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A game by Mike Elliott.
For 2-4 players, ages 14 and up.

Vigit our website at www.alderac.com/thunderstone
Questions? Email CustomerService@alderac.com
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OBIECTIVE

In Thunderstone Quest™, you take on the role of
a Champion, recrunting mighty Heroes, casting
magic Spells, and wielding powerful Weapons.
Then delve into the Dungeon, battle Monsters,
gam Experience Points (XP), and find Treasures.
As you defeat Monsters, you will sometimes

find Guardian Keys. After 4 Keys are found,

the Thunderstone Guardian i1s summoned and
plavers will each have one final turn.

When the game ends, players score Victory
Pomnts (VP) from cards in therr deck and XP

tokens gained during plav. Highest total wins!

UNPACKING THE BOX

This box should include the following Basic
Components. 111t does not, please contact
CustomerService@alderac.com lor assistance.
Most of these components will be needed in each
game. However, you do not play with every card
you own every game. For now, open only the
Basic Components card bundle in the box.

+ 24 Adventurers
+ & Thunderstone Shards
+ B Lanterns
+ 8 Daggers
+ 2] Treasures
+ 16 Side Quests
+ 16 Guild Sponsorships
+ 25 Legendary Cards
+ 24 Festering Wounds
« 6 Guardian Keys
+ | The Wilderness Dungeon Room
+ 60 Experience Point tokens
(45 l-pomt tokens, 15 10-point tokens)
+ 32 Wound tokens
+ 48 Gear tokens
(16 Iron Rations, 16 Lanterns,
16 Potions)
+ 6 Player Champions (Figurines)
+ 1 Village Board
+ 4 Player Boards
« 16 Drnders
+ 1 Questhook
5 Six-Sided Dice

Throughout this Rulebook, we are going

to follow a few turns of the first game
for our three example players: Ashley,
Drew, and Adam. In this first game, they
are going to play with fewer cards and

game elements while they familiarize
themselves with Thunderstone Quest™.

We encourage you to shuftle your decks

and play through your first game using
the same setup as our example plavers.
We are going to introduce the various

cards, tokens, and rules as the example

players encounter them,

These examples, which contain usetul

play tips for new players, are written in

these special, brown boxes. If you already

know how to play, you may skip these.

This box should also mclude a number of Quest
Expansions: bundles of cards that come packaged
together with suggested setups, allowing players
to experience the story of Thunderstone Quest
with their cards. For the component checklists
and stories of each Quest, refer to the Questbook
located in this box, We recommend npcniug the
Questhook only after you have

played your first game
of Thunderstone Quest.

SETTING UP
YOUR PLAYER
AREA

Player Boards help playvers keep their cards,
tokens, and Hit Points straight as shown below,
Give each player a Player Board,

1. Your deckis placed here.
. When cards are discarded, place them here.

2
3. Your Gear tokens are placed here.

4. Your XP tokens ( ¥ ) are placed here.
5

. All players have 6 HP, but as the players
battle Monsters and take Wounds (' ), this
nuimber drops, as indicated. At the end of
their turn, players draw cards equal to
their current Hit Points. Some cards give
you HP temporarily for that turn. Extra HP
mcrease the number of cards you draw at
the end of that turn.

6. Quick guide to how each turm proceeds.

DISCARD

DIVIDERS

Dividers help keep your Thunderstone
Quest cards separated. Dividers are taller
than standard cards and contain only the
card’s title. Beyond the Dividers found
in the Basic Eumi'}uncnta._, each (;_}_u:ﬂt
contains 1 Divider for each Hero, Item,
Spell, Weapon, and Monster group in

that Quest. Monster group Dividers have

i :;llcul-zli:it of that group on the hack-
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SETTING [JP
THE UHLAGE
AND DUNGEON

Place the Village Board in the middle of the table
so the side with labels in The Marketplace and
The Guilds® Quarter are face up. After your first
game, players may wish to try the unlabeled side.

For now, we will now set up as show to the nght.

1. Choose the cards with which you will play.
If this 1s your first game of Thunderstone
Quest, open the A Mirror in the Dark Quest
bundle, separate the cards listed in the
brown Sidebox on page 6, and use them
tor setup. Set out 4 Hero stacks face up in
their respective Class spots in The Gulds’
Cuarter: 1 Clenc, 1 Fighter, | Rogue, 1
Wizard. If a Hero has more than one Class,
you choose which spot to put it in. Arrange
the Heroes so the Level 1 {v} VETrSIOns are
on top, then the Level 2 {'U]’} versions, with
the Level 3 {EU} versions at the bottom,

2. Intheir respective spots in The Marketplace,
set out two stacks of each: Items, Spells, and
Weapons. Add an additional stack from two
of these three categories to the Any spots.

DUNGEON ROOMS
AND MONSTERS

3. Each game uses 7 Dungeon Rooms; 2 'O
rooms, 2 W¥ rooms, 2 T rooms, and The
Wilderness (). Set these out as shown.

4. Choose three groups of Monsters (a 'O,
a I, and a ). Each group has 10 total
Monsters in it. Take two random Monsters
from each group and place them face up into
their appropriately matching ' Dungeon
Rooms so that each room has 1 Monster.

5. Take the 6 Guardian Keys and shufile 1
Key into the W Monster group, shuffle

2 Keys into the T Monster group, and
shuffle 3 Keys into the T Monster

group. These form your three

| *)
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. ﬁ Monster decks. Place them into thewr
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respective spots on the Village Board. We
will come back to the Guardian Kc}'s later.

6. Now choose a Thunderstone Guardian,
Guardians are special high-level *boss™
Monsters that you hight at the end of the
game. Guardians have three versions
{W, v & w:} each more powerful
than the last. Players should familiarize
themselves with the Guardian they will be
facing (this information is open throughout
the game if players want to check 1t).

7. Place the Guardian into The Wilderness.

face down, so the T Monster is showing.

STARTER CARDS

8. Give cach player a starting deck of
6 Adventurers, 2 Lanterns, 2 Thunderstone
Shards, and 2 Daggers. They shufile their
decks and place them on their Player Board.

TOKENS

9. Sort the various tokens by type; Iron
Rations, Lantern, Potion, Thunderstone
(XP), and Wound. Place the Gear tokens
(Iron Rations, Lantern, Potion) in The
Bazaar. Place the Wound tokens in The
Wilderness. Place the XP tokens nearby so

CVETryOlle Call aCCess them.

CHAMPIONS

10. Each player selects one figurine as their
(:]hampi{:-n. Thc}-’ will move their ﬂ.’numpiuu
Lhmugh the Vﬂlag: and Dungi:tm to activate
new abilities and battle
Muonsters.

TREASURE

11. Shuftle all the Treasure
cards together to form
the Treasure deck. Set 1t
tace down in the Shop
of Arcane Wonders. Treasures can

be identified by the pule of gold at the bottom

of the card, as well as the Treasure Chest in
the bottom right of the card.

ey

SIDE QUESTS, GUILD
SPONSORSHIPS &
LEGENDARY CARDS

In a full game of Thunderstone Quest, there are
three additional card types: Side Quests, Guild
Sponsorships, and Legendary cards.

Our example game will not be using them, and if
II!TH1

this 1s your first game of Thunderstone Ques

or even if you have not played in a little while,

we recommend you wait on using these cards for

T1LFWY,

If you are going to play with them, follow these

.'ch:ps in the t:-rdc[ listed:

12. Deal 3 random Side Quests to each player.
Fach plaver chooses 1 to keep and returns

the rest. Some Side Qutsl& reward lht

playver who completes them with powerful
Ltgcllda_r}' cards [:l]:li."! 15 the ::uui}r way Lo
acquire Legendary cards). Legendary cards
(such as Vamprre Acolyte below) have a

pﬂ: of plal_'mum coins at the bottom of the
card, as well as the Legendary keyword.
Players should review any Legendary cards
rewarded by their Side Quest, as they may
greatly alter your game strategy. Keep your
Side Qu::st secret so other E}la}ftrs do
not know your strategy until you need to
reveal it to collect its reward.

13. Next, each player chooses 1 Guild
Sponsorship; these are cards which give
vou bonuses lor focusing on particular
Class-strategies in the game. Place these
next to your Player Board as mdicated.

14. Putall unchosen Side Quests, Legendary
cards, and Guld Sponsorships back in the
box. They will not be needed again. Make
sure that no Legendary cards get into the
Treasure deck.

To read more about these card types,
see page 15.
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IT°s Your GAME

We have found that there are a lot of different tyvpes of
Thunderstone players out there, each with their own
preferences. Later in this book, we provide alternate styles of
play and setups that some Thunderstone Quest™ players may
enjoy even more (see Random Setups, Epic Thunderstone,
and Campaign Mode, page 18). Find the style of play that

you and your group enjoy most.
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Some players may also wish to adjust the length of their
game based on time allowed or number of players. An easy
way to do this 1s to adjust the number of Guardian Keys that
are needed to be found before the Guardian is revealed. For
example, in a four-player game, the number of Guardian
Keys needed to be found can be increased, allowing each
player more turns to develop and play their deck. Feel free to
mcrease or decrease this number to adjust the game length.




The cards used in this first example game
will all be tound in the A Mirror In the
Dark Quest; open that now il you haye
not done so yet. You may leave the other
Cluests packaged until after you play
through your first game.

Chur players use the following cards;

1. HEROES
Silverhelm, Hawkswood, Pylorian,
Stormhand.

. MARKETPLACE
Short Bow (Weapon), Short Sword
(Weapon), Magic Missile (Spell),
Tome of Knowledge (Item).
For the first game, there are only 4
Marketplace cards used, not 8.

. MONSTERS
Goblin Grunts, Hobgoblin Brutes,
and Goblin King's Guard.

. GUARDIAN
Smorga the Queen IV |

Before the game begins, Adam, Ashley,
and Drew look through the Village and
read the cards. Many cards will combine
with each other to make them even more
powerful, and the players want to find a
strategy for the game. Ashley 15 looking
for a lot of card draw, Adam wants to use
Wizards and Spells, and Drew wants to
test a Rogue strategy with lots of Light.
Direw knows Laght 1s a very important
element of the game in order to quickly

and frequently access higher rewarding
et et N z H
HIV and T Monsters.

Let’s go through the card types on the
Village Board now.

3 MARQUEE RULES

There are 5 marguee rules that always apply to
q ¥ys appt!
games of Thunderstone Quest:

1. Thunderstone {E‘m:ﬂ'. has dozens of
different L';lrda._, and many of them
disagree with the Rulebook. When a
card’s text contradicts a rule, the card’s

text takes ;_Jri.{:-ril}'.

S # o,

Over the course of the game, you will need to
recruit and level up your Heroes from The
Gulds’ Quarter, making your deck stronger in
order to battle more dangerous and rewarding

Monsters, Hero cards have blue frames.

2. Whenever something references “your
cards” or “cards you have” during play,
it 15 always referencing the cards that you
revealed from your hand that turn and are
currently in front of you; never cards in
your deck, discard pile or Guild Sponsor/
Side Quest cards, unless it explicitly says

THE GUILDS’ QUARTER

GOLD PRODUCTION VALUE

The amount of gold (¢ ) the card produces.
Gold 15 used to buy cards in the Village.

ATTACKVALUE

The amount of Attack the card produces,
Attack is used for battling Monsters. There
are two types of Attack: Physical Attack (&)
and Magic Attack ( ~7). Monsters may be
resistant to one type or the other.

SKILL VALUE

The Hero’s Skill value () . This
determines how pr:aﬁticnl a Hero 1s at
wielding Weapons. A Hero may wield any
"H.lnhﬂr. ﬂ'fl Wf_'.ap{lllﬂ L]'!.Elt hﬂ"ﬁ'_'. d Eﬂmhillﬂd

Skill Requirement of less than or equal to
the Hero's Skill.

LIGHT VALUE

The amount of Light { » ) the card
produces. Light is used to move deeper mto
the Dungeon.

LEVEL

All Heroes (and Monsters) have a Level.
Heroes in your starting deck begin as
Level 0 Adventurers. As they gain power,
they may be upgraded into Level 1, 2, and
even 3!

TEXTBOX

[t contains the card’s Title, Keywords,
and game text.

VP VALUE

The amount of VP the card 15 worth at the
end of the game.

GOLD COSTVALUE

The amount of gold the card costs.

otherwise. This holds true for all game

components (e.g, tokens),

3. The effects of'a card last as long as that card

remains in play. If a card ever leaves play for

any reason, its effects end immediately.
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THE MARKETPLACE ...

Heroes are most effective when properly supphed with Items, Spells, and Weapons.

- EmrrY DECK

If a player ever needs a card from their

These cards may be bought in The Marketplace.

deck for any reason, but their deck 15
empty, they first shuffle their discard pile
to form a new deck, and then continue.
This process does not happen when a
deck becomes empty, only when a card 1s
needed from an empty deck.

BoosTts

Some cards (such as Heroes and Spells)
add their Attack value din:{.:ﬂ}' Lo your
r.ulai._, while other cards {::.m,h as “'Ti':apmm
and some ftr:.ms::l do not and instead
boost one [}f}'ﬂur Hero's values. Boosts
will .'3.11.!.'3:;:; be listed with a + s}'mh{_}l
preceding the value (e.g., +3 f;"":'l If you
do not have a Hero, then you do not
receive the effects of the IJ{}{IST..I lhuugh
you may still g:ﬂ'u the eflects of other
prarts of the I:ard, such as the card’s
ﬂhﬂit}n

Weapons are special. A Weapon must be
wielded by a Hero before a player can use
any of its abilities.

J u Fireball

a

.

i

BIEMENTAL « SPELL

-

1. GOLD PRODUCTIONVALUE 5. SKILL REQUIREMENT VALUE
The amount of gold the card produces. The amount of Skill this Weapon requires
Gold is used to buy cards in the Village, to be wielded. A Hero must have Skill
2. ATTACKVALUE equal to or greater than the combined Skall
The amount of Attack the card produces. Hl:qu':rmm:ntvafur: {.} of all Wtapuns he
| .
Attack 1s used for batthing Monsters. There or she wields.
are two types of Attack: Physical Attack (&) 6. LIGHTVALUE
and Magic Attack ( 7). Monsters may be The amount of Light the card produces.
resistant to one type or the other, Light is used to move deeper into the
' 3. ATTACK BOOSTVALUE Hhuggeon.
The amount of Attack a Hero 15 boosted. 7. TEXTBOX
Boosts increase a Hero's value; they do not It contains the card’s Title, Keywords, and
4 \ pmﬁ de their own value. Boosts n]wa}'s have game text
\ a + symbol preceding the value. 8. VPVALUE :
'Y 4. SKILL BOOSTVALUE The amount of VP the card is
The amount of Skill a Hero 1s boosted. As worth at the end of the game.
with all 1}{}{}513? l.ht:].-' boost a Hero's wrﬁlu::, 9. GOLD COSTVALUE

[11:':.}' do not pr{widc their (Pl \faiut:-

-
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The amount of gold the card costs.



ITEMS

You may use the ability on Items even it vou do
not have any Heroes. Some Items will boost a
Hero's Attack or Skill. When getting boosts, you
need to have a Hero to benefit from those boosts.
Itemn cards have green frames.

SPELLS

Spells may be used even if you do not have any
Heroes, though many of them get stronger the
more Wizards and/or Clerics you have, especially
as they reach higher levels. Spell cards have
purple frames.

DiscARD vs. DESTROY

Many effects discard cards, while others
destroy them. Discarded cards are
always put into your discard pile and
may be drawn again later. Destroyed
cards are removed from the game;

they may not be used again this game.
Destroyed tokens return to the pile they
came from to be acquired again later.

It a destroyed card came from a stack of
cards in play, we recommend you return
it to the bottom of the stack, but face
down to signify 1t 1s not a usable card.
This helps clean up at the end of the
game,

WEATPONS
Unlike Items or Spells, Weapons must be wielded

by your Heroes to use them. To wield a Weapon,
place the Weapon underneath the Hero, but leave
the left side of the Weapon card showing.

Stormhand
% RF ¢ FIGHTHR « HRHG
- -
Swrmband’s Bpcen Waarons
have +1 #* and SN

The Hero is now wielding the Weapon.

A Hero may wield any number of Weapons as
long as the total Skill Requirement ( ) of the
Weapons are equal to or less than the Hero's
Skill. For example, to wield a Weapon with a

3 Skill Requirement, and another Weapon with a
2 Skill Requirement, a Hero would need at least
5 Skall.

If a Hero ever has too little Skill, immediately
remove Weapons from the Hero until this 1s no
longer true. Weapons which are not wielded sit in
front of you, providing no effects but their Gold
Production value. Weapon cards have
brown frames.

STARTING
THE GAME

The first thing players do 1s draw a starting hand
of 6 cards. Then raudumly determine who goes
ﬂrs[., with turns pr{::_'cct]iug clockwise around the
table. Ha}'nra {ulhcr than the sinrt:ing p‘iu:,m I‘:I will
receive extra Iron Ration Gear tokens to begin
the game; 1 token for pln}'ing ECE}UIJ,E].I 2 tokens for
pf;l}ring third., and 3 tokens for pla}-‘iug fourth.

Iron Rations are one of three types of Gear tokens
that may be bought m The Bazaar. Unlike cards,
tokens are not discarded each turn. Gear tokens
are held until used for a speaial effect. When
uscd, destroy the Gear token and return 1t to The
Bazaar.

IRON RATIONS

An Iron Ration (§ ) costs 2 gold and may be
destroyed as a Village, Dungeon, or Spoils ability
to produce 1 gold this turn or to give a Hero +2
Skill this turn. This choice 1s made when the
token 15 destroyed,

LANTERN

A Lantern { ._3-} costs 3 g::]d and may be dtatru}':d
asa Hungﬂun Eliilil}' for 1 extra nghi this turn,

POTION
A Potion (# ) costs 4 gold and may be destroyed
as a Village or Dungeon ability to heal 1 Wound,

Adam wins the die roll to start the
game. Play proceeds clockwise around
the table, Drew will go second and
Ashley will go third. For going second,
Drew gets 1 Iron Rations Gear token to
begin the game. For going third, Ashley
receives 2 such tokens. If there had been

a fourth player, they would have recerved

3 such tokens.



TURN SEQUENCE
PREYP PHASE

The first choice a player makes on their turn s to
decide whether they will be going to the Village
(taking a Village Phase) or exploring the Dungeon
(taking a Dungeon Phase).

If you choose to enter the Dungeon, you will
move your Champion (figurine) through the
Dmlguﬂn this turn to battle Monsters. Whenever
you enter the Dungeon, you must place your
[-]I':ampi{:-rt there. If it 15 Curr:‘:ull}r m the E-'uuﬁ,';zmule
leave 1t where 1t 15, ﬂﬂmmiﬁt, pl:.u:c it in The

Wilderness. This 1s not considered movement.

If you mstead go to the Village, place your
Champion (figurine) on one of the indicated
spots {':3] on one of the Village Locations. This
15 not considered movement. The four Village
Location abilities are:

« THETEMPLE

Before proceeding with your turn, place 1 or
more cards in your hand back on top of your

deck.

You then take a normal Village turn except:
you may heal 1 extra Wound this turn, you
MAY NOT level up Heroes this turn, and card
effects will not allow vou to enter the Dungeon
this turn (e.g. the Lantern in your stating

deck).

+ THE BAZAAR
After you take your Village abihties thas turn,
vou may also buy 1 Gear token, placing it on
vour Player Board. If you buy a Potion token
from The Bazaar, you may use it immedhately,

« SHOP’ OF ARCANE WONDERS
After you take your Village abilities this tumn,
you may also spend 10 gold to buy the top card
of the Treasure deck, placing it directly mto
your discard pile.

+ THE GUILDS’ QUARTER

When you level up 1 Here this turn, you may
level up 2 different Heroes instead (paying XP
costs for both).

. -

ABILITIES AND TRAITS

Abilities are text on cards that are preceded

by < XTI > (for use in the Village phase),
<X > (for use in the Dungeon phase),

or <Lt (for use atter you defeat a

Monster). Abihties may only be used once
per turn. These abilities are optional to use.
Sometimes there 1s an opportunity to use an

# VILLAGE OR DUNGEON
these abilities in either phase, but they may

. Players may use

still only be used once per turn.

Now you are ready Lo start the game. All
players shuffle their deck and draw cards
equal to their current HF as indicated on
their Player Board. With no Wounds, players
have 6 HF. Each player draws 6 cards now,
and then Adam takes his first turn. The first
choice a player makes on their turn is to
decide if they are going to spend their turn

VILLAGE PHASE e

Festering Wound). Return destroyed Wound

If you choose the Village, do all the following
steps in the order listed below:

1. Reveal all cards m your hand, placing them
in front of you (required). Any future cards
drawn during the turn are also immediately
revealed and placed in front of you.

2. You may use Village and Gear token abilities
in any order you wish (optional).

3. Total the gold you produced (required).
You may now buy 1 card from erther
The Marketplace or The Gulds® Quarter
(optional). If your Champion is in The
Bazaar or Shop of Arcane Wonders, it
triggers now {eptional). Place purchased
cards m your discard pile.

4. You may heal 1 Wound (optional). If
your Champion is in The Temple, heal 1
extra Wound (optional). When a Wound
15 healed, you may return the nghtmost
Wound token on your Player Board to
The Wilderness or you may destroy 1 of
your cards with the Wound keyword (e.g.

Fal

ability in more than one circumstance, such as

There are also two more types of abihities,

usually found on Monsters: <N TLLMILE
abilities and <N abilities (sce

page 10), Before Battle abilities and After
Battle abilities are not optional.

Many cards in your deck and in the Dungeon
also have traits on them. Traits are any text
that 15 not preceded by an ability designator
(e.g., Village, Dungeon, Before Battle). Trait
text automatically resolves and is not optional.

in the Village (buying cards and improving
their deck) or in the Dungeon (defeating
Monsters and reaping the rewards). Adam,
like most players, decides to go to the Village
{or his first couple of turns to improve his
deck. Adam places his Champion (figurine)
on The Bazaar Village Location, which will
allow him to buy a Gear token this turn,

cards to the stack they came from.

5. Youmay spend (destroy) XP tokens to level
up 1 Hero (optional). If vour Champion
15 in The Guilds’ Quarter, 1t triggers now
(optional). The XP cost of leveling up a
Hero 1s equal to their printed Level +2 (e.g.,
leveling up from Level 0 to Level 1 costs 2
XP, from Level | to Level 2 costs 3 XP, from
Level 2 to Level 3 costs 4XP). Destroy the
current Hero, search the appropnate Hero
stack for a version with the next highest
Level (@0 W, @ 0 T, T t0 ),
and place 1t in your discard pile. If there
are no more copies of the next highest level
version, then that Hero may not be leveled
(e.g., It vou have a Level 1 Hero and there
are no more Level 2 versions of that Hero).
Adventurers are special Level 0 Heroes; they
may level up into any Level 1 Hero.

After you have finished your Village
Phase, you enter the End of Turn
Phase (see page 11).
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Adam reveals a hand of 2x Lanterns, 2x
Daggers, and 2x Thunderstone Shards, giving
him 10 gold! This 1s all of the gold in the
starting deck, which means next turn when he
draws the other halt of his starting deck he will
be as broke as a Kobold. He may now use the
abilities on his cards.

There are abilities on his Thunderstone Shards,
but at this point 1 the game their abilities

are not relevant, just their Gold Production.
The Dagger abilities are only usable in the
Dungeon, so Adam is ready to move onto
purchasing.

Adam knows that he has a lot of gold this turn,
s0 he will want to buy something expensive
while he can.

He decides to buy a Magie Missile for 7

wold. He notices his Dagger, in addition to

its Dungeon ability, has a trait. It may be
destroyed when he buys a card. A destroyed
card is removed from the game!. Since the
Starter cards in your deck are almost always
less powerful than the cards you buy from

the Village, we recommend destroying your
Starter careds as you gain better cards. Like
most deckbuilding games, keeping a thin deck
1s powerful. Adam has two Daggers here, but
the Daggers state that he may only destroy one
of them, so he does so at this ime, returming
it to the box. Anytime one of your cards

is discarded or destroyed, it immediately

ceases to have any further effect on the game.

He then places the newly purchased Magic
Missele in his discard pile.

Because of his chosen Village Location, Adam
may also buy | Gear token. With his remaining
3 gold, he spends 2 of it to buy an Iron Rations
Gear token. Spell users may not get much use
fraom the Skill boost of Iron Rations, but the |
Gold Production on a future turn will come in

handy

Adam may now heal | Wound and/or destroy
KPP tokens to level up a Hero, but he hasn’t
fought any Monsters yet to get wounded or
gain XP, so he skips these steps and ends his
turn. The 1 gold he never spent this turn is lost.
When his turn ends, he discards all of his cards

and draws a new hand of 6 (his current HP),

Play proceeds to the next player, Drew,
who has been preparing for his next turn,

Unlike Adam, he decides to enter the
Dungeon this turn.

BUYING STUFF

To buy a card or Gear token, first total the
Gold Production value of your cards and any
Iron Ration Gear tokens you used. This gives
you the total gold amount you can spend this
turn. Gold Production on your cards in front
of you is always available, even if it is from a
Weapon which 15 not ht:jng wielded.

When you l:—u}-‘ a card or 1.«(.'|[-r.|::|1le subtract
its (rold Cost from the amount of
gﬂ]d you have available to sptnd
this turn. If}'uu do not have cnmugh
" g{‘}ld Lo pay the Gold Cost of a card

ar token, then you may not buy it.

Place cards you buy on top of your discard
pile. Place tokens onto your Player Board in
the appropriate spots.

You may unl}' hu}' the Lo card of each
rcs;mctiv: stack when bu}fing a card {:_g_j
you cannot hu}r a level 2 Hero unless it is the
top card of its stack). Each stack has a limited
auppl}f;, when the last of a card of a stack 13
huughi.. you can no lurlg::r hu}' cards from
that stack.

Gold Production value that 1s not used 1s lost,
and does not carry over from turn to turn.




vour HP. Some Monsters give Wound
Earda.l, imstead of [{}kﬂrlﬂ.l such as
Festering Wounds (9 ). Wound cards

received are placed in your discard pile.

h. If you did not defeat the Mullﬂltr, m;:ulhiligr
else happens; skip this step. If you defeated
the Monster, do the following in order
(required):

a,  Gain XP tokens ( ¥ ) and rewards.

b. Destroy the Monster and replace it with
the top card of the Monster deck appro-
priate to the level of the now empty
Dungeon Room. If you reval a Guardian
Key, set it aside and continue refilling
until the Dungeon Room has a Monster.
If the Monster deck is empty, refill from
the next highest level Monster deck that
is available,

c. Spous abilities may now be used
(optional).

d. Only one Guardian Key may be found
per turn, If you reveal more than one,
set them aside until after all rooms have
Monsters, Then, shuffle the second
and later Guardian Keys revealed this
turn back mto their appropnate decks.
If four Guardian Keys have now been
found, the Thunderstone Guardian 1s
summoned and the end of the game 15
close (see page page 14).

After vou have finished your Dungeon Phase,
vou enter the End of Turn Phase,

END OF TURN PHASE

After completing your Village Phase or your
Dungeon Phase, you proceed to the end of your
turn. Check your Player Board, as well as the
cards you ;:-I:l}'::d thas turm, to determine your
current HP. Discard all your cards (but not your
tul-tf.us} and draw cards tqual Lo your current
HPF. If a player ever needs a card from their deck
for any reason, but their deck 15 empty, they first
shuffle their discard pile to form a new deck, and

then continue.

All effects end at this time and any gold not spent
is lost. Play passes to the left.

MONSTERS

The Dungeon 1s populated with tough Monsters that will battle you, wound you, and if you are strong
enough to defeat them, shower you in rewards. You can only see a few Monsters at a time, but more lurk
i the Monster decks. Players may ignore all Monsters except the one they are batthng that turn (and
Monsters with 1) Monster cards have red frames.

1. ARMORVALUEAND
MAGIC RESISTANCE VALUE

Sometimes a Monster will have

(la) Armor @ or

(1b) Magic Resistance e

Armor reduces the }llﬂytl‘jﬁ Fh}'air:al Attack
h}' the stated value. Mngic Resistance docs
likewise to Mugic Attack.

2. HEALTHVALUE
A player’s total Attack (§#+ ) must meet
or exceed the Monster’s Health to defeat 1t.

3. ALERT! ICON
If the Monster should not be ignored (as
mentioned above), it will have this icon. For
example, the Robold Shaman destroys 1 of
vour Gear tokens when you move through
its room.
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6.

7.

WOUND VALUE
Maost Monsters deal Wounds after the battle,
regardless of whether you defeat them.

XP VALUE AND REWARDS
Monsters give you rewards when you defeat
them. Most Monsters give you XP tokens
(the amount 15 shown on the Maonster),
though many also give Treasure cards or
(xear tokens,

TEXTBOX
It contains the card’s Title,
Kevwords, and game text.

LEVEL

All Monsters have a level. Monsters usually
reside in Dungeon Rooms which have the
same level.



DUNGEON ROOMS

Dungeon Rooms are tiles that, when combimed together, form the Dungeon
where the Monsters live, Players move their Champion through the
Dungeon Rooms to find the Monster they wish to battle, However, the
deeper you go, the more Light vou need. Players must meet the Light
Requirement of each room they enter. Using the example diagram to the
right, if a player wished to move into the Sunken Well room, it would
require 1 Laght. If they wished to then move into the Throne Room, 1t
would require 2 addinonal Light. It would require 3 Light total to do thas
movemment i a single turn. Players may not move diagonally through the
Dungeon. Players may ignore all Dungeon Rooms except the one they are
batthng in that turn and Dungeon Rooms with the Alert! icon (D ).

THE DUNGEON
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=) The Wilderness
1. DEFENSE BOOSTVALUE e "G5 AP AEE
Some rooms give the Monster in them a boost to its Health and/or :
a boost to its Armor or Magic Resistance. This will give Armor and
Magic Resistance to a Monster without it.

ROOM PENALTY

It generally indicates any negative effects associated with the room.

WOUND BOOST VALUE

Some rooms giw: the Monster in them a boost to the Wounds it deals.

ROOM BENEFIT

It generally indicates any positive effects associated with the room.

i

Abandaned Cate
ROOM REWARDS | | E
Some rooms boost the Monster's XP value, give you Treasure cards, : ; Tal - E LI
and/or give you Gear tokens when the Monster 1s defeated. dl 1 gr

ROOMTITLE
ALERT! ICON

If the Dungeon Room should not be ignored, 1t wall have this icon.
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For example, the Crypf may destroy 1 Gear token when you move mnto
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its room, even if you are not stopping i that room to battle.

LIGHT REQUIREMENT VALUE

This mdicates how much Light 15 required to move mto or through

| & F#DI

the room. The deeper mto the Dungeon you need to go, the darker it
gets. Players must meet the Light Requirement of EACH room they
enter during a turn,

LEVEL

All Dungeon Rooms have a level. Monsters usually reside in

ok aoe|d

Dungeon Rooms which have the same level.

{paEsf e ¥y nek sy
y L e

T TR :-|u|'u_I.=nl=r=il_!-l'-'E¥ I:“.h" W'i""""

ey g > o Uy an
e o




Having entered the Dungeon, Drew places

his Champion in The Wilderness and reveals
his hand. He reveals a hand with 5 Attack.

He has 1 Light which would allow hum to
move through the level 1 Dungeon Rooms
and mto a level 2 room, but the Monsters

in level 2 are too tough for him for now, so

he is going to fight some weaker Goblins
instead. He moves hus Champion out of The
Wilderness into the level 1 room Mine to fight

the Goblin Berserker in it.

-:.|.‘-! -l

a

The Goblin Berserker has 4 Health, +1 from
the Mine for a total of 5. With has 5 Attack
Drew deleats it, but in return the Goblen
Berserker deals him 2 Wounds. OUCH! He
takes 2 Wound tokens from The Wilderness
and places them on his Player Board. The
Monster also has rewards: 2 XP tokens and
a Treasure. He draws the top card of the
Treasure deck and places it in his discard
pile. The Mine also rewards Drew with an
Iron Rations Gear token.

Drew places the destroyed Goblin Berserker
face up under the level 1 Monster deck
(easing clean up later), replacing 1t with the

top card of the level 1 Monster deck. Drew

reveals the first Guardian Key! He sets it aside

and refills the Dungeon Room with the next

level 1 Monster i the deck and ends his turn.

He discards all of hus cards and draws a new
hand. Because he has two Wounds, he is
down to 5 HP {as shown on his Player
Board). He only draws 5 cards this turn.
He may want to go to the Village and recover
next turn. Play now proceeds clockwise to
Ashley’s turn,

e nre Cache
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When you defeat a Monster, the Monster or
Dungeon Room might drop Treasure

(J )- Treasure may also be bought in the Shop

of Arcane Wonders. Treasure comes in many

forms: Treasure Caches, Weapons, Items, Spells,

or even Heroes who were taken hostage.

Treasure cards look just like other cards {:]‘lﬂt‘ﬂ{:.'!i
have blue frames, Weapons have brown, etc.).
When a Treasure card 15 acquired, take the top
card of the Treasure deck and put it directly into

}-'{:11]]‘ {I]I.Sﬂl'l.l‘i'] P“E- h'. iﬁ oW Fﬂl’l III_‘:."{.'ILII' Ijl:i.:k.

Crenerally, once Treasure cards are in your deck,
they are used just as vou would use other cards.
Treasure Cache cards work shghtly differently.

They have a one-time effect and are then
destroyved; they are not added to your deck.

o

L

Ashley goes to the Village, placing

her Champion in The Bazaar, and then
reveals her hand. She purchases a Short
Sword and a Gear token, placing the Gear | |
token on her Player Board and the Short
Sword in her discard pile. She knows that i
when buying a card i1 The Marketplace
she could destroy the Dagger she has in _
front of her, but she has another plan so i
she chooses not 1o, She also revealed a |
Lantern this turn. It has a trait that allows
her to venture into The Wilderness after
completing her Village Phase, so she does
S0 NOW,

She now gets a Dungeon Phase in which

she may only go to The Wilderness f

(the Lantern’s trait stops her

from moving any deeper into i | "

the Dungeon), so she places
her Champion there. She

——
has 4 Attack (thanks to the -
Dagger she kept), so she 1% B¥ =
battles and defeats the first ‘r o
of many Grants Rats. / ™
Giant Rats do not St e 8

wound, nor do they give
any rewards, but they have

a very handy Spoils ability.

This allows Ashley to levelup 1
Aduventurer (without destroying XP),
quickly improving the quality of her deck
while retaining her XP. Normally, Heroes
may only level up to more advanced
versions of their same Hera, but
Aduventurers are special. They are level 0
and don’t have a specific path yet, so they
can level up into the level 1 version of any

Hero m The Guilds® Quarter.

Ashley decides to level up one of

her Adventurers mto Stormhand; he
combos well with that Shert Sword she
just bought. She takes the Adventurer
and destroys it, removing it from the

game. She takes a copy of a level
1 Stermhand and puts it in her
discard pile. She decides she
shall call him Frank, the maghty

dwarven Fighter.




GANME END
AND WINNING

The final stage of the game triggers at the end

of the turn in which the fourth Guardian Key
was found. Flip the Monster in The Wilderness
over to reveal the Thunderstone Guardian, As
indicated on the Guardian Keys, all players now
draw 6 cards, and then discard 4. Each player
will have one more turn, including the player
who found the last Guardian Key. During this
turn, the players may battle the Guardian in The
Wilderness, or they may take a normal turn. If

a player battles and defeats the Guardian, the
player gains the rewards for defeating it but the
Guardian will sull remain in The Wilderness,
awaiting the next challenger. Monsters cannot be
remaoved from The Wilderness for any reason.
All players will get one opportunity to battle the
Guardian, though they may take a standard turn
and ignore the Guardian if they prefer.

When the game ends, players total their VP from:

+ Cards in their deck.
+ Completed Side Quests (see page 15).
« XP tokens ¥ (XP is worth equivalent VP).

The player with the most total Victory Points
wins the game. If there 15 a tie, the tied player
with the most Wounds (tokens and cards) wins.
If there 15 still a tie, the tied player with the most
combined Treasure and Legendary cards in their

deck wins. I it is still a tie, the tied players all win.

If you have not done so yet, please check out
the Questbook also included in this box for
background on the Thunderstone world and
suggested setups to play through the story,

There are also several additonal ways to play
Thunderstone Quest, mcluding Epic Mode and
Campaign Mode (see pages 16-17).

GUARDIANS

The Thunderstone Guardian 1s a special,
fearsome, and powerful Monster only available
to battle on the last turn of the game. Guardians
work the same as all other Monsters with two
exceptions:

Smorga the Queen
FILAIANOID - VERMIN « GUARD AN

QI TR+ <

Destroy 1 £ for cach vou have,

P
4 1 :

%

XPVALUE

All Guardians give XF when deleated equal
£4) h;llf}ruur total Attack {a'l' # }., rounded
up. For example, 7 Physical Attack + 16
Mugi:{_' Attack would gi\r: 12XF {:74*1 6=
23/2=11.5, rounded up to 12 ).

LEVEL
Guardians are stronger than rtguIar
Monsters, and thus have a level of 4-6.

We pick up our example game several
turns later. The players have been buying
cards and levelmg their Heroes into epic,
level 3 versions. Ashley has just ended
her turn m which she found the tourth
Guardian Key. She fhips the Monster in
The Wilderness over (the Giant Rat) to
reveal the Guardian, Smorga the Queen.
Play continues arcund the table as normal
until each player has taken one more
turn, mcluding Ashley, During this final
turn, players take their turns as normal,
but they also have the option to fight the
Guardian m The Wilderness.

It 15 now timie for Adam to take his final
turn. After revealing his hand and using
his Dungeon abihties, he has a total of 23
Attack. Smorga has a Health of 8, which
is far less than Adam’s 23 Attack, so she s
defeated. But Betore the Battle, Smorga’s
ability destroys 2 XF from Adam, because
Adam currently has 2 Wounds. That

hurts, but he 1s about to get a bunch more

XP hack.

When Guardians are defeated, in addition
to any reward listed on the Guardian or
The Wilderness, they also give the player
XP equal to the half the total Attack,
rounded up. Note that Smorga’s 8 Health
does not reduce the amount of XP the
Guardian gives; Smorga’s 8 Health 1s the
merely the prerequisite to defeat her, So
Adam gets 12 XP for defeating Smorga,
plus a Treasure as histed on Smorga. He
adds this Treasure to his deck now, before
end game scoring.

After Drew and Ashley each take their
hinal turn, our example game ends,
Everybody now counts their XP tokens
in front of them, plus the VP of cards in
their decks. If the players were using Side
(Juests in their game, they may possibly
gain bonus VP from them at this point as
well.




Ashley played a strategy that focused on
eycling through the deck quickly using
Stormhand and Short Sword, which led
ko many turns of her playing 10 or more
cards.

She didn’t have great access to Light
from the cards in her deck, so she bought
Lantern tokens whenever possible,
allowing her to access the high-rewarding
level 3 Monsters several times, Her final
score was 7.

While Adam had a great final turn against
the Guardian, he bought too many cards
along the way and did not get enough

ol his Starter cards out of his deck. This
created too many turns where his draws
were not smooth and his deck didn’t
reach [ull potential. Next game he is going
to make sure to get rid of those Starter
cards fast and get more Light. His final
score was a respectable 43,

Drew used a Rogue strategy of having
lots of Light in his deck, so he had access
to hight whichever Monster was best for
him each turn. This let him maximize
the rewards he received every turn and
worked really well for him. Adam had
some powerful Spell combinations

for lots of Magic Attack that was often
higher than Drew’s, but Adam lacked the
Light to consistently reach to the level 3
Monsters. Drew’s final score was 54.

Following the rules listed above,

you are now ready to play

THUNDERSTONE QUEST!

ExXPERIENCE PoINTS (XP)

You may invest XP in your Heroes over the
course of the game, mukiug them slronger.

XP spent this way will not count towards
pr::a:.‘iuus Viclnr}f PU-iItL"EI-._, 50 .spcnd them
wisely,

It 1s recommended to spend your XP

leveling up yvour Heroes unul 2-3 Guardian

Keys have been found. Having more

50t

SIDE QUESTS AND GUILD SPONSORSHIP
LEGENDARY CARDS el

Afrer defeating 2 M 1 - |
4f you have 3 01 Mo : I

Classcs and no m
y , , reveal this 8

When you defeat a
' or higher Monster,
if you have a WIZARD
| and you have a SPELL,

- | > x ] 4
Lecennary 17 ‘ | the Monster is worth
]iﬂht 1 'l:~ll;_1'|l'|' + 1 i

- w i ———

“An tnvestmtent tn kno w[:cigf
pays the best interest.”

MAGES’ GUILD
Side Cluests are secondary objectives that provide

specihic 1&’4{-“‘13 for you to “‘-:':'-'-’mPhSh'a rf:.wardmg After Illil}'t:rﬁ choose theirr Side 'Elm:stsg th'ﬂ'

choose which Guild will sponsor their efforts.
Guild Sponsorships favor one of the four Classes;
try to pick one that synergizes with vour Side

you with VP or possibly Legendary cards. Side
(Juests are not mandatory to complete, though
every VP counts. Keep your Side Quest face
down and secret, revealing it only when it 13

Quest. Guild Sponsorships sit next to your

time to collect its rewards. Side Quests often Player Board and provide you a constant bonus

sienific r impact your 5 ', $0 make -
significantly impact your game strategy, so make throughout the game, as detailed on the card,

sure to remain familiar with your Side Quest

¢ : There are enough Guild Sponsorships so that
throughout the game, :.: k P

) - ] . each player may choose the Guild they wish. Any
Some Side Quests reward their players with cards unchosen Guild Sponsorships are put back in the
that have the '[_.::g::_udar}' kc].-'wurd. Ll:gl:udar}r how.

cards have a [:-ﬂn: of ph‘l[iuum cotns at the bottom

of the card, as well as the Legendary keyword.

Players should review any of these Legendary

cards that are relevant to their Side [;111::5[ and

keep them m,:&t‘h}r. ..5;;1:; unchosen Side Quu:ﬂ[s

und Ll:j;l:udar:rr cards are I:ul hnq:k in the Eu:n‘..

E'.I-l_}Wf_‘,I'ﬁll Htrm:s will a]:h]-w you to deleat

more n:w:irdiug Monsters. Make sure there
1% :llt}ugh time left in the game Loy g{:t gﬂud
use of your powerful Heroes.

Al the end of the game, combine the XP on
your Player Board with the VP in your deck
and on completed Side Quests to see who
Wins.



MORE WAYS TO PLAY

Thunderstone Chuest ™ 15 designed to be played BUILD AND POPULATE THE 2. Repeat step 1, skapping revealed Heroes
beyond the scenarios m the Questbook. If you DUNGEON if the corresponding Class spot 1s already

wish to create your own setup, Randomizers have 1 occupied. When vou are done, The Gulds’

Either randomly select or choose six
Dungeon Room tiles; two of each level. Do
likewise to select which Guardian vou will

Cuarter will contain four Hero stacks,
mecluding at least one Clenc, one Fighter,
one Rogue, and one Wizard (but with multi-

been included in this product to help you with
setup.
e etfling iy gavar Vou SRl Classing, there could be more than one of

a particular Class). Each stack should be
2.  Use the Monster Randomizers to select arrangcd s that the level 1 Heroes are on

random level 1, 2 and level 3 Monster top, level 2 next, and level 3 last.

3. Shuflle the Item, Spell, and Weapon

Hﬂﬂ{i[}]ﬂiICIE 2111{1 I'E"l.-'tll] T.Ill.‘:!‘.l':l. l.lllLiI }"[}u

Wilderness in every game.

groups. The Monster Randomizers will st
the keywords of most/all of the Monsters in
that hether the Monsters tend to :
WS BEOMpy s ]f: S have revealed one for each corresponding
have the Alert! icon v, and some may also RS : :
: o ; : spotin I'he Ma.rkcl;ﬂa{_'f_:, with a total of 8

speak briefly on the mechanics of the group.

: X spots. We recommend not plaving with more
For example, if the Monster group discards ; PV IS

2 ; than 3 of any particular card type. Some
and destroys your Weapons, it may say yp Yl

*They attack your Weapons.” Use this
knowledge when selecting cards for the

Hero r:uul::mim;rs wﬂ] Imw: a r:quir::mf:nl
Fnr 'f‘h: Markctp]a{_'c. Makc sure lhu:a::

: o : requirements are met now. If they aren’t, the
Village. If, tor example, a Monster group 1s i 2 :

particularly lethal, Damilu Huskie may be a
good card to have in that game. We

o/
Kobold Skirmishers players should find a Randomizer that does

HUMANOID meet them and put it into The Mark::lplam:

instead of one of the E]-rnvitmsly selected

understand this means the setup 15 not : ;
] Randomizers.

completely random, but synergetic cards

lead to better game expenences. As Item, Spell, and Weapon cards are

Randomizers are 5p ecial cards that look like mechanically consistent throughout the
Heroes, ltems, Spells, Weapons, Monsters, etc,

3. Populate the Dungeon Rooms with
Monsters and then add Guardian Keys to

sta{:k., the Randomizers are dU.p]i:_'ai:

with special card backs. Heroes sometimes work : iy o ,_ :
- " : d]e MD_“E tﬂl‘ dECkﬂ as “ﬂnmi P]El.l:lﬂg t.h.f' VSIS {_]E‘LIH: bt&“dard L-lrdﬂ. R.E"ldﬂml LTS

best with specific cards or Keywords, so some : - e have a different back so they don’t et

Hero Randomizers will have a small amount of Monster decks in their respective spots on 4 8

special text. the Village Board. confused. :
: 4. Find the corresponding stacks of cards that
hT':' {:[;e_atféa ran?nm “mF: f':'u':;w 1:[[ ?':ilrm“_J RhE POPULATE THE VILLAGE match the Randomizers and place these
sted 1n aetup (see page 4 ) with the tollowin - ¥
; page ) £ 1. Shuffle the Hero Randomizers. Reveal the stacks mito The Marketplace. Fut all of the

changes: R : - L
, - - - andomizers back in the box, and continue
first Randomizer, placing the corresponding !

Hero stack into The Gulds’ Quarter on Setup as normal (see page 3 4).
the Village Board, in a spot which matches

the Hero’s Class keyword (Clerie, Fighter,

Rogue, or Wizard). If the Hero has more

than one Class, you decide which spot to

use. Hero Randomizers display the icons

they have, such as @ and 7 . Some Heroes
also have a brief amount of text that is
relevant to set up or strategies for that Hero.

Fes



EPIC THUNDERSTONE QUEST

Thus radical variant is a favorite of experienced
players of classic Thunderstone and

Thunderstone Advance. Rather than playving with

only 12 different cards in the Village each game,
you can play wath every card you own! Epic
Thunderstone Quest has a slightly different setup

from a standard game.

SETUT

Get 1 copy of every Item, Spell, Weapon,
and Monster (by card Title) you own.
Separate the cards by type: ltems, Spells,
Weapons, and Monsters. We will deal with
Heroes below:

Take 10 random Monsters of each level and
Pupu}at{: thf.'. Dllllgﬂﬂ'll Rﬂﬂl]ﬂ:ﬁ ds :IlL'I'I'IHEJ.
(see page 4). These are the Monsters you
will play with this game. Put the remaining
Monsters back in the box. Add Guardian
Keys to the Monster decks as normal and
place the Monster decks in their respective
spots on the Village Board. Select a

Guardian as normal, placing it face down in

The Wilderness.
Shuffle and place the Item deck in The

Markﬂtplacﬂ near the Item section. Do
likewise for the Spells, and then the
Weapons.

Place the top two cards of each deck into
their respective spots of The Marketplace.
Leave “Any” spots empty to start the game.

Throughout the game, whenever a card in
the Marketplace is purchased, replace its
spot with a card from the corresponding
deck. If it 1s empty, then there are no more
cards available of that type. “Any” spots do
not refill in this manner,

To fill an “Any” spot, players must place
their Champion in The Marketplace at the
beginning of their Village Phase (this 1s an
extra Village Location only available in the
Epic Mode style of game). For doing so.
they take the top card of any deck in The
Marketplace and put it in an empty “Any”
spot. If there are no empty “Any” spots, then
they first destroy 1 card in an *“Any” spaot,
and then fill the newly emptied spot.

There are two different ways to play with the
Heroes. Try both below and decide which
SL}fh: you pn:f{:r:

a. The first style takes 1 copy of every level

1 Hero card you own and separates
them mto four different stacks, sorted

by their Class keyword (Cleric, Fighter,
Rogue, Wizard). Heroes with more than
1 Class may go into any corresponding
stack, Shufile these stacks separately, and
then place them face up n their respec-
tive spots in The Guilds’ Quarter. Only
the top Hero on cach stack 1s available at
a time for purchase or to level an
Aduventurer into. When you need to level
up a Hero into their level 2 or 3 version,
use the same process as normal, but re-
trieve the new Hero from the box. Ths
version of playing with the Heroes

is the classic Epic Thunderstone
experience. It allows you to play

with the most Heroes in any given
game.

b.  The second style uses the normal Hero
setup (see page 4). During playtest, we
came to really enjoy this hybrid version
and think you will as well. It allows for a
very fluid Marketplace, giving you
greater access to a wider variety of cards
than the normal Marketplace. However,
it still allows you to focus your deck
construction and strategy around the
mechanics of the core of your deck (the
Heroes).

Dungeon Setup and pla}r continues as normal

from here (see page 4).

EPIC THANKS

Thanks to Richard Launius and Tom Vasel for
the urigina] Epi-:: Thunderstone idea.




CAMPAIGN MODE

If you would like to play a series of Thundersione
Q‘uﬁt Fames back-to-back to tell a story, you

can do so by playing a Campaign. Campaigns
may last as many or as few games as the players
wish. In Campaign Mode, vour starting decks
get better the more games you play. You may
wish to increase the difficulty, as your Campaign
progresses, to compensate for this, Increasing
the number of Guardian Keys that need to be
found or rearranging in which Monster decks the
Guardian Keys are placed are two options,

If you're familiar with Thunderstone Advance,
here 15 a list of changes/features unique to

Thunderstone Quest.

+ You can buy Gear tokens in the Village for one-
time effects.

You have a Champion (a figurine) which moves
through the Dungeon to battle Monsters and
visits different Village Locations, opening up
access to additional abilities,

The Prepare abihty 1s gone, though a very
similar ability 1s available in the Village,

Rather than being added to your deck,
Monsters deal Wounds to players when fought
and reward players when defeated. Monsters
are destroyed when defeated.

Wound tokens reduce your HP, which lowers
the number of cards you draw each turn. You
may heal Wounds m the Village and wath
special effects,

GUILD RECOGNITION PHASE

After each game of a Campaign 13 fiished,
players enter the Guild Recognition Phase before
moving on to the next game. During this phase,
players will have the opportunity to enhance
their starting deck for all future games of this

Campaign.

1. Starting with the player who won, and
proceeding in final placement order, each
player may select 1 Marketplace card from
their deck. They may only select 1 Item,
Spell, or Weapon (no Hero, Treasure, or
Legendary cards). They may not choose
a card which has already been chosen by
another player this Guild Recognition

WHAT'S DIFFERENT

+ Light 1s now used to move through the
Dungeon Rooms. Players no longer use Light
to avold Attack penalties.

+ Each Dungeon Room 1s distinct, providing
unique challenges and benefts.

+ Ifa player fails to defeat a Monster, neither the
player nor the Monster leaves the Dungeon.

+ Each Dungeon level 1s populated with
Monsters of the corresponding level (e.g.
level 1 Monsters populate the level 1 Dungeon
Rooms),

+ Heroes may wield multuple Weapons,
up to their Skill. In previous versions of
Thunderstone, Skill was called Strength.

* You may level up only 1 Hero in the Village
each turn.

+ Most cards i the Village provide Victory

Pomts.

Phase. If they have no legal card to choose,
they forfet their Guild Recognition choice
in this game of the Campaign.

2. Players add 1 copy of their selected cards
to all of their future starting decks this
Campaign. This means that players should
start the second game of their Campaign
with their standard starting decks plus 1
additional card. Game 3 should start with 2
additional cards, game 4 should start with 3
additional cards. and so on.

After each game, keep track of each player’s score.
The winner at the end of the Campaign 15 the
player with the most combined VF.

« Side Quests, Legendary cards, Guild
Sponsorships, and Treasures are all new card
types.

« At the end of the game, players’ XP are worth
1 VP each.

« Players can no longer Rest (destroy a card from
their deck).

+ Monster abilities now exist m two mandatory
timing windows; Before Battle and After Battle.
These replace the previous Battle, Attermath,
Global, Trophy, Raid, Stalk, Breach, and React
abilities.

« There 1s no longer a restriction about using an
ability to destroy another card whose ability
has already been used this turn. Now, card
effects last as long as they are in front of you.
The moment they leave play, their effects end
unmediately.



LEXICON

ABILITIES

Abilities are usable once per turn. There are five
types of abilities: # villaek &, & DiNGEON &

£ SPOILY o, & BEFORE BATTLE & , & AFTEN EAITLE &,

Village, Dungeon, and Spoils abilities are
optional, Before Battle and After Battle abalities

are requured.

Sometimes there 1s an opportunity to use an
ability in more than one circumstance, such as

4 VILLAGE O pevGEoS @ | Players may use these
abilities in either phase, but they may still only be
used once per turn,

ADJACENT
Adjacent means orthogonally adjacent.
Diagonal 1s never adjacent.

ARMOR

Armor reduces the amount of Physical Attack
you have by the stated amount. If a player has 7
Physical Attack and a Monster has 3 Armor, the
player has 4 Physical Attack remaming.

BOOSTS

Boosts are bonuses to one or more values on
Heroes and Monsters. Boosts are always signified
by a + sign and are usually found on ltems,
Weapons, and Dungeon Rooms. If you do not
have a Hero, you may not benehit from boosts.

CANCEL

Canctl]cd eflects do not rt:m-iw:-

CARD TYPE

There are five types of cards: Hero, Item, Spell,
Weapon, Monster. Not all cards have a type, such
as Guardian Keys and Treasure Caches.

CLASS

Each Hero has one or more Classes. The four

Classes are Cleric, Fighter, Rogue, and Wizard.
DESTROY

Destroyed cards do not go mto a discard pile.
Instead, they are removed from the game. When
a card 1s destroyed, place it in the box. If the
destroyed card was in the Village, we recommend
you place it face down under the other copies of
that card in the Village. For example, after you

level up a Rogue, we recommend you place the

old, destroyed version at the bottom of its Rogue
stack, face down. Tlus helps clean up at the end.

Destroyed tokens and Festering Wounds are
returned to their respective places and may be
acquired agam later,

DISCARD

When an effect has you discard a card, you must
place a card from your hand, or from in front of
you, into your discard pile. If an effect tells you to
discard cards from your deck, they are discarded
from the top.

DOUBLES

"l"l'rh | L'li[.‘l: dl'e 'I'{'.I“-EL‘]. 3111’.'1 I'I'&"n"l! tllE same '\.?Iﬂ L,

DRAW

Anytime you draw a card, take the top card of
your deck and add it to your hand. If 1t 13 your
turn, any card you draw 15 immcdiutul}r |Jlaf:f:d i
front of you with the rest of your hand.

Il you ever need a card from your deck for any
reason, but your deck 1s empty, vou first shuffle
vour discard pile to form a new deck, and then
continue. This process does not happen when a
deck becomes empty, only when a card 15 needed
from an empty deck.

DUNGEON

The Dungeon is made up of all Dungeon Rooms,
mcluding The Wilderness. Players use Light to
move ﬂ1ruugh the [Jl.:lug:un and battle Monsters.
Some abilities may only be used in the Dungeon.

FESTERING WOUND

Festering Wounds are a special type of Wound
card that go into your discard pile when received.
They do not lower your HF, but they are harmful
once you draw them. Whenever you may heal

a Wound, you may instead heal one of vour
Festering Wound cards in front of you, destroying
it. Put destroved Festering Wound cards back into
the Festering Wound stack, which should be kept
somewhere handy for players to reach. Festering
Wounds are not used in all games.

FOUND

(suardian Keys are tound whenever they are face
up in a Dungeon Room.

F‘I'i’.‘ir

GEARTOKENS

Gear tokens are tokens that may be bought in
the Village, if your Champion visits The Bazaar,
Some Monsters and Dungeon Rooms also reward
players with Gear tokens. The three types of Gear
tokens are Iron Rations, Lantern, and Potion.

GIANT RAT

The level 0 Monster in The Wilderness. It
stays there tor the entire game until the tourth
Guardian Key 1s revealed at which point 1t 1s
fhpped over to the Guardian side.

GUARDIAN

The Guardian 15 a special, fearsome, and
powerful Monster only available to battle on the
last turn of the game. All Guardians give XP when
defeated equal to half your total Attack value
(after Armor and Magic Resistance reduction),
rounded up. For example, if you had 18 Attack,
which gets reduced to 15 from the 3 Armor of the

Guardian you are battling, the Guardian would
give 8 XP (18-3=15/2= 7.5, rounded up to 8).

HEAL
When a Wound 15 l'lr.::dv:d1 d:stm}r i Ifitisa
Wound token on your Player Board, remove
your righlm{}st Wound and return it to The
Wilderness. If the Wound 13 a card with the
Wound kc}wurd {t.g. cht::l‘ing W{Juud}, jrut it

hu::k i|1 ti‘u: st:u_'k it Carme frum.

HIGHEST (OR LOWEST)
When an effect or ability refers to the “highest™ or
“lowest™ of a set of cards, and two or more cards
meet the criterion, the player chooses which card
or cards will be affected.

HIT POINTS (HP)
All players have 6 HP by default. As players battle
Monsters and take Wounds, their HP will go
down until they heal. Some cards will give players
HP temporanly for that turn. At the end of your
turn, vou calculate vour current HP, then discard
your cards from that turn and redraw a new hand
ol cards equal to your current HP level.

Y
J‘u



IMMUNE

Some Monsters are immune to Physical Attack
and/or Magic Attack. That value 15 ignored, and
not counted when comparing with the Monster’s
Health. This can sometimes be Immunity to a
specific source (e.g., Immune to Bows). If you
have a Hero with 4 Attack wielding a Bow wath 3
Attack, you would fail to defeat a Monster with 6
Health that 15 immune to Bows,

LEVEL UP

Some effects allow you to “level up™ a Hero. To
level up a Hero, do the following;

1. Destroy XP equal to the Hero’s current level
+2 and &tstm}r the Hero.

2. Find the next highest level version of that
Hero mits stack and place it in your discard
pile. (level 0 to 1,1 to 2, 2 to 3).

Adventurers are special level 0 Heroes and may
level up into any level 1 Hero.

Since the new version of the Hero goes directly
to your discard pile, it 1s not available again this
turn, If there are no more copies of the next
highest level version, then that Hero may not be
leveled. (e.g., If you have a level 1 Hero and there

are no more level 2 versions of that Hero).

MAGIC RESISTANCE

Magic Resistance reduces the amount of Magic
Attack you have by the stated amount. Ifa
plaver has 4 Magic Attack and a Monster has 2
Magic Resistance, the player has 2 Magic Attack
remaining.

MAXIMUM, MINIMUM

When a card has a maximum or mimimum value,
then any changes to that value recerved beyond
the minimum/maxumum 1s ignored.

MOVE

Players use Light to move their Champion
through the Dungeon to go battle Monsters.
Going from the Dungeon to the Village 15 never
considered movement. Some Monsters and
Dungeon Rooms have the Alert! icon ¢ on
them. These Mansters and rooms interact with
the movement of a player’s Champion, penalizing
vou for moving into, from, or through them,

+ Into aroom - The effect triggers any time a
Champion moves into the room from another
room.

« From a room - The effect tnggers any time a
Champion moves out of the room.

+ Through a room - The eflect tnggers any time
a Champion moves both into and out of the
room in the same turn.

REMOVE

A ﬁ'tnpurl 15 removed from a Hero an}'lim:‘: that
Hero does not have enough Skill to wield the
\'vuap{m. Removed “’ca.puns are set in front of
you and may not be gjvtn ta another Hero.

REQUIRED

When semething is required by a Monster, you
must have 1 or more of the semething to be

able to defeat this Monster. Il you do not have
that special something, vou may not defeat the
Monster. If your Physical Attack was reduced

to 0 by a Monster's Armor, and the Monster
requires Physical Attack, you would no longer be
considered to have Physical Attack, and thus you
would not meet the requirement. You may still
choose to battle a Monster if you do not have the
something required, you will just [ail to defeat it

SPOILS

Spoils abilities are optional abilities that you may
use after you have defeated a Monster.

TOKENS
There are five different tokens; Gear tokens (Iron
Rations, Lantern, Potion), Wound tokens, and

Thunderstone (XP) tokens.
- - i rflg'
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TOTAL ATTACKVALUE

Your total Attack value 15 the sum of your
Physical Attack @@ plus your Magic Attack . If
your total Attack value 1s equal to or greater than
the Health of the Monster you are batthng, you
defeat 1t.

VILLAGE

The Village 1s made up of all elements on the
Village Board except the Monster Decks. Some
abilities may only be used in the Village.

WIELD

A Hero may wield any number of W’tapuns; the
Hero's Skill must be greater than or equal to the
combined Skill R::quirumt;nl of all their wiclded
W‘capuns. If a Hero ever has too httle Skill,
remove Weapons from the Hero untl this 1s no
|::|1gr:r true. “ﬁ:upmm which are not wielded sit
in front tir}r{}u, pr{widiug nuthing but their Gold
Production value,

WOUND

Wounds come in 2 forms: Wound tokens (% )
and Wound cards (e.g., Festering Wounds # ).
The most common form, Wound tokens, go onto
your Player Board. This lowers your HP which
lowers the number of cards you draw each turn,

Cards with the Wound keyword go into your
discard pile, clogging up your deck on later turns.

KEYWORDS

Keywords are a usetul way of having cards
mteract with each other. In many cases, however,
they do not necessarily do anything in and of
themselves. The following 1s a hst of Keywords
that have no special rules that apply to them, but
that you will see appearing on cards:

HEROES

Race (e.g. Human or Elf) and

Class (Clenc, Fighter, Rogue, Wizard).
ITEMS, SPELLS, WEAPONS

Weapon type (Blunt, Bow, Edged) andfor
Magic type (Arcane, Chaos, Divine, Elemental)
and/or Mise keywords (e.g. Magie, Starter).
MONSTER

Creature type (e.g. Undead or Giant) and
Monster group title {e.g. Goblin Grunts).



FAQ

Who wins ties in battle?

The player wins. If the player’s total Attack
(f#+ ") is greater than or equal to the Monster’s
Health, the Monster 1s defeated.

—

Do Ogre* abilities trigger during Setup?

No, Ogre Abilities do not. The same goes for
other abilities that tnigger “when revealed” or
“when they enter the Dungeon”.

—r—

Can abilities like those on Thunderstone
Shard be used in both the Village and
Dungeon in the same turn?

Some abilities have multiple opportunities to be
played, such as & VILLAGE OR DUNGEON & , but
abilities may still only be used once per turn. If

you use Thunderstone Shard in the Village, vou
may not also use it in the Dungeon.

> ¢ +

Can you level up a Hero more than one
level in a turn?

No. The new version of the Hero goes directly to
your discard pile and is not available to be leveled
again that turn,

—y—=p

How does Felin* work?

Felin 15 a special Cleric Wizard that can transform
into different animals. On your turn, you may
choose one of these two forms to assume, though
as abilities are optional, you may choose to not

shapesluft at all.
—r—

Can Heroes such as Markennan™
get their Skill boosts in time to wield
Weapons?

Yes. Thus, Markennan may wield a Blunt
Weapon with an 8 Skill Requirement,
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How do I battle a face down Monster?
What if it is a face down Guardian Key?

Ifa player battles a face down Monster, flip it face
up before the battle, resolving all of the Monster’s
text and continuing the battle as normal. If the
player finds a Guardian Key instead, set the Key
aside and replace it with a new Monster from the
appropriate deck and battle it. The found Key
may cause the Guardian to appear at the end of
this turn.

—

If I have a card that cannot be destroyed
(or discarded) and a Monster ability

destroys or discards a card, can I choose
the card that is “protected”?

Yes, the Monster's ability simply has no effect.

> d -

If I have a Hero that cannot be destroyed
by card effects, what happens if I level it
up?
The ability to level up a Hero 1s an effect from the
Rulebook, not from a card, so you may level up

that Hero as normal (and you must destroy it in
the process).

> +* -

Can a card without a value (such as
Armor or Light) gain +X to that value?

Yes, it will now have X in that value,

Pt

How many XP do I gain with
Battle Axe*** after battling

Demon Spider
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Assuming you had a Treasure card to trigger
Demon Spader’s After Battle abihty, you would
gain 2 XP. Baltle Axe activates whenever you gain
one or more Wounds. You gain the Wounds from
the spider’s After Battle ability, and another 1

Wound from its Wound value,

<

Can I destroy more than one Dagger
when I buy a card?

No, Dagger’s trait specifically only allows one to
be destroved.

——t



Do the effects of cards that temporarily
change my HP that turn end before I
draw my new hand?

No, you calculate your current HP before
discarding your cards from that turn.

—r—t

Is The Wilderness tile a Dungeon Room
and is it in the Dungeon?

Yes to both, and it 15 adjacent to both level 1
Dungeon Rooms,

> ¢ -*

If my Light total is reduced after I start
moving through the Dungeon, such as
from a Monster who discards my Item,
does it reduce where I may travel in the

Dungeon? Does it reduce the amount of
Light I have for Spoils effects?
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Once your Light total has been produced and
you begin moving, having your Light reduced
will not affect that movement.

For example, if vou produce the 4 Light you need
to get to the Abyssal Temple, and along your way
to the Abyssal Temple *** a Monster discards
your Lantern (reducing your Light to 3),
this does not interrupt your current
movement. You still make 1t to the

Abyssal Temple. However, after you

deteat the Monster, the Abyssal Temple only gives
vou +3XP, not +4XP.

=

If I have a Hero with 2 Physical Attack
wielding a Weapon that has +3 Magic
Attack, 1s the Hero considered to have
Magic Attack?

Yes. Boosts (anythimg with a +) add directly to the
Hero's (or Monster's) values. So the Hero would

have 2 Physical Attack and 3 Magic Attack,

- o

What happens if a card looks for a value
on a card that is not there or has an *?

It defaults to 0.

- e -

If I buy a Potion token in The Bazaar,
may I drink it immediately? Can I use
Potion tokens any time I want?

Potion tokens may be used as a Village or
[.}ungﬂ{:-rl abi]il}; Or immudiatc]}' :sﬁ.::r. tht:}-' are
bought from The Bazaar. You may not use
Potion tokens any other time (e.g. alter receiving
Monster rewards or as a Spoils ability).

- s =

Do I have to be in The Guilds’ Quarter to
level up or buy a Hero?

No, you may usually buy and/or level up 1 Hero
each turn, even if your Champion 1s not in The

Gualds’ Quarter, The Gulds’ Quarter sumply

allows you to level up 1 extra Hero.

> + +

Do I need to be in The Temple to heal?

No, you may always heal 1 Wound normally, even
if your Champion 1s not in The Temple. The
Temple simply allows you to heal 1 extra Wound.

=

Do I need to be in The Marketplace to
buy a card from there?

No, The Marketplace 1s not a Village Location
where you place your Champion (unless you are
playing the Epic variant, see page 17). It is
simply the name for the area that holds a specific
subset of cards (Items, Spells, and Weapons).
You may always buy 1 card regardless of your
Champion’s Village Location.

R

If I have a Punching Dagger and a
Starter Dagger on a Hero with 2 attack,
how much attack do I have?

You would have +6 attack. 2 from the Hero, +1

from the Starter Dagger, +3 from the Punching
Dagger.

.

What happens if I reveal two Guardian
Keys in a single turn? What happens if
the last two cards in the Monster deck
are both Guardian Keys?

Set aside any revealed Guardian Keys and refill
the Dungeon Room with the next card in the
appropriate Monster deck. If the appropniate
Monster deck 15 empty, refill the room from the
next highest available Monster deck. Once all
rooms have bheen filled with Monsters, re-shuffle
the second and later Guardian Keys back into
the Monster deck(s) from whence they came. It 1s
possible that a re-shuffled Guardian Key 15 now
the only card m 1ts Monster deck.

—<r—

* Denotes contents from the Kickstarter
exclusive Quest, A Total Eclipse of the Sun.

*#%*  Denotes contents from the Risen from the

Mire Quest.

#¥¥ Denotes contents from the At the
Foundations of the World Quest.



CAMPAIGN LOG

Keep track of your Campaigns over time recording how many games the Campaign was, the final score, and most importantly, the winner’s name.

WINNER SCORE GAMES WINNER SCORE GAMES
WINNER SCORE GAMES WINNER SCORE GAMES
WINNER SCORE GAMES WINNER SCORE GAMES
WINNER SCORE GAMES WINNER SCORE GAMES
WINNER SCORE GAMES WINNER SCORE GAMES
WINNER SCORE GAMES WINNER SCORE GAMES
WINNER SCORE GAMES WINNER SCORE GAMES
WINNER SCORE GAMES WINNER SCORE GAMES
WINNER SCORE GAMES WINNER SCORE GAMES
WINNER SCORE GAMES WINNER SCORE GAMES
WINNER SCORE GAMES WINNER SCORE GAMES
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