
OBJECTIVE 
Every player gets 5 cards plus one Chaos card…

And there are 2 ways to play…

If it’s your first time playing, we suggest playing the Embrace the Chaos way a few times first.

GAME SETUP 
1. Decide on which way you will play - Embrace the Chaos or Spreading Tranquility.  If you can’t 

decide then settle it by flipping a coin. 

2. Remove the 5 Tranquility cards and 6 Chaos cards from the deck.

3. Shuffle the remaining cards in the deck and deal 5 cards to each player face down.

4. Deal 1 Chaos card to each player.  Now everyone should have 6 cards in their hand.  Players 
should keep their cards secret.

5. Insert enough Tranquility cards back into the deck so there is 1 fewer than the number of people 
playing.  So to do the math for you - a 6 player game uses all 5 Tranquility cards; 5 player game 
uses 4; 4 player game uses 3; 3 player game uses 2; and 2 player game uses 1.

6. Remove any extra Tranquility cards from the game. 

7. Insert any extra Chaos cards back into the deck.

8. Shuffle the deck and place it face down in the middle of the table.  This is your draw pile for the 
game.  The discard pile forms next to it.

9. Play goes counter-clockwise.  The player to the right of the dealer goes first.  

Cause the most Chaos and be the last pig 
standing.  If you’re the last player in the 

game then you’re the winner.

Embrace Tranquility and race to exit the game as 
quickly as possible. If you’re the last pig  in the 

game then you’re the loser.

Two or Three Player Variant
Put only 2 of the extra Chaos cards back in the deck 
and remove the other Chaos cards from the game.  

Remove roughly 1/2 of the draw pile at random 
before inserting any Tranquility cards.  Then add in 

the Tranquility cards, shuffle and start playing.

Quick Play Variant
If you are playing with 5 or less players then you 

could remove roughly 1/4 of the draw pile at random 
before inserting any Tranquility cards.  Then add in 

the Tranquility cards, shuffle and start playing.



TAKING A TURN 
1. When it’s your turn, lay down a card (or a pair or Power-Play Combo) from your hand by placing 

the card(s) face up on top of the discard pile.

2. Follow the instructions for the card or see the Card Action Cheatsheet.  Pay special attention to 
the dual rule cards that have different actions depending on whether you are playing the Embrace 
the Chaos way or the Spreading Tranquility way. 

Some cards have two sets of rules:

3. After you follow the instructions on the card (or play a pair or Power-Play Combo), you can play 
more cards.  You can actually play as many cards as you want!

4. Or don’t play any cards - that’s ok too!

5. End your turn by drawing a card from the draw pile.

6. Play continues around the table until there is only 1 player left.  If you’re playing the Embrace the 
Chaos way and you’re the last player then you’re the winner.  If you’re playing the Spreading 
Tranquility way and you’re the last player then you’re the loser.

CLARIFYING POINTS
• If you have a Chaos card in your hand then you must play it 

when you draw a Tranquility card.

• You can hold as many cards or no cards in your hand.  Don’t 
worry you’ll get more!

• You can play multiple cards on your turn - your turn isn’t 
over until you draw.

• For the dual rule cards, make sure you are following the 
right instructions for the way you are playing - either the 
Embrace the Chaos way or the Spreading Tranquility way.

• If you’re not sure how to play a card then take a look at the 
Card Action Cheatsheet.

LOOK	FOR	THIS	GLOBE	
BOMB	ICON	AND	FOLLOW	
THE	LIGHT	RED	RULE		IF	
PLAYING	THE	EMBRACE	

THE	CHAOS	WAY

LOOK	FOR	THIS	FLYING	
GLOBE	ICON	AND	FOLLOW	
THE	LIGHT	BLUE	RULE		IF	
PLAYING	THE	SPREADING	

TRANQUILITY	WAY



CARD ACTION CHEATSHEET
CARD CARD DESCRIPTION EMBRACE THE CHAOS 

INSTRUCTIONS
SPREADING 
TRANQUILITY 
INSTRUCTIONS

CHAOS (6) If you draw a Tranquility card, then you MUST play this card to create chaos if you have one.  Place your Chaos card in the 
discard pile.  Then take the Tranquility card you just drew and, without shuffling the draw pile or looking at any of the cards, 
secretly put in back anywhere in the draw pile.  This is often best done under the table!

See Instructions in Card 
Description column to 
the left

See Instructions in Card 
Description column to 
the left

TRANQUILITY (5) You MUST show this card immediately when you draw it.  If you have a Chaos card in your hand then you MUST play it.  If 
you have no Chaos card in your hand then you drop out of the game and must discard all of your cards into the discard pile 
INCLUDING the Tranquility card you just drew.

See Instructions in Card 
Description column to 
the left

See Instructions in Card 
Description column to 
the left

MATCHING 
CARDS (24)

These are sets of 4 matching cards and can be played as pairs or as part of a Power-Play Combo.  See description of 
Power-Play Combos below.

Power-Play Combos: 
Special Counsel - If you play 2 pairs of Matching Cards in same turn then you can move the card from the bottom of the 
draw pile to the top of the draw pile either before or after you draw.

Executive Order - If you play 3 of a kind then you get to ask one player for a specific card - you only get it if then have it.

Play matching pairs or 
Power-Play Combos

Play matching pairs or 
Power-Play Combos

SINGLE RULE CARDS

VETO (4) Blocks the action of any player at anytime (even when not your turn) except that it has no effect on Chaos or Tranquility 
Cards.  You can also play multiple Veto cards on top of one another.

Play this at anytime to 
block another player’s 
move

Play this at anytime to 
block another player’s 
move

WIRETAP (4) This card allows you to take a look at the top 2 cards in the draw pile as long as you do not change their order or share what 
you see with other players.

Personal viewing of top 
2 cards of the draw pile

Personal viewing of top 
2 cards of the draw pile

FAKE NEWS (4) This card allows you to shuffle the draw pile as long as you don’t look at them. Shuffle the draw pile Shuffle the draw pile

BACKTRACK (4) This card allows you to reverse the direction of play after you draw a card to end your turn. Draw a card to end your 
turn and reverse 
direction of play

Draw a card to end your 
turn and reverse 
direction of play

SHOWBOAT (4) This card allows you to draw one of the top 2 cards in the discard pile rather than from the draw pile to end your turn. Draw one of the top 2 
cards from discard pile 
to end your turn

Draw one of the top 2 
cards from discard pile 
to end your turn

DOTARD (1) This card is essentially a rewind card that allows you to take the top 3 cards from the discard pile and shuffle them back into 
the draw pile as long as you don’t look at the cards in the draw pile.

Take top 3 cards from 
discard pile and shuffle 
them into the draw pile.

Take top 3 cards from 
discard pile and shuffle 
them into the draw pile.

DUAL RULE CARDS

PAYBACKS (4) The player that is the target of this card takes a normal turn and then when it’s over they take another one.  
Special Defense: If the target of this card plays a Sidestep card then their turn is immediately over and the next player takes 
2 turns.

End turn without drawing 
and next player plays 
twice

Draw a card then take 
another turn

SIDESTEP (4) This card allows you to immediately end your turn with or without a draw and with certain other actions depending on which 
way you are playing. 
Special Defense: If playing the Spreading Tranquility Way, the you can play a Sidestep card to avoid getting skipped.

End your turn without 
drawing

Draw a card to end your 
turn and skip next 
player

KICKBACKS (4) This card allows you to either give or receive a gift of a card from another player. Select a player to give 
you a card of their 
choice

Select a player to pick a 
random card from your 
hand

HUGE 
WHOPPERS (4)

This card allows the selected player to rearrange the top two cards in the draw pile as long as you do not share what you see 
with other players.

Player to right rearranges 
top 2 cards in draw pile

Player to left rearranges 
top 2 cards in draw pile 

CARD



CARD ACTION CHEATSHEET

DELUXE LEVEL ADD-ON CARDS

COVFEFE (1) This card is a blank, wild card where a player makes up a unique rule for the game and writes it onto the card with a dry 
erase marker.  

Player generated rule Player generated rule

KING OF THE 
U.S. (1)

This card is an automatic win card provided that the person hold this card and 5 different and unique cards from the 
Matching Cards sets.

Automatic winner if you 
hold this card and 5 
unique matching cards

Automatic winner if you 
hold this card and 5 
unique matching cards

POTENTIAL STRETCH GOALS ADD-ON CARDS

BIGLY  
ADVISORS (2)

This card allows you to either pick up a Chaos card from the discard pile or shuffle your Chaos card into the draw pile 
depending on the way that you are playing.

Take a Chaos card from 
the discard pile

Shuffle your Chaos card 
back into the draw pile

BOTTOM 
FEEDERS (4)

This card requires you to draw from the bottom of the draw pile to end your turn. End your turn by 
drawing card from 
bottom of draw pile

End your turn by 
drawing card from 
bottom of draw pile

COVERT 
OPERATIONS (4)

This card allows you to take aim at another player with a specific action based on the way that you are playing. Draw to end turn and 
move play to another 
player

Make another player 
take top card from 
discard pile

BLINDSIDE (4) This card allows you to take one card from another player at the table without anyone knowing who you took the card from.  
All players place the cards in their hands face down and spread out on the table and then close their eyes while you take one 
random card from someone at the table.

All players put cards on 
table face down and 
eyes closed.  You take 1 
random card.

All players put cards on 
table face down and 
eyes closed.  You take 1 
random card.

CARD DESCRIPTION EMBRACE THE CHAOS 
INSTRUCTIONS

SPREADING 
TRANQUILITY 
INSTRUCTIONS

CARD


