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Delay your friends! Find shortcuts!
Be the first to reach the destination!

Be the first to your vacation home to
claim the biggest bedroom and leave
your friends curled up on the couch!
The first fo 1000 km

(700 km - 5+ players) wins.

But beware! Your friends might drive
you crazy with stoplights, traffic
delays, and more!

1. Components

104 x base
game cards

52 x ‘7-10
player’ cards

Ty

T e &

4 x double-
sided
reference 56 X ‘'game variant
cards cards
2. Setup

* Other game variants can also be
shuffled into the game.
See Game Variants.

*If playing with 7 or more
players, use the additional
cards marked by the 7+ symbol.

1. sit around a flat playing areq,
suitable for playing cards. Make sure
you’re comfortable, it’s a long drive!

2. shuffle the deck well and deal
4 cards face down to each player.
Place the remaining deck in the
middle of the playing area, where
all players can reach.

3. Leave space for a shared discard
pile beside the deck.

Ti [P: Playing a 2-player game? Remove
a few red cards to make sure you don’t
get blocked too much. Or keep them in
if you like to be driven crazy!

3. How to Play

5. Discarding Cards

Choose a first player
(ex. whoever last took a road trip).
Play then continues clockwise.

On your turn:
You must either play a card and do the
actions on the played card, OR discard.

You then end your turn by drawing
until you have a hand of 4 cards.

If you already have 4 or more
cards, do not draw more at the
turn’s end. There is no hand limit.

4. Playing Cards

are played in front
of you, creating a

‘road’ of 50km and
100km cards.

are played for
yourself to help you
get ahead of the

others.

are played on
opponents to hinder O

their journey.
Note: A red card can NOT be played
to a player with a red card already in
front of them.

Note: 1f a card shows the

turn fracker symbol, then the card&

is active for that many furns. At the
end of each turn, rotate the card 90°
to keep track. Do not remove it until
the beginning of the turn that it no
longer affects! This might protect you
from red action cards between turns.

5. Drawing Cards

At the end of your turn, if you have
fewer than 4 cards, draw from the
deck until you have 4 in your hand.
If the draw pile is ever empty,
reshuffle the discard pile. If you
have 4 or more cards, do nothing.

On any turn, you may choose to
discard one or more cards from your
hand instead of playing a card.

Note: 1f you play any card on
your turn, you may NOT discard on
the same turn.

Note: The number of cards you
discard is not always the number of
cards you draw at the end of your
turn. See Drawing Cards

1. Winning the Game

The first player to reach exactly
1000 km (5+ players = 700 km)in their
‘road’, ends the game and wins.

Note: A player may not exceed the
goal distance (i.e. they cannot play 100
km if they only need 50 km fo win).

8. General ‘Rules of the Road’

1. You must play a card OR
discard. You can only pass if you start
your turn with no cards in your hand.

2. Each action on a card is a separate
effect. If you cannot legally carry out an
action, simply skip it.

3. 1f a card’s action and these rules
conflict, the card’s action takes
precedence.

9. Action Cards

These cards remain on the table
until their effects are resolved and
are then discarded.

Note: 1f you cannot complete an
action, skip this action.

Stoplight Skip 2 turns.

Tip: Don’t like to miss furns? Almost
any card can be removed from the
game without breaking it. Just make
sure you are having fun!

U-turn: piscard the last 2 distance
cards you played.
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Traffic: You cannot play distance
cards for 4 turns.

Toll booth: choose 2 cards from
your hand and discard them.
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Roundabout:
Play any 2 additional cards.
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Shortcut: Resolve an active traffic
card OR Play 2 distance cards.

Note: 1f used to resolve a traffic
card, lay the shortcut in front of you.
When your next turn begins, discard
both the traffic and shortcut cards.
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GPS: search the deck
and draw any 2 cards.
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Bus: braw 3 cards. Play a card.
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Race car: praw a card.
Play a distance card. Repeat.
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10. Game Variants

Fork in the Road Variant

Tip: Playing with many players or
with added variants? The game might
last longer than usual. If you want a
shorter game, play to a different goal
distance, such as 700 / 500 km.

Note: Adding game variants may
extend the playtime.

Quick Reactions Variant:

Yellow lightning bolt cards
are reaction cards. They must

be played during another player’s turn.

Remember, your hand is refilled to 4
only at the end of your own furn.

Stop Sign:

Play this when another player plays
any card. Cancel the effects of the
card and discard it.
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LAY

Yield: Play this when another player
plays a distance card. Instead of
adding to their own ‘road’, the other
player must play the card on your
‘road’, ignoring any active red cards.
If you cannot play it, discard it.
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Backseat Driver: play this when
another player plays a blue or red
action card. Instead of the active
player, you immediately gain the
benefits of the played card. If you
cannot play it, discard it.

Swerve: Play at any time outside of
your turn. All players must pass their
entire hand to the player on their left.

This variant adds additional
blue action cards to your
game. Each has a choice of
one effect or another when
you play the card. Only carry
out the actions for one effect
when you play the card.

Rest StOpI Draw 5 cards into your
hand, OR Discard as many cards as

you want.
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Rearview Mirror: search the
discard pile, then show and draw any

3 cards OR Look at the hands of up
to 3 other players.

Carpool: Search the deck for a blue
action card. Immediately play it for
yourself and one opponent of your
choice,OR

Search the deck for 2 distance cards.
Immediately play these for yourself.
Take another of the same 2 cards
and play these for an opponent of
your choice, ignoring any traffic or
truck cards.
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Trailer: praw until you have 6 cards
in your hand for the next 4 turns,

OR Play 2 cards instead of one for
the next four turns.

Note: This card adjusts the base rules
for playing one card per turn and then
drawing back up to the hand minimum
of 4 cards. It does not adjust other
action cards.
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These cards have a
different desi

Signs of Madness Variant a

n on the back

of the card. Mix into the deck
after everyone has been dealt

their starting hand.

Every time one of the Signs of

Madness cards are on the top of the

deck, flip it over onto a separate
discard pile. Whichever card is
on the fop of this pile affects the

entire table until it is covered up by

another Signs of Madness card.

Highway Sign:
No stoplight cards
may be played.

No U-Turn Sign:
No u-turn cards
may be played.

Low Tunnel Sign: |
No bus cards may
be played.

Speed Bumps Sign:
No race car cards
may be played.

Signal Not Found:
No GPS navigation
cards may be
played.
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Highway Hysterics Variant

This variant adds additional
blue and red action cards to
your game.

Speed Camera: choose 3 distance
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Motorway: Search the deck and
draw any distance card. Then play 2
distance cards to your road.

Truck: You cannot play 100 km
distance cards for 6 turns.

Overtake: piscard an active truck
card OR Play 2 distance cards.
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Note: 1f used to resolve a truck card,
lay the overtake in front of you. When
your next turn begins, discard both the
truck and overtake cards.
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