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CURSES AND
Ob t Diseasep VWWOUNDS
J e C | Ve Diseased Wounds are a new type of
" . . Wound card (* ). Shu Cethese together
To'the Barricades! UNPACKING THE BOX with the Festérih?; Wounds. Togetr?er
they form the Wound card deck. Draw

from this combined deck whenever
required.

Thunderstone Keep is under attack
and needs your help to survive! The
foul creatures that have made the
Keep’s sewers their home are being
driven to the surface by something far

This box should include the following components. If it does
not, please e-mail CustomerService@alderac.com for assistance.
Please note this is an expansion to Thunderstone Quest, and
not a stand-alone game. Curses are a new card type. When gained,
they go directly in front of you, a [edting

more frightening. The time has come <« 2 Starter Decks « 8 @ Guardian Tiles H h I I
for the Keep’s Champions to band (6 Adventurers i i SO GEAT T, UINEL GOt VS PIRY

p's Lhamp ) ’ * 28 Guardian Guide Cards by any means other than their own text.
together and discover what lurks in 2 Lanterns, 2 Daggers,and 16 Guardian Dice (£ ) Baalok. the Flesh Weaver's Vil form deals
the darkness below your feet. 2 Thunderstone Shards) :

« 28 Destruction Chits (624) these Curses to the players.

In Barricades Mode, 1-6 players * 2Player Boards 5 Barricade Overlay Tiles
will collaborate to protect the » 26 New Starter Cards .

Village, or else face the fate of its (12 Thunderstone Pieces, ° S0 Frostbite Wound Tokens
utter destruction. The players will 6 Bree Setim, 6 Joba, and (see pg. 14)

improve their decks, form Parties, 2 Thunderstone Sta [ * 20 Gray Tokens (1XP)
build Barricades, share cards, and e 6 Dividers * 10 White Tokens (10XP)
gain levels in the all-new Prestige « 20 Adventurers e 1 Threat Token

Classes in order to face the Guardian 30 Curse Cards « 1 Destruction

together. Chit Bag

* 120 Epic Cards _
G am e E n d 12 Prestige Class Boards * 3 Sticker _Sheet_s _

« 1 Wilderness Tile e 2 Champion Figurines
If the players destroy the Guardian o 1 Marketplace Overlay Tile ~ ° 1 Rulebook

before the Village Locations are (Epic and Campaign Modes)
destroyed (based on your di Lculty),
p the players win! If however, the The remaining Quest 6 and 7 cards are featured in the
/ Guardian destroys the Village Questbook contents starting on pg. 20.
Locations, the players lose. If the .
Guardian destroys the Village The Prestige Class boards and the cards from

Quest 6: What Lies Beneath and Quest 7: Frozen in Time

Locations on the turn the players can be used in any mode of Thunderstone Quest.

destroy the Guardian, then it is a
Pyrrhic Victory. The Guardian has
been defeated, but at what cost?

STICKERS AND THE MARKETPLACE TILE

Included in this box are 3 Sticker sheets. They contain lots of  Place both The Marketplace and Guilds’ Quarter stickers
stickers on them: 38 Medals (see pg. 18), Gold Costs for the  on the side of the board without stack labels. Once carefully
Token Tray (see pg. 4), 1 AEG, 1 Marketplace,and 1 Guilds’  applied, your Village Board is ready for Barricades Mode,
Quiarter. These last 2 are permanent alterations to the Village  while the other side remains ready for other modes.

Boards from the [rst Kickstarter and Retail copies, as well
as the 1,000 expedited copies from the second Kickstarter.

Also included in this box is a Marketplace overlay tile with
i ds f h d Kick q dth two sides. One side has The Marketplace e [edt for Epic
VLR BT T e S550Ie AIES A 00 Mo B3 11558 Mode (see TSQ Rulebook, pg. 17). The other side contains a

stickers. - -
. . brand new Marketplace e [edt for Campaign Mode! If playing
Hz:]ve fun Wl'th, the AEG sticker, but please be respectful of one of these modes, overlay this tile on the Marketplace. Do
l OISl pBgples Ui e not use this tile in Barricades Mode, even if playing Epic.



*Playmat shown here is an
e I optional add-on. Barricades s
mode can also be played with /NS N BAZAAR
the standard Village Board from TNy (E o s L
the base game (updated with : ; Y
stickers, if needed). L Tk

Barricades Mode setup is the same as normal = MARKETPLACE ™ m Vs
Thunderstone Quest setup (see the TSQ ! = B e 4

Draw. 1 card OR give/lend/borrow.
1 card to/fromanother player.

Rulebook, p. 3-5), with a few changes:

1. Players each choose 1 Prestige Class, placing 7. Remove from your deck the 2x Lantern and

it to the right of their Player Board. Playing 2x Thunderstone Shard Starter cards.
with Prestige Class boards is optional in Replace them as follows:
other modes of Thunderstone Quest. « 1PLAYER:
2. Place the Guardian, § Lair (room) 1x Bree Setim, 1x Joba,
side face up, below the T rooms in the 2x Thunderstone Sta ]
Dungeon, and place the Threat token on the « 2 OR MORE PLAYERS:
1 space. This will advance forward 1 space 1x Bree Setim. 1x Joba
at the end of each turn. 2x Thunderstone Pieces

3. Place the 20 Destruction chits with which
you are playing inside the Destruction chit
bag and place the bag near the Village.

8. In1Player (Solo) Mode, use fewer stacks of
cards in the Village:

° 2 HeI’O StaCkS & % Y I The Heroytou[:eg/elluplmdlhevnlagem| turn 1
- - - e L N | i may instead be leveled up as a =T
4. Place the 5 Barricades onto their respective . s I

Village Locations, inactive (red) side up. * 4 Marketplace stacks (of any variety)

5. Players may optionally use Guild
Sponsorships, but there’s no time for
Side Quests, so they are not used in
Barricades Mode. Guild Sponsorships »
will make the game a bit easier. : ; - N~ LD

| < SHOP, OF/ L

6. No players start with Iron Ration () | A R | ARCANEWONDERS [
tokens. L : , - TR

1* cards on top of
your deck.

I
This turn, you may
heal 1 extra Wound
and you MAY NOT
level up Heroes. ™

N NS\

WoUND AND GEAR TokEN TRAY N F;DLQZER !

In this box is a tray which holds On the sticker sheet, there are three ;'_ 4
Wound and Gear tokens. Thistray  stickers: 2/, 3157, and 4/, 2
is designed to be removed fromthe  Carefully apply them to the tray, in

box and put onto the Village each the places marked on the tray, for

game. If you are using the Village the B, ¥, and #* tokens.
Board, place the tray directly below When the game is [fished,

The Bazaar. If you are using the
) Village Playmat, place the tray
~ directly above The Bazaar.

place your tokens in the tray as
appropriate, and return the Token
Tray to the box.
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THREAT
LEVEL

Each turn before placing Champions, each player rolls . . as the Threat Level indicates. Amance the Threat token =

forward 1 space when each turn ends. When tnere are no more spaces to advance, [iplthis Lair over.

JNFEUGNOUTIMNS IBATICACES IVIGUE RMENOOKS

dre gOMGILO eI 0l OWIG LUIASIOTVOrEants

e
(e

HSLGAME CIArfiCaces JJL, ISHIESLRESHO
DAVE tlJv VHIZGESOI0, VVEWHIIQISOSEE LIRS

TOMIANOLNES, COORErAVEGAME O1iLArfICates

IVIOGEIEALUTINGIRENNEL IO Ay aNGISCOLL

JNEYNAVEIIL l;l /EGIREIONE, anGiare Playng:
ONSIArGIGK L LG YOrGanis Iy igiontne

RSTINMEGH LU AIESEEXAMPIETHINGS

WITICICOMAIIUSETUIIRN QY AHOSHOINEW DI AYESS,
i S RILLERMTLIESSNOTOWRNOOXES IS Jouure
MW ANICACES IVIOUE, YOUIMAY WISTY

i 1 Ny
LS NTILICSEIIAC SR

New WILDERNESS AND ¢ MONSTER

Barricades Mode includes a new

Arctic Mosquito "o Monster with

Wilderness Tile. On one side are similar, but di [erent mechanics
the same mechanics as always,and ~ from the Giant Rat "o Monster. In
on the other side of the tile are the any mode of Thunderstone Quest,

mechanics for Barricades Mode.

These tiles also have "o Monsters
printed on them, including a new

you may play witha "o Monster
printed on the Wilderness tile, or
you may use any "o Monster from
the back of any Guardian.
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ADJUSTING DIFFICULTY

Di[erent players may want to adjust
the di Cculty for various reasons, such
as trying to earn Medals (see pg. 18).
We recommend players use the FIRST
TIME di Cculty for their [rst game.

FIRST TIME: Replace 2 "o Heroes
(Adventurers) in your starting deck
with 2 7 Heroes from the Village.
You lose the game when all FIVE
Village Locations are destroyed (see
“Destruction Chits” on pg. 9).

EASY: Replace 1" ¢ Hero (Adventurer)

in your starting deck with 1 “I" Hero
from the Village. You lose the game when
all FIVE Village Locations are destroyed.

MEDIUM: You lose the game when
FIVE Village Locations are destroyed.

HARD: Play with the advanced
Destruction chits.You lose the game
when THREE Village Locations are
destroyed.

LEGENDARY: Play with the advanced .
Destruction chits.You lose the game ;
when even just ONE Village

Location is destroyed.




New Rules

Barricades Mode comes with a few additional
rules.

BOTH VILLAGE AND
DUNGEON PHASES,
TAKEN
SIMULTANEOUSLY

In Barricades Mode, the Monsters are attacking

First, all players take their Prep Phase as normal.

All players will roll Guardian Dice (see p. 10),
discuss their plans for the turn with each other,
and place their Champions.

Next, all players who wish may take a Village
Phase. Not many con [icts arise in the Village,
and as this is a cooperative game, the players are
assumed to be capable of handling any con [icts
that may arise (such as buying the last card in a

Too CHaOTIC?

Some players may [ndl that simultaneous
play interferes with their mojo and prefer
taking turns one at a time. If you [nd
this to be you, your table should follow
the structure in this Rulebook, but allow
the players to resolve their turns inside

the Village and Dungeon Phases one at a
time ([rsk the Village Phase and then the
Dungeon Phase). If players are part of a
Party (see pg. 7), they will all battle their
Monster that turn simultaneously.

stack).

Next, all players who wish may take a Dungeon
Phase. Players may resolve their battles
simultaneously and/or one at a time, in any
order they choose, clearing the path for others
(see “Re Ikt Turn’s End” on pg. 7).

The turn ends with all players resolving any
lingering card e [edts, discarding, and drawing
new hands simultaneously before advancing the
Threat token 1 space on the Threat Level track.

the Village each “night” (at the end of each turn),
and thus they give the players no rest! This means
that every turn players will be able to take both a
Village Phase AND a Dungeon Phase during the
turn (if they wish) even if they are at The Temple.
If they prefer to only take one or the other as
normal, that is [né, and players may remain in the
same Dungeon Room turn after turn as normal.

Instead of taking their turns one-by-one, players
take a single, simultaneous turn using the
following structure.
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FORM OR JOIN A PARTY

Barricades Mode also brings with it a new

rule which allows players to Form/Join a Party,
combining their e [aits to battle Monsters. At
any time during a turn before battling Monsters,
players in the same Dungeon Room may Form
or Join a Party. There are a few special rules and
bene [isIfor players in a Party, though they may
not necessarily receive all of these bene [islif they
Form or Join a Party too late in the turn (e.g.
players who Form a Party after moving do not
receive the -4 ouseeox @ bene [islof being in a
Party, nor the bene [tslof combining Light values
to move).

 Each player in a Party may, as a -# bungeoN #
ability, give any number of Gear tokens to
another Party member. They may also lend (for
the turn) or give (permanently) 1 of their non-
Wound cards to that same Party member. Lent
cards are returned when the turn ends.

* Players in a Party move together through the
Dungeon, combining their Light values.

* Players in a Party combine their Attack values
to form their Party Attack value, which is
compared against a Monster’s Health as
normal.

» Armor and Magic Resistance a[edt only the
Party and the Party Attack value, and only
once. They do not a[edt the players of the
Party individually.

 Each player in the Party su [erk all other
text (eg. before and after battle abilities) and
Wounds of the Monsters individually.

* Players in a Party split the Rewards and Spoils
e [edts from the Monster and Dungeon Room
however they see [L1f the Monster gives a
Treasure card, they may look at the Treasure
[rsk before deciding how to split the rewards.

New Components

Barricades Mode brings several new components.

NEW STARTER CARDS
“Bree and Joba are inseperable.”

Barricades Mode intoduces 4 new Starter cards:
Bree Setim, Joba, Thunderstone Pieces, and
Thunderstone Sta LI hey replace 2x Lanterns
and 2x Thunderstone Shards in your starting deck

(see pg. 4).

NEW VILLAGE ABILITIES

“Visit the new merchant yet? She has intriguing
wares, some all the way from Kerkenzen!”

The Marketplace is now a Village Location with
4 spots and an ability. Players at The Marketplace

give, or borrow a card to/from another player.

The Guilds’ Quarter has a di [erent ability in
Barricades Mode. Players who visit The Guilds’
Quarter may level up their Hero that turn as a

4 spoiis -, instead of in the Village. The Guilds’
Quarter does not allow you to level up 2 Heroes
in 1 turn while playing Barricades Mode.

In the box, there are stickers for both The
Marketplace and The Guilds’ Quarter. These
stickers are permanent alterations to the Village
Boards from the [rst Kickstarter and retail copies,
as well as the 1,000 expedited copies from the
second Kickstarter. Village Boards from the
second Kickstarter do not need these stickers.

The stickers should both be placed on one side
of the board (whichever side you prefer). Once
carefully applied, your Village Board will be
updated for playing in Barricades Mode, while
the other side remains untouched for standard

play.

Forming a Party does NOT allow you to choose
other players’ cards with your e [edts unless
explicitly stated. If you have a Cleric that heals a
Wound, and your fellow Party member needs the
healing, you will need to lend them your Cleric
for that turn or give them a g"token. Likewise,
your Partymember’s high level Wizard will not
help your Spell, nor does their Wizard count as
you having a Wizard. You would need to borrow
their Wizard for the turn, or lend them your
Spell.

REFILL AT TURN'S END

When re [lihg Monsters in the Dungeon, do not
re M[lMonsters for any room until the end of the
turn. This allows the players to work in tandem.
Players battling lower level Monsters may “clear
the path” so that players battling higher level
Monsters may move through unimpeded by

Monster _*-. e [edts.

Separately, there is also a dual-sided Marketplace
overlay tile with the ability for Epic Mode on it,
as well as a brand new ability for the Campaign
Mode (see the TSQ Rulebook, pgs. 17-18). This
overlay should be used in Campaign Mode and
Epic Mode (but not Barricades Mode).

Draw 1 carE?JR ive/len
give/lend/p
1 card'to/from another p,a;)/g;ow




PRESTIGE CLASS BOARDS
“Over time | have developed a particular set of skills.”

Barricades Mode introduces Prestige Classes to
Thunderstone Quest. Prestige Classes are a new
board that allows you to train in a specialized
class, gaining new powers as you gain Ranks. The
training section (top) of each Prestige Class board
explains how to gain 1 Rank () in your Prestige
Class (1), or potentially 2 Ranks () at once
(2). The Rank numbers (3) are to the right of the
¥ cost. These Ranks cost g to gain, as listed on
the left-hand side of the board within the Rank
to which you are going (4). You must pay the @
cost of each Rank you acquire. If the listed @
cost cannot be paid that turn for the 1 or 2 Ranks
you gained, the new Rank(s) are not gained.
Ranks must be acquired in order, they cannot be
skipped. When a Rank is gained, it will unlock
new text for your bene [L(5). Sometimes, this
may give you a new ability ready to use that turn,
such as a - spoiis 2+ ability. Some abilities will
have an italicized descriptive word at their end,
such as Diplomacy (6). This descriptive word
will be referenced at other Ranks, increasing its
power (7).

The top section of your Prestige Class (on

the Barricades Mode side) also dictates what
happens when you (8) roll a Heroic Opportunity
(*.7) on your Guardian Dice (see pg. 10). As you
gain Ranks in your Prestige Class, the value of
your *.7 may increase (9) and may even activate
more often! (10)

The top section of your Prestige Class on the
reverse side does not have a Heroic Opportunity,
but instead reminds players how to gain Ranks.

DoN’T FORGET YOUR
HEROES!
Barricades Mode brings new ways to

utilize your XP tokens with Prestige
Classes. This is great, but as with a

standard game of Thunderstone Quest, it
is important that players level up their
Heroes too. You will need powerful
Heroes to battle the brand new
) Level 7 Guardians.

PRESTIGE CLASSES IN
OTHER MoODES

Prestige Class boards are dual-sided:
1 side for Barricades Mode and 1 side
which may be played (optionally) in
competitive games. Starting with the [rst
player and proceeding in player turn
" \\\\\\ order, each player may choose 1 Prestige
B Class with which to play (a new 11b
" setup step, TSQ Rulebook pg. 4). Then
players select their Guild Sponsorships
and/or Side Quests. Keep in mind when
7 3 picking your Side Quests that Prestige
8 g Classes also distribute Legendary cards.
: If your Side Quest competes with another
player’s Prestige Class for the same
Legendary card, only 1 of you will earn
it. Because of this, we do not recommend
playing with both Prestige Classes and
Side Quests in the same game.

o Coumaitmentir

BArRRICADES MODE

 Defeata @ Monster with another
in the room or an adjacent room» /1

' 2 (mcludmg@)

' or 'ﬁ Buy a card and defeat
a @ Monster

!’ When bwldmg Barricades this turn,
you may bUIld 1 Barricade for0 £3.

.... H\

' Cards at your\,hamplon s §
Vlllage Location have ’
| -2y for all players there. |

y Roll 1d6. On a 5%,
N remove 1\y. Diplomacy.
If playing with both components in your
m' ¥ N | game, make sure to select the Prestige
die roli thistwrn is | IS Classes [rst so players may see what
other players have chosen before selecting

their own Side Quests.

e

You build Barricades for
| —&J equal to your Rank. |

Gainl ¢ I . Put 1r in the '
room as a Reward.

Each turn, each player
may use 1 heal ability as a

TR (e.0. CLeric or &F). |

'
y

Your @ with * resolve
your W instead.

or 163.

Remove 1

¢ When you gain this Rank,
gain 1%if Hero from the
Village and put it on top

of your deck.




DESTRUCTION CHITS
“The entire location up in [@mes. All of it... gone”

As will be explained below, sometimes the Village
gets attacked and Village spots are destroyed,
measured by using Destruction chits (€9).

When the Village takes a Destruction chit,
randomly take 1 of the 20 Destruction chits

from the bag and place the chitin 1 of the 4
(undamaged) spots of the Village Location
indicated on the chit. That spot is now destroyed
and players can no longer place their Champions
on that spot. This will restrict the number of
players that can visit each location. Normally,

up to 4 players can visit each location. If there is
not enough room at 1 Village Location, players
must place their Champions in a di[efent Village
Location. If there is inadequate room at any
Village Location to place their Champion, players
may still take Village Phases, though they don’t
put their Champion on any speci [Cspot.

If all 4 spots at a Village Location are destroyed,
that Village Location is destroyed. Destroyed
Village Locations can no longer be visited. This
prevents players from accessing that Village
Location’s text (e.g. buying Treasure at the Shop
of Arcane Wonders, buying a Gear Token at the
Bazaar, etc.). However, this does not prevent
players from taking the Village Phase steps listed
on their Player Board (e.g. buying 1 card in the
Marketplace/Guilds’ Quarter, leveling up 1 Hero,
healing 1 Wound, etc.). A destroyed Village
Location only prevents players from visiting that
Location and accessing its text, nothing more.

There are two sets of Destruction chits included
in Barricades Mode. One set of 20 chits is
“blank”; these chits have no special e [edts on the
game other than destroying spots. A second set
of 8 chits is also included; these more advanced
chits alter the way the Village Locations function.
It is not recommended playing with these
advanced chits on your [rsk game.

When playing with them, replace 8 blank chits
with these 8 advanced chits, matching Village
Locations, making sure that there are always 4
chits for each Village Location in the game. The
alterations of the 8 advanced chits are:

» THE MARKETPLACE -1 @
To visit The Marketplace, you must destroy
1@ .1fyoudo not have @, you cannot visit
The Marketplace.

« THE BAZAAR +1E3
(2 CHITS)
Increase the Gold Cost of all Gear tokens by 1.
This only a[edts buying, not tokens gained in
other ways (e.g. Rewards from battle).

e THE GUILDS’ QUARTER +1 @
Increase the @ cost to level up Heroes by 1.
This aledts all leveling up that costs @ , even
if leveling up while not at The Guilds’ Quarter

e THETEMPLE-1 @
To visit The Temple, you must destroy 1 g .
If you do not have g, you cannot visit The
Temple.

 SHOP OF ARCANE WONDERS +1§3
(3 CHITS)
Increase the Gold Cost to buy a Treasure card
by 1. This only aledts buying, not Treasure
gained in other ways (e.g. Rewards from
battle).




BARRICADES
“To the Barricades!”

4

I\/IARKETPLACE

- oD <
Draw 1 card OR give/lend/borrow
1 card to/from another player.

Draw 1 card OR give/lend
1'card to/from another

Even a hastily-erected Barricade can save a life.
Barricades are new overlay tiles for the Village

in Barricades Mode. Barricades are placed

on their respective Village Locations during
setup, starting on their inactive side. Players at

a Village Location with an inactive Barricade
may combine together to pay 10 Gold (1) to
build the Barricade at that Location, [pping the
Barricade over to its active side, signi [ed by the
green border (2). All players who spent Gold
and/or reduced the Gold Cost of a Barricade

are considered to have “built” it. When a
Village Location with an active Barricade takes a
Destruction chit, [iplthe Barricade to its inactive
side (3). This cancels that Destruction chit (4),
which is immediately placed back into the bag,
to be drawn again in the future, possibly even
during the same turn.

GUARDIAN DICE

In Barricades Mode, the Guardian assaults
Thunderstone Keep each turn via Guardian Dice
(€ ). At the beginning of each Prep Phase, before
placing Champions, each player rolls a number of
Guardian Dice equal to the current Threat Level
(see next page). The faces of the dice are:

A & A A (4faces): The special attacks of the
Guardian, as listed on their @ Guardian tile and
the Guardian Guides. Some A e [edts will have a
bene [T1o the player.

K : You take 1 3.

W (2 faces): Add this die to the Monster Horde
(see below). Adds 1 to the strength of the
Monster Horde attacking the Village this turn.

¥, (2 faces): Add this die to the Monster Horde.
Adds 2 to the strength of the Monster Horde
attacking the Village this turn.

€29: Add this die to the Monster Horde. This
damage to the Village will be di Ccult to prevent.

m: Draw 1 card.

7. Heroic Opportunities trigger all of the *.’
e [edts listed on your Prestige Class board.

Players individually resolve their Guardian Dice
(in any order they choose). Then, all players
combine their Wy, ¥, , and &9 dice together in
asingle pool. This is the strength of the Monster
Horde that will be attacking the Village this turn.
Before the turn ends, remove Wy icons from the
Monster Horde (¥, count as 2) equal to the total
W of all defeated Monsters that turn. € icons
can not be removed from defeating Monsters.
Then the Village takes 129 for each remaining
W icon and €29 in the Monster Horde. Empty
the Monster Horde at the end of each turn.

There are 16 Guardian Dice included in this box.
That is the maximum number of Guardian Dice
rolled on any 1 turn. If the Threat Level rises so
that players would roll more than 16 Guardian
Dice, divide the number of dice evenly among the
players. Split the remainder dice evenly among
some of the players, as the group chooses. Which
players roll these extra dice can change each turn.
The Threat Level will continue to rise, but no
more then 16 dice are rolled.
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w GUARDIANS
“Nobody is a villain in their own story.”

Tired of adventuring parties coming to the
Dungeon, the Guardians are defending their Lairs
and pushing forth their minions to attack the
Village. If villagers kept raiding your dungeon,
what would you do? These T Guardians are
special Monsters, set to battle several Champions
with multiple Hit Points (1), high Health values
(2), Light Requirements to move into the room
(3), and special attacks that they may perform
each turn (4). On the reverse of the T Guardian
is its Lair, an inaccessible @ Dungeon Room
where the Threat Level track begins.

At the beginning of the game, place the Lair side
up with the Threat token on the 1 space of the
Threat Level track (5). Advance the Threat token
1 space at the end of each turn, until it reaches

w

THREAT @ @
LEVEL

the last space. As it advances along the track,
the Threat Level increases, which increases the
number of Guardian Dice rolled each turn.

When the Threat token needs to advance a
space on the Lair but cannot, [ipthe tile over,
revealing the @@ Guardian. Put the Threat token
on the [rsk space of the Guardian side. When the
Guardian is revealed, it resolves a one-time e [edt
(6). Sometimes the Guardian may also have a
permanent e [edt listed here.

Once Lipped, the players may now enter the

7 Dungeon Room and battle the Guardian; the
Guardian must be defeated several times before
it is destroyed. Multiple players may battle the
Guardian each turn. Guardians have a number
of Hit Points based on the number of players

in the game, as indicated on their tile (1). Each
time a Guardian is defeated, deal 1 Wound to
the Guardian and resolve its text (7). Defeating

%‘ N
‘% )

9/ 10/ 11° Co-Op Mode

hen revealed, deal 1689 to each Village Location
Heroes here do not contribute their Attack values.

MIND BLAST

You may discard W 1 Hero. Add 1@ unless yot
your highest § Hero, or add 3wy i i

DISARMED

|
Discard «fl 1 non-F&], non-Wounp card. 4234, or

AWED DEVOTEE \
Add 1€3. Gain 178 Hero (into y;

Hive Mind has +1 @ for each -+ in the Monster Horde. At the end
of each turn, players here discard
gain2 @ HEEs, and place their Champions in the £ room.
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H_Ne Mind’s Lair

a Guardian triggers e [edts as if you had defeated
a Monster, such as Spoils and earning Rewards.
When defeated, a @ Guardian deals Wounds
and gives Rewards (8) as any other Monster.

If the players deal enough Wounds to the
Guardian to cover up the number of players on
the Hit Point track, the Guardian is destroyed.
Resolve the Guardian’s text and the Monster
Horde as normal on the turn it is destroyed.

If the players destroy the Guardian before the
Village Locations are destroyed (based on

your di Cculty), the players win! If however,

the Guardian destroys the Village Locations,

the players lose. If the Guardian destroys the
Village Locations on the turn the players destroy
the Guardian, then it is a Pyrrhic Victory. The
Guardian has been defeated, but at what cost?
Pyrrhic Victories do not count towards earning
Medals (see pg. 18).

THREAT
LEVEL
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PSYCHIC STAB

You may discard W 1 Hero. Add 1
your highest §# Hero, or add 2

CONFUSION
a Discard «fl 1 non-T&/, non-Wounb card.
Add 1y if you discarded an ITem or TRiToN.

AWED DEVOTEE
Add 1\ Gain 1F&] Hero (into your discard pile).

unless you discarded
if you did not discard a Hero.

Each turn before placing Champions, each player rolls L. ) as the Threat Level indicates. Advance the Threat token -
forward 1 L space when each turn ends. When there are no more spaces to advance, Cipithis Lair over.
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! ¥ BV oo w17 ) : : F =¥ T _ -1, A v/
' 10) Smorga the Queen VI TLHERVEE’tT - 2 2 Death Sentinel v VR
. " 9/, 10 11 12+ '_ F Golem « Doomknight = Guardian 9, 10/ 117

—_—
When revealed, deal 1€ to each Village Location.

When revealed, deal 168 to each Village Location with 2 or fewer €3
® o v e DOOMKNIGHTS, ADVANCE!
Q SPIDERLINGS Li . - You may take 2 - . If you do not, add 3.
You may take 2#% . If you do not, add 3\y. — Rl = DOOMKNIGHTS. STRIKE!
WEB ' - A N Takel - . Add169. :
Take 1*% . Add 1\y, or 2\ if you have a DWARF or HALFLING. . L2, LOOT THE BODIES
LOOT THE BODIES F % s : Gain 1 Gear token. Add 1689.
Gain 17 or 1§ token. Add 16, or 262 if you have an . " [ OPPORTUNITY ATTACK
ELF or WizARD. A o, '

If there are 2+-p|aye[s in the game, Smorga has 1@ for S i V@ - @ i If there are 2* ps.jn the game, Death Sentinel has +1 i
each - in the Monster Horde. At the end of each turn, J § ; each - in the Monster Horde. At the end of each turn, players here
place all Champions here in the & room. ] 1 ) destroy 1 FIGHTER or ROGUE, and place thelr Champlons in the {3 room.

Smorga, the Spider Queen attacks you with her web, gumming up your deck  Leader of the Doomknights, the Death Sentinel learns your skill and how to
and making it hard to play your combos freely. She aims to load your deck counter it. It strikes you hard and never relents. It is an intelligent, ruthless,
with ine Lcieht Wound cards. killing machine, never stopping until its enemies are terminated.

DIFFICULTY: W DIFFICULTY: W W

et T4 = . 5 ' =¥ v/ [ S

] Orgrum Coldthunder VI | T N 'Guardian of theSun fyy e

Sl @ Qatit < Eltnanoly Elemental = Golem = Guardian 9, 10/ 114

GRIND
s You may destroy 1 card. Add 2\ unless you destroyed the card at
GET THE GEAR i = random, or add 3\ if you did not destroy a card.

You may destroy 1 Gear token. Add 4\, minus the Gear token’s . " J GRIND
LOOT . 3 - Y " 4 r ’ Add 1\y. Take 1 " . Destroy 1 WEAPON or 1 HEro.
Discard 1 non-WWounb card. Add 169, and also add 1\ if it was an ITem. T | r, . ) MALFUNCTION

RAID & PILLAGE : i : Draw 1 card, Add 163.

Gain 1 Gear token. Add 2. ] - ™ OPPORTUNITY GRIND
. : Destroy 1 card.

If there are 2* players in the game, Orgrum has +1 for - S @ e If there are 2" playersin the game, Guardian of the Sun has +1 @ for
each « in the Monster Horde. At the end of each turn, players here ¥ ’ each w inthe Mo ster Horde. At the end of each turn, all players here
destroy 1 ORC of FIGHTER, and place Ihelr Champlons inthe ¥ room. / ! al

The Chieftain of the Bloodfrost Clan, Orgrum is bringing the entire crew This brainless automaton is not necessarily trying to destroy the Village
with him. The Giant is a formidable foe with or without his backup around.  as the other Guardians are, that is just an unfortunate side e [edt. Rather,
When he has his whole clan there, no one can stop him. the Guardian of the Sun has been programmed to protect its domain from
intruders, and if you come into its domain, it will grind you into dust. While
DIFFICULTY: W W W not as high damaging as the other Guardians (either to you or the Village),

the Guardian of the Sun destroys cards in your deck turn after turn until you
have nothing left with which to [giit.

DIFFICULTY: W W W
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re do not contribute
MIND BLAST

You may dlscard B 1 Hero. Add 1688 unless you discarded
your highest §# Hero, or add 3\ if you did not discard a Hero.

DISARMED

Discard «fl 1 non-{&/, non-Wounp card. Add 1\, or
add 2\ if you discarded an ITem or TRITON.

AWED DEVOTEE
Add 169. Gain 1(] Hero (into your discard pile).

Hive Mind has +1 @ for each ' in the Monster Horde. At the end
of each turn, players here discard 1 random card (before drawing),
gam 20 I'_-IEROEs and place their Champlons inthe ) room.

Hive Mind controls all that it sees, and the players are no di [efent. It will
scramble your decks up, discarding your cards into other players discard
piles, making your decks too ine Lcieht for battling. You might even [nd
brainless, inexperienced Adventurers following you around, clogging up your
deck. Against a solo opponent, it has a di [erent bag of tricks.

DIFFICULTY: W W W W

RVl @ ‘3 O
9 £10/11]

e
When revealed, deal 268 to each Village Location with 1 or fewer QB

SCION’S DOMINATION
a @ Add 3wy or roll 1d6 for each HERO you have.
Onal, 2, or3, add 1§3 and discard that Hero.
@ SCION’S DISEASE

You may discard 2 cards. If you do, add 1\y.
If you don’t, add 2\ and take 2*% .

SCION’S DESTINY

Add 16%3. Roll an extra 1 @ that will not resolve ‘W e [edts (this extra roll
does not count towards the maximum of 16 ).

the e gam
Miricelle has +Il foreach & in the Monster Horde.
At the end of each turn, all players here destroy 1 CELESTIAL,
'DemoN, or CLERIC, and place their Champions in the £ room.

As the Scion Defender, Miricelle has many demonic powers available in her
arsenal with which to attack you. She is unpredictable, using the powers of
chaos to overwhelm almost all who come before her.

DIFFICULTY: W W W W W

ats U =8 7 L e T S |
Baalok, Flesh Weaver Ty TEE%EE‘F
Undead » Lich « Guardian

x .
y \

Each turn you have a Baalok card, you ma
a SOUL SAP
You may take 1*% and place 1 Cursk in front of you. If you do,
add 16%9. If you do not, add 3wy

CURSE SEEKERS

Add 1629 if you have a Curse. Then, add 1y and place 1 Curse in front "-e:
of you. j

LEVEL DRAIN

Level down 1T W * Hero. Add 24y, or 3\l if the Hero was an ELF or WizaRD.
R ——

el e 0a : =

Baalok has +1 l foreach - in the Monster Horde.

At the end of each turn, all players here destroy 1 ELr or 1 Wizarp and 4
place 1 Cursein fro ont of them and place their Champlons in the T room. p!

Baalok the Lich is an ancient and powerful wizard. Its possessed hand has
been known to squeeze the life out of lesser Guardians. Baalok’s powerful
magic will drain the life from your Heroes and cast powerful Curses on you.

DIFFICULTY: W W W W W :
4_;-’/




Lexicon

ALERT! EFFECTS

.. e[edts are expanding in use, being featured
on many Village cards. #-. e [edts trigger when
the card’s text normally would not. Uvina the
Delver, for example, allows you to buy a Gear
token when she is discarded directly from your
deck. Some Prestige Classes and cards allow you
to ignore .. e [edts. If so, choose with each ..
e [edt whether to ignore that e [edt or not.

BEFORE & AFTER BATTLE

# BEFORE & AFTER BATILE - abilities are a new type
of ability that trigger both Before and After Battle.

& TEFORE & AFTER BATTLE @ abilities resolve twice per
turn, once at each window. If this type of ability is
aledted by a card that turns a Before Battle ability
into and After Battle ability, it e [edtively cancels
the Before Battle part, resolving only once (see
“FAQ” on pg. 15 for a full explanation).

BORROW

The opposite of lend, borrowing a card allows a
player to receive a card from another player for
one turn. If the lent card has not been destroyed,
return it to the original player when the turn
ends. If it was leveled up, return the new version.

CURSE

The Curse is a new card type in [icted upon
the players by Baalok, the Flesh Weaver. When
gained, Curses go directly into play, aledting
you each turn. Curses have the Static keyword,
so they are not discarded at the end of each
turn. Curses cannot be discarded, destroyed, or
removed from play in any way except by their
own text. When removed, destroy the Curse. If
the Curse deck ever runs out of cards, re-shu [e_1
the destroyed Curses to form a new deck.

DESTROYED PILE
Whenever a card is destroyed, it is considered to
be in a Destroyed Pile.

DISCARD OR

Discard the card into the discard pile of the
player to your left or right. They now own
the card.

DISEASED WOUNDS

Diseases are a new type of Wound card.
Permanently shu Cethese together with the
Festering Wounds to form the Wound card deck.
Draw from this combined Wound deck when
required in all modes of Thunderstone Quest.

FROSTBITE WOUNDS ( “®)

These are a new Blue Wound token. They act the
same as Red Wound tokens, reducing your HP,
but require an additional cost of 1 » to heal, even
if in the Village. When healing a Wound, you may
spend 1 » to heal 1%. The spent , is gone for
the turn. E [edts that reference 4 tokens only
aledt 9 tokens, not “» tokens, and vice versa.

GAIN
Whenever you acquire a card through any means,
you gain it to your discard pile, paying no costs.

GIVE
Some e [edts allow you to give a player a card or
Gear token. Unlike lending, this is permanent.

IN PLAY

Whenever you reveal your cards, they go in front
of you, In Play. When you are forced to discard
cards (e.g. a Monster’s abillity or the turn ends),
discard cards from In Play or from your hand.
Cards In Play are not part of your hand, and do
not count towards your maximum hand size.

LEND

The opposite of borrow, lending a card allows

a player to give a card to another player for one
turn. If the lent card has not been destroyed,
return it to the original player when the turn ends.
If it was leveled up, return the new version.

LEVEL DOWN

The opposite of leveling up, return 1 of your
non-Legendary, non-Treasure Heroes to its stack.
Take a version of the Hero, 1 level lower, from a
Destroyed Pile, gaining it into your hand. You are
not refunded for any XP spent. If there is no Hero
1 level lower, that Hero may not be leveled down.

PARTY ATTACK VALUE

The combined Attack values of the players in
a Party. When battling a Monster with Armor
or Magic Resistance, these values only reduce
a Party’s Attack value once; they do not reduce
each individual player’s Attack value.

PENALTY

A negative consequence from a battle, such as a
Monster destroying your Hero or dealing you 4.
Sometimes 4 tokens can be left in rooms as
Penalties for the next battle there on a subsequent
turn. Gain Penalties after battling Monsters.
Parties split any cards or tokens left in the room.

RANK

Each Rank of a Prestige Class unlocks new
powers when gained. The listed XP cost of each
Rank must be paid the turn the Rank is gained, or
the opportunity to gain the Rank is lost. The top
section of Prestige Class boards explains how that
class gains 1 (R) or 2 (AR) Ranks.

REWARD

A positive consequence from a battle, such as the
# from a Monster or a -« spaiis - . Sometimes
Gear and g tokens can be left in rooms as
Rewards for the next battle there on a subsequent
turn. Gain Rewards after battling Monsters.

STATIC

Cards with the Static keyword are not discarded
when the turn ends. While In Play, they do not
count towards your maximize hand size.

SWARM

Swarm is a new Monster keyword. You can never
predict the size of a swarm. Swarm Monsters gain
additional +1d6 @ dice as stated on their card.
Roll this whenever the @ value is needed. Once
rolled for the turn, it is set for that turn.

THE BOX

Some e [edts allow you to gain a card from

The Box. Take the speci [ed card from the
Thunderstone Quest game box. In essence, this is
any card not already in the game. Destroyed cards
are still in the game, and thus cannot be gained.

USE

When you discard/destroy a Gear token for a
Village, Dungeon, or Spoils ability, you have
“used” it. Gear tokens discarded or destroyed for
other reasons have not been “used”.

WOUND VALUE

Several cards a[edt a Monster’s Wound value.
This is the numeral (if any) in the bottom left
corner of the Monster. Wounds from a Monster’s
ability are not its Wound value.



FAQ

When aVillage Location is destroyed,
can | still buy cards from there?

Can | still level up Heroes if The

Guilds’ Quarter has been destroyed?

You may use all Village text on your Player Board,
even if that Village Location is destroyed. So you
may still buy 1 card, even if the Marketplace and/
or Guilds’ Quarter are destroyed. However, you
would not be able to visit a destroyed Shop of
Arcane Wonders to buy a Treasure card. None

of this a [edts Rewards from Monsters, such as
Treasure cards and Gear tokens.

——

Does the ‘+1 XP’ Destruction chit at
The Guilds’ Quarter affect you even if
you are not there?

Yes, that Destruction chit increases the XP cost

to level up all Heroes in the game, regardless of
where you are when you are leveling up.

——

Can | join more than one Party in a
turn? Can | join a Party to give Gear
tokens or lend cards to someone and
then leave that Party?

No and no. You may Form/Join 1 Party each turn
and you cannot leave the Party that turn.

—_hr—¢

What happens when multiple Parties
reduce the @ Guardian’s Health in the
same turn?

When a player/Party reduces a Monster’s Health,
Armor, or Magic Resistance, that reduction only

counts for that player/Party. The Monster has full
Health for other players/Parties.

b —

Do card effects such as a Cleric’s healing
ability or a Rod of Teleportation work
on just me, or anyone in my Party?

All e [edts of your cards only work on you

and your cards. If you wish to give the e [edts

to another player in your Party, you will

need to lend/give them the card [rst. Rod of
Teleportation is the lone exception, it teleports all
players in your Party.

——

How many battles happen in a Dungeon
Room each turn?

One. Multiple players in a room must form a
Party if they all wish to battle the Monster in the
room. The exception is the Guardian’s Lair and
Wilderness, which may have multiple battles
happening in them each turn, though still only
one per player/Party.

——

How does battling multiple Monsters
work?

If you are battling multiple Monsters at once

(e.g. Spawning Pod or Vampire’s Coven), you
must have a high enough Attack value to defeat

all Monsters’ combined Health. You resolve the

e [edts of all Monsters you battle. You su [erithe
penalties of all Monsters you are battling and, if
you win, gain all of their rewards. If a room boosts
their values, such as Health, XP, or Wounds, it
boosts the values of each Monster in the room.

——

What happens to a -4 BEFokE & AFTir BATTLE @
ability if I turn Before Battle abilities
into After Battle abilities?

Normally such abilities resolve twice, once in
the Before Battle timing window and once in the
After Battle timing window. However, since it

is no longer a -4 BEFoRE & AFTiR saTTiE #- ability, it
no longer gains the special bene [T of being able
to resolve multiple times per turn. In e [edt, it
becomes an After Battle ability that can resolve
(only) once.

——

If a card is discarded from my deck, and
then | immediately draw it, do | trigger
effects as if it had been discarded?

Yes, because it was [rst discarded, then drawn.
s

What does “add as a Reward/Penalty”

mean?

Some e [edts add tokens or cards to a room as a

one-time Reward/Penalty. The next time a battle
is fought there, give the battling player the extra

Penalties and, if they won, the extra Rewards.
Parties split these Rewards and Penalties.

——

When a borrowed card gets leveled up/
destroyed, what happens?
The new version of the Hero would return to

its owner (and is placed in their discard pile).
A destroyed card remains destroyed though.

——_r—¢

If I have a Hero for just the turn (e.g.
Mirror Image), and it gets leveled down,
what happens?

You would level it down, and then return the
leveled down Hero, where and when appropriate.

e

What happens if you run out of the
Treasure deck?

Re-shu [eall destroyed Treasure cards to form a
new Treasure deck.

—r—t

What happens if we destroy every
Monster in every Monster deck?

Congratulations on earning a Medal (see Slugfest,
pg. 24). Re-shu e all destroyed Monsters and
re-form the Monster decks as per game
setup.




If I gain XP from aTreasure Cache, can
| use that XP to pay the cost of gaining
a Rank in my Prestige Class (such as
Treasure Hunter)?

Yes. Once you have triggered the requirement,

you have the entire turn to pay the XP cost and
gain the Rank.

——

Can | use g from a Monster to pay a Rank’s
cost, if the Rk triggers from defeating that
Monster? Can | use a Prestige Class effect
the turn I gain the Rank?

Yes and yes. Once you trigger gaining the Rank
in your Prestige Class, you have the remainder
of the turn to pay the g@ cost and gain the Rank.
This may unlock text that can be used this turn,
assuming that Phase of the turn has not passed
yet. If the Rank you gain for defeating a Monster
to use that ability this turn. - seaiis - abilities
trigger after a Monster is defeated, and can
usually be used the turn they are unlocked.

——

For the Necromancer Prestige Class,
where is the Destroyed Pile(s)?
To where do the Heroes return?

There are many Destroyed Piles in each game.
Each time a card is destroyed, such as Heroes
being leveled up or destroyed by Monsters,

it goes into a Destroyed Pile. It is from here

the Necromancer [ndls its little buddies. The
resurrected Heroes return to their corresponding
Village stack at the end of the turn (not Destroyed
Pile). This is usually a stack in the Guilds’
Quarter, but it could require shu Ling them into
the Treasure deck.

———

For the Divine Oracle Prestige Class,
when during the turn must | heal the

& \Wound? How does the [nal Rank
work?

If at any time in a turn you have defeated a
Monster and healed a Wound, you may gain 1
Rank. It does not matter when you healed the
Wound.

The last Rank lets you play with your deck face
up. You may look through it at any time. It is still
your deck, you just know its exact order.

——

Do I roll a single 1d6 for all Heroes when
the Rank 7 Bloodhound text (Barricades
Mode side) triggers?

Yes, roll 1d6 and give that value to each of your
Heroes with 3 that turn.

——

Can Guardian abilities trigger on $2 and
other Guardian Dice rolls?
Most Guardian abilities trigger on A&, &, &,

%, but some also trigger on other faces, such as
Guardian of the Sun’s Opportunity Attack.

——

Does the Neverending Rope Spool give
all the bonuses or just add to what
Heroes all ready have?

Neverending Rope Spool only increases values
the Hero has printed on the card.

—r—

Does Studded Leather Shirt have a Skill
Requirement?

Yes. Some Items, such as Studded Leather

Shirt and Tent, have a Skill Requirement to
wield, taking away the Hero’s available Skill for
Weapons. Like Weapons, if they are not wielded,

you cannot use their text or values, though they
still produce Gold.

——

Does the Impish Follower make me lose
2 HP in one turn?

Yes, it is very mean.

—a—k

How does Frost Bow work?

Frost Bow is good both for and against many
types of Heroes and foes. Frost Bow has - i
when wielded by a Celestial, Demon, Elemental,
or EIf Hero. Frost Bow also has +4 when
battling Monsters with those same keywords.
Please note that EIf is not a Monster keyword, and
so there are no Elven Monsters (only Humanoid
Monsters).

—a—k

Are Lilande Songweaver, Lilande
Starcaller, and Lilande Steeldancer all
the same Hero?

Yes, Lilande is a well-traveled bard and is known
by many names in many lands. All 3 versions of

her are considered to be the same Hero and the
same Title (i.e. for the Illusionist Prestige Class).

—a—k

What is the difference between ““ &
required” and “Immune to & unless you
have ##"?

There is no di [erence between these two. We
switched to the latter wording in What Lies

Beneath and Frozen in Time as we feel this is
clearer.

—ar—

Can | enter the Guardian’s Lair before
the Guardian is revealed? What if | use
the Rod of Teleportation?

No, the Guardian’s Lair is inaccessible until it is
[ipped over, and the @ Guardian is revealed.

—a_p—%

What does 5° mean?

Anytime something is written as X", it means “X
or higher/more”. For example, “Immune to &

and & unless you have 5° ™ requires you to
have 5 or more Light to defeat that Monster.



——

If my Player Board is full of ¥ tokens,
can | take more? Am | dead?

You are now at 0 HP and thus draw 0 cards,
better get to the Temple. While at 0 HP, you do
not gain the bene [islof your Prestige Class, or
Guild Sponsorship, and you cannot use abilities.
You cannot take more Wound tokens, but you can
take Wound cards. This may mean you are unable
to pay ® costs of abilities (e.g. Vampire Coven
Prestige Class, Rank 3).

——

Do any of the Guardian’s “end of turn”
effects apply in a Solo game?

Yes, solo players resolve this end of turn text.
They get to ignore the Health boost only.

——

Is Hive Mind immune to Weapons
wielded by @ Heroes as well?

Yes, Weapons usually boost the Hero’s Attack
value rather than provide their own value.

—_hr—¢

Can other players in my Party help me
meet the requirements for gaining a
Rank in my Prestige Class?

No. Cards they have would not count for you,

though they could lend/give you a card which
would then count.

b —

Do the upgrades to your Heroic
Opportunity given by your Prestige Class
trigger once per turn?

Upgrades usually do not a [edt the number of

times per turn they can trigger. They usually only
add additional e [edts.

—r—t

Does the Barricades Mode ability for The
Guilds’ Quarter allow me to level up two
Heroes still?

No, you only get to level up the 1 Hero, but

instead of leveling in the Village, the Hero levels
as a Spoils (allowing it to battle that turn).

—r—

If I resolve my Heroic Opportunity on
a Guardian Die roll other than " (e.g.
Rank 5 of the Duelist Prestige Class),
will that trigger Opportunity Attacks
from Guardians (e.g. Death Sentinel)?

No. Guardian Opportunity Attacks only trigger
speci [cdlly when the * face of a die is rolled.

—y—

If I lend/give a Hero wielding aWeapon
and with a Skill boost from an Item, do
the Item and Weapon get lent/given as
well?

When a Hero is lent/given, their wielded cards
are also lent/given. They retain their boosts from
Items, though the Items do not change possession
unless they are also wielded (e.g. Studded
Leather Armor). Return all lent cards when the
turn ends to their original owner(s).

——

What happens to a lent/borrowed card if
it is not in play when the turn ends?

If it is destroyed, it remains destroyed. Otherwise,
return it to the owner (the leveled up version,

if applicable), in the same place it is now. For
example, if your Sladrek the Weretrog put a
borrowed Hero on top of your deck, when the
turn ends the borrowed Hero would return to the
top of the owner’s deck.

——

Can | use the Prestige Class Arcane
Order’s Teleport ability if | used a
Lantern to enter the Dungeon?

Yes, it is not movement. You cannot move out of
the room you Teleport into.

——

What does Rank 6 of the Bloodhound
Prestige Class count?

It counts Gold spent on everything.
e

If there is only 1Village spot left
undestroyed, and that Location has an
active Barricade, will the Barricade
protect it from 4 damage that turn?

No. The last chit would be stopped by the
Barricade, but the Village would have 3 more
damage to take that turn, and no protection. The

chit would be immediately drawn again, and the
Village would be destroyed.

———

If | can ignore the ¥+ effect of Orc
Tribute Site, but another player in

my Party cannot, how much Light is
required to move through the room?

2. Since e [edts a[edt each member of a Party
individually, each member of the Party would
need to be able to overcome the .. e [edt. If they
all could, the Party could ignore the - e [&dt.

——

If I spend Gold on a card, ability, etc.,
do I still “have’ that Gold for effects like
the Bloodhound Prestige Class?

Yes, Bloodhound and cards such as Moonblades

(from TSQ 4, Foundations of the World) do not
care whether or not you have spent the Gold.




Medals

. . 27 EXTRA GEAR 77"~ LEGEND
As you and your friends play Barrlca_d es Mode, '\ ,,' Beat Barricades Mode with each player '\\ ,,' Beat Barricades Solo Mode on Legendary
the people of Thunderstone Keep will bestow ~-="" having 5 or more Gear tokens left. ~--" di Couky.
Medals upon you as you defend them from . )
certain ruin. The more di Cculkt the task, the /" FISTICUFFS . +~7, NOTEVEN A SCRATCH
nicer the Medal. Collect as manv Medals as vo \ ; Beat Barricades Solo Mode without \ ) Beat Barricades Solo Mode with 6 or more
: _ y Med: you *~--"" \Weapons or Spells. *~--* HP when the game ends.
earn each game, applying the appropriate Medal . .
sticker here when you do. There aremore Medal ~ ~  BIG AND BAD /7 SAVIORS OF THE KEEP
stickers on the sticker sheet then listed here. so ., BeatBarricades Mode with each players’ '\\ ’,' Beat Barricades Cooperative Mode on
I N “=7  deck containing 25 or more cards. ~-== Legendary di Cculty.
you have extras just in case. Pyrrhic Victories do .
not count towards earning Medals. < THE KEEP NEEDS US! ~~~~, THE HEART IS HIDDEN
Wh Plati Medal ‘ ‘. , BeatBarricades Mode on any di Lculty. ' ' Win a game (any mode) having completed
en you €arn a Flatinum iViedal, post a g *~--7  the Hide the Heart Side Quest.
picture of the game on Twitter with the hastag /™ WEARE LEGEN DS
#ThunderstoneQuest and #PlatinumMedal \_  BeatBarricades Mode with every player, +~», THE UNDERDOGS
i Iderac. We would | , ~=-" minimum 3 players, having a Legendary ‘) BeatBarricades Solo Mode with no {IIJ
tagging @alderac. We would love to see your card in their deck when the game ends. *~--"" Heroes in your deck.

successes!

/"7, TRAINING COMPLETE
\ ; Beat Barricades Cooperative Mode where all

SILVER MEDALS “~--" " players reach the [mal Rank of their Prestige
Class board.

7 ADORING FANS

\ . Beat Barricades Mode with each players’ —
*~--" deck containing 3 or more Adventurers. PLATINUM MEDALS

27, DON’T NEED HELP <™, DEFEAT THE
\  BeatBarricades Solo ModeonatleastHard  \ . BLOODFROST CLAN
“-7 di Cculty. "™"  Defeat Orgrum Coldthunder on Legendary
.’”—\‘. FULL PARTY di Cculty with 4 or more players.
‘.._.- BeatBarricades Mode with 6 players. "7, FINALLY SAFE
~". NO FRILLS '\\_x,‘ Defeat all 7 Guardians on Legendary di Lculty.
'\\ ,,' Beat Barricades Solo Mode with no DDDDDDD
==~ Treasure cards in your deck. -~~~ THE B TEAM
"7\, SAVE THEM FOR \ , BeatBarricades Mode on at least Hard
-\\ ,; NEXT TIME R ﬂl IF]TuItHy with r)otphlaye(;s hl?ving I or
- Beat Barricades Mode with each player Igher FEroes in their deck.
having 10 or more Gear tokens left. <7, THE CHAMPIONS
.’”-\‘. SLUGFEST '\\_"} Defeat Barricades Solo Mode with 4 or
\___ Kill every Monster in every Monster deck. more T or higher Heroes in your deck.
"7 WE’'VE GOT THIS l,""\l THE LICH THREAT
\_ / BeatBarricades Cooperative Mode on at N Defeat Baalok, the Flesh Weaver on
~--""least Hard di [cuky. - Legendary di Cculty without any Baalok

cards in your deck.
s~ THE SCION THREAT

v+ Defeat Miricelle, Scion Defender on
~--"  Legendary di Cculty.
/-7, WHAT LIES BENEATH
\ ; Defeat Hive Mind on Legendary di [culty in
*~--"  both Cooperative and Solo Modes.
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What Lies Beneath

QUEST CARD LIST

‘) MONSTERS

14x Graeme Crawford 10x DRAIN 10X GHOULISH 10X SHAPELESS
14x Khomros DWELLERS SCAVENGERS SPAWNS
14 Ophla_lyn the Tracker 2x Alligator 2x Elthrakk 2x Aberrant Lurker
14x Runiva Highstone : :
- 2x Black Swine 2x Ghoul Champion 2x Glom
14x Uvina the Devler .
14x Wiltran Proudmore 2x Mutated Frog 2x Ghoul Glutton 2x Mindless Trog
2x Raccoon Ravager 2x Ghoul Scrounger 2x Spawning Pod

ITEMS 2X Sewer Snake 2x Queen Nerrigogg 2x Tentacula

8x Bracers of Cleansing 10X PLAGUE RATS 10X SEWER TROGS 10X WASTE WYRMS

8x Neverending Rope Spool 2x Chief Gis'rozal 2x Giant Centipede
8x Studded Leather Shirt GUARBIAN 2x Trog Berserker 2X Muck Leeches
8x Wand of lllumination Hive Mind 2x Trog Cleric 2X Purple Worm
T, O0&Y 2x Trog Scout 2x Shocking Eel

SPELLS 2x Trog Weaponmaster 2x Spectral Worm
8y Acid Burst TREASURES
X ACIA BUIS DUNGEON ROOMS OTHER

8x Ascendance 1x Hendrik the Brainless _
8x Cure Disease 2% Treasure Cache Junction @ 24 Randomizers
8x Haste 1x Ward of Healing Gighll\llsgs?w 25 Dividers
24 Diseased Wound Cards
WEAPONS SIDE QUESTS Trog Village @
o Arches T
8x Bastard Sword 1x Avoiding the Plague Catacombs

8x Battlepick 1x Dominate the Weretrog

8x Cleaner’s Net 1x Plague Doctor GUILD
8x The Five Points 1x Research the Legend
1x Treasure Hunter
4x Berserkers’ Guild

4x Jewelers’ Guild
1x Meteor Shower 4x Specialists’ Guild

1x Sladrek the Weretrog 4x The Church’s Order
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Risen from the Mire)
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\Wiltran Proudmore
imr‘v\ your deck,

token. 8

aWes
Leather Shirt
er turn if you have a

Take-1  from Monsters this turn.

Silverhelm Khomros Uvina the Wiltran Bracers Studded

(Found in Quest 1:
A Mirror in the Dark)

Delver Proudmore of Cleansing Leather Shirt
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Acid Burst Ascendance Cure Disease

WEAPONS

After this card is discarded (from anywhere
but not from the turn ending), gain 1%

Battlepick Cleaner’s Net The Five Points

MONSTERS

LS T —
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CHAPTER

Frozen In Time

QUEST CARD LIST

‘L) MONSTERS

l4xBreezy ~  10x ARCTIC ANIMALS  10x BLOODFROST  10x FROZEN NATIVES
14x Drulfal the Primordial CLAN
14x Le[fa 2x Ice Fox 2x Adlet Alpha
14 Lilande 2% Polar Bear 2x Beastmaster 2x Adlet Guardsman
14x Rugduhr Blackmane 2x Possessed Penguin 2x Goblin Assassin Squad 2x Adlet Hunter
14x Samly Thrackson 2x Snow Leopard 2x Goblin Scouting Party 2% Adlet Mother
2x Walrus 2x Orc Harpooner 2x Adlet Prowler
ITEMS 2x Tundra Wolf Rider
10x ABYSSAL 10x ICE BEHEMOTHS
8x Eter_nal _Flame SERVANTS 1\2/)8[2 IEA[?CRI? 2% Frost Giant
88)é Ice C#mlzlng C_%I_earI 2x Ice Mephit 2x Gargantuan Ice Spider
x Snow Trekking Tools 2x Impish Servant — 2x Ice Troll
8x Tent 2X Lowlthretch ISR OEENSRESIS 2x Winter Golem
2Xx Shax 2x Yeti
) Icy Glade @ X YEl
SPELLS 2x Vrokolith Vogfgiﬁr% Oiesg-rtiengé w SIDE QUESTS
8x Blizzard Ioute ol . :
8x Cone of Cold GUARDIAN Tundra Chasms 1x Avoiding Attention
8x Create Fire Orgrum Coldthunder Adlet Hunting Ground 1x Food Storage
8x Inner Fire VRV IV Glacial Tomb @ 1x Gloryseeker

1x Hide the Heart

8x Fire Rod 2x Gemini Daggers 4x Order of the Ancients OTHER

8x Flaming Hammer 1x True Vision A _
8x Frost Bow 4x Explorers’ Guild 24 Randomizers

: 4x Relic Seekers ivi
8x Mechanical Harpoon LEGENDARIES 4x Vikings' Guild 24 Dividers

1x Baalok’s Heart
1x Thunderstone Map
1x Thunderstone Sands
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FOZEN I hime: FOF: the Price of a Song

By BrettSatkowak

Tihe tavern is full tonight. After.all the
Keep has been through of late, the village
has certainly earned this kind of release.
As you lift the glass andipullia leng.drink
at this table surrounded by your fellow.
Champiens, you can’t help hut feel that
this is how. every.day shouldend. Tihe
air, has started to grow. chill outside, but
the [réland the company make things
quite comfortable in here. The smelliof
warm, seasenedifoediwaris fromiareund
the edges,of the kitchen door. to mingle
with that of well-aged drink. Tihe large
room is bright andihopeful; echaing with
laughter.and talk of.another. day.gone hy.
Cutting through the indecipherable sea
of-conversation, a song. rises.

ImGrenifelithe gramwasigeld,
thesunwore on, the yeargrew-old.
Yetsummer stayed withwibrantwil
andwoods were greenenevery hil:

Oh\Gronifel, your.summer:s done,
and\where has all your.greenness.gone?

Idle speech dimsto a light murmur. as
most have stopped to listen to the voice,
hoth bright and tragic, as the song swirls
through the air. T-he singer.is Elvish, a
woman, arrived|yesterday through the
northern gate. She has heen playing her
music and singing in.the marketplace
for.spare coin, but tonight has founda
packed house here amid the revelry. You
lean back in your chair to better soak in
the music as it captivates the attention of
alliwith ears to hear.

\When harvest came, and drink was good,
a darkness set upon the wood,

and @huskhul; the dying.lord

drove forthhis cruellandithunderous
horde.

Qh Gronifel, your.drinkin’s done,
and where has alllyour:harvest gone?

Aslightninglicksdry; teltswithytame,
thethunderousihorde with trelcame
andiswiter:thanacountrysbell
[atdiwaste the woedsiof.Gronifell

Oh\Gronifel, your.summer:s done,
and\where has all your.greenness.gone?

The rulers of the cities fell,
and all the maids of Gronifel

were cleavediupon the chargédisword
of-Qbuskhul; the dying lord.

Gone isithe jeviality of.before;as bard
singsiher taleiefwarandwoe: You, like
many, know of-Gronifel, the arctic lands
tothe nerth. Butconfusion wins out, as
the elf:sitalesingsiefalusheountryside;
preyediupen bythisi@buskhulilerdlof
death. Exactly.where didithis song.come
Trom2 Asyouishare curious glances round
the tablewithyour fellew:Champiens, the
tone of the seng.shifts;andiallilistening
anticipate now the epic hattieto deliver.
thelandifromievii

Then rose the horsemen, men of might,
their:spears and shields were tashing
bright, their arrows singing in their [ght;
three hours they fought the thunderous
horde, but none could stand the chargéd
sword of.Qhuskhul; the dying lord.

Oh Gronifel, your. hattle’s done,
andwhere have all your. heroes gone?

Butstanding.strong.amidithe din,
the wise oldiHalrodiand hiskin
an.ancientspelliwove initheir-hands
and sentthickice uponthe land
and white eternaliwinter.fell
onwhat was once green Gronifel.

@h Gronifel, your.summer’s.done,
and where has alllyour.greenness gone?

nnisisnitataleefneroresafteralli s
atragedy. It’s a song of lament over.a
Peautiuliverdantiand,cursedinto
eternaliwinterin aidesperateatiemptio
stop @ monstrous enemy’s advance, Tihis
surelyirsnita performance anyene was
expecting to witness tonight. You sit and
ponder, yourmindlestinguestions.and
yourheartiestintheimusicalongwithithe
now otherwise sientroemuntHisuddenly,
the elvemwomen locks eyeswithyoy
tntently,beginning her: thalverse,

New mthewneandifrozendeen
do Halredandithenersemensieen
anditmelesswatehitheystHildokeen
ypentheancienttunderoushorde;
the chargéd heart and silent sword
ehEpuskholiRtheeyneloras

You,sit up in your. seat with a start, as
the rest of the room rises in applause.

Did\you hear.the song right? Or.was it
merely.a trick of your imagination? The
bard breaks her.eye contact with you
tosmHeandined; thenirise andinowio
her.admirers, who now.o tefup their
coin for.her.collection, payment.for.a
truly. moving performance. @ne of your.
fellow. Champions nudges you with.an
elbow as he claps along, encouraging you
to respond the same, but something.in
the song keeps you glued to your seat,
begging for.answers to the questions that
now. swirl in your.mind.

Heomeytanetherefithe Ghamprens with
you beckons to the elven bard. “Allow.
us the pleasure of.a drink after such a
peautifulisene::

She continues to smile andined|‘thank-
yous:to many as she makes her.way
throughithe roem, the vilagers slowly
ceasing.their praise and returning.to
their.seats and conversation. “fihank
you,>ishe says in greeting. “My name is
I-ilande. Andlit is truly anihoner.for.a
humble storyteller.to sitwith those who
champion the cause of this place.”

*Nonsense,” ane of:your fellows replies
as they, all take their seats around you. “It
is us who are hanored this night by your
song. I must confess, I’ve never. heard
such tales of.Gronifel before.”

“Are they true?? youiinterject.

qine other.champions shift.a bit
uncomfortably. @ne starts to,apologize,
“Youmustforgive our friendis ruden=-2

But it’s the elf’s turnito interrupt. “es,
Every word. liremember.the Gronifel
of-old/from my. youth. Seme of:my.own
people travelled to war for its fate, All
of them were lost to @buskhul’s,unholy
army. of:death andidemon.”

At tanleshHEchatrsacamydranng
Hciosergnernanecontinyed
merImenthacsurroundsyous e
neverheardihatnamenefores oy
contmueWWnons s @husknuliz:

“Itis an elven name, given to the darkness
that claimed|Gronifel and other lands.
However, in these parts, it is known by,
another.name -- Baalok.”

Achiliwave washes everyoualliupen
hearing.the name; quite famHiartothese
ofithe Keep, “Jellius; What de youknow.
ofithe Flesh\eaverZ:youask.

“Baalokwas agreatwizard fromialost
age,”l.ilande begins. “Tihe tale goes
thathediscoveredianancienttreasure
from one of the forgotten ages -- hooks,
potions; astrangeblackehex;andia
Mirror. With these toals, he discovered
another warldiand within it, power. yet
unheardiofin this world. He used it

to hindidemons to his will, summaen
otherwerldliyspirisitoanimateithe dead;
and exend hisiowmenade taitely ltwas
then that he struck out upen the world,
seeking.to clarmittefurther strengthen
his power, and he was unstoppable. Tihat
is until Halrod and other. wise men of.the
day foundiaway.

*“TIihe wizards foundian ancient spellithat
sent freezing ice.and windupon allithe
armies of @huskhul == sorry, of Baalok.
Tihey were stopped there in Gronifel,
hut the spelliturnediout to e more
powerfullthan they realized. It froze the
land itself, casting the entire region into a
neverending winter, as it remains to this
day. Upen his defeat, Baalok’s temple was
razediandinisireasures nuntedidowmand
carried o [;1bcked away in the mines of
Caergoth.”

You,and the other Champions take a deep
breath, realizing you’d been haolding.it

as the bard told her tale. You know of

the temple, mysteriously. risen from the
shallow. waters of-Mer-Kelland of:the
darkness rumors say.stillstirs there. But
this word of.dark treasures lost to history
is new.andtroubling indeed.

“Andithe sword|you sang of 2:2one ofithe
Champions asks, “Mihe ‘chargedisword:
that Baalok carriediinto battle; What isiits
Tate?:

YAbit ofipoetry.there; sir7ilcHande
replies. “Tihe weapons that Baalok
wielded\were not of steel, butno less
deadly. Tihe:legend says that withithe
Mirrar, he wasiahle to draw.upon magics
hoth beautifuliand ancient, enhaneing
his already. incredible power. from the




Adventure"Card List

HEROES

Create Fire Inner Fire Orgrum

Darameric
Coldthunder @

(Found in Quest 3:
Risen from the Mire)

i,
Frozen Natives

Fire Rod Mechanical Shortsword Snow Trekking Ice Climbing Arctic Animals Bloodfrost Frozen Natives
Harpoon (FoundinQuest1: £ 3 Tools Gear Clan
A Mirror in the Dark) €
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HM
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—_—,
May only wield 1 Weapon
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ard List

, weaver
Lilande Son'gm

Gorlandor
(Found in Quest 1:
A Mirror in the Dark)

Samly Thrackson

Rugduhr
Blackmane

Lilande

Eternal Flame

Eternal Flame

of Learning
)

abilit o Dunqeon Room

Hero wielding only use the

draw 1 card.

Ring of Learning

(Found in Quest 3:
Risen from the Mire)




SPELLS ROOM TILES

Icy Glade v Volcanic Hot Sprints
Tundra Chasms (1] Orc Tribute Site
Glacial Tomb @ Adlet Hunting Ground

Blizzard
L

1V Orgrum Coldthunder’s Lair W

Blizzard Vampiric Touch

(Found in Quest 3:
Risen from the Mire

Frost Bow Flaming Hammer Short Bow
(Found in Quest 1:
A Mirror in the Dark)
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Card

A ' i
Snow Tlekklng Tools

You may ignore +f

igeon R
i» you take ar abilities from Dung

an
+Lwhengiven maHﬂme or Ros
e [ts from Dungeon Room

Drulfal the Lefira Nimblefingers Pylorian Ice Climbing Snow Trekking

Primordial (Found in Quest 3: (Found in Quest 1: Gear Tools
Risen from the Mire) AMirror in the Dark)
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Icy Glade v Volcanic Hot Sprints
Tundra Chasms @  OrcTribute Site

Glacial Tomb @ Adlet Hunting Ground
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Cone of Cold Inner Fire

WEAPONS

The Wilderness
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Battle Axe Frost Bow Mechanical T
(Found in Quest 3: Harpoon

Risen from the Mire)
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A Mirror in the Dark)
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Form or Join a Party

Turn Order

L

At any time before battling Monsters, players
in the same Dungeon Room may Form/Join a
Party. There are a few special rules for Parties:

« Each player in a Party may, as a
ability, give any number of Gear tokens to
another Party member. They may also lend
(for the turn) or give (permanently) 1 of their
non-Wound cards to that Party member.
Lent cards are returned when the turn ends.

« Players in a Party move together through the
Dungeon, combining their Light values.

« Players in a Party combine their Attack
values to form their Party Attack value,
which is compared against a Monster’s
Health as normal.

« Armor and Magic Resistance a[edt only the
Party and the Party Attack value, and only
once. They do not a[edt the players of the
Party individually.

 Each player in the Party su [ers all other
text (eg. before and after battle abilities) and
Wounds of the Monsters individually.

« Players in a Party split the Rewards and
Spoils e [edts from the Monster and
Dungeon Room however they see [T1f the
Monster gives a Treasure card, they may
look at the Treasure [rsk before deciding
how to split the Rewards.

Forming a Party does NOT allow you to
choose other players’ cards with your e [edts
unless explicitly stated. If you have a Cleric
that heals a Wound, and your fellow Party
member needs the healing, you will need to
lend them your Cleric.

Once you join a Party, you may not leave the
Party that turn.

PREP PHASE

Roll and resolve Guardian Dice, adding all
¥ and €3 to the Monster Horde. Place your
Champions and plan your turn as a group.

VILLAGE PHASE

Players may take a Village Phase where they
buy cards, heal Wounds, and level up Heroes.

DUNGEON PHASE

Players may also/instead take a Dungeon
Phase. They may Form or Join a Party to battle
strong Monsters.

END PHASE

Remove ¥ from the Monster Horde equal to
the total @ of all Monsters defeated this turn.
Deal 1628 (Destruction chit) to the Village for
each ¥ and €9 left in the Monster Horde.
Clear the Horde of dice and [nish your turns.

lconography Reference Guide

GUARDIAN DICE

9
4%

GAIN 1 OR 2 RANKS IN
PRESTIGE CLASS (IF
(£ COSTS ARE PAID)

WHAT LIES BENEATH
QUEST

@ DESTRUCTION CHIT

10R 2 MONSTERS IN
THE MONSTER HORDE
(ATTACKINGVILLAGE)

DISCARD INTO DISCARD
PILE OF THE PLAYERTO
YOUR LEFT/RIGHT

FROZEN INTIME
QUEST

£

m DRAW 1 CARD

®

HEROIC OPPORTUNITY

FROSTBITE
WOUND TOKENS

. @  WOUND CARDS
® g (DISEASEOR
“ FESTERING WOUNDS)
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