


Game Rules
How do I win ...
v ... with two players?
 Be the first to collect 100 flower points.
v ... with three players?
 Be the first to collect 80 flower points.
v ... with four players?
 Be the first to collect 60 flower points.

How do I set up my cards?

1)  Find all Question cards, put them in a stack and place 
the stack between you and any other player(s). 



2)  Look through BUZZZ cards for the four Start cards. Each 
player takes one Start card and places it down in front of her with 
the hollow tree facing up. Set aside unneeded Start cards.

3)  Shuffle the rest of the BUZZZ cards and 
deal five to each player.

4)  Place the remaining BUZZZ deck close 
to the Question cards. Leave room next to 
the BUZZZ deck for a discard pile. See the 
layout below.

Discard
Pile



What do I do when it’s my turn?
Pick up the top card of the BUZZZ deck. Then do one of 
the following:
1)  Play one card from your hand, or
2)  Discard one of your cards to the Discard pile.

How do I use each type of Buzzz card?
FLOWER CARDS

v If you have a 5-point flower card, you can put it down 
next to your Start card.

v Follow these steps for laying down a 10 or 20-point 
Flower card.

1) During your turn, ask another 
player to pick up a Question card 
and read you both the question 
and the three multiple-choice 
answers. 

2) If you choose the correct answer 
(written in green 
letters), you may lay down a 10- or 20-point Flower card. 

3) If you answer incorrectly, discard any one of your cards.



NOTE: If another player gives you a Problem card, you 
CANNOT put down any Flower cards until you solve the 
problem. 

PROBLEM CARDS
You can give a player 
 a Problem card as long 
as the player doesn’t 
already have one. To 
give a player a 
Problem card, lay it on top of her Start card. Or, if she 
has already solved a problem, lay the new Problem card on 
top of her Solution card. 

SOLUTION CARDS
You can’t put down any Flower point cards if you have an  
unsolved problem, so solve it as soon as you can. To solve 
a problem, put a Solution card on top of the Problem Card. 
The Solution card must match the problem. 

EXAMPLE:  
If a player gives you a 
Mites Problem card, 
you need to lay down a 
Mites Solution card to 
solve it.



“HEADS UP!” IMPORTANT RULE ABOUT 
PROBLEM & SOLUTION CARDS

v Before you put down a Problem card or a 
Solution card, you must first read the text on 
the card out loud. 

Example: 
Say, “Problem: Bee Food Sources Destroyed.” 

Example: 
Say, “Solution: Farmer’s Re-establish Bee-
Friendly Plants.”

v If you forget to read the text out loud, any other player 
can call out “BUZZZ,” and you lose your next turn. 

Note: Even if you get BUZZZED, you can still continue with 
your current turn and give an opponent a Problem card or 
give yourself a Solution card.

v If you forget to read the text but no other player notices 
or calls out “BUZZZ,” you don’t lose your next turn!



TWO SPECIAL CARDS
BEE JUNK FOOD CARD: If you give 
this card to another player, he must discard 
one Flower Point card that he has already 
put down. Don’t give this card to a player 
until he has put down at least one Flower 
Point card. Also, he gets to chose the card he 
will discard, not you.

QUEEN BEE CARD: This card can be 
used to solve ANY of the game’s three  
problems:  Mites, Pesticides or Cities. 
Note:  When you lay down the Queen Bee 
card, you don’t have to say anything special. 
You CAN’T be “BUZZZED”.

What if I need a certain card, but I don’t pick it up 
right away? YOU CAN TRADE CARDS!
Whenever it’s your turn, you can try to TRADE one of your 
cards for  some other player’s card. Just let all other players 
know the card you need and the card you’re willing to give 
to get it. No one has to trade with you, but a player might 
do so if she needs a card you have. After you make (or don’t 
make) the trade, continue with your turn as usual.  



Here’s what a sample game looks like:



Coming Soon!

A curriculum
about honeybees.

info@SingingTurtle.com


