
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. 
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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.
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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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CreDITs
DesIGneR: ManUel RozOy

IlLusTraTOrS: TbD

CreAtiVE DirECtoR: GarY PaItRe 

ExeCUtiVE ProDUceR: ThoMAs FilIPpi

ArT DirECtoR: MarIe-MicHèle AyOtTe 

3D ArTisTs: BapTisTe ColLaY

VidEo: GeOrGe GeOrGeAdiS 

ProOfReAdeR: TbD

FreNcH tRanSlaTIon: TbD

AdMinIStRatIVe CoOrDinATor: CamILle LedUC

TesTerS:  AliCE PaItRe, ElLiE PaItRe, EmiLIe SalLes, AudReY TreMbLaY, ValENtiN VeAuvY, 
SebAStiEn BaUdeT, CyrIL DupONt, SimON GoUdReAulT, JosHuA KenNetH, BroOk 
BurGh, EriC DevLin, JefFreY JohNsoN, TomA DubOC, GuIlLaUme MonTiAge, GabY 
RozOy, PatCho. 

© 2025 FLYOS GAMES inc. All Rights Reserved. 

©  Blue Mammoth Games. Brawlhalla is a registered or unregistered trademark of Blue Mammoth Games in the US and/or other countries. Ubisoft and the Ubisoft logo are registered or unregistered 
trademarks of Ubisoft Entertainment in the US and/or other countries. Blue Mammoth Games is a Ubisoft Entertainment company.

MaEsTro meDIa teAm:

GraPhiC DesIGn: PetER WocKen

ProDUcT DevELopMenT: WilL FosTer

CusTomER ExPerIenCe: CodY UnDerWoOd

CusTomER ExPerIenCe: TroY ThoMpSon

CusTomER ExPerIenCe: ChaRliE GilL

RulEBoOk EdiTOr: KylE CogHilL

COo: EriC BerTraNd

CEo: JavON FraZIer

MarKetINg: ValA MarKetINg

DirECtoR of SalES anD MarKetINg: RyAn LumAX
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