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Welcome back to Light City—One Shots. Every super hero can benefit from a companion. Last 

time we discussed the pet variety. This time we present the good old fashioned, sidekick. 

The Sidekick 

While their names may not be in the headlines, a sidekick knows their job is a vital one. Being 

a hero isn’t easy. All Sidekicks know this. It is for this reason they provide the support  every 

champion of justice needs. Whether it is through simple words of encouragement or a need to 

be protected, Sidekicks inspire their partners to fight harder. While they might get overlooked, 

one should never underestimate them. 

Sidekicks begin play with a crimefighting costume. They can wear light body armor (up to –2

[+2] AC bonus). Sidekicks are capable of using any weapon, though they tend to use weapons 

that match their partner’s theme. 

Sidekicks add their Dexterity bonus to their AC.  

Bolster Hero:  At 1st level, The Sidekick’s partner receives a +1 to hit when fighting alongside 

or for the sidekick. 

Hero Support I:  At 2nd level, the Sidekick can cast Cure Wounds I once per day. 

Hero’s Gimmick: At 3rd level the Sidekick gains the 1st level abilities of their partner’s class.  

Old Chum: At 4th level the Sidekick’s Bolster Hero also adds a +1 bonus to their partner’s 

damage.  

Hero Support II: At 5th level, the Sidekick can cast Cure Wounds I an additional time per day. 

Mascot: At 6th level, the Sidekick’s Bolster Hero ability affects their entire team (or heroes 

their partner is currently teaming-up with). 

Heroes Never Die: Once per day when a character (other than the Sidekick) would be reduced 

to zero hit points, that character is instead reduced to 1 hit point and knocked unconscious.  

Level  HD  BHB  Save 

1  1  +0  15 

2  2  +1  14 

3  2+1  +1  13 

4  3  +2  12 

5  3+1  +2  11 

6  4  +3  10 

7  4+1  +3  9 



Rainbow Boy 

Level 7 Sidekick 

Real name: Jack Walton (secret) 

First appearance:  Reg’lar Fellers 

Heroic Comics #14 1942 

STR 10  INT 13 

DEX 16 (+1) WIS 10 

CON 11  CHA 13 

4+1 HD (18) Saving Throw 9  

Flight (48 ft) 

AC 6[13] (cr imefighting costume, rainbow aura, ineffective without light) 

Attack: Rainbow Str ike +3 to hit, 1d6 radiant damage. 

Hero’s Gimmick (Elemental Powers 1/day) Light I 

Teen genius, Jack Walton, works for Light City’s most popular radio stations. When not work-

ing with other whiz kids for the radio, he fights espionage and crime as the colorful crusader, 

Rainbow Boy. While he started as a solo hero, he quickly became Hydroman’s partner.  

Rainbow Boy’s greatest folly was his encounter with the alien conqueror, General Gruno. 

Rainbow Boy took the general on a tour of the battlefields of WWII. In the end the general re-

pented of his conquering ways and offered to help the Allies. In his youthful ignorance Rain-

bow Boy told the general that the United Nations could take care of it. This encounter, known 

only to Hydroman and Rainbow Boy, is a source of great shame for the hero.  

 

 

 

 

 

 

 



Legal Appendices 

All artwork and Rainbow Boy, Hydroman, and General Gruno, are in the Public Domain. “Light City” and this work’s Trade Dress are 
considered Product Identity. This is v1.0 of this work  

 

Open Game Content  
Open Game Content may only be Used under and in terms of the Open Game License (OGL).  
This entire work is designated as Open Game Content under the OGL, with the exception of the trademarks “Swords & Wizardry,” “S&W,” 

“Mythmere Games,” “FGG,” “Frog God Games,” and with the exception of all artwork. These trademarks, artwork, and the Trade Dress of this 
work (font, layout, style of artwork, etc.) are reserved as Product Identity.  

Open Game License  
OPEN GAME LICENSE Version 1.0a  
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights Re-

served.  
1. Definitions: (a)”Contributors” means the copyright and/or trademark owners who have contributed Open Game Content; (b)”Derivative 

Material” means copyrighted material including derivative works and translations (including into other computer languages), potation, modifica-
tion, correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be recast, trans-
formed or adapted; (c) “Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; 
(d)”Open Game Content” means the game mechanic and includes the methods, procedures, processes and routines to the extent such content does 
not embody the Product Identity and is an enhancement over the prior art and any additional content clearly identified as Open Game Content by 
the Contributor, and means any work covered by this License, including translations and derivative works under copyright law, but specifically 
excludes Product Identity. (e) “Product Identity” means product and product line names, logos and identifying marks including trade dress; arti-
facts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, like-
nesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; names and descriptions of characters, 
spells, enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, environments, creatures, equipment, magical 
or supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or registered trademark clearly identified as Product 
identity by the owner of the Product Identity, and which specifically excludes the Open Game Content; (f) “Trademark” means the logos, names, 
mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the associated products contributed to the Open Game 
License by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, edit, format, modify, translate and otherwise create Deriv-
ative Material of Open Game Content. (h) “You” or “Your” means the licensee in terms of this agreement.  
2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used 
under and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or subtracted 
from this License except as described by the License itself. No other terms or conditions may be applied to any Open Game Content distributed 
using this License.  
3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.  
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, non-
exclusive license with the exact terms of this License to Use, the Open Game Content.  
5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your Contribu-
tions are Your original creation and/ or You have sufficient rights to grant the rights conveyed by this License.  
6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT 
NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the copyright 
holder’s name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.  
7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in 
another, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability 
with any Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does 
not constitute a challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all 
rights, title and interest in and to that Product Identity.  
8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open 
Game Content.  
9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of 
this License to copy, modify and distribute any Open Game Content originally distributed under any version of this License.  
10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.  
11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have writ-
ten permission from the Contributor to do so.  
12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game 
Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected.  
13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of 
becoming aware of the breach. All sublicenses shall survive the termination of this License.  
14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make 
it enforceable.  
15. COPYRIGHT NOTICE  
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