
Scratch My Back requires 2 or more players. 3-5 players works best.

Objective:
To win as many positive cards* and as few negative cards as possible.

Setting Up:
Nominate a dealer. They shuf�e, then deal seven cards to each player. 
All other cards are placed face down on the table, forming the Draw pile.
The player to the left of the dealer starts the �rst round.

Starting a New Round:
The starting player places a Request card from their hand on the table. 
Next they select an opponent and audibly make a request of them, using 
the language on their Request card as a guide (improvisation is ok).

Note: If the starting player doesn’t have a Request card, they may discard any card from their 

hand to the table in exchange for a new card. This is repeated until a Request card is picked up. 

Continuing the Round: 
The Requested player must now respond with a card from their hand.
As the ‘summary of the cards’ diagram below shows, any card with a 
defending icon      can be played in response to a Request card.
What happens next depends on the card that was played. 
Generally, play alternates between the Request Maker and the player they 
requested. This continues until agreement is reached, or a player folds.

Important Game Concepts: 
Cards with an attacking icon      are played by the Request maker. 
Cards with a defending icon      are played by the Requested player.
On a player’s turn they must play an appropriate card, or fold.
A player may play more than one card on their turn, and they can 
improvise the language on a card as they see fit.

End of a Round and Scoring:
A round ends when either an Agree card is played, or a player folds.
Cards played in the round are put aside and scores calculated as follows: 

If a player plays an ‘Agree’ card: they ‘win’ all cards played in the round. 
Their success in the round is determined by the number of positive versus 
negative cards played in the round. 
E.g. if four positive cards, and one negative card were played, a player would 
score three points (4-1=3 points).
Note: Players can either tally their scores on paper, or keep all the cards they ‘win’ in a pile.  

If a player folds (fails to play a legal card): they pick up all negative cards played 
in the round, while their opponent wins all the positive cards.
E.g. If three positive cards and five negative cards were played, the folding 
player would score -5 points and their opponent would score 3 points.
Note: A player may voluntarily fold after taking at least one turn in a round.

Other Ways to Score Points:
If a player has two request cards with the same icon in their hand, these can 
be discarded, earning the player two points.
Should a player have a Request card in their hand of the same suit as that in 
play, they may play this and an Agree card together on their turn.

Setting Up for the Next Round:
The person who scores the most points in a round starts the next round. 
Before starting each new round, all players pick up from the Draw pile, so that 
they have seven cards in their hand. The round winner picks up �rst.
If a player scored zero points after playing an Agree card, their opponent starts 
the next round.

End of the Game:
The game ends when the Draw pile is exhausted and all Request cards played. 
All remaining cards in a player’s hand are discarded.
A player’s �nal score is the net sum of the positive cards and negative cards 
they won in the game.  
The player with the highest score at the end is the winner.

To view an animated tutorial outlining the rules and concepts, visit www.scratchmybackgame.com/downloads.html

  

Summary of the cards:
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*Cards with a      icon, and Request cards are worth 1 point. All other cards are worth -1 point.
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Defending Moves:
(Played by the Requested Player).

 

Why:
The player queries the request.

  

Decline:
The player refuses the request, without 
elaborating why.

Excuse: 

 

The player makes an excuse outlining why
they can’t perform the request.

Pass it on: 
 The player selects another to continue

the conversation in their place.They play
next.  

Command: (the trump card)

  

The player forcefully refuses the request. 
The opponent must reply likewise, or fold. 

  
 

Scratch My Back: 

 

The player agrees, but makes a new request
in return (thus they must also play a Request 
card from their hand). 
This reverses the roles of Attack and Defence. 
  

Agree:

  

The player agrees to their opponent’s 
request, ending the round.

 
  

Possible 
Replies:

Attacking Moves:
(Played by the Request Maker).

Why:

  

The player queries their opponent’s refusal.

  

Reason:
The player gives a reason why their opponent 
should reconsider an earlier refusal.

 

Pass it on:
The request maker asks another player to 
perform the request instead. This player now 
enters the dialogue, playing next.

 

  

Command: (the trump card)
The request maker demands that their request 
be met. An opponent must play likewise, or fold.

  

 

 
 

 

  

 

 

 

Possible 
Replies:

Agree:
The request maker accepts their 
opponent’s refusal, ending the round. 

Used for making requests of opponents. There are eight different request card suits. 
Each Request card has a unique keyword. 

Reload: 
The player draws from the deck, replenishing their hand 
to seven cards, after which they play again.

Kindness:
The player compliments their opponent, increasing the 
number of positive cards played in the round by one, 
after which they take another turn. 

Special Cards: (Can be played at any time on a player’s turn).

Request Cards: (Used to start a round, or played together with a Scratch My Back card).
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Possible 
Replies:
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