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These are suggestions for alternate skirmish modes, proposed by members of 
the GtG online forum.  the original post can be found here – 

https://greaterthangames.com/forum/topic/alternate-skirmishes-super-powered-
friendlies-5763 

- Spiff 

 

  
Skirmishes as described in the tactics rulebook are relatively simple affairs.  
For the most part, you just grab some characters, toss together some map 
tiles, and battle it out. 

• Any number and configuration of map tiles is fine.  Want to fight on a 
volcano in the middle of megalopolis?  Go for it! 

• Any number of teams with an equal number of characters per team is fine 
(fights with 1 character per team aren’t particularly well balanced, 
though). 

• Villains and heroes can be on the same team. Want to put Baron Blade 
and legacy on the same team fighting against beacon and omnitron-V?  
no problem! 

• hand out the turn order tokens so that each team will take a turn 
before coming back around to the first team. 

• Assign each character on your team one of your team’s turn order 
tokens (each character’s assigned turn order token will not change 
throughout the match). 

• The character with the #1 turn order token takes their turn first. 

• pick a starting spot for each team along the map’s edge which seems 
equally distant from the other teams’ starting spots and set out your 
character’s tokens. 

• Whenever a character is incapacitated, they will stand back up in their 
current spot on their next turn as described in the “incapacitation” 
section of the rule book. 
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• Each time a character is incapacitated, that character’s team scores a 
point (which is bad). 

• The first team to reach a number of points equal to the number of 
characters on each team loses the match.  So, in a 3 vs. 3 skirmish, the 
first team to reach 3 points/incapacitations is the loser. For longer 
games, increase the number of points needed to lose. 

 
Proposed by Gtg forum member “phantaskippy” 

In a tag-team skirmish, each team keeps one of their characters out of the fight 
at all times.  Whenever a team member is incapacitated in battle, they are set 
aside and the extra character “tags in”, continuing the fight.  The incapacitated 
character will then tag in the next time a team member is incapacitated. 

Phantaskippy writes: “I like this skirmish mode for getting out of the 
knocked-down-stand-back-up flow of the standard skirmishes, and for 
getting different combinations of heroes on the battlefield.  This can 
work with most of the game modes listed below, as well as just for tag-
team skirmishes.” 

• Set up the map as described in the “standard skirmish” section, or if 
you’re combining tag-team mode with one of the other types of 
skirmishes, according to that type’s map setup section. 

• Any number of teams with an equal number of characters per team is 
fine. 

• each team must set aside one of their characters at the beginning of the 
game. This character will not get a turn order token of their own. 
Instead, they will use the turn order token of the character they 
replace when they tag in. the extra character can only ever enter the 
game as described below. 

• pick a starting spot for each team along the map’s edge which seems 
equally distant from the other teams’ starting spots and set out your 
character’s tokens (keeping your team’s extra character aside). 

• Slip a scenario marker (the “!” exclamation point token) under one 
character on each team. This marks the spot where characters will enter 
the battlefield when they tag in. 
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• Whenever a character is incapacitated, instead of standing back up in 
their current spot on their next turn as described in the “incapacitation” 
section of the rule book, that character is instead set aside at the 
beginning of their next turn and the team’s extra character is put into 
the game on their team’s scenario marker. That character then takes their 
turn as if they had just recovered from incapacitation (i.e. full health, 
rolls their movement, places one of their power cards into play). 

• The character which was set aside is now the team’s “extra” character, 
and will re-enter the game the next time one of their team members is 
incapacitated.  There will always only ever be one extra character at a 
time. 

• Optional rule: because characters enter the game at a known fixed 
location throughout the game, players may want to institute a rule that 
characters located within range 2 of their spawn point do not trigger 
hazard spaces.  This is to keep the opponent from covering the spawn 
point with hazards to take out characters as they enter the match. 

Tag-team matches can be scored like standard skirmishes (i.e. playing to a 
certain number of incapacitations), or when combined with another type of 
skirmish, will use that mode’s method of scoring. 

 
Proposed by Gtg forum member “phantaskippy” 

In this variant, characters are removed from the skirmish as they’re 
incapacitated (no standing back up next turn) until there’s just a single team 
left with characters on the battlefield.  Then points are scored and all teams 
respawn in their starting positions to continue the fight, with the first character 
to take a turn being the character who would have gone after the last 
character who took their turn. 

Phantaskippy writes: “I usually use a circle map for this one. This mode is 
a good choice when two players want to face off with multiple 
characters each.” 

• Any setup is fine, although phantaskippy recommends a symmetrical tile 
layout, with a central tile surrounded by six other tiles. 

• Any number of teams with an equal number of characters per team is 
fine. 
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• pick a starting spot along the edge of the map for each team which 
seems equally distant from the other teams’ starting spots and set out 
your character’s tokens.  This will be the spot where your team will 
respawn after each reset.  

• Whenever a character is incapacitated, instead of standing back up in 
their current spot on their next turn as described in the “incapacitation” 
section of the rule book, that character is instead set aside and the 
fight continues. 

• Once there are only characters from a single team left on the 
battlefield, points are scored (see below) and then all characters are 
moved back to their starting spots. All characters reset their hp, reroll 
their movement, and lay out two power cards like at the beginning of the 
match. 

• The character who goes first after the reset will be the character who 
would have followed the last character to take an action.  For example, 
if the last character who acted before the reset had turn token #3, then 
the first character to go after the reset will be the one with turn token 
#4.  Then play proceeds in turn order as usual. 

When the last opponent is incapacitated, the surviving team scores one point for 
each character they have left on the battlefield. 

Team elimination games can be played to a certain number of points, or players 
can choose to fight through a certain number of resets, with the winner being 
whoever has the most points at the end. 

 
Proposed by Gtg forum member “phantaskippy” 

This mode is similar to tag-team in that only a few of your team’s characters 
will be on the board at any given time, but rather than tagging back in 
characters which were previously incapacitated, you’ll work your way through a 
lineup of characters, sending new characters in as others fall in battle. 

Phantaskippy writes: “one of my favorites, This is great for four players, 
as the incapped character’s player can set up their next character while 
the others take their turns. It’s also great for learning the different 
characters in the first place.” 

• Any setup is fine. 
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• Determine the number of characters from each team who will be on the 
battlefield at any given time (usually 2 or 3, but it’s up to you). 

• Decide how many characters will be on each team’s “bench”, i.e. the lineup 
of characters who will enter the game as the fight progresses. The 
number of characters in the lineup will determine the length of the match.  
A 2v2 game with 3 characters on the bench (so, each team has 5 
characters total) would be a normal length fight.  a 2v2 game with 5 
characters on the bench would last much longer. 

• Determine the order your reserve characters will enter the fight 
(perhaps by stacking their tokens in the order you choose).  This order 
cannot be altered once the skirmish begins. 

• Give out turn order tokens only to the characters who start the game 
on the battlefield, not to characters on the bench.  As the benched 
characters enter the fight, they will use the turn order token of the 
character they replace. 

• pick a starting spot along the edge of the map for each team which 
seems equally distant from the other teams’ starting spots and set out 
your character’s tokens. 

• Slip a scenario marker (the “!” exclamation point token) under one 
character on each team. This marks the spot where characters will enter 
the battlefield when they come off the bench. 

• Optional rule: because characters enter the game at a known fixed 
location throughout the game, players may want to institute a rule that 
characters located within range 2 of their spawn point do not trigger 
hazard spaces.  This is to keep the opponent from covering the spawn 
point with hazards to take out characters as they enter the match. 

• Whenever a character is incapacitated, instead of standing back up in 
their current spot on their next turn as described in the “incapacitation” 
section of the rule book, that character is instead set aside on their 
next turn and the first character in your team’s reserve lineup is placed 
on your team’s scenario marker. That character then takes their turn as 
if they had just recovered from incapacitation (i.e. full health, rolls their 
movement, places one of their power cards into play). 

• Once a player has no more characters in the battle or on their bench, 
they are eliminated from the match. 

The last player to have characters left in battle is the winner. 
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Proposed by Gtg forum member “phantaskippy” 

This is basically “king of the mountain” using the volcano tile, but without using 
the “flow of fiery lava” environment card, because that would murder all the 
characters trying to score points at the top of the volcano... 

• Set up the tiles in a symmetrical layout, with the volcano tile in the 
center, surrounded by six other tiles of your choice. 

• Any number of teams with an equal number of characters per team is 
fine. 

• Some characters with strong area control abilities are particularly 
potent in these kinds of skirmishes and it may best to not allow them for 
these types of games.  for example, ra’s ‘tornado’ power can be a real 
advantage when placed inside the volcano.  likewise, though citizen dawn 
scores no points when incapacitating her opponents with her ‘devastating 
aurora’, the ability to clear the volcano by incapping and pushing 
everyone in radius 4 is a pretty huge advantage. 

• pick a starting spot for each team along the map’s edge which seems 
equally distant from the other teams’ starting spots and set out your 
character’s tokens. 

There are two main differences in this mode: 

• before the “power up” phase on each character’s turn, that character 
scores one point for their team if they are active and standing in a lava 
hex on the volcano tile.  Incapacitated characters do not score points 
even if they are in a lava hex because they don’t become active until the 
“power up” phase begins. 

• Any character may take the following action: 

 
body toss: Move an incapacitated opponent in an adjacent hex 1d6 
hexes in any direction. 
 
  

This additional power is so that if a character is incapacitated while standing in 
a lava hex, it’s harder for them to just stand back up in that space the next 
turn and continue scoring points for their team. 

The game is played to a certain number of points, as determined by the players. 
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Proposed by Gtg forum member “phantaskippy” 

In this mode, characters will be fighting to be the first to get both their and 
the opposing team’s flag (shard) back to their starting map tile. 

This variant is for two-team games only. 

• The map should be set up using six tiles, laid out as shown in the picture 
below. Any tiles can be used, but Care should be taken to not give one 
team or the other an advantage due to terrain (for example, don’t 
surround one team’s starting area with mountains or tall buildings while 
the other team’s starting area is bare). 

• put a shard marker in the center of each team’s starting tile. These are 
the team’s “flags”. 

 

• This skirmish variant is for two teams only, with each team having an equal 
number of characters per team. 

• set out your characters anywhere on your team’s starting tile. 

• The goal of this variant is to have both your team’s shard and your 
opponent’s shard be anywhere on your team’s starting tile at any point 
during the game.  The First team to accomplish this is the winner. 
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• Shard rules 

o The “shard pass” scenario power is in effect for the duration of 
the game, allowing any character to use an action to throw the 
shard to another character. 

o The “oblivion shard” scenario power is not in effect (this variant 
uses other shard-specific rules, detailed below). 

o Any target within range 1 of a shard token may pick it up as an 
action. 

o Targets which are carrying a shard are subject to the following 
restrictions: 

§ They may not use any powers, whether innate or on power 
cards, including ongoing powers and powers which would 
normally give them “mobility” or cause their movement 
actions to be unlimited. 

§ They may not take any actions aside from move, aim, and 
shard toss. 

o Whenever a target carrying a shard token is incapacitated, the 
shard token is placed in the hex with the incapacitated target. 

o A target within range 1 of a shard token may attempt to send the 
token back to its starting position (the center hex of its starting 
tile) rather than pick it up.  To do this, the character spends an 
action and rolls 3d6.  If the numbers on at least two of the dice 
match, the shard is immediately replaced on its starting spot. 

The first team to get both their team’s and their opponent’s team’s shard onto 
any hex of their starting tile is the winner. 

 
Proposed by Gtg forum member “kitmehsu” 

The object of this variant is to control the most pylons in the center of each 
map tile. 

This variant is for two-team games only. 

• The map should be set up in a symmetrical fashion using either 6 or 7 
tiles (your choice) with Care being taken to not give one team or the 
other an advantage due to terrain (for example, don’t surround one 
team’s starting area with mountains or tall buildings while the other 
team’s starting area is bare). See the pictures below for example tile 
layouts. 
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• place a scenario marker (the “!” exclamation point token) in the center 
of each team’s starting tile. All characters will enter the match in a hex 
adjacent to their team’s scenario marker.  Turn one team’s scenario 
marker upside down so that one team’s marker is color side up and the 
other team’s marker is monochrome side up. 

• Place a pylon marker (the purple marker on the backside of the shard 
tokens) in the center hex of each of the non-starting tiles. 

• Set aside as many extra scenario markers as there are pylons in your 
game (either 4 or 5). 
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• This skirmish variant is for two teams only, with each team having an equal 
number of characters per team. 

• set out your character’s tokens in any hex adjacent to the scenario 
marker on your team’s starting tile. 

• The goal of this variant is to take control of pylons to score the most 
points. 

• Any character may take the following action: 

 
Pylon hijack: If there is a pylon marker within range 1 of your 
character, roll x dice, where x = 3 minus the number of 
characters from the opposing team within range 1 of the pylon.  
Any dice that rolls a 5 or a 6 counts a successes. 

 

So, if two opposing characters were both within range 1 of a pylon when 
one of them activated “pylon hijack”, that character would roll 2 dice (3 
minus 1 since there is one opposing character within range 1 of the 
pylon), hoping to roll 5’s and 6’s. 

Characters may not attempt to hijack a pylon if there are 3 or more 
opposing characters within range 1 of the target pylon. 

Success: for each success rolled: 

• If the pylon is neutral (it has no scenario markers on it), you 
may place your team’s scenario marker on top of the pylon. 

• If the pylon has the opposing team’s scenario marker on it, you 
may remove that marker, returning the pylon to a neutral state. 

• So, to switch a pylon from the opposing team’s control to your 
team’s control in one turn would require two successes – one 
to remove the opposing team’s scenario marker and return the 
pylon to neutral state, and one to add your team’s scenario 
marker to the pylon. 

• You may not place additional scenario markers on a pylon which 
already has your team’s scenario marker on it. 

• Whenever a character is incapacitated, instead of standing back up in 
their current spot on their next turn as described in the “incapacitation” 
section of the rule book, on their next turn that character is instead 
moved to any unoccupied hex adjacent to the scenario marker on their 
team’s starting tile, where they will stand back up, regain all hp, reroll 
their movement, and place one power card as usual after incapacitation. 

• Any extra damage beyond what it took to incapacitate a character will 
reduce that character’s move value by the amount of excess damage 
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during the character’s first turn after recovering from incapacitation.  
This is in addition to the usual push effect incurred for excess damage. 

• Optional rule: players may agree that in addition to the usual respawn 
point back on their starting tile, characters may respawn adjacent to 
any pylon their team controls as long as there are no opposing 
characters on the same tile as the pylon. 

• Optional rule: because characters enter the game at a known fixed 
location throughout the game, players may want to institute a rule that 
characters located within range 2 of their team’s spawn point do not 
trigger hazard spaces.  This is to keep the opponent from covering the 
spawn point with hazards to take out characters as they enter the match. 
Note that this does not apply to spawning next to pylons, if that 
optional rule is also used, just to spawning on your team’s starting 
tile. 

At the end of the third round of play, and at the end of each round after that, 
each team scores 1 point for each pylon they control.  Play continues for a 
set number of rounds, with the winner being the team with the most points at the 
end of the last round.  Alternately, you can play to a certain number of 
points, regardless of the number of rounds. 

If you’d like to try something different, try scoring pylon control matches like 
this: 

At the end of the third round of play, and at the end of each round after that, 
the team which controls the most pylons scores 1 point (zero points awarded 
for ties).  Play to a certain number of points (3 for a quick game, 4 or 5 for 
a normal game, 6 or 7 for a long game). Scoring the match this way changes 
the goals of the game because it’s not enough to control pylons, you have to 
control more pylons than your opponent or you’ll get no points at all. 

 
Proposed by Gtg forum member “phantaskippy” 

One team’s job is to protect the monorail as it races around the track, The 
other team’s job is to destroy the monorail (presumably so they can then rob 
it later?). 

This variant is for two-team games only. 

• Set up the tiles in a symmetrical layout, with one tile in the center, 
surrounded by six other tiles of your choice. 

• Place the monorail tracks as shown in the picture below (or choose a 
different track configuration you like better, as long as it’s a loop). 
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• Place a scenario marker on one of the monorail tracks.  This indicates 
the start/end spot of one trip around the monorail tracks. 

• Place the monorail train token on the hex in front of the scenario 
marker.  This will indicate the direction the monorail will travel around 
the track (in the picture below, the monorail will travel clockwise 
around the track). 

 

• This skirmish variant is for two teams only, with each team having an equal 
number of characters per team. 

• Decide which team will be the attackers and which will be the defenders 
for the first half of the match.  You will switch roles for the second 
half of the match. 

• set out your character’s tokens in any of the hexes indicated for your 
team’s role. 

• matches are played in two halves, with different goals for the attacking 
and defending teams. After the first half of the match is complete, teams 
switch roles, reset the monorail and their characters to their starting 
positions and hp totals, and continue the match. 

• The attacking team’s goal is to destroy the monorail (subject to the 
special rules outlined below).  The defending team’s goal is to defend 
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the monorail, scoring points for each trip the monorail completes 
around its track. 

• A match half lasts until either (a) the monorail Is destroyed, or (b) the 
monorail has reached or passed the scenario marker 5 times. 

• The team with the most points after two halves is the winner. 

• Monorail rules: 

o The “monorail train” scenario card is in effect throughout the 
match. 

o The monorail has 10 hp instead of the 5 shown on the card. 

o Characters may end their movement in the same hex as the monorail 
(usually targets may only move through other targets, not end 
their turn in a hex occupied by another target).  Characters in the 
same hex as the monorail when the monorail takes its turn at the 
start of each round will move along with the monorail token. 

o The monorail is immune to any attack or power which acts at 
range 1 or greater, including all area affect attacks.  This means 
that the monorail can only be attacked by characters occupying 
the same hex as the monorail.  Characters occupying the same hex 
as the monorail can still be attacked from any range and are 
affected by area attacks normally; it’s just the monorail itself 
which is immune. 

o The monorail cannot be pushed off its track. The only way to stop 
it is to destroy it. 

The defending team scores 1 point every time the monorail token reaches or 
passes the scenario marker.  After both halves of the match, each team will have 
been the defenders once – the team with the most points is the winner. 

 


