Card Ideas

& 1. Hillbilly Havoc (Early-Game Mayhem)

These capture the chaos, bartering, and bad luck of your rugged beginnings.

Card Name

Moonshine Mishap

Roadside Raccoon

Banjo Duel

Flat Tire & Fireball

Cousin Earl’s Shortcut

2. Psychedelic Shenanigans (Mid-Game Madness)

These start to tilt toward absurdity and mind-expansion.

Effect

You “sample” too much. Skip your next
turn sobering up.

A raccoon steals your chips. Lose 30.

Challenge the nearest player. Roll off —
loser moves back 2 spaces.

Move back 3 spaces, but gain 20 chips for
your “pain.”

Move ahead 2 spaces, but Hillbilly Hilda
moves 1 toward you.



Card Name Effect

Kombucha Explosion You thought it was tea. Lose 50 chips,
everyone laughs.

Tie-Dye Mirage The path swirls — swap places with the
next player ahead.

Peace Pipe Pause Everyone stops to “reflect.” All players skip
one turn.
Good Vibes Only Gain 50 chips if you compliment another

player. If not, lose 20.

Inner Journey Detour Move to the nearest Challenge space
ahead. Draw again.

+ 3. Hippie Wisdom (Late-Game Enlightenment)

As players get closer to the campground, the tone becomes more zen and ironic.

Card Name Effect

Aura Alignment Gain 30 chips for each bet you’ve won so
far.

Chakra Jam Your energy’s blocked. Miss your next roll.

Free Love Donation Give 40 chips to the player with the least.

(Feel good, man.)

Flower Power Surge Advance 4 spaces, but must chant “Om”
the whole time.

Hilda’s Redemption Arc Hillbilly Hilda helps you! Move her forward
2 spaces, then you advance 1 free space.

& 4. Betting & Chaos (Cross-Cut Wildcards)



These add dynamism to the core gambling system.

Card Name

Double or Nothin’

Pot Swap

Karma Kickback

Dealer’s Bluff

The Van’s Bet

£ 5. Meta Moments (Break-the-4th-Wall Weirdness)

Effect

Immediately wager chips with another
player — winner doubles, loser loses all bet
chips.

Swap your total chips with the player of
your choice.

You gain 50 chips for each bet you lost this
round.

Choose a player — if they can’t name a
1970s band in 5 seconds, they owe you 30
chips.

The Hippie Van places a random 50-chip
bet. Roll to see who wins it (highest roll
wins).

Sprinkle these rarely — they create unforgettable table moments.



Card Name

Self-Reflection Session

Hillbilly Flashback

Hippie Manifesto

The Cosmic Joke

The Pipeline Paradox

Effect

The player who most recently said “man”
or “dude” gains 20 chips.

Sing a country verse — if the table
approves, move ahead 2 spaces.

Make a peace sigh and declare your life
motto. Gain 30 chips if the table laughs.

Everyone rolls. The lowest roller moves
back 5. No reason. Cosmic chaos.

You realize hillbillies and hippies both love
freedom. Everyone gets 10 chips. Game
pauses for high-fives.

s 1. Hilda’s Wrath (Aggressive Movement & Penalties)

These create tension — Hilda as a force of chaos that punishes hubris.



Card Name

Hilda on the Hunt

Trailer Park Tantrum

Busted by Hilda

Revenge of the Redneck Queen

Hilda’s Big Stick

Run for It!

Effect

Move Hilda 3 spaces toward the leading
player. If she lands on them, they pay 100
chips.

Hilda storms off — move her 5 spaces
forward. Every player she passes pays 20
chips.

Hilda catches you joyriding — move back 2
spaces and lose 50 chips.

Move Hilda directly to your space. You pay
30 chips but take an extra turn out of fear.

The player with the most chips loses 50.
Move Hilda 2 toward them.

All players roll. Highest moves ahead 3
spaces; lowest gets clobbered by Hilda
(lose 40 chips).

X 2. Hilda’s Shenanigans (Chaotic Neutral / Trickster Energy)

Adds randomness, laughter, and unexpected table-wide interactions.



Card Name

Hilda’s Road Trip Detour

Moonshine & Mayhem

Tire Iron Tango

Raccoon Rescue

Pickup Pit Stop

Hilda’s Yard Sale

BBQ Gone Bad

< 3. Hilda the Helper (Rare, Beneficial Effects)

Effect

Move Hilda to the nearest Challenge space
ahead. Draw again.

Hilda’s drunk on power — she swaps spots
with a random player (roll to determine
who).

Hilda dances across the board — move her
1 space toward each player in order.

Hilda adopts a raccoon. Everyone donates
10 chips to “supplies.”

Hilda’s truck breaks down — all players
chip in 20. The van skips its next move to
“help”

Each player gives one 50-chip to the
center pot. Roll — winner takes it all.

Hilda throws a party! Each player within 5
spaces of her gains 30 chips (her “famous
ribs”).

Makes her occasionally benevolent — unpredictability keeps her from being hated.



Card Name Effect

Sweet Tea Surprise Hilda’s feeling kind — move her 3 spaces
toward the player in last place; they gain
40 chips.

Hilda’s Hitchhike Move Hilda to your space — she tows you

forward 2 spaces.

A Kind Word (and a Threat) Hilda skips her next activation. You gain 50
chips for “talking her down.”

Mama Hilda’s Advice She gives you a life lesson. Gain 30 chips
and skip your next turn to reflect.

Hilda’s Homemade Jam Everyone at Hilda’s current space gains 20
chips (and probably diabetes).

4. Hilda’s Chain Reactions (Trigger Events)

These ripple through the board and stack with other players’ turns.



Card Name

Hot Pursuit

Fuel for the Fire

Storm’s A-Brewin’

Hilda’s Shadow

Karma Chameleon

The Hilda Hex

7 5. Hilda of the Highway (Story / Flavor Cards)

Effect

Move Hilda 4 spaces toward the last player
who bet. If she reaches them, they lose
that bet’s winnings.

Every time someone rolls a 6 in the next
round, Hilda moves 1 space forward.

Hilda moves 2 forward every turn until
someone lands on a Challenge space.

Place Hilda 2 spaces behind the van. She
now follows it every turn until she catches

up.

Hilda copies the last movement rolled by
another player this round.

Choose a player — Hilda moves toward
them every time they bet until someone
else draws a Hilda card.

Narrative cards that give her mythic, tongue-in-cheek depth — great for game flavor and player banter.



Card Name

Legend of Hillbilly Hilda

Hilda’s High-Speed Epiphany

Truckin’ Through Time

Peace, Love, and Pickup Trucks

The Hillbilly Awakens

Hilda Ascends

£ Optional Twist: “Hilda Tracker” Mechanic

Add a small sideboard with a 4-space Hilda Rage Meter:

Flavor Text / Effect

“Some say she once drag-raced a UFO.”
Move her 3 spaces ahead — everyone
behind her moves 1.

She realizes she’s the villain and the hero.
Everyone cheers. All players gain 10 chips.

Hilda warps — move her to the start, then
immediately move her forward 6 spaces.

She decides to chill. Skip her next
activation; every player within 4 spaces
gains 10 chips.

Move Hilda to the van’s space. Both share
a cosmic moment — no one moves next
turn.

She reaches nirvana (or a tavern). Remove
her for one round — everyone gains 20
chips in her honor.

® Some cards increase her rage (moving her more aggressively).

e Othersreduce it (calming her down).

When she maxes out - she explodes into motion, moving 6 spaces instantly and resetting the meter.

This lets players influence how dangerous she is through bets, cards, and collective choices — a little meta-

economy of chaos.



