
Sometimes there is just too much evil in the world for 5 heroes to handle… 

               (6 vs 2 Variant) 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

All active Heroes must be facing exactly one Villain at all times during the game.   

No action by any Hero may directly affect a villain card controlled by a Villain 
which the Hero is not facing.  This includes start and end of turn actions, cards 
played, ongoings, and powers used. 

When a Hero becomes incapacitated he or she is then considered to be facing BOTH 
villains (the arrow marker may be removed at that time).   

 

Facing a Villain 

 

The game is set up in almost the same manner as a regular SotM game with a Villain 
taking up the first turn position, the Environment taking up the last turn position 
and the Heroes taking the positions in between.  The one major difference is the 
addition of a second Villain, which is inserted in the 5th turn position (after the 3rd 
Hero).  So the final layout will look like this: 

 

 

 

 

 

 

turn order: villain 1, hero 1, hero 2, hero 3, villain 2, hero 4, hero 5, hero 6, 
environment. 

Additionally, each Hero will choose which Villain he or she will be facing at the 
beginning of the game.  

- No Hero may face a Villain who will not have taken an action as of that 
Hero’s first turn.  This means Hero 1, Hero 2, and Hero 3 must face Villain 1. 

- At least one Hero must face each Villain. 

Use the markers provided to denote turn order and the direction the heroes are 
facing. Note that these markers, and not the seating arrangement, will determine 
the turn order during the game. 

 

Game Setup 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

The turn sequence for the Villain and the Environment remains the same.   

The turn sequence for the Heroes is amended to add the following options: 

Turn Around: During his or her turn, a Hero may skip his or her Play, Power, or 
Draw phase entirely to turn around and face the Villain that he or 
she is currently not facing.  

Any hero cards belonging to this Hero which are in play at the 
time the Hero turns around remain in play and continue to 
function as normal.  

Gain Initiative: During his or her turn, a Hero may skip his or her Play, Power, or 
Draw phase entirely to move to any turn position above his or her 
current position (1st position being the highest). That hero will 
finish his or her turn in the current position first and then take 
the new position marker. All impacted heroes (those between the 
hero’s current position and the desired position) move one 
position down the turn order.  Redistribute turn markers to 
reflect all changes in turn order.  The hero gaining initiative may 
choose which side to face in the new position. 

If any card or effect makes a Hero skip any phase of his or her turn for other 
purposes, that skipped phase does NOT count as a chance to turn around or gain 
initiative, the phase must be skipped exclusively for either of these purposes.   

The phase must be skipped entirely, if any effect or power allows a Hero to take 
multiple actions during the phase all actions MUST be skipped. 

If a hero skips a phase to turn around or gain initiative, he or she may NOT draw 
two cards at the end of his or her turn as a result of not playing a card or 
using a power that turn. 

 

Turn Sequence 

 

Hero order is determined by the markers provided, not by the seating order of the 
heroes, and should always reflect any initiative gained by a hero (See turn 
sequence section below).  

However, villain 1 will always play its turn before Hero 1, villain 2 will always play 
after hero 3, and the environment will always play the last turn of each round.  
This remains constant during the game regardless of hero order or which hero 
has taken the above mentioned positions. 

 

Turn order 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Any time a Hero is dealt damage by a villain card or villain target which he or she 
is NOT facing, increase that damage by 1. 

The environment does not deal this bonus. 

 

Blindside (Flanking) Bonus 

 

Hero effects may only affect villain cards or that the Hero causing the effect is 
facing at the time the effect takes place. 

All hero cards are considered to be facing the same direction as the Hero whose 
deck they came from, EXCEPT for hero cards that are attached to other targets. 
These attached hero cards are considered to be facing the same direction as the 
card they are attached to. 

All heroes may interact with the Environment or with other Heroes freely, 
regardless of which way the Hero is facing. 

Environment effects affect all cards, regardless of which way each Hero is facing. 

Villain effects from each Villain affect all cards, regardless of which way each 
Hero is facing. 

 

Battle 

 

For each Villain,    is considered to be the number of Heroes facing that Villain 
(including all incapacitated Heroes) at the time the villain effect takes place.  
However,   can never drop below 3, regardless of the number of Heroes facing 
the villain. 

If one of the villains is destroyed,   will automatically be raised to include all 
Heroes currently in the game (active and incapacitated), regardless of which way 
each Hero is facing (this will usually mean    = 6, unless a Hero has somehow been 
removed from the game). 

When dealing with environment effects,    always includes all Heroes currently in 
the game (active and incapacitated), regardless of which way each Hero is facing 
(this will usually mean   = 6, unless a Hero has somehow been removed from the 
game). 

 

The    icon 

 


