Explosiv
(Explosive)
A card game for 2 � 4 players
Ages 12 and up
Designed by Michael Schacht
Manufactured by Piatnik

Chicago 1930. The competition among the gangsters is big. Everyone tries to make big money. But you�ve got to watch your timing and your opponents, or all your plans could blow up in your face!

Object 
Whoever collects the most explosive-points wins. 

Contents 
32 value cards 
16 explosive cards 
4 color cards 

Value cards 
There are 4 different-color suits with the values 1 to 8. 

Explosive cards 
On the front, money-suitcases are portrayed with positive values from 1 to 8. On the back are bombs with negative values, also from 1 to 8. The digits on the front and back, regardless of being positive or negative, always equal 9. So if one is worth +6 on the front, the back is worth �3.

Preparation 
The value cards are sorted by color. Each player gets a set and the color card matching it, which he sets in front of him, so that everybody knows which player has which color. The explosive cards are shuffled. With 2 players, 3 cards are laid out with the positive side upward, with 3 players 4 cards, with 4 players 5 cards; it�s always one more than the number of players. The remaining explosive cards are put aside. 

Play
All players now try to take positive explosive cards through the play of their value cards. The player with the red value cards begins. He puts one of his cards under any explosive card, then the next player in clockwise order follows. That player can choose the same explosive card or a different one. All value cards should be played in a vertical row under explosive cards, and be visible at all times. 

Rules for card play
� two same-color value cards cannot be placed consecutively in a row
� each number can appear in a row only once 
� the exception is the 8 � it can appear more than once in a row. 

A row blows up 
A row has a positive value with up to 7 cards. If an eighth value card is played in a row, turn the affiliated explosive card over. Now the negative value on the back counts.

(With 2 players, rows do not automatically turn negative if an eighth value card is played. In this case, the longest row at the end of a round becomes negative. If several rows are equally long, they all turn negative.) 

Ending a round and scoring 
As soon as all players have played all their cards, the round finishes. Now, each row is assessed: Each value card counts at face value. The last card in each row counts 2 points extra. 

The player who has the most points in a row receives the affiliated positive or negative explosive card. 

All value cards are sorted and returned to the players. New explosive cards are laid out from the stack, with the positive side upward. 

The player to the left of the start-player from the previous round begins the new round. 

Ties
If two or more players have the same number of points in a card row, the one that has played the highest card in the row wins that explosive card. If there is still a tie, the second-highest card wins.

Winning the game
The game finishes as soon as the stack of the explosive cards is spent, or there are not enough explosive cards for a new round. Then, all players add up the points of their explosive cards. The player with the highest total wins. 

If you would like to play longer, simply write down the points of all players and shuffle all the explosive cards again. 

Special cases
If a player cannot play a card to any card row, he must choose a card from his hand to set aside and forfeit his turn.

If a player violates a card-play rule, the relevant card is retired from the current round and can only be used again in the next round.

Variant
The �row blows up� rule for 2 players can also be applied for 3 or 4 players.
 
