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INTRODUCTION

Cleckwork Desfiny 18 an Eh"l:}-.lﬂﬁj”]l product tor Thunderstone Q.I.'r'.'.r' ¥, Rules for new components stari
on page 4. Those who are lamiliar with these components can skip directly to the Questbook on page

{15

UNPACKING THE BOX

This box should melude the lollowing components. I it does not, please visit our website at
hittps: /falderac.com/customer-service for assistance. Please note that thas 1s an expansion (o

Thunderstone Cuest and 15 nota stand-alone game.

I Quest & Clockwork Destiny, the full contents of which are featured in the Questbook (see pages

11-12)
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PRESTIGE (CLASS
BOARDS

Prestige Class boards are dual-sided: One side
tor use in Barnicades Mode (cooperative play)
and one side which may be used (optionally) in
competitive games. Rules for Barncades Mode
are covered in the Barricades Mede expansion’s
Rulebook. When playing competitive games, a
new Lb selup step for the Thunderstone {Jreest
Rulebook 1s added to the end of step 1 1. Startung
with the hirst Champion and proceeding n turn
order, each Champion may choose 1 Prestige
Class with which to play. Then Champions select
their Sice Quests andfor Gauld Sponsorships as

T rllul.j.

Presuge Classes are a new board that allows
you to train i a specialized class, paming new
powers as you gan Ranks, The traming section
(top) of each Prestige Class board explains how
te gain 1 Rank { ) in vour Presuge Class (1)
or potentially 2 Ranks { .} at once (2). The
Rank numbers {.'H are to the I:ijl'ljl ol the ﬂ
These Ranks cost ﬁ to gain, as listed on the

JI‘_'Ii:‘I'J-U.JlEI ?ileE U!.lill‘_' ]H.Il':llltl 'H-']l.]lil] |.]LL' H."dli]'i. Lip

Cost.

which you are going (4). You must pay the ﬁ
cost ol each Rank you gain, I the listed ﬂ cosl
cannet be paid that turn for the | or 2 Ranks you
earnecd, the new Rank(s) are not ganed. You do
not start with any Ranks i your Prestuge Class,
and Ranks must be gained in order; they cannot
be skipped. When a Rank is gamned, it will unlock
new powers [or vour benehi (5). Somenmes, this
may give you a new ability ready to use that turn,
suchasa -« SMILY 4 u]:i]il}.
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W HEROES

Heroes are an opuonal addition for Thunderstone Quest, giving vou the opportunity to tram your

I'Ii‘_'l'l..H‘_'i":' EVen rl.l]'ll]i.‘]'. |]lhki] Ly “IL‘j!! EVen e ;Jt H-".'L']'“l.! Iili-][] ever h‘l:!l;'_lt!."..

Even though Heroes are Legendary cards, they lunction in exactly the same way as other
experienced Heroes. When you choose the cards vou are going to play with during setup, place the

Heroes at the bottom of their respective Hero stacks, below the 2 Heroes. Only play with 1
copy of each Hero., While not in use, store the Heroes in the box with their respective level

1-3 Heroes.

You can level your Heroes mito Heroes i exactly the same way as you level other Heroes.
This will usually cost 5 XP (the current Hero's printed level +2).

@ GUARDIANS

The Barricades Mode u}timu.‘:juu itroduced Guardians, giving the Champlons a cooperative

E]!ﬂl!f[]}:‘f Lo dvercome i!ll llfdt'l [y save l]lli: 1'«- l“ ilﬂl_' H!ll'.l L'lﬁj.l]l ¥ it.'!l:ll"f.-'. F.[‘] = (:lld]'lliﬂl] “.IE |.|LI'_'
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THAVROH ANVILBANE

The head boss of the New Kelmrian underworld, Thavroh 1s trving toanfuse Thunderstone power
ter make superior beings. He will also craft many Starter Daggers and stuff them into vour deck
throughout the ganve. Though beware, many Starter cards do not hurt him in battle.

DIFFICULTY:






LEXICON

BEFORE & AFTER BATTLE ABILITIES

abality that riggers both Before and After Battle.
& BUIoaE & AR BTV @ abalities resolve twice pet

v, once at each window. Il this type of ability

1% affected by a card that turns a @ EENE LTS S

ability into an & ATIRMTIU & ability, it L'ﬂi.'t:ljvci}'

cancels the Belore Battle part, I:::.*-l:lh'iug l.-ll]g;

L] N B =

DESTROYED PILE

Whenever a card 15 L|::.il:ru1l.':: el it 15 considered o

beina dﬂ::li'n'g.'ml pﬂt.

DISCARD OR

Discard the card into the discard pi]u of the
{:humi:iml Lo your left or right. T]l.r..':..' IO AT
the card.

FAQ

What happens to « e s s »
abilities if I turn Before Battle abilities
into After Battle abilities?

J"":HJ'IJI.L!”.:I.- & Rivsun b annm aiivie 4 abiities resolve
twice, once in the # EEERTTE & fying
window: and once in the # U‘Il'! _I-!.ITEI. L]

tming window. However, since it 1s no longer a
4 WiV 4 WTINAATTD & abality, it no Juu:.;r.: ga.ius the
benefit of being able to resolve multiple umes
per tur. In effect. it becomes an # AFTERBTTL &

ability that can resolve {only) once.

> + ot

If a card is discarded from my deck and I
immediately draw it, do I trigger effects
for it having been discarded?

\I:'It:.'-n. l]l.‘{'i.'lllﬁl‘ il Wias j'l.l.'-nt lJi!‘iL’di'lJ.l‘.'lJ. r]I.L‘II Lll'il'l-". Il

e

How do [tems with Skill requirements
work?

Some Ttems, such ag Plate Armor, have a Skill

requiremnent o wield, counting agamst the
Hero's avalable Skill for wielding Weapons, Like

1|-'1|-'1L"HIHI‘I L% ]I ILI‘.']H.!‘i 'ﬁ'i[]l EI\.I“. [ =) |_I:II-]'-I:II:ZI|:'] IEs are
not wielded. vou cannot use their text or values,

Ehlmgil. they sull produce gold.

—

How do I battle a face down Monster
(e.g., in the Twilight Portal Dungeon
Room)? What if it is a face down
Guardian Key?

If a Champion battles a face down Monster,
||i|r il face ja before the batte. J't':inh'ill:.:" all of
the Monster’s text and L'uul]lmjug, the battle as
normal. If the Champion hinds a Guardian Key
nstead, set the Key aside and replace it with
the top card of the Monster deck unul a
Monster 1s found. batthng it as normal.
Shufile the revealed Key back into the
Monster deck at the end of the rn.




If a Swarm Monster has variable outcomes

from its Health roll, such as Wire Eater,
and 1 of those options rolls the die again,
do I just roll the Health boost a second
time, or do [ also resolve the variable
outcome a second time as well?

You both roll the die and resolve all effects

another time,

o

If I need to discard cards but do not have
enough cards in my deck, what do I do?
What if I have Liss (level 2) and my deck
is empty?

Anytime vou need o discard cards from vour
deck but vour deck 1s empty, set aside any cards
discarded to the effect thus far (as they wait

for the effect to resolve), and then shuffle your
discard pile to form a new deck and continue

the discarding effect. If your deck 1s empty when
using Lis (level 2), “shuffle” the card into your 0
card deck (now 1 card), and then continue Les’s

elfect,

—

What gualifies as gaining a card for
Shenaris?

Any effect that .'-«ilu:L'iﬁL'uH‘_.-' Says you ""guiu" i
carcl, ineluding leveling up and buying cards,
will trigger Shenaris, Treasire Caclies vou gain
also rgger Shenaris, even though they are
-I!IIJHE:Ij-'llEll'!." destroved. Some effects {e.g., from
the Spell Animate Dead) let vou draw cards that

are not yours, but the eflects never say you o™

the card: these effects do not Ll'iﬁ;,:ul' Sheraris.

——

Do vou “gain™ Treasure Caches (e.g., as in
the Luck Stone Side (Juest)?

Yes, they are gained and then immediately

destroved.

For the multi-class Guild Sponsorships,
do Heroes with more than 1 class count?

Yes, a Rogue » Wizard would count as esther

a Rogue or Wizard. llllJI.I:EJ! you do still need 2
Heroes.

—r—

For the Guild Sponsorships which require
2 class keywords, can 1 Hero fill the
requirement for both classes if the Hero
has both required keywords?

No. If a Hero has multiple classes, they may use
either class to fulhll the requirement. but those
Guild Sponsorships requires a minimum of 2
Heroes.

—r—

Thunderstone Power Armor has the
ability “If wielded, gain 0 Wounds from
Monsters.” If a Dungeon Room boosts the
Monster's Wound value, does the armor
still protect you so you gain 0 Wounds?

Yes.

P

Does the level 3 or level 4 Baragiel have to
be wielding the Bows in order to gain the
Magic Attack bonus, or can any Hero be
wielding the Bows?

Any Hero can be wielding the Bows to gain the
Magmie Auack bonus.

L o

If Hamrulir Oakenhorn is wielding a Blunt
Weapaon, does his Weapon also gain the
Rogue and Static keywords?

Mo, f.}HJ}' the Hero Hamruliv Oakenborn guills
the lLEj.'U.'uttlzi.
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Have You CLEARED?
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QUEST 9:

@ CLOCKWORK DESTINY @

HEROES

1 5% Baraquel

15x Caslech
15x Hamrulir Oakenborn
15x Liss
1 5x Shenaris

15x Tilka the Sculptor

ITEMS

8x Crystal Light
8x Plate Armor
8x Thunderstone Elixir
8x Thunderstone Ore

SPELLS

% Anmimate Dead
8x Construct Protector
8x Mend
N¥x Thunderstone Ritual
Sx Transmutation

WEAPONS

Sx Keltarian Bow
8x Thunderstone Hammer
8x Thunderstone Rod

"1, MONSTERS

10X MATERIAL SPIRITS
1x Clockwork Lich
3x Gunpowder Ghost
Jx Spark Spirit
3x Steam Shade

QUEST CARD LIST

10X MYSTICAL KOBOLDS

2x Airie Thief
3% Earthen Guard

2x Fire Figliter
1% Glowrock Priest

2x Water Priest

[1” MONSTERS

o
10X C.C.0.V. GANG
2x Brightonicus Rex
2x Mama Briokk
2x Sticks-1.28
2x Taki
2x Zipper

10X GREMLINS
10x Wire Eater

10X AUTOMATONS
2% Ashmal
2% Fursat
2x Jorawar

2% Palomides

2% Tamashree

10X MECH MENACES
2x Mecha-Dragon
3x Mecha-Rhino

3x Mecha-Roc

2x Mecha-Troll



QUEST CARD LIST [CONTINUED]

GUARDIAN SIDE QUESTS

THAVROH ANVILBANE Ix Build the Anmhalator
1x Build the Carriage
1x Build the Power Armor
1x Luck Stone
1x Trial by Fire
1x What Plan®?

TREASURES

1x Thunderstone Jar

b 'T]'-I.':iliﬁut't E&L‘ht PRESTI(;‘E CLASSES
LEG ENDARIES I1x Thunderstone Savant
1x Thunderstone :‘muihriiutur OTHER
1x Thunderstone Carriage
Ix Thunderstone Power Armor 20x Daggers

20x Thunderstone Protector bx Guardian (undes
25x Paper Dividers

GUILD SPONSORSHIPS et

bx Commandos’ Guld

[i:-.:‘Mii liIllif.iiﬁ:..'f {-.;:liiltl ROOM TILES
bx Paladins® Guild

tix Tomb Raiders’ Guild Magic Mines
Sacred Site
Keltarian Laboratory
Town Square
Dark Forge
Twilight Portal

RIsEN FROM THE MIRE @

Some of the Adventure Card Lists feature cards from
Quest 3: Risen from the Mive and Quest 1: A Mirvor in
the Dark. If you do not own the expansion, replace the
cards with a similar type from another Quest that you

own. For example, Regalen from Risen from the Mire
could be replaced with another Wizard like Liss from

this Quest or Seathian from Quest 1: A Mirror in the
Dark.,




SEVERED BLOODLINES
By Brett Satkowiak

“8he’s tow streng ... She doess™ frorsaesy all
thet power yel .. and that book is the bridme
thet finks all of it together.” ... Yow rause your
sword to strike ... “No, Clam pront! ... Warf!”

It is a cold morning in New Keltar, The
crystals that line the streets dim as the sun
takes over, like a changing of the guard over
the eity. The thin lines of smoke rising from
the rooftops that surround you thicken as the
forges are kindled for the day’s work. Wisps
of vapor in a myriad of colors begin to float
from the windows around the alchemists®
workshops, teasing new discovenes to be
made. All is quiet. but not for long.

It starts as a low rumble, more felt than
heard, beneath vour feet. The rumble ETOWS
in intensity and shutters rattle, Startled
voices soon become screams. You guickly
climb the nearest stair to a rooftop for a
clearer view. Bevond a tottering chimney you
see greal clouds of dust erupting from the
entrances of some of the mines in the hills.
It's the shimmenng pool of water opening
up in the street below, however, that catches
your attention. especially as a figure clambers
out of it

You reach the street level again as the
rumbling begins to subside. Looking now

at the pool in the street close up, it is as
mysterious as it 15 inexplicable, The hgure
who emerged from the pool .. an urquean
in long red robes .. lies gasping for air in the
street, “Are you alnght®” vou ask.

Your voice startles him, and his eyes shoot
open. He stumbles to his feet, body tense and
alert. You grab the ailt of vour blade. ready

to draw, but his expression suddenly changes
from fear to confusion as he stares back at
vou. “You ... you're urqueant™

“Oinly part, but yes.” you answer. “Now I'll
ask the questions, What's vour name? Where
(I:I'd }'ﬂll. COITe III.'['J [I]:.JH

The soaked stranger sull seems confused.
almast shocked. as he grasps for answers
i various ways, “But that’s not ... how
could you ... I ... P'm Elmoran.” he finally
stutters, as if he's trying to remined himself.

“I was in the Stormland, but then ... could it
really be™ He suddenly moves toward you,
grabbing hold of your arm before you can
react, running his fingers along the lines in
vour skin. “Your marks ... I recognize some.
The Misgrea family, but they disappeared
eons bel--" He looks up into your eyes.
“How is this possible?™

“My marks?” you say, somewhat shocked to
hear anyone mention them like this. “Their
history is lost to the old world. Even elder
urqueans never knew them. How do you
know?™

Elmoran steps back from youw, his yellow eyes
taking in the city around him. The peaple
swirl around. mspecting the damage to their
buildings from the Eruption, completely
inoring this conversation. “Your marks were
beginning to be lorgotten even in my day, but
I have been away a long time.” He looks back
at you with an expression of shock and relief,
“Forgive me. I thought I was the last one.”

You chuckle. *There aren’t many pure ones
lefi, but there are easily a hundred urqueans
here in the city. We've been here for as long as
I can remember. In fact., it was the urqueans
who founded this aity... New Keltar”

“New?" Elmoran says: as a small laugh
escapes lus lips. “Keltar was one of our
greatest cities. Some of my people must have
escaped the wars and found their way here”

—a




-:*i-

You shake vour head slowly at him, “That
must have been some |'ri1t'li!l. You've been
on guite a journey, Elmoran. As one of the
Champions of our city, I welcome you to
New Keltar, Let’s iind a I:]u:_'l: lor you o

rest,”

He smiles to himsell a bit. “The more things
change, the more ”]L":-' stay the same ...

{:] Ll l!‘lil M. LL’.iH.I 4] | l..I|

Just then, a blurred shape flashes between
you both, knocking Elmoran to the ground
again. You turn to see the blur slow and take

tie shape ol a haltling weaning bizarre boots

thiat :L';J"J".“r' like a bateery, -L'J-EEII!']‘_r' some kind
th

of enhancement. You draw vour sword to
chase after him, but are cut ofl by the sound
of cracking stone behind yvou. Turning, you
see the large metal creation lumber toward
VL, the face ol a dwarl visible through the

I'lIJJ'!r' :;_'I!ija':-i i the creation's chest.

“They're back!” you shoul. reaclhuing out

a hand to help Elmoran stand back up.
“Thavrol's band of thieves! They're hack in
the city! Can you hgrh™

He groans, -.:-In-'iuusl}- sill dazed by recent
events. “I'll do what I can. Lead on.
Champion!™

SEVERED BLOODLINES

ADVENTURE CARD LIST

HEROES

Tk Frl.-"" ulyekar

w m e I ] ol

Tilka the
Sculptor

Crystal Light

Hamrulir Oakenborn

ITEMS

Plate Armaor

Silverhelm

(Found in Quest 1: & &
A Mivror in the Dark) ="

Tome ol Knowledge 0
(Found in Quest-1:
A Mirror an the Dark)
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SPELLS ROOM TILES

Magic Mines v Sacred Site
Keltarian Laboratory g Town Square

Dark Forge w Twilight Portal

Thavroh Anvilbane’s Lair

Construct Protector Thunderstone
Ritual

WEAPON S

Thunderstone Thunderstone Batile Axe

Hammer Rod (Fond m (uest 3t
Rusen from the Mire)

MONSTERS

Tl o ]

. v e Ancient . rEy
Material Spirits C.C.0.V. Gang .-idv::liljt.ﬁl:'trs 9

{Found in Quest 1: ' . g

A Merror me the Dark)

GUARDIAN
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NEW IISCOVERIES

By Brett Satkowiak

The |ahul'a:|tul':p 15 a sight to hehold. so you
can ouly imagine the ideas running through
Elmoran’s head as vour party tx[_rl:rrr..-:. the
old building, 10°s strange how much this
foreigner has opened yvour eves in such

a short tme to just how remarkable New
Keltar truly is. For all his knowledge ... and
it L'EJ'I.-i.'I:iI:]J.}' seems substantal ... alchermy,
material maobility, erystal enerey, and even
Thunderstone processing are all completely
unheard of to him, despite being the hallmark
of the city since its inception and a product
of his own ancestors.

“Siumply astounding.” Elmoran says soltly as
he examines a shelf full of bottles L'ulilai!Lilig
Various L'HI]lIlHIIH-I'J."i and slixirs. “All of this

comes from the earth?”

“More or less.” says Tilka, one of the L'il:r"ﬁ-
hinest minds, “The Erergy 15 all around us
here, It's in the rocks we mine. It's in the
water that Hows from the springs in the hills.

It's in the plants that grow around us. The

tricky part is pulling it out, but once we do,
there’s no end to what’s possible.”

“It would seem that the magie that created
our world and holds i I.ugEthEt‘. that
foundatonal power concentrated in the
Thunderstones 1Jrl:.'g1:1u.|‘ lies so close to the
surface here that iC's sunply a part afwhat
makes up ... well, everything. Where I come
from, this magic is rare ... and dangerous!
But here, 1t°s sunply a part of everyday hife.”

“Make no mistake, Elmoran.” Baragiel says.
“Itis still guite dangerous.” The bird-man
pulls a dusty clath from a statue in the
corner. As the sheet falls to the ground,

vou see that it is not a statue., but in fact the
i.:uLl:-.' of a troll, held up on a iJEE’EES[iLI. The
creature’s body is covered with various
materials, some wor, others replacing entire
parts. The result is a horrifying amalgam of
flesh and metal, creature and creation.

“This 15 why we need to hind Thavroh

J“l.l I.'l-'j.HJH.[]ﬂ.” Hilﬁ] E.I “‘.'I L"Z.lllitj.[:l HEs, “T|:u: d".“r'H.l j'
has long been one of our greatest smiths,
but his work has crossed a line, seeking to
alter life itsell. He must have a new forge
somewhere, and we have to find it and han
before he ventures too far down this path ™

Suddenly, the troll’s glowing eves open.
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THE FUTURE 1S NOW

E}r Brett Satkowiak

It occurs to you now that you've never been
thus deep into the mines. In fact, as you
marvel at the different lights radiating from
the rough-hewn cracks in the cave walls, you
".“r'lirll.f.l.l'_'tI |I"'|.\" )] lEl[J‘_r' l]ﬂ\'l‘!. r.}lli}" I.Ilt' k[lt]l.lLlEq
who worship every particle that makes up
this place, would be comfortable this far
beneath the surface. and even they have
become sparse in these areas.

“Anyone else feel warm?™ Caslech asks,
tugging at the collar of hus jacket, Wlle the
darkness under the earth was quite cool for
most ol the journey, the temperature has
been increasing steadily of late.

“Aye,” grunts Hamrulir as he stomps along
the tunnel. “And it’s starting to smell like
fire as well. Looks like those rumors about
Thavroh having a forge down here might be
true after all.”

You travel onward, the low ]ight of the
minerals in the walls guiding your way. The
heat continues to increase dramatically,
preparing vou for what comes next. The
e lEl [}F}E]I# |.||:I i.lll.[] Al EROTTmoLs Caveri.
easily bty feet to the ceiling. The ceiling
itself is concealed by smoke and fumes. even
in spite of the immense light being cast from
a dozen forges surrounding you. The floor
15 littered with piles of metal and armor. and
through the heat, you can see a large anvil

in the center of it all. A small ﬁgu:-& EMETEES
from the steam behind it EJI'F}'EHE a wide
strip of glowing hot metal with a long set of
LOEs.

“Thavroh Anvilbane!™ you call out to him.
The sound echoes off the walls of the cave
belore hnding the dwarl’s ears and causing

i

him to look up. He glares at you with one
EVE, and Vou can see the ather has been
damaged, a wide scar stretching across it. He
drops the piece on the anvil and reaches for
his hammer with his left hand. his right arm
t'illijllg i steel L'i].ll_il.lh‘l below the ellow.
There is a fire in his eye that burns hotter
than anything else in the room. *Thavroh,
you need to stop this!™

“You're too late, Champion!™ he roars
back. “I"'m only hnishing what New Keltar
was made to do. All our work, all our
inventions... every new technigue was
trving to tell us that the old world’s time

is up.” He holds up what's left of his arm.
“We're weak! Broken! But we can give birth
to something new, something stronger! Our
Lme 15 over!™

“That goes for you too, then!™ Liss cries out.

Thavroh shakes his head, “It doesn’t matter
what happens to me anymore! I've done my

job. I've created the next generation, And it's

time for them to overtake us all'™

Suddenly. a rainbow of minerals light up
around the edges of the cavern and begin
to move. As they emerge from the smoke
and the steam., you can see that each light
is centered into what looks to be the chest
|11£|t1: ofa walkit:g sel of metal and rock
armaotr. Dozens of constructs I.wgin L imose
toward you, like a surging tide seeking to
overtake yOLL

“Dangerous indeed!™ Elmoran says to you.
“Time to put an end o this. Champion! Oy
this may be the end of life far beyond New
Keltar!"
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