
duplicates allowed

Brilliant, you’ve arrived! By Jove, what an impressive group of prospective archaeologists. You’ve come just in time!

Ancient antiquities and priceless treasures ar1e being stolen at an alarming rate. They should be in a museum to be 
admired by all, not in the private collections of tycoons. It’s preposterous!

Your mission is to assemble collections of these antiquities and treasures. The more flawless a collection is, the 
greater the prestige it will earn you.

The person with the most prestige at the end of the mission will earn the most coveted job at Beckston University… 
You’ll become my personal assistant!  (Lucky you!)

Now, a word of warning. Beware of the notorious bounty hunter Tess Wynter. If that grifter gets to any of these 
priceless items before you, you’ll never see them again! 

Pish posh, I sound so dramatic. There’s no need to fear, I’m sure it will all be just smashing! I’ll stop by from time to 
time to lend my aid as well.

Now off you go!

1 

Your goal in Antiquity Quest is to have the highest score at the end of the game. You can choose to play either a single round for a quick 
game (20-30 minutes) or a complete game in which you’ll tally scores over three rounds (60-90 minutes).

Each player is dealt two sets of 10 cards at the start of a round. You’ll pick up one set, this is called a hand. The second set, called a cache, 
remains face down on the table until you’ve played all of the cards from your hand.

You’ll take turns drawing, playing, and discarding cards as you work on creating your own collections and sabotaging the collections that 
belong to other players.

Collections consist of Antiquity and Treasure cards. The six suits of Antiquity cards represent six ancient civilizations. Treasures are their 
own suit and are more rare and valuable. The more challenging a collection is to create, the more it’s worth.

A round ends once a player has completed at least five collections and played through all of the cards in their hand and cache. That player 
earns a bonus for going out first. Every other player takes one last turn, and then scores are tallied.

Your score at the end of each round is the combination of bonus points from going out first, points for completing collections, and points 
for the cards you play. The player with the highest score at the end of the game wins!

Nigel’s Note: Don’t like reading rules?  Head over to GrandpaBecksGames.com to watch the “How To Play” video instead.

KEY TERMS
Antiquities: There are six suits of Antiquity cards in the game, each a different color, representing one of six different ancient 
civilizations. 
Treasures: There is one suit of Treasures. They can be collected separately or combined with Antiquities from one civilization to 
create a collection.
Collection: A set of Antiquity and/or Treasure cards meeting certain requirements. 

Nigel’s Note: These handy reference cards will help you understand all the key information needed for success! I recommend 
that you give one to each player as you read the rules (basic side up).
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THE CARDS

ANTIQUITY CARDS: 
Numbered Antiquities: (25 points each) There are 150 Numbered Antiquity cards, made up of six different civilizations (colored suits). 
There are 25 cards in each suit, numbered 1-5, with 5 copies of each numbered card. 

Wild Antiquities: (25 points each) There are 18 Wild Antiquity cards, 3 of each civilization. These can be used in place of any other 
Antiquity card of the same civilization. Wild Antiquity cards are never considered duplicates. 

TREASURE CARDS: 
Treasures: (50 points each) Treasure cards are rarer and more valuable than Antiquities. There are 35 Treasure cards; 7 each of the 5 
different Treasures. 

CHARACTER CARDS: 
PROFESSOR NIGEL REMINGTON (6): When you play a Remington card, you must draw 3 cards from the deck. Place Remington 
cards face up beside your collections after they are used. They are worth 100 points each.

TESS WYNTER (4): Tess cards are discarded rather than played. When discarded, a Tess card “steals” all cards from the discard 
pile, removing them for the round. This prevents other players from acquiring them. Stolen cards are moved to the “stolen pile” 
on the opposite side of the draw pile, with the Tess card on top.

Nigel’s Note: Unplayed Remington and Tess cards that are still in your hand or cache at the end of a round subtract 100 points each 
from your score. 

SETUP
1. Each player is given a reference card with the basic rules side up.
2. After shuffling, two piles of 10 cards are dealt face down to each player. 
3. Place the deck in the center of the table as the draw pile. 
4. Each player picks up one of their piles, called their hand.  
5. The other pile, called a cache, remains face down (no peeking!) and is set above each player’s reference card.   
6. Whoever has visited a museum most recently is the first player.
7. Play continues clockwise.

PLAYER TURNS
A turn consists of these three steps which are followed in order:
1: DRAW
You must do one of the following:
•	 Draw 2 cards from the draw pile, or
•	 Pick up all the cards in the discard pile (we’ll explain this shortly).

Not all cards pictured.
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COLLECTIONS

2: PLAY
You may play as many cards as you like or none at all. 
•	 Cards are played in the following ways:

o Start a collection (requires 3 cards) in the area in front of you.
o Add 1 or more cards to your existing collections.
o Add 1 or more cards to other players’ collection(s).
o Play a Remington card to draw 3 cards.

•	 Once the last card from your hand is played, immediately pick up your cache. It is now your hand and you may continue playing 
cards from it.

3: DISCARD
To complete your turn, discard an Antiquity, Treasure, or Tess card face up. 
•	 When a Tess card is discarded, the entire discard pile is moved to the stolen pile. Tess cards may still be discarded if the discard pile is 

empty.
•	 If you discard the last card from your hand, immediately pick up your cache. You may look at the cards, but can’t play them until your 

next turn.
•	 Remington cards cannot be discarded (how ungrateful would that be!).

Note: The last card from your cache can only be played after you’ve completed 5 collections, or if by playing that last card you will 
complete your 5th collection.

Creating collections is your primary goal in Antiquity Quest. Certain kinds of collections are worth more than others. Your objective is to 
create the most valuable kinds of collections for yourself while looking for opportunities to sabotage other players’ collections.

PERFECT COLLECTIONS: 
The highest valued and most difficult to create.

                                        

STANDARD COLLECTIONS: 
Easier to complete, yet still of respectable valuable.

 

MIXED COLLECTIONS: 
The easiest collections to complete, but they aren’t worth much.

 
                                                      

•	 Antiquity cards in a Mixed collection must all be the same suit. 
•	 Additional cards may be added to Mixed collections after completion.
•	 They are the only kind of collection that can exceed 5 cards. 

Mixed Collection (250 pts)

-examples-

Perfect Treasure (1500 pts)             Perfect Antiquity (1000 pts) 

Standard Treasure (750 pts)            Standard Antiquity (500 pts)

A complete set of one of each of the five 
Treasure cards.

A complete set of Antiquity cards 
numbered 1-5 of the same suit.

A set of 5 Treasure cards containing one 
or more duplicates. 

A set of 5 Antiquity cards of the same suit 
containing one or more duplicates.

Any mixture of Antiquity and Treasure Cards

Wild cards may replace any numbered card of the 
same suit and are never considered duplicates. 

Duplicates Duplicates
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STARTING A COLLECTION
You must lay down 3, or more, cards to start a collection. The cards must fit one of the following criteria:
1. They are all Antiquities of the same civilization.
2. They are all Treasures.
3. They are a combination of Treasure and Antiquities (of the same suit if there’s more than one).

Collections with 3 or 4 cards in them are called incomplete collections. Cards in incomplete collections are arranged vertically, allowing 
everyone to see their contents. Incomplete collections are placed next to each other in a row at the bottom of each player’s collection 
area.

    

                               
                     

ADDING TO YOUR OWN COLLECTIONS
When adding cards to your collections, follow these rules:
•	 Treasure cards may be added to incomplete Treasure, Antiquity, or Mixed collections.
•	 Antiquity cards may be added to incomplete antiquity or Mixed collections, but not to incomplete Treasure collections.

Example: You start a red Antiquity collection by laying down a 1, 3, and 5. On your next turn, you add a red 2 and a red Wild Antiquity, thus 
completing a Perfect Antiquity Collection. Jolly well done!

ADDING TO ANOTHER PLAYERS’ COLLECTIONS
Once you’ve started a collection of your own, you’re permitted to add cards to the incomplete collections of your rivals (or completed 
Mixed collections), following the same rules outlined for adding cards to your own collections. 

There are two reasons why you’d add cards to other player’s collections.
•	 To sabotage those collections and lessen their potential value, or 
•	 To get rid of cards you can’t or don’t want to use. 

Example: Eliza’s incomplete blue Antiquity collection contains a 1, 2, 4, and 5. If she adds a 3 she’ll complete a Perfect Antiquity collection, 
worth 1,000 points! You play a blue 2 on Eliza’s collection, completing it and changing it to a 500-point Standard Antiquity collection, cutting 
its value by half.

COMPLETING A COLLECTION
Completed collections are compiled, as indicated below, for easy reference.  After they’re compiled, move them up to your completed 
collection row.

                                                                                  
 

Complete collections may be played straight from your hand directly to your completed collection row. 

Remember, Mixed collections may exceed 5 cards. Additional Antiquity cards (of the same civilization) or Treasure cards may be added to 
them after they are completed. Very handy for offloading unwanted cards!

Nigel’s Note: You don’t have to start a collection just because you can. In fact, it’s often better to try and complete collections in your hand 
before laying them down to prevent other players from sabotaging them.

Perfect Collections      Standard Collections     Mixed Collection       

These collections are standard 
because they contain duplicates.

These collections are perfect so 
far, as they contain no duplicates.

Collections with Treasure 
& Antiquity cards are mixed.

duplicates

antiquity

treasure

Perfect Collections        Standard Collection      Mixed Collection
Treasure Antiquity Treasure Antiquity Mixed

Stack with the top card separated 
from the bottom cards as shown.

Standard collections are simply 
collapsed into a tidy pile.

Treasure cards are stacked
under the Antiquity cards.
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THE DISCARD PILE

GOING OUT

At times, you may be able to pick up the cards in the discard pile instead of drawing 2 cards to start your turn. In order to do this, you must 
have:

1. Already started at least one collection of your own on a previous turn.
2. Have 2-4 cards in your hand from the same suit as the card on top of the discard pile.

Then, you may show those 2-4 cards and add the top card from the discard pile to them to start a new collection. All remaining cards in the 
discard pile are added to your hand and your turn continues.

Example: A green Antiquity card is on top of the discard pile. You reveal 3 green Antiquity cards from your hand to pick the card up and start a 
collection and then add the remaining cards from the discard pile to your hand.

Nigel’s Note: Picking up the discard pile can be a key advantage in this quest. Extra cards can be quite useful for both creating and sabotaging 
collections.

The first player to go out earns a 500 point bonus and triggers the end of the round. Go out by doing both of the following:
1. Have 5 or more complete collections of any type. 
2. Play or discard the last card from your cache.

After a player goes out, all other players are permitted one final turn, in which they may take all the same actions as they would in any 
other turn.  After this the round ends.

duplicates allowed
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An example layout of a two-player game.

Complete Collections

Incomplete Collections

Discard
Pile

Draw
Pile

Stolen
Pile

Reference 
Cards

Cache

Remington
Card

Shoot us a message:        /grandpa.becks.games        /GrandpaBecksGames

Questions?  Confused? Our family is here to help!

Page 5



SCORING

SUBSEQUENT ROUNDS 
& WINNING

Calculate your score by following these steps: 
1. Give a 500-point bonus to the player who went out first.
2. Record the total value of all your completed collections.
3. Record the total value of all cards played in your collection area.
4. The combined value of any cards left in your hand and/or cache is subtracted from your card score.

Nigel’s Note: You earn points for ALL cards played in your collection area, including those in both your completed and incomplete collections.

EXAMPLE: Robert was the first to go out and completed 6 collections. His score is broken down like this.

Since Robert went out first he earned a bonus of 500 points. Also, as he played all his 
cards, he did not have to subtract any points from his score. 
  
Robert feels accomplished for his excellent score, and an even greater sense of pride that 
he didn’t need a calculator like his millennial grandchildren. He takes a long draft of prune
 juice to obscure the grin on his face. Fax machines, self-checkout, and “The Twitter” may 
remain mysteries, but Robert’s mental math skills are impeccable.

When playing just one round, the player at the end with the highest score wins. If playing multiple rounds, tally the scores, thoroughly 
shuffle all the cards, deal, and start again. The player with the lowest score goes first. The player with the highest score at the end of the 
game wins and is named Nigel Remington’s assistant! 

Nigel’s Note: Congrats on your achievement! Future generations will enjoy these priceless Antiquities and Treasures in museums around the 
world thanks to your efforts. The real work begins now as my personal assistant!

Run along now and fetch me some tea, 2 lumps! Oh, and a bit of toast with some marmalade, if it’s not too much of a bother. Oh, and please be 
sure to lock up the silverware before you return, I hear Tess is in the neighborhood…

Card Values Reminder: Antiquities: 25 PointsTreasures: 50 Points
Tess/Nigel: 100 Points

Shoot us a message:        /grandpa.becks.games        /GrandpaBecksGames

Questions?  Confused? Our family is here to help!
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How Robert’s score is recorded:
Robert
500

3,500
1,425
5,245

Fatima
0

3,000
1,000
4,000

Naveen
0

2,500
1,250
3,750

Greta
0

2,750
500

3,250



GOING OUT

Once you have played several rounds of the basic game and  you feel you’ve got the core strategies and rules locked down, 
you can incorporate some or all of  the rules for advanced play. 

CIVILIZATION BONUSES
You’ll have noted by now that each of the reference cards has a different color symbol in the corners on the side for basic play. These 
symbols represent the 6 different civilizations and are important in the advanced rules of play. 

Start a round by laying out the reference cards Advanced side up.  Each player selects a card and secretively lifts the corner to view which 
suit they have been assigned. Extra reference cards are placed back in the box without being viewed.

At the end of the round, you’ll earn bonus points for each complete (Perfect, Standard, or Mixed) collection created that incorporates 
Antiquity cards from your assigned suit. The bonus for your first collection is 250 points, your second collection will earn you an additional 
500 points, your third an additional 750 points, and your fourth and beyond will net you a cool 1000 points each!

Example: You’re randomly assigned the green civilization. By the end of the round, you’ve completed 3 collections containing green 
Antiquity cards. You earn 250 bonus points for the first collection with green Antiquities, 500 for the second, and 750 for the third. Your 
total Civilization bonus is 1500 points.

SECONDARY ABILITIES FOR TESS AND REMINGTON
Tess and Remington still carry the same abilities from the base game (Tess destroying the discard pile, and Remington causing you to draw 
3 cards), but in the advanced rules of play both are granted a secondary ability, which may be used instead of their primary ability. Their 
secondary abilities are as follows:

Tess Wynter: Play a Tess card on top of another player’s incomplete Antiquity or Mixed collection to remove it from the game. The cards 
are placed in the stolen cards pile on the opposite side of the draw pile underneath the Tess card you just played. You cannot use this 
ability on incomplete Treasure collections, or on completed collections of any type. Note that when used in this manner, Tess is played in 
the second phase of your turn and does not count as a discarded card. 

Nigel Remington: Play a Remington card to swap any completed Antiquity or Mixed collection from your play area for a collection of the 
same kind (e.g. a Standard collection for another Standard collection, or a Perfect collection for a Perfect collection) in another player’s 
possession. 

Nigel’s Note: Using one of my cards in this manner can help you to secure an additional collection of your assigned civilization, increasing your 
civilization bonus.

In the advanced rules of play, once a player goes out, the round ends much more abruptly. Other players don’t get an additional turn. 
Instead, they are only permitted to play cards from their hands into their own collection area. All players do this simultaneously.

Players cannot add cards to other players’ collections during this final round. They are not allowed to pick up their cache if they have not 
already done so.

Nigel’s Note: Playing with this rule adds additional strategy and intensity to the game as you never know when a player could go out, 
potentially leaving others with a load of un-played cards that hurt their score!

Playing With Partners
Antiquity Quest is great as an individual game, but it works equally well when played in pairs. As fewer cards are used in a partner game, 
you can increase the maximum player count to 8. While the core game remains the same, there are a few essential differences. 

•	 Partners sit across the table from each other, with the other set(s) of partners between them to either side*.
•	 You cannot discuss strategy with or ask for advice from your partner.
•	 Before starting the game, decide whether you will play with the basic or advanced rules.
•	 When playing with the Civilization bonus rule, both partners share the same assigned civilization.
•	 Three sets of 10 cards are dealt face-down to each partnership: a hand for each player and a joint cache.
•	 You are building your collections as a partnership, so decide between yourselves who will manage them. They will only be laid out in 

front of one of you and that same player will also keep the cache in their area.
•	 Once one player in a partnership has started a collection, both are permitted to pick up the discard pile or play on other partnerships’ 

collections.
•	 The first player in a partnership to finish their hand picks up the cache.
•	 Neither partner can play, or discard, their final card until they have completed 7 collections.
             The actions taken after a player goes out vary based on   
             which rules you’re playing with:

o Basic Play: Follow the exact same rules. 
o Advanced Play: Follow the same rules, but have players take turns instead of playing all at once.  
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COMMON QUESTIONS
Nigel’s Note: What? I’ve just explained all this to you and now you have questions?! I guess it can’t be helped.

Can cards be rearranged between collections once they are in play on your collection area? 
Nope. Once played, the cards cannot be rearranged.

What happens if we run out of cards? 
This should happen only on rare occasions. If you are finding this happens often, first double-check that you are following the rules correctly. If it does happen, do 
the following depending on which rules you are using. 

•	 Basic: Each player gets one more turn (without drawing). 
•	 Advanced: All players may add cards from their hands to their own collection areas, then the round ends.

Can I be building or complete more than one collection of the same Civilization?
You most certainly can. The only requirement to go out is to have five or more complete collections, they can be any kind that you are able to create, even if that 
means all five are the same kind of collection of the same suit!

Can I choose not to draw 3 cards when playing a Remington card?
You must take the extra cards; there is no choice in the matter. I’m offended you even asked.

Can I add Antiquities to my own incomplete collection of Treasures?
No, you can’t. Why? Because I said so; don’t be so impertinent!

Can I add Treasures to an incomplete collection of Antiquities? 
Yes, you can, but be warned, this turns it into a Mixed collection, reducing its potential value.

Can I draw the 2 cards to start my turn and pick up the discard pile in the same turn?
No, you may not. Don’t you feel even the slightest bit greedy for asking?

If a player is playing around on their phone and not paying attention can we steal/modify their collections?
I’ll let you consult with Tess on that matter…

Artwork and Design by:   Grandpa Beck’s Antiquity QuestTM, Grandpa Beck’s Games® All Rights Reserved. © 2019

Shoot us a message:        /grandpa.becks.games        /GrandpaBecksGames
Email Grandpa@GrandpaBecksGames.com or (206)-498-1959 to talk to Grandpa Beck himself!  

Questions, product issues, or need help with the rules? Our family is here to help!

ABOUT THE GAME CREATORS:  Our youngest son, Harrison, is married 
to Jessica (AKA Tess Wynter) and they have two adorable children. 
They live in western Washington and he is on the path to becoming an 
airline pilot. In their free time, they love to play games together. 

AUNT HOLLY’S CHEWY CHOCOLATE CHIP COOKIES
2½ cups: Flour  ·  2 cups: Quick Oats
1 cup each: Sugar, Brown Sugar, Chocolate Chips & Butter
2: Eggs  ·  2 tsp: Baking Soda
1 tsp each: Vanilla & Salt

½ tsp: Baking Powder

Cream together sugars, butter, and vanilla. Beat in eggs one at a time. Mix dry ingredients 
in a separate bowl and slowly mix them into dough. Add in chocolate chips and oats. 
Bake at 350° F for 8-10 minutes.
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