
Love Letter: Batman™ Edition – Rules
“Gotham city is a city of innovation, and danger. Many
among the world’s most dangerous villains conspire to
make Gotham City their own playground. Their chaos
would wreak havoc on the honest people of Gotham
City were it not for the dedication of their secret
protectors, Batman and Robin.”
- A game by Seiji Kanai, for 2-4 players ages 10 and
up
OBJECT
The famous Arkham Asylum has been breached, and
its most dangerous criminals have emptied into the
streets of Gotham City. The object of the game is to
collect Batman Tokens. Earn Batman Tokens by
arresting dangerous villains, and taking down your
rivals. The first player to earn 7 Batman Tokens over a
series of rounds wins!
COMPONENTS
Your game of Love Letter: Batman Edition should
include the following. If it does not, contact
customerservice@alderac.com for assistance.
* 16 game cards
* 4 reference cards
* 25 Batman Tokens
* 1 Utility Pouch or Cardboard Box (Edition dependent)
GAME CARDS
Each different card name represents Batman, Robin or
a Villain.
Each card has a value in the upper left corner—the
higher it is, the more powerful it is.
SETUP
Shuffle the 16 cards to form a face-down draw deck.
Remove the top card of the deck from the game
without looking at it.
If you are playing a two-player game, take three more
cards from the top of the deck and place them to the
side, face up. They will not be used during this round.
Each player draws one card from the deck. This is the
player’s hand, and it is kept secret from the others.
Whoever most recently served justice to a corrupt
world may go first. Alternatively, the youngest player
may go first.

HOW TO PLAY
Love Letter: Batman™ Edition is played over a series
of rounds. Each round represents one night of
crime-fighting in Gotham City. At the end of each
round, one player will have the most dangerous Villain
in their custody (in their hand) or will be the only one
left standing after all of the other players are
eliminated. When one Dark Knight has collected 7
Batman Tokens for his or her bravery, that player wins
the game!
TAKING A TURN
On your turn, draw the top card from the deck and add
it to your hand. Then choose one of the two cards in
your hand and discard it face up in front of you. Apply
any effect on the card you discarded. You must apply
its effect, even if it is bad for you. See the Cards
section for the effects of each individual card.
Likewise, if you have any questions about special
cases regarding the card, you’ll find the answer there.
All discarded cards remain in front of the player who
discarded them. Overlap the cards so that it’s clear in
which order they were discarded. This helps players
figure out which cards other players might be holding.
Once you finish applying the card’s effect, the turn
passes to the player on your left.
OUT OF THE ROUND
If a player is knocked out of the round, that player
discards the card in his or her hand face up (do not
apply the card’s effect) and takes no more turns until
next round.
HONESTY
A player could cheat when chosen with Batman, or fail
to discard The Joker when that player has Poison Ivy
or Two-Face in hand. We say, “You scum. Your kind
should never be allowed to walk the streets among
hard-working citizens again.” So don’t play with people
who cheat!
END OF A ROUND
A round ends if the deck is empty at the end of a turn.
The city has been cleared of criminals and it’s time to
resolve the round. Only player’s who still have a
hidden card in hand participate in the resolution.
All players still in the round reveal their hands. The
player with the highest ranked card wins the round. In
case of a tie, the player who discarded the highest
total value of cards wins.
A round also ends if all but one are out of the round, in
which case the remaining player wins.
The winner receives a Batman Token. If no one has a
total of seven Batman Tokens, shuffle all 16 cards and
play a new round following all of the setup rules.
The winner of the previous round goes first.
WINNING
A player wins the game after collecting seven Batman
Tokens.



THE CARDS
Here are brief profiles of the cards in the game. Note:
By the value there is a small series of pips that
represent how many copies of that particular card are
in the deck.
8: THE JOKER
The antithesis of Batman, The Joker is the
embodiment of sadistic, murderous chaos. The Joker
lives for madness and destruction; his pranks put the
entirety of Gotham City in danger.
If you discard the Joker—no matter how or why, even
to Poison Ivy—you just let the most dangerous villain
in Gotham City escape. You are out of the round to
brood.
7: HARLEY QUINN
Before her decent into madness, Dr. Harleen Quinzel
was a psychiatrist assigned to Arkham Asylum. But
the young doctor became obsessed with The Joker’s
crazed criminal mind and devoted her life to making
him happy and spreading his bloody brand of
mayhem.
Unlike other cards, which take effect when discarded,
the text on Harley Quinn applies while she is in your
hand. In fact, she has no effect when you discard her.
If you ever have Harley Quinn and either Two-Face or
Poison Ivy in your hand, you must discard Harley
Quinn. You do not have to reveal the other card in your
hand. Of course, you may also discard Harley Quinn
even if you do not have one of the two named cards in
your hand.
6: TWO FACE
Former Gotham City district attorney Harvey Dent was
driven insane after a disfiguring attack. Now he leaves
life to chance, dishing out peace or destruction based
on a coin flip.
When you discard Two-Face, trade the card in your
hand with the card held by another player of your
choice. You cannot trade with a player who is out of
the round, or with someone protected by Robin. If
Robin protects all other players still in the round, this
card does nothing when discarded.
5: POISON IVY
A maddened eco-terrorist, Poison Ivy is a master of
toxins and mind-controlling pheromones. Can Batman
resist her chemically enhanced charms?
When you discard Poison Ivy, choose one player still
in the round (including yourself). That player discards
his or her hand (do not apply its effect) and draws a
new card. If the deck is empty, that player draws the
card that was removed at the start of the round.
If Robin protects all other players, you must choose
yourself.
4: ROBIN
Constant companions to Batman, Robin fights crime
alongside with the Dark Knight. The Boy Wonder has

proven a valuable asset, as a second pair of eyes in a
fight can be as important as a weapon.
When you discard Robin, you are immune to the
effects of other players’ cards until the start of your
next turn. If Robin protects all players other than the
player whose turn it is, the player must choose him or
herself if possible.
3: BANE
A deadly combination of incredible physical strength
and imposing intellect. Bane is one of the few
criminals to have truly hurt Batman, putting him in
traction after one of their encounters.
When discarded, choose one other player still in the
round. You and that player secretly compare your
hands. The player with the lower rank is knocked out
of the round. In case of a tie, nothing happens. If
Robin protects all other players still in the round, this
card does nothing.
2: CATWOMAN
The world’s greatest cat burglar, Catwoman has had a
confusing relationship with the Dark Knight, going
from enemy to ally and back more times than are easy
to remember.
When you discard Catwoman, you may look at one
other player’s hand. Do not reveal the hand to any
other players (this includes but is not limited to
providing a thinly-veiled series of clues).
1: BATMAN™
“Bats frighten me, It’s time my Enemies share my
dread.”
When you discard Batman, choose a player and name
a card (other than Batman). If that player has the
named card, the chose player is knocked out of the
round, and you score 1 Batman Token. * If Robin
protects all other players still in the round, the card
does nothing.
* IMPORTANT
When you successfully knock another player out of
the round using Batman, you gain a Batman Token.
You do not gain a token for knocking a player out of
the round by naming Robin.


