IT’S RUSH HOUR!
TRAFFIC JAMS ARE FORMING AND VEHICLES ARE HONKING THEIR
HORNS. A FEW CRAZY DRIVERS HAVE DECIDED TO ORGANIZE
A DANGEROUS RACE IN THE MIDDLE OF THE TRAFFIC.
WILL YOU BE ABLE TO AVOID THE TRAFFIC JAMS AND SNEAK
INTO THE MIDDLE OF THE OTHER CARS WITHOUT GETTING
STOPPED BY THE POLICE?
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TRAFIC TURBO is a racing game where you have to avoid the obstacles in order
to cross the finish line first. At each turn, you will first try to place yourself in an
advantageous position, then you will draw a card to trigger a random event that
will allow you to go faster, that will hinder your competitors... or slow you down!

A PRINT & PLAY
BOARD GAME

6+
2-4
15 MIN.
COMPONENTS

- 32 cards
- 1 die (6 sides)
- 4 racing cars
- 1 Police car
- 10 road traffic vehicles
- 1 circuit board
- 2 decks
- a series of decorative buildings

SETUP

- Place the two bridges where appropriate
and arrange the buildings where you want
them all around the road.
- Place the pawns of traffic vehicles on
the small arrows of the circuit (the truck
occupies two grid spaces).
- Shuffle the cards to form a deck.
- Place the Police car on the «POLICE»
space near the start/finish line.
- Each player chooses a race car.

BEGINNING OF THE GAME

- Each player rolls one dice: the player with
the highest score will be first to play (then
the game will continue clockwise).
- Starting with the last player and moving
counter-clockwise, players place their own
car pawns on one of the five arrow behind
the starting line. The first player is the last to
choose a starting space.
- The first player starts with phase 1, then
plays phase 2, then it is up to the second
player to start his phase 1, etc.

PHASE 1 - MOVE YOUR CAR

When your turn starts, roll the dice
and move your vehicle by the number of
grid spaces corresponding to the number
obtained while respecting the following
rules:
- Your car cannot move backward nor
diagonally, unless a special card is played
(the effects of the cards are described
further on).
- If you roll a 6 on the dice, your engine goes
crazy and you have to stay in the same lane :
you cannot move sideways nor use cards
(your turn stops after your move, and you
must skip your phase 2).
- Your car can’t occupy or pass through a grid
space occupied by another vehicle.
- Your car can move sideways (several times
to the right or several times to the left) but
only within the same direction during the
same turn (slaloms are impossible).
- When your car is moving forward and it is
right behind the car of a player in front of it,
it can push it and continuing his movement
with her. This movement stops if a traffic car
or the Police car is blocking the passage on
your path.

- Traffic vehicles, which are slower, are
obstacles that you cannot push: if you
arrive on a space occupied by such a pawn,
your movement stops abruptly (just before
the occupied square), then the car you hit
advances in the same lane by the number
of grid spaces you still have to cover (for
example, if you have done 3 and you hit a
traffic vehicle at the end of 1 grid space,
this vehicle will end your movement by
advancing 3-1 = 2 grid spaces, while you will
remain 1 grid space from your starting point).

Traffic vehicles cannot push themselves and
stop dead in front of an obstacle.
- When moving sideways, your car can push
all other players’ cars it encounters in the
direction of the sideways movement unless
a traffic or Police vehicle is blocking the way.
this movement.
- When your car ends its movement in one
of the three grey grid spaces in front of the
«Police» slot, you are stopped and fined for
speeding: you can draw a card but you can’t
move any more and you must skip your next
turn.

PHASE 2 - PICK A CARD

At the end of your phase 1, draw a card from the pile: some must be played immediately, others can be kept and played in upcoming turns (in
which case you won’t draw a new card).
Note: You cannot keep more than one card with you at a time.

TRAFFIC

This card must be played
as soon as it’s picked up.

Move one or more traffic vehicles of
your choice of the total number of
grid spaces indicated (for example,
if the card announces 7 grid spaces:
you can move forward a vehicle
on 7 grid spaces, or a first vehicle
on 5 grid spaces then a second
vehicle on 2 grid spaces).
- Traffic vehicles always move
forward.
- They can change lanes (only
once per turn) but cannot move
diagonally.
- They cannot push nor move to a
grid space occupied by a player or
another vehicle.

SKID

WARNING

POLICE

Your car’s lights flash and everyone
gives way to you: during this turn,
you can drive through the grid
spaces already occupied by other
vehicles as if they were not there
(except the Police car).

The sirens are ringing!
Move the Police pawn by the
indicated number of grid spaces (or
less) following these rules:
- To go from one Police Station
to another, moving the Police car
from one «POLICE» area to another
«POLICE» area counts as one grid
space.
- The Police car can’t move
diagonally.
- The Police car can go opposite way
from the traffic.
- The Police car can drive through
the grid spaces already occupied by
other vehicles as if they were
not there.
- When the Police car stops on a
square adjacent to the one occupied
by a player, this player is fined for
speeding and will have to skip his
next turn. After stopping a player,
the Police car is immediately moved
to the nearest «POLICE» area.
- If the Police car has moved
without stopping any player, it
remains on the road.

This card must be kept to be
played in an upcoming turn.

MIRROR

This card must be played
as soon as it’s picked up.

You’re a vigilant pilot: you may look
through the pile of cards, and take
one card of your choice. You can
then immediately play the card you
have selected (or keep it if it is a
card that must be kept).

This card must be played
as soon as it’s picked up.

You have lost control of your vehicle:
move your car one grid space in the
direction indicated.
If your car goes off the road, you’ll
have to skip your next turn!

MANEUVER

This card must be kept to be
played in an upcoming turn.

You can move diagonally and you
are allowed to change lanes several
times during the same turn (slaloms
are possible!).

END OF THE GAME

This card must be played
as soon as it’s picked up.

TURBO

This card can be played
as soon as it’s picked up
OR can be kept to be played in
an upcoming turn.

Floor it!
Move your car by the number of grid
spaces indicated.
As with a normal move, you can only
change lanes once and you must
move the exact number
of grid spaces shown on the card.

The first player to complete a full lap and cross the finish line (or be pushed to cross the finish line)
wins the race.
You can also, if you wish, spice up your games by scoring points:
- Crossing the finish line first is worth 5 points.
- Crossing the finish line in second place is worth 3 points.
- Crossing the finish line in third place is worth 1 point.
- Each fine by the Police results in a loss of -1 point.
- Each collision with another vehicle results in a loss of -1 point.

