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When the Gods are bored, they challenge each other to a game of Scale, to see 
who can have the most impact on humanity. They visit all manner of suffering on 
their enemies, richly reward their allies, and take immense pleasure in observing the 
broad scope of human joy and sorrow.

In this game, you and your friends are the Old Gods: Courage, Wisdom, Mercy, and 
Justice, and the cards you play create a chain of events which, for better or worse, 
become the history of the world.

Will you be a kind and merciful God or Goddess? Will you be neutral, or perhaps 
even vengeful? Are you prepared to abandon your moral compass to win? Shuffle 
the cards and find out...
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Objective
The player who has the most Color Cards on 
the table after the last round is played, wins 
the game. Their superior strategy has rendered 
them the most impactful god in history.

Components
Scale consists of 4 Character Cards, 4 card 
stands, a Scale Deck of 52 cards, 6 Calendar 
Cards, a four-sided die, and a set of rules.

Descriptions
Turn - a turn is a single player’s chance to play

Round - a round is everyone around the table 
having a turn

Character Card - the four cards which display 
the likenesses of the Old Gods: Courage, Wis-
dom, Mercy, and Justice

Scale Deck/Scale Cards - the main deck of 
cards that is used to play the game

Color Card - the cards from the Scale 
Deck which have a background color of black, 
white, light gray, or dark gray

Card Stand - the small plastic “clip” that holds 
a Character Card vertically, so it can stand on a 
table

Chain - the Scale Cards which are placed next 
to each other on the table

Calendar Card - these cards have the 
calendar months on them and are used by the 
dealer to show how time passes in the game

Repeating Grayscale - the scale of four
repeating colors: white, light gray, dark gray, and 
black, laid out in a circle to show which colors 
can be placed next to each other in the game

Front of Deck Values
There are five types of cards on the front of the 
Scale Deck, and two types of cards on the back. 
The five cars on the front are: 

• Multiply Cards (x) a player may double the 
amount of their cards on the board (provided 
they have the necessary cards in their hand)

• Divide Cards (÷) a player may remove half 
of another player’s cards from the board. If 
the cards on the board do not add up to an 
even number, round down. For example, if 
three white cards are on the board when a 
divide card is played against white, one card 
would be taken off the board (3 divided by 2 
= 1.5, which rounds down to 1)

• Add Cards (+) a player adds an extra card 
to the table from their hand (above the three 
they can already play). 

• Subtract Cards (-) a player asks another 
player to remove one of their cards from the 
table

• Wild Cards may act as any of the above 
cards, but only for the Color printed on the 
card.  
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Back of Deck Values
The two types of cards on the back of the deck 
are: 

• X Cards (X) when a player plays a Divide or 
• Subtract card, the appropriate number of 

cards of the Color they chose are turned over 
on the table to reveal the “X” on the back of 
the Scale Deck cards. These cards may be 
turned back over via use of the Multiply or 
Add cards later in the game. Note: some of 
the Scale Deck cards have the infinity 
symbol on the back of them (see below) 

• Infinity Cards (∞) these cards represent 
unforgettable events and cannot be removed 
from the table

Setup

• Have each player pick one of the four  
Character Cards (Wisdom, Courage, Mercy, 
and Justice) Next, have each player place 
their Character Card on a plastic card stand, 
and put it on the table in front of them. The 
background color of their Character Card will 
be the player’s Color for the game. Decide 
if you will play for 30 minutes or an hour. If 
an hour, use the entire Calendar Card deck, 
turning over one card for each round played. 
If you choose to play for 30 minutes, only 
use the Calendar Cards for January through 
June (in other words: six rounds should take 
approximately 30 minutes, and twelve rounds 
should take an hour). Shuffle the Scale Deck. 

Starting the Game
• The player who shuffled the cards becomes 

the dealer. Have them deal five cards to 
every player

• The person to the left of the dealer plays first, 
then every other player plays, moving in a 
clockwise direction

• During their turn, each player may either 
place up to three cards on the table, or they 
may choose to discard up to three cards and 
take cards from the Scale Deck. The cards 

they discard are placed on the bottom of the 
Scale Deck. If a player chooses to exchange 
cards with the Scale Deck, that action takes 
up their entire turn, and they may not place 
cards on the table

• If a player chooses to place cards on the 
table, they may put down up to three cards, 
as long as they are placed in accordance 
with the rules of the Repeating Grayscale 
(see above). At the end of a player’s turn, 
they may replenish their hand with cards from 
the deck

• The Chain of cards placed on the table  
represents the chain of events in human  
history, both good and bad. The image below 
shows correct Color Card placement. Due to 
the way the Repeating Grayscale is set up, 
Color Cards can only be adjacent to a  
maximum of 3 other cards at a time (see the 
dark gray hex card in the bottom left corner of 
the image below). 

• The front of each card has an icon and a 
word which describes how the card affects 
the world. Some cards benefit humanity, and 
others hurt it. For example, the “Birth ” card 
helps the  population grow, while the “Death” 
card doesn’t.  
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• The image below page shows incorrect 
Color Card placement. The white card in the 
bottom left corner is in the wrong position, 
because it is adjacent to a dark grey card. 
This is incorrect, because, according to the 
Repeating Grayscale, white cards may only 
be adjacent to light gray and black cards. 
The dark gray card in the center of the im-
age is also incorrect, for two reasons: 1) The 
same as above: a dark grey card is adjacent 
to a white card, and (2), because two cards 
of the same color are adjacent (the dark gray 
in the center is touching the dark gray to its 
lower left).

Example of Game Play
Players decide whether they want to play for 
30 minutes or an hour. If they want to play for 
an hour, the dealer will use the entire Calendar 
Card deck, and the last round will be played 
when he turns over the December card. If the
players want to play for a half-hour, the dealer 
will remove the months July-December from the 
Calendar Card deck, and the last round will be 
played when the month of June is turned over. 

The dealer points to the first month showing 
in the Calendar Card deck and says how long 
the game will last (six months or a year, which 
equals 30 minutes to an hour).

The first player (the player to the left of the 

dealer) puts three cards on the table: a white 
card, a light gray, and a dark gray. Each card 
is placed adjacent to the last card that was put 
down, because this is allowable via the Repeat-
ing Grayscale.

The icons on the cards played are a plus sign, 
a minus sign, and a multiplication symbol. The 
plus (Add) sign allows the player to place one 
extra card on the table, so she places a black 
Add Card next to the white card. This allows her 
to put down one more card, so she puts a white 
Add Card down, next to the black card. Since 
she is out of cards, she cannot take advantage 
of this final Add Card to put another card on the 
table. The minus (Subtract) Card she played 
earlier, allows her to tell another player to take 
one of their cards off the table and place it on the 
bottom of the Scale Deck. Since no other 
players have played their cards yet, this card has 
no effect during this turn. The third card played 
is a Multiply card. This allows the player to add 
twice the amount of her Color Cards showing to 
the Chain of cards, but she is out of cards, so 
she cannot do this.

During her turn, the player has put down the 
three cards allowable per turn, plus an extra 
card, allowed by playing an Add Card, and one 
more card, allowed by playing another Add Card. 
The player now replenishes her hand by drawing 
five cards from the top of the Scale Deck.

The second player, who is sitting to the left, 
clockwise, from the first player, and who has 
a light gray color on the back of his Character 
Card, plays two cards: a Subtract and an Add 
Card. He uses the Subtract card to make the first 
player turn over one of her white cards on the 
table, so it is no longer active. When she turns it 
over, she sees a big “X” on the back of the card, 
meaning it is inactive. Note: some cards have 
an Infinity symbol (∞) on the back. These cards 
cannot be removed from the table or turned over 
again. These cards are credited to whatever 
Color is in the background. So, if the second 
player made the first player turn over a card and 
it had an infinity symbol on it instead of an “X,” 
she would now have one white card permanently 
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on the table.

The second player places one more card on the 
table, because he played an Add Card 
earlier . This card is another Subtract Card, so 
he makes the first player turn over another one 
of her cards. The card she turned over now 
shows an “X” The second player replenishes 
their hand from the deck with three cards.

The third player, who is sitting to the left, 
clockwise, from the second player, and whose 
Character Card has a dark gray background, 
exchanges three of her cards with three from the 
deck, and her turn is over.

The fourth player, who sits to the left, clockwise, 
of the third player, and whose Character Card 
has a black background, plays only one card: 
a Divide card. He tells the second player he is 
playing the card against him, because he has 
the most Color Cards showing on the Chain of 
cards. The Divide cards allows a player to make 
another player remove half their cards from the 
Chain, by turning them over and showing the 
“X.”

The second player has three light gray cards 
showing, so that number is divided by two, yield-
ing 1.5. They round the number down, since 
there is not an even number of cards on the 
table, so the number of  light gray cards that is 
turned over is one.

The second player turns over one of his light 
gray cards to discover an Infinity symbol on the 
back. He is happy, because he now has a 
permanent card on the table. The fourth player is 
disappointed, because he had hoped to 
weaken the second player’s position but ending 
up strengthening it.

Now the next round begins. The dealer turns 
over the next Calendar Card to reveal the month 
of February, and the player to his left begins the 
round. The rounds continue in this manner until 
the last Calendar Card month is displayed (either 
June or December, depending on the agreed-
upon length of the game). 

When the final Calendar Card is turned over, 
the players  play one last round. During the last 
round, players may place all the cards in their 
hands on the table instead of just three, if they 
are able, but no player is allowed to take cards 
from the Scale Deck during the last round.

Winning the Game
After the last round is played, players discard 
any remaining cards to the Scale Deck. They 
then count up how many of their Color Cards 
are showing in the Chain, obtaining one point for 
each card. Whoever has the most points (i.e., 
Color Cards on the table), wins.

Alternate Rules
Here are several alternate versions of the game 
for your enjoyment:

1. Next Level - remove all Infinity Cards from 
the game to see who can win, without the 
benefits these cards

2. Minimal - remove all Infinity Cards, Wild 
Cards, and all but two each of the Multiply 
and Divide cards. These cards will now be 
the key assets to winning the game

3. Moral Compass - have each player roll the 
included 4-sided die (d4) to determine what 
character they will play. In this version, each 
character has a strict moral code; 
 
1. Wisdom - evil 
2. Courage - evil 
3. Mercy - good 
4. Justice - good 
 
Each player must play the game while adher-
ing to their moral code (good characters can 
only play beneficial cards (Add and Multiply), 
and evil characters can only play destructive 
cards (Subtract and Divide). 

Strategy  Guide
• Form an alliance with another player (or two) 

to slow down a player who has too many 
Color Cards on the table

• Don’t use a Divide card unless you know 



6

where all the Infinity Cards are. You could end 
up helping your opponents more than yourself

• Only use Multiply cards when you have plenty 
of your Color Cards in your hand, so you can 
maximize the number of cards you put  on the 
table

• Keep track of the number of rounds left in the 
game (notice the calendar month that’s  
showing by the dealer) and hold your strongest 
cards until the last round

• Look for patterns by your opponents and  
counter them accordingly

• Offer to trade cards with an opponent, if it will 
benefit you more than it will harm you

• Suggest playing the game loner if it will give 
you and advantage

Miscellaneous Cards

Credits
Game Concept and Artwork:  Greg Loumeau
Artwork Colorist:  JP Trinidad  
Play Testers:  Kaleo Jones, Amelia White, 
Lauren Belso, and Syd Bern
 

Legal
Scale is © 2019 Dreamco Media, Inc. All rights 
reserved.  

Check out our web sites at:
https://www.dreamco.com/scale 
 

Infinity Cards (16) 
These cards cannot be removed from the table. This symbol, and the “X” below, are 
on the backs of the Scale Deck. The front of the Scale Deck displays the icons for 
the Scale Cards (along with math symbols).

Wild Cards (4) 
These cards are neutral and can act as the following cards: Divide, Multiply, Add, or 
Subtract, for the Color showing on the card. 

Calendar Cards (6) 
These cards allow the dealer to show the progress of time in the game. The cards 
display the months of the year. 

X Cards (36) 
The “X” symbol is on the back of some of the Scale Deck cards. It represents a 
card that has been frozen or put on hold, via a Divide or Subtract card. These cards 
can be turned back over with Add and Multiply cards. 

Character Cards (4) 
These cards represent the gods who are playing the game and show the Color 
assigned to each player. 
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Good Cards (Add & Multiply)
Birth Cards (3) 
Birth Cards represent a healthy and growing populace. 

Crops Cards (3) 
These cards show an abundance of food has been bestowed upon the population. 

Invention Cards (3) 
The Invention Cards indicate a society is progressing technologically. 

Wealth Cards (3) 
Wealth Cards demonstrate a population that is living luxuriously.

Home Cards (3) 
This card demonstrates a civilization that has found a way to house its population. 

Knowledge Cards (3) 
These cards show a society with ever-increasing intelligence.

Love Cards (3) 
This card indicates a soceity that shows love to its citizens, and is healthy and 
happy. 

Peace Cards (3) 
Peace Cards indicate a society has moved beyond using war to solve problems.
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Bad Cards (Subtract & Divide)
Chains Cards (3) 
Chains Cards represent an enslaved population.

War Cards (3) 
These cards show a nation being destroyed by war. 

Plague Cards (3) 
The Plague Card demonstrates a society has been infested with disease.

Mountains Cards (3) 
Mountains Cards indicate that physical boundaries have separated and negatively 
impacted a civilization.

Countries Cards (3) 
The Countries Card indicates a population has been devastated by warring nations.

Death Cards (3) 
These cards demonstrate a society that is being killed off by a variety of ills.

Storm Cards (3) 
This card shows dangerous weather is wreaking havoc on a population.

Evil Cards (3) 
Evil Cards show bad influences are destroying this society.


