


2

CREDITS

TABLE OF CONTENTS

Publisher: John Zinser

Director of Projects: Nicolas Bongiu

Project Lead: Erik-Jason Yaple

Production: David Lepore

Lead Artist: Carl Frank

Graphic Design: Kris Aubin

Rulebook Editors: Darla Kennerud and 
William Niebling

Proofing: Dave Perkovich,  
Kaz Nyborg-Andersen, Nicolas Bongiu, and 
Mark Wootton

Components .................................pg. 3

Introduction ................................pg. 4

How to Win ..................................pg. 4

Cards and Artifacts .....................pg. 5

Treasure Sites, Market Cards, Artifacts

Game Set Up ................................pg. 6

Playing the Game ........................pg. 8
Phase 1: Search for Treasure

Phase 2: Recruit Treasure Hunters

Ending the Game

© 2019 Alderac Entertainment Group. Curios and all related marks are ™ and © Alderac 
Entertainment Group, Inc. 555 N El Camino Real #A393 San Clemente, CA 92672 USA

All rights reserved. Printed in China. 

Warning: Choking hazard! 

Not for use by children under 3 years of age.

Visit our website at www.alderac.com/curios

Questions? Email CustomerService@alderac.com



3

COMPONENTS

The Great Pyramid
• 1 Treasure Site card
• 4 Market cards

The Forbidden Temple
• 1 Treasure Site card
• 4 Market cards

The Lost Shipwreck
• 1 Treasure Site card
• 4 Market cards

The Ancient Colosseum
• 1 Treasure Site card
• 4 Market cards

5 sets of 7 Archaeologist pawns, 
each set a different color

4 sets of 14 plastic Artifact gems, each set 
matching the color of a Treasure Site

1 First Player token
(Not shown)
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FOR FORTUNE AND GLORY! 
Whether you’re in it for wealth or for fame, this is where your quest begins! Rogue archaeology 
means getting to the bottom of shipwrecks, ancient ruins, forgotten tombs, and forbidden temples 
to look for the artifacts which will bring you the most fortune and glory. So grab your hat and 
leather coat—it’s time to raid some tombs!

Your goal is to collect Artifacts worth the most points. You’ll place your pawns on Treasure Sites 
to claim Artifacts (gems). The value of those Artifacts is hidden until the end of the game, but 
as you play you’ll get hints about which locations may yield the best Artifacts. At the end of the 
game, the player with the most valuable Artifact collection wins!

HOW TO WIN
At the end of the game, the Market card above each Treasure Site is turned face up, revealing 
the value of the Artifacts discovered there: 1, 3, 5, or 7.

The object of the game is to have the highest total value of Artifacts.

The cards in your hand and those played during the game will help you deduce the value of each 
Artifact so that you can focus on raiding the most valuable sites—the numbers in your hand will 
not be the values of the corresponding Artifacts!
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CARDS AND ARTIFACTS 
TREASURE SITES
Treasure Sites are where you obtain Artifacts. Note the columns of spaces for Archaeologist 
pawns. To claim an Artifact, you need to completely fill the empty column farthest to the left 
with your Archaeologist pawns. This allows you to take one Artifact.

MARKET CARDS
Each Treasure Site has four corresponding Market cards, numbered 1, 3, 5, and 7. The card 
placed face down above the Treasure Site is the value of each Artifact at that site.

ARTIFACTS
Each Treasure Site has corresponding 
Artifacts (colored gems).
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NUMBER OF PLAYERS

2
3
4
5

NUMBER OF EACH ARTIFACT

  8  
  10  
  12  
  14  

GAME SET UP
Each player takes five Archaeologists (pawns) of the same color. Set the rest aside for use later.

Randomly determine a starting player and give them the First Player token.

Set the four Treasure Sites in the center of the table. Place the matching Artifacts below each 
Treasure Site: the yellow gems below the Pyramid, the green gems below the Colosseum, the 
blue gems below the Shipwreck, and the red gems below the Temple. The number of each 
Artifact placed is determined by the number of players.

EXAMPLE OF A GAME SETUP
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Without looking at them, take one random Market card from each set of market cards and 
place it face down above the matching Treasure Site. Shuffle all the remaining Market cards 
together and deal them to the players. The number of cards each player receives depends on the 
number of people playing the game. Place the remaining cards aside to form the side deck.

NUMBER OF 
PLAYERS

2
3
4
5

NUMBER OF CARDS 
IN HAND

4
4
3
2

NUMBER OF CARDS 
IN SIDE DECK

4
0
0
2
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PLAYING THE GAME
Curios is played over a series of rounds. Each round is divided into two phases:

Phase 1: Search for Treasure followed by Phase 2: Recruit Archaeologists.

PHASE 1: 
SEARCH FOR TREASURE
In this phase, you have the chance to use your Archaeologist pawns to collect Artifacts from 
the Treasure Sites. Players take turns, starting with the first player and going clockwise, until 
none of them have enough Archaeologist pawns to collect any Artifacts.

On your turn, choose a Treasure Site. You must completely fill the empty column farthest to 
the left on the Treasure Site using your Archaeologist pawns. If you do, you get to take one 
Artifact from below the Treasure Site, if any are available, and place it in front of you. You 
cannot place pawns on a treasure site if all the columns are full.

After you’ve collected your Artifact, the player to your left begins their turn.

If you don’t have enough Archaeologist pawns left to fill any of the empty columns, you must pass 
for the rest of the phase. Players continue taking turns until all players have passed.

EXAMPLE: Amelia is trying to collect 
a yellow gem, so she decides to visit The 
Great Pyramid this turn. The first two 
columns are full, so she has to place three 
of her Archaeologist pawns in order to fill 
all the spaces in the third column. Then 
she takes a gem for her collection.
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BONUS ARTIFACTS
Once all players have passed, Phase 1 ends. At this point, the player with the most 
Archaeologist pawns at each Treasure Site gets one additional Artifact from that Site, if any 
are available. 

If there’s a tie, no one gets the bonus Artifact for that Treasure Site.

RETRIEVE ARCHAEOLOGISTS
Finally, all players take back all of their Archaeologist pawns from the Treasure Sites to 
prepare for the next round.

EXAMPLE: At the end of the round, no other 
players have added Archaeologist pawns 
to The Great Pyramid. Since 
Amelia has the most 
Archaeologist 
pawns there, 
she gets an 
additional gem 
for her collection.

At The Lost Shipwreck, 
Benjamin and Junior are 

tied with three Archaeologist pawns 
each, so no one gets a bonus blue gem 

this round.
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PHASE 2: 
RECRUIT TREASURE HUNTERS
Starting with the first player, each player now has the opportunity to recruit another 
Archaeologist pawn, taking turns going clockwise. 

When it’s your turn, you may play one Market card from your hand face up on the table 
in front of you. This will give the other players a clue about the value of the Artifact that 
matches the card you played. 

If you reveal a card, you get to take one Archaeologist pawn of your color from the supply. From 
now on, you’ll have an additional Archaeologist pawn to place on a Treasure Site each round.

EXAMPLE: Rene has revealed one of his cards so that he may 
acquire another Archaeologist Pawn.

If you don’t want to reveal a card, you may pass without taking another Archaeologist pawn.

After all players have had a turn to recruit a new Archaeologist pawn (or pass), Phase 2 and 
the round are both over. Pass the First Player token to the next player (to the left), and a new 
round of treasure hunting can begin.

IMPORTANT! 
In a two-player game, after both players have had a chance to recruit Archaeologist pawns, 
flip one of the Market cards from the side deck face up.

In a five-player game, don’t flip over any Market cards from the side deck.

In three- and four-player games, all of the Market cards are dealt out; so there is no side deck.
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ENDING THE GAME
Continue playing, round after round, until two or more Treasure Sites run out of Artifacts. 
The game ends at the end of that round.

Flip over the four face-down Market cards above the Treasure Sites. The numbers on these 
cards determine the value for each Artifact of that color. So, if the Market card above the 
Shipwreck shows the value 3, each blue gem is worth 3 points.

Add up the value of all of your Artifacts. The player with the highest total wins! If there’s a 
tie, they share the victory.

EXAMPLE: Rene has four blue gems and four yellow gems. At 
the end of the game, it’s revealed that the value of each blue gem 
is 3 and the value of each yellow gem is 7. 

He earns 12 points for the blue gems (4 x 3 points) and 28 points 
for the yellow gems (4 x 7 points), for a total of 40 points!




