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Base game required.

All rules, special cases
and digital rule search:

rulefactory.ch/rulebook/frantic

SUPERCHARGE!

This expansion introduces a new,
independent card type. The base rules
are modified as follows:

SETUP

Before the game, separate the power

back) and shuffle them.

the power cards with this symbol 3+ =8

receive the following number of power

cards:

2-3 players: 4 power cards
4-5 players: 3 power cards
6—8 players: 2 power cards

Place these cards face down on the table
in front of you. You may look at your own

power cards at any time.

P

Your power cards

) &@\\s Activated
) power card
END OF A ROUND

At the end of a round, power cards are
worth 0 points.

cards (yellow-black back) from the playing
cards (black back) and event cards (white

e [fyou are playing with two players, remove

At the beginning of each round, all players

TURN

Your turn is modified as follows:

° Optional: At the beginning of your turn, ]

reveal a power card and carry out its
| effect.

o Play a card as usual.

e [fyou play a special card, carry out
its effect.

e [fyou do not play a card, still draw
1 card.

Important: If you have already played
or drawn a card, you may not activate a
power card.
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Example: Fabian activates “All Draw One” and plays
the special card “Gift.” First, the power card is
executed, then the special card’s effect. All other
players must first draw 1 card, then Fabian gives 2
of his hand cards to a player of his choice.

POWER CARDS

-> Power cards are not played but
are activated by revealing them.

-> Activated power cards remain
face up in front of the players and
cannot be used again.

- If you toss in a special card during
another player’s turn (e.g. “Counterat-
tack”), no power card can be activated
in response.

-> Special cards and events that do not

specifically refer to power cards have

no effect on them.

Important: power card effects
cannot be countered with
“Counterattack”.

ALL DRAW ONE

Your fellow players must draw a card
from the draw pile. You do not draw
acard.

ANTI COUNTER

The special card you play this turn
cannot be countered with “Counter-
attack”.

i BLACKWISH
? Wish for black and, if possible, play

a black card. Otherwise, the wish re-
mains in effect.

COLOUR BLOCKADE

@ Block a color! Your fellow players are
not allowed to play this color on their
next turn.

DRAW & DISCARD

Draw 5 cards and look at them.
Choose 1 card and add it to your
hand. Place the remaining cards un-

der the discard pile.

LOOPING 3+12-2
Reverse the order of play.

PLAIN-COLOURED SPECIAL CARDS

@ RECHARGE

Recharge one of your previously acti-
vated power cards. Turn it face down
again. You can reuse this power card
starting with your next turn.

PARASITE
As soon as someone ends the round, the

neighbouring players must discard two
cards of their choice from their hand be-
fore counting their points.

{b Ongoing event: This card remains active until
the end of the round. Put it clearly visible next to
the event card discard pile.

REWIND

In turn: Every player draws the top card
from the discard pile and puts it into their
hand until every player has drawn two
cards. Now turn over the top card from the
draw pile. Continue playing on this card.
Note: If the revealed card is a special
card, the player who triggered the event
executes the effect.

g OPEN HANDS K

Your fellow players must reveal their -
hand cards face up in front of them.
At the end of your turn, they take

their cards back into their hand.

RANDOM PICK

la Choose a player who must draw one
card from you without looking.

." RECYCLING by Daniel Bucher

"’ The card you play during this turn

you play g

has to be put back in someone’s
hand. You determine who (including
yourself) has to take the card. The
game continues as if the hand card
had not been played.
Note: Card effects are played and
wishes remain in effect.

REVEAL

Immediately reveal the top card of
the draw pile and place it on the dis-
card pile. You now continue playing
on this card.

Note: If the revealed card is a special
card, treat it as if you had played it
yourself. The effect of this card can
be countered with “Counterattack”.

SPECIAL CHARGE

Choose a player who has to draw
one additional card for each special
card in their hand (everything except
number cards).

SPECIAL REPEAT

Repeat the effect (including color or
number wish) of the last special card
played.

Note: The copied effect can be
countered with “Counterattack”.

«ﬁ%\}» SPECIAL SEAL
&%’ Choose a player. That player is not
allowed to play special cards on their
next turn.

Note: Cards that are tossed in (e.g.
“Counterattack”, “Nice Try”) may
still be tossed in.

TROUBLECHARGER
Trigger an event. Then take your turn
as usual.

OPEN-WISH SPECIAL CARDS

_\6'_ EDISON —
%" Select two players (you can also
select yourself) and exchange one
power card between them. It doesn’t
matter whether the swapped power
cards have already been activated or
not. Both swapped power cards are
then turned face down. RIOT

-> Wish for a colour. In turn: Every player gives all of their
UPDATE special cards (everything gxcvept number
J . cards) to the player on their right. Put the

Draw an additional power card and . .
) B new cards in your hands only after every-
place it face down in front of you. one has passed along their special cards
-> Wish for a colour. P © P ’

SUPERCHARGE
Deal one additional power card to each
player from the power card deck.

UNIQUE SPECIAL CARDS

ﬁn‘ THE END
~ You can only play this card as your
last hand card. In this case, howev-

er, you may play it on any other card.

You are allowed to give “The End”

away, exchange it or discard it just

like any other playing card if an event
calls for it.

-> If you play “The End” as your last
card, the round comes to an un-
conditional end. “Nice Try” can no
longer be played, and all ongoing
events (e.g.,, “Parasite,” “Last
Chance” etc.) are ignored.

—-> At the end of a round, this card is

worth 17 points.

TSUNAMI by Fabio Nanni

In turn: Every player reveals a card of their
choice and places it on the table. The next
person always has to put down a card with
an equal or higher point value. As soon as
someone can't (or does not want to) play
an equal or higher card, that person takes
all of the cards into their hand.

Note: Players without any cards to put
down automatically have to take the cards
that were already laid down.
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EVENT CARDS

BLACK JACK

In turn: Turn over the top card from the
draw pile, place it on a separate pile, and
add up the points of the revealed cards
out loud.

The player whose revealed card exceeds a
total score of 21 must take all cards from
that pile into their hand.

\41 CHARGENADO

’l,\ Shuffle all of the power cards on the
table back into the power card deck
and then deal new power cards to each
player (based on the number of players,
see SETUP).

EPIC FAIL
o The player with the fewest hand cards im-

mediately receives the “Fuck You” card.
If necessary, look for and pull the “Fuck
You” card out of the draw pile or discard
pile. The draw pile is reshuffled if neces-
sary.
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