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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.

~~~~~~~ EQUIPED

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.

~~~~~ DISARMED




flip the token to the Red side.

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

KNOCKBACK

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.

DAMAGESKNOGKBNUKEAKO)

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,

When a Legend suffers a successful Heavy Attack, it is pushed in
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Example 1: Hattori lands an Heavy Attack on Bad-
var by playing a 4. Bédvar has a Red token.
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Pushed 2 spaces

Pushed 1 space

Bodvar is knocked-back

3 spaces, across the KO Yo Py e v
. . , VALUE OF 4 (OTHER THAN SHADOW GLANCE),
line and is KO'd. RETURN ONE OF THEE TO YOUR HAND

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

Pushed 1 space

Pushed 2 spaces

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

ADDIIONARGAMEIMODES

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.
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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.

MATGHIEORMATS

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!
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POWERSERTRIGCERS

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.

DETAIEDIGOMBAT]

Important: Players are never required to apply an effect. They may choose whether or not to

trigger it.

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.

(1)

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.




ATTACK PHASE

ELUSSARY OF TRITEES <20

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.
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