
A game for 2-5 secret agents, aged 8 and above.

Kaburg City, 11:50 hours: An explosive device was found 
on the first floor of the Toratora Building. The entire block 
was evacuated. The task of defusing the dangerous device 
is entrusted to a handful of special agents… very special 
agents. They will earn honor and glory if they succeed, but the 
countdown is unstoppable, and they only have 10 minutes! 
Can your team of specialists find the right combination and cut 
the wires before the bomb explodes? Oh, and make sure you 
protect the President’s mascot!

 Contents Contents 

• 110 cards:

20 Agents: 5 sets of 4 cards each 
(each set is identified by a color 
and a symbol)

10 Countdown cards



8 Wire cards

66 Action cards

1 Mascot card: René             5 Summary cards

• These rules

 Goal of the GameGoal of the Game
You are the leader of a task force composed of 4 agents. 
Your goal is to defuse the bomb found inside the building. 
You need to defuse the bomb by cutting the right wires. If 
you can’t defuse the bomb, you need to get your agents out 
of the building before it explodes!

  PreparationPreparation
1. Choose a set of agents and place those 4 cards in front of 
you with the colored side up. Also, take a summary card. Put 
any unused agents and summary cards back in the box.
2. Sort the countdown cards in descending order and make a pile 
with the “10” card visible on top, and the “1” card at the bottom.



3. Shuffle the 8 wire cards and place 4 of them on the table face 
down. This is the combination you need to defuse the bomb. 
At the beginning of the game, it is a secret for all players. Keep 
the other 4 wire cards handy, but do not reveal them.
4. Shuffle the action cards and deal a hand of 4 cards to 
each player. The rest of the action cards form a draw deck.
5. Set René the Mascot to the side in easy reach. It will be 
used later on.
6. Choose a starting player (the owner of the game can choose or 
you can pick one at random). Give the stack of countdown cards 
to the starting player, who keeps it in front of him so everyone 
can see it. The starting player keeps the countdown cards for the 
whole game (there is no advantage in keeping this pile!). At the 
end of each round, he will remove the top card from the game, 
revealing the next one and showing the flow of time.

The GameThe Game
The game is played in turns and goes clockwise. Your turn 
is divided into four phases, which must be played in order:

1.Draw: Draw 2 action cards from the deck (3 
if you are playing with 2 players);

2.Play Actions: You can play 1 action card from your 
hand for each agent you control;

3.Defuse:  You can try to defuse the bomb;
4.Discard:  If you hold more than 4 cards, you 

must discard all excess cards.



Once you have completed all four phases your turn is over, 
and play passes to the player on your left.

Phase 1. Draw
Draw 2 action cards from the deck and add them to your 
hand. (If you are playing with only 2 players, draw 3 cards 
instead of 2.) If the deck runs out, shuffle the discard pile 
and create a new deck.

Phase 2. Play Actions
To take an action, choose a card from your hand and place it 
above one of your agents. The action on the card is carried out 
immediately (see “The Actions” for complete descriptions). 
Each agent can take only one action per turn, so the maximum 
number of cards you can play each turn is 4. You are not 
required to play any action cards if you do not want to.

Actions with the symbol can only be played on agents 
who are inside the building. Actions with the symbol 
can only be played on agents who are outside the building. 
At the beginning of the game, all agents are inside the 
building, but during play they may exit by taking certain 
Actions. Agents inside the building are placed colored side 
up. When an agent leaves the building, turn the card over to 
the grey background. 
When you are done playing actions (because you cannot or do 
not want to play any more), discard all action cards played during 
this turn (exception: Cut), and move on to the next phase.



INSIDEOUTSIDE

DISCARD 
PILE

EXAMPLE:

INSIDEINSIDE

1. Alex plays the Analyze 
action card on one of his 
agents inside the building.

2. Then, Alex plays Intercept 
on his only agent outside.

3. Alex now plays another 
Analyze on an agent inside. 
He could play one more action 
on his last agent...

4. ...but decides to end this 
phase, and discards the 
cards he played.

The Wild Card
You can use any 2 cards as a wild card to carry out an 
Analyze or Exit action (see “The Actions”). Play the 2 cards 
together on one of your agent inside the building, and say 



aloud which of the two actions (Analyze or Exit) you are 
going to take, then carry out the action. As usual, the agent 
will not be able to perform another action during this turn. 
You can play more the one wild card per turn, if you want.
Important: it is possible to play wild cards only if the 
countdown is at 4 or higher. If the countdown shows 3, 2, 
or 1, it is no longer possible to play wild cards.

The Actions
Inside the Building 

Analyze: Secretly look at any 1 wire card from the 
bomb combination, and return it face down. This 
action may be taken with a wild card (any 2 cards).

Cut: Your agent is ready to cut one of the 
bomb wires, matching the color shown on 
the Cut card. This card is not discarded at 
the end of the phase. Instead, move the card 

below the agent. An agent may have more than one Cut 
card. However, all of your agents together may never have 
a total of more than 4 Cut cards.
A Cut card below an agent may be discarded and replaced 
with a new Cut card played on the same agent in a later turn. 
(If you have a total of 4 Cut cards below your agents, you 
can only play a Cut card on an agent who already has a Cut 
card, so that the old one gets discarded and replaced by the 
one just played.)



EXAMPLE:

DISCARD 
PILE

1. Alex plays a Cut (red wire). 2. Then, Alex plays an  Analyze 
and looks at one wire card 
of the combination, without 
letting the others see.

3. Now Alex plays one more Cut 
(this time, blue wire).

4. Alex ends his phase by discarding 
the Analyze and moving the 2 Cut 
cards below his agents.



Exit: The agent exits the building. The agent card is 
flipped over to the back side (grey background). If this 
agent has any Cut cards, they are all discarded now.
This action may be taken with a wild card (any 
2 cards).

Outside the Building 

Intercept: Secretly look at the hand of a player of 
your choice, take 1 card, and add it to your hand. 
That player takes his cards back, then draws 1 card 
from the deck (replacing the card he just lost).

Timer: Remove the top countdown card, revealing 
the next one. Time flies!

Double Timer: Remove the top two countdown cards.

Alarm: All players (including the one who played 
this action) choose 1 of their agents still inside the 
building. These agents immediately exit the building 
(flip them over). Cut cards below agents who exited 
this way are discarded. (If all of your agents are 
already outside, simply ignore the Alarm).
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EXAMPLE:

1. 2.

3.

Re-enter: The agent enters the building. Flip him 
back to the colored side. This action card may not 
be played by the player holding the mascot René 
(see “René the Mascot”).

Bypass: Choose 1 wire card from the bomb combination, 
show it to all players, then remove it from the game. 
Replace the wire card with one of the unused ones, but 
place it face up this time. The new wire card stays face 
up and cannot be changed for the rest of the game.

1. Combination and remaining wires.
2. After plying a Bypass, Alex chooses 

one wire card from the bomb 
combination, shows it to everyone, 
and removes it from the game.

3. Alex turns over the top unused 
wire card and adds it to the bomb 
combination face up.



Phase 3. Defuse
You can try to defuse the bomb if your agents have a total of 
4 Cut cards beneath them. In order to succeed, the colors of 
the Cut cards must match the colors of the wire cards in the 
bomb combination. Otherwise it explodes!
If you want to try to defuse the bomb, declare it in this phase 
(unless you have the mascot, see below). If you try to defuse 
the bomb, the game ends: see “End of the Game.”

Hint: To discover the right combination of colors, use the 
Analyze and Bypass actions. You can also make some 
assumptions based on other players’ choices, but be careful 
of those who might play the wrong Cut cards intentionally! 
Remembering the colors of the wires adds spice to the game, 
but if you prefer you can simplify the game by allowing the 
players to make notes of their information.

Phase 4. Discard
If you hold more than 4 cards in your hand, you need to 
discard the excess so that you only hold a maximum of 4 
cards. Discard into a common discard pile.

René the Mascot
The mascot goes to the player who has the most 
agents outside the building.
If you are the owner of the mascot, keep it face up 
in front of you. As long as you own the mascot, you 

cannot try to defuse the bomb, and you cannot have any of 



End of the GameEnd of the Game
The game ends when either of these two conditions is met:

1. The last countdown card (with the “1”) is removed 
from the game: the bomb explodes! (See below.)

2. Someone tries to defuse the bomb.

If you try to defuse the bomb, reveal all wire cards in the 
bomb combination and compare them to the Cut cards 
below your agents. If the colors of your cards match the 
wires, the bomb is successfully defused and you win the 
game! If not, the bomb explodes! (See below.)

Note: To successfully defuse the bomb, the order of the 
colors does not matter. It is good enough to have the colors 
on the 4 Cut cards match those on the 4 wire cards.

your agents use a Re-enter action.
If another player uses an Exit action to have an agent leave 
the building, and after that action has at least as many 
agents outside as you do, he takes the mascot. (In other 
words, if two players both have the same number of agents 
outside, the mascot goes to the player who brought out the 
last agent.)

Important: The Alarm does not affect the mascot. The ownership 
of the mascot never changes during an Alarm action.



EXAMPLE:

Bea declares that she wants to try to defuse the bomb (she 
thinks she has the correct combination with her Cut cards). The 
combination is revealed and the wires are compared to Bea’s 
Cut cards: two blues, one green, one red... The combination is 
correct and Bea wins the game!

The Bomb explodes!
If you hold the mascot when the bomb explodes, you win 
the game!
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Victory Point VariantVictory Point Variant
You can expand the challenge by playing several games in a row. If you 
do, have pen and paper ready. At the end of each game, if the winner 
successfully defused the bomb, he scores points equal to the current 
value of the top countdown card, while the other players each score 
zero points. If the bomb explodes, the player holding the mascot scores 
3 points, and the other players each score zero. Continue playing until 
one player scores a total of 10 points: he wins the challenge!

Project management: Domenico Di Giorgio, Daniele Boschi



Lucca Games XXIV Edition

Kaboom is the winner of the Gioco Inedito award 2009 ("Best 
Unpublished Game"), organized by Lucca Comics & Games - an 
international exhibition of comic books, animation, movies, illustrations, 
and games - and daVinci Editrice S.r.l. - leader in the production of 
family board games under the name of dV Giochi. Gioco Inedito is the 
contest for non-professional game designers. In addition to the award, 
the designer wins the publication of this game, edited by Lucca Comics 
and Games and daVinci Editrice S.r.l. The theme of the 2009 edition was 
"15 minutes", and Kaboom emerged as the winner.
Since 1966, Lucca has been the Italian comics capital, and host to the 
most important and engaging event dedicated to the "talking clouds." 
Since 1993, with the addition of "Lucca Games", the city has become one 
of the most important centers for games, videogames, and the fantasy 
world. The entire city is transformed to welcome more than 140,000 
visitors to this great festival.

In this universe, there thrives the Award for the best Gioco Inedito ("Best 
Unpublished Game"), the fruit of a collaboration between Lucca Comics & 
Games and daVinci Editrice. A renewed and strengthened collaboration, 
thanks to the introduction of a prestigious new partner: RCS Quotidiani – 
div. La Gazzetta dello Sport. This increasingly tempting occasion for all 
Italian game authors will ensure the launch of the winning prototype.

The competition has involved an increasingly high 
profile of game authors for 15 years. Over the 
past 6 years, besides Kaboom! the competition 
has also published Lucca Città, F.A.T.A., Borneo, 
Amerigo, and Turandot.

You can find all the information about the 
competition on the website:
www.giocoinedito.com


