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GOLEM RACES

Ruparstein is a land that didn't stand out From the rest of the world until their
rulers decided to export Ctheir national entertainment: the gqolem races.
Nowadays it's a very widespread sport with lots of racers and an anxious and
unconditional audience. SkilFul gnomes prepare their iron golems, necromants
stitch up bodies together to create their ultimate Flesh qolem, dwarven
conjurers sculpt stone to qive birth a sold runner, and a hundred other
participants wait For their call to the start line. The best runners have been
called. It is now the time to make your coach a rich man and to catapult him to
golem’s glory,.

THE GOLEM

Those great machines have all the shapes you can imagine,
because the great variety of participants, come From the
whole world, makes possible to see the most diverse
designs. According to GRL's (Golem Race League] rules a
golem has the Following basic stats:

Movement 1D6+10
Breakdown roll o+

THE TRACK

You can build the track any which way you want, but the basic track is a
straight 100cm line with a breadth of 10cm For every golem in the race.

THE TURN

A qolem race is divided in turns, and every turn is spit in the Four phases:

Phase 1 - Initiative

Phase 2 - The race

Phase 3 - Breakdown roll
Phase 4 - Referee’s phase
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THE FIRST TURN
The First step is to place the miniatures. Put the golems behind the start line

and their mechanics touching the back of their base. There must be 10cm
between each qolem. Place the referee in the centre of the track Facing the
start line.

PHASE | — INITIATIVE
In this phase each player rolls a 1D6. He who gets the higher result has the
initiative.

PHASE 2 — THE RACE

There is a lot that will be going on during this phase. First of all, the player who
has the initiative moves his golem First 1D6+10cm. The player with the next
result goes second, the player with the next result qgoes third, and so on until
the player with the lowest score has taken his movement.

IF a player gets a 6 result on his die roll he can move and then throw again, then
add the result on the die to the amount moved. IF you get another 6 then you
can move the extra distance and roll again till you don't roll a 6. You don’t have
to move the extra distance and throw again the dice if you don’t want to
though. Have in mind this is dangerous, because you're Forcing your golem to
exert itself beyond its normal threshold, and he may come crashing down. You
have to take and additional breakdown roll For every time you throw the dice
again. We will explain this in detail later.

HITTING AN OPPONENT
While moving the qolems can hit the other racers if they want. Throw the

movement dice normally and then decide iF you want to hit someone’s golem.
Once you select a golem move yours base to base. Subtract From your
movement roll the distance you've covered. Then compare the result with the
next table. You have to throw again 1D6 and get the result shown in the table. IF
you manage to hit your target it will break down instantly. We will explain it
later in detail.

Cm Result

6+ Lt
5+ it
3+ g \
2+

0’
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Example
You throw your movement die and get a 4. This results in a Movement of 14cm.

Let’s say it takes 12cm to get your golem in base to base contact with your
potential victim and now you try to hit him. You moved 12cm, so you have 2cm
leFt to punch him. Looking to the table you see you need a 5+ result. You get a
6. so the proud golem stands at your Feet with his head dented while his
mechanic cries desperately and yours laugh like a movie maniac.

PHASE 3 — BREAKDOWN ROLL

Once all golems have been moved all players throw a dice. IF /‘\ s
they get a 5+ their golem starts to steam alarmingly and to -
lose nuts and screws while your mechanic starts to look Q
desperate. The golem halts immediately. Turn the miniature

backwards to indicate it is broken. He won’t move until his

mechanic touches his base. |
A hit golem is broken too and needs the same amends. |I
Remember a golem that moved extra distance due to 6

results has to make several breakdown rolls. One For every

time he moved that turn.

PHASE 4 — REFEREE’S PHASE
To break another player’s golem intentionally is a "not very leqal® maneuver, but
don’t worry too much. Most referees bribed or are so silly they won’t realize
7 the Fist stamp in the opposite golem’s chest.
' The reFeree moves 1D6+5cm in @
| random direction. To chose a direction simply
spin a pencil over the table. The direction the
lead is pointing to is the direction where the
reFeree will move.
_ The referee only sees what happens in his 90°
Frontal arc. IF a golem hits another the referee
will give the Fault with a result of 3 or more in 1D6. IF the referee gives the Fault
the golem won’t move the next turn.
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THE MECHANICS

The mechanics are those who have to repair the golem during the race. Those
creatures start to run with their toolbox when they see their golem tumble and
Fall, so they are always very, very nervous. A mechanic moves 1D6+10cm, like a
golem. The mechanic wil move the next turn his golem breaks down. IF the
mechanic gets a 6 in the movement dice he will be able to throw the dice again
and move the extra length, but don’t worry, mechanics doesn’t crash down like
golems.

Once a mechanic reaches his golem it will stand up and will be able to move the
next turn. The mechanic wil stay in the place he touched the qolem till he
crashes down aqain, but not before.
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KILLING A MECHANIC
A qgolem can run the risk of hitting a mechanic. To do this he has to move and

hit the mechanic as if he were hitting another golem, but adding 3 to the
difFiculty.

Example

A qolem tries to hit a mechanic. AFter moving he has Scm left so he has to get
a 2+ Very easy, but mechanics are used to dodging blows, so the golem adds 3
to the difficulty. He has now to get a 5+ to hit the mechanic. IF the golem
manages to hit the mechanic he is dead, and if the referee gives the Foul the
golem is out of the race and looses automatically.
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THE END OF THE RACE: A
CHAMPION P

The First golem to cross the Finish line is the winner, being the
next second, the next third and so on.

The First one receives 300 gold coins, the next receives 200gc and
Ehe third receives 100gc. The Fourth and next golems receive nothing.

THE MINIATURES

You can play this game with the miniatures you want. Some good
miniatures could be those From /K- Warmachine or various Fantasy
miniatures From companies like Regper Miniakures.

WE HOPE YOU LIKE IT

| suppose you have won lots of gold coins and your golem is now a hundred
races’ veteran. Next time we wil tell you what you can do with the money you
win buying like better golems, more mechanics and some dirty tricks From the
black market. Until then try to cover your trainer in gold and Fame.

IF you have any comment, question or want some rules clarification, please let
me know sending by me an e mail at: droppod40@hotmail.com.



NEL PIENO RISPETTO DEL DIRITTO D'AUTORE

Il Chimerae Hobby Group, compilatore di questo manuale, non ritiene di aver infranto in alcun modo i diritti d'autore
altrui e ne condivide gli sforzi per proteggere il proprio diritto e la proprieta intellettuale. Si dichiara disponibile a
correggere eventuali omissioni e/o involontarie violazioni di questi o di altri diritti, invitando chi si ritenga danneggiato a
segnalare ogni eventuale problema all'indirizzo e-mail chimeraehobbygroup@yahoo.it. Si sottolinea infine di non
ricavare attualmente alcun introito economico dalla distribuzione di questo manuale, pur non escludendo eventuali
modificazioni della situazione in futuro.

Il Chimerae Hobby Group ribadisce il suo diritto morale ad essere noto come il compilatore del presente manuale.

| testi e le immagini sono copyright dei rispettivi Autori e sono utilizzati con il permesso scritto degli stessi, oppure si
tratta di immagini con licenza libera, a contenuto libero o di pubblico dominio. La compilazione del presente manuale &
copyright del Chimerae Hobby Group ed & stata realizzata con il permesso scritto dell’Autore del testo. Tutti i diritti di
questo lavoro sono riservati.

Non & permesso riprodurre questo materiale — integralmente o parzialmente — in nessun modo o forma (su carta, su
disco o via Internet) senza I'esplicita autorizzazione scritta del Chimerae Hobby Group. Anche in presenza di tale
autorizzazione, restano fermi i seguenti punti: nessun profitto deve essere tratto da questa pubblicazione; il manuale
va distribuito in forma integrale; il manuale non deve subire modifiche nella forma e nel contenuto; qualora vengano
effettuate variazioni del formato, necessarie a scopi di presentazione efo di compatibilita con altri programmi efo
sistemi operativi, tali modifiche devono essere rese note al Chimerae Hobby Group.

Il presente manuale pud essere alterato per utilizzo a scopo privato, ma tali versioni modificate non ufficiali non
possono essere distribuite senza il permesso scritto del Chimerae Hobby Group.

Si chiede di non violare queste condizioni, non solo per ragioni legali, ma soprattutto per rispetto del lavoro di chi ha
speso molte ore in un impegno che lo appassiona.

Si fa inoltre notare che ogni uso o distribuzione del presente manuale implica I'accettazione di questi termini e
condizioni di utilizzo.

Questo manuale & scaricabile gratuitamente dal sito del Chimerae Hobby Group

www.chimerae.it
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