	1: Start.

Free parking
	2: 

Surprise
	3:
Rule
	4: 

Free parking

	28: 

Move back to field 20.

(Do the action).
	27: 

Level up
	6: 

Drink 200mL water.
	5: 

Level up

	25: 

Rule
	26:
Surprise
	7: 

Surprise
	8:
Diaper change

(Only if allowed by rulecards).

	24: 
Drink 200 mL
	23: 
Level up.
	10:
Drink 200mL water.
	9: 
Level up

	21: 
Rule
	22: 
Jump back to field 10.

(Do the action).
	11:
Rule
	12:
Level up

	20: 
Surprise
	17: 
Level up
	16:
Drink 200mL
	13: 
Surprise

	19: 
Free parking
	18: 
Diaper change

(Only if allowed by rule cards).
	15: 
Rule
	14: 
Free parking

	Rounds counter: 0
	1
	2
	3
	4
	5
	6

	7
	8
	9
	10
	11
	12
	13
	14

	15
	16
	17
	18
	19
	20
	21
	22

	23
	24
	25
	26
	27
	28
	29
	30


Rule-manager:
	Rule 1:
	Rule 2:
	Rule 3:
	Rule 4:

	Put the rule card here.
	Put the rule card here.
	Putt the rule card here.
	Putt the rule card here.

	Level:
	1
	2
	3
	Level:
	1
	2
	3
	Level:
	1
	2
	3
	Level:
	1
	2
	3

	Rule 5:
	Rule 6:
	Rule 7:
	Rule 8:

	Put the rule card here.
	Put the rule card here.
	Putt the rule card here.
	Putt the rule card here.

	Level:
	1
	2
	3
	Level:
	1
	2
	3
	Level:
	1
	2
	3
	Level:
	1
	2
	3

	Rule 9:
	Rule 10:
	Rule 11:
	Rule 12:

	Put the rule card here.
	Put the rule card here.
	Putt the rule card here.
	Putt the rule card here.

	Level:
	1
	2
	3
	Level:
	1
	2
	3
	Level:
	1
	2
	3
	Level:
	1
	2
	3


The diaper board game:

What you will need in addition to this game:

· Diapers.

· A dice.

· Something to mark your position on the board.

· Marker to see how many rounds you have played.

· Several markers to mark the level of a rulecard.

· Scissors.

· A timer / stopwatch.

· Internet access.

Preparations:

1) First time: Print this document and cut out all the cards. Separate the cards labelled rule, and those labelled surprise, and those labelled punishment.
2) Put your position marker on the first field on the board.
3) Put your rounds marker on the field marked “Rounds counter: 0” under the board.

4) Mix the rule cards and put them face down near the board.
5) Mix the surprise cards and put them facedown near the board.

6) Mix the punishment cards and put them facedown near the board.

7) If you have not gotten an amount of rounds to play from someone else, roll a dice. Multiply the number by 5. That’s the amount of rounds you have to play (Surprise- and rulecards may change this later!).

8) Throw a dice. Put that many rulecards from the stock onto your rulemanager. (See below for information about using the rule manager).
9) You’re ready to go!

 Rules:

1) Rules on rule-cards will always be the ones you should follow if there is a conflict between a rulecard and this rule-document.

2) You move by throwing a dice and then move that many fields forward. Some rulecards may change how far you can move. When you have moved you have to do the action on the field. 

Meanings of field labels:

“Rule”: Take a new rule card from the stock onto the rulemanager. If the rulemanager is full, see Level up.
“Level up”: Level up one of your rule cards as described bellow. If all your rules are level 3, add a new rule card. If the rule manager is full, move one field back on the rounds counter.

“Surprise”: Take one card from the surprisecard stock. Do what is written there.

“Free parking”: No action this turn. Move again.


Rule cards:

Rule cards are cards you get through the game, which alter the rules of the game. They range from changing the amount of fields you can move (Changing the value of a dice) to telling when you can change to how much you have to drink to making you level up a card each round.

Each rule card has 3 levels. A higher level means that the rule probably is worse for you. Levels can be changed in several ways, depending on how it’s written on the card:

“Level up”: This means you have to roll a dice twice. The number tells you which rule ID you have to level up (Se table).
	1. Throw
	2. Throw

	Number on dice.
	ID to level up:
	Number on dice.
	ID to level up:

	1
	1
	1
	7

	2
	2
	2
	8

	3
	3
	3
	9

	4
	4
	4
	10

	5
	5
	5
	11

	6
	6
	6
	12


If you don’t have rules on ID 7-12 you have to throw twice for ID 1-6 instead. If the gene rolled is already level 3 or it doesn’t exist, you were lucky.

“Level up all”: A very rare card, but not very nice for you. You have to level up all the cards you have 1 level.
Using the rule manager: 

Here is how you use the rule manager. The rulemanager is used to manage all the rulecards you get through the game. For each card there will be an ID (Seen at the top. For example if the text over the card says “Rule 1” the ID will be 1). Bellow the ID the card will be positioned. Bellow that is a level marker. Here you put the marker to see which level of the rule you are on. If there is a conflict between two rule cards, the one with a higher level counts. If booth are the same level the one with the lowest ID counts.


Surprise cards:

Surprise cards are cards you have to take when moving to a “surprise”-field. The cards include booth positive cards and negative cards. They also include cards that are similar to the “rule”-cards. These cards are either cards that you lose after a short time or cards you have to keep for the rest of the game. The cards have several ways you can get rid of them (See on the cards).

The difference between these cards and “rule”-cards is that you can have as many cards as you get of these (“Rule”-Cards have a limit of 12). You can also have more than one of the same type. In this case you have to get rid of all of them for the cards stopping to work. If you pass start and it is a card that you lose when passing start, you will only lose one. A few surprise cards may affect you after the game ends, but you may get rid of them.

Punishment cards:

Punishment cards are cards are pretty bad. They range from using diapers for several months (For everything) to removing all positive cards from the surprise-card stock for the rest of the game to playing more games. Punishment-cards may also affect you life after the game ends, and you may not get rid of them.

Standard rules:



These are standard rules, which count if no rulecards alter them.



1) Diaper changes.



You may change when you go on a “change diaper” field, after you have wet at least once.



2) Moving:



You roll a dice. Then you move that many fields forward.

3) Moving past start:



You increase you round counter by one.



4) 

	Rule

When you throw a dice to move, you have to divide it by the value shown at the level. Always round down, but if rounding down causes it to become 0, round up.
L1: The value you have to divide by is 2.

L2: The value you have to divide by is 3.

L3: The value you have to divide by is 4. Move back fields count as free parking.
	Rule

This rule decides how much you have to drink every round when passing start.
L1: 200mL/Round.

L2: 300mL/Round.

L3: 400mL/Round.
	Rule

L1: You can only change when you have peed twice into the diaper.
L2: You can only change when you have peed 3 times into the diaper.

L3: You can’t change before the diaper is leaking and you have peed once more.
	Rule

This rule decides how many rounds you have to wait before changing after you are allowed to change. So when other rules have allowed to change, you still have to wait this many rounds.

L1: 1 round.

L2: 2 rounds.

L3: 3 rounds.

	Rule

When you throw a dice to move, you have to subtract this value from the value. This is done before cards that divide the value by something. The value is never allowed to be lower than 1.

L1: The value you have to subtract is 1.

L2: The value you have to subtract is 2.

L3: The value you have to subtract is 3. Move back fields count as free parking.
	Rule

Each round when you move past start (Field 1) you have to take this amount of surprise cards and do them. If you get positive cards you can keep, you lose them instantly.
L1: Do 1 surprise card pr. round.
L2: Do 2 surprise cards pr. round.
L3: Do 3 surprise cards pr. round.
	Rule

Each round when you move past start you have to do the same actions as if you went on a “rule” field this many times:
L1: 1 time.

L2: 2 times.

L3: 3 times.
	Rule

Each time you move past start, you have to pee once before continuing. The level decides how much time you have. If you don’t manage it in the time limit, you have to move back to field 10 on the board.

L1: Time limit = 5min.

L2: Time limit = 3min.

L3: Time limit = 1min.

	Rule

This card makes you have to give away kept (Positive) surprise cards when you pass start. The level changes how many, and what types. It does NOT allow putting away negative kept cards!
L1: Max 1 diaper change card.

L2: Max 2 diaper change card. Max 1 drop action card.

L3: All keepable positive cards.
	Rule

This card makes positive, keepable cards disappear from the game after use, instead of being mixed and put back into the stock. The level decides which cards. This also counts if they are taken, but you are not allowed to keep them!

L1: Only diaper change cards.

L2: “Diaper change”-cards and “drop action”-cards.

L3: All keepable, positive cards.
	Rule

This card does not have any levels. If you have to level this up, roll the dice again. You can’t choose this. With this rule you have to do a punishment card every time you pass start.
	Rule

POSITIVE
You may, for doing a given amount of punishments, reset one rule to level 1.
L1: Punishments = 3.

L2: Punishments = 2.

L1: Punishments = 1.

	Rule

POSITIVE
You may, for doing a given amount of punishments, remove one level 1 rule from the rule manager. Put it on the stock and mix it.

L1: Punishments = 3.

L2: Punishments = 2.

L3: Punishments = 1.
	Rule
POSITIVE

You may, for doing a given amount of punishments, remove one negative keepable card from the stock. Mix the stock again after doing it.

L1: Punishments = 3

L2: Punishments = 2

L3: Punishments = 1
	Rule
This card does not have any levels. If you have to level this up, roll the dice again. You can’t choose this.

If you have a rule card that allows you to remove rule cards by doing punishments, you have to use it if you have to take a new rule card from the stock (If the rule manager is full).
	Rule
If you have the rule that allows you to put a negative keepable card out of the game, you have to put the given amount of cards back in the stock whenever you come to a round that ends with 0 or 5 (0, 5, 10, 15, 20, 25, 30). This also counts when moving backwards, or if you go past such a number!
L1: 1.

L2: 2.

L3: 3.

	Rule

Move back to start (Only once). From now on you don’t roll a dice to move. Instead you will always have to move the given amount of fields. If you have rules that alter the field amount, use those to.
“Move back to”-fields and cards count as if you went on free parking.

L1: Fields to move = 3.

L2: Fields to move = 2.

L3: Fields to move = 1.
	Rule

You may only change this many times for the rest of the game. It is not being reset when levelling up. If you have changed the max amount you can’t change anymore until you get rid of this card. If you have changed more than allowed because of levelling up this card you must do 2 punishments. After that the counter is reset.

L1: Max diaper changes = 10.

L2: Max diaper changes = 7.

L3: Max diaper changes = Roll a dice.
	Rule

Before you can change you have to do the given actions.
L1: Drink 200mL.

L2: Drink 250mL.

Do 1 surprise card.

L3: Drink 300mL.

Do 3 surprise cards.

Do 1 punishment card.
	Rule

Each move you have to do these actions.
L1: Drink 25mL.

L2: Drink 50mL.

L3: Drink 50mL.

Level up.

	Rule
When you finish the game, you have to roll a dice to see if you have to play a game. Restart as written in the rules. Roll dice for length to.

L1:


1-3: Do again.


4-6: Don’t do again.

L2:


1-4: Do again.


5-6: Don’t do again.

L3:


1-5: Do again.


6: Don’t do again.
	Rule

Every time you pee your diaper you have to LEVEL UP this amount of times:
If you can’t because all are levelled up, take a surprise card.

L1: 1 time.

L2: 2 times.

L3: 3 times.
	Rule
	Rule

	Surprise – Diaper change
POSITIVE
Keep this card. You can give away the card for a diaper change. It is as if you walked on a “Diaper change”-field so you may only change if your rule cards allow it.
	Surprise – Diaper change

POSITIVE
Keep this card. You can give away the card for a diaper change. It is as if you walked on a “Diaper change”-field so you may only change if your rule cards allow it.
	Surprise – Diaper change

POSITIVE
Keep this card. You can give away the card for a diaper change. It is as if you walked on a “Diaper change”-field so you may only change if your rule cards allow it.
	Surprise – Diaper change

POSITIVE
Keep this card. You can give away the card for a diaper change. It is as if you walked on a “Diaper change”-field so you may only change if your rule cards allow it.

	Surprise – Diaper change

POSITIVE
Keep this card. You can give away the card for a diaper change. It is as if you walked on a “Diaper change”-field so you may only change if your rule cards allow it.
	Surprise – Level up all

LEVEL UP ALL!
	Surprise – 1 field move

NEGATIVE

Keep this card for the rest of the round. While you have this card you can only move 1 field pr. move. If you get on fields that tell you to move back to some field, they count as Free parking fields.


	Surprise – 1 field move

NEGATIVE

Keep this card for the rest of the round. While you have this card you can only move 1 field pr. move. If you get on fields that tell you to move back to some field, they count as Free parking fields.



	Surprise – Level up

LEVEL UP
	Surprise – Level up

LEVEL UP
	Surprise – Level up

LEVEL UP
	Surprise – Level up

LEVEL UP

	Surprise – Level up

LEVEL UP
	Surprise – Rule card
Put a new rule card from the stock onto the rule manager.
	Surprise – Rule card
Put a new rule card from the stock onto the rule manager.
	Surprise – Rule card
Put a new rule card from the stock onto the rule manager.

	Surprise – Rule card
Put a new rule card from the stock onto the rule manager.
	Surprise – Rule card
Put a new rule card from the stock onto the rule manager.
	Surprise – 2 new cards

Take two new surprise cards and do them. If you get positive cards to keep, you may not keep them, and have to put them away. Negative cards are kept as normal.
	Surprise – 2 new cards

Take two new surprise cards and do them. If you get positive cards to keep, you may not keep them, and have to put them away. Negative cards are kept as normal.

	Surprise – Dice level up

Roll a dice. Level up that many rule cards you have. If you have enough you may not level up one card twice. You choose which ones.
	Surprise – Dice level up

Roll a dice. Level up that many rule cards you have. If you have enough you may not level up one card twice. You choose which ones.
	Surprise – Dice level up

Roll a dice. Level up that many rule cards you have. If you have enough you may not level up one card twice. You choose which ones.
	Surprise – Dice level up

Roll a dice. Level up that many rule cards you have. If you have enough you may not level up one card twice. You choose which ones.

	Surprise – Dice level up

Roll a dice. Level up that many rule cards you have. If you have enough you may not level up one card twice. You choose which ones.
	Surprise – Drop action

POSITIVE

Keep this card. If you have to do an action on a field on the map, you may choose not to do it in exchange for this card.

The same counts for actions on surprise cards.

The only exceptions to this are these cards:

“Level up all”.

“Fill up”.
	Surprise – Drop action

POSITIVE

Keep this card. If you have to do an action on a field on the map, you may choose not to do it in exchange for this card.

The same counts for actions on surprise cards.

The only exceptions to this are these cards:

“Level up all”.

“Fill up”.
	Surprise – Drop action

POSITIVE

Keep this card. If you have to do an action on a field on the map, you may choose not to do it in exchange for this card.

The same counts for actions on surprise cards.

The only exceptions to this are these cards:

“Level up all”.

“Fill up”.

	Surprise – Remove negative card

POSITIVE

Keep this card. If you get a negative, keepable surprise card, you may use this card and you won’t have to keep it.
	Surprise – Remove negative card

POSITIVE

Keep this card. If you get a negative, keepable surprise card, you may use this card and you won’t have to keep it.
	Surprise

NEGATIVE
Keep this card. As long as you have this card, you have to drink 25mL more for every card or field telling you to drink. This includes rule-cards, fields and surprise cards.
	Surprise

NEGATIVE
Keep this card. As long as you have this card, you have to drink 25mL more for every card or field telling you to drink. This includes rule-cards, fields and surprise cards.

	Surprise

NEGATIVE
Keep this card. As long as you have this card, you have to drink 25mL more for every card or field telling you to drink. This includes rule-cards, fields and surprise cards.
	Surprise

NEGATIVE
Keep this card. As long as you have this card, you have to drink 25mL more for every card or field telling you to drink. This includes rule-cards, fields and surprise cards.
	Surprise

NEGATIVE
Keep this card. As long as you have this card, you have to drink 25mL more for every card or field telling you to drink. This includes rule-cards, fields and surprise cards.
	Surprise

NEGATIVE

Keep this card. If you don’t get rid of it this turn, you won’t move forward on the round counter this round. Instead you will roll a dice, and divide the number by 2 (Round up). This is how many fields you will go back on the round counter when passing start.

You may get rid of this using a “remove negative card”-card, or by taking two punishment-cards and do what is written on them.

	Surprise – Increased length

Roll a dice. Increase the length of the game with that many rounds. If you want to stop this card with “Drop action” you have to do it before rolling the dice!
	Surprise – Increased length

Roll a dice. Increase the length of the game with that many rounds. If you want to stop this card with “Drop action” you have to do it before rolling the dice!
	Surprise – Increased length

Roll a dice. Increase the length of the game with that many rounds. If you want to stop this card with “Drop action” you have to do it before rolling the dice!
	Surprise – Leaking

NEGATIVE

Keep this card. The diaper you currently have on has to be kept on until it has leaked, and you have peed two more time.

Then you may change if your rulecards allow it, and you put this card back to the stack.

	Surprise – Leaking

NEGATIVE

Keep this card. The diaper you currently have on has to be kept on until it has leaked, and you have peed two more time.

Then you may change if your rulecards allow it, and you put this card back to the stack.
	Surprise – Move back 1

Move back to field 2.

	Surprise – Move back 1

Move back to field 2.

	Surprise – Move back 2

Move back to field 3.


	Surprise – Move back 2

Move back to field 3.

	Surprise – Fill up

Fill up the rule manager with rulecards. If you only have 5 or less empty spaces, you have to level up every rule card on level 1 to level 2.
	Surprise – Free parking change

NEGATIVE

Keep this card. For the rest of the game (Or until you get rid of this card), the free parking fields (Including “Start”) will lead to you having to do this actions:

- Drink 200 mL.

- Same as “Rule”-field.

- Same as “Level up”-field.

- Same as “Surprise”-field.

- Roll a dice:

1,3,5: Back to field 1.

2,4,6: Stay where you are.
- Add 1 round to the length of the game.
	Surprise – Free parking change

NEGATIVE

Keep this card. For the rest of the game (Or until you get rid of this card), the free parking fields (Including “Start”) will lead to you having to do this actions:

- Drink 200 mL.

- Same as “Rule”-field.

- Same as “Level up”-field.

- Same as “Surprise”-field.

- Roll a dice:

1,3,5: Back to field 1.

2,4,6: Stay where you are.
- Add 1 round to the length of the game.

	Surprise – GetDare!
You have to make an account on GetDare.com. Change your signature to “For every PM I get saying ‘diaper <Number from 1 to 5>’, that many hours will be added to the time I have to spend I diapers.”

Roll a dice. Multiply by 2. Write that amount of posts on the forum.

Roll a dice. PM that many random members, writing the same as the signature.

Wait one week. Look at all the messages and find out how many hours you have to spend diapered.

You may poop in the toilet.
	Surprise – Break 1
You have to take a 1 hour break from the game. In this time you still have to wear diapers and pee in them.
	Surprise – Break 1

You have to take a 1 hour break from the game. In this time you still have to wear diapers and pee in them.
	Surprise – Break 1

You have to take a 1 hour break from the game. In this time you still have to wear diapers and pee in them.

	Surprise – Break 2

You have to take a 4 hour break from the game. In this time you still have to wear diapers and pee in them.
	Surprise – Break 2

You have to take a 4 hour break from the game. In this time you still have to wear diapers and pee in them.
	Surprise – Break 3

Keep this card. You may use this card to instantly take a 12 hour break from the game (Use it to get some sleep). In this time you still have to wear diapers and pee in them.
	Surprise – Break 3

Keep this card. You may use this card to instantly take a 12 hour break from the game (Use it to get some sleep). In this time you still have to wear diapers and pee in them.

	Punishment

Give away all your positive keepable cards, then go through the stock and take out those cards. They will stay out for the rest of the game!

If you have less than 10 rounds left, subtract 10 from you round counter, or reset to 0.
	Punishment

Take of all your clothes except the diaper. If it hasn’t already, wait until your diaper is leaking. 

Then roll a dice. Multiply this number by 5. Be outside for that amount of seconds.

If you live in an apartment, this will be really bad. Good luck.

If you chicken out, you have to do 3 new punishment cards.
	Punishment

Increase the duration of the game to 30 rounds. If you already are at round 20 or more, you have to finish this game, and play another game afterwards with a starting length of 15 rounds. In addition you have to do another punishment.
	Punishment

Do 2 other punishment cards.

	Punishment

Roll a dice. Multiply the number by 2. Add 2 to it. After the game is finished you have to wear diapers for this many days.

Roll a dice.

1,3,5: You may use the toilet for poop.

2,4,6: Everything goes into the diaper.

Roll a dice:

1: Wet once to change.

2,3,4: Wet twice to change.

5,6: Wet 3 times to change.

Keep the card to remember!
	Punishment

Go outside somewhere, outside the house. Take of everything except diaper and T-shirt. You can’t go home before you leak.

Roll a dice:

1: Run around for 5 minutes.

2: Go near a road with people on it (Max 5 meters away). Stay at least 1 minute.

3: Climb up a tree, or something similar, stay for as long as you can.

4: All of the above. 

5: 30 seconds break.

6: 1 minute break.

Tip: Take a water bottle with you.
	Punishment

You have to wear diapers to work/school the next 2 weeks.

Gym is no excuse!
	Punishment

The next summer vacation you have to spend in diapers 24/7 (Not beach and other places where it’s very visible). Everything goes into the diaper, and you may only change 4 times every 24 hours.

	Punishment

You have to wear diapers every night in bed.

Roll a dice. Multiply by 10. That’s the amount of nights you have to do this.

Roll a dice. That’s the amount of diapers you have to wear at the same time.

Roll a dice.

1,2,3: You have to pee before sleeping.

4,5: You have to pee before getting out of the bed.

6: You may not get out of the bed before the diaper is leaking.
	Punishment

Take of all your clothes. Lay down somewhere. Take some of the used, wet diapers and put them with the inside down on these bodyparts.

Head (Over your eyes).

Mouth (Mouth open, tongue on the diaper).

Chest.

Stomach.

Stay like this for 10 minutes.

Wear one of the diapers at night for the next 2 weeks (You don’t have to use it).
	Punishment

Roll a dice.

That’s the amount of times you’ve got to do this over the next two weeks.

Do that amount of new games following the rules.
	Punishment

Do a hard diaper dice dare on 

getdare.com. If you fail the dare, you have to take 2 new punishment cards. If the dare tells you to do punishments when failing you have to do them to.

	Punishment

Roll a dice. See what your keyword is without quotes.

1: Keyword = “And”

2: Keyword = “But”

3: Keyword = “You”

4: Keyword = “1”

5: Keyword = “Dare”

6: All of the above together.

Find a random webpage on: http://www.randomwebsite.com

Find out how many days you have to wear diapers 24/7 by finding out how many times the lettercombination is on that site (If it’s 0, you have to do it 100 days.

The combination must not be a single word. Use search feature!
	Punishment

Ask someone on http://omegle.com/ how many days from 1-100 you have to wear diapers 24/7. Also ask if you are allowed to poop in the toilet. Then do it.

If they don’t answer, try again until you get a valid answer on booth questions. 
	Punishment
	Punishment


