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INTRODUCTION

Rifspies en Tome 15 an expansion product for Thunderstone (Jueest™. Rules for new components start on
page 4. Those who are familiar with these components can skip direetly wo the Questbook on page 6.

UUNPACKING THE BOX

TII'F: IJ[}."'l:. SII.‘I.':IIIJ-I.l i.l‘lL'l".l['.L" l!l.t h PH1 :l'l-'l.'.I]l:d' LN FH:IIIL‘I'IL'L ”.JI dlili.‘:'i nal, E‘lit‘Elﬁl: ".']ﬁi.l:. AMLLE H\'t‘h‘ﬁ:l{f al
hitps://alderac.com/customer-service for assistance. Please note that this is an expansion to
Thunderstone Quest and is not a stand-alone game.

S | ':.-_,_).EIE.'E{ h H:r-fjlf.lfr.'. it Tewie, the full contents of which are featured in the (,ltlr::il]muk (see pages 7-8)

+ 1 copy of each Monster, Hero. Item, Spell, and Weapon from Ripfles in Tome, to be used in

Epic Mode

+ 1 Ripples en Teme Rulebook/Questbook
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PRESTIGE CLASS
BOARDS

Presuge Class boards are dual-sided: One side
for use in Barricades Mode {cooperative play)
and one side wlich may be used (optionally) i
competitive games. Rules for Barricades Mode
are covered in the Barricades Mode expansion’s
Rulebook. When playing competitive games. a
new | 1b setup step tor the Thunderstone (uest
Rulebook 1s added to the end of step 11, Starting
with the first Champion and proceeding i turn
order, each Champion may choose 1 Prestige
Class with which to play. Then Champions select
their Side Cluests and for Guld Sponsorships as

Illill]IIH.I..

Prestige Classes are a new board that allows
vou o train in a specialized class, gaining new
powers as vou gaimn Ranks. The training section
(top) of each Prestige Class board explains how
to gain | Rank ( ‘} i yvour Prestige Class (1)
or potentially 2 Ranks | Jat once (2). The
Rank numbers {(3) are to the nght of the Ccost.
These Ranks cost to gain, as listed on the
left-hand sicde of the board within the Rank to
which you are going (4}, You must pay the
cost of each Rank you gain. If the listed cost
cannol be paid that turn for the 1 or 2 Ranks vou
earned. the new Rank(s) are not gained. You do
nol start with any Ranks vour Prestige Class,
and Ranks must be gained in order; they cannol
be skipped. When a Rank i gamned, w will unlock
new powers for your benefit (5). Some abilities
start with an walicized descriptive word, such as
Necromaney (6). This descriptive word will be
referenced at other Ranks, increasing 11s power
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W HEROES

Heroes are an LJFJ-Li.n:Jtmt addition for Thusderstone Q.Hr'.t.". FIVINE YOu the -;}ppn:lrtmlit} to train your

Heroes even further. making them even more |':{.|'|.Jr'l'_'[i.“l than ever hefore:

Even ﬂm:lgh Heroes are I..r_'gtm]at Y cards, lhtjr function i :.'f't'."dL‘l]!-‘ the same Wy as other
experienced Heroes. When yvou choose the cards vou are gomng to play with during setup, place the

Heroes at the bottom of their respective Hero stacks, below the 2 Heroes. “‘ul:r pfujr' with 1
Copay ol each Hero, While not in use, store the Heroes in the box with their re 5pr_'|_'lj1r':.' level

1-3 Heroes.

I'!IZ.-l..ll.J Ll Jﬁ"r’tl Yo I'II‘.'I." s i.r]l'.“ I‘II‘.'H'H:E j[] L'.‘i.'.l'..'l'..lfn' [ht Halne '-.".'ﬂjl' i Yol h:'l."l‘.'i l!lill.'l' l'[l:]'l.ll:h--

Tluis will II.‘iHult:l.' cost b NP {l]u: current Hero's |J|'i||lt il level +ﬂ}-

W GUARDIANS

TJ e El"l'."l"l'.i i I'.I!-l'.'.‘l J‘I‘.h'f!-l" L8 BH L"i-i.li M1 [Ill!“[ [Il[.'-l:l.i (: lJ':lI"I.'.i!i:III]H.L jl.j'l'i.! lE_'I Il:]-L' { H!U[Ill]illll?p al CEMYHE ill.i".'l.‘.
L'JIilH'E]I.:H;E L OYVERCOINE i[:l 1!]'1.]1‘.‘1" L0 save l.hf \Iu'rj]liﬂjil.‘ H|Id ‘L'jEliII:I ".'iL'l[H'F. T':JL‘ {-Jl-i[i.lfljl.i]!l ':I.H' dit‘ Rl'.lll.l'pl!ll".'i
in Tomee Quest is included for use when plaving the Barricades Mode expansion.
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DEATH SENTINEL

Leader of the Dnumhnig‘h[m the Death Sentinel learns vour skill and how to counter it [t sirnkes you
hard and never relents. It 1s an jtlltHip‘tllL_ ruthless h]ll]ng machine, never bi.-l.:l|]|]i.ll.;.__'| until its enemies
are terminatecd.

DIFFICULTY: W W






HEROES

15x Aird
15x Arcanian
15x Dunardic
15x Regian
15x Terakian
1 5% Vens

ITEMS

Sx Amulet of Power

Bx Lightstone Gem

Sx Nature's Amulet
sx Ring of Spell Storing

SPELLS

#x Creepmg Death
%x Frost Bolt
8x Mind Control

Bx Summon Storm

WEAPONS

8x Cursed Mace

8x King's Sword
8x Longspear
sx Magi Staff

10X DOOMKNIGHTS
2% Doom General
2% Doom Necromancer
2% Doom Saorcerer
2% Doom Tormentor
2% Doom Warrior

QUEST 5:

RIPPLES IN TIME

QUEST CARD LIST

10X GNOLL RAIDERS
2% Cur Cur
2x Gnoll Alpha
2% Gnoll Hunter
2% Gnoll Marauder

2x Gnoll Scavenger

'1I) MONSTERS

10X MINIONS OF CHAOS
2x Hell Hound
2x Lightning Demon
2x Pain Demon
2% Succubus
2% Unholy Demon

10X TORMENTS
2% Fire Torment
2x Lightning Torment
2% Smoke Torment
2% Thunder Torment
2x Water Torment

Il MONSTERS

10X ANCIENT PROTECTORS
2% Bronze Golem
2x Eh}' Colem
2% Colossus
2x Iron Golem
2x Stone Golem

10X ANCIENT WYRMS
2x Ebon Fume
2x Mythlurian
2x Skaladak
2x Smokeplume
2x Uyril Unending



QUEST CARD LIST [CONTINUED]

GUARDIAN
DEATH SENTINEL

TREASURES

Ix Axe of the Giants
1x Lightbringer

PRESTIGE CLASS

1x Necromancer

OTHER

Ox Guardian Gudes
24x Paper Dividers

24x Plastic Dividers
24x Randomizers

DUNGEON ROOMS

(zate Cavern

Dangerous Passageway
Fire Chasm




AFTERMATH
By Brett Satkowiak

You gasp for air as the sentient water swirls
around you, pulling vou beneath its surface
once again. As with the other temples,
Miricelle has gained enongh power to turn its
demzens against you, and the entire party 15
fighting for their lives througls all manner of
watery creatures, trymg to reach her.

A blast of magical energy ruptures the
creature, causing vou to pour out onto the
hard floor. You turn to see Elmoran with his
hand rased. your apparent rescuer, You turn
again to see Grimwolf and Miricelle locked
in combat. Grimwoll lias proven to have
unnatural strength tme and again on ths
{JLesL but he appears Lo be uulmqu:]::t[ |}}'
the former maiden as she backs him into a
COTEr

However, it seems to be enough to distract
her, a% you notice Moonblades, as silent as
she is blind, approach from hehind. Her

but somehow she 1sn't [ast enough. Mircelle
turns in time to defend herself, raising her
arms and swinging the Scionic Annals
around to dellect the attack. The force of the
blow knocks the book out of her control, and
1t sk.iim across the water on the floor to rest a
few vards m front of where vou are catching
your breath. Elmoran defeats another eneny,
turning his attention to Miricelle as well.

“She’s too strong.” the thought reverberates
1 your liead. “It's too much prower. Well
never defeat her now.” But that's when the
realization strikes vouw. “She doesn’t possess
all that power yet: it's still linked to our world
L. and that book is the hr:idg& that connects
her, the Stormland. all of it together”

You HU'U%E: iy gel 1o vour feel and t‘r_'ghitl

your sword, and then trudge through
the water to where the open book babs

innocently, ignorant of the battle going on

ith

blades begin to glow as she prepares 1o strike,

at the other side of the room. You raise Your
sword Lo stirke.

Mo, {'.'l:r..llzll.i:il:lu!" Elmoran cres. “Wait'™”

But the plea comes too late as you drive your
blade down. slicing the book in two along the
spine. The burning flash of light is the last
thing yvou see before everyvthing goes dark.

—8 ¢ $—pn

Back in the waorld of the K:Ep._ the entire
Material Plane is shocked 11:.* the influx of

energies old and new. Powerful storns arise
across land and sea in a moment, Volcanoes
and gevsers erupt without warning, spewing
intense fire and heat into their surroundings.
Earthquakes shake the land everywhere,
causing enormous fissures and canvons to
appear as the very land is unable to contain
the backlash and the power that Mincelle
tried to steal from it surges back unchecked.

I timie. the world settles back into IJ-uliHu.'r_'f
but it s forever changed as magic from the
forces that birthed it infuse every part with
new life and ENergy. Time will tell what
adventures await in this brave new world ...

8 + g

... bt the effects are felt ina very ol waorld

ag well,

T s e Veris turns o the others. *We
must make for the Gate to ensure he does not
return.”

“Again?™ Regian replies, looking old and
Weary, ¥ The leh there 15 fi‘ﬂught with
ulzuuge:; Butsobeit ... ugnin."‘

ey | up Lo us to clean up the mess; then?”
Dunardic sneers as he kicks off the wall he
was leaning on.

[
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“Mind yvour tongue,” Terakian shoots back.
“You've no idea the evils we've faced already
to rid the world of Doom, The Eruption has
put our work in jeopardy. which is why we
must venture to the Gate once more. But
vou're free to return to your :.;uur:ig:-r:s.l it

':.'Ul | : I'I ijl'l:i-lf l'.“

Dunardic raises his hands in guiet surrender

belore turning to secure lus pack.

Arcanian Lifts her hand belore her, opening it

to see the ENErgY swirl above her open palm.

“The Ej'up-liut] lias released all manner
ol new magicks. | can only imagine what
marvels await us below”

“Nothing good, I assure you,” Aird says.
“Mark I:II.:-' wards, though. If a quest o
rid ourselves of Doom forever 15 the most
difficult lllilng we face in the wake of thas
Eruj:tiuu. Id say we've gollen off lucky”

@) AFTERMATH PART i

¥ ADVENTURE CARD LIST

HEROES

Arcanian

Lightstone Nature's
(zem Amulet

Dunardic

WEAPONS

Cursed Longspear
Mace

Magi Stalfl




ROOM TILES

(Found m Chiest |- o
.h'r - ! A Mervor in e Davk) *ﬂ‘
Cate Cavern v Mine G

= L g Dangerous

sg-‘ SEFpL Passageway

Fire Chasm w Vault G

Creeping Frost Mind Death Sentinel’s Lair

Death Baolt Control

MONSTERS

")

Doomkmghts Torments Ancient
Wyrms

Death Sentinel

Death
Sentinel’s Lan

HE bl J )

! g i,
I 0 Py j el

L e L T e e IR ) - i T | el Ednaes, i e Ve
il e | e et s e ek e ol g . — gt 55 8 N e T




AT,
g

{@®3 AFTERMATH PART H

“eect® ADVENTURE CARD LIST

Aird Dunardic Terakian Veris

Amulet of Riltg ol
Power Spell Storing

Creeping Death Mind Conirol Summon Storm



(Found in Quest 1: &
A Mirror e Hee Diark) *

WEAPONS ROOM TILES
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MONSTERS

CGnoll Minions of Ancient
Raiders Chaos Protectors
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CAMPAIGN LOG

Keep track of vour Campaigns over tune, recording how many games the Campaign was, the final
score, and most unportantly, the winner's name.

PLAYERS WIN/LOSS DATE

PLAYERS WIN/LOSS DATE

PLAYERS WIN/LOSS DATE

PLAYERS WIN/LOSS DATE

PLAYERS WIN/LOSS DATE

PLAYERS WIN/LOSS DATE

PLAYERS WIN/LOSS DATE

PLAYERS WIN/LOSS DATE

PLAYERS WIN/LOSS DATE

PLAYERS WIN/LOSS DATE

PLAYERS WIN/LOSS DATE

PLAYERS WIN/LOSS DATE

PLAYERS WIN/LOSS DATE

PLAYERS WIN/LOSS DATE




———— e NS S S

How (MNaNy LEVELS
Have You CLEarReD?

{DEATH SENTINEL




For the Necromancer Prestige
Class, where are the destroyed
piles?

There are many destroyed piles in each

ame, Euach tme a card is destroved.

Fil].l.'l'l FLE l.n.' ]"lt["l_‘h ].le:ill:.._'| ]I'_"l.-".'.'ll_'lil H|] r |I.|':|

Monsters, it goes into a destroved pile.
It is from here the Necromancer finds its
little buddies. The resurrected Heroes
return to their n:_'ut’]'i_'!-i}:u’:n:lu.ljlzljah ‘k’ﬂlugﬂ
stack at the end of the turn (ot o the
destroved pile). This is usually a stack in
the Culds® Quarter, but it could require
shuffling them into the Treasure deck.

N

If I resolve my Heroic Opportunity
on a Guardian die roll other than

(e.g., by using an ability), will
that trigger Opportunity Attacks
from Guardians (e.g., Death
Sentinel)?

No. Guardian Opportunity Attacks only
I.riggf.-r -ﬂ-peciiimil}' when the
die is rolled,

- e -

face of a

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

You would level it U or down as normal
and then return the Ju:‘wly leveled Hero.

where and when appropriate.

When can | use Arcanian’s

ability to modify dice?

You may modily dice after each tme
dhice are rolled during the wrn., For
example, you may modily dice after
rolling for a Spell and after rolling for a

Monster dunng the same turmn.

You may modify dice to avoud rolling
doubles.

If vou have multuple copies of Areanian

i play, vou may use each card for each

dice roll.

> - -

How do I exchange Monsters with
Mind Control?

f.:il”'.:lﬁt' d r'l-"l-'.':lllﬁtt'[ i[] el DUH"I_IFUII H.H'.II[I
and move 1t o a room with another
Monster that has the same level. Then
move the Monster that was alleml}- in the

PO Lo ll L& TRENY i‘r vadci l.-f_'fl LU ITE




