
Duel
Family Card Game 
by Kevin G. Nunn 

 
Objective 
Control the majority of the game grid. 
 
 
Setup 
Choose a start player. 
 
Each player—beginning with the non-start player—chooses a deck to play.   
 
Shuffle your deck and draw a hand of 4 cards. 
 
 
On Your Turn 
Choose an action, then refill your hand to 4 cards.   
 
There are five actions you may choose: 
 
Action 1: Play a card to an empty space. 
Action 2: Play a card to an enemy space. 
Action 3: Add a card to an attack. 
Action 4: Move a card one space. 
Action 5: End the game. 
 
 
Action 1:  Play a card to an empty space 
Duel is played on an imaginary 3x3 grid.  The grid is defined by card placement.  
Choose a card from your hand and place it into one of these spaces.  Your card 
may be played play face up or face down.  This is entirely your choice. 
 
You may also reveal any of your own face-down cards that you wish at this time.  
You may not reveal your face-down cards during your opponent’s turn. 
 
 
Action 2:  Play a card to an enemy space 
When playing a card into a space containing an enemy card, it must be played face up.  Then reveal 
the enemy card. 
 
(a) If your card’s strength is greater than or equal to that of the enemy card, discard the enemy 

card and leave your card in its space. 
(b) If the enemy card’s strength is greater than yours, both remain.  There is now a battle for this 

space.  You are the attacker.  Your opponent is the defender.  Leave your card atop your 
opponent’s card.  You may play more cards there later to defeat the enemy card. 

 
 
Action 3:  Add a card to a battle 
You may add cards to a space if you are the attacker there.  You may not play cards to a space when 
you are the defender. 
 
Just as when playing a card into a space containing an enemy card, this new card must be played 
face up.  Add the strength of the new card to your other cards there.  You win the space by meeting 
or exceeding the enemy card’s strength.  When this happens, discard all cards except the last card 
played.  This card remains to take ownership of the space. 
 
 



Action 4:  Move a card one space 
You may move any of your cards that is not in a battle. 
 
Your card may move one space orthogonally (up, down, left, or right).  It 
may move into an empty space or a space held by an enemy card.  If you 
move into a space held by an enemy card, battle as described for Action 2 
and Action 3.  You may not move your card onto a space already controlled 
by one of your cards. 
 
 
Action 5:  End the game 
You may declare the game immediately over if either you or your opponent 
has no cards remaining in deck and three or fewer cards in hand. 
 
At this moment, count how many spaces each player controls.  In the case of ongoing battles, the 
space is counted for the defender.  The player who controls more spaces is the winner.  In the case of 
a tie, the tie is broken in favor of the player whose space-holding cards have the highest total 
strength. 
 
 
The Extra Actions 
There are two other actions you may carry out on your turn—Reveal and Concede.  You may do 
these in addition to any one of the 5 actions described above.  You may do them at any time during 
your turn, as many times as you wish. 
 
Reveal: You may reveal one of your cards.  Turn it face up and carry out any e�ects listed as “when 
this card is revealed...” 
 
Concede.  Surrender a battle in which you are the defender.  Discard all cards in this battle apart 
from the topmost enemy card.  That card remains to take ownership of the space. 
 
 
Special Abilities 
Many cards in Duel have special abilities which enable you to do things beyond the normal rules of 
the game.  A card must be face up before its special ability may be used.  Some special abilities are 
more common and described here: 
 

Strike When this card is revealed, you may orient it into the grid any way you 
wish—upright, upside down, lying to the left, lying to the right.   
 
The arrows on the card indicate the spaces this card is striking at.  If there is 
a battle in one of these spaces, its strike is added to the attack. 

Boost When this card is revealed, you may orient it into the grid any way you 
wish—upright, upside down, lying to the left, lying to the right.   
 
The arrows on the card indicate the spaces this card boosts.  Add its boost 
strength to the total strength of any cards you have defending this space. 

Ally Cards with the Ally ability may be played onto a friendly card.  These cards 
add their strength together when defending.  A card with the Ally ability 
may be played into a battle in which you are the defender. 

Merge Merge is a stronger version of Ally.  Cards with the merge ability may be 
played onto a friendly card.  These cards then add their strength together.  
When a merged cards attack, defend, and move as if they were a single card. 

 
 
Some special abilities are rare or unique.  These will be explained on the card itself. 
 
 


