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INTRODUCTION

Ragrng Seas 15 an expansion product for Thunderstone Quest™, Rules for new components start on
JJH.H'L‘ '-1- FriH 5E 'ﬂr’l 10 Al j.il] rlj |.i'.lr "|'I-'il.|:] li FESE LR ll MO TIENLS Calil ."'il'-:.ill L]i.r"l'_'t'l.l}' Lid '.I'll'_' {:;I'L“'_'h'li FiH Ii'i. il I.]':!i';f [.I;

UNPACKING THE BOX

This box should include the following components. IFit does not, please visit our website at
..thul'.u'-i.:muj"t uslomer-4ervice lor sssistance. Please note that this is an Efﬁ.:.:l"du.'-ii.uli Ly Thundersione

Chest and 15 not a stand-alone game,

| Quest 14 Raging Seas; the full contents are teatured m the Questbook (see pages 14-15)

1 Copy of each Monster. Hero, Ally. Item, Spell, and Weapon from Raging Seas.
to be used in Epie Maode

| Raging Seas Rulebook/Questhook
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PRESTIGE (CLASS
BOARDS

Presuge Class boards are dual-sided: One side
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for use in Barricades Mode (cooperative play)
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are covered in the Barvicades Mode expansion’s

Rulebook. When playing competitive games, a
new |1b setup step for the Thunderstone Chiest 3
Rulebook is added to the end of step 11, Starang \
with the first Champion and proceeding m trn
order, each Champion may choose 1 Prestige
Class with which to play. Then Champions select
their Side Quests and/or Guald Sponsorships as

I I]I.i.1].

Prestge Classes are a new board that allows AT e A —
VoL to train in a specialized class, gaining new cannad complete & Vovag
powers as vou gain Ranks, The tramang section cand, you may discand i
(top) of each Prestige Class board explains how
te gain 1 Rank ( "I- i your Prestige Class (1)

or potentially 2 Ranks { | T at once (2). The
Rank numbers (3) are to the right of the Cost,

These Ranks cost L0y g, as Listed on the
Cnee per jurm. complcie |
|

i .
v VAR Al

left-hand side of the board witliun the Rank to
which you are going (4). You must pay the

cost of each Rank Vi g.lilj. If the hsted Cirsl
cannot be paid that tuen for the 1 or 2 Ranks vou ; When vou pain thss Rand
earnecd, the new Rank{s) are not E_'Ii.iillr_'lil. You do J exip the Lecespany Himo
ot start with any Ranks m your Prestige Class, Petron, the Child Pirate and

1 | -u:1 i %TH ¥ LT
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572 :-hippl_'d- When a Rank 1s 5.__'|':Ii.]ll_‘l|.- it will unlock =

new powers for your beneht (5). Sometimes, this - Your Roscues huve = 107

Ay gIve VML 3 11EW ability ready to use that wrn.
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W HEROES

Heroes are an opuonal addition for Thunderstone Quest, giving vou the opportunity to tram your
Heroes even further, making them even maore puwm'ﬁll than ever before.,

Even llluu:glh Heroes are Lu;_,ztmlu]'y cards, Iﬂn:}' function in u}aﬂtll} the same Wav as ather
expertenced Heroes. When vou choose the cards yvou are gomg to play with during setup, place the

Heroes at the bottom of their J't'.‘i|]tt'li.'|.'t' Hero stacks, below the 2 Heroes., '[]Jli}' i’J'“:" with 1
Copry of each Hero. While not i use, store the Heroes in the box with therr j'u.li}u:rli.ﬂ: level

1-3 Heroes.

1|'r1:illu Cal h."'.'-l:! YRl I"It']'l.I"i‘.‘!'r ii (1 i} IIEHIIEH- iil. I.'!.'"i.i.“.'[[]-' lIII'.' SlIe Mrall as ¥kl JI‘.":-'EL ll[]ll:l' I'IEI’H‘E!‘i.

This will usually cost 5 XP (the current Hero's printed level +2),

@ GuARDIANS

The Barricades Mode expansion introduced Guardians, giving the Champions a cooperative

challenge to overcome in order 1o save the Village and claim victory. The Guardian tor the Raveong
Seas Quest 15 included for use when playing the Barricades Mode expansion.

Pirates have long been a nuisance on the Great Sea, but something has changed. A new set of colors
has caught the ocean’s breeze as f.'ﬂpluill. sue has prroven hersell to be tar more ruthless than anything
the waves have seen before. She's hiding a seeret somewhere in her hold, something that gives her an
edge against every HJ!iIJ to cross her broadside, and what bodes well for Captain Sue, bodes il tor all
|Jl'."'d.L"l':-Iu1-'i.:IlE'1 3.1::u|:|lr_' ol the Great Sea,

DIFFICULTY: W W W



JOYAGING

Voyages are a new card type and allow you to
move around the Dungeon instead of using the
normal rules. f:humpiullﬁ are ol rln.*l'l.'ijl.g imito
dark hideouts, but "r'::uturiug on the ]ligh SEa8,
so Laght does not play its normal role, The
Dungeon Rooms in Ragrng Seas have a Light

]'I:l!IJjI:'tI'IIr_'l]l for random .u:ul.ll:-i. bt Yo will

new Hame Port Wilderness nle.
The anatomy of a \-ru:.'uj;;ﬂ cardl 15:

1. Complete

This section requires you 1o have things
lik‘L‘ AT Aronant [JE.HUld CFL L'Efli!j I I'II'_'['”I:."i-
for example. If you have the requirement.
the card is considered complete. Some
Vovage cards give you a bonus if vou are

abile 1o L':rlllph.'u_' themn.

Incomplete

I vou do ot have the I'I:tli.lil'l:tlli.‘lll

listed in the {:Hllllli-f_'ll_' SEChion, yOL st
suffer the penalty listed 1n thas section.
lf'}'lzlll Lave the |'E¢|uil'r:||:!E:||.l listed m the
{luluplt'u: section. the III-L'UIII!IJL'!.L' SECLION

i!!:: i!}'.l IH]'I‘.‘#I.
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Bursting with Sway
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VOYAGE SETUT

Ru;n]u:tn: the ttgular Wilderness tile wath the new
Home Port Wilderness ule.
Shufile the deck of 25 Voyage cards and place it

E::'Ll'.'l'.' IJI P I l.l:H‘.' liJL'.

MOVEMENT

After vou produce Light during step 3 of the
Dungeon Phase, choose how many Vovage cards
vou will draw, to @ maximum of 4, You may

choose to draw ) Voyage cards if vou want to
remaln i the Wilderness at Home Port.

After vou have dreawn all of the Vovage cards

vou wish, tip them face up. You must resolve all
of the "ft.'f}'aj.{'t' cards that you drew to determine
if they are complete or incomplete. You may
resolve Vovage cards in any order; vou are not
required Lo resolve cards in the order they were
drawn, When vou complete a Vovage card. rotate

i.l [.H] dtﬁ;]'t‘t'h a8 [L'I]Li]llll.']'.

Alter vou have resolved all of your voyages., you
may move mio a number of Dungeon Rooms up
Lo the number -:rﬂrru}'ugt carcds that vou drew: 1L
{ll.}i'_'h"'ll..l matter JIH'!".' THLAY ".'-I.J}'llgt"‘_'i !r'l..lli Ei]‘[l]]]lt‘lt'd
or how much Li:;:'JIl vou have. If vou drew 3
Voyage cards for example, you could move

o 3 rooms even il all of vour voyages were
i]l.:.‘ﬁu”:l]t:[:: and VL baadd Lig]il.



END OF DUNGEON
PHASE

When VO end vour Duu:..;:un Phase, VoLl
EisL Frlau:: vour {}h:!m]]'lm] in-the Home Port
Wilderness tile, regardless of what room you're

END OF TURN PHASE

When vou end your turn, place all of your
complete and incomplete ‘l.-"u'f.fage cards in a face

up discard J:ilu mext to the "r"u}-ug_c deck.

SHUFFLE VOYAGES

There 1s 1 Shaffle card n the Voyage deck. When
vou draw the Shaffle card. place it along with all
of the discarded Voyage cards into the Voyage
deck. Shuffle the Voy age deck and continue
drawing cards.

VOYAGING IN
BARRICADES MODE

The Voyage deck works the same in Barricades
Mode as it does in a competitive game. When

i]l i P:!['l_"rl l.‘ﬂL']I i-I"Jlil:i'ﬂillljililll Lll'il'lu'lu"f'll dl “.I J"I'.'."illi"r'ﬁ."i
Vovage cards as normal. However, Champions
in-a Party can combine the number of Voyage
cards they drew for movement, to a maximum
of 4. This works just like how Champions can
combine Light when moving dunng normal
Barricades Mode, Champions in a Party sull
resolve their own Vovage cards individually. Any
bonus or penaley if a Voyage card is complete or
mcomplete only altects the Champion who drew
i

VOYAGE CLARIFICATIONS

Drawn Yoyage cards are placed in your play area
and are not considered to be in your hand.

Bonuses and p:.'tm!lifﬁ for |.'ul]151i1:lr_' aned
incomplete viviages last until the end of the tm,

You may draw up to 4 Voyage cards in the
Dungeon even if you cannot move out of the
Home Port Wilderness tile, due to having a
Boarding Party Monster for example,

You may choose to draw up to 4 Voyage cards
for movement i the Dungeon. Some Monster
and Guardian abilities require you to draw

additional 1'5::'.*:15{_:: carcds. You must draw the
required Vovage cards even if you already drew a

maximum of 4 voyvages lor movement.

When you L'umiriu!.r_' @ voyage, Il remains
complete tor the entire turn, even if you no

longer have its requirement later during the tum.

".iJ Wil h}’i.!g!.' 15 ]] lL'thl'IIZJ'h.'lI‘_'- il ]'-I:ll!'d.i]lﬁ i]lL’HllIEltt!t
tor the entire turn. even if you have its

requirement later during the turn,

NEW STARTER
CARDS

R:.!;;‘fﬂg Seas introduces a new Starter card called
a Sextant, These cards replace the Lasferns
in your starting deck in the normal setup and
Barricades Mode, On turns when vou draw a
Sexctant, it can help you complete Vovage cards
by usmg Laght.




BOARDING PARTIES

As you venture on the high seas, you may
encounter pirate fleets capable of swarming your
ship with assatlants. These Monsters leature the
Boarding Party keyword (1) and a pirate flag icon
(2).

When you defeat a Monster with the Boarding
Party keyword, resolve all Afier Baule abilities,
gain any Wounds, gain rewards, and use

SFH.U..E Hl.]j i] lj'lﬂ."i db [ HIJ. 1".':'\'!-'1:1'4.' I irl?il.l.'dll HI-
destroving the defeated Monster, you must move

1L Lis yiour play area.

While you have a Huallﬂjug' Party 1n your play
area, you may choose to battle it in the Home
Port Wilderness tile during your Dungeon Phase.
When you take a Dungeon Phase in Home Port,
YOLL IHay battle 1 of your Hnmu_ling Parties, the
level [} Monster (1.e., Giant Rat), or the Guardian
if 1t has been revealed.

If you take a Dungeon Phase and have a Boarding
Party in vour play area, you cannot move past

Home Port into other D-.mgmm Rooms.

If you have a Boarding Party i your play area,
YOLL Ly take a ‘h"'ilhlgt Phase as normal bt some
Monsters increase the cost to buy cards and Gear

tokens.

When you defeat 2 Boarding Party m your play
areq, resolve all After Bartle abilities. A ANy
Wounds, gain rewards, and use Spoil abilities as
normal. and then I:].ilr_'e the defeated Monster in
the destroved pile,

Huurdilq_.:l Party Monsters in your 1:]:1}' area are
not considered to be m your hand.
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BOARDING PARTIES IN
BARRICADES MODE

If 2 or more Champions are ina Party and defeat
a Boarding Party in the Dlulj_iu:l.ul_ the |Jll'|1_r':‘:|!i
must choose which Champion i the Furl:r takes
the Monster and IJE}J ces it in ther E:la}' area,

All Champions in a Party may battle a Boarding
Party in | Party member’'s play area if they are in
the Home Port Wilderness ule,



BoarDING ParTIES ExampiE

’[ﬁ:?chi:i:l'i?ii:_nﬂu“ s that have the Boarding Party keyword are not destroyed. |
but nstead moved to your play area. :

-.
Wl LI

¥ v
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While you have a Boarding Party in your
play area, vou may choose o batile the
Monster i the Home Port Wilderness

tile during your Dungeon Phasc.

x Dhring the Dungeon Phase you cannnt
move past Home Port it sther Dungeon
Rooms while a Boarding Party is present in
your play arca.

L You may take a Village Phase as normal but

- some Boarding Parties increase the cost to
by cards and Gear tokens.




LEXICON

BOARDING PARTY

When you defeat a Monster with the Boarding
F:JJ'L}' Iu:'_'.' waord the first Lime, move it Lo YVOLE i:]ﬂ.:;
area. You may battle the EI.JII!'{:I.iII.:'.:j; Party a second
tme when you are in the Home Port Wilderness
nle. You cannot move past Home Port into ather
Dungeon Rooms if you have a Boarding Party
YOLLT |.1]u'_-f' area, When vou deteat a Monster with
the Boarding Party kevword the second time, it is
duﬁlm}'r_'l.] alter t:j.wh'jlu.; the battle.

BORROW

The opposite of lend, borrowing a card allows a
Champion to recewve a card from another source
for 1 turn. If the borrowed card has not been
destroved, return it to the enginal source when
the turn ends. If it was leveled up, return the new
VErS1oL,

LEND

Lending a card allows a Chamgpuon to give a card
to another Champion for | wen, If the lent card
las not been destroved, return it to the original
{'.'|:|.u|q:]uu when the turn ends. It was leveled

llgj.rl.'lll:'u the new version.

STATIC
Cards with the Static kl:}'it'ufi] are nol discarded
when the turn ends. Static cards in play do not

cot agaiu.‘.[ the number of cards you draw
when the turn ends.

FAQ

When playing Barricades Mode, does the
Party’s combined Light increase Steele
(rargkson’s Attack, or is only my Light used
for his ability?

While Light is combined in a Party for the

i |mﬁ::.'-:.1‘.|!' movement, only your Light is used

for the purpose of increasing Steele Garghson’s
Attack.

> *r—e

If you have a Boarding Party Monster in
vour play area, can yvou use an ability that
allows you to place your Champion in a
Dungeon Room even if the ability is not
considered movement?

No. Boarding Party Monsters in your play area
are not in any specific location m the Dungeon;
they're on vour shup! Regardless of where you
might be able to g the H[Jar{.liug Party will sull
e with v, You'll need to defeat or find a Wway
to remaove the Bt‘:’dulitlg Par v before ||LuT-'it:|1.-_-|' raest
the Home Port Wilderness ole.

> + -+

If you use multiple Spyglass in a single
turn, do you add the revealed cards to the
same group of cards next to your deck?
Can the card you draw from the second
Spyglass be one revealed by the first?

Using a second Spyslass will place the revealed
cards in the same “pool™ next to your deck,
umk'lng that pool larger for the turn. However.
the ability specifies that the card drawn by the
Sprvgless’s ability comes from the cards revealed
by that card. S0 vou must draw a card Irom the
second bateh for the second .'ﬂ';__ygf:.t.m. but the
remalning cards enter the same pool of cards as
the first.



Do cards that get revealed using a Spyelass
still trigger their effects?

The “pool”™ of cards revealed from your deck

are not considered to be in vour hand or in play.
Cards in the pool are considered o be in your
deck. so effects like “when revealed” and “when
discarded” and the Static kevword do not apply.
For example, if the Sfyglass reveals a Stowamway.
vou do not discard all of vour . IFan abilny
draws or discards a card from the pool, it tnggers
any effects as normal. Ifan ability requares you to
shuffle your deck, any cards in the pool must be

."iJIIIj:HEf.I ][]lﬂ o L|.I'.'L'|'i.. k] 'l.'l.-'i:“..
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When I play Adaltrude Stickyfingers, can
I choose another Champion that does not
have any Wounds to heal?
Yes.

- -

What happens if | have Adaltrude
Stickyfingers and the Champion I chose
does not have any cards with Gold
Production to Lend?

Choose another f.'|l:u:u|ﬁu:||. to Lend vowa

card. I'no other f]]lamlriml& have a card with
Gold Production to Lend you, look at another
Champion’s hand and they must Lend you |
card of your choice.

- e -

What happens if | have Adaltrude
Stickyfingers during the last turn of the
game and the other Champions do not
have any cards with Gold Production to
lend?

For the sake of fairness. all other I.'ll:..'::rl;:juus
should deaw a hand based on their current HP so
liu."}' liave a card to lend VoL

How do you determine a random Hero
stack for Castaway Island?

Players should agree which method of
randomization to use at the start of the Earne.

When playing normal Thunderstone Cluuest.

piace the 4 Hero Randomizers for that game
next 1o the Dungeon Room. Whenever vou need
b dererming a random Hero stack. sluffle the
Randomizers face down and have another |r]'..1}'+_'l'

‘I.JI'.lJ.'I.'l." 1 at ['.d.ll-lll][ll-

You can also determme a Hero stack by rolling a
die instead of using Randomizers. Roll a die unnl
vou get a value of | to 4 {reroll 5 and 6 values).
Starting with the leftmost stack for a 1 value,
contiue countng to the right. ending with the
rightmost stack for a 4 value.

——

After rolling a die, can vou use Nimiane's
ability to decrease a 1 value to 0 or
increase a 6 value into 77
:"\-u.

> —<e

After you discard a Weapon and use
Nimiane's ability to immediately draw the
Weapon, can any Hero wield it if possible
or can it only be wielded by Nimiane?

Any of your Heroes can wield the 1|-;'||-rE'.|1|HI-I:J if they
have enough Skill.

- e -

Are the Hungry Croc and Stowaway
considered Curses?

No. Curses are a specific card type that is only
used when batthing certain Guardians. A card
with the Cursed kevword just indicates that it
may activate potential harm to its owner,



HOW MANY LEVELS
HAVE YOU CLEARED?
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CAPTAIN SUSAN
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HEROES

1 5x Adaltrude Stickyvhingers
15x Gurgelion
15x Josephine Morgan
15x% Nimiane

15x Steele Gargkson
1 5x Taegen “The Fox” Glynhr

ITEMS/ALLIES

Bx Stowaway
Sx Bottle of Rum
8x Hidden Stash

8x Ship in a Bottle
8x Spvglass

SPELLS

8x Swab the Deck
8x The Black Spot
8x Whirlpool

WEAPONS

Bx Cutlass
Ry Er.pél::
5x Mast Mangler
Sx Trident

1. MONSTERS

10X BRIGANDS
2x Bloody Pirate
2% Buccaneer
2% Cutthroat
2x Dark Ovder Ininiate
2% Freebooter

QUEST 14:
\ RaGiNnGg SEaS e

\;
QUEST CARD LIST A

@y

10X HOUSE OF KLUBBA
1x Klubba Frindal
2% Klubba Herun
3x Klubba Rutha
Ix Klubba Skarvif
3x Klubba Skuldr

10X MURDEROUS MERMAIDS
2% Algarum
2x Anguillae
2x Austusor
2x Corallapus
2x Halipleumon

10X QUEEN’S CREW
2% Bosun
1x Cook
2% Gunner
| x Quartermaster
4% Seaman

III' MONSTERS

10X GHOST SHIT
10x Spectral Sailor

10X SEA CREATURES
2x Alien Leviathan
2% Coral Golem
2x Giant Crab
2% Kraken
2x Sharktopus



GUARDIAN DUNGEON ROOMS

CAPTAIN SUSAN FERRING Elubba Island

Pirate’s Cove
Castaway Island

LEGENDARIES Shipwreck Island
Clhost Ship
Ix Hungry Croc The Creat Reef

1x New Leather Boots
1% Petros, the Child Pirate

VOYAGES

Ix A Hearty Crew

TREASURES

1x Albatross Ix A Pricey Venture
Ix Magic Compass Ix All Hands!
Ix Rumble Ix Blessed Hull

| x Bursting with Swag

SIDE QUESTS Ix Captain on Deck!

1x Charged and Ready

1{"'- Bad Influence 1% Chart a Course
1x Find the Lost Island 1% Fill for the Coffer

1x Tastes Like Chicken 1x Findin® Yer Sea Legs

Ix Fire in the Hole!
STARTER CARDS 1% From the Four Corners
1x Hornswogglers

Ix Intimidation

12x Sextant

1% Just Setting Off
e
6x Guardian Guides 1x Old Salt
26x Paper Dividers Ix On Yer Way
26x Plastic Dividers 1x Put the Wind behind Ye!
24x Randomizers Ix Rough Waters
1x Wilderness tle 1x Swashbuckler

Ix Takin’ on Passengers

PRESTIGE CLASS 1x Well-Supplied

i 1x Wooden _-'-"Lppf:udagc
lx Corsair e



@erTv' Unper Way
By Brett Satkowiak

The cool, salty breeze pushes strong over the
docks as vou descend the street from the town
center. You shield vour eyes from the gleam

of the rising sun over the gentle waves in the
cove. The ambient sound of the scufiling and
shuffling of cargo, of creaking boards as the
ships bob against their moorings, and even of
the sometimes colorful calling of the sailors back
and forth has an almost soothing effect on you as
the higll. slopes Lo vour sides force VOUr gage out
upon the deep blue of the Great Sea. You make a
mental note to take more opportunities to escort
a simple delegation from the Keep when the
destination is a place like thas.

As Yo pul your first boot on the boards of the
dock, you hear a gruff female voice call out,
“Well, if it ain't one of the high Champions of
Thunderstone Keep, descendin’ to mingle with
us lowly seadogs” You turn to see a tall, dark-
skinned woman toss a pack up the gangway of a
tall ship. “Can’t recall the last time I seen those
colors down here in Rinsolet. Can you, “Trude?"’

“Nope." a dark-clad lalfling woman piped up,
reaching out to snatch a pouch from the belt of
a passing dockhand. shake it next to her ear, and
grimace before casting it away on the dock, all
without missing a beat in the conversation. “It’s
kind of cute to see how important they sull think
they are.”

“Excuse me.” vou retort, u.':ali-:jng closer down the
dock. “T don’t recall our meeting, despite the fact
that you seem to know quite a bit about me.”

“Ohy, no.” the tall woman continues, in a tone
of ﬁE'tgntd deference. “We've never met, and in
that, I know all I'll ever need to know about vou
and vours.” She steps up close. a bit too close
for your comfort actually. “The name’s Morgan.
My family’s blood’s been a part of Rinsolet for
over four generations. We were all told the stories
ol Thunderstone Keep’s Champions growing
up. how they protected all these lands. And yet,
even after calling for aid during the reign of
the black pirate Clayden, no Champion

!-ittE]-Ill‘."-lJ. fool on owr :ihipﬁ."

“Let it go, Josephine.” the haltling woman piped
up again, grabbing her hand to try and pull the
woman back. “Cap'n isn't going to be happy if
he’s gotta pry you outta rons agaim.”

She yanks her hand away, still staring straight at
youl, a visage of fury building behind her eyes.
“I"m not about to waste anything on these would-
be heroes. But my parents are at the bottom of
the ocean because your ilk couldn’t be bothered
with dealings on the Great Sea, and you'd be
wise to keep in mind that most families here
have similar stories. We've little kindness left for
Champions. We've learned to take eare of our
own here, So the sooner you leave the sea to us
and head back to your little fortress, the better.”

She trns away so fast her braids nearly catch
you across the cheek. You take a breath to gather
your thoughts, clearly not expecting to find
enemies alreacdy on your hirst visit to the coast.
The number of Thunderstone's Champions has
dwindled more and more since their founding
so-long ago, but this is the first you've heard of
such a failure to protect your lands. and seas
apparently.

Before you can respond, though, a deckhand
runs past vou out toward the sea in a great hurry.
It catches the attention of the two women as
well, as all three of vou Tollew his movement to a
gathering at the end of the dock. There’s a brief
shared glance between you again as you all move
ter see what's behind the commaotion.

You reach the scene, making your way through
the crowd just in time to see workers hshing a
body oft a prece of flotsam that had floated mto
port. The body belongs to an orcish male with
pale skin. His clothing is singed and torn in
several places, and a large gash 1s visible across
his abdomen. Josephine shoves a few others out
of her way o get closer. leaning down 1o place
her hand over the wound.




You see her drop her head in a moment of silent
prayer as the wound begins o close. She's
apparently a port clerie, working to protect the

sealarers of these ships.

As the wound closes. the man shoots u|:|l:ighr.
i a rage. ﬂiﬂ“ng a'lgait:lﬂt the many hands that
surround him. He manages to snatch a knife out
of the belt of one of the docklands, as he gets to
his feel, :iw]uj_{,'lng it wildly back and forth agalnst
the crowd. As the others take a step back. you
step forward, hands raised to show you mean no

I']-ﬂl'[ﬂ.

“Easy sailor,” vou speak in a calm, but stern tone.

“MNobody here's trving Lo hurt vou, Do you know

where you are?”

At the ;:l‘u:npt. he shakes his head in confusion
for a moment before glancmg around at the wown

and halls that rise above the cove, *Rinsolet®” he

1.'11:!.:-. out between trantic breaths.
“That's right. Do vou know how you got here?”

He shakes his head more, the knife hand
lelrg:i[]g .'iJ'lgjtl.I].' as he str ngg‘lr_'ai Lo think. He
wakes up a it as he growls, “We were boarded.
Captain took a cannon blast to the chest, We
Eirughtlikr hell, but ... last I knew [ was in the
water,”

“Who was it. Steele? the small voice of the
Jm!iling chimed, “Was 1t her?™

Apparently surprised to hear his own name, the
orc turned to stare at her for a moment. His mind
kept spinning as he searched for the words again.
As the recollection came to him more and more.
you could see his expression shift from confusion
tor what could ml.ij' be described as tear. He
nodded. “Ferring ... it was her, alright.”

The crowd begins to spread the word from ear

to ear. “Captain Sue u:._.[_uiil!" vor Mercy, that’s the
third ina month.” ... *Won't be any sea left if this

lu:::pﬁ- ul;}." U Somenie's folla o m:mell:[ng!"

Suddenly, Josephine grabs the sailor’s arm and
bicls him to follow her. *We're going after her,
friend. Come with us.” He nods resolutely as the
three of them turn back down the dock toward

Jll:!'.‘illjll-

*Hold up!” you vell. They all turn to listen,
various looks on their faces from confusion to
derision. “You wanted a Champion’s help before.
I'm sorry it took so long, but I'm here now, and
like it or not. Fm L'|J||:1t!:.; with Yol Let's I..II::II::I"._L
this Captain Sue to justice.”

Hope you know what you're getting yoursell into,
Champion, This will be unlike any adventure
you've taken so far,
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Barnacie CRUSHERS
By Brett Satkowiak

You feel the breath driven from your lungs as
vou hit the water hard. It feels like an eternity
as you fight the urge to fill them again and you
strive frantically to force vour body back to

the surface. But the burning inside is relieved
as you breach the waves and finally inhale

ance more. You look up llh!'uugh the violent
splashing to see the two great ships at war. Balls
of fire and blasts uflighlning ring forth from
each side, with Hashes of light echoing back off
the mystical shields as they bounce off. The
few shots that make it through the other ship's
defenses send scorched splinters of wood

arvd tatters of canvas raineng down on VL

The bodies of both crews bob Sill’:t]ﬂ:ﬁ' in the
crimson stained waters as the ships break off to
turn for another pass.

You hear the eries of trivmph and intimidation
it the distance. each ship preparing for the
next wave of violence, but before too long,

the lapping of the waves and the cries of

the wounded are all vou can hear. You hoist
voursell up onto a section of lumber that passes
by to fully catch that precious breath.

After a few minutes, you hear a call nearby and
lnok to see one of the deckhands from Captain
Glynfir's ship struggling to stay afloat. You
call to her, working as best you can to maove
the plattorm over to help her. But before vou
can reach her, a telltale hn parts the surface
between you and her, and a look of terror
crosses her face before she is pulled down
below the waves.

You pound your fist on your makeshift raft in
irustration, but there 1sn't long to mourn before
you feel something wrap around one uF}fuur
fect. You turn to see a tentacle hirmly gripping
vour ankle and beginning to pull vou back
toward the deep as another beging to creep
over the edge ol vour raft. You work o wrestle
it free, but to no avail, In desperation. you

draw the knife at your belt anl |:||u[:|5_.f,|: it dtr_‘p

into the fleshy appendage with such force that
you pin it to the board underneath you. The
other tentacle recoils from vour ankle. allowing
you to pull it back onto the wood. But with
nowhere for you to go, more tentacles begin to
emerge from the water I'rauti::a]l:.— |':l.LI]ing at the
makeshaft raft. With each pull, vou feel yourself
rising up into the air, as the other end is tilted
down nto the sea. You struggle to stay away
from the writhing mass of tentacles at the other
end of your ralt, but feel j.'uua'ﬁelf ."'J.idi.itg‘ toward
it and the great mouth of barbed teeth of the
creature they belong to.

You ready vourself to fight back just as a rope
drops around you from above, ]mi.'-_'.tillg you
into the air, leaving the angry creature behimnd.
Relieved to be headed back to the ﬁ-llip OnCe
mOre, you are surprised when sailors :!rag_ VoLl
onto the deck only to thrust a blade in your
direction.

“Yer not one o’ mine,” a grizzled voice speaks
as you feel a heavy boot press onto vour chest,
driving you to the deck. *Ye don’t belong to
the Fox either. do ve” You look up Lo see a
woman, strong and Herce, with skin and hair
weathered by vears at sea looking down at
your, sword drawn and pressed to your throat.
“What's yer name, sailor®”

“I'm a Champion of Thundersione Keep,” you
sputter. “I take 1t you're Captain Ferring,”

She smiles at the recognition, raising her other
hand to pull off her hat in a flourish, and gives
a slight bow, Japtain Sue Ferring, that is,
master o every corner o' the Great Sea and the
hnest ship to ever ride her tides™ She returns
the hat to her head as she pulls back her blade.
“We might have need 0" a Chum}:[:m here soon
enough. but vou'll lave excuse me diverted
attention at the moment.” She snarls at the men
that surround you. “Bind this bilge-sucking
do-gooder to the mast!™




“And make rr_':u.i]r' to broadside on that chase!
I*H see those BCUIVY r.lugs in the :luj:lim ‘Tore
cinner!” She gring mischievously as she utters
her last command. “And drag our Fieest from
my guarters. The turball’s got work to do.”

Strong arms lift you to your feet and begin to
wrap a set of thick ropes around your hands,
the other end restraining vou no more than

a foot from the mast. You .'-i[J's.L:g,;_;_]r_' Loy LLirn
around o watch as another pair of deckhands
emerge from the cabin with a strange creature,
bound head-to-toe in ropes and chains. He
looks almost dwarven with all the hair, but
there's :-in:u:lln::r.h'l;ltj__fr about hum that Suggests i's
not guite as simple as that. He wears a forlorn
expression, a pitiable image if ever you saw
e,

The captain strides close to him, reaching

i her pocket to brning forth a simple cob

I:ip-l:. The small man wrestles a bit EIHEIi.]I.:'*il I
hiudillgs at the sight ofit, but it un!}' seems Lo
make them nghter. “Rumble. 1y ]m:;:‘ she says.
“I'll take another wish il yer amenable. And if
ver not ... well, Ill take it anyways.” She places
her other hand on the creature’s bound head,

and mstantly a mystical gluh‘ erupis from the
]:n:]-ijll of contact, You watch as the ,.Lluw washes
over her until it reaches the pipe. She breathes
in deep. steadying herself under the power that
now courses through her, betore stnding up to
the command deck, a trail of magic following

!'H.‘I'.

You turn to see the lamiliar glimmermyg sails

of the Silver Crow approaching from the port
side, and one thought runs through your mind:
the ¥ have no 1dea what l|!]l'_"_|-'l.l‘l'_' Fi':'li]i.!lﬂ ko,
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Tae WinDs ARE SHIFTIN'

B}' Brett Satkowiak

You duck once again as a magic blast zings above
vour head. The battle is decidedly one-sided as
Ferring unleashes powerful bolts at the Silver
Crow over and over again, many oo quiuk tor
Josephine and the others to put up any kind

ol shield. The ship’s dead in the water alreacly,
the main mast broken in half and most of the
remaining sails shredded to tatters. But they
haven’t been able to hoard and bring down
what's left fjf'f]i.lpl'.ﬂill Tm:gtll’ﬁi CPEW.

You strive against the rope that binds you to the
mast, but the knots won't budge. Suddenly. a
powertul blast comes down at Ferring from a high
angle, but her reflexes are sharp enough that she
sidesteps it just in time as it careens past her 1o
slam into the mast right next to you, She cackles
dtﬂat:lﬂ}' in retort, and vou lollow her gaze up to
a section of the rigging to find Steele Gargkson
_:-ItElt:I-IJi:ILg there. Strangely, hie 18t looking at the
captin at all, but rather right at vou. It's then that
you realize s fiery dart wasn’t aimed at her at
all, but the mast that your ropes are attached to.
Sure enough, it's umtmgud to burn enough of it
away that vou are able to tear the rest, freeing the
rope that binds your hands.

You pull away, only to stumble slightly on the
body of a fallen pirate. You look to see iff anyone
has noticed you vet, and seeing that they haven't,
vou reach down to search his body until yvou find
a small blade, which you use to eut the remaining
bindings. Fjllﬂ]l:g.' free, vou look to Captam Sue.
She s turned away from you, as are the rest of
the pirates, watching what should be the final
moments of the Crow and her crew. She stands
1n Lt'ilul::l]‘]]l_.L sword 1 one Emnrl._ the corn-cob
pipe in the other, stll radiating with the magical
energy that has engulfed the captain. There are

any number of plans. each running through your
mingl 1 an instant until YL shake }ﬂmrsell'!'n::
with a single thought: every second you stand
here is another second until you're found out and
you lose whatever advantage you have,

Without another moment’s hesitation, you flip
the blade up in your hand, pull back, and let it
tly. It whizzes through the air to slice across the
top of the captain’s hand, causing her to recoil
with a gasp, letting go of the pipe and sending
it cascading over the rail and into the sea. She
spins on vou with @ look of fury, confusion, and
desperation, The magical energy fades almost
immediately, and she turns 1o her prisoner in
terror, You look as well. to see his eyes fix with
yours, a grateful smile on his face. He nods his
head ﬁlighl‘]}'., and vou feel vour hand wield a new
blade, seemingly out of nowhere.

“No!™ Captain Sue yells. She throws hersell at
the little man. but before she can reach him, he
nods at you again before disappearing, I:-uvi.ug
all his many bindings to collapse on the deck
in a heap. The captain screams in rage. picking
up one of the chains lefi behind and hurling it
at you. You easily step aside. blade ready for
whatever comes next. “Ye've no idea what ye

just cost me, Champion! Ul see ver innards hang

from iy riggiug for that!™

Your head turns on a swivel, glancing around

at the myriad of sailors with weapons raised
beginning to surround you. It looks like this is it
for you, Champion. But at least Ferring won't be
able to use that creature for hersell anvmore.

As you brace for the final attack, a series of calls
ring out from the other ship. as several feet set
down on the rail behind the crew. Ameng them,
vou meet eyes with Josephine brietly, to exchange
a knowing glance. Whatever happened in the
past is gone. This may very well be the final
moments for the Silver Crow and her crew, but
come what may, that now includes you.

Avast ve, Champion! *Tis but a moment for the
fate of the Great Sea! Strike fast and strike troe!
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