KWIKFIT
CAR GAMES

BELOW ARE THE NAMES OF POPULAR
CAR GAMES AND A SUMMARY OF THE
RULES OF HOW TO PLAY THEM.

Of course, every family will have their own variation,
which is part of why they become a strong
memory and a bond between the family.

WHATEVER GAME YOU CHOOSE TO PLAY, IF THE
DRIVER IS JOINING IN, IT'S VITAL THAT THEIR
ATTENTION ISN'T DISTRACTED FROM THE ROAD.
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| SPY

PLAYERS HAVE TO GUESS WHAT OBJECT
ANOTHER PLAYER IS REFERRING TG,
JUST BY THE FIRST LETTER.

RULES:

One person picks an object they can see, and without revealing it to
the other players, says “l spy with my little eye, something beginning
with...” then states the first letter of the object they have in mind.

The first person to guess the right answer then picks something else
and says, “I spy...”

Players have to agree whether the objects must remain visible all the
time they are guessing, if objects have to be inside the car,
or if objects which are outside and are passed can be included.

The winner at the end of the journey is the person who guessed the
most correct objects.
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BANANA OR
YELLOW CAR

FIRST TO SPOTA YELLOW CAR AND
SHOUT BANANA CAR OR YELLOW CAR,
IS THE WINNER.

VARIANTS:

One variation of the game includes the ‘spotter’ then
hitting another player on the arm. We do not condone that variant!
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CAR COLOUR
BINGO

PLAYERS HAVE TO SPOT CARS OF ALIST
OF COLOURS - THE FIRST TO SEE ALL
THE COLOURS WINS.
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TRUCK SPOT

PLAYERS EACH SELECT A WELL-KNOWN
COMPANYAND WHOEVER SEES THE MOST
TRUCKS FROM THAT COMPANY WINS.

RULES:

Each player picks a company and then keeps count of how many trucks
from that company they see, calling out each time they see one so the
other players can confirm the spot.

A common format is to all pick a supermarket each. With strong visual
identities, the supermarket option works well for younger children.

The winner is whoever has seen the most of their chosen company’s
trucks by the end of the journey.

Tip: Sneaky parents may know where certain companies have
big logistic depots, and so choose their company accordingly!
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PUB SIGN
CRICKET

SCORE RUNS BASED ON PUB NAMES
OR SIGNS.

RULES:

The player ‘batting’ scores one run for every leg belonging to a person
or animal in the pub’s name or sign.

The player is ‘out’ when a pub is spotted with either the word ‘head’
or ‘arms’ in its name and the next player starts ‘batting’.

The winner is the person who has scored the most runs by the end of
the journey. (The Duckworth Lewis method does not come into play in
this format of cricket!)
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ALPHABET
GAME

EACH PLAYERADDS TO AN ALPHABETICAL
LIST, BUT HAS TO REPEAT THE WHOLE
LIST OF PREVIOUSLY STATED ITEMS.

RULES:

Each player in turn has to add to an alphabetical list of items, listing out
all the items that have gone before and adding a new one for the next
letter on their turn.

If a player can’t come up with a suggestion for the list, or correctly
repeat all the items that have gone before, they are out of the game
until only the winner is left.
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ANIMAL
TRAIL

EACH PLAYER HAS TO NAME AN ANIMAL
STARTING WITH THE LAST LETTER OF
THE PREVIOUS PLAYER'S SUGGESTION.

RULES:

Players have to come up with the name of an animal or bird that begins
with the last letter of the previous player’s suggestion.

The same animal cannot be used in each round. E.g. first player says
‘elephant’, the next player could say ‘turtle’ and the third player then has
to find something beginning with ‘e’, (but cannot use elephant again).

If a player repeats a previous suggestion or can’t think of a new animal
or bird, they are out of the game until only the winner is left.
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