
BEASTGRAVE GOLEM

Some	say	the	Golems	are	the	evolution	of	the	Silent	People,	some	say	they	
are	prisoners	of	the	mountain,	those	that	have	been	drawn	into	its	depths	
and	then	remade	into	its	image.	Treasures	amassed	by	those	unknown	are	
horded	in	chambers	amongst	Beastgrave.	What	does	seem	to	be	certain	is	
that	wherever	a	large	amount	of	valuables	can	be	found,	a	Golem	will	be	
there	guarding	it.
Records	of	goings	on	within	Beastgrave mainly	confirm	only	the	existence	
of	treasure.	On	the	other	hand	there	are	also	whispers	of	rooms	altering,	
rocks,	items	and	even	people	disappearing	 then	reappearing	without	
sound.	Some	say	it’s	the	mountain	itself,	some	say	it’s	the	delusion	of	
madmen.	



SETTING	UP	THE	GAME
To get the game ready, set up for a standard
game of Warhammer Underworlds between
at least two players. However, instead of
placing boards as normal, players choose
boards and place them adjacent to each
other relative to the central Golem Board as
shown below. Furthermore, use the
following changes to the Warhammer
Underworlds rules.

1 – Players do not build an objective deck,
glory is accumulated by claiming
objective tokens, attacking the
Beastgrave Golem, or taking enemy
fighters out of action.

2 – Players build power decks following the
normal rules, but are limited to using
Season 3: Beastgrave cards and must
respect the Relic Forbidden Cards list.

3 – The Golem’s board in considered enemy
territory, except for the four starting
hexes which are considered friendly
territory for ALL players (i.e. any player
can place their fighters on the starting
hexes of the Golem’s Board).

4 – Once all fighters are placed on starting
hexes, before rolling to see who takes the
first activation, place the Beastgrave
Golem model in the center of his board
(as shown) and place an objective hex
(treasure) in each hex adjacent to him.

- Players set up boards following the layout shown above with the boards they choose.
- Blue hexes are meant to illustrate hexes that become complete when respective boards are placed.
- Yellow hexes represent each given warband’s “safe zone” (7 hexes from the Golemin the center).
- Green hexes represent the four starting hexes of the Golem’s board,which are considered friendly for all players.
- The symbol in the middle is where the Beastgrave Golem resides, and the symbols around the Golemare where the
objective tokens (treasures) are placed at the game’s start up.
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PLAYING	THE	GAME
• Treat	 the	 Beastgrave Golem	 as	 an	

additional	player	 (albeit	one	without	
territory).	The	Golem	does	 not	activate	 in	
turn	with	the	other	players,	 but	reacts	
under	certain	conditions	described	 below.

• Player	order	 is	determined	 as	normal.	
Remember	 the	 order	of	play	in	a	
multiplayer	game	 changes	 direction.

• The	 game	 lasts	 for	FOUR	 rounds	
(remember	 to	change	 the	direction	of	
play	order	as	 normal).

• After	 four	rounds,	the	winner	 is	the	 player	
who	collected	the	most	glory	points.	In	
case	 of	a	 tie,	the	 player	who	has	 returned	
the	most	objectives	 to	their	safe	 zone	
wins.

• Collecting	glory	points
• Players	 collect	3	glory	points	

immediately	when	an	 activation	
ends	 and	one	 of	their	units	is	
standing	on	or	beyond	their	
respective	 safe	 zone	with	an	
objective	token	 (treasure).

• Players	 collect	a	glory	point	for	
each	 successful	 attack	they	land	
on	the	Beastgrave Golem.

• Players	 collect	a	glory	point	for	
taking	an	enemy	 fighter	out	of	
action,	as	normal.

• Any	player	whose	 fighter	
successfully	 takes	 the	Golem	out	
of	action	scores	 5	glory	points.

• Note:	 if	any	fighter	is	taken	out	of	action	
due	to	an	action	taken	by	the	Golem,	 no	
player	scores	 a	glory	point.



HOW	DOES	IT	(RE)ACT?
CONTROLLING PLAYER

If a player has all their fighters out of action,
they are the Controlling Player. If all players
are fortunate enough to have at least one
fighter on the board, players roll off and the
winner is the Controlling Player for this
round. After everyone has used all four
activations, players roll off again (unless one
is out of action then they are the Controlling
Player). I f more than one player has all their
fighters out of action, players either roll off
or divide the Gol em’s actions between each
other.

GOLEM ATTACKS

If an objective i s picked-up when it is
adjacent to the Golem, the Golem makes an
attack reaction with Titan Fist. Even if the
Titan Fist attack is not successful and the
player would normally be driven back, the
objective is dropped in the hex it was
originally picked up from.

• Superaction: Charge	 Pass: move action	
followed	by	a Pass action.

• Note:	 Both	“superactions”	result	in	the	
fighter	obtaining	a	charge	 token.

• Reaction: Drop: After a fighter ’s
activation, you may pl ace an objective
held by a friendly fighter into an adjacent,
unoccupied hex.

If a fighter who has picked up an objective i s
the target of a successful attack and i s driven
back, that fighter drops the objective on the
hex they previously occupied.

NEW	ACTIONS

Players have access to five new actions when
taking on the Beastgrave Golem:

• Pick-up: Pick	up	an	objective.	Put	that	
objective	token	 on	the	fighters	 character	
card.

• Pass: Pass	 an	 objective	which	has	 been	
picked	up	by	a	friendly	 fighter	to	an	
adjacent	 friendly	fighter.

• Superaction: Charge	 Pick-up: move action	
followed	by	a Pick-up action.

After	 each	 player	has	 had	four	activations,	
after	 the	power	 step,	the	Sentinel	 unleashes	
its	Guardian	Laser	 attack.	This	 attack	has	
Scything.	Starting	with	the	3	range	 hex	and	
working	inwards	(2	range,	 then	1	range)	 ,	the	
Controlling	Player	picks	a	hex	and	goes	
clockwise:

Any	fighter	 that	can	be	 driven	back	by	this	
attack	is	driven	back,	with	the	 Controlling	
Player	deciding	the	fighter ’s	 destination.

Note:	 The	 Sentinel	cannot	be	driven	back	 or	
moved/pushed	 by	actions/gambits.

Special	considerations
• All	fighters	(including	Ghartok,	fighters	on	guard	and	fighters	

with	upgrades	that	prevent	drive	back)	can	be	driven	back	by	
the	Titan	Punch	attack	action.

• Fighters	who	normally	cannot	hold	objective	tokens	(such	as	
the	Batsquig),	can	pick	up,	pass	and	drop	objectives.

• Fighters	who	have	picked	up	an	objective	are	not	considered	to	
be	holding	it	for	the	purposes	of	bonuses	from	
gambits/upgrades.

• If	an	objective	has	been	picked	up,	it	is	not	considered	to	be	on	
the	board	and	cannot	be	affected	by	power	cards.


