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Kaboom! 
An Explosive Card Game (Version 1.1) – Updated Rules 

 

Objective 
“I love the smell of explosives in the morning!” -- Sgt. Blast 

 
Welcome to Kaboom! The objective of this game is to, well...blow stuff up. You are under attack by well-armed and not-
so-polite enemies. You can erect walls to protect yourself, and lob all kinds of incendiary devices at your enemies. But 
they will be doing the same to you. If they destroy all of your walls and take you out, then it’s Kaboom!  You get the 
picture. 
 

“The best weapon against an enemy is another enemy.” -- General Nietzsche 

While pure brute force is effective (who wouldn’t want an RPG?) Kaboom! is also a game of skill, strategy and luck. By 
carefully planning your attacks, you can maximize the damage to your opponents while minimizing damage to 
yourself. You might even be able to turn them against each other! 

Components 
The Kaboom! deck consists of 108 cards.  There are 33 different types of cards.   

Setup 
“There is no avoiding war; it can only be postponed to the advantage of others.” -- Corporal Machiavelli 

 
Kaboom! is for two to five players. First, the endgame cards are separated from the rest of the deck. Endgame cards have 
an “E” in the upper left hand corner, and are only used (you guessed it) at the end of the game. If the game has only two 
players, the nuclear bomb card must be removed from play. 
 
Each player starts with one iron wall, one stone wall, and three palisades in front of him or her on the table. If there are 
five players, each player starts with two palisades. Once these cards are laid out, each player is dealt 7 cards from the 
deck. All remaining cards (but not the endgame cards) are placed face down in the supply pile. 

Starting the Game 
Players may select who goes first in any way they like (e.g., rolling a die, youngest first, rock-paper-scissors, thumb 
wrestling, projectile-dodging, etc.). 

Turns 
Each turn progresses as follows: 
 
1. The player must draw one card from the top of the supply pile. 
2. The player may then do one of the following: 

a. Play exactly one card from his or her hand (unless the player plays the productivity card, which allows 
additional cards to be played). 

b. Trade in any three of his cards for one new card from the supply pile. The three cards traded in are placed on 
the discard pile. 

c. Do nothing and just pass. 
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Once a card has been played or discarded, it is placed face up on the discard pile. If the supply pile runs out of cards, the 
discard pile is shuffled and becomes the new supply pile. If a player runs out of cards in his or her hand at any time, he or 
she may draw three cards from the supply pile. 
 
A player may play certain defensive cards when it is not his or her turn. 

Winning and Losing  
Once all of a player’s walls have been destroyed, he or she can be eliminated from the game by any attack (unless the 
player successfully defends against that attack). When the first player is eliminated the endgame phase begins (see below). 
The winner is the player who survives the endgame. 

Attack Cards 
“When in doubt, C4!” -- Colonel Hynemann 

 
Attack cards are the basic explosives that you use to blow up your enemies. Each attack card destroys specific types of 
walls.  Attack cards are discarded after being played. 

Flaming Arrow 

Take a regular old arrow, wrap lightly with cloth, dip in gasoline, apply match. Destroys palisades. 

Pipe Bomb 

Packed with gunpowder, these pipes also pack a wallop, and distribute shrapnel as a fringe benefit!  Destroys palisades 
and stone walls. 

TNT (Trinitrotoluene) 

TNT is considered relatively safe to handle (if you know what you’re doing), but deadly to your enemies. Destroys 
palisades, stone walls, and iron walls. 

C4 

Moldable, plastic explosives. Make them look like a cute little bunny rabbit (try to ignore the blasting cap and wires). 
Destroys palisades, stone walls, iron walls, and steel walls. 

RPG (Rocket-Propelled Grenade) 

Ah yes, the RPG. It’s big. It’s bad. It’s the over-the-shoulder smolder beholder. Rocket + grenade = big boom! RPG, RPG, 
RPG!! Destroys any two walls of a single enemy.   

Wall Cards 
“Mr. Gorbachev, tear down this wall!  Wait, I didn’t mean right now!  And not with TNT!” -- Ronnie Raygun 
 

Walls are your basic defenses in Kaboom! Each wall will withstand damage from certain types of explosives, but will be 
destroyed by other types of explosives.  Wall cards are played on the player’s turn by placing them on the table in front of 
the player.  They stay there until they are destroyed. 

Palisade 

A basic wooden wall.  Essentially a bunch of tree-limbs ties together. Seriously, you think this is going to stop anything? 
Destroyed by any explosive. 
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Stone Wall 

These rocks will stop a flaming arrow in its tracks, but not much else. Destroyed by pipe bombs, TNT, C4, and RPGs. 

Iron Wall 

Atomic element 26. Atomic symbol Fe. Will stop the wimpier attacks. Destroyed by TNT, C4, and RPGs. 

Steel Wall 

The best wall of them all! Stops almost all attacks, but is very rare. Destroyed by C4 and RPGs. 

Special Cards 
“A visitor from Mars could easily pick out the civilized nations. They have the best implements of war.” -- Captain 

Prochnow 
 

Special cards are just that – special. They allow you to do things beyond the capabilities of the attack and wall cards. 
Particularly, they help you blow up your enemies faster, more efficiently, and with more casualties.  All special cards are 
discarded after being played, unless noted otherwise. 

Spy 

Spy. Sneaky spy. When played, the player selects one card form an enemy’s hand without looking. The selected card is 
added to the player’s hand. Alternatively, a spy may be used to destroy a force field. 

Guard 

Spy. Sneaky sp...GACK! Played defensively to cancel the effect of a spy. 

Nuclear Bomb 

The culmination of 100 years of nuclear physics research. Einstein would be proud...no wait... Oppenheimer would be 
proud...no... ah forget it. When played, the nuclear bomb completely wipes out one enemy. That enemy must leave the 
game. However, it also reduces the defenses of the player by 50%. Thus, the player must discard at least half of his walls, 
starting with the weakest. If the player has an odd number of walls, round up to find the number of walls to discard (thus, 
if the player has only one wall, that wall must be discarded). The nuclear bomb can only be played after at least one 
player has been eliminated from the game. This is why the nuclear bomb is removed from the deck in two-player games. 
 
Strategy note: The nuclear bomb is the most powerful card in the game.  However, given the limitations on when it can be 
played, the damage it does to the player, and the fact that it can be destroyed while still in a player’s hand with either non-
violent protests or a weapon’s inspector, the nuclear bomb’s actual threat is diminished. 

Fizzle 

Light fuse...run like heck...nothing. Now who is going to check the darn thing? Played defensively to cancel the effect of a 
flaming arrow or a pipe bomb. The fizzle card is played from your hand and is not placed with your other walls. 

Blast Shield 

Made from the best polycarbonite microfibers. It’s also waterproof and low-carb. Played defensively to cancel the effect 
of a flaming arrow, pipe bomb, TNT, or C4.  The blast shield card is played from your hand and is not placed with your 
other walls. 

The Mad Chemist 

A unique character that is placed on the table in front of the player, and not discarded until killed. When in play, the mad 
chemist upgrades the damage due to all explosives by one rank. Thus, flaming arrows can destroy stone walls, pipe bombs 
can destroy iron walls, TNT can destroy steel walls, and C4 does the damage of an RPG. The mad chemist has no effect on 
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RPGs. However, the defensive cards have the same impact on upgraded attacks. Therefore, even with the mad chemist, a 
pipe bomb is cancelled by a fizzle. The mad chemist can only be killed by an assassin. 

The Underminer 

A unique character that is placed on the table in front of the player, and not discarded until killed. When in play, the 
underminer allows the player to destroy any one palisade, stone wall, or iron wall of any enemy once per turn, in addition 
to the player taking his or her regular turn. The underminer can only be killed by an assassin. The player who plays the 
underminer may use him on the same turn that the underminer is first played. 

Force Field 

Use the force...field. The ultimate wall. Resists all explosives (yes, even the RPG), except for the nuclear bomb. However, 
it can be destroyed by a spy. The force field card is played like a wall.  In other words, you must place it along with your 
other walls for it to have an effect.  

Assassin 

Kills any one special character (i.e., the mad chemist or the underminer). Can only be played offensively against an 
enemy’s cards on the table. 

Weapons Inspector 

When played against an enemy, the enemy must reveal all of his cards to the player. If the enemy has the nuclear bomb, it 
is discarded. 

Oops 

No!!! Your other left!!! Played defensively to redirect an attack to another player. For example, if Alice attacks Bob with 
C4, Bob can play the oops card to deflect the attack to Chris. If there are only two players left in the game, the oops card 
causes the attack to be cancelled. If four players are in the game, the player of the oops card decides which of the two 
remaining players are hit by the attack. 

Productivity 

Two for the price of one!  The player of this card may play two more cards on his or her turn. If a productivity card is 
played as one of the two cards, a total of three more cards may be played. 

Firestorm 

Anybody got a light? When played, destroys all palisades of one enemy. There is no defense.  If played against an 
opponent with no remaining walls, that opponent is eliminated. 

Backfire 

When played defensively, causes an attacker’s attack to work against the attacker. The strongest wall of the attacker that 
the explosive can destroy is destroyed. 

Twist of Fate 

When played, the player looks at the next four cards in the deck, arranges them to his or her liking, and replaces them in 
the deck. If the player makes a mistake in the arrangement, that’s too bad. They cannot correct the mistake. Feel free to 
institute a 30-second time limit for rearranging the cards if players take too long. 

Diplomacy 

When played, all enemies are prevented from attacking the player for one turn. This includes attacks from the underminer. 
However, players affected by diplomacy may use any defensive card, including those that might damage the player of the 
diplomacy card (e.g., oops and backfire). 
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Note: The diplomacy cards state that only one targeted enemy is prevented from attacking the player.  This is a mistake.  
As described above, all players are prevented from attacking the player.  Sorry. 

Non-Violent Protests 

A bunch of peace-niks demonstrate in the streets, capturing popular attention...for a little while. When played against an 
enemy, that enemy must discard all attack cards (including the nuclear bomb!) in his hand, with the exceptions of flaming 
arrows and firestorms. However, this card can only be played after at least one C4 or RPG card has been played. 

Endgame Cards 
“War does not determine who is right – only who is left.” -- Major Russell 
 

The endgame is a special time in Kaboom! If you’ve survived this far consider yourself lucky. If you’ve been eliminated, 
then it is time for sweet revenge.   
 
The endgame begins when the first player is eliminated. Elimination occurs when a player has no walls remaining and is 
attacked in a way that he or she cannot defend. For example, if a player has no walls left and an enemy attacks with a pipe 
bomb, the player will survive if he or she has a fizzle, blast shield, backfire, or oops. If not, he or she is out.  
 
However, the game does not end when you’re eliminated. You cannot win, but you can get back at the enemy who 
eliminated you. And perhaps everyone else too.   
 
An eliminated player still takes turns. On each turn, the player may select one of the endgame cards. The selected card 
will have an immediate (and likely devastating) effect. All endgame cards are unique (that means there is one of each). 
 
Once played, the chosen endgame card is returned (an exception is the advanced technology card which remains in play 
for an entire round). The eliminated players may continue picking endgame cards over and over until the game...you 
know...ends. 

Earthquake 

Shake, rattle, and roll. Each remaining player must discard his or her weakest wall. This card has no effect on the force 
field. 

Advanced Technology 

During the next round, all attacks are upgraded, as if each player had the mad chemist. If a player has the mad chemist in 
play when advanced technology is played, the effects of these two cards are not cumulative. 

Alien Invasion 

Little green men from outer space visit to kidnap a few good Earthlings. All spies, assassins, weapons inspectors, and 
guards from a selected remaining player’s hand are discarded. 

Sabotage 

When played against a remaining player, that remaining player must discard his or her strongest wall that is in play on the 
table. This includes the force field. 

Epidemic 

When played against a remaining player, that remaining player loses his or her next turn. This card cannot be played more 
than once every two turns. 

Christmas 

Every remaining player draws three cards. 



Kaboom! Page 6 of 7

 

Credits 
The following people made this game possible. 
 
Game Concept: Michael, Justin, and Evan Borella 
Card Design: Nate Berry 
Card Back and  
    Box Design: Cathy Borella 
 
Play Testers: Michael, Justin, Evan, and Cathy Borella, as well as various friends and family members. 

Disclaimer 
“War is @&$#.  And I can’t believe you censored that.”  -- General Sherman 

 
Despite the nature of this game, we do not advocate the use of explosives. Ever. We’re too scared, and you should be as 
well. Thus, let us make it perfectly clear that you should never, ever, ever purchase, manufacture, concoct, use, or trick 
someone else into using explosives. In fact, you shouldn’t even think about explosives. We mean it. Stop. Go home and 
watch TV instead. That’s what we do. 
 
Needless to say, we take no responsibility for any damage you do to yourself or others, or to your property or the property 
of others, if you are dumb enough to ignite, propel, play with, juggle, eat, or otherwise use explosives. Don’t do it. Your 
family won’t like you, your friends won’t like you, and we won’t like you.  
 
A note for parents: While we designed this game to be fun for kids (in fact, two of us are kids), we’re not sure that it is 
appropriate for all children. If you think this game is not right for your kids, don’t let them play it. You know them better 
than we do.  

Legal 
Copyright © 2012 Michael S. Borella, Justin T. Borella, and Evan J. Borella 
 
All rights reserved, including but not limited to all text and images of this game, all manuals, instructions, inserts, cards, 
and packaging.  The authors also reserve all applicable rights to any derivative works, as well as any other rights to the 
extent of applicable laws. 
 
This game contains elements of parody.  

Find Out More 
For more information about this game or our other great games, check out our web sites at: 
 
http://www.jem-games.com 
https://www.thegamecrafter.com/games/kaboom-1.1 
https://www.facebook.com/JemGames 
https://twitter.com/jemgames1 
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Kaboom! Quick Reference Chart 
 

Card Played on your turn Played when it is not your 
turn 

Discard immediately after playing 

Flaming arrow Yes No Yes 
Pipe Bomb Yes No Yes 

TNT Yes No Yes 
C4 Yes No Yes 

RPG Yes No Yes 
Palisade Yes No No 

Stone Wall Yes No No 
Iron Wall Yes No No 
Steel Wall Yes No No 

Force Field Yes No No 
Spy Yes No Yes 

Guard No Yes Yes 
Nuclear Bomb  Yes No Yes 

Fizzle No Yes Yes 
The Mad Chemist Yes No No 
The Underminer Yes No No 

Assassin Yes No Yes 
Weapons Inspector Yes No Yes 

Oops No Yes Yes 
Productivity Yes No Yes 

Firestorm Yes No Yes 
Backfire No Yes Yes 

Twist of Fate Yes No Yes 
Diplomacy Yes No No* 

Non-Violent 
Protests 

Yes No Yes 

 
* Since Diplomacy will be in effect for one turn after it is played, we recommend keeping it on the table during that turn, 
then discarding it at the end of the turn. 


