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30 SECONDS
Hhe trinkingfast qame-
RULES OF THE GAME

INTRODUCTION - use the words ‘and’ and ‘the’ that appear in

some of the names.
30 SECONDS™ is a description game played by two

or more teams. The more players per team the Describers MAY NOT

better. For example: if six people want to play, two . g5y the actual names on the card in their hand;

teams of three players are better than three teams - |0k at the names that must be described before

of two. As few as three people can play 30 SECONDS™ the timer is turned over;

(see rules for three players). - say any names or words derived from or related
to the names they are describing;

- use any ‘sounds-like' or ‘rhymes-with’ tactics;
OBJECT OF THE GAME - say or refer to the letters of the alphabet;

To be the first team to reach the FINISH square. - use translations;

. Teams advance by correctly identifying the names - point to anything. A
tha.t the". tearp-mates I G Tea?ms mu§t Identifiers MAY use the letters of the alphabet.
strive to identify as many names as possible during
each turn of 30 seconds - the most being five.
HOW DO WE START?
CONTENTS The players divide into teams. Each team selects a

240 cards (2 400 names), 1 game board, 1 thirty token and places it on the START square. All the

. . . teams roll the die. The team that rolls the highest
second timer, 1die, 4 playing tokens and 1rules leaflet. . .
number will start the game. If two or more teams tie

with the highest number, they roll again. Each team
decides the order in which its members will play.

DESCRIBING AND IDENTIFYING This order must be maintained throughout the game.

Players are called describers and identifiers. All
players must take their turn at being both LET'S PLAY
describers and identifiers. The describer within a
team must rotate with each turn.

THE ROLE OF THE DIE:

i The die is numbered 0, 0, 1,1, 2, 2. The die must be
Describers MAY rolled at the start of a team's turn, before a card is

- describe the names in any way they wish, taken out of the cardbox.
including singing, humming and gesticulating;
- describe the names in any order; At the end of a team's turn the number that was
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rolled is subtracted from the number of names the
team correctly identified during that turn. The team
then advances their token that number of squares.

FOR EXAMPLE:

1) if a team rolled 2 at the start of their turn and
correctly identified four names during that turn,
they move two squares forward.

2) if a team rolled 0 and correctly identified three
names, they move three squares forward.

If a team correctly identified the same number of
names or fewer names than the number rolled, they
remain on the same square.The team with the first
turn rolls the die. The

starting describer must take a card from the ‘OUT’
side of the cardbox. Each card has a blue and yellow
side. The color square that a team's token is on at
the start of their turn, determines which side of the
card is used.

If a team's token is on a yellow square, the names
on the yellow side of the card must be described,
and likewise for blue. (As the START square is blue,
all the teams must first describe the names on the
blue side of the card). On each side of the card
there are five names, which may be described in any
order.

The describer MAY NOT look at the names that must
be described BEFORE the timer is turned over. The
player that turns the timer over must say ‘GO’ as
the timer is turned. The describer may turn the card
and start describing once ‘GO’ is called out.

The identifiers shout out their quesses while the
describer is describing. It is the responsibility of the
other teams to keep an eye on the timer, and to call
‘TIME UP’ when the timer runs out.

The number that was rolled at the start of the turn
is subtracted from the number of names correctly
identified, and the token is moved accordingly. The
card must be put back into the ‘IN side of the
cardbox. The die is passed to the left.

WHO IS THE WINNER?

The first team to reach the FINISH square is the
winner.

HOW STRICT?

At the start of the game the teams must make a
ruling about the preciseness of the answers. For
example: is Mickey acceptable for Mickey Mouse?

The teams also have to decide if the full name must
be given before the timer runs out. For example: is
it acceptable if the identifier says Mickey before
‘TIME UP’ is called, and Mouse afterwards?

PENALTIES

When a player violates any of the rules that team’s
turn ends immediately and their token is moved
back one square.

RULES FOR THREE PLAYERS

If three people wish to play, one player must act as
the describer for both teams, for the duration of the
game. Otherwise, the game rules are the same.

We appreciate your comments about 30 Seconds.
Please send your correspondence to:

Pressman Toy Corporation

Dept: 30 Seconds

121 New England Ave.

Piscataway, NJ 08854-4126

Our customer service department can be reached
Monday through Friday (except during holidays) from
10:00 AM EST to 4:00 PM EST at 1 800 800-0298.

Pressman’
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