
Parts:
1 Sweet Ride (car)

1 Derek Jeter shredding a guitar solo.

2 Traffic Cones (pawns)

2 Clueless Pedestrians (Gingerbreadman pieces stolen 
from a Candy Land set)

1 dice? (If  I forgot this, steal it from something else)

(In some versions) 1 wind resistance spinner

Setup:
Hold the (2) traffic cones and (2) pedestrians about 7 
inches above the board in one hand. Drop them and let 
them fall randomly. Stand them up where they lay (If  
any fall off  the board, repeat the process with those).

Each player takes 2 cool points from the bank.

(If  you have one, spin the wind resistance spinner.)

Gameplay:
Place your car at the start space.

Roll the die to determine the spaces your car will travel. 
Spaces are indicated by the faint spots on the road. If  
your car encounters an obstacle it must spend one extra 
movement point (eg. if  you roll a 3, but there is a traffic 
cone in your way, go through the traffic cone, but only 
move 2 spaces).

If  you hit a pedestrian obstacle, collect 2 cool points.

At any time, you may spend your available cool points 
to buy more movement points.

You may only drive the wrong way on a road for 2 
complete spaces. If  you exceed 2 spaces in the wrong 
direction, you are arrested (lose all cool points, and go 
to jail)

You may switch lanes or U-turn by spending an extra 
movement point (straightsies are free lane switches)

(For those game boards equipped with a wind spinner, 
wind counts as an obstacle. If  your car is driving into 
the wind, you automatically lose a movement point each 
turn. But if  your car is driving with the wind, you gain 
an extra movement point each turn.)

If  you successfully complete a straightsie (see diagram), 
collect Derek Jeter from the bank and place him on top 
of  your car for the next 4 spaces. Players may also make 
a guitar noise and play the air guitar in celebration.

Goal:
The goal is to perform an uninterrupted Double 
Straightsie by driving straight through the double-twist 
at the end of  the track, with a reckless abandon for 
marked lane changes and pedestrian safety.

The winner will coast across the finish line with Derek 
Jeter shredding an insane metal solo atop his/her car, 
which will be totally sweet.

2-player variation:
The second player is your passenger. Gameplay pro-
ceeds the same as usual, but the second player should 
watch enthusiastically and cheer occasionally. You 
should ask for their advice, and usually ignore it.

Or I guess you could find another car somewhere and 
make up something dumb, like I did. See? Everybody’s 
having a good time. 

P.S.

You don’t have to play by these rules. It’s stupid. I 
made up the rules at 1:00 am one night, well after I had 
designed the board. There was no original intention 
for this to be a playable game. It’s just an afterthought. 
Have fun.


