
Tick, Tock, Boom! 
An explosively quick card game for 3-5 players, by David King 

 
	
Components 
 

	 	 	 	
15x Boom Cards 5x Squid Cards  20x Tock Cards 59x Tick Cards 

	
Setup 
 
Distributing the Cards 
Give each player: 

• 3 Boom Cards 
• 1 Squid Cards 
• 4 Tock Cards 

 
Then deal all the tick cards evenly between the players. 
	
 
Setting up the Player Decks 
Leaving your three boom cards to the side, shuffle together your tick, tock and squid cards together 
creating your deck. 
 
Without looking at the specific cards in your shuffled deck, place your three boom cards at any 
position in the deck, with the boom cards facing the same way as the rest of the cards. 
 
Place the deck face down where you can reach it. 
 
Then draw the top two cards of your deck into your hand ready to play. 
	
 
Goal of the Game 
The goal of the game is to collect the more cards into your score pile then any other player.  
 
This is done by playing boom cards at the right time and catching players committing a foul. 
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Game 
 
Play 
Play starts with turns moving in a clockwise direction. 
 
The player to the left of the dealer has their turn first. 
 
 
Turn 
Choose one of the two cards in your hand to play and place it in the pile in the middle of the table. 
 

• Playing a Tick: You must say ‘Tick’, play continues in the current direction. 
• Playing a Tock: You must say ‘Tock’, play reverses direction. 
• Playing a Squid: You must say ‘Squid’, all cards including this Squid card are removed from 

play, in to the discard pile.  
• Playing a Boom: You must shout ‘Boom’, all cards including this Boom card are added to 

your scoring pile. 
 
Draw a new card from your deck so you have two cards in your hand. 
Play continues with the next player taking a turn. 
	
 
Fouls 
If during play any of the players do one of the following, they have committed a foul: 

• Play a card out of turn. 
• Say the wrong thing when playing a card. 
• Do not say anything when playing a card. 
• Hesitate for too long. 
• Call a false foul. 

 
For a foul to be counted you need to call it before the next player lays a card. 
 
To call a foul, you shout ‘Foul’. Once agreed that a foul was committed, the fouling player gives one 
of their cards to you. 
 
This card can be one of the cards from the fouling players hand or the top card from their deck. The 
choice is for the fouling player but they may not look at the card from the top of their deck. 
 
The player who fouled then makes sure they have two cards by drawing cards from their deck as 
necessary. 
	
 
Ending the Game 
Play ends immediately when there is only one player with cards in their hand. 
	
 
Winning 
The player with the most cards in their score pile wins the game and becomes the dealer for the 
next game. 
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