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Players take turns one at a time. The active player has  
4 actions. 1 action = 1 weapon spin of his choice.

HOW TO SPIN?  
Spin the weapon wheel on the stick with a circular motion of 
your hand, then stop the motion. The wheel will fit into one 
of the cogs and thus pick a strength of the attack on the 
opponent's hero.

For players who are just starting out with Scratch 
Wars or want to play on the easiest difficulty.

RULES: LEVEL 1

Both players put their chosen hero card on the table. 
Each player also places at least one or maximum five 
weapon wheels next to his hero and sets (by moving a 
bead) the amount of his hero's lives        on the stick. The 
players then spin their weapons and the one with higher 
number decides who will start. The first player has a slight 
advantage, therefore he has to remove 2 lives on his stick.
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Turn: E.g. you use 1 action (remember you only have three left), 
spin the weapon wheel and get a number - the attack's stren-
gth. The color of the slot in which the number is, determines 
whether you can use the attack and continue your turn or you 
have to end your turn immediately (and lose remaining acti-
ons). You can use different weapon (of your hero's inventory) 
for each action (spin).
The attack will take your opponent as many lives as indicates 
the picked number value. Ignore the pictures of the effects 
(e.g. a helmet, a shield…) in this basic version of the game, 
and use only numbers and colored slots. Your opponent will 
mark the lost lives by sliding the bead on his stick.

Red - STOP 
Use your the attack and then you have to end your 
turn (even if you have remaining actions left).

Orange - DECIDE 
You must decide whether to use the attack and end 
your turn (lose the other actions) or not to use the attack 
and continue your turn (if you have enough actions left).

Green - GO 
Use the attack and take your opponent´s lives.  You can 
then continue your turn (if you have enough actions left). 
Should the effect not match your needs, you do not 
have to use it and you can also continue the move (if 
you have actions left).

We distinguish these colored slots (like traffic lights):

If you end your turn and still have some actions left, you 
lose them. Actions cannot be transferred to another turn.
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As in the basic level, each player gets their hero ready. The 
hero can be equipped with no more than five weapons. 

Look at the hero’s card. There are four times of day listed 
and underneath is a column with bonuses. Each time of day 
represents one round of the game in which both players 
play their moves. For example, you begin and play your

ATTENTION! The hero can only have one type of 
weapon (e.g. only one ‘Bamboo bow’). You begin 
the game and take turns moving as in the rules 
for level 1.

RULES: LEVEL 2

If you take all of your opponent's lives, you're the winner!

You can find rules for next levels and more interesting 
information (the app) at www.scratchwars.com.

TIP

E.g.: You got an attack of strength 2 in the orange 
slot        in the very first action. Now you must 
decide whether to use the attack (inflict 2-point  
damage on your opponent) and end your turn or 
use one of the 3 remaining actions for another spin.
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move in the morning, then your opponent plays their move 
in the morning, later you continue your move at noon…  
The time of day alternates until the game is over. Remem-
ber what time of day it is or make a note of it. 

In order to use your hero’s bonuses, you have to spin the 
same effect (the exact icon) on your weapon as is listed 
in your hero’s bonus column for that time of day. Should 
you use the achieved effect, you can add the value of the 
hero’s bonus to it and increase the strength of the effect. 

There are four actions in each move. At this level, you 
can continue playing as in level 1, that is each spun 
effect means an attack on your opponent. You can also 
try to distinguish the effects and play according to the 
rules described at the end of this manual (protective 
shields, combos, healing etc.). Consider the “energy 
effect” as a blank action, that is if you get it, nothing 
happens, you only lose one action.

ATTENTION! Each hero’s bonus can be used only 
once per one move (time of day). You can only 
use the bonuses for the time of day you are 
playing your move (usually a maximum of two)!
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ATTENTION! If you are starting the third day (you 
have already played eight rounds), both players must 
simultaneously deduct five lives on the third morning 
(and every subsequent time of day). It may happen 
that the fight will end in a draw.  

ATTENTION! Within their move of four actions, 
players can change the weapons they are using. 
They can pay the action, spin one of the weapons 
and then change it, pay another action and conti-
nue with a different weapon.

Heroes’ bonuses imply that players should think carefully 
and combine their heroes with certain weapons. For this 
purpose, you can e.g. swap your weapons with your friends. 

TIP

FAQ IF THE HERO’S BONUS IS NEGATIVE, DO I HAVE TO 
USE IT? 
Yes, if you use the effect, you have to decrease the va-
lue of the attack/healing which you got on the weapon. 

You already know how to fight with weapons and how 
to use the hero’s bonuses. Simply continue playing 
according to the established rules but add one new rule 
which is paying for energy when using weapons. When 
moving, you will have to manage not only actions but 
also energy and choose your weapons accordingly. 

RULES: LEVEL 3
FULL VERSION OF THE DUEL GAME
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ATTENTION! Each spin of the weapon costs you an ac-
tion (you already know this) and now also 1-3 energies.

To mark the energy level, turn a diffe-
rent hero’s card face down and use the 
numeric scale (1 - 12) on its sides. Place 
your hero on the scale so it covers the 
scale all the way up to the number that 
marks your energy. You will find 
the information about energy      on 
the hero’s card under the time of day 
symbol     . When starting, the value of 
your initial energy is in the first column 
‘morning’. You will pay energy for using 
the weapons. 
Look at the hero’s weapons!

The color of the weapon tells you the 
specific price of the spin (e.g. all red 
weapons cost three energies) and also 
the white number in a black circle with a 
small flash icon. Make sure that before 
each spin you move your hero on the 
scale and subtract the energy. Remember 
the action.
Your move does not end when you lose all the actions but also 
when you lose the energy. However, in contrast to actions, you 
can keep unused energy for your next move. During the next 
move, you can add the hero’s energy to the new time of day. 
The maximum energy you can have at one time is twelve. You 
can end your move voluntarily without making use of all your 
actions (e.g. if you want to save energy for other moves).



7

On the right side of your hero’s card and next to the picture, 
there are various types of weapons the hero can use (e.g. bows 
and swords). You can use a different weapon but each spin on 
such a weapon will cost you one energy more (e.g. spinning 
with a red sword which your hero does not know how to use will 
cost four energies instead of three).

It is strategic to change weapons during your turn. 
E.g. first use more expensive weapons and then 
obtain cheaper ones with the remaining energy.

TIP

SUMMARY: During your move, you pay for each spin not 
only with one action but also with your energy. E.g. in the 
morning, your hero has three energies. You choose an orange 
weapon for two of the energies. Before the spin on the wea-
pon, you have to deduct one action and pay two energies.
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The color of the field states whether you can continue 
playing the game (green), decide to use the effect and 
end or continue (orange) or whether you have to end 
your turn immediately (red).

The numeric value for all the effects indicates the stren-
gth of the effect, e.g. how many lives a player can take 
away from the opponent or how many lives they heal.

LIST OF EFFECTS

One-off effects
ENERGY
You will get as much energy as the value of 
the effect.

ATTACK ON THE HERO
You take as many lives off your opponent as 
the strength of the effect. 

ATTACK ON THE WEAPON
You can attack any weapon or effect of your 
opponent whose resistance is lower or the 
same as the value of your attack.

If the attack is equal to or higher than the 
resistance of the weapon, you managed to 
break it. You can turn this card face down. 
In case of an attack on a stored effect
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ATTENTION! If the value of the attack is high, 
you cannot use the remainder of the value e.g. 
to attack another weapon.

REPAIR OF THE WEAPON:  
You pay one action and as much ener-
gy as it would cost your hero to spin 
the particular weapon. Then, using 
a spare wheel (of a weapon you are 
not using in the game) mark the repair 
of the weapon      . In the next move, 
discard the spare wheel, turn over the 
weapon and use it again.

UNIVERSAL ATTACK
You can choose whether you attack the 
weapon, the postponed effect or the hero’s 
opponent. 

HEALING
The hero will gain as many lives as the effect 
says. The number of lives cannot exceed the 
maximum indicated on the card. 

you manage to cancel it. The weapon returns 
to the hero’s inventory (it is not broken, you 
can break the weapon with a further attack on 
the weapon itself).
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STORED EFFECTS

You can only have one marked effect on each weapon. 
If you want to spin something different on your weapon, 
you can cancel the effect without the loss of the action 
and return the weapon to the hero’s equipment. You can 
use this returned weapon immediately (if you have an 
action and energy).
You can attack the hero’s stored effect and can-
cel it by attacking the weapon or by a universal 
effect. You will cancel the effect if your attack is 
the same as, or stronger, than the durability of 
the effect       . Having cancelled the effect, the 
weapon returns to the opponent’s equipment. 

Player stores this effect. Always at the end of his 
turn, he deals damage to opponent's hero. The 
opponent can defend his hero with a shield. Using 
the stored effect is not based on action or energy.
The effect lasts until the opponent cancels it with 
an attack or unless the player cancels it himself. 

PERMANENT ATTACK ON THE HERO

If you spin one of the following effects, 
you can put away the weapon and mark 
the effect. You can use the effect later 
(shield, combo) or repeatedly (permanent 
attack on the hero). You can mark the 
postponed effect on the reverse of the 
weapons you are not using in the game 
(the ones you have not equipped your 
hero with). 
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Player can store the effect. Once he has 2 or 
more combos stored at the end of his turn, he 
can launch them. He sums their values and 
attacks on opponent’s hero or a weapon. If the 
player will not launch combo at the end of his 
turn, it will stay prepared for his next turns (until 
used or cancelled by opponent).  
Weapons are returned to the hero’s inventory 
after their detonation, and may be used again in 
the following turn for spinning.

COMBO

Player can store the effect. The shield can be 
used during an opponent’s turn for defending 
a weapon or a hero. Subtract the shield value 
from the value of the opponent’s attack. Its 
usage costs nothing, but the shield is can-
celled and the weapon returned to the hero’s 
inventory. Player may use more shields at 
once in the same turn, and sum their values.

DEFENSIVE SHIELD

ATTENTION! The end of the turn is when you 
have neither action nor energy left or if the red 
colored slot stops you. You can also end your turn 
voluntarily. You can always use your stored effects, 
such as the permanent attack or combo, later. You 
use the shields during your opponent’s turn. 
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Using this bonus, you can launch only one 
stored combo effect (you do not have to have 
the two effects which are normally required). 
Add the value of the bonus to the strength of 
the attack (or subtract it sometimes). 

COMBO LAUNCHER 

It increases the strength value of the launched 
combo effect. The player has to launch at least 
two stored effects to use the bonus. 

COMBO BONUS

BLESSING
The player can add the bonus value to any 
one-off effect (attack, energy or treatment).

ATTENTION! Remember that the hero can only 
use one bonus per one spin. Each bonus can be 
used only once per turn! In case the bonus is nega-
tive, you have to apply it when this effect is spun. 

Hero’s special bonuses
Bonuses can be used only in the specific 
daytime, indicated on the card (it is 
sometimes advisable to wait for a convenient 
bonus, for example when launching the 
combo). The bonuses for the stored effects 
are marked on the hero’s cards like this       .
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Play for scratch coins on weapons. You and your 
opponent can stake them and play a duel; the winner 
takes all. You will find QR codes on the scratch coins 
with rewards for the app or with symbols which you can 
exchange for valuable presents. 

Play online tournaments with your friends, make your 
heroes better and obtain magic spells for them.
Download Scratch Wars app for iOS 
or Android for free.

WHAT CAN YOU PLAY FOR WITH 
YOUR FRIENDS?

ATTENTION! In case of a QR code, you will gain 
the in-game currency only if you get the QR

FURTHER INFO
EXPLORE THE ONLINE WORLD OF SCRATCH WARS
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code from your opponent who has scanned the 
weapon into the app which activates the QR. 
The codes are onetimers only, you shouldn't play 
for the scratched ones. 

DO YOU WANT TO KNOW HOW RARE 
YOUR CARD IS?

The amount of stars       indicates how many cards of 
the same type are in existence and what the chance of 
finding such a card is. One star means the card is very 
common, four stars indicates the card is rare. 

If your sum is higher than 
the average, congratulations 
-  you have a rare hero!

This number       indicates 
the average strength of 
the particular card type 
(e.g. all Oil nights). 

Sum up all the values in the 
bottom half of the hero’s 
card, that is energy and 
all bonuses (remember to 
subtract any negative ones) 
and compare the total with 
the average number       .
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You can easily check the rarity of your cards, read 
stories about all heroes and weapons, find out where 
the sales points are and also….

You can buy rewards for your points 
We recommend that you register at scratchwars.com. 
Once you have registered, you will become a Scratch 
Knight. You can get points and buy amazing rewards 
with them in a special shop.

The strengths are distributed within one hero type accor-
ding to the graph next to the picture below. Most heroes 
are within the average, the number of heroes with +8 to 
+9 points above the average are very rare. 

ON SCRATCH WARS WEBSITE:

You can also check the rarity on our website 
www.scratchwars.com. Just enter the name of 
your hero or a 4-digit code of your weapon (you 
will find it on the wheel next to the picture).
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If you beat a Scratch Lord or win some tournaments, 
you will get a lot of points and be promoted to a Scratch 
Master. This new role will unlock further interesting 
rewards for you, you can organise small tournaments 
and progress all the way up to become a Scratch Lord 
or Leader.

You can create your own clan 
Do you play Scratch Wars with your friends? Do you 
want eternal glory, prestigious trophies or more points 
to buy rewards? Show the others you are a really good 
warrior and create your own clan with friends. Create 
the clan online at scratchwars.com. Challenge other 
clans, organise duels and obtain points for your chart. 
The most successful ones in each region will receive 
trophies and points every month.

If you have any questions or comments about 
the game, email us at info@notre-game.com.

Do you want to be the first to hear 
our upcoming news? Like us on FB!
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Number of hero’s 
lives for a ‘duel’

After scanning the QR 
code with your mobile 
you will receive a 3D 
hero in the app

Type of weapons the 
hero specialises in 

Energy

Hero’s bonuses/recourse for 
the postponed effect (flag)

Hero’s bonus for the effect on 
the weapon (at a certain time 
of day - e.g. in the morning)

Daytime

Number of lives for 
the game ‘team vs 
team’

Strength of the bonus 
(added to the value of the 
same effect spun on the 
weapon)

Average strength of the 
particular hero type. You 
will find more information 
about determining the rarity 
of your card on page 17 of 
this manual.  

Hero’s ability (part of 
planned development)

Unique name 
and type of hero

Rarity of the card 
(the chance of 
having it)

The symbol of hero's 
origin

Hero card
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Name of the weapon

After scanning the QR 
code with your mobile, 
you will receive a 3D 
weapon in your app

Type of weapon (bow, 
axe, sword, stick)

Price of the energy 
for one spin/action, 
specified also by a colour 
underneath the weapon’s 
picture (e.g. red = 3)

Background according to 
the weapon type (wood 
with a bow)

Picture indicates the type of 
the effect 

Number indicates the 
strength of the effect

Storing effect

Unique code and picture of 
the weapon

Reward for team players. You 
can play for this or exchange it as 
you please

Colored slot (go, decide, 
stop)

Rarity of the card (chance 
of getting it). Four-star 
cards are the rarest. 

Average strength of the 
weapon (to determine 
the rarity)

Resistance of the 
weapon/effect (weapon or 
effect destroys an attack 
of the same or higher 
value)

Weapon card



You can use the unused 
weapon wheel to mark 
up the active daytime.

www.scratchwars.com


