
Welcome to our honey field! We reckon that y’all are gonna have a mighty fine time helpin’ out with the bee-keepin’. 
It’s a pretty sweet place to bee- as long as you don’t mind a few stings. - Grandpa Beck

2 - 5
Players

AGE
8+ 30 

Time Out: Are you one of those “I’d rather see the movie than read the book” kinds of folks? Then feel free to skip the rules. Visit our 
website, GrandpaBecksGames.com, to watch our how-to-play video instead. 

These rules are divided into two parts. We’ll start by teachin’ you the Beginner rules which are great for new players or younger 
tykes. For the full game experience, you’ll want to add in the Advanced rules on the flip side after you’ve played a few rounds to get 
the hang of the basics.

OBJECTIVE
To have the lowest score at the end of the game. Cards carry a value of 5, 10, or 15 points. Be the first to play all your cards each 
round to avoid scoring any points. The point value of every player’s hand is recorded at the end of each round. Whoever has the 
lowest total score after 3 rounds wins!

OVERVIEW
You’ll each take turns placing cards by matching the colors on their sides with other cards in play. As you do, you’ll build a hive 
that grows in size and complexity with each card placed. To place cards, they must ALWAYS connect with 2 or more other cards 
in the hive. 

All connecting sides must match in color. Blue 
with blue, red with red, and so on. Honey sides 
are wild and may connect with any other color. 
Special cards – Drones, Worker Bees, Flowers, 
and Bears each have their own function. Some 
bestow sweet rewards, and others deliver 
painful stings!

THE CARDS
Before we get into the stickier details, let’s 
introduce the cards. 

QUEEN BEE (1): The Queen Bee is the 
first card on the table each round and 

is the center of the hive. All six sides 
of the Queen are honey, which is wild, and can match any other color.

HONEYCOMBS (70): Honeycombs are the ONLY cards allowed to touch the Queen Bee. They’re the most common 
cards and have  2 or 3 of the five different colors on their edges.
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SPECIAL CARDS

DRONES (10): Drones are half honey (wild), and half one other 
color. With all those wild sides, they are the easiest cards to play. 
They have no other special ability.

WORKER BEES (15) Worker Bees have one side of each of the 
five colors and a wild side (like Grandpa Beck). After playing a 
Worker Bee, force ONE player of your choice to draw a card. 

FLOWERS (5): Flower cards have the same color on all six sides, 
which makes them particularly tricky to play. After you place a 
Flower, ALL other players must draw a card.

BEARS (3): Bears LOVE honey and must connect with the honey side 
of another card when played. The other sides can touch any color 
(you must still connect at least 2 sides). After playing a Bear, give 1 
card from your hand to another player. No new cards can be played 
if they will touch a Bear, not even another Bear.
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GETTIN’ GOIN’
he person most recently stung by a bee is the dealer. Lucky you!

• Place the Queen Bee in the center of the table to start the hive.
• Shuffle the deck (or mix the cards around on the table).  
• With 2-3 players, deal 9 cards each. With 4-5 players, deal 8 each.
• Move the deck to the side of the table; this is the draw pile.
• Flip the top card of the deck: 

• If it’s a Honeycomb, connect it at the top of the Queen Bee. 
• If it’s not, discard it beside the draw pile and try again.

• The player to your left goes first. 

TAKIN’ A TURN
Each turn, do ONE of the following:

• Play a card -or-
• Draw a card -or-
• Discard a card and then draw two cards.

Here’s a reminder of 3 important rules that are often overlooked: 
• All cards played must connect with 2 or more cards in the hive. 
• All sides that touch another card must match in color (or touch honey).

• Except Bears, they follow their own rules for connecting.
• Only Honeycomb cards may be played touching the Queen Bee. 

BONUS PLAYS
If you play a card that connects with 3 or more other cards, you earn a Bonus play. This allows you to play a second card on 
your turn, if you can. If that card also connects with 3 or more cards, you’ll earn an additional Bonus play. You can string Bonus 
plays together like this as long as you’re able to.

All cards can be used to earn a Bonus play, except the Bears. For example, you play a Flower that connects with three cards. This 
forces all other players to draw a card, and it also earns you a Bonus play. That’s some Flower power!

GOIN’ OUT
The first person to play the final card from their hand goes out, immediately ending the round. If you’re playing just a single 
round, that player wins the game. If you’re playing a full game of 3 rounds, grab a notepad to keep track of each player’s score. 
Record the points for any cards remaining in each player’s hand. Here’s the value of each card:

The person who went first in the previous round becomes the new dealer. They gather up the cards in the hive on the table, 
then shuffle and deal them to start a new round. At the end of three rounds, the player with the lowest total score wins the 
game!

COMMON QUESTIONS
Q: Does the first card I play have to touch the Queen? 
A: Unless you are the first person to play, then no, it does not.

Q: I earned a Bonus play, but couldn’t find a spot to play another card. Do I have to draw?
A: No, as long as you play at least one card, you don’t have to draw.

Q: What happens if the beehive reaches the edge of the table? 
A: If any part of a card hangs off the edge of the table, it can’t be played. Play on a large surface, particularly with larger groups, 
to avoid having this issue.

The start of the hive.

Honeycombs Drones, Flowers, Worker Bees Bears
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Q: Dad is taking forever to play his turn, what can we do? 
A: Implement The Buzz Rule. If a player is taking forever, another player can start to buzz, like a bee. Other players may also join 
in. Once all other players are buzzing, the player’s turn ends. Be careful though, in the beehive what goes around comes around!

Q: What happens if the draw pile is depleted? 
A: Continue play until a player goes out. Cards can no longer be drawn. If you can’t play, pass your turn without discarding. If no 
one can play another card, the round ends. 

Q: I went out with a Flower or a Worker Bee? Do I still force others to draw?
A: Yup! Now that’s exiting with style.

Y’all have played a few rounds and reckon you got the basics down? Well, then you’re ready to move on to the Advanced rules. Y’all 
can choose to incorporate all these rules, or just some of ‘em. It’s your hive; y’all decide what flies.

ADDED BONUSES
In Beginner play, placing a card that connects with 3 or more cards earns you a single Bonus play, even if you connect with more 
than 3 cards. With Added Bonuses, each additional card you connect with above 3 adds 1 extra Bonus play. Here’s how it breaks 
down:

Yup, you read that right, if you manage to place a card that connects with 6 other cards, you win instantly! Good luck with that; 
it’s a lot easier said than done. As in Beginner play, you can NOT earn Bonus plays with Bears.

Bonus plays can add up over the course of a turn. For example, you play a card connecting with 4 other cards, earning 2 Bonus 
plays. You use your first Bonus play to place a card that also connects with 4 other cards. This earns you 2 more Bonus plays, 
which are added to the one you still haven’t used, giving you a total of 3 extra plays to use that turn.

ADDED STINGS
When using this rule, the more sides that connect when you play a Worker Bee or a Flower, the more cards other players are 
forced to draw. 

Worker Bees: The more cards a Worker Bee connects with when played, the more cards must be drawn. Connect a Worker Bee 
with 2 cards and you’ll force someone to draw 1 card. Connect with 3 cards? 2 cards must be drawn. Connect with 4 cards? 3 
total cards must be drawn, etc. You decide whether to force one player to draw them all, or to divvy them up. Sharing is caring.

Flowers: The same principle applies to the Flowers. The more sides they connect with, the more cards must be drawn, but in 
this case, by ALL players. Connect a Flower with 2 cards, and everyone else draws 1 card. Connect with 3 cards? Now everyone 
else must draw 2 cards. You see where this is going… Those petals are metal!

Here’s a quick reference to help you keep all this stingin’ business straight:

Connect with 3 cards:        Earn one bonus play

Connect with 4 cards:        Earn two bonus plays

Connect with 5 cards:        Earn three bonus plays

Connect with 6 cards:        Instant win!  Discard your hand!

CONNECTIONS                                           

Connect with 2 cards      

Connect with 3 cards      

Connect with 4 cards      

Connect with 5 cards      

Connect with 6 cards    

FLOWERS

All other players draw 1

All other players draw 2

All other players draw 3

All other players draw 4

All other players draw 5

WORKER BEES

Force 1 card to be drawn

Force 2 card to be drawn

Force 3 card to be drawn

Force 4 card to be drawn

Force 5 card to be drawn



Grandpa Beck’s games is a family business run by Grandma Beck and myself, Grandpa Beck. We also rely on the help of our amazing illustrator 
Apryl Stott, our five adult children, their spouses, and our fifteen grandkids (and counting).

Without a marketing department to help us with advertising, we count on you, our loyal fans, to spread the word of our games. The best way you 
can do this is by sharing them with your friends and family. Most people who try our games end up wanting a copy for their own family!

We also greatly appreciate fun and helpful reviews on Amazon. We look for new reviews every day! Your stories about enjoying time together as 
a family while playing our games motivate us to continue to produce fun and exciting products that will bring you, and those you love, together. 

If you have a question, or any sort of issue, then please, don’t hesitate to contact us. We always respond, and will 
do our best to make you happy!

      Wishing you a joyful and excitinG evening around your kitchen table.

Meet “The Bears and the BeesTM”
Creator:  Jeff Beck
Jeff is our middle child and he relishes the role. Growing up he filled our home 
with laughter - and a few tears - with his pranks, jokes, and stories (many of which we suspect were 
slightly embellished).  

As an adult he has matured (a bit). He works as a tech reviewer and advertising manager for AndroidPolice, and 
in the moments in between he helps us with the family business. His favorite job is being a husband to Lorette and a 
father of three adorable kids.
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CONNECTED PLAY
With the Connected play, each player may place 2 cards per turn instead of one. There are, however, a few important details:

• Your Connected play must touch the first card you played that turn.
• You don’t have to take a Connected play on your turn.
• To prevent early players from having an advantage with access to the Queen’s wild sides, no one takes a Connected play 

on their first turn.
• If you intend to use your Connected play, it must be the second card you play that turn, before any Bonus plays that you 

may have earned.

Example: Your first card connects with 3 cards. You then use your Connected play, placing a card connecting with 4 other cards 
(one of which must be the first card played). You earned 1 Bonus play from your first card, and 2 with your second card, for a 
total of 3. (Notice your Connected play did not 
count as a Bonus play.)

RULES IN ACTION
To help you grasp all the concepts and to 
demonstrate how they fit together, we’ve 
prepared this example of an EPIC turn where each 
advanced rule is used.

You start your turn by playing a Flower(1) con-
necting with 3 other cards. 

• This forces all other players are to draw 2 
cards.

• It also earns you 1 Bonus play.
 You then use your Connected play, connecting a 
Worker Bee(2) with 4 cards.

• This forces one or more players to draw a 
total of 3 cards.

• It also earns you 2 more Bonus plays, so 
now you have 3.

 Next, you use your first Bonus play, connecting a Drone card(3) with 2 cards.
• This leaves a honey side exposed...

 Well planned! You use the exposed honey to place a Bear(4). 
• You now get to give 1 card from your hand to another player. 

 Last, you use your final Bonus play, connecting a Honeycomb(5) with 2 cards. 
• You’re out of Bonus plays, so your turn ends. Well done!


