
Time’s Up!® – Rules  
Time’s Up!® is combination of a number of games including the $25,000 Pyramid, Password, charades, and 

Concentration. It is played with two to five teams of two or more players, but it generally works best with teams of two.  

The game has three rounds and is played using a set of 40 cards, each of which contains the name of a celebrity, 

author/artist, or fictional character. The same set of 40 names are used for all three rounds (so a good memory is 

useful).  

Players from each team sit opposite each other around a circle. The game begins by dealing 40 cards evenly to the 

players. Then two more cards are dealt to each player. The players secretly look at their cards and each discards two 

cards that they DO NOT want to be part of the master deck (hint: remember your remaining cards). The remaining cards 

are shuffled into a master deck.  

The master deck is passed clockwise to each player for their turn as clue-giver. Teams take turns attempting to guess as 

many of the names as they can. When a turn is in progress, the other teams may not talk or gesture. For each 30-second 

turn, the team has one clue-giver and at least one guesser. The clue-giver looks at the top card in the deck and uses 

words, sound effects (humming a song is allowed) and charades in an attempt to get their guesser(s) to say the full name 

on the card (e.g., “Albert Einstein” is acceptable, but “Einstein” isn’t), words in parentheses on the card are not required 

(e.g., (PIERRE AUGUST) RENOIR). In the first round, the player may say anything except: 

• No part or variant of the name can be used in the clue. Ex: You can't use "Willy" or "Bill" to get the Guesser to 

say WILLIAM. 

• "Rhymes with" clues are acceptable, provided the clue-giver doesn't actually say the rhyming word. Ex: "Sounds 

like the animal that oinks" would be OK, but not "Sounds like pig". 

• No spelling of the name is allowed, nor is any clue designed to give away specific letters of the name (the only 

exception is for names using initials, such as H.G. WELLS, although for such names the clue-giver is still forbidden 

to say the initials outright). 

In the first round, passing is not allowed. If the team gets stuck on a name, tough luck. If they give an illegal clue, their 

turn ends. Once a name is guessed, the clue-giver keeps that car, turns over the next card and gives clues for that name. 

This continues until time runs out. The player to the right of the clue-giver acts as the judge, and the player to the left of 

the clue-giver controls the timer. The clue-giver keeps the cards from any names correctly guessed, shuffles any 

unguessed names back into the deck, and passes the deck to the player on his left.  

After all names have been guessed, each team tallies the number of names they guessed. Then each team member 

reads out their list of names. Then the cards are all shuffled together and round 2 begins with the team to the left of the 

team that guessed the last card.  

In round 2, the clue-giver may give only one word for each clue, which may be repeated as often as desired. Once the 

word is said, only non-verbal clues (sound effects, charades) may be given. Teammates get only one guess. If the guess is 

incorrect, the card is turned over and another card is turned up. Either the clue-giver of the guesser(s) may pass. 

However, once a team has gone through all the names in the deck, their turn ends even if there is time remaining.  

After the second round, the teams again tally their scores and read the names aloud. Then the cards are shuffled 

together, and round 3 begins with the team to the left of the team that guessed the last card. 

In round 3, the clue-giver may not use any words at all. Only sounds and charades may be used for each clue. 

Teammates get one guess only and passing is allowed. 

After the third round the team that has guessed the most names wins.  


