SETUP

A

Note: These are the setup instructions for a 2 player game. The solo setup instructions can be found
on the Solo Game section.

1. Separate the Rune cards, Gem cards, and Golem cards into individual stacks.

2. Find the 4 Rune cards that show a square symbol Ol in their bottom left corner. Shuffle these and

then each player draws one into their hand. Place the other 2 cards nearby, they will be used in
setup step #4.

3. Find the Gem card with the circle symbol O in the bottom left and return it to the box. It is only
used in the solo version of the game.

4. Shuffle all remaining cards together into one deck. This includes Golem, Gem, and Rune cards.

5. Remove the top 2 cards from this deck and place them to the side. They may be needed for a Gem
Reward Action later in the game, see the Gem Card Rewards section.

6. Draw 12 cards from the shuffled deck and place them in a grid with 4 rows with 3 cards each. Flip
all of these cards so that their face-up side is visible.

7. Each player takes 4 gems. The remaining 5 gems should be placed into a supply so that each
player can access them during the game.

8. The last player who built a snowman now becomes the first player.

GAME FLOW

During each player turn, they will either take a new card from the face-up grid or gain 2 gems from the
supply. Each card can be used in one of two ways, and those options vary with each card type. Chosen
cards will let the player gain resources, summon golems, or receive end-game points. After the active
player finish their turn, the next player will then perform their own turn and the game will continue like
this until the game ends.

ON YOUR TURN
You must either take a card from the face-up grid or gain 2 new gems from the supply.
GAIN GEMS

If you have 0 or 1gem in your personal reserve, then you may take 2 gems from the supply. If you ever
need to gain gems and there aren’t enough in the supply, then take the rest from your opponent. After
this, your turn is over and your opponent now takes their turn.

TAKE A CARD & PERFORM AN ACTION

You may take one card from the face-up grid. Depending on the number of card’s in the selected card’s

row, perform the following:
3 CARDS

Place 1gem from your reserve onto each of the cards you are not going to take. You must have at
least 2 gems in your reserve to choose this option. Take the selected card and immediately perform an
action with it, actions are explained in the next section.

2 CARDS

Remove the gem from the card you have selected and place it onto the one remaining card in that row.
Take the selected card and immediately perform an action with it, actions are explained in the
next section. :

1CARD

Remove both gems from the selected card and place them into your personal reserve. Draw 3 cards
from the top of the deck and place them face-up to create a new row. If there are not enough cards to
make a full row then this will trigger the end of the game which is explained in the Game End section.
Next, take the selected card and immediately perform an action with it, actions are explained in the
next section.

PERFORM AN ACTION

After taking a card, you must immediately perform an action with it. Each card has 2 action options that
can be chosen:

GOLEM CARDS

« RESOURCE ACTION
Turn the chosen card into one resource by rotating the
card 180° so that the resource icon is in the top left corner.
If you already have resources of this type, place the new
card on top of that stack so that all resource icons are
showing. If this is the first resource of that type then start
a new column with that card.

« SUMMON GOLEM ACTION

- Each golem has resource requirements
listed on the banner in its top right

corner. In order to summon the golem

you must have all of these requirements
showing within your resource area. If

a requirement is a white circle with a
number, then all you need is the indicated
number of resources in any variety of colors.
White circle resources count as 1 resource of the same color as the first resource in that column.
Some resource icons won’t match the rest in that column and those non-matching resources may
still be used for summoning.

Place the summoned golem face-up in front of you, near any other golems you have summoned.
You must then remove 1, 2, or 3 resource cards from your resource area and tuck them face-down
under the summoned golem. Each removed resource card must have at least one resource icon
that matches a requirement shown on the summoned golem. You decide how many cards to
remove, from 1to 3, and each tucked resource card will be worth 1 victory point at the end of the
game. Note: Each required summoning resource can match with only one spent resource icon
on discarded cards.

RUNE CARDS

« RESOURCE ACTION

« Turn the chosen card into one or two resources by rotating the card 180° so that the resource
icons are in the top left corner. When used as resources, Rune cards cannot start a new resource
column, and instead must be stacked onto at least one other resource card.

« Rune cards with 2 resource icons must be placed into an established column that matches at
least one resource on that card.
- Rune cards with a white circle resource O can be placed onto any previous column and act as
one resource of the type that matches the first card that was placed into that column.
« RESERVE FOR SCORING ACTION

- If you now have 3 or more gems in your personal reserve, you may pay one of them to the general
supply to place the Rune card into your hand. It will stay there for the rest of the game and
potentially be worth victory points during final scoring. Rune card scoring is explained in the
Rune Card Scoring section.

GEM CARDS
« GEM REWARD ACTION

- Gain all rewards shown in the top right corner of the card. These are explained in the
Gem Card Rewards section. If you ever need to gain gems and there aren’t enough in the
supply, then take the rest from your opponent.

- Place the Gem card into your hand.

« GEM DUST ACTION

« Turn the chosen card into gem dust by rotating the card 180° so that the dust icon is in
the top left corner. Place this card near your resources, it will be worth points during final scoring.

Once you have completed taking an action with the card you chose, your turn is
over and your opponent can now take their turn.




GAME END

The game’s end will be triggered once there are not enough cards in the deck to refill a row to 3 cards.
Continue playing the game until both players have taken the same number of turns and then proceed
to final scoring.

FINAL SCORING

Each player now calculates their final score by adding up the points gained from the following:
« 2 points for each summoned golem.

- 1point for each card tucked underneath summoned golems.

« 1/3/6/10 points for having 1/2/3/4 gem dust near their resources. No additional points are gained for
having more than 4 gem dust.

- Any points ‘ showing on Gem cards in each player’s hand.
- Variable number of points for each Rune card in each player’s hand. These are described in the next
section.
Whoever has the most points wins the game! If there is a tie, whoever collected the most points from
summoned golems wins. If there is still a tie, whoever collected the most points for tucked cards under

SOLO GAME
In the solo game you will play against an artificial opponent, the Automa.
SETUP

Ignore the 2 player setup instructions and

instead follow these:

1. Separate the Rune cards, Gem cards,
and Golem cards into individual
stacks.

2. Find the 4 Rune cards that show a

square symbol Clin their bottom

left corner. Shuffle these and then

deal one to yourself and one to the

Automa. Take yours into your hand

and place the Automa’s Rune card

face-up nearby. Place the other 2

cards nearby, they will be used in

step #4.

Find the Gem card that has a circle symbol with a dot in the middle @ and return it to the box. It is

only used in the 2 player version of the game.

If you have the encore expansion: Remove all golems with this symbol ® from that deck. They are

golems wins. If there is still a tie then both players share the victory.

¢

RUNE CARD SCORING

MASTER OF ELEMENTS

Receive 2 points for each
summoned golem of the
corresponding type.

MASTER OF THE

) GEMS

Receive 2 points for
each Gem card in
your hand, up to a
maximum of 6 points.

RESERVE

Receive 1 point for
each gem token
in your personal
reserve.

g MASTER OF THE

Receive Receive 1Gem
3/2/1Gems immediately and
immediately. then take another

Gain 0/1/2 victory turn.
points during final

scoring.

Receive 1 Gem immediately. Once you have
both cards with this icon in your hand, perform
the following effect: Take the 2 cards discarded
during setup. Perform an action with one of
these cards, paying no costs. That means you
can use it to summon a golem without having
or spending matching resource cards, or you
can take it as a scoring Rune card without
possessing 3 gem tokens as well as without
paying 1 gem token. Remove the other card from
the game. Note: This effect is different in the
solo game, see the Solo Game Gem Reward
section for details.

The surface of the Earth is bleak, arid, and infertile. Out on
the horizon there are mountains of mud and clay slowly rising
into the sky. They take form as massive magical creatures,
bringing elemental forces in their wake. These golems have
been summoned to start the world anew, and it’s up to you to
mold them.

ABOUT

Golems is a card collection game where every card can be used
in one of two different ways. You have to decide whether to
keep cards as resources, spend resources to summon golems, or
reserve powerful runes which will give victory points at the end
of the game. Only the player who best utilizes their cards will
become victorious!

COMPONENTS

8 Gem cards 13 Gems

MASTER OF THE

RESOURCES

Receive 1 point for each of

your unused resources, up to a

maximum of 6 points. Cards with
. multiple icons will have each icon

counted toward this scoring.

not used in the solo game.
Shuffle all remaining cards together into one deck. This includes Golem, Gem, and Rune cards.

Remove the top 5 cards from this deck and place them to the side. They may be needed for a Gem
Reward Action later in the game, see the Solo Game Gem Reward section for details.

Draw 9 cards from the shuffled deck and place them in a grid with 3 rows with 3 cards each. Flip all
of these cards so that their face-up side is visible.

Take all 13 Gem tokens into your personal reserve by placing them next to you.

SOLO GAMEPLAY

Unless otherwise stated, follow the 2 player ruleset.

On your turn you must take 5 cards from the grid and you will perform an action with each as they are
taken. Do not refill card rows once the third card is taken. Note: You are allowed to perform a Gem
Reward Action even if there are no Gem tokens left for you to take in the general supply or the
Automa player’s gem reserve.

Once you have taken 5 cards and performed actions with each, there will be 4 cards remaining in the
grid. Place these remaining cards, along with any Gem tokens on them, into the Automa player’s area.
Depending on the type of card, they will be placed differently:

- Golem cards: These are immediately summoned as golems for the Automa, at no cost. Place them
together so that you can easily see how many of each golem the Automa has summoned.

- Rune cards: Ignore all effects and icons on these cards. Place these into a face down stack. Make
sure the face-up Rune card the Automa received during setup stays separate. You may count the
number of cards in the Rune stack at any time.

- Gem cards: Ignore all effects and icons on these cards. You may remove them from play, putting
them back into the box.

GEM REWARD
One of the Gem cards is only used with the solo game, and another has a modified effect:

« Receive 1 Gem immediately. Once you have both cards with this icon in your hand, perform
the following effect: Randomly take 2 of the 5 cards discarded during setup. Perform an
action with one of these cards, paying no costs. That means you can use it to summon
a golem without having or spending matching resource cards, or you can take it as a
scoring Rune card without possessing 3 gem tokens as well as without paying 1 gem token.
Remove the other 4 cards from the game.

(Solo game only) Receive 1 Gem immediately. Take 6 cards from this grid on this turn
instead of 5.

SOLO GAME END
The game can end in one of two ways:

- If at any time you are unable to perform any action according to the game rules, then you
immediately lose the game.

- If there are not enough cards left in the deck to refill a grid of 9 cards. Once this happens, calculate
your score according to the 2 player rules. Next, calculate the Automa’s score using the following
conditions and if your score is equal to or higher than the Automa, you win the game!

« 2 points for each summoned golem.

- 2 points for each summoned golem belonging to the Automa’s face-up Rune card type.

They received this card during step #2 of the solo setup.

- 3 points for each set of 2 face-down Rune cards the Automa has collected. Be sure to not count the
Automa’s single face-up Rune card.

« 1point for each Gem token the Automa has in their reserve.

ADVANCED SOLO SCORING VARIANT

The Automa player receives 5 points for every set of 2 face-down Rune cards they have, instead of 3.

MASTER SUMMONER

Receive 7 points if you have
summoned at least 1 red,
blue, yellow, and green
golem.

® N ou A w

(Solo game only)
) Receive 1Gem
immediately. Take
6 cards from this
grid on this turn
instead of 5.

Receive 2 Gems
immediately. You may
discard this card to gain
one temporary resource
color of your choice. Once
used, you lose access to
this temporary resource
at the end of your turn,
and then this Gem card is
removed from the game.
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