 2 7 4 Evil, Conqueror 

Vampire Talisman 7 2 2 6 4 Evil, Drain  

Swordsman Talisman 4 4 5 7 2 n/a 

Shaman Dungeon 7 1 2 5 5 Seer, Druid 

High Priest Dungeon 7 1 2 6 5 Druid  

Chaos Warrior Dungeon 6 3 4 7 3 Evil  

Druid  Dungeon 7 2 2 4 6 Druid  

Village Ranger Talisman 
7 2 1 6 4 

Ranged Attacks, 
Explorer 
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 H  ero Skills 

 

Following are the special rules that apply to some of the new Talisman Heroes (from the table above). 

 

Healer 

Restore up to 2 lost Body points of one 
adjacent Hero. (This counts as an Action.) 

The GM now draws one new Threat Counter 
at random. 

 

Druid  

The Druid can always store maximum one 
Spell card.  

To obtain a Spell card, take a Spell card that 
has just been played by another Hero to use it 
as your own later in the game. 

 

Seer 

Once per turn when drawing a Treasure card, 
this Hero may discard it (under the deck) and 
draw a new Treasure card. 

 

 

Conqueror 

A Conqueror can search for Treasures even when there are Monsters in sight. 

 

Orc Hater 

 Always attack with +1 Skulldice against any Orc. 
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 Fire Wizard 

Has one Fire Spell set. Never discards the 
Fireball card when casting it. 

 

Critical Hit  

Each skull rolled while attacking, counts 
double. (Only with basic attack. Not when 
using equipment cards for attacking.) 

 

Drain  

When killing a  Monster, heal one lost Body 
or Intelligence Point of this Hero. 

 

Berserk 

After each of your melee (base-to-base) 
attacks you can choose to lose one Body 
Point to perform another melee attack. 

 

 

Evil  

While living among the cities of men, deep down in their black hearts some evil 
remains. The GM can play a Character Threat Token to use this Hero during his 
turn. All Monster rules apply to the Evil Hero this GM turn. The Evil Hero will not 
deliberately harm himself while under control of the GM. 

  

Explorer 

Chest traps are automatically disabled if the Explorer opens the chest. 

Action: look at 1 random GM Threat Token. If Trap, discard.  

Action: May remove adjacent Pittrap or Fallen Rocks (Roll D12, 1-2 fails. Fall in pit). 
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Bonus Quest �z The Crown of Command 

Map: 

  


