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O
ptionally, return the 5 B

om
b 

cards w
ith difficulty rating 6 (in 

the top right corner) to the box.
Shuffle the B

om
b cards and deal 

2 face up to each player. A
t least 

one of these m
ust be difficulty 1 

or 2; keep dealing until this is 
the case. Shuffle all rejected 
cards back into the deck.

 Instead, deal 4 cards, w
hich 

①m
ust be of at least 3 different 

values.
C

hoose difficulty level: 0, 3, 5, 
7 or 9.
Select 

 + 15 + difficulty level 
Ⓟ

cards from
 the top of the bom

b 

deck, and return the others to 
the box.
D

eal 5 B
om

b cards face up to 
the m

iddle of the table.
Shuffle the 11 Fuse cards and 
add 6 of them

 to the B
om

b 
deck. R

eturn the others to the 
box. Shuffle the B

om
b deck.

Place all dice in the bag, and 
pass it to the first player.
Start a 10 m

inute tim
er and take 

turns in rotation until it runs out.

Turn
Take 

 dice from
 the bag and 

Ⓟ
roll them

. 
: take 3 dice. 

: 
①

②
take 4 dice.
N

egotiate w
ith other players to 

dispose of as m
any dice as 

possible onto cards. You m
ay 

only take 1 die per turn. 
: take

①
 

all 3 dice. 
: take 2 dice each.

②
If any card is com

pleted, turn it 
over into your personal score 
pile and return the dice to the 
bag. W

hen tim
e allow

s, take one 
from

 the centre to replace it, and 
turn over another card from

 the 
bom

b deck. If this is a Fuse 
card, each player m

ust rem
ove a 

die of that colour or that value 
from

 their cards, if possible. A
 

die that’s covered (e.g. in a 
tow

er or a pyram
id), or one on a 

com
pleted card that hasn’t been 

turned over yet, m
ay not be 

rem
oved. A

ll rem
oved dice go 

back in the bag. Place the Fuse 
card to one side and turn over 
another card from

 the bom
b 

deck.
If the bom

b deck and the centre 
of the table are both em

pty, the 
players have w

on!
If any die is unclaim

ed, reroll it 
and treat it as a Fuse card 
(rem

ove a die by either colour 
or value).
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