
ABOUT
Golems is a card collection game where  
you can use every card in two different ways.  
You have to decide whether you want to keep the 
card as a resource or use it to summon a Golem.
With the use of Gems and special Runes  
you will be able to maximize your strategy  
to become the best Golem summoner.

COMPONENTS

36 Golem cards

8 Gem cards

9 Rune cards

13 Gems

The new surface of Earth is at its  
most bleak appearance. It may seem 
completely infertile and arid, but on  
the horizon promising mountains  
of mud and clay arise higher and higher.  
Golems, the magical mutable creatures,  
are being summoned with synergies  
among the resources of the earth.
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SETUP

1. Shuffle the 4 Rune cards with the  symbol 
and deal 1 card to each player. Take the card 
to your hand. Add the remaining 2 Rune cards 
to the deck.

2. Place the Gem card with the   
symbol back in the box.

3. Shuffle all cards (Golem, Rune and Gem)  
together and form a face down deck in the  
middle of the table. Remove the top 2 cards  
from the game (without looking at them).

4. Draw 12 cards from the deck to build a grid  
of 4 rows with 3 cards each. Reveal the cards  
after placing them.

5. Each player takes 4 Gems. Place the remaining 
5 Gems as a supply next to the draw pile.

6. The last player who built a snowman  
will be the first player.

GAME FLOW
You will take alternating turns. During each  
turn you collect cards from the grid by using  
your Gems and choosing how to use the  
collected cards to maximize your strategy. 

GAME END
The game ends when you are not able to refill  
a row with new cards. The second player always  
takes the last turn. Whoever collected   
the most points wins the game.
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ON YOUR TURN
Take a card from the grid; if you have less than 
2 Gems you can choose to skip your turn and take 
2 Gems from the supply instead.
Note: Anytime you need to take Gems, but there  
are not enough Gems available in the supply,  
take them from your opponent (this rule also applies 
to Gem cards).

GOLEM CARDS
1. You may use a Golem card as a resource.  

To do this, place the card upside down  
in front of you, showing the resource  
symbol on the top of the card.

• If you don’t already have a card with the  
resource symbol of the card taken, start  
a new column with the card you are taking.

TAKING A CARD
You can choose to take any card on the grid.

CARD TYPES
All cards can be used in two different ways.  
There are 3 different types of cards in the game:
• Golem cards
• Gem cards
• Rune cards

To pick a card from a row  
that contains 3 cards, you must 
place a Gem from your reserve 
on each of the 2 undesired 
cards and then take the card.

To pick the last card of a row, 
collect the Gems and then  
take the card. Immediately 
refill the row with 3 new  
cards from the deck.

To pick a card from a row  
that contains 2 cards, you must 
move the Gem from the desired 
card to the undesired card and 
then take the desired card.



RUNE CARDS

RESOURCE PLACEMENT

1. You may use a Rune card as a resource.
2. You may take a Rune card in hand and use 

it as an end-game goal to score additional 
points. To do that, you must have at least 
3 Gems in your reserve and pay 1 Gem to 
the supply.

You may only start a new column with 
a card that has a single resource symbol on it.
Cards with 2 resources must be placed 
in a column that contains at least one 
of the 2 resources shown in the card.
Cards with  symbol must always be placed 
in any existing column. The card resource 
will be considered to be the resource of the first 
card of the column where the card is placed.   
Note: When the topmost card is discarded, the 
following card immediately becomes the topmost 
card of the column.

• If you already have a card with the same resource 
symbol, place the new card overlapping the last 
card placed on the matching resource column.

2. You may summon a Golem if you have 
all the resources needed to do this. 
When you summon a Golem you must 
place it face-up next to your resource cards.

Every time you summon a Golem, you will need 
to discard 1-3 cards with the matching resources 
of the Golem you want to summon. The discarded 
cards must be the topmost cards from the resource 
columns. These resources cannot be used anymore, 
but each card will score 1  point at the end of  
the game. Tuck the discarded cards under the 
summoned Golem.



GEM CARDS
1. You may take the Gems and the bonus 

shown on the card by taking the card in hand.
2. You may take the Gem card to gain set-collection 

points by placing the card upside down next to 
your Resource cards and creating Gem dust.  
In this case you don’t get any Gems or bonus.  
You can overlap the Gem dust collected in one 
column.

SCORING
Score:
• 2 points for every summoned Golem.
• 1 point for every card under your summoned Golems.
•        1/3/6/10 points for 1/2/3/4  

       collected Gem dust symbols.
• Additional points depending on your Rune cards in hand.

Whoever has the most points, wins.  
In the case of a tie, whoever collected the  
most points for their summoned Golems wins.  
If there is still a tie, whoever had the most  
cards under their summoned Golems wins.  
If there is still a tie you share the victory.

RUNE CARDS OVERVIEW

Master Summoner 
Receive 7 points if you have Summoned  
Golems of at least 4 different types.

Master of the Keeper 
Receive 1 point for each Gem in your reserve.

Master of the Gems 
Receive 2 points for each Gem card in your 
hand. You can receive a maximum of 6 points.

Master of the Resources 
Receive 1 point for each of your  
unused resources. You can receive  
a maximum of 6 points.

Master of the Elements 
Receive 2 points for each Summoned 
Golem of the corresponding type. 
You can receive a maximum of  
8 points for the Time Golem.



SOLO GAME
In the Solo game you will play against  
an artificial opponent.

Replace the Setup with the following steps:
1. Shuffle the 4 Rune cards with the  symbol.  

Deal 1 card to you and your opponent. 
Take yours in hand and place the opponent’s card 
face-up. This card will be the opponent’s Special 
Rune. Add the remaining 2 Rune cards to the deck.

2. Place the Gem card with the  symbol  
back in the box and add the card with  
the  symbol to the deck.
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Receive 1 Gem immediately. 
Whenever you get both of these cards 
you must take, in hand, the 2 cards 
discarded at the beginning of the game.  
Discard one and use the other at no cost.

GEM CARDS OVERVIEW
Receive 
1 Gem  
immediately 
and take 
another turn.

Receive 1 Gem  
immediately.  
In this turn, you 
take 6 cards from  
the grid instead of 5.  
(Solo Mode)  

Receive 2 Gems 
immediately. 
When summoning a 
Golem you can use this 
card as any resource, 
by discarding it from 
the game. 

Receive 3/2/1 
Gems immediately 
and 0/1/2 points  
at the end 
of the game.



SOLO VARIANT
At the end of the game the opponent will score 
5 points instead of 3 for each set of 2 Rune cards 
collected (Excluding the opponent’s Special Rune).

3. Shuffle all of the cards (Golem, Rune and Gem) 
together and form a face-down deck in the  
middle of the table. Remove the top 5 cards  
from the game (without looking at them).

4. Draw 9 cards from the deck to build  
a grid of 3 rows with 3 cards each.  
Reveal the cards after placing them.

5. Take all 13 Gems into your reserve,  
the opponent won’t get any.

Solo Gameplay:
On your turn you must take 5 cards from  
the grid by following the base-game rules.
Then, the opponent gets all of the remaining 
cards and Gems on the grid. Immediately  
refill the grid back to 9 cards.
The following rules apply exclusively  
when the opponent takes a card:
• Golem cards: Immediately summon  

a Golem for the opponent, at no cost.
• Rune cards: Ignore the Rune scoring abilities.
• Gem cards: The opponent’s collected  

Gem cards won’t have effects.
If you cannot perform any action according to the 
game rules during your turn, you immediately lose.
Otherwise, the game immediately ends when  
you are not able to refill the grid back to 9 cards. 
Compare your score with the opponent’s  
to determine the winner. In the case  
of a tie, you win.
Scoring:
You will score by following the base-game rules.
The opponent will score: 
• 2 points for each summoned Golem.
• 2 points for each summoned Golem  

belonging to its Special Rune type.
• 3 points for each set of 2 Rune cards collected 

(excluding the opponent’s Special Rune).
• 1 point for each Gem in its reserve.
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