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RULES

Get busy with BUZZED OUT - the fast-talking, 
quick-thinking, word-describing game that 
will really get you buzzing!

Pick a card - describe a word - guess it rig	 - 
pass it on... don’t get caug	 holding the card!

Tick, tick, tick, tick, BUUUUZZZZ! 

SET-UP
Split into 2 teams.
Cho ose which side of the cards 
(blue or red) you want to play with.
Shuffle the cards, making sure they’re all the same 
way round, and place the pack within reach of all 
players, with the chosen side face down.
Place the ticking timer within  reach of all players.
Agree how many points a team will need to score to     
win the game - 8 points works well.

HOW TO PLAY
Cho ose a player from each team to be the Describer 
for the first round; the remaining players are the  
Guessers for this round. 
Decide which team will play first (Team 1) and which 
team will play second (Team 2).

Any player then activates the timer by pushing down 
the top.

Once the timer is activated, it will tick randomly - 
building unbearable tension - for an undisclosed 
amount of time before buzzing. As the seconds start 
ticking, the Team 1 Describer grabs the top card from 
the pack and lo oks at the chosen side. 
The Describer selects any 1 of the 10 words or phrases 
on the card and describes it to the Guessers on their 
team. The Describer must only use their voice - no 
gestures, actions or movements are allowed. 
The Describer must not use any part of the word or 
phrase in their description. The Guessers’ job is to 
guess the word or phrase as quickly as possible.

Members of the opposing team watch the Describer. 
If they use any gestures, actions or movements, or 
any part of the word or phrase, they must start 
again with a new word or phrase.

When the word has been correctly guessed, the 
Describer places the card next to the pack for Team 
2’s Describer to pick up. Team 2’s Describer must 
choose a different word or phrase from the same  
side of the card to describe to their Guessers.
When Team 2 makes a correct guess, the card is 
placed next to the pack for Team 1’s Describer to 
pick up. This continues, with teams taking turns  
to describe and guess as quickly as possible while  
the timer ticks away. There is no ‘passing’ allowed – 
Guessers have to keep going until either they get it 
rig	 or the timer buzzes!

When the timer buzzes the round is over,    
and the team left holding the card loses 
the round.

Round 2 starts with a new Describer 
from Team 2 taking a new card, and so 
on, until the agreed number of points has 
been scored. The teams choose a different 
Describer for each round, with all team 
members taking a turn.

HOW TO SCORE
The losing team in a round (the team 
left holding the card) scores nothing, 
and the winning team scores 1 point.
If the teams manage to guess all 10 
words or phrases on a card before 
the buzzer sounds, both teams score 
1 point.
Record your points on the scorepad.

TIPS
You can’t predict when the buzzer will sound because 
it changes each time you play a round. This is a game 
of chance as well as skill!
Once a team has guessed a word or phrase and the 
Describer has placed the card by the pack, the card is 
deemed to be in play with the other team even if they 
have not yet picked it up.
Teams must avoid repeating a description of a word 
or phrase that has already featured in that round. 
Repeating words only wastes time for your team!

HOW TO WIN
The first team to score the agreed number of points 
wins!

Be fast - be clever - be lucky... and don’t let the 
tick, tick, tick distract you in this raucous race 
against time!
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