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INTRODUCTION

What Lies Beneath 15 an expansion product for Thundersione f_:_i'.l.:r.'.l"“- Rules for new components start
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UNPACKING THE BOX

This box should include the !ErHuh'ill:.." :.'ur:lpum:m_f.. If it does not, ]:]1:;]5{_' visit our websile at
|lllijb:lll|llu|.titI'd.i.'-L'H[IlIIIL'I.IHlu'[III..'I -service for assistance. Please note that this 15 an I:.'!'.!.IEI.LJHiI.I-Il LG

Thunderstone QHHF and 15 not 2 stand-alone game.

O | E;.'!'_:Ln:&l 6 What Lies Beavath, the full contents of which are Featured in the QIJuiilhmﬂi {:u:n: [rages
?-H:In

1 copy of each Monster, Hero, Item, Spell. and Weapon from What Lies Beneath. to be used in
Epic Made

o | What Lies Beneath ﬂll]thﬁl.lli_ﬁ.(__&lilL"'.'.-i[i.:il.H:II-i.
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PRESTIGE (CLASS
BOARDS

Prestige Class boards are dual-sided: One side
tor use in Barricades Mode (cooperative play)
and one side which may be used (optionally) in
competive games. Rules for Barncades Mode
are covered in the Barricades Mode expansion’s
Rulebook. When plaving competitive games, a
new | 1h setup step lor the Thunderstone (Juest
Rulebook 15 added to the end of step 1 1. Startung
with the first Champion and proceeding in turn
order, each Champion may choose 1 Prestge
Class with which to |:|]:1_1r'. Then l-:lmmpiumi select
their Side Quests and/or Guild Sponsorships as

IIUIJI.].;I].

Prestige Classes are a new board that allows
you o traim ina specialized class, gaining new
powers as you gan Ranks, The training section
(top) of each Prestige Class board explains how
togan 1 Rank ( W ) in your Prestige Class {1)
or potentially 2 Ranks ( } at once (2). The
Rank numbers (3) are to the right of the
These Ranks cost
lefi-hand side of the board within the Rank to

COst,

to gain, as listed on the

which vou are going (4). You must pay the
cost of each Rank you gain. If the listed cosl
cannot be paid that turn for the 1 or 2 Ranks you
earned, the new Rank{s) are not gained. You do
not start with any Ranks i your Presuge Class,
and Ranks must be gained in order: they cannot
be skipped, When a Rank is gained, it will unlock
new powers tor vour beneht {5). Sometunes, this
may give you a new alnlity ready to use that tuen,

such as a sFlis ability,

( f/{wr'-fﬁ < ¢ /ﬂnﬁr

*"'I al | T LTS LR

% (Jial ol -r"'-i-I.I““'.. i ]

LIks = - -

__\_ ' i ": Nt | W My
.y

lowall Sorsitl s auid & ‘m I'I‘.II,

il

- -

v e tiwn alaer vons crmnpdess | ol e

. e ‘--ﬂll-ﬂu”ulm b ol enldl
§ow £ vww Ranhs, o rnthong oo ganal 1

_1

YRk ETRaN agll g L_ 11'--1"

tr. M "r!n_' LT

- - ETT - -
(Macard 180 s
bhral | Wi

T i Proesoier

# .. I\.Il-.'.'

EAIT l!ll.'l ﬂ.l 'L. ﬂ
ST !

Mk the YWerrinng

F 0 SR

pnisany Hrewora
o e = &

4

£ e @l e A



@ HeROES

Heroes are an optional addition for Thunderstone Quest, giving you the opportunity to train your

Heroes even urther, making them even maore |u:u'l.".'t.'l'i'ul than ever bhefore.

Even tllmlgil Heroes are L:gu:u:[uti_.' cards. the ¥ finction i txa'lt:Li‘_.' the siame Wil s other
experienced Heroes, When you choose the cards you 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
1-53 Heroes.

You can level vour Heroes into Heroes in exactly the same way as you level other Heroes.
This will usually cost 5 XP (the current Hero's pranted level +2).

W @UARDIANS

The Barricades Mode expansion introduced Guardians, giving the plavers a cooperative challenge
to evercome in order to save the Village and claim victory, The Guardian for the What Lies
Beneath Quest is included for use when playing the Barricades Mods expansion, The solo version of
Hive Mind 15 used during salitaire wames, and the co-op version 1s used during regular cooperatve
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HIVE MIND

Hive Mind controls all that it sees. and the EILHII:I"Ji.Ul:IH are no different, It will seramble your decks
up, discarding your cards into other Champions’ discard piles, making your decks too inefficient for
hullﬁu}:_,. Yo :Lligl:][ even find brainless. ill::h‘.;:utl"u:tn:tl.l Advestturers ﬁjll-.m"lng Vo around, LJL:I:le‘.*'i.IlH L[
Viur deck. .-'ﬁ.j.;aillﬁl a solo apponent, it has a different img ol tracks.

DIFFICULTY: W W W W

INSEASED WOUNDS

Diseased Wournds are a new type of Wound card. Ft'l'lll.i.til.fl'lﬂ}' shulile these lu]._:'tllu_'r with the
Fr.-n"r'ri'ug Wounds to form the Wound card deck. Draw from this combined Wound deck

when required in all modes of Thunderstone Quest. Put destroyed Wound cards on the
bottom of the deck. \






QUEST 6:

WHAT LIES BENFATH

QUEST CARD LIST

HEROES Al MONSTERS

1 5% Graeme Crawtord 10X GHOULISH SCAVENGERS

15x Khomros 2% Elthrakk
15x Ophialyn the Tracker 2% Ghoul Champion

1 5x Runiva Highstone 5% Choul Clutton
15x% Uvina the Delver

i 2x Ghoul Scrounger
15x Wiltran Proudmore

2x Queen Nerrgogg

ITEMS 10X SEWER TROGS

o : B CR A i e ran

8x Bracers of Cleansing &X _“;‘IIHLE’IS m}:ﬂl

: : 2 "y e~ - iy
8x Neverending Rope Spool 2x Irog Berserker

8x Studded Leather Shirt 2x Trog Cleric
2x Trog Scout

2x Trog Weaponmaster

i III MONSTERS

8x Acid Burst
v Ascendance 10X SHATPELESS SPAWNS

2% Aberrant Lurker
2x Glom
2x Mindless Trog

5 = 2x Spawning Pod
WEAPONS 2x Tentacula

Y% Bastard Sword
8x Battlepick 10X WASTE WYRMS

2x Giant Centipede

8x Cl ‘s Net
H::Tl ﬂ};: ;. ;. iits 2% Muck Leeches
i i 2% Purple Worm

2x Shocking Eel
2x Speetral Worm
10X DRAIN DWELLERS
2x Alligator
2x Black Swine

2x Mutated Frog
2x Raccoon Ravager

8x Wand of Hlumimnmaton

Bx Cure Disease
“x Haste

2% Sewer Snake

10X PLAGUE RATS
10x Plague Rat Swarm




QUEST CARD LIST [CONTINUED]

GUARDIAN

HIVE MIND

LEGENDARIES

I1x Meteor Shower
Ix Sladrek the Weretrog

TREASURES

Ix Hendnk the Bramnless
2x Treasure Cache
Ix True Vision
Ix Ward of Healing

PRESTIGE CLASS

1x Monster Hunter

Ix Avoiding the Plague

SIDE QUESTS

Ix Dominate the Weretrog
1x Plague Doctor

OTHER

24x Diseased Wound Cards
7x Guardian Guides
26x Paper Dividers
26x Plastic Dividers
24x Randomizers
20x Spare Adventurers

DUNGEON ROOMS

Junction
Rat Nest
(zhoul Nest

Trog Village
Arches
Catacombs

1x Research the Legend
1% Treasure Hunter

RIsEN FROM THE MIRE @

Some of the Adventure Card Lists feature
cards from Quest 3: Risen from the Mire
and Quest 1: A Mirror in the Dark. If you
do not own the expansion, replace the
cards with a similar type from another
Quest that vou own. For example,
Regalen from Risen from the Mire could
be replaced with another Wizard like

Runiva Highstone from this Quest or

Scathian from Quest 1: A Mirror in the

Dark.



ook Our Briow
By Brett Satkowiak

Things have changed around the Keep since
the Eruption, the day when the land threw

its fit unexpectedly. like a wounded animal.
Trafhic has certainly picked up. Traders

sought new opportunities, forging new allies.
Cartographers planned expeditions to explore
the shifted landscape. Treasure seckers chased
rumors of fortunes unearthed. And adventurers
of all sorts stood ready to find their place in the
middle of it all.

It*s a new world. filled with opportunity ...
which 1s where you come in. The days of

Elder Rennard are over, and so have gone the
Champions he used to protect this place. A
handful have risen to the top to hll the void. For
better or worse, the locals look to you and the
other new “champions™ to help keep everything
safe and upright around here. It's precisely
that purpase that has broaght you to the
marketplace today, smiling politely as you scan
the area for anything out of the ordinary.

Suddenly, a seream shatters the peacetul
murmur that surrounds vou. You head toward
the sound, turning a corner just in time io see
the second creature emerge from the hole in the
cobbled street. It was scaled like a izard, but
witl kedl like a man. as big as one too. Straps of
cloth. adorned with varions bones and tokens,
hung from its lean body. But the thing that
strikes you the most isn’t the crude appearance
or the jagged axe it just plunged into the back
of one of the merchants. It's the look on the
thing’s faces it may be covered in seales with
durk, slitted eyes, but fear looks the same on any
EPECIES,

You draw your sword and leap forward,
thrusting the blade deep into the thing’s chest.

Your focus on the desperation in the monster’s
dying cyes canses you to miss the axe of another
attacker swinging down toward your neck.
Instcad. the only waming you hear is the elang
of metal on metal. Turning, you see one of your
lellow Champions with her own blade holding
the axe back. She draws her bastard sword

back up and away before bringing it back down
across the creature’s front in a spray of dark

blood.

“What on carth are those things?" asks another
Champion who just arrived with two of the
town guards.

“1 don’t know.” You grimace as you pull your
sword out of the dead creature, “But 1 got the
impression they didn’t want to be here any
more than we wanted them to be. They came
from one of the drains.”

“That’s the old city.” says the ourth of your
fellows, emerging from an alley behind yon.
*The cleaners are supposcd to keep whatever
lives m those ruins down there.”

“] supposec we should have paid more attention
to the reports of some cleaners gone missing,.™

“Indeed. The natives appear to have grown
restless.”

“Which means somcthing has changed down
there.” the female Champion interjects.
“Somecthing that's scarcd these creatures
enough to drive them to the surface™

There is a moment of silence as you all step

closer 1o peer into the dark hole in the street.
It seems you'll all have to work together to find
out what lies beneath Thunderstone Keep.




LOoOK OuT BELOW

ADVENTURE CARD LIST

HEROES

Craeme Regalen Uvina the Wiltran
Crawford (Found 1 Quest 5: Delver Proudmore
Risen from the Mire)

Bracers of Neverending Wand of
Cleansing Rope Spool Iumination

WEAPONS

Battlepick Cleaner’s Net



Junction . Rat Nest
Ghoul Nest g Trog Village

Catacombs w Arches

Hive Minds®s Lair

Plague Rats Sewer Trogs  Waste Wyrms

Hive Mind

B
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Hive Mind's Luar
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{DESCENT INTO [DARKNESS

By Brett Satkowiak

The tunnel expands before you, emptying

its water into a cavernous space, filled with
lig]:t from some unseen opening Jligh above.
A number of other tunnels meet here as well,
lining the walls with cascades that gather
some 30 feet or so below vou. Centered in
that pool of water and waste is something you
never imagined to find when your party first
entered the ancient tunnels beneath the
Keep - an entire village, built from driftwood
and dried vegetation, ruined stone and bone.

Ophialyn erouches low over the edge, her
eyes scanning the village with her magic
sight. “There are dozens down there,
perhaps hundreds.” she whispers. “All of
them like the reptiles that attacked the Keep.
It seems tas 15 thewr home”

“Swell.” growls Graeme. “Maybe now we can
get some answers so we can fimally go home”

“That 1s the hnpr:.." Vol mutter, luukiug
down over the area vourself, “Everything
seems peaceful enough here. 1 don’t see any
reason for them to seek the surface like that.
But something scared them enough 1o push
them to it. | can only -7

“Wait!” Ophialyn interrupts. *“They’re not
alone.”

Your party grows silent for several moments
as the sound of crude horns begins 1o

echo through the cavern. The doors of the
various buildings erupt, spilling the reptlian
creatures oul onto the walkways and into

the pool below. Uvina draws her picks and
reaclies herself alongside Graeme as he
unsheathes his sword. “We've been seen!™ he

CLIsESs.

“Mo!” Di:]lihi}'n halds up her hand. “1t's nat
us. Look!™ She points down below as a dark
figure emerges from one of the shadowed
passages. It is tall and slender, with purple
spikes extending from its shoulders, framing
an enlarged head with glowing eyes and
no mouth. The figure walks casually to

a central |h|ﬂ£E:H]|::|., Ca n'}-ing what looks like a
large, mucus-covered egg, matching the color
of the intruder’s skin. He places it down in
the middle of a central area as the rogladytes
continue their panic. A few brave warriors
attempt to confront the attacker, but they are
quickly dispatched with a wave of the thing’s
hand.

You all glance at each other in cautious
curiosity as the dark figure steps forward.
extending a hand over the egg-like object.
Fronn this distance, all you see 15 a violet
mist seep from the top of the egy and begin
to swirl throughout the village. Those
unfortunate enough to encounter it guickly
fall to the ground, writhing in what you
mterpret as suffocation until they lie sell.

“As if things weren't ugly enongh.” Graeme
grumbles. He tears a piece ol eloth from lhis
tunic and es it around his neck. hiting it 1o
cover his nose and mouth. A foe that can
bring us down just for breathing”

“Na!™ Uvina gasps. “They’re not dead!™
Sure enougly, you focus vour eves 1o see that
the fallen figures have begun to rise. Purple
growths have become visible in _FIII[L"::IEH
beneath their scales, as they lumber sleepily
toward the mysterious figure. Slowly, the
alien creature looks around at the rogs
gathering around it ... and then up at you.
Terror washes over the entire party as the
risen trogs crane their heads as one o do
the same, like an extension of their new
master’s movemenl. T|IfH‘."!|-' conlinue Lo g]arr_-
menacingly, as the figure retreats back into
darkened mnnel. Suddenly, the rrogs gather
whatever WeEaphns l]lt}" find around and
begin charging off in another direction. Deep
down, you know where they're headed.

It's clear now that the rogs weren't your real
enemy. The only way closer to the truth is

to track down that shadowy higure. Onward,
Champion!




{DESCENT INTO DARKNESS

ADVENTURE CARD LIST

Baharan Khomros (dphialyn the Rumiva
[ Found in (Juest 3: Tracker "ij{hrﬂlllu:
Risen from the Mire)

Crystal of Neverending Studded
Scrying Hope Spool Leather Shart

(Found m Chuest 3:
Resen from the Mire)

Ascendance Charm Monster

(Found m Quest 3:
fesen from the Mare)



- | ROOMTILES

Junetion v Rat Nest

Ghoul Nest g Trog Village

Catacombs w Arches

Hive Mind’s Lair

Hﬂﬂtllﬁl'ﬂ.l]g

{["m:l::lel m Quest 32 Five Points
Risew from the Mire)

MONSTERS

(:houlish Waste
Sc-uwngf:ra W}frms



SECRETS [INEARTHED

By Brett Satkowiak

“So tell s, Runiva.™ you SaY, lunl&jug intently
back and [orth between the two tunnels

belore VO “Which way now !

The dwarf waves her hand over her map,
consulting the various runes and tracking
magical lines across its surface. “I'm afraid

I don't know,” she sighs. “We've reached
somewhere these maps have never seen
belore, Wherever we are, it's older even than
the cities buried beneath the Keep.”

“And even more Iiu*gﬂtll:ll it seems.” a volce
echoes around yow. You look around for the
source. I.JI::II.:'.' Lo see that EVETYOIIE else 15 just

ax confused.,

Khomros |]Ji.'lL'E."i his hand to his tEiu;}Jt._
winecing in pam. “The voice.” he groans,
“It's not in your ears, but vour mind.
Many creatures beneath the waves speak
it, ineluding tritons, But this ... this is
ditferent.”

“Can you tell where it's L'umi:ug from?” you
ask. He nods, strengthening his grip on his
triclent. and points toward the aght tunnel.
You :ﬂlguu] the others. who pick Lifa the
torches and move with you down the dark,
ruggedd path. The ground beneath you is split
by a crack that deepens and widens as you
“'.il!k.- SU{:IIL IJI.E “.IH]J'._ L'Ej.l!lllg. '.lll]'lj f\'t’l'}'dlj I:IRI
i between becomes covered with a purple
mold, increasingly spotted with the bizarre
pods you've encountered along the way.
Belore vou reach the opening, it becomes
impossible (o recognize anything around you
]

as natural or familiar,

“What IS all this?” Wiltran asks, a disgusted
!1 {18 b:. LR ] Jliﬁ J-:J.‘L'E-

“I think it's that.” you say, Inrin!:ing_:_ down
into the crack below. The [ﬁ:'i.']llight
shimmers along a slippery surface within the
crevice that shifts and pulsates as il it were
alive. As vou follow it along the crack. vou
notice that the walls around VoL are lmed
with similar openings and you realize that the
entire party 1s surrounded by the bloh-like
nass ni'.-ulim::._ teeth., and tentacles Lar::l:.'
contained by the rock walls,

“Ttis ... us.” the vowce echoes i your mind
OICE INore. T]IE ﬁ;_:un: }'U I.I."r'f I.'I"I'.'I'.'II ‘I.:]Iilf'r.lllj__';
emerges from the darkness before you,

“We were reduced to almost nothing !nug
ago. trapped i the rock, suffocating in the
darkness. Then the earth shook. and we were
lree to :-ip-r::ud OICE THOTE.

This one =" The hgure motions to isell,
== was the hrst spawned rom us. Then

the others =" The Spawn now motions all
around as other forms - large masses of
slimy tentacles, spider-like creatures, and
mindless humans and roglodyvies covered
by the slime of this place -- emerge from the

Eii'tﬂt]lﬂ"r'h" {0 Elli'ﬁlll.lld }'f.lu EVEN mMuore.

“We are one,” the voice in your head echoes
once more ... soon vou and the rest of the
world will be one too”




SECRETS INEARTHED

ADVENTURE CARD LIST

Khomros Silverhelm Uwvina the Wiltran

(Fovred i Cheest 1: . Delver Proudmore
A Mirror i the Dark)

Bracers Studded
of C]:unsiug Leather Shirt

MONSTERS

Ensnaring Yines Shapeless Spider Terrors

{(Found i Cluest 3 Spawns { Found mn Chuest 1:
Resen from the Mire) A Mirvor in the Dark)



SPELLS m |

Junetion v Rat Nest

Chioul Nest g Trog Village

Catacombs w Arches

Hive Mind®s Lair

Acud Burst Ascendance Cure Disease

Cleaner’s Net  The Five Points

Battlepick

GUARDIAN



CAMmMPAIGN LOG

H'l'."l‘.'[]' [l'HL'I'i. 1Jf yor ‘.—.'-:i]llpil.l!._’,‘llﬁ LA LY = 8 [j[lll.:. {1 o PI'I.][I[E.'1 ill]"a'l-' HEARLY RIS ll:]l‘_' (:H[II':IL'Ij oL 'd'[l!i._ I.III'_' .Ellil EHJ

score, and most importantly, 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
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Have You CLEARED?




FAQ

Alert! Effects

effects are expanding mn use,
]Jf.'i]'lg l.EillH['fEl L ][]'-lll}' "r'IiHH.ElL‘ L'H“.i.:i..

effects trigger when the card’s text
normally would not. Civina the Delver,

for example, allows yvou to buy a Gear

token when she s discarded directly
from your deck. Some PI'EHli,:'_,t Classes

F1 | lIi'I E'.'III"IJ."n -i.'IJ |.[J"r'|-' Yol Lin ij'_hllul'l:

effects. If so. choose with each
effect whether or not to ig:tuu: that
effect.

- -

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

Yes, Weapons usually boost the Hero's
Attack value rather than |1t-;r'ri|:tir|:._; their
own value.

- - -

Does Studded Leather Shirt have a
Skill requirement?

Yes, Some [tems, such as Shedded
Leather St have a Skill rrtlrlli!'EiLIE:L!
Lo wield, lukillg aWay the Hero's
available Skall for Weapons. Like

1|n"l|'r1£z|pu|I:LL if these Items are not wielded.

':r'l'.ll.l. Cannol use UIEil' ext or '-'H.Illf!‘i-,

though they sull produce gold.

How do you battle multiple
Monsters?

If you are battling multiple Monsters
at once (e.g.. Spawning Pod), you must
have a il.igh tmrug_‘h Attack value to
defeat all Monsters’ combined

Resolve the effects of all Monsters you
battle. You suffer the penaloes of all
Monsters you are batthing and, if vou
wir, gain all of their rewards. [fa room
hoosts the Monsters’ values, such as
Health, XP, or Wounds, it boosts the

'|'EI|.I!|.|'_'H llrl:i.ﬁl.'!l T'I-'IHI]l!':'II:'I' j]l llll‘_' I'CHATTL.

> ¢ -

Does the Black Swine’s After Battle
ability give you a choice or do

vou only gain 1  if you cannot
destroy a Weapon?

If you have a Weapon, you may choose
to either destroy it or gam 1 8. If you
do not have any Weapons, vou must gain

| .




