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LegENdS, asSemBle! BeYonD tHesE paGEs liEs a baTtLegRoUnD. A coNteSt of sTreNgTh anD 
sKilL. ThiS isN’t juSt a caRd gaME—it’s a cLasH of deStiNIes. GraB yOur deCk, suMmoN yOur 
inNer waRriOr, anD faCE ofF in exPloSIve coMbaTs. FriEnDs beCOme riVAlS, taBleS beCOme 

arENas, anD bRagGinG riGhTs arE foRgeD in tHe heAt of baTtLe.

Don’t be foOleD by tHe eAsy enTry poInT! liKE tHe diGItaL bRawLer tHat inSpiREd it, wiTh 
itS siMpLe coNtRolS tHat leT neWcoMErS juMp riGhT inTo tHe acTiOn, tHis gaME reWArDs 
maSteRY anD wiT. BuIlD cuNniNg sTraTEgiEs, reAd yOur opPonENtS, anD unLeAsH deVAsTat-

inG coMboS. ThiNk faSt, pLaY boLd, anD caRve yOur leGEnD—beCAusE in tHis arENa, onLy onE 
figHteR wiLl sTanD viCtoRIoUs!

WELcOME TO BrAWlHALlA:WELcOME TO BrAWlHALlA:
ThE CARd GAMEThE CARd GAME
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6 LegENd ChaRAcTer caRdS
120 AcTiOn caRdS
(20 caRdS peR leGEnD)

6 doUbLe-siDEd weApoN caRdS
(1 caRd peR leGEnD)

12 KO caRdS
(4 seTs of 3 caRdS)

20 doUbLe-siDEd
teRraIn caRdS

6 LegENd sTanDeEs
4 doUbLe-siDEd 
daMAge toKEnS 4 flamINg sWorD toKEnS

6 LegENd ChaRAcTer caRdS
120 AcTiOn caRdS

6 doUbLe-siDEd weApoN caRdS
(1 caRd peR leGEnD)

ComPonENtS

4 doUbLe-siDEd 

(20 caRdS peR leGEnD)

4 doUbLe-siDEd 
daMAge toKEnS
4 doUbLe-siDEd 

20 doUbLe-siDEd

+1 Knockback

+2 Knockback

Air space
Platform space

Legend Power

Health Tracker

Card Value

Knockback Bonus

Special Effect

Weapon Name

Weapon Power

Card Name

Front

Back

Number

Bonus
Game Over

4 doUbLe-siDEd AiD caRdS
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DurINg liGhT coMbaT, WhEN YoU ARE tHe 
atTacKer, PlACE yOur firSt caRd faCE 

doWn anD reVEal it on yOur neXt tuRn

PlaYer 1 PlaYer 2

SetUP (1v1)
Set up the Arena for a 2-player (1v1) by placing the Platform/Air cards and Flaming Sword tokens as shown below (for convenience, all Arena cards are referred to as “spaces”).

Each player:

• Chooses their Legend.

• Places the corresponding Legend card in front of them, then put the matching Standee on the top row of the Arena.

•  Places the corresponding Weapon card. Each Legend has its own color-coded, double-sided Weapon card. A Legend cannot use another Legend’s weapon.

• Places their Damage token nearby.

•  Takes their 20 Action Cards (4 of each value from 1 to 5), and places the deck face down next to their Legend Card. 
Each Action deck is color-coded and belongs to a specific Legend. Cards from different Legends cannot be mixed.

•  Takes 2 KO cards. Card #1 at the bottom and Card #2 on top.

• May takes a Game Aid card.

• Shuffles their Action deck, then draw 4 cards to form their starting hand.

AreNA

KO caRdSWeApoN caRd daMAge toKEn

aId caRd LegENd caRd acTiOn caRd deCk

sTarTinG HanD

StaNdeE StaNdeE

FlaMInG sWorD FlaMInG sWorD
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How to pLaY
Brawlhalla: The Card Game is played in a series of rounds where each player performs 2 Actions.
The game ends when all but 1 Legend or team is fully knocked out.

The youngest player takes the first turn. Play then proceeds clockwise. In a 2-vs-2 match, passes to 
the next team (see Match Formats p.11). 

The active player may perform up to 2 Actions per turn — either 2 different Actions or the same
Action twice — chosen from the following: MOVE, DELAY, or ATTACK. 

MovE
The player plays 1 Action card and may move up to the value shown on the card, from 1 adjacent
space to another, in any direction — but never across more than 3 consecutive Air spaces. The 
player may choose to move fewer spaces than the card’s value. When performing a Move Action, a 
Legend moves space by space. Each new space must share a side or a corner with the previous one.

A Legend may pass through a space occupied by another player, but can never end their movement 
on the same space. The Legend may end their movement on either a Platform or an Air space. 
Then, the player discards the card that was played.

A player cannot move up or down through a Platform or 2 Platform spaces that are directly adja-
cent on the same line, as they form a single continuous Platform. 

A player may move their Legend in any path they choose. Movement is 
not restricted to straight lines. Combinations of directions are allowed 
during the same movement.

Example: 
Nix play a 2 so she can move 2 spaces in Straight Line 
or Diagonally.

NixNix

Example: Nix played a 4 to reach the space under Yumiko. She can’t move across more than 
3 consecutive Air space so she need to move on at least 1 Platform during her movement.

YumIKo

Nix
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Note: Off-stage spaces are treated as Air spaces (see p.8).

DelAy
The player who decides to Delay performs both steps in order:

1. GraVIty

Legends are affected by gravity!

If a Legend is positioned on an Air space of the Arena, they must fall one space downward (diago-
nally or vertically).

Platform spaces prevent falling. If a Legend were to land on a space already occupied by another 
player, it must adjust its fall to land on the nearest available space to its left or right. If all three 
spaces are unavailable, the Legend remains in its current space.

2. DraW acTiOn caRdS or SwaP weApoN

Draw: Take 2 cards from the top of your deck and add them to your hand. If your deck 
is empty, shuffle your discard pile to form a new deck, then take 1 level of damage.

If you are already at the red damage level, your Legend is KO’d.

OR

Swap / Recover Weapon: Flip your Weapon card to its opposite side to gain access 
to a new weapon.

If your Legend is Disarmed, recover your weapon by flipping the Flaming Sword token 
to its Equipped side (see Weapons p.9).

Example: Player 1 performs a De-
lay Action. Gravity is then applied. 
However, since Player 2 is directly 
below, Player 1 may choose to 
land on the space to the left or 
right instead.

PlaYer 1

PlaYer 2

downward (diago-

 by another 
 to its left or right. If all three 
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AtTacK 
The player who decides to attack (the attacker) must have their Legend in a space adjacent to the 
opponent’s Legend (the defender) or within range if they have a power that specifies this. 

Unlike Platforms, Legends do not block line of sight.

When using a Power that allows a ranged attack, the attacker may target any opponent within 
range, even if another Legend stands between them.

Before an Attack begins, the Attacker declares whether the Attack is Heavy or Light. The active
player is the Attacker. 

Example: Yumiko declare an 
Attack. Using her Kami Bow, 
she can target Bödvar or 
Nix, but not Hattori, as the 
Platform blocks the attack’s 
line of sight.

AtTacKer

AdJacENt

raNge

BÖdVar NIXYumIKo

HatTorI

Important: Light Attacks can be performed with or without a Weapon. However, a Heavy
Attack can only be performed when the Legend is equipped with their Weapon.
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EnD of a pLaYer’s tuRn
At the end of their turn, a player cannot have more than 6 cards in their hand. If this is the case, 
they discard as many cards as they wish to reduce their hand to 6 cards.

EnD of GamE
A Legend is eliminated as soon as it draws its last KO card (#1).

The game ends when only one Legend remains in the Arena — that Legend wins!

LigHt

1. The Attacker plays ONE Action card face up (except if a specific bonus applies).

2.  The Defender may play one or more cards, adding up the values — the total must at least match 
the Attacker’s Action card value to successfully defend.

3.  The Attacker may then add one or more Action cards from their hand to exceed the Defender’s 
total.

4. Phases 2 and 3 repeat until a player chooses to pass. The Attack then proceeds to Phase 5.

5.  Check if the Attack hits: 

  If the Attack value is higher than the Defense value, the Attack succeeds and the Defender
takes 1 Damage (see p.10).

  If the Defense value is equal to or higher than the Attack value, the Attack is blocked and no 
Damage is dealt. 

6. All cards played are discarded.

HeAvy

1. The Attacker plays 1 Action card face up.

2. The Defender may play 1 Action card of the exact same value as the Attacker’s card.

3. Check if the Attack hits:

  If the Defender does not play a card, the Attack is successful. The Attacker applies Knock-
back based on the Defender’s damage level, the Knockback value of the card played, and any 
relevant special effects (see p.10).

  If the Defender plays one Action card with a value exactly matching the Attacker’s card, the 
Attack is dodged. Combinations or higher-value cards do not count — it must be an exact 
match.

4. All cards played are discarded.

Example: Bödvar is the Attacker and plays a 2. Hattori is the Defender and plays a 3. Bödvar 
decides to add a 3 for a total of 5 to exceed Hattori’s defense. Hattori then plays a 5 for a total 
of 8. Bödvar passes, the Attack is blocked, and no Damage is dealt.

Example: Bödvar is the Attacker and plays a 3. Hattori is the Defender and plays a 3 to dodge
the Heavy attack. 

If Hattori didn’t have a 3, Bödvar would have hit with his Attack.
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Example: Mordex starts his turn in an empty Air space just outside the left edge of the 
Arena (an Off-stage space). He plays an Action card (value 3) and uses it to move through 
Off-stage spaces to return safely onto a Platform.

The ARENA
The Arena consists of Platform and Air spaces. Platform spaces block movement both from above 
and below — a Legend cannot move through or pass under a Platform.

The Arena also includes a set of empty spaces adjacent to its outer edges, called Off-stage spaces
(represented by stars in the diagram below).

A Legend can move through or be knocked back into these virtual spaces, which are treated as Air
spaces. If a Legend moves beyond the Off-Stage spaces and crosses the KO Line (shown as the red 
dotted line in the diagram), they take Damage or are KO’d (see Damage, Knockback & KO p.10).

PlaTfoRm sPacE Air sPacE

OfF-sTagE sPacESKO LINE

MORdEX
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weApoNs
A Legend equipped with a Weapon can use that weapon’s special power and perform both Light
and Heavy Attacks.

A Legend without a Weapon is considered unarmed: they may still perform Light Attacks, but 
cannot perform Heavy Attacks and do not benefit from any weapon power.

PicKinG Up a WeApoN (FlaMInG SwoRd TokEN)
To pick up a Weapon, a player must move through or end their 
turn on a Flaming Sword token.

When they do, they place the token (on its “Equipped” side) on 
their Weapon card, to show that their Legend is now armed.

At the start of the game, one Flaming Sword token is placed on 
the Arena for each player. A Legend may pick up any available 
token on the Arena, but can never carry more than one 
Weapon at a time.

LosINg a WeApoN – DisARm
Some Powers can disarm Legends. When this happens, the player whose Legend is Disarmed
flips their Flaming Sword token to its “Disarmed” side and leaves it on their Weapon card. 
While Disarmed, the player cannot use their Weapon for Attacks.

Light

Note: A player may choose not to use their weapon’s special 
power, even if their Legend is equipped and the conditions to 
use it are met.

Reminder: Using the Delay Action allows a player to swap their 
Weapon card to the other side, effectively changing Weapons
and gaining access to the new Weapon’s Power.

 for Attacks.

 may choose not to use their weapon’s special 

Important: To recover a Disarmed Weapon, 
a player must perform a Delay action to 
re-equip their Weapon. 

EquIpeD
” side) on 
armed.

 token is placed on 
 for each player. A Legend may pick up any available 

diSArMed

LegENdS weApoNs
BödVar

HatTorI

yUmiKO

orIon

niX

moRdeX
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DamAGe, kNocKbaCk & ko 
Each Legend begins the game at full health, with no Damage token. 
When a Legend takes Damage, place the Damage token on its Legend 
card with the Yellow side face up. If the Legend takes Damage again, 
flip the token to the Red side.

A Legend can never exceed 2 Damage levels. 
The token does not go beyond Red.

KnoCkBacK
When a Legend suffers a successful Heavy Attack, it is pushed in 
the direction opposite to the Attacker.

If the destination space is already occupied by another Legend, 
place the knocked-back Legend on the nearest adjacent free
space instead. The number of spaces a Legend is knocked 
back depends on its current damage level:

 • No Damage token: No Knockback

 • Yellow token: pushed 1 space

 • Red token: pushed 2 spaces

Then, add the value of the Action card played by the attacker:

 • 1-2 = No Knockback

 • 3-4 = pushed 1 space

 • 5 = pushed 2 spaces

The Knockback immediately ends if the path is blocked by a 
Platform.

KnoCkBacK & KO LinE
If a Knockback pushes a Legend beyond the KO Line, that 
Legend takes 1 level of Damage for each additional space
crossed beyond that line and remains in the Off-Stage area.

If the Legend already has a red Damage token when crossing 
the KO Line, or if this new Damage pushes their level beyond 
red, the Legend is immediately KO’d.

DamAGe, kNocKbaCk & ko 
 token on its Legend 

Example 1: Hattori lands an Heavy Attack on Böd-
var by playing a 4. Bödvar has a Red token.

Pushed 2 spaces

Pushed 1 space

Bödvar is  knocked-back
3 spaces, across the KO
line and is KO’d.

Reminder: A Legend can never move beyond the KO Line.

Bödvar is knocked-back 3
spaces, crossing the KO line. 
He flips his Damage token 
from yellow to red.

Pushed 1 space

Pushed 2 spaces

Pushed 

Example 2: Hattori land an Heavy Attack on Bödvar 
by playing a 5. Bödvar have is Yellow token.

HatTorIBÖdVar

Heavy Attack on Böd-
. Bödvar has a Red token.
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BliTz ModE
There are no KO cards — being knocked out of the Arena results in instant elimination. 

DisCovERy ModE (RecOMmeNdeD foR firSt gaMEs)
The Discovery Mode is the perfect way to learn the basics before introducing the full depth of 
Powers and effects.

This mode lets new and younger players focus on the core gameplay — moving, attacking, and 
using their Legends — without having to manage complex effects just yet.

In this mode:
• Players ignore all effects written on their Action cards.
• Only Legend Powers and Weapon Powers are active.
• All other rules (movement, attacks, damage, and KO) remain the same.

maTcH foRmaTs
1v1 – DuEl

• A tactical battle between two players. 
• Each player controls their own Legend and deck.
• The last player standing wins.

2v2 – TeAm BatTle

• Four players form two teams of two.
• Each player uses their own deck and Legend. 
• A team is eliminated when both teammates are out. 

Turns proceed in this order:
Player 1 (Team A)    Player 1 (Team B)  Player 2 (Team A)    Player 2 (Team B)

FreE-foR-AlL (3 or 4 PlaYerS)

• Every Legend fights for themselves!
• Each player uses their own deck and Legend.
• The last surviving Legend wins — no alliances, no mercy!

KO & ResPawN
When a Legend is KO’d, follow these steps:

1. Draw the top KO card and place it face up next to the Legend card.

2. Remove the Damage token from the Legend card.

3.  Remove the Flaming Sword token from the Weapon card (if any). The KO’d Legend is now 
unarmed and must pick up their weapon again before they can use it.

4. Respawn the Legend on any top-row space of the player’s choice.

5.  The opponent who caused the KO (or the next player clockwise, if none) places the Flaming 
Sword token on any available Platform space of their choice.

If a player draws their final KO card (#1), their Legend is eliminated, and the game ends for them 
immediately!

KO CarDs
Each player starts the game with 2 KO cards:

 • Card #2 provides a bonus effect.

 • Card #1 means Game Over — the Legend is eliminated.

Whenever your Legend is KO’d, reveal the top card of your KO deck and place it face up next to 
your Legend card.

On your turn, you may use a revealed KO card (#2) to gain one of the following bonuses:

 • +1 Knockback on a successful Heavy Attack

 • +1 Damage on a successful Light Attack

 • +1 additional Action (Move, Attack, or Delay)

AdDitIonAL GAME MODES 
ClaSsiC ModE 
Each player now has a set of 3 KO cards (#1, #2, and #3). Playing in Classic Mode tends to make 
games last longer.

Note: Each player uses their own KO cards — KO cards are not shared.

When a player is eliminated, their teammate continues to play, taking their turn after each 
opposing team member.

11



poWErS & tRigGerS 
Some Action cards feature Powers with Triggers indicating when their effects occur — for exam-
ple, after moving, during Attack, or after Attack.

If multiple effects are triggered at the same time, each player may only apply one effect per identi-
cal trigger.

Unless otherwise specified, a Power can be used by either the Attacker or the Defender, and ap-
plies in both Light and Heavy combat.

DetAilED coMbaT pHasES

1. DecLarE atTacK

 •  If the active player (Attacker) is adjacent to or within range of an opponent, they may 
choose the Attack action.

 •  The Attacker declares the type of Attack: Light or Heavy. A Heavy Attack can only be 
performed if the Legend is equipped with a Weapon.

2. PrePAraTIon (BefORe)

 • The Attacker plays one card face up (Except if a Power states otherwise).

 •  Apply any effects with the “Before” trigger condition. Only the Attacker may trigger
“Before” effects.

3. AcTiOn (DurINg)

The Defender now plays their card(s) depending on the type of Attack:

 •  Light Attack:
o The Defender plays one or more cards to match or exceed the Attacker’s total.
o  The Attacker may then add more cards to exceed the defender’s total, and so on, until one 

player passes.

 •  Heavy Attack: 
o  The Defender may play only one single card with the exact same value as the Attacker’s 

card. No modifier can affect the card value.

During a Light Attack, multiple cards with a “During” effect may be played. Each player may trigger 
only one effect of each type (Before, During, or After) per Attack phase, even if multiple cards are 
played. A “During” effect must be triggered immediately when the card is played — it cannot be 
activated retroactively.

4. ResOLve AtTacKs

Compare the final totals:

 • Light Attack:

  o If the Attacker’s total is higher, the Defender takes 1 damage.

  o  If the totals are tied or lower, the Attack is dodged, and therefore the Defender suffers 
no damage.

 • Heavy Attack:

  o If the Defender did not play a matching card, the Attack hits and applies a Knockback.

  o  If the value matches, the Attack is dodged, and therefore the Defender isn’t 
knocked back.

5. AfTer AtTacK (ResOLutIon) 

 • Apply all effects with the “After” condition.

  o Resolve the Attacker’s effects first.

  o  Then resolve the Defender’s effects.

 • Finally, all Legends involved in the Attack discard all their played cards.

SeqUenCe SumMarY
1. Declare  Choose Attack type.

2. Before  Apply preliminary effects.

3. During  Apply effects as cards are played.

4. Resolve  Compare totals. Apply Damage or Knockback.

5. After  Apply post-attack effects and discard all played cards.

Important: Players are never required to apply an effect. They may choose whether or not to 
trigger it.
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GloSsaRY of TrIGgERs 

atTacK PhaSE
BefORe AtTacK Triggers during the Preparation Phase of a Light or Heavy Attack — can only be performed by the Attacker.

BefORe LigHt AtTacK Triggers during the Preparation Phase of a Light Attack — can only be performed by the Attacker.

BefORe HeAvy AtTacK Triggers during the Preparation Phase of a Heavy Attack — can only be performed by the Attacker.

DurINg AtTacK When played, it immediately triggers the effect during the Action Phase of a Light or Heavy Attack — can be performed by both the Attacker and Defender. 

DurINg LigHt AtTacK When played, it immediately triggers the effect during the Action Phase of a Light Attack — can be performed by both the Attacker and Defender. 

DurINg HeAvy AtTacK When played, it immediately triggers the effect during the Action Phase of a Heavy Attack — can be performed by both the Attacker and Defender. 

AfTer AtTacK Triggers during the After Phase of a Light or Heavy Attack — Resolve effects in order: the Attacker’s effect is applied first, followed by the Defender’s effect.

AfTer LigHt AtTacK Triggers during the After Phase of a Light Attack — Resolve effects in order: the Attacker’s effect is applied first, followed by the Defender’s effect.

AfTer HeAvy AtTacK Triggers during the After Phase of a Heavy Attack — Resolve effects in order: the Attacker’s effect is applied first, followed by the Defender’s effect.

MovEMenT PhaSE
BefORe MovE Triggers before the Legend makes its movement.

AfTer MovE Triggers once the Legend has finished moving.

LegENd PowER This effect is always active and is triggered automatically whenever the conditions described in its text are met. A Player may decide not to use their Legend Power.

atTacK PhaSE
BefORe AtTacK Triggers during the 

BefORe LigHt AtTacK
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