
Before you start
Enter each player’s name on the score pad; 
everybody starts the game with an  
initial 10 points.

Provide each player with an Up-A-Bit grid 
sheet, a pencil, and a privacy screen.

The grid sheets are marked A–N along two 
sides and 1–9 on the other sides. If  
desired, these marks can be used to help 
explain where on the paper the drawing is 
to take place. 

Shuffle the deck of object cards and place 
them face down within easy reach of all the 
players.

Choose a player to be the first ‘Up-A-Bitter’. 
This person will be describing the first 
object card for all the other players to draw. 
The  ‘Up-A-Bitter’ does not draw.

Playing the game
The first  ‘Up-A-Bitter’ takes a card from the 
deck and looks at the object on the card, 
then tells the other players if the object on 

the card is a vertical or horizontal image. 
The other players turn their Up-A-Bit grid 
sheets in the appropriate direction.
The ‘Up-A-Bitter’ now has five minutes to 
describe the object on the card to all the 
other players. The catch? The  ‘Up-A-Bitter’ 
can only describe how to draw the object; 
they cannot give any non-drawing related 
clues and they must not look at what is 
being drawn by the other players. The 
drawing players should use their privacy 
screens to prevent the  ‘Up-A-Bitter’ from 
peeking.

For example: If the ‘Up-A-Bitter’ has to 
describe a ‘Christmas Tree’, they might say: 
“Draw a line vertically up the centre of your 
paper… from the top of this line draw a 
short line down to the left at 45 degrees 
from N5 to M4… below this draw another, 
slightly longer line from M5 to K3... 
continue adding slightly longer lines below 
this line until you are two thirds of the way 
down the vertical line... repeat on the right 
hand side, starting at the top again”. 
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The ‘Up-A-Bitter’ continues with their 
description until either the object is 
guessed,  or time runs out.

Players may, at any time, guess what they 
are drawing without penalty. The ‘Up-A-
Bitter’ should answer either “Yes” or “No”. 
Other than this, the ‘Up-A-Bitter’ may only 
describe how to draw, and must not answer 
any other questions.

Awarding points
If the object is successfully guessed, the 
‘Up-A-Bitter’ earns one point. If the ‘Up-A-
Bitter’ has managed to describe the object 
without making any reference to the letters 
& numbers on the grid sheet they score a 
bonus point – two points in total. The 
player who guessed the object first also 
earns one point. 

If nobody can successfully guess what 
they’ve been asked to draw, then the 
‘Up-A-Bitter’ loses one point.

Points are recorded on the score sheet. The 
used card is returned to the bottom of the 
deck. The role of being the ‘Up-A-Bitter’ 
passes clockwise to the next player. 

Note: the grid sheets are double-sided. 
Players should take a new grid sheet if 
needed.

Play continues in this manner until everyone 
has had a turn at being the ‘Up-A-Bitter’. If 
there are only three or four players taking 
part, take two turns each.

Notes on play
Players should shield their drawings and not 
let their opponents or the ‘Up-A-Bitter’ see 
what they are sketching.

The ‘Up-A-Bitter’ can only explain their 
object in terms of lines and shapes. If, when 
describing a picture, they use descriptive 
phrases such as “Draw a wheel”, “Draw the 
ears”, “Draw the branches” etc. they forfeit 
their turn and lose one point. The player to 
their left immediately takes the next turn.

The ‘Up-A-Bitter’ does not have to follow 
the picture on the card. As long as someone 
is able to guess the object pictured on the 
card, points are awarded.

Winning the game
The player with the highest total score wins 
the game.
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