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Basic Controls

How To Aim

Tap on the character and haold
back. Adjust aim by sliding finger
up ar down.

How To Shoot

Release finger to shoot the larger
bubble inyour Bubble Switcher.

Before you can shoot again, you'll
first need to wait until your
HomeBase iconis fully charged.

How to Switch

Tap on the Bubble Switcher to switch
the order of your bubbles. The large
oneis the bubble you'll be shooting
with.

How to Trash

If neither bubbles fram the Bubble

Switcher is a color you need, you can
trash it by aiming directly in frontand
releasing
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BRIDGE

The 3 nodes located at the horizontal centre of
the BattleGrid is the only channel to connect
the 3 rings, and it 15 the anly way to perform
Inter-ring combos. The Bridge links up the
rings, therefore it's possible for the damage to
spread into other rings. This is a key part of the
game’s stirategy as you could potentially inflict
ahigh amount of damage and set up

mare cambos.

WHIRLPOOL

Whenever @ bubble enters the BattleGrid.
it triggers a suction in the Bridge and
sucks all remianing bubbles towards the
centre of the BattleGrid, forming a cluster.
You can contral how your opponent’s Grid
i= rearranged, by shooting your bubble
into either the upper or lower entrances,

COMBO/STUN

A Combo is when, @ succession of 3 bubbles
or more are popped by a single shot. When
you land a combo on your opponent; they will
be stunned momentarily and unable to shoot.
The duration of the stuns extend as the
number of bubbles in the combo increases
and additionally, if some of these bubbles are
located in the Bridge.

REBOUND

Once you've emptied a ring from your
opponent's BattleGrid, you can use it to
Rebound a bubble back into your own
corresponding ring to gain back
bubbles. This anly works however if
your ring is not empty. Be aware of the
bubble's calor that you're rebounding,
50 you don't pop your own bubble.
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The Duter Ring is the largest and toughest to clear out, But once you
have, you can use it to refill your Battlelrid with the most bubbles.
But beware, because this ring takes the longest time for bubbles to
travel through, you are left in the most vulnerable position (compared
to other rings) for being counter attacked, whenyou're execuling a
rebound strategy.

The Middle Ring is arguably the most important ring in the

BattleGrid. Using the BEridge, it connects the outer and inner rings
allowing you to perform powerful combos called Bridge Link Combos.
Once this ring s cleared you will no longer be able to link the other two
rings and any remaining rings will need to be cleared individually.

The Innner Ring is the smallest of the 3 rings and easiest to clear. The
dowmnside is that you won't be able to refill your-own BattleGrid with
many bubbles. Howewver it is the safest ring to use a rebound strategy.

Ink Wars uses a 3-Ring BattleGrid system.
They are made of the

Quter Ring (largest), Middle Ring (medium)
and Inner Ring (smallestl.

You can shoot bubbles inta the top or
bottom entrances of any of the

3rings. The rings are seperate from each
other, except on the horizontal section that
connects them together called the ‘Bridge’,
Iocated at the centra of the Battlelirid,

GAME MECHANICS

BATTLEGRID/HOMEBASE

This is the circular shaped area where the
character sits in. It's function changes
throughout the course of the match,
When the Clan Symbol is bright lit witha
golden light, the character is able to shoot
a bubble. After shooting, the light will
refill over time (see Speed rating) and the
character cannot take the next shot until
the Clan Symbolis fully charged again.
Use the refill time to your advantage by

CHARACTER STATS

Characters in the game have a set of 3 Stats: ATTACK | DEFENCE | SPEED

Each character holds a unique combination of these stats, giving them a different playstyle to one another.

Choose one that suits you,

Attack
o

DEF e

Defence

EPE e

Your ATTACK stat will determine how Your DEFENCE attribute determines how
often a Rainbow bubble and how often many different coloured bubbles you get
the right colored bubblesappears in your  inyour BattleGrid.
Switcher. Lv1:3 out of 6 colors
Lv2: & out of 6 colors
. Lv3:5 out of 6 colors
Lw& 6 out of 6 colors
It also affects how long youropponant is

stunned for, once they gat hit by a combao, _a_f'- :_-EIF} @ . 2
{ falss. . o
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planning your next move.

Speed

@)

ATT
DEF e

Your SPEED attribute will decide your
character's recovery time after firing a
shot. The higher the speed rating,

the faster the recovery.

i Media Hive Ltd 2015 - 2018. All Rights Reserved



Gisvad ADVANCED MECHANICS

SUPER-METER & SUPER-SHOT
¥ SUPER-METER | How It's Gained SUPER-BUBBLES

Shecks vour opponent and disables them
fer 15 seconts.

dowen by
B-12
bubbles

Ploughs through amy 3 bubbles in a row.
regardless of thelr color,

¥ SUPER-METER | How It's Used
OFFENSIVELY

@ N}
o » @@ + *’4

RN AL AL

Turns ail bubbles of the color you hit into
rainbow bubbles. In tirm you can pop these
rainbow bubbles with any bubble.

Once your super meteris full, Tapping on the Super-Equip button loads the Super-Bubble Into your Switcher

a Super-Equip button appears on You can still switch bubbles if you decide to save your Super-Bubble For later use.

the bottom-left corner, giving you When you have your Super-Bubble as the active Bubble in the Switcher, your

access to 1 of 5 Super-Bubbles® hero will glow white to show that he's charged and ready to fire the Super! Titrn all nesghaiiring bubbles af the color

that you kit into that sarme colar,

When you get stunned for longer then 3
seconds. and your super meter is at least 30%
filled, your HomeBase will light up into a green
color. This allows you to double-tap your
HomeBase to break out of the stun,

An awesome closeup shot of vour hero briefly Each Super-Bubble has a different impact on your opponent.
slides into the screen before your enermy fieels the Learnwhat they do to get the best out of any situation
full force of vour hera's wrath!

Strongest bubble in the game. Eliminates
all bubbles of the colour that you hitl
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ADVANCED MECHANICS

DYNAMIC BATTLE ENHANCERS

Battle Enhancers are PEWET’bﬂOStItEmS you The Battle Enhancer lcon
* | can activate during your match which either sits below your Character's Lv1 =10 Game Count upon activation
\/ weakens your opponent or strengthens yourself, Avatar. Tap on it to activate. LvZ = 20 Game Count upon activation
giving you an edge over battle! Some Enhancers : | . Lv 3 = 30 Game Count upon activation

suit certain Character-Types better than others, Lv4 = 40 Game Count upon activation
so choose the one that best suits your favorite Lv5 =50 Game Count upon activation

character. Each Enhancer has 6 levels. Lv 6 = 60 Game Count upon activation
Icer nas b le : Y, ¢

~ Purchasable using @) (Pearls) —

WHAT IT DOES: Gives you 40% chance of receiving rainbow WHAT IT DOES: Turns low attack character's weakness into WHAT IT DOES: Amplifies your overall stun power (including
bubbles for a fixed amount of time. an advantage. You gain Super Metre each time you dispose your regular shots and Super-Shats).

Wrong cnlﬂmd bubbles
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BEST SUITED FOR: RUSH TYPE, SPEED TYPE, SAFETYPE BESTSI.IITEIJ FOR: SAFE TYPE, BALANCE TYPE BEST USED AGAINST: DEFENCE TYPE. TUUGH TYPE

Note: you can only use ONE Level and Type of Enhancer durlng any given match.

WHAT IT DOES: Shuts down opponents whao often uses the WHAT IT DOES: Prevents your opponent from gaining Super WHAT IT DODES: Prevents defensive opponents whao often
Rebound stratagy to fill their Grid back up, Meter, shutting down their ability to comeback with & Super-5hot. disrupts your attack rhythm (by Stun-Breaking) from doing so
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BESTUSED Aﬁllllﬂ SAFE TYPE, SPEED TYPE BEST SUITED FOR: RUSH TYPE, POWER TYPE _TEI.II'I'EDHIH SPEED TYPE, RUSH T\"PE
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HERO TYPE

ATT eeeess———

SHILL

— DEF

| — SPE =—eessss——
I

Strength: High attack £ great speed, durable glass bubbles
Weakness: Average defence & speed

Strength: +1 extra attribute point
Weakness: No mawxes on any attribute

Key To Victory: Hero type is a good choice vs all other types.
Useyour +1 attribute point advantage to steadily control the
game and capitalize on your opponents mistakes.

Key To Victory: Use your high attack & speed to rush opponents
down. Having Roe Blocks adds durability toyour defence,
although sacrificing your ability to rebound using the middle ring.

ATT
SKILL —
Y
== SPE -
I

Strength: Harr for opponents to combo and stun you
Weakness: Average attack & speed

_ Strength: High stun & high chance of rainbouy bubbles
Weakness: Average defence & speed

Key To Victory: Play your shots wisely at the start because the
lenger the match continues, your strength might be neutralized.

Key To Victory: Set up as much combos as possible to pull off
stuns, and finish off your opponents while they are incapacitated.

@ :‘:.IEH TYPE

SKILL

—=- DEF
—— - ]
E—

Strength: Top Tier attack & defense

Weakness: Slowest recovery speed Weakness: Lowest chance of getting usable bubbles

Key To Victory: Clear out one of your opponents ring as soon as
possible. Then utilise Rebounds to force your opponent inta an
endurance game where they will eventually crumble,

Key To Victory: Since the chances of a usable bubble appearing in
your Bubble Switcheris high. Combined with your sterm defence,
pick your shots wisely as you can't afford to waste any.
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CHARACTERTYPES =

LEGEND
e Variable Attribute

Skill Required

SEILL

—,
| —)
—

Strength: All rounder

WWeakness: lack of all trades, master of none

Key To Victory: Similar to the HERD type, to win you have to seta
steady pace. While more effort is required, when played effectively
BALANCED type is a good choice against any opponent.

Strength: Fastest recovery after shooting
Weakness: Average atlack & defence

Key To Victory: Take advantage of your rapid-fire capability to
overwhelm your opponent.

Weakness: Low defence, easy to stun

Key To Victory: There's no time to waste
Utilize your offensive advantage to rapid-fire on your opponent.
Avoid lengthy matches to secure your victory.



TAKO HERO

TAKO HIPPIE
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TAKO BIKER

BATTLEGRID GUIDE

TAKO COP
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IKA COWBOY

IKAHOBO
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TAKO MARN

Ham

TAKOVIN
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IKARVAN
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TAKO JAMIE
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