
Print & Play DALI LIFE 

Preparation 
Ensure that you have access to a high-quality printer and paper of the appropriate thickness to 
print the cards.  We recommend you use A4 paper, cardstock, or photographic paper of 80gsm 
or more. 
 
Print the Cards 
Print the cards onto A4 paper, ensuring that you select the option to print at actual size, or no 
scaling.  This guarantees that the cards will be printed at the correct dimensions.  If your printer 
has the option to print double-sided, you can select this to print both the front and back of the 
cards onto a single page.  If you do not use this option, you will need to print the face and back 
of the cards separately. 
 
Cutting the Cards 
Once your printed cards are dry, use a ruler and a cutter, or a guillotine to cut the cards out.  
Make sure to follow the cutting lines indicated within the PDF file and cut as accurately as 
possible to create cards of uniform size.  If you prefer your cards to have rounded edges, you can 
then use a rounded corner cutter to give them a more professional finish. 
 
Sleeving the Cards (Optional) 
Once you have cut out your cards, you may place them into transparent protective sleeves of 
standard playing card size.  If you have printed your card double-sided, place one card into a 
single sleeve.  If you have printed the front and rear of your cards separately, you will need to 
match the front of each card with the corresponding card back before placing into the sleeve. 
 
Game Board 

The game board consists of two separate parts, one each on a page of A4 paper.  You will need 

to use adhesive tape to join the two parts together in order to prevent them moving.  This 

makes it easy to fold the board in half when storing it. 

 

Game Instructions 

You may print the instructions onto a sheet of A4 paper for use as reference when playing the 

game if you wish.  However, we advise you read them in digital format to help protect the 

environment. 

 

Tokens 

Print the tokens double-sided if possible, and cut along the marks provided.  If you wish to, you 

may glue the tokens to cardboard to make them stronger. 

 

INDEX 

Instructions______ 2   
Cards___________ 4   
Board __________ 36   
Tokens__________ 38   

  

1





This project has received funding from
 the European C

om
m

ission w
ithin Erasm

us+ program
m

e 
“Erasm

us+ KA
204 –

 Strategic Partnerships for adult education (D
ata Literacy for C

itizenship)” 
(Project N

um
ber: 2020-1-N

O
01-KA

204-076492), The European C
om

m
ission does not constitute 

an endorsem
ent of the contents w

hich reflects the view
s only of the authors, and the C

om
m

ission 
cannot be held responsible for any use w

hich m
ay be m

ade of the inform
ation contained therein.

2



D
a

li Life R
ules

O
bjective of the G

am
e

Be the first player to traverse the gam
e board and reach the finishing circle.

Before Playing
Before playing the gam

e, players should shuffle both the A
ction cards and the Event cards 

into separate piles.  The Event cards should be placed to create a draw
 pile som

ew
here 

convenient.  Each player is dealt 5 cards from
 the A

ction card pile, the rem
aining A

ction 
cards should then be placed to form

 a draw
 pile separate from

 the Event cards.  Each player 
then rolls 1x 6-sided dice (1d6).  The player w

ith the highest dice roll w
ill take the first turn.  If 

tw
o or m

ore players roll the highest num
ber, those players should continue to re-roll until a 

w
inner is determ

ined.  A
ll player tokens should be placed onto the board w

ithin the circle 
m

arked ‘STA
RT’.

1.  M
ove Phase

The first player rolls 1d6 and m
oves their token the num

ber of places show
n on the dice.  If 

the board show
s alternative routes are possible, the player m

ay decide w
hich route to take.

2.  Event Phase
If a player lands on a space m

arked w
ith the ‘Event’ icon, three fanned cards, the player m

ust 
draw

 an event card and read its contents aloud.  Event cards can have either a negative or 
positive effect on the player or their opponents and can only be blocked by specific action 
cards.  O

nce an Event card has been used, it should be placed into the discard pile.

3.  A
ction Phase

O
nce any events have played out, the player m

ay play upto 3 A
ction cards, should they w

ish 
to.  A

ny A
ction cards played out of this sequence, to counter Event cards for exam

ple, do not 
count tow

ards this num
ber.

Players w
ho are targeted by A

ction cards m
ay counter their effects by playing their ow

n 
A

ction cards if able to.  O
nce an A

ction card has been used, it should be placed into the 
discard pile.

4.  D
raw

 Phase
O

nce the A
ction phase is com

plete, the player ends their turn by replenishing their hand, up 
to a m

axim
um

 of 5 cards, from
 the A

ction card draw
 pile.  If the player holds m

ore than 5 
cards at this point, they m

ust discard cards at random
, placing them

 into the A
ction card 

discard pile, until they only hold the m
axim

um
 of 5.

5.  N
ext Player

O
nce the D

raw
 phase is com

plete, the sequence begins again, starting w
ith the draw

 phase, 
w

ith the next player to the left.
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6.  W
inning the G

am
e

The w
inner of the gam

e is the first person to reach the circle m
arked ‘FIN

ISH
’.

A
dapting Play Tim

e
The am

ount of tim
e taken to com

plete the gam
e can be adapted based upon the num

ber of 
6-sided dice (d6) rolled per turn by the players.  The follow

ing are approxim
ate estim

ations 
of playing tim

e, how
ever, these w

ill be affected by other factors such as player age, player 
inquisitiveness, and player understanding.

•
1d6 –

 1 H
our +

•
2d6 –

 1 H
our

•
3d6 –

 45 M
inutes –

 1 H
our

•
4d6 –

 30-45 M
inutes

Event C
ards

W
hen a player lands on a tile containing the 

Event icon, they draw
 an Event card, read its 

contents 
aloud, 

and 
follow

 
its 

instructions.  
Event cards are placed into their ow

n discard 
pile.  If you run out of Event cards, shuffle the 
discard pile to create a new

 draw
 pile.

A
ction C

ards
Players can play up to 3 A

ction cards during 
their turn.  U

sed A
ction cards are discarded into 

a pile.  A
t the end of the turn, the player refills 

their hand upto a m
axim

um
 of 5 cards.  If you 

run out of A
ction cards, shuffle the discard pile 

to create a new
 draw

 pile.

Page 2

D
a

ta

3



4



5



6



7



8



9



10



11



12



13



14



15



16



17



18



19



D
a

ta
D

a
ta

D
a

ta
D

a
ta

D
a

ta
D

a
ta

D
a

ta
D

a
ta

20



21



D
a

ta
D

a
ta

D
a

ta
D

a
ta

D
a

ta
D

a
ta

D
a

ta
D

a
ta

22



23



U
pdating your m

obile phone 
softw

are regularly ensures that 
applications w

ill continue to w
ork. It 

also protects you from
 softw

are 
vulnerabilities that hackers could 

exploit.

U
pdate your m

obile 
phone softw

are. M
ove to 

next blue square.

Security
Security

Security
Security

Security
Security

Security
Security
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