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the sotm gameotron is an online tool for tracking and communicating the 
current state of a game of sentinels of the multiverse, designed as an aid to 
players who play each other remotely. 

all game information is stored in the gameotron’s url, which means that players 
can use the gameotron to set the state of a game after their turn, then 
copy/paste the site’s url and send it to other players who will then see the 
same game state when they visit the url, giving everyone an easy way to see 
what’s “on the table” in their remote game.  Each sequential url can also be 
saved by players as a running “recording” of each turn in the game. 

the gameotron was designed with as little knowledge of the rules of the game 
as possible (to make it as simple as possible), which means that it’s up to the 
players to enforce the boundaries of the game.  for example, the gameotron 
knows the starting hit point value of each character, but it won’t stop you if 
you try to double their hit points. Likewise, the gameotron knows which cards 
are in each deck, but it will happily allow you to put ten copies of each one 
into play if you want to.  it is expected that the players themselves will be 
enforcing the rules of the game. 

 

Choosing your decks 

You must choose one villain, one environment, and at least one hero. you 
may not choose the same hero more than once in a game, but alternate 
versions of characters are each considered to be their own hero, so the 
gameotron will allow you to play with legacy and young legacy in the 
same game, for example. 

decks are displayed in the gameotron with the villain on top, then the 
heroes in the order you’ve chosen them, then the environment, so make 
sure you’ve chosen the heroes in the order you want them to appear. 

starting cards in play 

once you’ve chosen the decks for the game, the gameotron will 
automatically add the character cards for the villain and heroes as the 
first card in play for each deck.  these cards can be manipulated like 
any other card in the game (see “manipulating cards” below). 

if you’ve chosen any characters who always begin the game with 
particular cards in play (plague rat’s “plague locus” or la capitan’s “la 
paradoja Magnifica”, for example), the gameotron will automatically place 
those cards in play at the beginning of the game.  however, characters 
which start with a variable amount/type of cards in play (citizen dawn’s 
citizens or the dreamer’s projections, for example), the gameotron can’t 
know which cards to put into play and so will not try.  you will be 
expected to add these kinds of starting cards yourself when the game 
begins. 



setback and his alt versions start with a card called “unlucky pool” in 
play.  This is just an easy way to track his unlucky pool, treating the 
card’s hit points as unlucky points. 

updating the game state 

each of the form elements you see in the gameotron are part of a single 
web form.  this means that you can make multiple changes and then hit the 
“update” button once to submit all of the changes.  so, feel free to 
update a hero’s hp, mark a card as heading to the trash, show that the 
villain has flipped to their back side, and put another environment card 
into play all with a single click of the “update” button. 

you must remember to hit “update” after you’ve made changes, because 
unless you do, the changes won’t be saved in the gameotron’s url. 

hidden hands and trashes 

by default, all deck’s trashes and hero deck’s hands are hidden, with a 
count showing how many cards are in each (no count is shown if there 
are zero cards in the trash or hand).  click the count number to display 
the contents of the trash or hand. 

manipulating cards 

each deck has its own “add card” select list which shows all the cards 
in that particular deck.  to add a card to the game, simply select the 
card from the list, and when you next click “update”, the card will be 
added to either the “in play” section for that deck (in the case of villains 
and environments) or “in hand” section (in the case of heroes). 

moving cards around 

cards can be in one of three sections: 

• in play 

• in the trash 

• in hand (heroes only) 

cards have different icons next to them depending on where they are.  
checking the box next to the icon (or clicking the icon itself which will 
automatically check/uncheck the correct box) will mark the card to be 
moved to a different section upon the next update: 

•  cards in play or in hand can be moved to the trash. 

•  cards in hand (hero only) or in the trash can be moved into 
play. 

•  hero cards in play or in the trash can be moved into hand 
(only heroes have hands, so villain and environment cards will 
never have this icon). 

hit points 

cards in play have hit points, displayed to the right in text fields 
surrounded by up/down arrows.  you can change the hp value by either 
typing directly into the text field, or by clicking the up/down arrows to 



change the value by one point per click.  upon the next update, the 
change will be made to the game state. 

depending on the card’s current hit points, an icon may appear in place 
of the usual text field/arrows.  in all cases, you can click the icon to 
make a normal text field/arrows appear in order to change the hit point 
value. 

•  cards which are have zero hit points (in the gameotron, having 
zero hit points signifies the card is not a target) will display a 
target icon.  you can turn the card into a regular target by 
clicking the icon and changing the hit point value in the text field 
to a positive number.  upon the next update, the card will display 
its hit points like any other target. 

o to return the card to non-target status, simply set its hit 
points to zero and update.  (note: when a target’s hit 
points are actually reduced to zero due to damage or 
destruction, don’t bother setting its hit points to zero in 
the text field – you can just send the card to the trash). 

•  cards whose hit points are set to -1 will display a skull to 
show they are incapacitated.  to un-incapacitate the card, click the 
skull to display the text field/arrows, increase the hit points to a 
positive number, then update. 

•  cards which have their hit point value set to -2 are considered 
to be upside down.  in addition to the question mark icon in place 
of hit points, the card’s name will be displayed as “[upside down 
card]”.  to reveal the card, click the icon, set the card’s hit points 
to zero (for a non-target) or higher (for a target) and the 
card’s name will display normally. 

pairing/unpairing cards 

some cards may be played alongside others (chrono-ranger’s bounties, 
for example).  other cards may take cards underneath them, effectively 
removing the bottom card from play (haka’s “savage mana”, for example). 
to represent this in the gameotron, you pair the two cards in question 
together. 

to pair cards, click the “pair/unpair cards” link at the top of the page 
to reveal the pairing controls.  in the first dropdown, select which card 
will be put beneath the card you select in the second dropdown. for 
simplicity’s sake, there is just this single kind of pairing – one card 
going beneath another one.  even if what you’re doing is putting a card 
on top of or alongside another one, you’ll still indicate that by 
selecting the target card to go beneath the one you’re laying on top of 
or alongside it. 

if the pairing means that the bottom card is considered out of play, 
check the box indicating that. 

•  cards which have other cards beneath it will display this icon, 
along with a count showing how many cards are beneath it.  the 
names of the cards beneath the card are not shown (there could 
be many which would take quite a bit of space to display), but you 



can look down the list of cards on the screen to see which ones 
say they are beneath it. 

•  cards which are beneath another card will display this icon 
and will show the name of the card they are beneath.  if the card 
is considered out of play due to the pairing, its name will have a 
line through it. 

to unpair cards, check the box next to the pairing(s) you want to remove. 
the unpaired cards will return to their normal pre-pairing state.  Also, 
moving one of the two paired cards to a hand or the trash will remove 
the pairing. 

miscellany 

• at any time, you can click the “start over” link at the top of the 
page to go back to the deck selection screen to start a new 
game.  because the deck selection screen is a different url, the 
current game will be lost unless it’s been stored in your 
browser’s history. 

• villains have a select list to the right of their name which indicates 
if they’re on the front or back side of their character card.  you 
can change their current side by selecting the opposite from the 
select list and then updating. 

• you can display a text field for entering any notes about the 
game you’d like by clicking the “notes” link at the top of the page. 

• gameotron does not currently support multiple veangance-style 
villains. 


