Wipe
Rules and Reference
	Welcome to Wipe, where you and your friends are in the shoes of very unlucky people who got hit with a bad case of the fast-track-Sallies in front of a few porta-potties. As you finished taking your dump, you quickly noticed two very interesting and unfortunate things: There is no toilet paper, and the porta-potties are moving! The driver starts his truck and begins moving before you can cry for help. Soon cruising at highway speed, you notice a small hole in the bottom of the porta-potty that you can fit your hand through. As you reach your hand through the hole, you automatically grab a piece of junk to wipe with.
	As you get splashed with questionably-your-own feces, turning corners, and wiping with strange objects, you will try to get your butt completely clean and get the heck out of the pooper the next time the driver stops for a few seconds. Beware though, your friends are complete jerkfaces and would very much like to see you suffer and be embarrassed and will do anything they can to keep you in there. Beware, if the driver reaches his drop-off point before you’re out, you’ll get caught with your pants down!
Goal/Objective
	The goal of Wipe is to get your “cleanliness” level to 10 and to get out of the porta-potty before the driver reaches the depot. Throughout the game, the driver will make several stops at stop signs, stop lights, and occasionally will get pulled over by the police, providing you with a chance to escape...but only if you are clean enough. And it’s probably better to get out before your friends do, in case they want to capture this moment.


Rules
	Setup
		Start by shuffling all three decks: Wipe Cards, Power-Up Cards, and Road Tiles. To determine who goes first, have each player roll the 6-sided die. Whoever gets the highest roll will do the drawing first that round, followed by the person to his/her left. Each player begins with 0 cleanliness points.
Parts of a Turn
1. Whoever is delegated to draw first will roll a 6-sided die. This is the number of Road Tiles the driver will move in this round.
2. Turn over that number of Road Tiles one by one, following the directions on each card you turn over.
3. Following the circle clockwise, each player, starting with the first-drawing player, draws a Wipe Card and follows the directions on the card.
4. If there is a player with 10 cleanliness and the driver has been stopped, the player has the option to exit the porta-potty and remove themselves from the game, in which case all his/her Power-Up cards are.
Stopping the Driver
	If you have a cleanliness of 10, you cannot escape from the porta-potty quite yet. The driver must be “stopped” first. This means that he must either be on a Dirt Road, stopped at a Stop Sign, stopped at a Stop Light, or Pulled Over by a cop. The player only has the option to get out at the very end of the round.
	Power-Up Cards
		During the game, you will run across Power-Up cards. Normally, these cards are kept in the player’s hand and used at his/her discretion at an appropriate time. Some cards, such as the Exploding Cow Pie, are to be activated as soon as it is picked up. Power-Up cards are the easiest way to stop the driver. Additionally, each player can only play a single Power-Up card per round, regardless of when they use it.
· If the player is prompted to draw a card when he/she already has five cards in his/her hand, the player must choose a card from the hand to discard and then draw the card.
· [bookmark: _GoBack]The Air Freshener card does not work on Egg, Chicken, or Hand cards as these are not exclusively negative.
· Power-Up cards are not allowed to target Road Tiles unless specified.
· Stop Sign cards do not stop the driver if the movement die results in a 1 or a 2.
	Road Tiles
		There are 5 types of Road Tiles.
· Straight Roads – If the driver goes two in a row (even separated by a round), everyone draws a Power-Up card. If more than two Straight Roads are drawn in a row, do not draw another Power-Up card.
· Curved Roads – Nothing happens.
· Sharp Turns – If this card is the final movement, every player must discard a Power-Up card or reduce cleanliness by 3.
· Dirt Road – Immediately stop the driver, regardless of how many more spaces he must still move.
· Traffic – Each player draws a Power-Up card upon drawing this tile.
