Concept: The Sentinels from the “evil duplicate universe”.

Inspirations: Crime Syndicate of Amerika. Star Trek. Every multiple universe/alternate timeline story EVER. Earth Two (Grant Morrison version)
History: The Sentinels of the Multiverse are heroes, champions of order who’ve chosen to risk their lives to defend others. But on Counter Earth, things took a different path. There, right and wrong are reversed and the greatest heroes of our world are that world’s vilest criminals.

The Tyranny Five rule America with an iron fist. Led by Tyrant, Pauline Parsons, who ascended to her position after murdering her father, taking his power for her own, they comprise Panzer, aka General Tyler Vance, the latest in a long line of armoured soldiers who serve as the Tyrant's guardians; Velocity, the super-speedster scientist Dr Meredith Stinson, whose pursuit of knowledge is unbounded by such petty concerns of morality; Chill, Ryan Frost, a conscript chosen for Stintson's experiments to create a supersoldier to fight the heroic Baron Blade, who now relies on the suit of Stintson's design to keep him alive, and which keeps him in check; and Spite, the mysterious Maia Montgomery, who rules Rook City as her personal fiefdom, its citizens prey for her depravities.

Their dark world also boasts Horus, Godking of Egypt whose mortal name has been excised from the histories; Inquisition, the terrifying angel of vengeance who punishes all who break her strict commandments with death; Ariki, Ruru, the immortal warrior who rules his native New Zealand when he isn't raiding the Children of the Sun's compound to hunt dinosaurs or human prey such as Sister Dawn’s powerless daughter; Cassandra, a precognitive from the future who enjoys twisting and tangling the strands of fate in the past to disrupt her utopian hometime; and Grand Warlord Dall'ton, who as ruler of a galactic empire has entered into an uneasy truce with the Tyranny Five, after they handed the traitor Voss over to him for punishment.

But now, a portal has opened linking the world of the Sentinels with its dark mirror. Can the world withstand the clash between light and dark, between the Sentinels and their dark counterparts?

Flip Mechanic: Number of Dark Sentinels in play. Can flip multiple times in the game.

Unique Mechanics: Multiple Nemeses. Nemesis on minions only. Power Surge for each Dark Sentinel, activated by cards in the deck.

Difficulty: 3. Multiple villains, who respawn and can do significant damage with some disruption cards.

Counter-Earth Portal
HP: 40

“Portal Engaged”
Game Setup: Reveal cards from the villain deck until (H) Dark Sentinels are revealed and put them into play. Shuffle the other revealed cards back into the villain deck.
Game Play: At the start of the villain turn, if there are no Dark Sentinels in play, flip this card.

Reduce damage to the Counter-Earth Portal by 1 for each Dark Sentinel card in play.

When a Dark Sentinel enters play, activate its Power Surge ability.

When the Counter-Earth Portal is reduced to 0 or fewer HP, remove this card and all Villain cards other than Dark Sentinels from play. The Heroes have not won until there are no more Dark Sentinels in play.
Advanced: “Mano a Mano” and “Ambush” trigger the active Dark Sentinel’s Power Surge ability.
Description: A complicated computer in the foreground, a Stargate style portal in the background.

Counter-Earth Portal
HP: 40

“Portal Overloaded”
Game Play: At the start of the villain turn, if there are (H) Dark Sentinels in play, flip this card.

When a Dark Sentinel enters play, play the top card of the villain deck.

At the start of the villain turn, shuffle the villain trash. Reveal cards from the villain trash until X Dark Sentinels are revealed, where X=1. Put them into play and discard the other revealed cards. Then, the Counter-Earth Portal deals each non-villain target X energy damage.

When the Counter-Earth Portal is reduced to 0 or fewer HP, remove this card and all Villain cards other than Dark Sentinels from play. The Heroes have not won until there are no more Dark Sentinels in play.
Advanced: X=(H)-1
Description: The Portal, surrounded by crackling white light, an indistinct arm reaching through it.

Chill (1)

Dark Sentinel, HP: 19
The first time Zero is dealt damage by a target each turn, deal that target 1 cold damage.

Chill deals cold damage.

When a Power Surge is activated, Chill deals 1 cold damage to all non-villain targets.
Nemesis: Absolute Zero
Description: Dark Absolute Zero, the blue components replaced by red.
Quote: “Take a chill pill. Here, let me help.” Chill

Panzer (1)

Dark Sentinel, HP: 18
Damage dealt by Panzer is irredicuble.

Panzer does projectile damage.

When a Power Surge is activated, Panzer does (H)-1 damage to the hero target with the highest HP.
Nemesis: Bunker
Description: Bunker only with more guns in black.
Quote: “So many innocent targets, so little time.” Panzer

Inquisition (1)

Dark Sentinel, HP: 20
When Inquisition deals damage, deal that much melee damage to the same target.

Inquisition deals infernal damage.

When a Power Surge is activated, Inquisition regains (H) HP.
Nemesis: Fanatic
Description: Fanatic with a scar on her face and black wings.
Quote: “Repent sinner. The hour of your judgement is at hand.” Inquisition
Ariki (1)

Dark Sentinel, HP: 24
Reduce damage to villain targets y 1. Ariki always attacks the non-villain target with the most HP.

Ariki deals melee damage.

When a Power Surge is activated, Ariki deals the non-villain target with the highest HP (H) damage.
Nemesis: Haka
Description: Haka with one blind eye and prominent facial scar, skulls clasping his fur on.
Quote: “A true warrior feels no pity for the foe.” Ariki
Tyrant (1)

Dark Sentinel, HP: 20
Increase damage done by villains by one.

Tyrant deals energy damage.

When a Power Surge is activated, Tyrant restores 1 HP to each villain target.
Nemesis: Legacy
Description: Dark Young Legacy, the white of the cloth replaced by red.
Quote: “Killing my father was dull. Let’s see if you’re more interesting.” Tyrant
Horus (1)

Dark Sentinel, HP: 20
Increase the damage dealt by Horus by 1.

Horus deals fire damage.

When a Power Surge is activated, Horus destroys all environment cards, then deals each hero target X fire damage, where X=the number of environment cards so destroyed.
Nemesis: Ra
Description: Ra, looking a lot like Atum.
Quote: “Mortal fool! You dare to stand against the wrath of the Sun itself?!” Horus
Velocity (1)

Dark Sentinel, HP: 17
The first time Velocity damages any hero target in a turn, play the top card of the villain deck. 

Velocity deals sonic damage.

When a Power Surge is activated, play the top card of the villain deck.
Nemesis: Tachyon
Description: Tachyon, the white of the cloth replaced by black, masked.
Quote: “Hold still, dear. This is for science.” Velocity
Grand Warlord Dall'ton (1)

Dark Sentinel, HP: 16
Grand Warlord Dall'ton always deals damage to all non-villain targets.

Grand Warlord Dall'ton deals lightning damage.

When a Power Surge is activated, Grand Warlord Dall'ton restores 2 HP to each villain target.
Nemesis: Tempest
Description: Darker Tempest, uniform in red, regal cape. 
Quote: “Fools! Your planet will fall to the Empire.” Grand Warlord Dall'ton
Cassandra (1)

Dark Sentinel, HP: 16
When Cassandra damages a hero, that hero’s player discards 1 card.

Cassandra deals psychic damage.

When a Power Surge is activated, Cassandra destroys 1 Ongoing card.
Nemesis: Visionary
Description: Darker Visionary, looking like the creature from the Visionary incapacitated card.
Quote: “Clinging to your humanity has shackled your potential. Such a shame.” Cassandra

Spite (1)

Dark Sentinel, HP: 16
Spite always deals damage to the hero target with the lowest HP. When Spite damages a target, reduce damage dealt by that target by 1 until the start of the villain turn.

Spite deals projectile damage.

When a Power Surge is activated, Spite destroys one Equipment Card.
Nemesis: Wraith
Description: Wraith, wearing a Spite mask.
Quote: “All that training, all that effort, just to die.” Spite

Mano a Mano (2)

One-shot
The Dark Sentinel with the highest HP deals the hero target with the highest HP (H) damage.
Description: Haka and Ariki brawling in the street.
Quote: “It’s been a while since I had a good fight. Try not to die too soon.” Ariki

Reinforcements (3)

One-shot
Reveal cards from the villain deck until a Dark Sentinel card is revealed. Put it into play. Shuffle the other revealed cards into the villain deck.
Description: The portal shimmering, figures stepping through it.
Quote: “Uhm, guys, should the portal be glowing like that?” Unity

Power Surge (3)

One-shot
Activate each Dark Sentinel’s Power Surge ability.
Description: Panzer guns blazing against Bunker who’s down on one knee.
Quote: “Geez, we're lame on this world.” Panzer

Tag-Team (2)

One-shot
The Dark Sentinel with the highest HP deals the hero target with the highest HP (H)-1 damage. Then the villain target with the lowest HP deals the hero target with the highest HP (H)-2 damage.
Description: Ariki pounding on Legacy, while Spite stabs him from behind.
Quote: “Feel like teaming up later? In private?” Ariki

“Only if you’re really keen on losing the other eye.” Spite

Brawl (2)

One-shot
The (H) Dark Sentinels with the highest HP each deal 1 HP damage to all non-villain targets.
Description: Mass brawl between Sentinels and Dark Sentinels.
Quote: “Who knew this world would be so entertaining?” Tyrant

Ambush (2)

One-shot
The Dark Sentinel with the lowest HP deals the hero target with the lowest HP (H)-1 damage.
Description: Spite behind Visionary, placing a knife against her throat.
Quote: “Keep your eyes peeled. They could be anywhere.” Legacy

Darkness Rising (1)

One-shot
Each Dark Sentinel deals the hero target with the Highest HP (H)-1 damage, then activates their Power Surge ability.
Description: Dark Freedom Five standing over the bodies of the Freedom Five
Quote: “Can no one save us?!”

