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“Hello Mr. and Mrs. America, and all the ships at seal Let's
go to press...”

radio correspondent Walter Winchel|

ftis a time of great social and political upheaval. America
is in the process of pulling itself out of the Great Depression
while Europe, North Africa, Asia and the isiands of the Pacific
are in the grip of global warfare. The Nazi Blitzkrieg thunders
first across Poland and then France. The Luftwaffe rains
death and destruction on England even as the U-boats of the
Kriegsmarine try to strangle the island nation by cutting off its
supplies. Across the world, the forces of the Empire of Japan
dominate East Asia and the Pacific. Suddenly, the American
naval base at Pearl Harbor is attacked and America enters
the war.

In the midst of this maelstrom, the first comic book
superheroes came into being {many of whom retain their
popularity ta this day}. Some started as grim avengers ofthe
night, having been born to fight the injustices of the Depres-
sion, Others came as a response to the threat that the Axis
posed free men and women everywhere. Ultimately, they
were all influenced by the greatest event of that time, the
Second World War. The period is known as the “Golden
Age” of comic books.

Welcome to Golden Age Champions, the Champions
sourcebook for roleplaying during the dawn of comic book
superheroes.

WHAT YOU GET

Golden Age Champions (or GAC) contains the raw ma-
terials for running a Champions campaign set in the 1930s
and 1940s. The items contained within are also meant to
mesh with the regular Champions Universe and provide a
common histarical background and plot devices for a mod-
ermn campaign. [t is organized as follows.

Introduction: What you are reading at this very moment.

Sourcebook: This section starts with a brief history of the
Golden Age of comics and a comparison against the real
world of the time. This leads into the chapter on character
creation which contains insights into designing GAC charac-
ters and sidekicks and describes the common lypes of
Golden Age heroes, their origins and motivations and how

these should relate to your own heroes and villains. This
section also describes several different types of GAC cam-
paigns. The Sourcebook also includes historical source
material {the bicgraphies, WWIl and homeafront trivia and
timelines) so that the GM can run a GAC campaign without
actually being a historian, and so the player can find inspira-
tion for character creation and roleplaying.

Campaign Book: This section contains the premise behind
the HERO GAC campaign, as well as those specific things
necessary to run it: Heroes, Villains, NPCs, hardware; and
about a dozen scenarios dealing with homefront America,
war ravaged Europe, island hopping in the Pacific, and
interdimensional travel.

HOW TO USE THIS BOOK

liyouare a GM, you should probably read the entire book.
At the very least, read through the sourcebook section and
breeze through the campaign sections so you can get a feel
for the period before actually running anything. If you are a
player, | would offer the same advice...only, please stay out
of the scenarios until your GM has had the option of running
them.

AUTHOR’S NOTES

GAC was originally published in 1985 by Firebird Ltd. as
The Golden Age of Champions. When the rights reverted to
me a couple of years ago, | approached Hero Games
concerning a complete rewrite. You hold it before you.

The biggest change (other than the cosmetic changes of
modemn typesetting and word processing equipment) is
probably the deletion of several pages of rules for vehicle
movement and combat, and several rules (for growth,
shrinking, sidekicks, etc.) which now appearin Champions.
These deletions allowed for the inclusion of many more
villains, heroes and scenarios than in the earlier edition.
Next, the timeline has been expanded and divided intothree
sub-timelines, while serious oversights in the biographies
and elsewhere have been corrected. Finally, every essay in
the book has been rewritten with an eye toward better
representing the Golden Age to Champions role-players.

Pay your taxes, and beat the Axis,

Chris Cloutier
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THE CAMDAICN

PELPEMISE
=T

CHOOSING THE
CAMDPAICGCN

There is no single, official, stamped with the Hero seal-of-
approval method of running a Golden Age campaign. This
book is meant lo aid you in running a8 GAC campaign, and not
be the campaign itsell. Like other Hero products, this book
gives you the raw malerials for running a campaign, but what
that campaign is and how it is run is up to you and your
players.

As pointed out in the Champions Sourcebook, “the HERO
rules can be used to simulate any superhero game, from
exuberant apple-pie comics of the 1940s to the gritty ‘real-
ism' of today's graphic novels.” The implication here is that
a Golden Age campaign can't be “realistic.” Not so. Although
it's certainly true that comics of the Golden Age weren't
steeped in reality. That does not mean you can't run a
“realistic” campaign if that's your cup of tea.

Take for example a certain comic company which several
years ago suffered an identity crisis and rewrote their own
history of the homefront sans their most popular super
characters who inspired the genre In the first place. The
attitudes presented in these relatively new comic books set
during the war years is 45 to 50 years removed from the
events they're based on. Unlike the Golden Age comics they
are based on, these new WWI| hero comics are not aimed at
selling the war, but at entertaining and enlightening the
modern reader to the grim realities of the real world. The
homefront in these comics is, as often as not, just a quaint
backdrop for what reads as a modern day graphic novel.

Admittedly, when compared to a modem day campaign,
even a fairly accurate Golden Age campaign can be some-
what simplistic. For many of the people who lived during the
Second World War, the issues were black and white. The
Allies were good and the Axis were evil. Period. Anything that
interfered with the destruction of evilwas, by association, evil
too, This attitude is reflected in the type of universe portrayed
inthe majority of comics produced during the Golden Age. If,
however, the Game Master and the Players want to have the
complexity of today's comics, and if they want to run a 1940s
version of The Unstable Angst-Men, then so be it. The real
world was certainly as convoluted then as it is now, and there
is no reason that you can’t present a dark, gritty, and cynical
world view with heroes whose motivations aren't necessarily
purely heroic.

Take a real worid situation as an example. In 1943 (in the
middle of WWII}, John L. Lewis led the coal miners on strike.
The workers wanted more money, but the government had
placed a wage freeze on the workers (placing their income
well below that of other industrial workers). The government

went as far as to threaten bringing in the military to settle the
problem. The strikers' reply was “try to dig coal with bayo-
nels.” The sirike was eventually settied by giving the workers
a small wage increase.

In our “real” world universe, Captain USA would be sent in
by the U.S, Government with orders to get the miners back
1o work or else troops would be sent in. The miners would
look at Captain USA as a government enforcer and despise
him. Management would see him as government interfer-
ence with free enterprise and would thus be totally uncoop-
eralive. The soldiers would dislike the miners for not being
willing to risk their civilian necks when the soldiers were
being expected to die for their country. Caplain USA would
see terrible working conditions that endanger the worker. He
would see a paternalistic mining company wilh its company
store, company hospital and company police which, if il
closes due to the strike, would only make matters worse for
the wives and children of the miners. He would also see good
company men whose careers would be destroyed by a
miners' victory. Finally, he would realize that for the sake of
providing fuel for warships to kill people with, he would have
to force some sort of compromise, probably unsatistactory to
everyone. Ah, the angst, the pathos, the soap opera of it all.

Contrast that with the way the same siluation would be
covered in an ultra-patriotic, optimistic, gung-ho GAC cam-
paign. Here, Captain USA would be summoned to prevent
violence from erupting at the local coa! mine where sirikers
are prolesting because of a series of cave-ins (heck, they
know they are being underpaid, but gee whiz, there's a war
goin' on.) He would enter under the gaze of his adoring public
and give them a spontaneous speech about how we true
blue Americans should really get back to work, how the coal
industry can provide the fuel lo burn the Axis only if we all
pitch in, biah, blah, blah... Labor and Management would
then shake hands, the Axis instigators who secretly started
all the troubles by causing the cave-ins would then reveal
themselves, and Caplain USA would pound them senseless
and hand them over to the authorities. If the game master
wishes to accurately portray the comic books of the 1940s
alone, then this is the way to go.

THE DARK CHAMPIONS GAC
CAMPAIGN

This is the “realistlc” campaign as poked at above. |n all
honesty, this makes a fine campaign. Although | chose to call
it the Dark Champions campaign, it might just as accurately
be called the Pulps campaign, referring to the action-adven-
ture story magazines that proceeded comic books.

In this universe, masked avengers have fought evil for
centuries. From the sword carrying swashbucklers of
Alexandre Dumas through to the gun wielding masked
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vengeance seekers of the present, they have fought a lonely
war against injustice. Typically highly trained, preternaturally
skilled and armed with state of the art weapoenry, these dark
heroes of the night punished the guilly who were often
beyond the reach of the law. Ifin pursuit of justice, they were
forced to work outside of the law, so be it.

Early pulps, comic books and radio programs were filled
with these types of heroes. Gun-toling heroes such as the
Shadow, the Spider and the Phantom, to name but a few,
fought crime with a ferocity which made many a criminal wile
a widow.

A GMwanting to run this type of game should think interms
of running a street level Dark Champions campaign. If setin
the 1920s, the mobsters will be thriving on Prohibition’s
illegal alcohol trade (not unlike modern crime’s close asso-
ciation with the illegal drug trade). I set in the 1930s or early
1940s, the gangsters will be involved in every other vice
common to modern day society, And once the war stars,
organized crime will profit from it through counterfeiting
ration stamps, hijacking transports carrying items for which
the war has created shortages, and by filling consumer
demands through the Black Market.

Thiscampaignis best treated as a heroic rather than super
heroic campaign. Characters should have 75 base points
and up to 75 points in disadvantages. For the maost part,
these guys were highly skilled human normals and should
have the human normal characteristic maxima. While pulp
heroes were heavily skill oriented, superpowers shouldn't be
banned as the occasional "power to cloud men's minds” or
other power add to the mystery of the mystery men. A GM
wanting to discourage the use of powers, but not ban them
outright, might want to point out that guns and equipment are
free in a heroic level game. Optionally, the GM may wish to
use the Equipment Allowance system detailed in Dark Cham-
pions and expanded in An Eye For An Eye. Furthermore, a
few points of wealth will purchase a secret base, speed-
boats, airplanes, autogyros, automobiles and all the regular
trappings of the typical dilettante turned masked marvel.
Another method of limiting powers is to make them have a
power maxima similar to those applied to a normal’s charac-
teristics. A character built on 150 total points is unlikely to
have many game unbalancing powers if those powers cost
double beyond the first 20 points. Finally, remind the players
that their main opponents are going to be criminal master-
minds, mobsters, and other low-lifes of the underworld. If a
characteris relatively invulnerable to bullets and knives, then
all the drama is lost and the character looses the chance to
be truly heroic.

THE IDEALISTIC, GUNG-HO, FOUR
COLOR GAC CAMPAIGN

To quote the Champions sourcebook, "This was when
every hero fought for truth, justice, and the American way!
Mom and apple pie! The Heroes were Good and the Villains
were Evill (No one could say anything without an exclama-
tion point!) Morality was black and white. The campalgn was
swashbuckling and romantic. The outlook was unflaggingly
optimistic. The scenarios were lighthearted, and there was
little continuity from scenario to scenario.”

Q.K. | can go along with that. | might also point out that this
is the predominant stereotype of Golden Age comics. And for
the vast majority of what was put out, it was a deserved
stereotype.

A GM who chooses to run such a campaign must insist his
players make characters who are heroic. They have to have
unrealistic codes of honor. They have 1o be boy scouts.

For his part, the GM must make scenarios in which the
heroes don’'t merely win because they outfight their oppo-
nents, but because they are right and just. Ultimately, those
who fight tor whal is right must always win over the forces of
evil. There should never be any question as to the final
outcome of an adventure or whether or not the heroes did the
right thing — of course they did!

Being a series of morality plays, this type of campaign
relies on theatrical gimmicks that couldn't exist in real life.
And characlers in these plays are as unaware of their
artificiality as the characters in a stage play. Conventions of
this type of game include: PCs and DNPCs have alliterative
first and last names (such as Peter Preston), rhyming first
and last names (such as Mark Clarke), or names that are
somehow suggestive of a character's adventurous back-
ground (like Justin Thyme or May Day). Inall likelihood these
games would also be set in fictional cities that all resemble
New York and have a clever name like “Magalopolis,”
“Gothic City” or “New Amsterdam.”

Because the heroes are expected to be so heroic, they are
allotted 150 base points and up to 100 points of disadvan-
tages. Psychological Limitations should never be negative in
nature, and no true hero would ever have a Berserk. Being
oblivious lo the theatrical Golden Age clichés thal surround
them is not a disadvantage because everyone in this uni-
verse is unwittingly a character in a comic book.
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THE STANDARD GAC CAMPAIGN

Somewhere between the two previously mentioned ex-
tremes is what I'd like to consider the standard Golden Age
campaign, Generally speaking, it follows the events of the
real world verbatim. People act the same as real people did
during the period. In fact, the only major difference is the
inclusion of superheroes and how they act. This is the
universe for which the heroes, villains, and scenarios within
this book were made.

Like the heroes in the four-color version, the heroes in the
standard campaign have ideals and goals far above those of
the dark vengeance seekers. Unfortunately, the world they
inhabit is not s¢ black and white as that found in the old
Golden Age comics. This placing idealistic heroes in a
somewhat grittier setting ultimately makes them more heroic
than if they were in the usually overly optimistic GAC uni-
verse (sort of the “If you don't work for i, it's not worth
having,” kind of thing). Basically this is just a historical twist
on most GM’s modern day campaigns.

Except for being set during the Golden Age, this is nothing
more than a standard Champions superhero game with
characters having 100 base points and up to 150 points of
disadvantages.

(CAMDAICGN HISTORY )

The first of the Golden Age mystery men made their
appearance in the early 1930s. They were, for the most part,
extremely skilled normals with some kind of ax to grind. They
came into being as a response to the ctime and hardship
which had befallen the world of the Great Depression. They
were justice-minded vigilantes seeking to stem the tide of
evil. They were often misunderstood and forced to work
outside of the law. They were the first of the grim, dark,
avengers of the night. They were so chalked full of clichés,
they could choke on them. These were the heroes of the
pulps.

As the Second World War approached, a change came
over some of the mystery men. Gaudy costumes and super-
powers replaced many of the grim facades and gadgets.
Attitudes changed as well, It was no longer acceptable o
beat the baddies if it required resorting to their tactics. They
had to be beaten in such a way as to show the innate
superiority of right over wrong. The heroes had to work with
and within the law.

But forces far more sinister than green-and-purple-suited
criminal masterminds were to come into play. Dark forces
converging in Europe and Asia were looking ominously
towards America's distant shore. Forces so evil that they
would eventually kill 40 or 50 million people, forces so corrup!
as to threaten the very fabric of democracy. Like millions of
other Ametricans, the heroes responded with patriotic zeal.
And like the protomorphic United Nations, the heroes banded
together in unprecedented numbers to champion the cause
of freedom.

For the most pant, however, the superheroes kept out of
Europe and Asia. This was most often attributed to danger-
ous mystical force-field traps set in Axis occupied territories.
Another explanation given was the superheroes value as
domestic crime-fighters was considered to far exceed their
value as super-commandos, Whatever the reason, it did not

stop waves of Axis nationalist “heroes” from bringing the war
to America, andin sodoing, providing the best reasonforthe
American heroes to fight on the Homefront.

Shortly after the war ended, many of the Golden Age
heroes chose retirement. Like many of the soldiers, sailors
and others who fought so bravely, they now felt they'd done
their bit and it was time to pass the torch. By the late 1950s,
almost all of the Golden Age heroes had gone inte semi, if not
complete, retirement. Within but a few short years, heroes
young encugh to be their sons and daughters started a new
age of superheroics, the Silver Age.

USING GAC IN A MODERN CAMPAIGN

There are several ways to use GAC for your modern day
superhero campaign.

One is as the historic background material for characters
in your current campaign. If Mentat the modern-day Psionic
Wonder is the third generation descendant of the WWII
vigilante/hero Fletcher, then maybe that explains his ten-
dency toward excessive violence. Perhaps Waterboy, raised
in an orphanage and unaware of where he gets his super-
powers, is in fact the son of the Golden Age villain Crime
Wave. A hero could find himself attacked by an old nemesis
of his parents or grandparents, who he never even knew
about. Some nefarious villain mighteven go so farasto steal
the Battlesuit Potemkin from the Russian Great War Mu-
seum in order to start a crime spree at the Kremlin.

Time travel affords another classic bit. Let some villains go
back in time to mess things up for the herces (of course
contriving some method of making the heroes aware that
their history has been, or will be, changed). Then the heroes
must devise a way of going back and righting the course of
time. For example, Politically Correct Man thinks the atomic
bomb is a dreadfully evil thing and should never have been
set off in the first place. Using his organically grown, all
natural, solar powered time machine {(and referring to the
timeline in his copy of Golden Age Champions); he sets off
to the past with some idea of disabling the U.S.’s first three
A-bombs. The heroes, of which at least one has watched the
Arms & Entertainment Networlk, realize that even though the
bombs slaughtered tens of thousands of innocent civilians;
their non-use could result in the deaths of milfions! Thus our
heroes are forced to play time tag with PC Man in an
adventure of Earth-shaking proportions.

Finally, a player might simply design a Golden Age char-
acter who has lived until the present, yet remains aclive
despite his apparent age. This can be because of his
purchasing Immunity to Aging, or from being trapped in a
glacier in suspended animation, or even being carried off by
space-aliens who look like tall Casper the Friendly Ghosts
who relativistically fly a few spins around the galaxy before
returning the hero to Earth 50 years later (but only a few days
ship’s time).

USING MODERN CHAMPION
PRODUCTS IN A GAC UNIVERSE

If you're not sure you can run a Golden Age campaign
because of a lack of support material (aside from this book),
fear not. Just look at how many modern superheroes have
Golden Age origins. Heck, three-quarters of the characters
in DC comics came into being 50 years ago, yet are now
unquestionably “modern” characters whose rewritten ori-
gins start only a couple of years ago. Simply decide that the
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characters and adventures in other Hero products are mod-
em rewrites of Golden Age stories and “voila” instant GAC
campaign.

Example: Fred, after having run one too many scenarios
with villains out of this book, has noticed one of his
players has way too much information and has probably
been reading the villains' bio material in his own copy of
GAC. Fred decides it's time to introduce some new
villains but simply doesn't have the time to put them
together ‘properly.” Grabbing his copy of Classic En-
emies, he proceeds to creatively edit Eurostar into their
Golden Age counterpart. Fiaco becomes Mr. Evil after a
few minor changes (drop computer programming and
make hima former true believerand representative of the
League of Nations), Bora becomes a WW! orphan,
Durak's past makes him an escaped victim of a Soviet
NKVD (USSR internal securily troops) purge, Menlalla
has a hatred of Dr. Qual rather than Dr. Destroyer, The
Whip is hunted by the NKVD and hates the Americans for
what they did to his family during the U.S. intervention in
Russia during the 1920s, Pantera’s father is stilf working
forthe Fascists, and the White Flame and Le Sone hardly
need to change at all. The Golden Age Eurostar is born
with the new name “The One Worlders.”

Some obvious changes are needed when borrowing char-
acters and adventures from existing Champions products.
As mentioned in the character creation section of this book,
except for time travelers and space aliens, all vestiges of the
modern world have to go. The robots in Stronghold are
simply too sophisticated to exist with WWII technology for
instance. Replace them with even more human guards
wearing state-of-the-ar flak vests, and armed with elephant
rifles or anti-aircraft cannons if necessary. Hunteds and
motivations can often stay the same (the International Com-
munist Conspiracy ) yet will require occasional tweaking
(hunted by Neo-Nazi skinheads becomes hunted by Nazis or
the Ku Klux Klan). Additionally, there are many existing
Champions characters — such as the Black Paladin, Sham-
rock or The Slug — who need no changes at all excepl for
introducing them to your Champions universe a few decades
prematurely,

COMIC BOOKS’
COLDEN ACKE

As the title implies, this Champions supplement concerns
itself with the “Golden Age" of comic bocks, a period span-
ning from the middle 1930s to about 1950. This period saw
the birth of a new pulp literary media, the comic book with the
publication of Famous Funnies #1in May of 1934. t was the
first serially published comic book (there were several non-
serial predecessors — collections of existing newspaper
comic strips — dating back to The Yellow Kidback in 1897).
An off-spring of the pulp magazines and newspaper funnies,
the comic book combined the two into something new and
exciting. As far as superhero comics are concerned, the
Golden Age didn’t really start until the publishing of the first
superhero comic, Superman, in 1938. The period's end is
generally placed between the middle of WWII through to the
end of the war in 1945 or a little bit later.

Following the publication and subsequent success of
National Periadical Publication Inc.’s (now named DC Com-
ics) Superman, National started publishing comic books
about other costumed crime-fighters and a gaggle of newly
formed comic book companies followed suit. Like the man of
steel, they too had powers and abilities far beyond those of
mortal man. They too had fantastic origins and kept secret
IDs. And as often as not, they too fought crime while dressed
like circus performers. A small sampling of but a few of these
characters, and their significance to the comic book super-
hero genre, are listed in the following chart:

Superhero Publisher Significance Date
Superman National 1st superhero 6/1938~
Mr. America National 6/1938
Zatara National 6/1938
Crimson National 10/1838
Avenger
Batman National 5/1939-
Doll Man Quality 12/1939
Submariner Timely 1st Aqua hero 1939
(Marvel)
Sandman National 1939
Blue Beetle Fox 1939
Agquaman National 1940
Shield MLJ 1st flag-suit 1940
(Archie)
Hawkman National 11840~
Flash National 1/1940°
Johnny National 1/1940
Thunder
Captain Marvel Fawcett Most successful 2/1940
Superman clone
Spy Smasher Fawcett 2/1840
Spectre National 2/1940
Dr. Fate National 3/1940
Hour Man National 3/1840
Robin National 1st kid sidekick  4/1840
Spirit Register/Tribune newspaper 6/1940
Green Lantern  National 7/1940~
Human Torch Timely (Marvel) 8/1940
Atom National 10/1840
Captain America Timely (Marvel) 3/1941
Dr. Mid-Nite National 1st blind hero 4/1941
Johnny Quick Naticnal 71941
Shining Knight  National 71941
Plastic Man National 8/1941
Phantomn Lady  Quality 8/1941-
Black Hawk National 8/1941
Aguaman National 11/1941
Wonder Woman National Most famous 12/1941~
temale hero
Wildcat National 1/1942
Robotman National 4/1942
Liberty Belle National winter 43

The summer of 1940 also marked the first appearance of
the superhero team when National published All Star Com-
ics #3 premiering the Justice Society of America.

POPULARITY OF GOLDEN AGE HEROES
According to Richard O’Brien in The Golden Age of Comic
Boaks, in the service man’s PX, comic books outsold the
combined sales of top three selling magazines (L/fe, Reader’s
Digestand the Saturday Evening Post) by a margin of tento
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one. Further, by the end of the war, they were the largest
selling type of magazine in the world.

This popularity can be explained by many things. Obvi-
ously, the originality and imagination that went into these
comics would go a long ways toward explaining their suc-
cess. There was also the novelty of the newly invented
superheroes. But | think it was more than that. Unlike many
of loday's superheroes, the Golden Age superheroes were
not some borderline psychopaths fighting villains who were
only marginally worse than they were. Oh sure, some Golden
Age characters might be a little callous about accidentally
killing a villain, butthey didn't go out of their way to do so. The
Golden Age heroes were protectors of innocents, upholders
of good, and righters of wrongs. Adulation and recognition
were lheir due and they were held forth as a role-models.

SUPERHEROES AND Wwil

With the entrance of the U.S. into WWII, the superhero
was often placed in the same category as the servicemen
who defended liberty from the Nazi hordes. Yet, certain
comic book publishers wisely decided to keep their heroes
off the battle fronts. They realized how patronizing it would
look if some superhero could wipe out an Axis army in an
hour while our own servicemen, the real heroes in this war,
took months and years. Thus it was that the majority of
superheroes were relegated to the homefront.

Of course the superheroes couldn’t take this sort of thing
sitting down! Like any other true blue American, they tried to
enlist. Some were told that their contributions as superhe-
roes in fighting saboteurs, fifth columnists and spies was
more important to the war effort than anything they could
achieve inthe military, Others tried to enlist in their secret IDs
only to be declared 4-F {unfit for duty) for various crocked
reasons. And finally, some succeeded in enlisting only to
wind up being stationed stateside for the duration (*Gosh,
darn it all. I'll never get to see action!”).

For the comic book reader remaining on the homefront,
the implication was obvious. Just because he wasn’t out
there fighting for Uncle Sam as a front line soldier didn't
mean he couldn’t make his own valuable contribution to
America’'s war effort and be a hero in his own fashion.

THE GOLDEN AGE COMES TO AN END

The end of the Golden Age of comic books has variously
been set between the later part of World War Two and the
early 1950's. During the course of WWII, the superhero
comics went from being superpowered crime comics to
being somewhat preachy superpowered pro-American pro-
War propaganda. Furthermore, many of the innovators
involved in the writing and lllustrating of the comics were
drafted into the military. As a result, many of the qualities
which had set the comics aparnt were lost in a repetitious
parade of formula stories written by less lalented but avail-
able writers. With the end of WWII, comic books lost a good
portion of their adult audience when the young men retumed
from the war presumably with better things to do than read
comics. By 1951, almost all the superheroes had disap-
peared from the comic book stands to be replaced by
Westerns, Romance, Funny Animals, you name it. The only
characters to remain in publication were the big three —
Superman, Batman, and Wonder Woman.

The capstone on the demise of the Golden Age came in
1953 with the publication of child-psychologist Dr. Frederick

Wertham's book, The Seduction of the Innocent. The book
iswritten as an exposé revealing the evil, seductive influence
of comic books on the children of America. The comics were
presented as promoting viclence, immorality and generally
delinquent behavior. With examples such as Wonder
Woman's “obvious” lesbianism, and Batman and Robin's
“obvious” homosexual and pedophiliac relationship, the book
presents a spurious logic that today is often applied against
actlion-adventure movies. A criminal's disrespect for the
police was seen as promoting the child reader's disrespect
forthemas well. The hero's use of violence against criminals
was seen as promoting violence as the only way of solving
problems. Comic books were blamed for all the ills of society
rather than being seenas merely a symptom of the condition
of the society as a whole. As usual, the American public fell
farthe argument, hook, line, and sinker. Finding a scapegoal
for society's ills always seems preferable to assuming per-
sonal responsibility for the problems themselves. Congress
started investigations and the comic book companies subse-
quenlly muzzled themselves by creating the Comic Book
Code. With few exceptions, the comic book superhero was
all but dead until their rebirth in the Silver Age.

LIVING DURING THE
COLDEN ACE

If you want to play in a specific time period — in this case
the Golden Age — it is useful to know something about the
society you've chosen to enter. You just can't blunder about
with modern day political and social notions, and not expect
the natives to consider you freaks and lock you up. GAC is,
after all, a historical superhero role~playing game.

In the late 1930s, America must have seemed to be a very
disillusioned country. The U.S. was just pulling itself out of
the Great Depression in which it saw 20% unemployment,
poverty and bread lines. Further, the threat of another
European world war was looming over the horizon, and
America didn’t want anything to do with it. Many, if not most,
Americans were leaning towards a policy of isolationism
because they felt they had been tricked inte fighting the last
one by the European/American military-industrialist com-
plex, and what did they get out of it?...dead and wounded
American boys and the Great Depression. What good did it
do if the Europeans were about to go at it all over again? Let
them fight their own wars and sclve their own problems.
America wasn't about to get involved.

Not everybody felt this way however. Some Americans
foresaw that war with the Axis powers was inevitable. It was
only a matter of time before the Axis powers managed to
gobble up Eurape, Asia, and Africa and, if the U.S. continued
to bury it's head in the sand, the rest of the world as well.
These farsighted Americans started the process of prepara-
tion for the inevitable. America, slowly at first but with ever
increasing speed, started to gear up for war.

HOME FRONT AMERICA — IN BRIEF

What follows is meant to provide the player with the
minimal background information for making a Golden Age
character. For the GM and players who feel they need more
info before starting, a more in depth fook at the American
home front comes later in this sourcebook.
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Life for the average American citizen living during the
1940s could best be summed up in one word: involvement.
Along with the millions who entered the armed services or
became employed by war industries, the remaining U.S.
population was Iinformed, active and involved. Those not
otherwise involved in the war volunteered their spare time as
air-raid wardens, auxiliary police and fire fighters and numer-
ous other thankless tasks for the Office of Civil Defense,
Hollywood film and radio celebrities traveled across the
country to Bond Rallies in order to hawk War Bonds and
Stamps and overseas to entertain the troops at U.S.0.
(United Service Organizations) shows in order to boost their
morale and remind them of what they were fighting for. Even
the children of America, participating through such organiza-
tions as the Boy Scouts, Girl Scouts, 4-H, Junior Red Cross
and the Junior Commandos seemingly never tired of collect-
ing thousands of tons of scrap metal, mountains of waste
paper and old tires to be recycled into war production.

Even those who were not personally involved in the war
effort, couldn't help but be affected by it. Wartime shortages
of metal, rubber, silk, petroleum products and innumerable
other materials prevented the production of consumer goods
even as the government stepped in to regulate the distribu-
tion of whatever remained. The Office of Price Administra-
tion initiated rationing procedures to determine who would
be allowed to purchase a “new” car (production of cars
ceased as factories switched to tanks and airplanes), how
much gas they could purchase and who would be eligible to
purchase even a spare tire. Eventually, food, coffee, shoes
and even fuel ollwere also rationed (see timelines laterin this
beook for specific dates).

Anyone who worked for any sort of industry found they
were working for the war effort. Industries, which during
peace time might have manufactured typewriters, soon not
only found themselves manufacturing machine guns but
lhey were doing so on a twenty-four hourbasis. Such wasthe
sudden thirst for manpower that employees regularly found
themselves working 48 hours per week. Women and minori-
ties suddenly found work (although still at a lower pay rate
than white males) in companies which had found themselves
forced to drop their exclusionary policies or lose huge
government contracts to the competition. Almost overnight,
unemployment became virtually nonexistent.

Meanwhile, in the work place and elsewhere, the govern-
ment spread jts messages, “Be Smart — Act Dumb” for Axis
spies and saboteurs could be anywhere. The evidence that
“Loose Lips, Sink Ships" was appareni on the eastern
seaboard as German U-boats slaughtered thousands of
tons of merchant shipping within sight of shore (until the
Americans learned to practice black-out procedures, the U-
boats used city lights to silhouette their lumbering, unpro-
tecled targets).

Numerous government agencies helped control what
Americans would hear about the war. The Office of Censor-
ship edited all in-going and out-going overseas mail. The
Office of War I