AETHERS AR Dem S

In the quiet streets of Easley by the River, main university city of the Grand
Compact of Arkady, two engincer-alchemists - collaborators, competitors and former
students of the brilliant Dr. Capek - race against time and Public Outrage while
pushing the boundaries of science and morality, to create the first Capek Golems, an
amalgam of re-animated tissue, aetheric energies and steam powered technology.

W ill this foray into science or madness be used for the good of the Grand Compact, for
its enemies - the Federation of Air Pirates - or will the citizens of the Grand Compact
rise up, grab torches and stop these explorers of technology before they go too far?

Capek Golems is a card game for two players who take on the roles of competing engineer-
alchemists trying to create Capek Golems, creatures who are an amalgam of steampunk
technology and biological raw materials. Players will be using cards to buy scientific inquiry
and field research resources racing to activate their golems before the tide of public outrage
turns against them. A Public Outrage Track is used for this. If this track reaches (25) both
players will lose, so they must work cooperatively to keep the public at ease about their
experiments while still competing against each other.

REQUIREMENTS:
For this game you'll need the deck of 54 cards consisting of:

* 12 Capek Golem body part cards, 6 per player

* 39 game cards showing areas of scientific inquiry, gold coins and field research journal entries
* 3 cards which make up the Auction House and Public Outrage Track

* 40 markers for the Capek Golem cards (eurocubes work well) [ Alternately you can use 646
per player, placing one die on each Golem card and rotating the die up each time a resource is gained towards the

specified total.] and one additional marker for the Public Outrage Track

SETUP:

Each player should begin by taking a set of the 6 Capek Golem cards and placing the cards in
front of them as shown to the right. Place the Auction House and Public Outrage cards in a
row between the players and put a marker on the zero (0) space of the track (see next page).

Each card making up the sections of your Capek Golem shows several icons. Black circles
represent the number of Field Research resources that must be found to give you the spare
parts needed. Colored circles with numbers represent the number of cards of matching colors
for the Scientific Inquiry resources. There are 6 types of Scientific Inquiry cards/resources
and each has a unique color. You will need to collect sets of cards that match ONE of these
color icons, NOT BOTH. Some cards in the deck have a 7th color (dark gray) with the name of
a character; these cards are wild and can be used in the place of any other color.
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Next, shuffle the deck of 39 game cards and deal 4 cards to each player. Place the rest  Game Carp Lavour

of the deck face down to the left of the Auction House as the Draw Pile and turn

over 4 cards, placing each face up in the 4 Auction House slots adjacent to the gold Scientific In&uiry \\O
coin icons (see diagram below right). Cards in the Auction House can be purchased Resource Value

during the game and used immediately to gain Field Research resources to be placed Scientific Inquiry ———0
on your Capek Golem cards, or they may be placed in your hand to build a Scientific Set Color o)

Inquiry set, or used later on as gold to purchase more cards. Players may have as many

cards in their hand as they wish.

Lastly, choose who goes first.

Each game card has 3 parts to it:

A colored rectangle showing the Scientific Inquiry resource color with
a resource value number. It is located in the upper left of the card.

The center right of the card shows 1-3 gold coins. Gold is used in the game to buy

cards in the Auction House.

The lower third of the card shows two icons: a black circle with a number referring
to the Field Research resource value and a red circle with a number referring to the
Public Outrage cost to play that card for Field Research resources. A journal entry
to the right outlines part of the narrative about your Field Research.
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Public Outrage Track Value

Place the two Auction House and the
Public Outrage cards together in a row
and place a marker on the zero space of
the Public Outrage Track.

Deal four cards face up,
one in each auction slot.

Place the rest of the deck
in the Draw Pile slot.
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The Auction House consists of 4. slots, each with a different
gold value. You may buy cards here to use immediately to gain
Field Research resources or place in your hand to use later for

a Scientific Inquiry resource set or buy cards later with its Gold
value. After the player is done buying cards, slide any remaining
Auction cards around to fill in the empty space (ex. if a card is
bought from auction space (), move cards (4)) and (3) down to
fill in the (2) space, and turn over a new card, placing it in the

(4) space.)
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The Public Outrage Track is used to
track the righteous anger of the citizens
of Easley by the River towards the
experiments being conducted by the
players. If the marker on this track
ever reaches Szy), both players lose
simultaneously. Both p{;yers will need
to work together to make sure the token
never gets that high. The token can
never move below zero.



To Win:

To win a player must activate all six cards of their Capek Golem. Activating a single card includes
having all Field Research resources (represented by the circular black icons) for that card as well as
discarding one set of Scientific Inquiry cards matching the number total on one of the two colored
circular icons (You need to only match one color, NOT BOTH, nor may you have a mix of colors).
Each Capek Golem card has a different number of resources needed to activate it. However, if the
marker ever reaches (25) on the Public Outrage Track both players lose the game. The two types of
resources (Field Research and Scientific Inquiry) can be activated in any order but both are needed
required to fully activate a Capek Golem card.

Pray:

If at the start of a player’s turn the player has fewer than two cards in hand, they should draw two
cards from the Draw Pile before completing any of the three actions. A player may do any of the
following three actions on their turn, in any order, but can do each action only once during that turn:

L. Buy cards from the Auction House and play immediately or place them in your hand.
2. Discard a set of Scientific Inquiry cards and mark gained resources on your Capek Golem cards.
3. Discard one card to draw two new cards from the Draw Pile.

L. Buy cards ﬁ‘om the Auction House and play them immzdiately or plafe them in your hand.

The Auction House has four cards for sale, each at a different value - ranging from 4 gold coins
down to I gold coin. Purchase a SINGLE card at its Auction value by discarding cards with an equal
or greater number of gold coins (cards in your hand will show either I, 2 or 3 gold coins, so to buy
an Auction card worth 4 gold coins a player will discard a combination of cards equal or greater to
4 gold coins) to buy that one card. You may repeat this step to buy additional cards, one at a time.

Now the player must do one of two things with any of the cards purchased:

A. Discard a card immediately on the Discard Pile and take the number of Field Research
markers as indicated by the circular black icon and distribute them however you like on your
Capek Golem cards on the round black resource icons. Then move the marker up or down
the Public Outrage Track as indicated by the number in the circular red icon. A positive
number moves the marker towards (25), a negative number moves the marker towards (0).
REMEMBER if the marker ever reaches (25) both players lose the game and the citizens of
Easley on the River will come knocking on your doors with pitchforks and torches asking to
have a word with you about your immoral experiments. The marker can never move below (0).
Notg: This is the only way you can gain Field Research resources. You may not play a
card from your hand to collect these resources.

B. Place any gained cards in your hand and use them later on for their gold value or to
complete a Scientific Inquiry set.

After deciding on one of these two options slide the remaining Auction cards around to fill in the
empty space (ex. if a card is bought from auction space {2}, move cards {4} and {3} down to fill
in the {2} space), and turn over a new card, placing it in the {4} space.

To activate this card
ou will need to mark
3 Field Research resources.

and you will need to play a set of 3
Scientific Inquiry cards matching
either the circular blue (#2ntilation
Systems Integration) oR yellow
(Parts Machining) icon. You need
only match one of these colors,
not both.

Once you have played one of these
sets you may place a resource
marker in this area.

The two types of resources
(Field Researcﬁ and Scientific
Inquiry) can be activated in
any order but both are
required to fully activate a
Capek Golem card.
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2. Discard a set of Scientific Inquiry cards and mark gained resources on your Capek Golem cards.

During the game players, will be collecting sets of cards of different colors in their hands,
matching different types of Scientific Inquiry. You may have as many cards in your hand as
you wish. Each card counts for one in that set (See Special Wild Cards rule below for an
exception).

Discarding a completed set, matching both a color and number as indicated on a Capek
Golem card, allows you to place a marker in that resource area, helping to activate that card.
You can choose either of the two color types to collect for a set, but you cannot make a set
with a mix of both colors.

Special Wild Cards:

There are 3 special wild cards in the game which may be used in any set and can take
the place of one or two cards (as marked). However, using one of these cards in a
Scientific Inquiry set comes at a price. The player must move the marker on the Public
Outrage Track as indicated by the number in the circular red icon. A positive number
moves the token towards (25), a negative number moves the token towards (0).

3. Discard one card to draw two new cards from the Draw Pile.

A player may discard any one card from their hand to draw two new cards from the Draw Pile.

ADDITIONAL RULES OF PraAy:

If at the start of a player’s turn the player has fewer than two cards in hand, they may draw
two cards from the Draw Pile before completing any of the three actions.

During the game, players may have as many cards in their hand as they wish.
If the Draw Pile is ever exhausted, shuffle the Discard Pile and create a new Draw Pile.

If at any time the marker is moved to the (25) space on the Public Outrage Track the game
ends immediately and both players lose.

CREDITS:

All vules, icons and card layouts copyright ©201 1 Todd Sanders. Art bas been sourced from the public domain
and creative commons sites (if I have inadvertently used art that is not copyright-free please let me know and

I will remove it) Anyone may print and play this game but you may not distribute it or sell it for profit. And

remember to s}mrpen your Sfﬂlpfl&'.

To activate this card
you will need to mark off
3 Field Research resources.

and you will need to play a set of 3
Scientific Inquiry cards matching
either the circular blue (#entilation
Systems Integration) oR yellow
(Parts Machining) icon. You need
only match one of these colors,
not both.

Once you have played one of these
sets you may place a resource
marker in this area.

The two types of resources
(Field Research and Scientific
Inquiry) can be activated in
any order but both are
required to fully activate a
Capek Golem card.

This card is used to form a set
of yellow ( Parts Machining)
Scientific Inquiry cards. It is
worth one card in that set.
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