FAQ

EXPERT VARIANT FOR 5 AND 7 PLAYERS

+ My team contains more than 2 people; whose answer is valid during
rounds 2 and 3?
Only the ﬁrst answer counts. Even if a second answer is the right one, the card
isn’t won.

The rules are the same, but there are no teams any more. Each player plays with the
players on their left and on their right. The points are tallied individually.
When a player has the deck, the player to their left will guess from their clues. The guessed
cards are placed between the two players.

+ What should we do if a player does something forbidden while making
their team guess a card?
This card is moved to the bottom of the deck. The round continues normally.

When the time is up, the player passes the deck to the player to their left, who was
guessing the cards.

+ Can I make gestures or sounds during the ﬁrst two rounds?
No, gestures and sound effects are reserved for the third round.

When all of the cards have been guessed, the score of each player is the total of cards on
their left and on their right.

OBJECT OF THE GAME:

+ Can we choose which player gives the clues?
No, each member of the team will take turns as the clue-giver.

Time’s Up! Party is a team game which is played over the course of 3 rounds.
On each round, guess as many cards as you can!
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Time’s Up! is a game by Peter Sarrett. This game is based on the US version and under license from © R&R GAMES.
Adaptations and variants: ‘The Sombrero-wearing Belgians’ aka Cédrick Caumont & Thomas Provoost.
The contents of this game uses certain brands, registered or not, which are the exclusive property of their respective owners.
This game and the use of its contents are in no way sponsored, supported, or approved by the owners of these brands, which are
all rights reserved. The contents of this game may only be used for strictly personal and private entertainment purposes.
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+ If the deck is empty, can I make my team try to guess the cards that were
failed or skipped this turn?
No, any card that is skipped or missed is set aside for that turn.
+ How to play with an odd number of players?
The teams don’t necessarily have to have the same number of players.
However, make sure that each team gets to play in turn.
You can also play with the Expert Variant for 5 or 7 players.

RULES

Form teams of at least two players.
Choose whether the game will use the yellow or the black side of the cards.
Deal 40 cards between all players. Each player secretly looks at their cards. If a card
is not to the player’s liking (for being too complex, unknown to them, or any other
reason), they can trade that card for a new one.
When everyone has read their cards, create a deck by shufﬂing together every player’s
cards. Choose a team to be the starting team.

The game can now begin!
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FIRST ROUND: SPEAK FREELY

SECOND ROUND: ONE WORD

THIRD ROUND: MIME

A player has the length of a sand timer to get their team to guess as many cards as possible.

Take the 40 cards from the previous round and shufﬂe them.

Gather the 40 cards from the previous round and shufﬂe them.

The player draws the ﬁrst card and can say whatever they want.
But they cannot:
> skip the card if it doesn’t work for them,
> use words that derive from the same words that appear on the card (such as
‘monstrous’ if ‘monster’ is on the card),
> give clues based on rhyme or things that “sound like”,
> translate the card into another language,
> spell the card using sounds or letters.

The round is identical to the previous one, but with the following changes:
> the player who is giving clues can now only speak a single word per card,
> their team can only make a single guess per card,
> the clue-giver can choose to skip a card.

The round is identical to the previous one, but with the following changes:
> the player giving clues must mime the cards,
> they can hum and make sound effects,
> they are no longer allowed to speak.

When the sand timer is empty, the current card and all cards which were not guessed,
or were skipped or guessed incorrectly, are gathered and added to the deck, which is
shufﬂed for the next team.

When all of the cards have been guessed, write down the number of cards found
by each team.

Their team can make as many guesses as they want.

When all of the cards have been guessed, write down the number of cards earned by
each team and move on to the third round with the next team.

As soon as the word is correctly guessed, the player places the card face-up on the table,
and draws the next card.

WHO WON?
The team who guessed the most cards during all three rounds wins the game!

When the time is up, the player passes the deck of cards to the next team, who continue
with the current card.
When all cards have been guessed, write down the number of cards found by each team
and move on to the next round with the next team.

The game is over!

If you have questions, check the FAQ.
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