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Introduction

From 2015 to 2020 I led a collaborative practice based 
research project, ‘British Superheroes’, working with several 
comics artists to investigate the narrative and visual 
techniques of British superhero comics from the 1940s to the 
present. I wrote comics scripts, often accompanied by 
sketches, designs and layouts, then worked closely with the 
artists to discover, echo and extend the strategies employed 
by these comics. 

My book, The British Superhero (University Press of 
Mississippi, 2017) was the first study of the history of 
British superhero comics, but the creative project that ran 
parallel to it was not a historical account of these 
publications, as the book had been, but rather an attempt to 
understand how these comics were made and the range of 
cultural, social and political influences upon them.  

The idea was to create a number of fictional characters 
and titles, imagining that British Superhero comics has become 
popular, and that Alpha, a British Superhero I developed, had 
a similar longevity to Superman in America, adapting to 
changing political, cultural and industrial circumstances over 
that period. What would such a British superhero look like? 
How would he, the wider cast of characters, and the style of 
storytelling, change over the years? Rather than being purely 
speculative, the stories that were created were rooted in the 
now largely forgotten British superhero comics, and the 
imported and reprinted American material that appeared in 
Britain. There was also a concerted attempt to reconstruct the 
style of comics produced by British creators like Jack Glass, 
Len Fullterton, Mick Anglo, Alan Moore, Grant Morrison, Dave 
Gibbons, and many others. The original characters, Alpha, Alpa 
Girl, and Doctor Oculus, were created by Murray to investigate 
the history of British superhero comics, and the strategies 
employed in these comics. The creation of a fictional 
alternate British comics history where British Superhero 
comics were popular allowed for a creative re-imagining of 
British superhero comics using the conventions of the genre, 
where alternate realities and ‘ret-conning’ of stories and 
characters is commonplace.    

As detailed in The British Superhero, British superheroes 
are quite different from American ones, lacking the same 
underpinning of patriotism and lantern-jawed heroism. British 
superheroes typically subvert and critique American characters 
and the political assumptions that drive them. British 
superhero comics deal in satire, parody, pastiche, 
intertextual allusion, and appropriation, and often employ 
‘lifting’ (copying) from the American source material. There 
are some intriguing connections between British Pop Art of the 
1950s and a range of other influences. Later comics took the 
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form of essays in comics form (Superhuman Futures and ‘Super-
cali-retro-comics-expialidocious!’), and in some cases the 
‘paste-up’ techniques of pop artists were employed.  

A major change in direction came in the development of 
Odd John, a full length adaptation of Olaf Stapledon’s 1935 
novel of the same name. I contend that Odd John set a temple 
for the treatment of the superhuman as a non-heroic, and 
indeed, amoral figure, in a way that is echoed by later 
British comics creators, and especially Alan Moore, Grant 
Morrison, Mark Millar and Warren Ellis. This was the first 
comics adaptation of a Stapledon story, and has been 
acknowledged by the Stapledon estate as an authorised 
adaptation.  

The next stage of the research project was inspired by 
Dundee’s history of games development, and its relationship to 
comics. Also, many of the comics artists I work with have a 
background in computer game animation as well as comics. The 
result was Glyconic Psychogeography, and Alpha-A Tumble 
Through Time, which mixed elements of traditional comics, 
webcomics, board games and computer games. Embedded in the 
narrative and gameplay are allusions to British comics history 
and British superhero comics.    

It was found that the presentation of a fictionalised 
alternate British comics history and the recreation of these 
comics using contemporary techniques opened up a space to 
comment on and challenge misconceptions about British comics 
history, and by extension, reveal much about the politics 
embedded in these comics, and the diverse range of influences 
upon them, including not only American comics, but also 
British and American pop art, and British science fiction.  

This project asked the following questions: 

1/ What cultural and political influences shaped British 
superhero comics? 
2/ How can a creative re-imagining of these comics implicate 
readers in a critical re-evaluation of these comics and their 
politics? 
3/ How can the techniques employed in these comics be reworked 
through contemporary comics creative practice? 

The scripts presented here, along with the process work, 
which is a combination of preparatory material drawn by me, 
and also by the artists as part of the creation process, are 
intended to give an insight into both the process of creating 
comics and of investigating research questions through 
creative means. In order to make the most of this it is 
intended that this book be treated as a companion to the 
comics themselves, and be read alongside them. I hope that 
this book is illuminating in both respects, but it should be 
said that there is no one way to create comics. Indeed, the 
scripts shown here change radically in terms of their style 
and format. This was dependant on a number of factors, 
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including the complexity of the story, or my familiarity with 
the artist I was collaborating with. Sometimes when you work 
with certain artists over a number of projects and creative 
shorthand is developed that means less explanation is 
required. Therefore, the scripts are not uniform in their 
style or form, but change considerably over time. They are not 
offered as ideal model of how to create comic scripts, but it 
is hoped that any insight provided by seeing ‘behind the 
scenes’ is useful to new comics creators, readers, and 
researchers.    

I am deeply grateful to the artists who worked with me on 
this project. They were all paid for their work through 
funding provided via the School of Humanities. Thanks are due 
to James Livesey, Brenda Murphy, Murray Frame, Sarah Conway, 
and Liz Faini, who facilitated the funding of this work.   

I hope these scripts, the annotations and the process images 
are useful and of interest. I certainly enjoyed creating them, 
working with the artists who were co-creators of these 
stories, and learned a lot through the process.  

Chris 

Professor Christopher Murray 
Dundee 
February 2020 
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Alpha – The British Superhero

My initial sketch for Alpha was intended to evoke both 
Superman and the Amazing Mr X, the first British superhero. 
The first flurry of stories, written over the course of a 
year, were collected in Alpha - The British Superhero (2016), 
with cover art by Phillip Vaughan. It was important not to 
stress national identity, as unlike many American 
superheroes, British superheroes tended not to be flag-waving 
and patriotic. British superheroes emulate certain aspects of 
their American counterparts, but not others. It was also 
important that readers be aware that there is a clear 
indebtedness to American comics, but that this was a version 
of the superhero infused with a British sensibility. The 
cover which Vaughan referenced Christopher Reeve as Superman, 
and the word balloons which I added to the design referenced 
the dialogue of DC Thomson’s Oor Wullie, placing Alpha within 
a British context.    
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Beware the Coming of 
Doctor Oculus! 

Every hero needs an arch enemy, and this came in the form of 
Doc Oculus. The image of this character, and his name, came 
to me fully formed one evening while working my way through a 
large pile of essays. The pile of assessments were hurriedly 
pushed aside as Doc Oculus came to life on the form of this 
drawing. 

10



Alpha Girl 

A very rough sketch of Alpha’s sidekick, Alpha Girl, was 
transformed into a magnificent character design by artist 
Rossi Gifford. Rossi had recently moved from Scotland to 
Canada to pursue a career in animation, but was still very 
active in producing her own comics. I was delighted to see 
Alpha Girl take shape, with some references to Batgirl as 
drawn by Babs Tarr.  
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Origin of Alpha 

The origin of Alpha came late in the day and is not much of 
an origin at all. This stems from the fact that many British 
superheroes appeared as abruptly as they disappeared, with 
very little in the way of explanation for their powers or 
motivations. Clearly Alpha owes much to Superman, but he is 
also based on The Amazing Mr X, the first British superhero, 
who appeared in DC Thomson’s The Dandy in 1944 for 14 short 
instalments. He was, I believe, a response to Superman being 
reprinted in Britain for a short period in 1939 by 
Amalgamated Press, DC Thomson’s great rival. The origin story 
was fully drawn up by myself, with captions, in the style of 
the Amazing Mr X, so no script was required. The artist, 
Norrie Millar, worked from my layouts to produce the final 
artwork. Although this is the ‘first’ Alpha story in the 
invented chronology of the character’s publication history, 
this was one of the last stories to be written for Alpha – The
British Superhero.  
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Alpha at War 

This story echoes the ‘Origin of Alpha’ story in terms of form 
and style, and was drawn by Norrie Millar. The main reference 
point is The Amazing Mr X, but that strip never featured 
propaganda themes, where this was common in other DC Thomson 
stories, and many American superhero comics. The story also 
refers to some aspects of Dundee’s comics history (the McCail 
Studios, DC Thomson’s headquarters at Meadowside), and a 
crossover with the Amazing Mr X is teased at the end.    

Page 1 - Header: A LONE ENEMY PLANE, AND A MYSTERY CLOSE TO 
HOME   

Panel 1: A lone Nazi plane above Dundee. Spotlights track its 
progress. The law in the background. Some warships are moored 
in the river. Note: this is Rudolph Hess' plane. See photo 
reference. Hess made a trip over to Scotland, reportedly to 
broker a deal with the Royals and/or government.  

Text: A NAZI PLANE WEAVES BETWEEN THE FLAK AND SPOTLIGHTS OF 
DUNDEE'S WARTIME DEFENCES 

Panel 2: Nat Fullerton pulls open his shirt to reveal his 
Alpha costume as he prepares to reap into action, presumably 
out of the window behind him. He is in an art studio, named 
for its owner, Bill McCail, and is located in a building that 
once stood where Primark is now. A drawing board is visible, 
with comics artwork pinned to the board. A Keep Calm and Carry 
On poster is on the wall.   

Text: IN HIS OFFICE AT MCCAIL'S ART STUDIO, NAT FULLERTON 
HEARS THE BATTLE RAGING OVERHEAD AD BURSTS INTO ACTION, AS 
ALPHA! 

Panel 3: Alpha pulls the wing off the plane. 

Text: THE SUPERNORMAL ALPHA MAKES SHORT WORK OF THE ENEMY 
PLANE, SENDING IT SPIRALLING TOWARDS THE GROUND BELOW. 

Panel 4: Alpha has apprehended Hess. A soldier is nearby. 
Wreckage from the plane is visible. The crash is just north of 
the Law. 

Text: ALPHA HELPS THE SOLDIERS PULL THE PILOT FROM THE 
WRECKAGE AND IS SHOCKED TO FIND THAT IT IS NONE OTHER THAN 
RUDOLPH HESS OF NAZI HIGH COMMAND.  

Panel 5: Close up of letters. The opened letter has strange 
alien letters. Like Cthulhu cult writing. One seems addressed 
to Balmoral. The top one is addressed to Dr O, at 
Hospitalfields.  
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Text: A QUICK SEARCH OF HESS REVEALS THAT HE IS CARRYING 
SEVERAL PRIVATE LETTERS IN A STRANGE CODE. ONE IS ADDRESSED TO 
A MYSTERIOUS FIGURE WHO LIVES NEARBY.  

Panel 6: the courtyard of Hospitalfields house. Nat Fullerton 
with suitcase. 

Text: FULLERTON TAKES THE SHORT TRAIN JOURNEY TO HOSPITALFIELD 
HOUSE, A STRANGE PLACE THAT WAS ONCE A HOSPITAL FOR PLAGUE 
VICTIMS.  

Panel 7: Close up of the creepy Dr Oculus. He looks like Grant 
Morrison crossed with Aleister Crowley. His tattoo is 
prominently placed on his forehead and is an upside down 
masonic symbol with an eyeball instead of a "G". 

Text: THERE HE MEETS DOCTOR OCULUS, AN OLD MAN WITH A STRNGE 
TATTOO ON HIS FOREHEAD.  

Panel 8: Doc Oculus lifts a hand, which emanates a strange 
glow. He is hypnotising Fullerton. 

Text: WHEN FULLERTON MENTIONS THE LETTER DOCTOR OCULUS' 
DEMEANOUR CHANGES AND HE USES MAGICAL POWERS TO HYPNOTISE 
FULLERTON. 

Panel 9: Fullerton is asleep at his drawing board, His hat 
lies on the ground with empty ink pots and discarded pages. 

Text: FULLERTON AWAKENS THE NEXT MORNING WITH NO MEMORY OF 
WHAT HAPPENED. HE IS ONCE AGAIN AT MCCAIL STUDIOS. 

Page 2 - Header: A DIABOLICAL PLAN, THWARTED BY ALPHA 

Panel 1: Fullerton looks at what he has drawn. Images of 
Hitler, a Swastika, Nazi salutes, etc, and a panel that says 
"submit". Ink drips, like blood, from the drawing board to the 
table.  

Text: TO HIS HORROR HE SEES THAT UNDER DOCTOR OCULUS' POWER HE 
HAS SPENT THE NIGHT DRAWING PRO-HITLER COMICS! HE INSTANTLY 
REALISES THE FOUL PLAN. 

Panel 2: Meadowside DCT building. As wartime photo reference 
for this building. Doc Oculus stands outside in robes, hands 
in the air. A strange glow from his hands. 

Text: AT THAT MOMENT, OUTSIDE THE HEADQUARTERS OF THE 
COUNTRY'S MOST ILLUSTRIOUS PUBLISHER OF NEWSPAPERS AND COMICS, 
DOCTOR OCULUS WORKS HIS EVIL MAGIC. 

Panel 3: Inside DCT, an editor and artist are under Doc 
Oculus' power. The artist slowly tears apart the issue of The
Dandy that he is reading.  
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Text: FOLLOWING THE INSTRUCTIONS IN THE CODED LETTERS THE 
MAGICIAN HYPNOTISES THE STAFF IN THE BUILDING. IN MERE MOMENTS 
THEY WILL BE UNDER HIS POWER FOREVER! 

Panel 4: Alpha, flies in, lands next to Doctor Oculus, his 
fist clenched. The evil magician swings around, hand raised, 
glowing. But Alpha won't be caught out again. 

Text: BUT DOCTOR OCULUS HAS RECKONED WITHOUT THE AWESOME 
MENTAL POWERS OF ALPHA! 

Panel 5: Alpha delivers a hum dinger of a punch and rattles 
Doc Oculus' cage. 

Text: THE STEADFAST HERO, WHOSE MIND COULD NEVER REALLY BE 
CONTROLLED BY THE POWER OF HITLERISM, STRIKES BACK! 

Panel 6: Speaking of cages. Hess and Oculus share a prison 
cell. Hess looks despondent. Oculus looks determined.  

Text: SOON HESS AND OCULUS SHARE A PRISON CELL. THE HEROIC 
ALPHA HAS SAVED THE DAY AGAIN.  

Panel 7: Fullerton back on his studio, drawing. The Alpha cape 
hung up in the background.  

Text: BACK IN HIS CIVILIAN GUISE OF ARTIST NAT FULLERTON OUR 
HERO RESUMES HIS JOB, CREATING WHOLESOME STORY PAPERS TO 
ENTERTAIN THE NATION'S YOUTH. 

Panel 8: Alpha on top of the law. The war memorial is in front 
of him. He looks out over the river, looking West. The bridge 
and Fife can be seen.  

Text: BUT AS ALPHA HE IS EVER VIGILANT, A SENTINEL OF OUR 
SHORES, AND PROTECTOR OF LIBERTY AND THE EMPIRE. 

Panel 9: Alpha and The Amazing Mr X. 

Text: NEXT WEEK X MARKS THE SPOT AS A DANDY NEW 
SUPERNORMAL CHARACTER IS REVEALED!  
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Galactic Sci-Fi Thrills 

This story, like ‘Alpha at War’, features Doc Oculus while he 
is still human. He is based on Aleister Crowley and here we find 
him serving as a soldier in the trenches of World War One. In 
the 1940s and 50s British superhero comics crossed over with 
science fiction, so the heroes here are robots rather than 
traditional superheroes.   

PAGE ONE 

PANEL 1 
Scene of carnage. German troops are charging across no-man’s 
land, attacking British troops. There is are explosions, bodies. 
Burning tanks. Flares light up the night sky. The British troops 
in there trench are about to be overrun.  

CAPTION 1: Ypres, Belgium, October 1914 

CAPTION 2: Sir, we have completed our investigation of the 
incident and have interviewed every survivor. Their accounts 
are… somewhat incoherent.  

PANEL 2 
A British general listens to the report of a younger officer in 
the foreground. His face is stern.  

OFFICER (WORD BALLOON): It started in the midst of a German 
counter offensive. They had our boys on the run back to their 
trench. It was sheer bloody hell by all accounts…  

GENERAL (WORD BALLOON): And then? Spit it out man. 

PANEL 3 
The trench about to be overrun. The British troops are being 
massacred.  

CAPTION 1: And then the incantation started. 

CAPTION 2: The what? 

PANEL 4 
British troops fighting. German troops pouring into trench, 
killing them. The incantation can he heard: Yaeleth, na weep 
Milzz kolhoon  

CAPTION 1: The witnesses described it as s spell, in some unknown 
language. It was coming from one of our officers. 

CAPTION 2: An Englishman? 

21



PANEL 5 
Cawley, a long officer, chanting in front of a glowing book. 
Trying not to be distracted by the carnage around him, but he 
is terrified. Smybols flow off the book. 

CAPTION 1: Yes, sir. Well, half Scots. But yes, his name is 
Cawley. Always been a strange one. The men never liked him. 

PANEL 6 
Now the magic kicks into high gear. Incantation now louder: 
Yaeleth, na weep Milzz kolhoon! 

CAPTION 1: And then it happened. 

PAGE TWO 

PANEL 1 
Energy bolt leaps into the sky from the trench. 

PANEL 2 
A portal opens violently. 

CAPTION 1: Some kind of storm brewed up. 

PANEL 3 
Robot soldiers, the Man Tanks, burst through, ready for battle. 
They astound the attacking Germans, who start to flee in terror. 

CAPTION 1: Then the Man-Tanks appeared… that’s what the survivors 
called them, sir.  

PAGE THREE 

PANEL 1 
Man-Tanks massacring German troops. 

CAPTION 1: They made short work of the Germans, and even took a 
few prisoner.  

PANEL 2 
German troops getting blown away. 

CAPTION 1: But not many. 

PANEL 3 
Cawley, delighted and amazed. 

PANEL 4 
Cawley standing before the victorious Man-Tanks. The German 
prisoners are visible. He is singing their praises, and his own. 

CAPTION 1: Cawley was in high spirits. He thanked them for saving 
his life. They seemed confused. Unsure where they were, or why. 
.  
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CAPTION 2: Then Cawley said they were his to control. 

PANEL 5 
Close up on Man-Tank Leader, Charley II. He has an amused smile. 

CAPTION 1: Cawley apparently started ranting about ruling the 
world, destroying his enemies… 

CAPTION 2: They didn’t seem very amused. 

PAGE FOUR 

PANEL 1 
Cawley shouting. Very angry. 

CAPTION 1: Cawley got angry. Said he’d send them back to where 
they came from. 

PANEL 2 
Man-Tank picking up Cawley. 

CAPTION 1: Things got a bit nasty at that point. Seems they are 
fighting something a bit worse than the Hun where they come 
from, sir. 

PANEL 3 
Cawley gets back to his book and opens it, it starts to glow. 

PANEL 4 
The portal opens again, the power of the book channelled through 
Cawley.  

PANEL 5 
A huge creature starts to emerge to the horror of the Man-Tanks. 

PAGE FIVE 
Splash page. The creature bursts through. Maybe cyborg zombies 
too… or is that too much? The Man-Tanks try to defend themselves. 
Cawley and the British troops scatter. The German prisoners can’t 
move very far. The Man-Tank leader rallies his troops. The 
creature lunges at him.  

PAGE SIX 

PANEL 1 
The Man-Tank Leader takes a pretty bad hit. 

PANEL 2 
He tries to fight but is ripped in half. 
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PANEL 3 
Man-Tanks fight back, but it is utter chaos and devastation, and 
the humans are getting caught in the crossfire. Some of the 
German prisoners are killed, and other break free.  

PANEL 4 
Cawley is unconscious, but the book is keeping the portal open. 

PANEL 5 
A German POW (Hitler) is slightly wounded, but sees that the 
book is the key. 

PANEL 6 
He violently kicks the book closed, sending some pages flying. 

PAGE SEVEN 

PANEL 1 
The book shuts. 

PANEL 2 
The portal reverses and things start to get sucked back in. 

PANEL 3 
All the inter-dimensional invaders, from both sides, and 
violently sucked back into the portal.  

PANEL 4 
The portal closes. It is almost sunrise. 

CAPTION: And then it was all over, sir. 

PANEL 5 
Bewilderment. British troops pick up the pieces. Gesture to the 
sky. Some break down. The German POWS are set free. There are 
bits of monster and robot everywhere. Cawley is subdued and under 
arrest.  

CAPTION 1: It was pretty chaotic. No one knew what to make of 
it. A Sergeant took charge. Put Cawley under arrest. Set the 
German prisoners free.  

CAPTION 2: What?! 

CAPTION 3: He said the other side had to know. That this would 
end the war.  

PAGE EIGHT 

PANEL 1 
The General, looking even sterner. 

GENERAL (WORD BALLOON): The man is a traitor. Have him shot. 
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OFFICER (WORD BALLOON): Sir…? 

PANEL 2 
The General in full blast. 

GENERAL (WORD BALLOON): You have your orders. And I want every 
witness in a sanatorium by tomorrow morning. This never happened. 
Have a ship loaded with every scrap of metal and every piece of 
evidence. I want it all in Manchester by tonight. 

PANEL 3 
The younger officer, unnerved. 

OFFICER (WORD BALLOON): And me, sir? 

PANEL 4 
Cawley in a straightjacket, under guard, on a ship. 

GENERAL (WORD BALLOON): You are responsible for this Cawley. I 
want him on another ship back to London tonight. Full escort. 
We have people ready to question him. Experts. 

PANEL 5 
Flashforward. Man-Tanks being reverse engineered. 

GENERAL (CAPTION): This is how we end the war. 

PANEL 6 
Hitler clutching the muddy, tattered book. 

CAPTION 1 (GENERAL): But what the hell happened to that damned 
book?   

CAPTION 2 (OFFICER): No idea, Sir. We never found it. 

PANEL 7 
Hitler clutches the book even closer. It starts to glow. 

CAPTION 1 (GENERAL):  Find it.  

CAPTION 2 (GENERAL):  With it we will end all wars.  

THE END 
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Pop Goes the Art World! 

This Alpha story is set in the 1950s against the backdrop of 
British Pop Art and features artists Eduardo Paolozzi and 
Richard Hamilton. The artwork is by Letty Wilson. Issues of 
appropriation and ‘lifting’ are common to both comics and Pop 
Art, and the story plays on the supposed distinctions between 
‘high art’ and ‘low art’ a contested space in which pop art 
operates. British pop artists acknowledged that commercial 
illustrators, comics artists and the like were ‘pop artists’, 
whereas in American pop artists tended to regard pop culture 
as a source of anonymous source material. There are several 
celebrity cameos, and a few from the Dundee comics team. In 
this story the main themes of the project, satire, parody, 
pastiche, intertextual allusion, and appropriation, came into 
sharp focus.   

Page One 

Panel 1 
Alpha flying past Big Ben in the early evening, around 5pm on 
an August day in 1956. 
Caption 1: Taking in the sights of London, but Alpha is always 
on duty! 
SFX balloon / radio transmission: '...police are reporting a 
mysterious theft at an art gallery...' 
There is no tail on the 'balloon'. Alpha is 'hearing' radio 
waves. 
Alpha: Looks like a job for Alpha! 

Panel 2 
Alpha landing at the art gallery inside the police cordon. 
It's at Whitechapel Gallery. Police are in attendance and 
artist Richard Hamilton is distraught. Poster for 'This is 
Tomorrow' exhibition is visible. 
Policeman: Alpha! We are glad to see you! 
Hamilton: My work... Gone! 

Panel 3 
Medium shot of Alpha and Hamilton, policeman hovering around. 
Marilyn Monroe and Arthur Miller in background here or 
elsewhere. 

Alpha: You'll be the artist? 
Hamilton: Yes! Please find my paintings! 

Panel 4 
Policeman head and shoulders, looking out to the reader. 
Policeman: It's a funny business. No alarms were tripped. The 
paintings were there one minute, gone the next, and just 
moments before the opening of the exhibition! 
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Panel 5 
Long panel. Alpha in the art gallery. Police are trying to 
gather evidence, but there's not much to find. There are 
obvious spaces where the paintings should be. Other artists 
are beside themselves, including Paolozzi. A word balloon 
comes in from off panel / page. 
Kringe: Everyone is a critic, it would seem... 

Page Two 

Panel 1 
Kringe in a black polo neck and looking quite superior and up 
himself 
Kringe: Of course, I actually am the country's foremost art 
critic. 
Kringe: Salvadori Kringe, at your service. 

Panel 2 
Alpha, head and shoulders. 
Alpha: Who would steal this artwork? How valuable is it? 

Panel 3 
Kringe, head and shoulders, distraught artists in background. 
Kringe: Worth? Artistically speaking, nothing whatsoever! I 
can't imagine who would want this nonsense. 

Panel 4 
Kringe gesturing towards a poster which says 'This is 
Tomorrow' and shows some examples of Paolozzi and Hamilton ('I 
was a rich man's plaything' and 'just what is it that makes 
modern homes so appealing?). 
Kringe: They call it 'Pop Art'... Ridiculous! It has nothing 
of the power of a Picasso or Pollock. 

Panel 5 
Alpha, eyes narrowing. 
Alpha: I see. Well, this is a mystery. 

Panel 6 
Kringe is leaving the crime scene. Alpha, surrounded by 
policemen and artists, watches him go. 

Panel 7 
Alpha takes off. 
Thought balloon (Alpha): something tells me to keep an eye on 
Kringe! 

Page Three 

Panel 1 
Alpha flying above Kringe. Watching him walk down the street. 
View from above. 
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Panel 2 
Reverse view (worms eye view). Kringe looking shady, making 
sure he isn't being followed. We see Alpha flying high above 
in the night sky.  

Panel 3 
Kringe sneaks into a dodgy looking warehouse. It looks to be 
abandoned. 

Panel 4 
Alpha lands in the street next to a newsagent. There are 
references to the Suez Crisis on newspapers and billboards. 
The shop is closed but Alpha sees comics and magazines in the 
window, which gives him an idea. 

Panel 5 
Alpha uses his super strength to force the lock. 

Panel 6 
Alpha gathers up the comics and some glue. 

Panel 7 
Alpha using superspeed to rip up comics and glue them to a 
board. He produces a fine example of a British pop art 
collage. 

Page Four 

Panel 1 
Kringe in the warehouse looking at his watch 

Panel 2 
Same image, but Alpha swoops in behind him, unnoticed and 
deposits the newly completed artwork behind him and flies 
away. 

Panel 3 
Kringe turns around and sees it artwork and gets a fright. 
Kringe: arrghh! 

Panel 4 
Kringe pulls out a weird 1950s ray gun device and zaps the 
artwork. 

Panel 5 
The artwork in transformed into a Picasso-esque modernist 
version of itself. 

Panel 6 
Kringe, looking at the ray gun in shock. 
Kringe: It worked! But...? 
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Doc Holiday (off panel): But what? 

Panel 7 
Doc Holiday, in Hawaiian shirt and with two hoodlums at either 
side. 
Kringe: Doc Holiday! 

Page Five 

Panel 1 
Kringe, head and shoulders. 
Kringe: Your stupid device didn't work! It didn't change those 
'pop' abominations, it made them disappear! 

Panel 2 
Holiday, gesturing towards the modernist artwork. 
Holiday: So how do you explain that? Where did it come from?! 

Panel 3 
Alpha swoops down. 
Alpha: I think I can answer that! 
Doc Holiday: Alpha! Get him! 

Panel 4 
Alpha punches the hoodlums, knocking them out. 

Panel 5 
Holiday grabs the ray gun and shoots Alpha. 
SFX: ZAP! 

Page Six 

Panel 1 
Alpha is momentarily transformed into a Picasso-esque version 
of himself. 

Panel 2 
But he shakes it off. 

Panel 3 
Alpha punches Doc Holiday. 
SFX: POW! 

Panel 4 
Alpha grabs a terrified Kringe. 
Alpha: Critique your way out Of a prison cell Kringe! 

Panel 5 
Large panel. Alpha lands at the art gallery, which is still 
attended by police. He deposits Holiday and Kringe. 
Alpha: Case closed gentlemen. 
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Page Seven 

Panel 1 
Alpha turns the ray pun on the empty gallery walls. 
SFX: ZAP! 

Panel 2 
The artwork reappears. Delighted artists and astonished 
policemen. 

Panel 3 
Alpha, head and shoulders. 
Alpha: This ray gun, The Moderniser, was designed by Doc 
Holiday to hold the art world to ransom, by turning any 
artwork into modern art! He planned to get Kringe to attack 
the old Masters! 

Panel 4 
Kringe and Doc Holiday held by police. 
Alpha (off panel): but Kringe attacked the new Pop Art 
instead! There's no accounting for taste! However, Holiday's 
device couldn't process the shock of the new and so 
accidentally made the pop art invisible rather than 
transforming it. It worked on my 'mock pop art' because that 
wasn't really art, just some comics and adverts hastily thrown 
together! 

Panel 5 
Caption: The next day - the grand opening of the exhibition! 

Alpha standing next to Hamilton, who is revealing his new 
painting. It is 'just what is it that makes modern homes so 
appealing?' but with Alpha in place of the main figure and 
Cosmic and Tales of the Universe etc on the walls in the 
painting. 

Hamilton: Thank you Alpha, on behalf of the Independent Group 
and Pop Artists everywhere! 

The End 
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Alpha – 
 

Words Escape me 

This was the first story that I wrote for the British 
Superheroes project. It was drawn by Phillip Vaughan, a 
lecturer at the art college who co-runs the Comics courses 
with me. Phil was the first artist to draw Alpha. The style 
evokes 1960s American comics, and was intended to suggest 
that Alpha had become internationally popular and was being 
reprinted in America. This is an inversion of reality. 
American superhero comics were reprinted in Britain to great 
success, but this was not a two-way transaction.   
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The Big Canada Con 

This story was inspired by the fact that the comics team had 
been attending a lot of comic conventions, and had just 
returned from one in Toronto. The story imagines that Alpha is 
invited as a guest to one of the early comics conventions in 
the 1970s. Seeing a superhero walking around a convention is 
suggestive of cosplay, which engages the reader in the issues 
of authenticity, parody, and appropriation in different ways 
than the other Alpha stories. The Brownies featured here are 
based on the creatures popularised by Canadian writer and 
artist Palmer Cox in the late nineteenth century and based on 
Scottish folktales that came to Cox via his grandmother. 
Several Canadian comics creators and comics characters appear. 
The artwork was by Jillan Fleck, a Canadian comics artist who 
came to Scotland to take the Masters in Comics.    

Page One 

Panel 1: Trixie and Alpha descend to the street outside of a 
convention centre in Toronto. CN Tower in the background. 
There is a long queue of fans waiting in line to get into the 
Comic Con. They don’t pay much attention to the superheroes.  
Caption: Toronto Comic Con, 1978. 

Panel 2: Alpha holds up his guest pass, showing it to Trixie 
as they walk into the Con, past clearly disgruntled fans. The 
door in held open for then by a bored security guard.  
Alpha: We don’t need to wait in line – we are invited guests! 

Panel 3: A big panel showing the main hall of the Con with 
Alpha and Trixie walking through. Alpha is strutting, thinking 
he is a big deal, but no one reacts to him. Trixie is curious, 
fascinated by everything. The hall is a low ceilinged 
community center with wood panelling, boxes of back issues, 
star trek TOS fanzines, and dungeons and dragons being played. 
There are Canadian celebrities are in the background, such as 
the littlest hobo, the cast of the beachcombers, Wayne and 
Shuster. There are some trekkies and a fan dressed as Tom 
Baker Doctor Who. Nelvana, Captain Canuck and Cerebus are 
there too. And some Brownies. These don’t all have to be in 
this one panel, but can appear in the background throughout 
the rest of this page.  
Trixie: Wow! This place is amazing! 
Alpha: And think how impressed they’ll be to meet some real 
life superheroes from Scotland! 

Panel 4: The Con Organiser runs up to the pair.  
Con Organiser: You’re here! Thank you!  
Alpha: We got the invitation and passes. Where do you want us 
to set up to meet our fans? 
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Con Organiser: What? No… I called you guys in as we have a 
huge Brownie problem and we need your help. 

Panel 5: a young Chester Brown, Joe Matt and Seth are sat at a 
table with a pile of special brownies and drawing. Candy 
cigarettes in their ears.  
Joe Matt: We’re busted… 

Page Two 

Panel 1 
Alpha and Trixie reacting to the Con Organiser. Young Brown, 
Seth and Matt are hiding their brownies in the background, and 
a Brownie is stealing one.  
Trixie: Brownies? 
Con Organiser: Yeah, the little buggers are everywhere! 

Panel 2: The Con Organiser points to the Brownies causing 
mischief. One is hassling a fan in a crappy cardboard Doctor 
Oculus costume. 
Con Organiser: Look! 

Panel 3: Alpha squares up. A Brownie leaps on his shoulder. We 
see more swinging from the ceiling. 
Alpha: Fine. We’ll take care of this. 

Panel 4: Alpha and Trixie grabbing Brownies.  
Alpha: Brownies! You are supposed to be good-natured sprites! 
Why this mischief? 

Panel 5: The leader of the Brownies is a Punk Brownie and 
dressed like Sid Vicious. He is standing on Seth's head, and 
breaking his glasses, or tearing his hat, or something. He 
stops long enough to look up: 
Punk Brownie: Screw you granddad! It looks like your mum made 
that costume! 

Panel 6: Alpha is shocked to tears 
Alpha: but.... my mum did make it! 

Panel 7: Trixie is sick of this nonsense and grabs Cerebus's 
sword, swinging it, cutting a hole in the fabric of the page 
/space/time. 

Page Three 

Panel 1: Trixie has created a hole in the page leading to an 
empty dimension / empty panel. 

Panel 2: Trixie proceeds to gather the struggling Brownies up 
and cast them into oblivion. Perhaps one is caught in the 
gutter between panels 2 and 3. 
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Panel 3: An empty panel. The brownies are being pushed into it 
from the previous panel. They are piling up.  

Panel 4: Alpha grabs the Punk Brownie and tosses him through 
the hole.  

Punk Brownie: Nooooooooo! 

Panel 5: The hole is sealed by Alpha’s heat vision. 

Panel 6: Everyone is recovering from the chaos. The fan cos-
playing as Captain Canuck is directing the clean-up. The Con 
Organiser is thanking Trixie, who holds onto Cerebus’s sword. 
He is behind her, trying to get it back. Nelvana is comforting 
a still upset Alpha while Ed the Happy Clown offers him a 
brownie (cake). 

Ed the Happy Clown: Dude, this will sort you out. 

End 
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A Day in the Life of Doc Oculus 
 

Following on from the humour story, ‘The Big Canada Con’, I 
wanted to explore the humorous side of Doc Oculus. Previous 
appearances of the character drew on the stereotypes of the 
supervillain, and referred to propaganda and horror, but in 
Britain humour comics were more popular than superhero comics, 
and many of the British creators subverted the superhero genre 
by using the conventions of humour comics. The artwork was by 
Letty Wilson.    

Page One 

Panel 1: A large panel taking up the top of the page. Doctor 
Oculus is in his lab, mopping up. There is a huge death ray 
behind him. It is smoking and there are laser blasts on the 
walls. Bits of the Doc’s robot butler are scattered 
everywhere, also smoking. Title says ‘A Day in the Life of Doc 
Oculus’ 

Caption 1: What a morning! Another Death Ray malfunction… 
Caption 2: And scratch another robo-butler… though things are 
not easy to come by. 

Panel 2: Doc Oculus doing the dishes. He’s breaking them by 
trying to hold them in his claw. 
Caption 1: And now I have to do my own frigging washing up! 
Grumble grumble. 

Panel 3: Doc Oculus reading “Supervillain Lifestyles” 
magazine. The cover shows The Badger of Doom, the caption says 
“Shock News! Badger of Doom considers turning to the good 
side”. Another banner says “Robo-Butler sale. See classified 
section”. 
Word balloon: Hmmmm… 

Panel 4: Doc Oculus is outside walking OcuPup, who is peeing 
on the broken pile of robo-butler parts that now are in the 
trashcan and lying on the sidewalk outside the Doc’s secret 
hideout. Oculus is whistling and looking away. A postman 
stands behind him with a box marked ACME. 
Word balloon (Postman): ‘Package for The Badger of Doom… does 
he still live here?’ 

Panel 5: Doc Oculus opening the box. Inside are reels of 
super-alloy cable. He looks at it thoughtfully (good luck with 
that!).  
Caption: Question… if your former partner in crime leaves your 
jointly mortgaged secret hideout to become a superhero and 
then doesn’t pay the phone bill and ignores your calls, it’s 
cool to steal the super-alloy cable he invented in order to 
kidnap you arch nemesis… right?   
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Page Two 

The second page was based on an extrapolation from a Spider-
Man comic, so there was no script as such.   

Page Three 

Panel 1: Night. Doc Oculus sitting on the sofa watching TV. He 
has a slightly cracked head and some band aids on them. He’s 
looking pretty beat up after his fight with Alpha. OcuPup sits 
next to him. We hear the ring of the doorbell.  
Word balloon (from television): ‘And once again Alpha handed 
Doctor Oculus his ass. Next up, the weather…’ 

Panel 2: Doc Oculus opens the door to a new robo-butler.  
Word balloon 1 (robo-butler): ‘Greetings sir, I am your new 
Robo-Butler! Happy to…’ 
Doc Oculus cuts him off. 
Word balloon 2 (Doc Oculus): ‘Finish the dishes, clean up the 
lab, and watch out for the Death Ray.’ 

Panel 3: Doc Oculus is getting ready for bed /is in bed.  
Thought bubble: What a day! I am looking forward to a nice 
peaceful sleep, and just chilling out tomorrow.  

And these 3 panels come at the end of the page. It says ‘The 
End” after ‘EARGH!!’ 

If you draw him in bed in the panel above then I guess the 
second panel below need to be altered slightly so that he is 
in bed, maybe just show the sheets.  

End 
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Alpha – Burning Bright 

A four page black and white story inspired by British comics 
from the mid-1980s. The reference points are Alan Moore and 
Gary Leach’s Marvelman stories for Warrior, and Grant Morrison 
and Steve Yeowell’s Zenith for 2000AD. The story is written in 
the style of early Alan Moore scripts, which is to say quite 
overwritten and driven by first person narration. There are 
also references to Blake, Lovecraft, manga and anime, as there 
are in many works by Moore and Morrison. The Robotron 
character is inspired by the UK Transformer comics which 
appeared at the same time, and recalls Grimlock or Optimus 
Prime. The character is also intended as an update of the 
robots from Galactic Sci-Fi Thrills. The artwork was by Elliot 
Balson.  

PAGE ONE 

Panel 1: Title: Alpha Reborn – Part 2: Burning Bright. Image 
of an early 1980s portable TV. Reception not great. Newsreader 
looking concerned. 
Newsreader: … receiving reports of an attack on the Underhill 
Nuclear facility. High military and civilian casualties. Eye-
witnesses report some kind of mechanical creature [interrupted 
by static] … fears concerning a possible meltdown…  

Panel 2: Alpha flying towards the Nuclear power plant at high 
speed. We see that a wall has been destroyed. There are dead 
bodies and an overturned military jeep.  
Caption [Alpha]: It’s worse than I thought…  

Panel 3: Large Panel. Alpha at the hole in the wall. A huge 
robot is drawing power from the nuclear reactor. There are 
signs of a meltdown in process. Sirens, and warnings to 
evacuate. Smoke and steam fill the room. The robot’s hands and 
eyes glow with energy.  
Caption 1 [Alpha]: Much worse.  
Caption 2 [Alpha]: I know that I’m not going to be able to 
talk him down this time. I try anyway. 

Panel 4: Close up of Alpha, speaking over the noise. 
Alpha: Robotron! This has gone far enough! People are dead. 

Panel 5: Close up on Robotron. Eyes glowing with hate. Gnarly 
speech balloon. 

Robotron: Your… friend isn’t…in here… 

PAGE TWO 

Panel 1: Robotron send a blast from his hand towards Alpha, 
who leaps out of the way.  
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Panel 2: Alpha gets a grip of Robotron, who is fighting back 
strongly.  

Caption 2 [Alpha]: He means it. He’s trying to kill me! 

Panel 3: Alpha lands a devastating blow. The warnings of an 
imminent meltdown are now very loud 

Panel 4: Robotron is on the ground, Alpha is pulling off his 
arm, bucking his chest plate. Robotron screams the way that 
robots do. It is obvious that the whole place is about to 
blow. 
Caption 2 [Alpha]: Forgive me old friend. 

PAGE THREE 

Panel 1: Alpha looks surprised. He has seen something 
horrible. 

Panel 2: Beneath the broken chest plate of the dead Robotron 
we see something that shouldn’t be there. A green tentacled 
thing emerging.  

Panel 3: A horrible eye opens quickly. 

Panel 4: The tentacled eye ball leaps towards Alpha.  

Panel 5: Big panel. Alpha struggles desperately as it wraps 
its tentacles around his head. In the background the nuclear 
explosion is seconds away. 

PAGE FOUR 

Panel 1: Exterior. The same shot of the nuclear plant as in 
Page 1, Panel 2. A spark of light from the hole in the wall.  

Panel 2: EXPLOSION. All white. Perhaps a sound effect. Maybe 
the panel is the in shape of a sound effect, or has broken 
panel borders.  

Panel 3: Further back. A huge mushroom cloud. 

Panel 4: Wreckage. The dust clears.  

Panel 5: Alpha stands with tentacle thing on his head. Eye to 
the front. Some tentacles flailing. A close up of him, perhaps 
not in a different panel, but in foreground. 

Panel 6: Close up of Alpha with eye creature on his head. The 
eye ball is half closed. The captions is like a torn, crushed, 
distorted gnarly version of Alpha’s captions. 

Caption [Creature]: Alpha... 
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Panel 7: Same close up of Alpha with eye creature on his head. 
The eye ball is a little bit more open. His expression changes 
slightly. Mouth opens a little.  

Caption [Creature]: is not... 

Panel 8: Same close up. The eye is wide now. Manic. A single 
tear runs down Alpha’s cheek as he grimaces. 

Caption [Creature]: … in here. 

Caption/Next Issue box: Next Week – Eye/I! 

End 
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THE UNMENTIONABLES 

‘The Unmentionables’ was inspired by American style comics of 
the 1990s produced by Marvel UK. It was drawn by artist Elliot 
Balson.  

SYNOPSIS 
There is a secret super-group who no-one talks about but who 
form a kind of Union Strike Team.  Everyone, every superhero 
and supervillain, all pay Union fees. If your fees are up to 
date and you get into trouble then you call the Union and they 
sort you out on the quiet. Did you accidentally unleash a 
zombie apocalypse from another dimension? No worries, just 
call the number and The Unmentionables will put it right. Did 
your fight with Godzilla in the heart of London end up on some 
pretty unforgivable property damage? Fear not. 
The Unmentionables have your back. They have dirt on everyone 
though, and if you don't pay your fees? Well... that would be 
unpleasant.  

The story: the team have recently lost a member and it opens 
with the conclusion of the interview process for the 
replacement for their "superman" type hero. Aleph Null went 
missing, so they need another "cape". The gent is conducting 
the interviews, They've just hired Alpha. He's a bit dumb, so 
he thinks he has just been accepted onto a normal team, like 
the Avengers. The Gent introduces him to the team and their 
Fantastic Four / Baxter Building like headquarters, then 
reveals that they are the Unmentionables. They go through 
Alpha's dossier and show that they know all his secrets. That 
time he opened a portal to hell and triggered the zombie 
apocalypse? Who do you think turned up to fix it when he made 
the call? They did. When he awoke the Elder Gods? They sorted 
it out. All this time, whenever he's messed up and called the 
Union for help, they've been cleaning up his mess. And not 
just for him. For everyone. Showing him this in the form of 
flashbacks and dossier files takes up about 4 pages. Then they 
get a call and are off with their new recruit to sort out all 
manner of funny problems (Team Brit-Bot got a bit out of 
control subduing Godzilla when he attacked London, Captain 
Feline is stuck up a tree. He's a cat with a cape and mask on. 
Dr Oculus has killed some guys but his henchmen are on strike 
and he needs bodies disposed on. But his fees are not paid up, 
so he gets a kicking). This takes another 4 pages. By the end 
Alpha is firmly established as one of the team.  

COVER 
There is a six person team on the cover: Alpha, The Gent, 
WarBot, Samurai Sam, Gears, and Imp. The caption says HAVE YOU 
PAID YOUR DUES? 
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• Alpha, our hero. Pretty dim.
• The Gent is like The Spirit or The Question. A sharp

suit, always, and manners cost nothing. But he'll shoot
you in the face if you don't offer him a cup of tea. May
not be fully human.

• Warbot is a big cyborg. The muscle. He's the most
friendly, talkative one of the bunch. He likes the poems
of Sylvia Plath and the Great British Bake Off. If you
have a problem with that he'll rip off your junk and
crush your skull, probably leaving a ten minute gap
between the two so you can think about what you did.

• Samurai Sam is a stone killer. Doesn't say much. He
should not be allowed to drive or fly the quinjet.
Prefers using a sword to a gun, and keeps quiet about his
superpowers. Doesn't use them if he doesn't need to.

• Gears is a motor head. She has an attitude like you
wouldn't believe, and prefers oil stains to lipstick, but
is pretty hot. She wears an old black t-shirt that says
FUCK WERTHAM in the comics code authority seal. She has
an affinity for machines. Like Forge from the X-Men mixed
with Jenny Sparks from The Authority. She can bring
machines to life for a little while. You'd think she'd
get on better with Warbot, but they have a relationship
sort of like Jack and Meg White. It's complicated.

• Imp is like Jubilee from X-Men. Her powers are somewhat
mystical, and she tends to "mesmerise" enemies and let
her team mates do the violence. On the surface she is all
Taylor Swift and has a major girl crush on Hit Girl from
Kickass. She will probably be reading Hit Girl comic
while everyone is having a team meeting. But don't be
fooled. She is without a doubt the most dangerous one on
the team.

PAGE ONE 

PANEL 1:Close-up on Alpha wearing a domino mask. He looks 
confused and worried. His resume is projected behind him. 
Title: The Interview 
The Gent (from of-panel): So Alpha, why do you want to join 
our team? 
Alpha: Errr… to protect innocent evil and fight people… 
Alpha: No, wait…  

PANEL 2: The Gent, looking at Alpha. 
The Gent: Relax Alpha. You made the cut. You are hired. But 
don’t you even want to know what we do and why we are hiring a 
new member?  

PANEL 3: Alpha relaxing a little, rocking back on his chair. 
Alpha: Phew! Well, I just wanted to try being part of a team, 
and I saw your ad. The Righteous Ass Kickers sounded like a 
good name, so…  
The Gent (off-panel): Ha! About that… 
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PAGE TWO 

PANEL 1: The Gent, looking at Alpha more seriously, but with a 
slight smirk. 
The Gent: Full disclosure time. That ad was a cover. You 
haven’t joined “The Righteous Ass Kickers”. Sorry. Now lose 
that mask. 

PANEL 2: Alpha removes the mask. 
Alpha: Aye, okay. So… what’s going on them? What have I 
joined? 

PANEL 3: The Gent shakes Alpha’s hand. 
The Gent: Welcome… 

PANEL 4: The Gent puts his hand on a door. 

PANEL 5: The Gent has opened the door to reveal the team hard 
at work training.  
The Gent: …to the Unmentionables! 

PAGE THREE 

PANEL 1: A group shot introducing the team. Samurai Sam looks 
intense but says nothing. Imp looks kind of spaced out.  

The Gent: Say hello to… 
Warbot: Yo! 
Gears: Another fucking new guy? 

PANEL 2: The Gent. 
The Gent: You’ve heard of us right? You must have as you’re 
fully paid up. I checked.  

PANEL 3: Alpha looking slightly horrified. 
Alpha: Paid up?  

PANEL 4: Alpha, realisation hitting him. 
Alpha: My Union fees? The secret team that sorts out 
everyone’s foul-ups? 

PANEL 5: Warbot. 
Warbot: Yes. We know your secrets, dude. 

PANEL 6: Gears, looking contemptuous. 
Gears: Every dirty little secret. 

PANEL 7: Alpha looking dejected. 
Alpha: Shite.  
The Gent (off-panel): Now, let’s look at your file.  
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PAGE FOUR 

PANEL 1: Alpha’s dossier. Alpha is holding off a zombie 
apocalypse with one hand, and is on this mobile phone.  
The Gent (off-panel): There was that time you unleashed a 
zombie apocalypse… 
Alpha: Union Helpline? Errr.. I need some help. 
Alpha: Yes, I am fully paid up! Okay… if I clear out now you 
guys will come sort this out, right? 

PANEL 2: The Unmentionables fighting the Zombies. Aleph Null 
is with them. He’s the guy Alpha is replacing. He is blue 
skinned and has weird energy based powers and wears a 
Fantastic Four / Marvel Boy jumpsuit. They are all kicking 
ass! 
.  

PAGE FIVE 

PANEL 1: An elaborately decorated page border, with lots of 
occult markings. Alpha faces off with a giant Cthulhu monster. 
Alpha: Fuck! 
Caption: Or that time you awakened the inter-dimensional Dark 
Gods? 

PANEL 2: The team fighting the creature. They are kicking ass, 
though Aleph Null is in trouble. .  
Caption: You are welcome by the way.  

PAGE SIX 

PANEL 1: The Gent. 
Gent: I could go on, but the point is, we’ve saved your ass 
over the years. Now you’re with us you get to do some of the 
behind the scenes ass-saving. Now, let’s… 

PANEL 2: Phone rings, signalling an emergency. 

PANEL 3: Gears on the phone. 
Gears: A monster you say? And your fees are paid up? 

PANEL 4: Everyone leaping into action. Gears pushes past 
Alpha.  
Gears: Let’s go! 

PANEL 5: The Unmentionables Quinjey soars out of their Baxter 
Building-like skyscraper and over the city.  

PANEL 6: In the cockpit. The slight is pretty rough. 
Alpha: Ooch. Even I fly better than that! 
Warbot: Get used to it. 
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PAGE SEVEN 

PANEL 1: A Dossier showing the case of Kaijion The Ragi. They 
have defeated the monster but it has trashed London. The 
creature seems to have the top of big ben rammed up its arse. 
The clock face is yellow and stained with shit, like a 
Watchmen blood splatter. The UK Defence Force Robots are 
arguing with Warbot. 
Warbot: I don’t care what the Prime Minister says. We just do 
the fighting. He can repair his own damned clock. And your 
fees are going up mate! 

PANEL 2: Dossier showing Ultra Kitty being rescued from a 
tree. Everyone is in hysterics. Ultra Kitty is not amused.  
Ultra Kitty: Hssss! My fees are paid! Get me down, and stop 
laughing! Hssss! 

PAGE EIGHT 

PANEL 1: Dossier. Doctor Oculus. Status: Fees Lapsed. He 
gestures to some bodies.  
Doctor Oculus: Look, I am a Union Member. I have the 
Supervillain Gold Package. How help me dispose of these bodies 
immediately!  

PANEL 2: Samurai Sam punches Doc Oculus. 
Samurai Sam: Not how it works.  

PANEL 3: The team boards the Quinjet. Alpha looks back at the 
unconscious Doc Oculus.  
Alpha: Belter! I could get used to this! 

PAGE NINE 

PANEL 1: The Gent, back at base. . 
The Gent: So Alpha, how was your first day? 

PANEL 2: Alpha, grinning, with the team behind him. 
Alpha: It was braw!  

PANEL 3: The team, leaping into action, movie poster style. 
Title: The Unmentionables! We’ve seen your dirty laundry... 
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Alpha Girl vs Dr Oculus and his 
Amazing Mulvey Scope 

This story was an attempt to comment on the sexism found in 
many superhero comics. The difficultly when addressing such a 
theme is always the danger of replicating it. The satirical 
and parodic elements of the story give some cover, but there’s 
always a concern that this can go awry. The artwork is by 
Rossi Gifford, who designed the character loosely based on the 
style of the Batgirl costume as it appeared in the comics 
drawn by Babs Tarr. The story is about the concept of the male 
gaze as developed by Laura Mulvey with reference to film. Here 
the idea is applied to comics, and mis-appropriated by Doc 
Oculus for his machine, the Mulvey-Scope.    

PAGE ONE 

Full page. Alpha Girl on top of a roof. It is night. She is 
looking cool. She has an expression of playful determination. 
She is tossing a stun grenade up and down with right hand. 
Other hand on utility belt. We see the city behind her. She is 
on night patrol.  
TITLE: Alpha Girl vs Dr Oculus and his Amazing Mulvey Scope 
There is a caption torn from her diary, like Rosrchach’s 
journal: 
CAPTION /DIARY ENTRY: "Dear diary, I was on night patrol 
again, looking to see what trouble I could get myself into..." 

PAGE TWO 

Panel 1: She senses trouble! Like Spidey sense.  
CAPTION / DIARY ENTRY: "But I sensed something wasn't 
right..." 

Panel 2: circular panel. It's through a hi-tech telescope. 
It's focused right on her ass.  
CAPTION / DIARY ENTRY: "like I was being watched!" 

Panel 3: her head snaps around, sensing the source of the 
intrusion. She sees a faint yellow ray.  

Panel 4: she sees an old gothic tower, like an old church 
maybe, with telescope / ray protruding out a wee bit. The 
yellow beam still emanating from it.  

Panel 5:  
Doc Oculus in his hideaway / lab. He has a slightly tarnished 
robotic body and a floating eyeball for a head that is 
surrounded by a yellow glow.  
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WORD BALLOON - DOC OCULUS:  "It works! My Objectifier Ray 
works! I shall call it… The Mulvey Scope!" 

PAGE THREE 

Panel 1: Doc O triumphant!  
WORD BALLOON - DOC OCULUS:  "Using this I will spy on all the 
super women in the city and drain them of their dignity and 
agency! Muhahahaw!" 

Panel 2: telescope / circular panel again. Alpha Girl flying 
towards lens at high speed. She is pissed off!  

Panel 3: she flies through the lens, smashing the ray. 

Panel 4: she smashes through, landing in heroic / powerful 
pose.  

CAPTION / DIARY ENTRY: "so tonight was a pain in the arse. 
More daft schoolyard shit fae The Doc." 

Panel 5: She points an accusing finger at Doc Oculus, saying: 
WORD BALLOON - ALPHA GIRL (SHOUTING): "What's yer fucking 
game?!" 

PAGE FOUR 

Panel 1: Doc O in full super villain mode: "You may have 
destroyed the prototype, but in time all women will kneel 
before the might of my Mulvey Objectification Device" 

Panel 2: She thumps him. Hard.  
WORD BALLOON - ALPHA GIRL: "Shut it perv!" 

Panel 3: Alpha flies in through the hole in the wall Alpha 
Girl made when she destroyed the telescope thingie.  

WORD BALLOON - ALPHA: "Alright Lassie? I'm here noo. Dinae 
worry" 
CAPTION / DIARY ENTRY: "And then the pig showed up, as usual." 

Panel 4: Alpha looking heroic. Posing. Alpha Girl subdues the 
almost unconscious Doc O. Bluebirds fly around his head/huge 
eye.  

Panel 5: Alpha Girl and Alpha fly off. She is holding Doc O as 
her prisoner.  
WORD BALLOON - ALPHA:  “It’s quite late Hen, is it no past yer 
bedtime”. 
WORD BALLOON - ALPHA GIRL: "Oh do fuck off" 
CAPTION / DIARY ENTRY: "Why am I surrounded by morons?" 

End
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Revolver

This story mixes elements of Watchmen, The Dark Knight
Returns, Civil War, The Ultimates, and Pax Americana. The 
references to the 1966 Beatles album, Revolver, refers to the 
fact that British comics creators like Moore and Morrison 
formed their own British Invasion of America in the 1980s and 
1990s. The artwork was by Yannis Giagias.   

Synopsis 
The main action is Alpha fighting Dymaxion, an American 
superhero, on the White House lawn. Alpha wants revenge for 
the death of Alpha Girl, his former partner who the American 
government recruited to be part of an illegal war in the 
Middle East. To distract the American military and its 
superhero defence force Alpha has enlisted the help of Aleph 
Null - an Omega Level version of himself from the Cardinal 
Dimension (he's a bit like Dr Manhattan from Watchmen). Aleph 
Null has been assassinated by the US government. In the last 
second of his life Aleph Null warps reality for one hour. In 
this time Alpha plans to decapitate the corrupt American 
government.  

Page One 

This is a Watchmen style 9 panel grid 

Panel 1: The Milky Way Galaxy, swirling in space. 
Caption (Alpha narrates): At some point everything got turned 
around.  

Panel 2: TV screen showing a Fox News Anchor. Picture of 
superheroes fighting behind her. Running text at bottom of 
screen says 'battle on White House lawn'. 
Word balloon from Anchor: 'All you need is love. Love is all 
you need' 

Panel 3: TV screen again. Some distortion / static. Helicopter 
footage of The Pentagon. It glows mysteriously. Running text 
at bottom of screen says 'incident began at The Pentagon 
earlier today' 

Panel 4: Close-up on Alpha, grimacing and in the process of 
throwing a punch. 
Caption: I bet you are wondering how I did it.  

Panel 5: TV Screen. The Pentagon is now a peace symbol. 
Newsreader speaking: 'reality seems to have been altered 
somehow' 
Running text: Pentagon under attack 

79



Panel 6: Dymaxion, a Superman / Captain America type patriotic 
American, taking a punch from Alpha's POV. White House in 
background. 
Caption: Aleph Null is dead. But your assassin's bullet 
unleashed his reality warping powers, setting our plan in 
motion. He sacrificed himself to give me this chance to set 
things right. 

Panel 7: Dymaxion recovers from the punch. Attack helicopters 
swoop in behind him, shooting at Alpha. Smoke swirls from 
their rotor blades. 
Caption: We used to be friends, dammit. I hate what you have 
become. Damn your blind patriotism. 

Panel 8: Alpha blasts the helicopters out of the sky with his 
heat vision.  
Caption: Today the world will see a new reality.  

Panel 9: Close up on circular Alpha symbol on Alpha's  chest. 
It is splattered and smeared with blood. In a somewhat 
swirling pattern. He clenches a fist. 
Caption: Her blood is on your hands. 

Page Two 

A top tier of 3 panels then a big image of the fight, 
referencing Dark Knight Returns Batman/Superman fight. 

Panel 1: Flashback to Alpha Girl smiling and saluting 
Dymaxion, surrounded by US troops.  
Caption: I begged her not to join your war. 

Panel 2: Alpha Girl and Dymaxion flying alongside US fighter 
planes, propaganda poster style. The lead plane has a swirling 
red logo. The poster says 'Join up today, because tomorrow 
never knows' 
Caption: But she was so eager to prove herself to you. 

Panel 3: Her funeral. In the rain, like Watchmen. Her coffin 
draped in the Union Jack. An American flag flying overhead. 
Dymaxion and Alpha in civilian clothes, mourning. 

Panel 4: Massive punch. Alpha lands a shattering blow on 
Dymaxion, whose armour breaks from the impact (shattering in a 
swirling pattern), and some teeth. 
Caption 1: This won't bring her back... 
Caption 2: but the world will see you for what you are.  
Caption 3: and I'll ruin your perfect fucking smile.  

Page Three 

Panel 1: Dymaxion stumbles back into American Special Forces. 
The kind trained to kill superheroes. They have the same swirl 
logo as the fighter planes. 
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Panel 2: Similar image to previous panel, but Dymaxion 
straightens up and smiles. The troops have their guns trained 
on Alpha.  

Panel 3: Similar image to previous. Dymaxion leaps at Alpha as 
the troops open fire.  

Panel 4: Flowers bounce off of Alpha rather than bullets. 
Caption: Thank you Aleph Null.  

Panel 5: Aleph Null smiles, and dies. 

Panel 6: Dymaxion lands a punch on Alpha. 

Panel 7: Alpha grabs Dymaxion's arm. 

Panel 8: Alpha rips off Dymaxion's arm. He screams in horror 
and agony.  

Page Four 

Panel 1: Alpha hoists an unconscious Dymaxion over his head. 

Panel 2: Alpha throws Dymaxion at the Special Forces, who 
scatter as they are blasted with Alpha's heat vision. All 
except their Iron Man style armoured trooper, who stands his 
ground. 

Panel 3: Wide panel. They face off. 

Panel 4: The armoured trooper fires shoulder cannons and 
repulsor rays. Alpha takes the hit.  

Panel 5: Alpha's eyes burning, but he is calm, as if in 
meditation. 
Caption: Drift. This is not dying.  

Panel 6: Alpha leaps at the Armoured trooper. 

Page Five 

Panel 1: Alpha punches through the chest plating of the 
armoured trooper, killing the operator.  

Panel 2: Alpha drops the trooper. His fist bright red with 
blood.  

Panel 3: Alpha's POV. Looking down at his bloodied hand, and 
below, Dymaxion and the dead armoured trooper.  
Caption: And now I am little better than you. A killer.  

Panel 4: Same view as before, but Dymaxion and the trooper are 
now replaced by Alpha Girl's shattered dead body. Her arms and 
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legs are blown off. Her face is frozen in horror, half of it 
is missing.  
Caption: I am so sorry, Kate. No one was saved.  

Panel 5: Close-up on Alpha's face. His eyes closed, suffering 
from the memory. Tears run down his face. 

Page Six 

Panel 1: Big panel. Alpha stands before the White House. 
Crashed helicopters and bodies are everywhere. It's a war 
zone.  

Panel 2: President George Bush Jr looks out of the window in 
horror. He is flanked by Secret Service agents. They look 
panicked. 

Panel 3: Alpha walks towards the White House. 
Caption: And now, Mr President... you are going to die. 

Panel 4: View of Earth from space. The same swirling that is 
in the Milky Way in the first panel is seen in the cloud 
formation as seen from orbit. 
Caption: And the world turns... 

End 
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ALPHA 

This is a revisionist origin story for Alpha, looking back to 
the (fictional) emergence of the character in the late 1930s. 
It is a metafictional take on the character’s origin, and 
starts with the (fictional) creator, Nat Fullteron, being 
inspired on Tentsmuir Beach in Fife, and the picture being 
swept away and coming to life. There is a reference to Spirou 
here. Nat Fullerton is loosely based on Len Fullteron, and 
Scottish comics creator in the 1930s and 40s who used the 
pseudonym Nat Brand, then became a nature illustrator, and who 
became involved with Tentsmuir nature reserve near Dundee. The 
style of the story, and its pacing, is inspired by Darwyn 
Cooke’s The New Frontier, hence the rectangular panels in the 
thumbnails. The artwork is by Helen Robinson.  

Page One 

Panel One: It is a lovely summer’s day on Tentsmuir beach in 
Fife. The sky is blue, though there could be a fluffy white 
cloud in the distance. There are some birds in the sky, but 
otherwise Nat Fullerton sits alone. He has taken off his shoes 
and sits in a suit wearing a hat. He could have his jacket on 
or off. He is reading an American Funnies section from a 
newspaper (these were shipped over to Britain in the 1930s and 
sold in shops). A drawing board with some paper sits near him. 
Caption: I remember a cool breeze.    

Panel Two: Closer shot of Fullteron. He looks up from the 
Funnies section and exhales. He is smoking.  
Caption: Clear skies.   

Panel Three: Fullerton has put down the Funnies and taken up 
the drawing board. On the piece of paper pinned to the board 
we see pencil sketches of birds and an otter, and a superhero 
figure. This is rough and unfinished. It is Alpha. 
Caption: Things taking form.  

Page Two 

Panel One: A gust of wind blows past, taking off Fullerton’s 
hat, and blowing away the paper and the Funnies section.  
Caption: Then a gust of wind took me away. 
We realise that the narrator is not Fullerton, but the 
sketch/Alpha. 

Panel Two: Fullerton has stood up and reaches out, but the 
papers have been borne away by the wind.  

Panel Three: The sketch of Alpha falls into the sea. 
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Caption: Then I fell. 

Page Three 

Panel One: Alpha, now a man, floating in the sea face down. 
Time has moved on.  

Panel Two: Night. The full moon gives this an eerie feel. No 
sound effects. It is creepy. Alpha is coming out of the water, 
walking towards a small pier which has a young blonde woman 
walking a dog (a Labrador).  
Caption: I rose… 

Page Four 

Panel One: Alpha flying very fast through the clouds. It is 
another bright sunny day. A bird is surprised to see him.  
Caption: I soared! 

Panel Two: Fullerton is reading The Courier, which is 
reporting on a Flying Man who has been spotted over Dundee. 
Around him we see Alpha stopping bank robbers, halting a 
runaway train, wrestling a stag (an Amazing Mr X reference), 
and other acts of crime fighting daring-do in a kind of 
montage. 
Caption: I found my place in the world.  

Panel Three: Fullerton’s art studio. It is a full of papers, 
artwork, Funny papers, comics, a green filing cabinet, books 
on nature, birds and otters. He has a big drawing board set up 
(You could reference Norrie’s 1940s Alpha story here). On the 
drawing board there is a crude sketch of Alpha Girl. At the 
top of the board he has scrawled ‘Remember, it doesn’t have to 
be a bloody masterpiece’. There are also some empty bottles 
next to the work area. Famous Grouse, OVD, and Irn Bru. 
Fullerton has spun around to see Alpha at his window. Out the 
window we can see The Law.  
Caption: Then I came home. 

Page Five 

Panel One: Alpha and an American super patriot type are 
fighting Nazi Robots and supervillains. Alpha’s costume is 
militarised, like Captain America’s in The Ultimates #1. 
Carnage, and Alpha is blasting the enemy with a machine gun. 
Caption: I fought their war.   

Panel Two: Shot of an Allied Bomber from below. It is night. 
Caption: Berlin, 1945. 

Panel Three: Alpha standing at the door of the plane. We see 
the detail and the rivets in the plane. He has two large 
pouches in either side of his belt. The light from inside the 

85



plane is an angry red, signalling that Alpha is not yet to 
jump. He looks a little nervous.  

Panel Four: Alpha falling, rushing through the air, and 
putting together the two parts of the “demon core”, which is 
about to reach criticality. This panel is rendered in very 
simple line work and is otherwise stark white, suggesting the 
flash of light that will come in the next split second. 

Panel Five: An atomic blast, seen from ground level, and 
looking up at the terrifying spectacle. Berlin is wiped out. 

Page Six 

Panel One: Back in Fullerton’s studio (it has been a few years 
since we last saw it, so it is a bit different, and there’s no 
bottles). Alpha is at the window again. It is morning and 
sunlight pours in, or is Alpha slightly glowing? His costume 
is ripped and he is badly hurt. His arms are blackened and 
burned. The radio announces the dropping of the A-Bomb and the 
end of the war, but it crackles with static due to 
interference from Alpha’s radioactive body. On the drawing 
board Fullerton is drawing a comics page (it is the first page 
of this story, with Fullerton on the beach). The legend 
scrawled at the top of the board has been worn away, and it 
just says ‘Remember’. 
Caption: I was ashamed. 
Radio: A-Bomb [crackle] dropped [hiss] Berlin [crackle] War is 
over [hiss].  

Panel Two: Fullerton hugs Alpha. He leaves an ominous glowing 
handprint on his back.  
Caption: But my father forgave me. 

Panel Three: 1945. Hospital room. Fullerton has been wasted 
away by cancer and is nearing death. Alpha Girl stands at the 
foot of the bed, and is clearly distraught. Alpha stands by 
Fullerton, a hand on his chest. 
Caption: Even as he died, he forgave me.   

Page Seven 

Panel One: Alpha and Alpha Girl at Tentsmuir beach, on the 
same spot as in Page One. Another sunny day. They scatter his 
ashes.  
Caption: A gust of wind carried him away.  

Panel Two: Hero shot of Alpha and Alpha Girl. 
Caption One: Born of inspiration… 
Caption Two: We will build a better world.  

END 
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Retro-Inactive 

This comic is about intertextuality, nostalgia, and the once 
common practice of ‘lifting’ or ‘swiping’ from other comics 
artists. In response to this traditional layouts were not 
produced, but rather a collage of famous comics panels was 
composed. The reference images are so well-known so as to 
implicate the reader in the lift. The images would be 
instantly recognizable to most comics readers, even though 
reconstituted with new characters and with artwork by Dave 
Charlton.  

Cover 
Title: Retro-Inactive. Referencing X-Men #141, Alpha and Alpha 
Girl in front of a wall featuring covers of old comics. There 
are banners saying “cancelled”, “merged’ and “banned”. 

Page One 

Panel 1  
Referencing Professor Xavier is a Jerk page. Alpha Girl in 
identical pose. 
Word balloon: Alpha is a jerk! 

Panel 2 
Referencing Watchmen. Alpha in identical pose to Dan Drieberg. 
Alpha costume hanging up in closet behind him.  

Panel 3 
A photo of Alpha and Alpha Girl in happier times. 
Caption: What has happened to us? 

Page Two 

Panel 1 
Alpha and Alpha Girl leaping over the city. 
Caption: We used to be so happy.  

Panel 2 
Alpha and Alpha Girl confronting Doctor Oculus.  
Caption: It all went wrong after the last battle with Doctor 
Oculus.  

Panel 3 
Doctor Oculus in Dr Doom pose. 
Word balloon: Curse you!  

Panel 4 
Alpha delivers an Ozymandias style punch to Oculus. Alpha Girl 
looks on with a smile. 
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Caption: Oculus put up even less of a fight than normal. We’d 
won. 

Panel 5 
Alpha punches through Oculus’s chest as Alpha Girl looks on in 
horror.  
Caption 1: Then I killed him.  
Caption 2: I don’t know why I did it... I wasn’t in control. 
It felt like someone was willing me to end things once and for 
all.  

Page Three 

Panel 1 
Alpha Girl is distraught. Alpha crouches over the destroyed 
body of Doctor Oculus. An undamaged Oculus floats above.  
Caption: I... can’t remember what happened next. 

Panel 2 
Oculus triumphant. 
Word balloon: Next? There is no next. You do it all again. You 
repeat it all. You are trapped my friends, trapped in this 2D 
plane by memory and genre. An endless recursive cycle.  

Panel 3 
Alpha and Alpha Girl looked stunned. 

Page Four 

Panel 1 
Referencing Pax Americana. Dr Oculus holding the cover of this 
comic (Retro-Inactive).  
Word Balloon: We’ve been here so many times. At this very 
moment.  

Panel 2 
Dr Oculus turning the pages of the comic. 
Word Balloon: I say “we” but you must realise that I’m not 
really here. 

Panel 3 
Dr Oculus lowers the comic and looks directly out of the 
panel. 
Word balloon: This is the moment, before it all resets and 
begins again, where you realise that I’ve trapped you in a 
stupid pathetic comic.  

Panel 4 
Referencing Marvelman. Dr Oculus and his lackeys have Alpha 
Girl in a dream machine, and are in the process of loading 
Alpha into one. 
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Caption: Capturing you and Alpha Girl took some doing, but 
once I had you in my Dream Machine it was easy enough to 
convince you that you were still in the real world. 

Panel 5 
Referencing The Invisibles. Alpha and Alpha Girl floating in a 
tank, wired up the Dream Machine, with helmets on.  
Caption: The trick was to give you lots of puerile stories to 
enact.  

Panel 6 
Echo of previous panel, but this time they have no helmets and 
are floating around surrounded by old British comics.  
Caption: But I realised that wasn’t enough. On some level I 
wanted you to know that you were doomed to repeat the same 
stories over and over again…  

Panel 7 
Referencing Fantastic Four. Alpha floating in a collaged 
Kirby-verse.  
Caption: I needed to use the Dream Machine to create a portal 
to a fictional reality, one imprinted with the ache of 
nostalgia, the pain of an unrecoverable past.  

Panel 8 
Referencing Squa Tront! page.  
Caption: Kidnapped comics artists from all over the country 
worked for days on the ultimate weapon - a nostalgia bomb 
disguised as a comic, into which the pair of you would be 
inextricably pulled.  

Panel 9 
Referencing The Filth. POV shot of pen held in hand. A larger, 
expanded version of this image in seen on the following page. 

Panel 10 
Dr Oculus, echoing Panel 3 on Page 2. 

Panel 11 
Photo of Alpha and Alpha Girl, echoing Panel 3 of Page 1. 

Panel 12 
Alpha looking around at the reader, no panel borders. 
Referencing Animal Man.  
Word balloon: I can see you! 
Caption: Wait… what? You shouldn’t be able to do that! 

Page Five 

This is a repeat of Page 1, although a Mandelbrot shape is 
eating the corner of the last panel (referencing last pages of 
The Invisibles), and the word balloon in Panel 1 says “Doctor 
Oculus is a Jerk!” 
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Page Six 

Panel 1 
Alpha looking up, like Dane from The Invisibles. Alpha Girl is 
also there. The panel/world is being eaten by Mandlebrot 
shapes.  
Word balloon (Alpha): Something has changed… I remember 
everything.  
Word balloon (Alpha Girl): Yes, the cycle has been broken.  

Panel 2 
Referencing The Filth. POV shot of an arm, with a pen held in 
the hand, very roughly drawing a Mandebrot shape and an “A” on 
a tiled floor.  
Caption 1 (Alpha): I remember drawing something, but it’s not 
my arm. 
Caption 2 (Alpha Girl): Me too. That is my arm/not my arm… 
These are not my eyes! 

Panel 3 
A sketch of Alpha, a slightly quivering pencil nib hovering 
over it. Referencing All Star Superman.
Caption 1 (Alpha Girl): It’s the stories - the comics want us 
to be free!    
Caption 2 (Alpha): Not us… Oculus forced us into a fictional 
reality, but the door swings the other way too! The nostalgia 
bomb is still exploding, it never stopped! Fiction wants to 
break through into our reality! Don’t you see it? It was using 
him! Using us! I can’t stop it… 

Panel 4 
Alpha, sitting on a cloud high above Dundee. He looks 
benevolently over his shoulder. But he seems different. Almost 
menacing. His costume is a bit different - like a mirror 
universe version of Alpha. Referencing All Star Superman.  

Page Seven 

A full page image referencing Flex Mentallo.  Doctor Oculus 
kneels at the bottom of the page, arms held aloft in despair. 
He is next to Alpha and Alpha in their Dream Machines. They 
are still asleep. A hole appears in the sky that looks a lot 
like a tear in a page. Through it fly dozens of long forgotten 
British superheroes, with dozens of old comics falling too. A 
copy of The British Superhero is in there too. A fictional, 
hyperbolic, super-changed Alpha and Alpha Girl lead the way.  
Caption: Never the End. 
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Super-cali-retro-comics-
expialidocious! 

This story takes the form of an essay in comics form and was a 
companion to Retro-Inactive. Artwork was by Norrie Millar.   

PAGE ONE 

Title at the top of the page: SUPER-CALI-RETRO-COMICS-
EXPIALIDOCIOUS! 

Panel 1 
Chris Murray is sitting in a professorial looking red leather 
armchair. He wears a sombre suit and is reading a copy of The 
British Superhero. The image is reminiscent of the first 
appearance of Professor X in X-Men #1. 
Word balloon (CM): Comics play with time! The juxtaposition of 
sequential images, or internal sequence within panels, means 
that the temporal and spatial qualities of the medium are 
defined by interstice – simultaneously both gap and interval, 
space and time.    

Panel 2 
CM stands up and walks to a bust of Wertham that stands in 
front of a bookcase. It says “WERTHAM” at the base. He places 
a hand on top of the bust. Book titles on spines include: 
Murray, Comicsopolis; Round, Gothic Comics; Sabin, Adult 
Comics; Herd; Games of Truth; Nabizadeh, Memory and Trauma; 
Millar et al, Inkthology, etc. 
Word balloon 1 (CM): Given this, the relationship between 
comics and memory is fascinating.  
Word balloon 2 (CM): Memory is partial, non-linear, mutable. 
It is a weave of incomplete parts, braided into the narratives 
we call our lives.  

Panel 3 
CM pulls back the head to reveal a red button, Batman TV 
series style. He pushes the button and the bookcase slides 
back to reveal a fireman’s pole. 

Panel 4 
This could be a long panel, with multiple (maybe 3) CM’s 
sliding down the pole. The suit is discarded to be replaced by 
jeans and a Hawaiian shirt. Word balloons can come from the 
different CM’s. 
Word balloon 1 (CM): Sound familiar?  
Word balloon 2 (CM): The act of drawing is an act of memory. 
Images are reproduced from memory, filtered through the 
imagination, from eye to mind to hand to page... 
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Word balloon 3 (CM): And when we read a comic we employ memory 
to connect one image in the braid of sequential images to 
others, and to transform a few lines on paper into a world!  

Panel 5 
CM in a Batcave style room, with Retro computers, etc. There 
is a sign over a door that says “DANGER ROOM” 
Word balloon 1 (CM): Leaving form aside for a moment, the 
cultures of comics are often talked about in terms of memory 
in two ways.  
Word balloon 2 (CM): Thierry Groensteen has argued that comics 
are “art without memory”, gladly cultivating a form of amnesia 
that does not respect its heritage. 
(Groensteen, La bande dessinée: un objet non identifié, put in 
footnote). 
Word balloon 3 (CM): But the comics industry also revels in 
the marketing of nostalgia. This isn’t the same as respecting 
the heritage of the art form, but rather takes the form of 
reprinting old material or reworking it in an attempt to 
appeal to old and new readers.  

PAGE TWO 

Panel 1 
CM in the Danger Room. A huge sentinel style robot that looks 
like an Astro-Boy Scott McCloud, based on his avatar in 
Understanding Comics, lumbers forward, knocking over huge 
piles of comics. Ones that can be seen include Comics Cuts, 
Mickey Mouse Weekly, The Beano, Triumph, The Dandy, The Eagle, 
Marvelman. 
Word balloon 1 (CM): But there are other forms of memory and 
reworking that can take place.  
Word balloon 2 (CM):  From the 1930s through to the 1950s 
British comics wrestled with the influence of American comics, 
which were seen as glamorous, modern and exciting, as opposed 
to traditional British comics, which were seen as old-
fashioned. 

Panel 2 
The McCloud-Astro-Sentinel attacks, firing laser blasts from 
its eyes, incinerating a slabbed copy of Action Comics #1 
displayed on a plinth as CM leaps out of the way. Copies of 
2000AD, Marvel UK titles etc are sent flying. 
Word balloon (CM): Well into the 1960s and 70s British 
creators and publishers were attempting to emulate American 
styles, even when those influences had switched from being 
contemporary to being themselves, rather old fashioned. 

Panel 3 
Close up of CM chest, Superman style, as he pulls open 
Hawaiian shirt to reveal Dundee university logo (white against 
blue). 
Word balloon (CM): This reworking of older comics was a key 
strategy of British superhero comics. This was in part due to 
the lag between American publication and reprints in Britain… 
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Panel 4 
CM leaps out of the way of another blast, putting two fingers 
to his temple in concentration. In the background mannequins 
dressed in British superhero costumes (Amazing Mr X, 
Marvelman, Alpha, original Captain Britain, Zenith) are 
blasted apart.  
Word balloon (CM): But this also filtered heritage and memory 
through the distorting lens of parody! 
Telepathic word balloon: Comrades – to me! 

Panel 5 
Phil, Golnar and Damon, in classic X-Men style yellow and 
black costumes, but with University logo, leap heroically into 
the scene. 
Word balloon 1 (CM): When American superhero comics were 
reprinted in Britain they were usually already years old, and 
radically altered, being recut, re-lettered, re-coloured, and 
occasionally, partially redrawn.  
Word balloon 2 (CM): Moreover, when British creators created 
superhero stories inspired by American comics they actually 
subverted the tone and meaning of the original material, 
reframing it in ironic ways!  

Panel 6 
They simultaneously attack the McCloud-Astro-Sentinel. 
Word balloon (CM): This evokes the theme of “retro”, which 
Simon Reynolds describes in his book Retromania as “a self-
conscious fetish for period stylisation expressed creatively 
through pastiche and citation […] combined with a sharp sense 
of irony”. 

Panel 7 
The team stand triumphant amidst the wreckage of the McCloud-
Astro-Sentinel. 
Word balloon (CM): Many British superheroes have over the 
years both struggled with and revelled in this tension, making 
for some very odd revisionist comics, many of which veer 
wildly between reverent nostalgia and vicious satire! 

PAGE THREE 

Panel 1 
CM walks out of the Danger Room holding a copy of Super-Duper 
Comics. On a large view screen behind him Mary Poppins is 
playing, showing Dick Van Dyke as Bert. 
Word balloon (CM): What emerged in many British superhero 
comics was a vision of American superheroes that was every bit 
as nostalgic, mannered, strange and mangled as Dick Van Dyke’s 
cockney accent in Disney’s Mary Poppins! 

Panel 2 
CM looks up, worried, seeing the title SUPER-CALI-RETRO-
COMICS-EXPIALIDOCIOUS! hanging above him, looking shaky and 
ready to fall. 
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Panel 3 
The letters of the title all fall but CM whips out an umbrella 
and the letters bounce off.  
Word balloon (CM): yeah, that was a long way to go to justify 
that daft title... 

Panel 4 
Some of the letters have fallen in a pile in the background, 
spelling out “Spirit”, echoing an Eisner splash page. CM walks 
past them, walking towards a door. A sign says “Comics, Art 
and Memory Exhibition”, with an arrow pointing towards the 
door. The signs for the cafe, gift shop and toilet, pointing 
the other way, are larger and more prominent. 
Word balloon 1 (CM): The relationship between British 
Superhero comics pivots around nostalgia, parody, irony and 
intertextual allusion.  
Word balloon 2 (CM): If American pop culture can appropriate 
and distort “Britishness” using these tools, then British 
popular culture could do the same!  

Panel 5 
CM sipping a cup of tea, in an exhibition space where lots of 
British Superhero comic art is being displayed.  
Word balloon (CM): If retro is a mode of imitation that looks 
to the past and is marked by knowing self-conscious irony, 
then there is a lot that is retro in British Superhero comics! 

Panel 6 
CM stops to consider a cover from Zenith. The cover of Retro 
Inactive is also visible, displayed in a fancy frame. There is 
a sign pointing to the gift shop. 
Word balloon 1 (CM): Grant Morrison once described Zenith as 
his attempt at a hip hop comic - sampling and representing old 
material as if it was new - a simultaneous act of amnesia and 
memory! 
Word balloon 2 (CM): Zenith uses strategies seen in British 
Superhero comics for decades. It’s a perfect mix of nostalgia, 
satire, irony and parody, all targeted at the strange 
relationship between British and American Comics. 

PAGE FOUR 

Panel 1 
CM in the gift shop. He is holding a copy of Retro Inactive. 
Multiple copies of other books are visible in gift shop, 
including Watchmen, The Invisibles, Marvelman, Miracleman, 
Zenith, Flex Mentallo, X-Men, Piskor’s X-Men and Hip Hop 
Comics. There is an infinity Gauntlet too. And Doc Oculus and 
Alpha figures. 
Word balloon (CM): I self-consciously employed these 
strategies when writing Retro Inactive, which was drawn by 
artist Dave Charlton. 

103



Panel 2 
Close up of CM head floating against plain background, 
assembling individual panels from Retro Inactive source 
material (which float around him). These include The 
Invisibles, Marvelman, Miracleman, Zenith, Flex Mentallo, X-
Men, to create Retro Inactive.  
Word balloon (CM): Revisiting these comics brought with it a 
wave of nostalgia. In every job that must be done, there is an 
element of fun! 

Panel 3 
CM surrounded by an explosion of 1980s kitsch and nostalgia 
(bulky walkman, etc). He clutches a copy of Spider-Man and
Zoids #12 and wears a “I heart the 1980s” TV shirt.  
Word balloon (CM): But nostalgia is also a way of obscuring 
things, colouring them with emotion, sugar-coating the hold 
that the past has over our perception of the present, and the 
future. 

Panel 4 
CM puts up his umbrella.  
Word balloon (not CM, from off panel, whispering): Winds in 
the east, there's a mist coming in, like something is brewing, 
about to begin… 

Panel 5 
CM’s feet lift off the ground. 

Panel 6 
CM floats away into the sunset, holding the umbrella aloft 
like Mary Poppins. Some kites are being flown in the 
foreground, appearing from the bottom of the frame.  

END 
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Superhuman Futures 

This comic is another essay in comics form. It explores the 
genre’s debt to mythology, and connects this to notions of the 
superhuman, transhumanism and posthumanism, and the hybrid and 
interxtextual nature of the genre. It also argues for the 
influence of British science fiction novels The Coming Race 
(1871) by Edward Bulwer-Lytton and Odd John (1935) by Olaf 
Stapledon on the idea of the superhuman via debates about 
Darwinism and Eugenics. Artwork was by Elliot Balson. 

PAGE ONE 

Panel 1 
Mythological figures. Hercules, Apollo, Thor, and Superman in 
foreground, with an ominous artificial intelligence in the 
background. 
Caption 1: ‘I want to speak about bodies changed into new 
forms’, Ovid, The Metamorphoses (8 AD). 
Caption 2: Ancient myths and legends often feature superhuman 
figures who represent forces of nature. 

Panel 2 
A superhuman soaring through space. 
Caption 1: But they also mediate debates about social and 
technological change. 

Panel 3 
Prometheus stealing fire from the gods.  
Caption 1: In Greek mythology, the Titan Prometheus is a 
superbeing and the creator of humanity, moulding the first 
people out of clay. 
Caption 2: He later steals the secret of fire, a symbol of 
civilisation and technology, from the gods, gifting it to his 
creation. He is sentenced by Zeus to be tortured for all 
eternity.  

Panel 4 
Daedalus and Icarus flying using artificial wings. Icarus’s 
wings are melting as he flies too close to the sun. 
Caption: The inventor Daedalus built artificial wings of wax 
to escape imprisonment with his son, Icarus. In a warning 
against hubris Icarus falls to his death when he flies too 
close to the sun. 

Panel 5 
A cyborg. 
Caption: This enhancement of human capabilities through 
technology is now referred to as ‘Transhumanism’, a term 
coined by evolutionary biologist Julian Huxley in 1927. 

Panel 6 
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A superhero in shadow. 
Caption 1: Myths of super or transhuman endeavour often 
celebrate heroism and creativity, and the breaking of 
perceived boundaries of identity and bodies, but this carries 
with it risks as well as possibilities.  
Caption 2: The superhuman is a vision of the future, but 
operates both as an aspiration and a warning.   

PAGE TWO 

Panel 1 
The creature from Frankenstein being created in Victor’s lab. 
Crackles of electricity from the lab equipment. Victor is 
absorbed by his work.    
Caption: One of the most prominent examples is the creature in 
Mary Shelley’s Frankenstein (1818). 

Panel 2 
The creature comes to life. Victor is horrified.  
Caption 1: Usually taken as a warning of the dangers of the 
misuse of science, the subtitle of the novel, ‘The Modern 
Prometheus’ signals the connection to the warnings offered by 
earlier mythological traditions. 
Caption 2: Victor Frankenstein has dared to steal the power of 
the gods in his creation of technological processes that can 
imbue life.  

Panel 3 
Large montage panel. A distraught Victor, debating with the 
creature, a half made body of the female creature in the 
background. Then an image of the creature and his progeny in 
the future, brutally oppressing humanity.  
Caption 1: In the novel Victor comes to fear that if he 
creates a mate for his creature they will produce a race of 
superbeings who will dominate and torment humanity for all 
eternity.  
Caption 2: He says, “A race of devils would be propagated upon 
the earth who might make the very existence of the species of 
man a condition precarious and full of terror.   
Caption 3: Had I right, for my own benefit, to inflict this 
curse upon everlasting generations? 
Caption 4: I shuddered to think that future ages might curse 
me as their pest, whose selfishness had not hesitated to buy 
its own peace at the price, perhaps, of the existence of the 
whole human race”. 
Caption 5: Anticipating current debates about the exploitation 
of the environment and natural resources, Victor is troubled 
by the realisation that his actions will have consequences 
that will last for generations.  

PAGE THREE 

Panel 1 
Charles Darwin at work in his study. 
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Caption: Victor Frankenstein’s vision of humanity being 
subjugated or replaced by a race of superbeings was given a 
scientific basis by Charles Darwin’s theory of natural 
selection, as revealed in The Origin of the Species (1859). 

Panel 2 
Evolutionary scale from ape to superhuman. 
Caption: Darwin’s work implied that if natural forces shaped 
the future of humanity rather than a divine hand, then 
humanity might eventually be supplanted by another species.  

Panel 3 
Nietzsche and an ominous, shadowy superhuman figure.  
Caption: Apocalyptic themes also underpinned Friedrich 
Nietzsche’s concept of the Übermensch described in Thus Spoke
Zarathustra (1883), although Nietzsche considered his 
‘Overman’ to be beyond mediocre notions of morality. 

Panel 4 
The wanderer above the sea of fog by Caspar David Friedrich. 
Caption 1: However, this aspect of Nietzsche’s work is often 
overstated.  
Caption 2: His Overman was less of a prediction about the 
future than a refutation of the positivist values of Humanism, 
the dominant philosophical discourse of his time. 

Panel 5 
The Overman and the Last Man. Overman looks up. The Last Man 
looks down.  
Caption: Nietzsche’s Overman stands in contrast to his notion 
of the ‘Last Man’, who seeks only his own comfort, and cannot 
look beyond the values and conditions that created him. The 
Last man is a nihilist. The Overman represents the potential 
to overcome such limitations.   

PAGE FOUR 

Panel 1 
Science fiction novels. War of the Worlds, Dune, The Lathe of
Heaven, Neuromancer.  
Caption: One of the dominant strategies in science fiction is 
the representation of the future as a means to comment on the 
present.   

Panel 2 
Portrait of Edward Bulwer-Lytton merged with explorers 
discovering an underground city, descending on ropes into a 
cavern with a huge stone door. 
Caption: The Coming Race (1871), a novel by British novelist, 
poet and politician Edward Bulwer-Lytton, tells the story of 
explorers discovering an ancient underground civilisation, the 
Vril-Ya. 

Panel 3 
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The Vril-Ya society. Superbeings flying, a huge city. At the 
heart of it is a font of energy – Vril. 
Caption: This advanced culture live in an underground utopia 
and have mastered a force called Vril which allows them to 
fly, heal miraculously, bring inanimate objects to life, and 
destroy entire cities.  

Panel 4 
The Vril-Ya spilling out of their underground world to conquer 
the surface. World War I era tanks and planes being destroyed 
in the assault. There is a Black Sun in the sky.  
Caption: In an echo of Darwin’s theories, and in anticipation 
of Nietzsche’s Overman, the Vril-Ya are identified as the 
‘coming race’, who will one day use their super-human 
abilities to conquer the Earth, not out of malice but because 
it is their evolutionary destiny.  

Panel 5 
Vril cults and Nazis.  
Caption: The novel popularised Hollow Earth Theory and led to 
the development of Vril cults, promoting increased virility. 
There were rumours of one such cult in pre-Nazi Berlin. 
Although there is no historical evidence for this, Nietzschean 
themes of a Master Race and occult imagery did appeal to the 
Nazis.  

Panel 6 
Adverts for Vril courses and Bovril. 
Caption: ‘Vril’ captured the public’s imagination and led to 
the development of Bovril, courses on how to increase your 
Vril, and other self-improvement fads.  

PAGE FIVE 

Panel 1 
The eugenics tree diagram.  
Caption 1: Darwin and Nietzsche, together with popular fiction 
like The Coming Race, fuelled an obsession with the pursuit of 
physical self-improvement and genetic purity in the late 
nineteenth and early twentieth centuries.  
Caption 2: While eugenics has become more commonly associated 
with the Nazis there were very influential eugenics movements 
in Britain and the USA in the early twentieth century.  
Caption 3: H.G. Wells and Winston Churchill were notable 
proponents of the cause, as was William Beveridge, the man who 
designed the Welfare State in the UK. 

Panel 2 
Francis Galton and eugenics posters. 
Caption: The term ‘eugenics’ (meaning ‘well-bred’) was coined 
by Darwin’s half-cousin, Francis Galton, and described an 
attempt to supposedly improve a population or race through 
controlled breeding in an attempt to eliminate ‘undesirable’ 
characteristics or traits.  
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Panel 3 
Visual reference to Galton’s practice of composite 
portraiture. 
Caption 1: Galton was also famous for experimenting with 
'composite portraits', through early photographic technology. 
These pseudoscientific images can be considered as early 
forerunners of today's facial recognition algorithms.  
Caption 2: Problematically, Galton used them as visual 
propaganda to promote his ideas about eugenics. He believed 
that the disabled and ‘feeble-minded’ should be discouraged 
from having children.  
Caption 3: Such attitudes were mainstream in the late 
nineteenth century, and remained so to the 1930s when the 
Nazis started to give such attitudes a bad name.  

Panel 4 
Concentration camp. Huge Aryan Übermensch looming out of the 
smoke from the chimneys.  
Caption: Eugenics and extreme social Darwinism was used to 
justify racism, the most well-known example being the Nazis’ 
‘Final Solution’ to ‘the Jewish problem’ – the Holocaust. 

Panel 5 
Bernarr MacFadden and Physical Culture magazine. MacFadden 
raising weights, apparently with ease. 
Caption 1: This was also the time when body building became 
popular. Bernarr MacFadden, one of the founders of the body-
building in the United States, published Physical Culture in 
1899.  
Caption 2: There were German and British versions of the same 
type of publication, and the magazine often featured articles 
on eugenics as a social necessity.   
Caption 2: MacFadden’s contribution to the idea of the 
superhuman comes from the fact that it was his preference to 
be photographed lifting heavy weights with a look of serene, 
calm detachment, rather than grimacing with the effort, 
suggesting superhuman power.  

Panel 6 
Eugenics propaganda. 
Caption 1: Eugenics and body building were often used as a 
means to talk about and represent conservative values, such as 
purity, order and stability, disguising political or racist 
ideology as scientific discourse.  
Caption 2: In this sense, they function as interesting 
examples of what the French philosopher Michel Foucault would 
later call 'biopolitics', the political attempt to 'put life 
in order'.   

Panel 7 
Echo of imagery of Frankenstein’s progeny enslaving the Earth, 
but this time it is Nazi Aryans.  
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Caption 1: The underlying ideal of a perfect superbeing as the 
most desirable human future provided a rationale for inhuman 
acts of cruelty and violence.  
Caption 2: If superhumans were the coming race (or in 
Foucault’s terms, the ‘superrace’), destined to inherit the 
Earth, inferior types of humans (the ‘subrace’) would need to 
be enslaved or eliminated.  
Caption 3: This is what is at stake for Foucault in his idea 
of Biopolitics – the power over life and death, and the 
control of language, institutions and ideas that shape our 
ideas about all life.   

PAGE SIX 

Panel 1 
Kino eye. 
Caption 1: A more positive vision of transhumanist evolution, 
this time not in terms of the body, but consciousness and 
perception, was described by the Soviet filmmaker and theorist 
Dziga Vertov in his Kino-Eye Manifesto in 1929. 
Caption 2: Vertov argues that film represents a new way of 
experiencing time and space in utopian, superhuman terms. The 
camera becomes a kind of Kino-Übermensch. As Vertov says in 
the Manifesto:  

Panel 2 
Abstract/modernist bodies, extended in space.  
Caption 1: Kino-Eye means the conquest of space, the visual 
linkage of people throughout the entire world based on the 
continuous exchange of visible fact. 
Caption 2: Kino-Eye is the possibility of seeing life 
processes in any temporal order or at any speed. 

Panel 3 
A non-linear arrangement of images. 
Caption: Kino-Eye uses every possible means in montage, 
comparing and linking all points of the universe in any 
temporal order, breaking, when necessary, all the laws and 
conventions of film construction.  

Panel 4 
A robot body made of cameras, tripod stands, film strips, 
photographs/stills, etc. 
Caption: I am kino-eye. From one person I take the hands, the 
strongest and most dextrous; from another I take the legs, the 
swiftest and most shapely; from a third, the most beautiful 
and expressive head — and through montage I create a new, 
perfect man.  

Panel 5 
Kino eye merging with a face. 
Caption: I am kino-eye, I am a mechanical eye. I, a machine, 
show you the world as only I can see it.  
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Panel 6 
Superhero like the Flash, surrounded by speed lines.  
Caption: Now and for ever; I free myself from human 
immobility, I am in constant motion, I draw near, then away 
from objects, I crawl under, I climb onto them.  

Panel 7  
Neck, mane and head of horse, straining in full gallop. Speed 
lines.  
Caption: I move apace with the muzzle of a galloping horse. 

PAGE SEVEN 

Panel 1 
POV of camera above a crowd of protestors. 
Caption: I plunge full speed into a crowd. 

Panel 2 
A Captain America type supersoldier running. 
Caption: I outstrip running soldiers. 

Panel 3 
The Moon and stars.  
Caption: I fall on my back. 

Panel 4 
Superhero flies up with a jet fighter into beautiful blue 
skies, keeping pace with it. A few clouds. 
Caption: I ascend with an aeroplane. 

Panel 6 
Superhero plunging into ocean. 
Caption: I plunge and soar together with plunging and soaring 
bodies.  

Panel 6 
Cosmic superhero in a Kirbyesque negative zone style space.  
Caption 1: Free of the limits of time and space, I put 
together any given points in the universe, no matter where 
I’ve recorded them.” 
Caption 2: For Vertov, the revolutionary potential of film was 
that editing enabled the viewer to see the world in new ways, 
mirroring the Soviet desire for a bold new revolutionary 
consciousness.  

Panel 7 
A superbeing made of words and images. Text from literature, 
and bits from famous paintings.  
Caption: This raises the intriguing idea that art and 
literature, and the creation of new media can be a catalyst 
for transhumanism. They are extensions of our senses, bodies 
and consciousness.  

112



PAGE EIGHT 

Panel 1 
Scott McCloud as Little Sammy Sneeze, with broken panel 
border.  
Caption: Comics, like film, have enormous revolutionary and 
subversive potential. They challenge us to use our 
imaginations in unique ways.   

Panel 2 
Spidey Panel A. 
Caption: Art historian E.H. Gombrich argued in Art and
Illusion (1960) that comics achieve iconic power through their 
use of basic cognitive skills to link narrative with visual 
shorthand.  

Panel 3 
Spidey Panel B. 
Caption: In Understanding Media (1964) theorist Marshall 
McLuhan put this another way, arguing that comics were a 
‘cool’ medium, requiring active participation for the reader. 
Comics give little fragments of information and readers have 
to fill in the blanks.  

Panel 4 
McCloud. 
Caption: As Scott McCloud notes in Understanding Comics 
(1993), the medium presents information in a fragmented, non-
linear system that we can interpret in highly subjective ways.  

Panel 5 
The Gutter.  
Caption 1: The mechanism for this is called ‘closure’. A panel 
is not like a photograph, a moment in time, rather it is a 
complex layering of signs that each represent a different 
moment in time.  
Caption 2: When we read across a gap (gutter) between panels, 
we are required to imagine what happens. A comic, like a film, 
is a piece of technology that allows us to create meaning.  

Panel 6 
A sequence, like Seth’s cityscape from George Sprott.  
Caption: Comics are also time machines, representing time as 
space. A reader can look at different panels at different 
times, moving back and forth is the supposed reading order, 
seeing representations of past, present and future 
simultaneously.  

Panel 7 
A superhuman figure made of panels, word balloons, though 
bubbles, captions boxes, and other formal elements of comics. 
Caption 1: Comics have the same revolutionary potential that 
Vertov claimed for film.  
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Caption 2: This may be a reason why superheroes have been so 
in popular in comics. The medium serves as a vehicle for 
extending human perceptions and capabilities through its 
formal conventions. 

PAGE NINE 

Panel 1 
Hugo Hercules standing next to a newspaper street vendor 
selling The Chicago Tribune while reading The Coming Race. 
Circus poster featuring a strongman on wall behind him.  
Caption: Perhaps inspired by the popularity of The Coming
Race, and circus strongmen and the emergence of body-building 
culture, was one of the first super-powered heroes of modern 
times, William H.D. Koerner’s ‘Hugo Hercules’, who appeared in 
a comic strip in The Chicago Tribune from September 1902 to 
January 1903. 

Panel 3 
Hugo lifting a car.  
Caption 1: Hugo had prodigious strength and used his powers 
for good. He even had a catch-phrase – “just as easy”. 
However, unlike other superhumans there was no suggestion that 
Hugo intended to supplant humanity.   
Caption 2: Like the superheroes who would appear in comic 
books several decades later, he was an All-American hero.  

Panel 4 
Cover of Gladiator. 
Caption: Another superpowered Hugo appeared in Philip Wylie’s 
novel Gladiator (written in 1926 and published in 1930). Hugo 
Danner’s father, a scientist, performs experiments on him when 
he is still in the womb, transforming him into a super-being.  

Panel 5 
Hugo Danner fighting the school bully, lifting him over his 
head.  
Caption: Hugo Danner has miraculous strength and is largely 
invulnerable. He defeats the school bully, takes part in 
wrestling matches and fights in World War I. In this sense he 
is like Hugo Hercules, but there was a darker side. 

Panel 6 
Hugo Danner as a Man-God (referencing Marvel Comics cover), 
destroying a machine (something steam powered). 
Caption: Wylie’s novel, like Frankenstein and The Coming Race, 
considers the possibility of superhumans being our 
evolutionary competitors, using selective breeding to push 
their advantage, potentially enslaving or destroying humanity. 

PAGE TEN 

Panel 1 
Hugo, posed like Rodin’s The Thinker. 
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Caption 1: Wylie asks “What would you do if you were the 
strongest man in the world, the strongest thing in the world, 
mightier than the machine?” 
Word balloon 1: "I would--I would have won the war. But I did 
not. I would run the universe single-handed. Literally single-
handed. I would scorn the universe and turn it to my own ends. 
Word balloon 2 (linked): I would be a criminal. I would rip 
open banks and gut them. I would kill and destroy. I would be 
a secret, invisible blight. 
Word balloon 3 (linked): I would set out to stamp crime off 
the earth; I would be a super-detective, following and 
summarily punishing every criminal until no one dared to 
commit a felony.  
Word balloon 4 (linked): What would I do?  
Word balloon 5 (linked): What will I do?” 
Caption 2: Danner is trapped between being a Last Man and an 
Overman. His indecision mirrors an ambiguity within the book. 
Is Danner the last, most perfect expression of an age old 
character type – the gladiator - or is he something new 
entirely?    

Panel 2 
Large panel showing Hugo Danner involved in various feats.  
Caption 1: In an introduction to the book in The Book League
Monthly vol. III, #5 (March 1930), Wylie noted that his 
inspiration for the novel came from anxieties about the ways 
in which the machine age had humbled and humiliated humanity. 
He says,  
Caption 2: “A temperamental consciousness of material force 
brought Hugo Danner into being. The frustration of my own 
muscles by things, and the alarming superiority of machinery 
started the notion of a man who would be invincible.  
Caption 3: I gave him a name and planned random deeds for him. 
I let him tear down Brooklyn Bridge and lift a locomotive. 
Then I began to speculate about his future and it seemed to me 
that a human being thus equipped would be foredoomed to vulgar 
fame or to a life of fruitless destruction.  
Caption 4: He would share the isolation of geniuses and with 
them would learn the inflexibility of man's slow evolution. To 
that extent Hugo became symbolic and Gladiator a satire”. 
Caption 5: In a sense the novel is an early transhumanist 
text, demonstrating how science (genetic manipulation) can 
produce a superhuman, but the author’s concern is to produce a 
character who can rival a machine.  

Panel 3 
Scientist speaking to Hugo. 
Caption 1: Towards the end of the story Hugo befriends a 
scientist who tells him that should try to take over the 
world.  

Panel 4 
Hugo being struck by lightning. 
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Caption: Distraught, Hugo climbs a mountain alone and asks 
whether he has the right to question God. As if in answer a 
lightning bolt strikes him, killing him instantly.  
Caption: Is this divine intervention or just a random act of 
nature? In the end, it doesn’t matter.  
Caption: Danner reveals himself as limited and caught within 
the context that created him, by his appeal to a higher power. 
A Neitzschean Overman, understanding that God is dead, would 
rely only on their own will to power.  

Panel 5 
The Phantom and Doc Savage. 
Caption 1: By this time the figure of the costumed adventurer 
was a common feature of popular culture, with notable examples 
being The Phantom and Doc Savage. 
Caption 2: The age of the superhero was dawning … but science 
fiction was still offering warnings about the coming of the 
post-humans.  

PAGE ELEVEN 

Panel 1 
Portrait of Stapledon and cover of Odd John.  
Caption: British science fiction author Olaf Stapledon’s Odd
John (1935) features a group of “super-normals” led by John 
Wainwright who set up of an isolated community on a remote 
island in the South Pacific before being destroyed by the 
combined forces of the world’s Great Powers.  

Panel 2 
John and the super-normals.  
Caption: The super-normals are strange creatures. They have 
large eyes, are extremely long-lived, and have powerful 
telepathic and telekinetic abilities.  

Panel 3 
John projecting his mind through time, into the past (Egypt). 
Caption: John and the super-normals can also project their 
consciousness through time.  

Panel 4 
John killing someone with his mind.  
Caption: The influence of Darwin and contemporary debates 
about eugenics is clear, but what makes this novel so 
remarkable is its presentations of a Nietzschean Übermensch. 
The Super-normals are so far evolved beyond human concerns 
that conventional morality is difficult to apply to them.    

Panel 5 
John encountering and being psychically attacked by the 
misshapen being. 
Caption: The story even has a kind of super-villain, a 
physically misshapen being who John encounters on a trip to 
the Outer Hebrides in Scotland.  
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Panel 6 
The island being attacked and the John psychically repelling 
the invaders. There is a hint of the creature in the sky, 
looming over things.  
Caption: This being has a very powerful mind but is consumed 
by hate and jealously, and John suspects that he 
telepathically manipulates the Great Powers into attacking the 
super-normals.  

PAGE TWELVE 

Panel 1 
Large panel. John talking to the shocked narrator. 
Caption: At one point John tells the human narrator that he 
has contemplated genocide.  
Word balloon 1 (John): “Well, if we could wipe out your whole 
species, frankly, we would. For if your species discovers us, 
and realises at all what we are, it will certainly destroy us. 
Word balloon 2 (John): And we know, you must remember, that 
Homo Sapiens has little more to contribute to the music of 
this planet, nothing in fact but vain repetition.  
Word balloon 3 (John): It is time for finer instruments to 
take up the theme”. 

Panel 2 
Odd John’s cold, half amused stare. 
Caption: Stapledon, a professor of Philosophy specialising in 
ethics, offered a vision of post-human superbeings that was 
compelling because it simultaneously captured their exotic 
appeal while also portraying their inhumanity.  

Panel 3 
John and the super-normals being disintegrated by a blinding 
white light. They are calm, almost serene.  
Caption: This was a long way from the benevolent ‘Man of 
Tomorrow’ who was about to burst onto the scene…  

PAGE THIRTEEN 

Panel 1 
A dynamic picture of Superman bursting out of chains, 
referencing early Superman comics.  
Caption 1: And then came Superman.  
Caption 2: Despite the long history of the superhuman, Action
Comics #1 (1938) announced the arrival of the age of the 
superhero.   

Panel 2 
Baby superman being sent from a doomed Krypton.  
Caption: Superman is a mythological figure with science 
fiction tropes. 

Panel 3 
Superman lifting a car. 
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Caption: In the highly successful newspaper strip which 
appeared in 1939 it is noted that Kryptonians are 
significantly advanced in evolution.  
Caption 2: Later stories would dismiss the implication of 
genetic superiority and explain that Superman has an alien 
cell structure that is charged by solar power.  

Panel 4 
Superman fighting Nazis.  
Caption: Despite the early nod to eugenics, Superman was 
originally presented as an explicit rebuttal to the Nazi Aryan 
ideal. 

Panel 5 
Superman racing a train.  
Caption: The Superman radio show also added some key elements 
to the myth, noting that the hero was ‘Faster than a speeding 
bullet! More powerful than a locomotive! Able to leap tall 
buildings in a single bound!’ 

Panel 6 
Superman smashing a machine. 
Caption 1: Here was an echo of the anxieties seen in Wylie’s 
Gladiator. Superman was an answer to the machine age - a being 
with muscles like a hydraulic press, and extra-sensory 
perception, like X-ray vision.  
Caption 2: All the strengths of the machine and the perceptual 
advantages of the kino eye were made flesh in the body of the 
‘Man of steel’.  

Panel 7 
Batman, Wonder Woman, Supergirl, Fantoma, Captain Marvel, The 
Black Terror. 
Caption: This archetypal superhero soon gathered a pantheon 
around him.   

PAGE FOURTEEN 

Panel 1 
Captain America punching Hitler. 
Caption: Captain America represented another rebuttal to the 
racist ideology of the Nazis.  

Panel 2 
Steve Rogers being injected and transforming into Captain 
America. 
Caption: His powers were the product of science. Injected by a 
super-soldier serum, scrawny Steve Rogers becomes a 
superhuman, but his real powers are courage and patriotism.  
Caption 2: The propaganda message is clear – anyone can be a 
hero, regardless of genetic inheritance (albeit with a little 
help from science!).  
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Panel 3
The Flash, Green Lantern, Spider-Man, Fantastic Four and the 
Hulk, with an atomic bomb exploding in the background.  
Caption 1: As Richard Reynolds argues in Superheroes: A Modern
Mythology (1992), one of the defining characteristics of the 
genre is the way in which science operates as magic. 
Caption 2: In the post war years, at the birth of the Atomic 
Age, the magic, transformative force was radiation, and the 
enemy was Communism. The superhero became the embodiment of 
The Bomb.  
Panel 4 
The X-Men vs The Sentinels. 
Caption 1: In the 1960s comics like The X-Men appeared, and 
used evolution and genetic diversification as a metaphor for 
racial oppression and the civil rights movement.  
Caption 2: The X-Men were mutants – hated by a world they had 
sworn to protect.  

Panel 5 
Wolverine from Days of Future Past, hunted by sentinels.  
Caption: The brutality of racism and the machine age were 
fused in the Sentinels, robots who in one storyline set in the 
future, ‘Days of Future Past’ hunted and exterminated mutants 
in an echo of the Nazis’ Final Solution.  

Panel 6 
Iron Man past and present, Deathlok, and Cable. 
Caption 1: Other superheroes, such as Iron Man, used 
technology to achieve superpowers. Others, such as Deathlok 
and Cable are cyborgs, enhancing themselves with cybernetic 
implants.   
Caption 2: While Superman represents a man who can match the 
capabilities of a machine, and Captain America and The X-Men 
are genetically enhanced, either by scientific intervention or 
evolution, these technologically dependant characters blur the 
line between human and machine.  

PAGE FIFTEEN 

Donna Haraway as a Major Kusanagi style Ghost in the Shell
cyborg, face plate removed / robotic innards exposed. A cyborg 
Basset hound nearby. Also, a diverse mix of cyborgs, some are 
a mix of male and female. They look like they are up for an 
amazing party (Techno, anyone?), rather than off to war.  
Caption 1: Donna Haraway’s Cyborg Manifesto (1991) rejects the 
positivism of Transhumanism (that bodies can and should be 
enhanced by technology), instead seeing the cyborg body as a 
metaphor for the disruption of categories of identity.  
Caption 2: The cyborg is a constructed and unstable self, 
calling into question repressive notions of gender, 
reproduction and race. For Haraway we have always already been 
transhuman cyborgs, engaged in complex relationships with 
nonhuman entities.    

119



Caption 3: Haraway is also famous for the idea of 'companion 
species'. 
Caption 4: For her, attention to technologies is not enough 
when considering how our future and identities are 
constructed. 
Caption 5: We also have to pay much closer attention to how 
our ideas of the 'human' and 'superhuman' are shaped with and 
for other living species on Earth.  

PAGE SIXTEEN 

Panel 1 
Miller’s Batman from The Dark Knight Returns riding horse with 
bat-signal in background.   
Caption: By the 1980s the politics of the superhero genre came 
increasingly to the fore. In Frank Miller’s The Dark Knight
Returns (1986) Batman comes out of retirement to die, but is 
rejuvenated by his rediscovery of a Nietzschean ‘will to 
power’.  

Panel 2 
Armoured Batman fighting Superman. 
Caption 1: In the story Superman is a tool of the corrupt US 
government. He is the superhero as A-Bomb.  
Caption 2: Batman, the fierce anti-authoritarian 
individualist, kicks his ass.  

Panel 3 
Characters from Watchmen. 

Caption: Watchmen (1986) by British creators Alan Moore and 
Dave Gibbons offers a satire of the superhero genre, 
deconstructing its conventions, but it is really about the 
power of the comics medium.  

Panel 4 
Dr Manhattan experiencing several timeframes all at once.  
Caption: The powers of the only true superhuman, Dr Manhattan, 
reflect the formal qualities of the medium. A nuclear 
explosion alters his being and perceptions.  
Caption 2: He experiences all time at once, representing the 
power of the comics medium to play with time and space.  

Panel 5 
Dr Manhattan reading a copy of Watchmen.  
Caption: Just as Vertov’s concept of Kino Eye mobilises the 
power of film as a metaphor for a new technologically mediated 
consciousness, Moore and Gibbons explore the radical potential 
of comics, and the primal technology of word and image 

Panel 6 
A reader cosplaying as Dr Manhattan, at a comic convention, 
just about to pick up a copy of Pax Americana, in an echo of 
the last panel of Watchmen.  
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PAGE SEVENTEEN 

Panel 1 
Grant Morrison and Frank Quitely’s All-Star Superman. 
Caption 1: Grant Morrison and Frank Quitely’s All-Star
Superman celebrates the myth of Superman, equating him with 
the sun god Apollo and the labours of Hercules.  
Caption 2: As Superman faces his end, he also acknowledges his 
role as a Promethean benefactor of humanity, and inspiration 
for social, ethical and physical evolution.  

Panel 2 
Superman sitting on cloud, after Quitely. 
Caption 1: Morrison notes in his book Supergods (2012) that 
for him the appeal of superheroes was that they were a pure 
representation of human perfectibility in the era of the Cold 
War.  
Caption 2: Superheroes could do what normal people couldn’t – 
beat the bomb.  
Caption 3: As Superman’s father tells him in All Star
Superman, ‘You have given them an ideal to aspire to, embodied 
their highest aspirations.  They will race, and stumble, and 
fall and crawl... and curse... and finally... They will join 
you in the sun, Kal-El. In time, you will no longer be alone’. 

Panel 3 
Avengers Assemble and Justice League. 
Caption: In recent years superhero films have enjoyed enormous 
success and popularity. 

Panel 4 
Superman – Synder’s Man of Steel.  
Caption: Zack Synder’s Man of Steel (2013) went back to the 
themes of the original stories from the 1930s, presenting 
Kryptonians as arch eugenicists, creating children to fulfil 
specific roles. Superman’s parents defy convention and 
conceive naturally.  

Panel 5 
Caption: When General Zod tries to impose his fascistic rule 
and Kryptonian eugenics on Earth, Superman, the super-
immigrant, seeks a different future for his adopted world.  

Panel 6 
A posthuman superhero in shadow. Infinity symbol shining from 
their chest.  
Caption: Stories of superhumans have always served as 
metaphors for our relationship with the future.  

PAGE EIGHTEEN 

Splash page. A caveman scrawling a Superman symbol on wall by 
firelight, his hand on the shoulder of a child who looks up in 
awe at the moon and the stars. A shooting star is visible. 
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Caption 1: But far from being simply a projection of what is 
to come, the figure of the superhuman has always been with us. 
Caption 2: They serve as both an aspiration and a warning, but 
they also signal the potential to grow and overcome 
limitations that is with us from childhood.  
Caption 4: This drive has been with us since the birth of our 
species, it defines how we experience the present, and what we 
imagine for the future. 
Caption 5: ‘Posthumanism often seems to be ‘a sudden mutation 
of the times [but] in fact, the conjunctions of imagination 
and science, myth and technology, have begun by firelight in 
the caves of Lascaux’.  
Ihab Hassan, ‘Prometheus as Performer: Toward a Posthumanist 
Culture?’ (1977, p.205). 
Caption 6: Up, up and away! 

End 
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Captain Trivium’s Adventures in 
the Biblioverse 

PAGE ONE 

Panel 1 
A leafy British University campus in the mid-1950s. Word 
balloons emanating from a first floor window.  
Caption: Faber University, 1955. I’ve been called in to a 
meeting with the Dean of Arts and Humanities… again.  
Word balloon 1: Piles of unmarked essays! Student complaints! 
Word balloon 2 (linked): And a woeful publication record…  

Panel 2 
Interior of the dean’s office. We see him at his desk. Sitting 
in front of him is Dr Quinn, a slightly dishevelled young 
academic. He wears a crumpled tweed jacket with leather elbow 
patches. 
Word balloon 1 (Dean): …how do you explain yourself, Dr Quinn? 
Word balloon 2 (Dr Quinn): Um… I’m pacing myself. 
Caption: When I got the job five years ago I told them I was 
finishing off a ground-breaking translation of Beowulf…  

Panel 3 
Exterior of office. Door slamming, Dr Quinn in foreground. 
Word balloon 1 (Dean, from behind door): Get out! 
Word balloon 2 (Dr Quinn): *+@#le (rude squiggles) 
Caption: Still working on it.   

Panel 4 
Dr Quinn heading into the University Library. 
Caption: Still, it’s a cushy job…  

Panel 5 
Dr Quinn heading down a set of old stairs into the University 
Library Basement store. 

Panel 6 
Dr Quinn looking over his shoulder as he opens an old door. 

Panel 7 
Dr Quinn sitting on a tattered but comfy looking red leather 
chair reading some comics. Shelves of books and old boxes are 
everywhere. There are some bottles of beer. He’s made a secret 
hideaway for himself. There’s a copy of Triumph featuring 
Superman on the rug.  
Word balloon (Dr Quinn): Ahhh. Bliss.  
Caption: The key to survival in academica is finding yourself 
a nice little hideaway! A fortress of solitude.  
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Panel 8 
Dr Quinn puts his feet up as he reads an old British superhero 
comic. He knocks a book off a nearby shelf with his foot. It 
is a green leather bound volume with the word VRIL on the 
front cover and an esoteric design.  

Panel 9 
Dr Quinn, still holding the comic, reaches down to pick up the 
book, which is now glowing with a green light. He reads the 
title. 
Caption: And then everything changed… 
Word balloon: Vril…? 

PAGE TWO 

Panel 1 
Dr Quinn is suspended in mid-air, as the room crackles with 
electricity and green light. He holds the comic in one hand 
and the book in the other as energy races between them. 
Sound FX: MAZSHA! 
Word balloon (Dr Quinn): Cor! 
Caption: I became… 

Panel 2 
Dr Quinn has been transformed into a superhuman. Huge muscles, 
bursting through his tweed jacket, sending the leather patches 
flying.  
Caption: …a superhero! 

Panel 3 
SuperQuinn, rippling with muscles, looking at the book, the 
pages from the comic are floating around him, torn to shreds. 
He’s left in his tatty underwear.  
Word balloon 1 (Dr Quinn): Wow! 
Caption: The cosmic power of Vril courses through my body! 
Word balloon 2 (Dr Quinn): Vril. 

Panel 4 
An explosion of green light! He is transformed back. The 
comics and beer cans have all been knocked over.  

Panel 5 
Dr Quinn, no longer superpowered, but still in torn rags, 
sneaking out the library at night holding the Vril book, a 
couple of students looking on in bewilderment.  

Panel 6 
Elderly Landlady sewing a superhero costume. Dr Quinn in 
background in a grubby vest. She has lots of cats.  
Caption: My Landlady didn’t bat an eye when I appeared wearing 
only my underwear, so of course she didn’t ask many questions 
when I asked her to make me a costume befitting my new 
superheroic status.  
Word balloon (Landlady): Bit early for Halloween, eh? 
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Panel 7 
Quinn as superhero, in costume, striking a pose, surrounded by 
crackles of energy. 
Word balloon (Quinn): VRIL!  
Caption: I would be, Captain Trivium! Doer of Good! Righter of 
Wrongs! 

Panel 8 
Dr Quinn in his room, in his superhero proportioned body, 
superhero costume hung up on wall or wardrobe. He is speed 
marking essays with one hand, which are flying through the 
air, with B, C+, D- marks in red pen, while typing up his 
Beowulf manuscript with the other hand. Jar of Bovril on his 
desk.  
Caption: So I set to work…  

PAGE THREE 

Panel 1 
Montage of ‘superheroic’ activity. As Captain Trivium he lifts 
a car above his head, crushing it. He rescues his landlady’s 
cat from a tree, etc. There are newspapers and magazine covers 
floating in this panel. One is a life magazine cover with a 
heroic looking photo of Captain Trivium and the caption ‘Who 
is Captain Trivium?’ A newspaper says ‘Eng Lit Prof wins Nobel 
Prize for Everything!’ 
Word balloon (onlooker):  That’s the Dean’s car! 
Caption:  

Panel 2 
Captain Trivium holding the Vril book, looking at it 
curiously.  
Caption: I was on top of the world, but started to worry that 
someone might also use the book to steal the power of Vril. 

Panel 3 
Similar panel, but now Captain Trivium looks at the book 
menacingly, trying to set it alight with his laser vision.  
Caption: So I resolved to destroy the book so that no one else 
might have this gift… 

Panel 4 
The book crackles with energy and soars off into a mysterious 
portal, pulling Captain Trivium along with it.  

Panel 5 
The book soars through the biblioverse, a dimension of words 
and books but crazy, like a Jack Kirby negative zone from 
Fantastic Four, or Steve Ditko astral plane from Dr Strange. 
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PAGE FOUR 

Panel 1 
Captain Trivium is spat out of the portal into a pristine 
white space. There are neat rows of books everywhere, and 
angel-like artificial beings tending this interdimensional 
meta-library.   

Panel 2 
A small troll-like figure (Vellum), complete with hot pink 
hair, watches him as the Vril book flies into his waiting 
hands.  
Word balloon 1 (Vellum): Ah, there you are! We’ve been looking 
for you for a while. 
Word balloon 2 (Quinn/Trivium): Looking for… me? Where am I? 

Panel 3 
Vellum puts the book on a shelf.  
Word balloon (Vellum): I was talking to the book, young man. 
It went walkabout around 70 years ago, but they always come 
back when they are in danger. 

Panel 4 
Wider shot. Vellum raises his arms. There are piles of comics, 
some of which are those that Wertham criticised. The angel 
robots (Deweys) are carefully tending to books and comics, 
including the comic that was destroyed earlier in the 
transformation sequence.  
Word balloon 1 (Vellum): Welcome to the Biblioverse! This is 
the library for all books, from every reality and dimension. 
Tended by the Deweys.  
Word balloon 2 (Vellum): I am Vellum, curator of the 
endangered books section. Anytime an idiot destroys a book it 
ends up here, preserved for all eternity.  

Panel 5 
Captain Trivium looking sheepish. A couple of Deweys stand 
beside him, looking him up and down.  
Word balloon 1 (Quinn/Trivium): So, why am I here? 
Word balloon 2 (Vellum): The Deweys brought you here, just as 
they did me a millennia ago… they have a mission for you…  

Panel 6 
Captain Trivium looking stunned. Vellum points at him. 
Word balloon 1 (Quinn/Trivium): Moi? What mission? 
Word balloon 2 (Vellum): All the superheroes, across all the 
dimensions… both real and fictional, they are going missing. 

Panel 7 
Vellum pointing to a portal. Two Deweys are creating it with 
energy that emanates out of their bodies. 
Word balloon 1 (Vellum): Nothing happens by coincidence in the 
Biblioverse… you have been chosen to find the superheroes! It 
is your sacred duty! 
Word balloon 2 (Vellum): And trust me, the Deweys don’t take 
‘no’ for an answer.  
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Panel 8 
Captain Trivium flying through the Kirby/Ditko Biblioverse in 
heroic posse. 
Caption 1: So, that’s how I ended up travelling through an 
infinity of parallel realities on a mission for immortal 
Librarians to solve the mystery of the missing superheroes…  
Caption 2: And you think you have problems.  

End 
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BRIGANTIA - INTO THE 
HOLLOW EARTH 

This story appeared in the Superhuman Futures publication and 
introduced Brigantia, a British Wonder Woman, and her sidekick 
Kaitlyn/Star-Girl, who team up with Trivium in order to face a 
threat inspired by The Coming Race (1871) by Edward Bulwer-
Lytton, which is discussed in Superhuman Futures. 

PAGE ONE 

Panel 1 
Brigantia in her civilian guise as a reporter. She is walking 
out of the Daily Trumpet building into the street, accompanied 
by Kaitlyn, her cub reporter companion. We can see that her 
right hand is robotic. She appears in her late 20s, but is 
actually much older. She looks Polynesian, kind of a cross 
between Moana and Wonder Woman. Her posture and stance 
suggests power and authority. Kaitlyn is in her mid-teens and 
seems much less sure of herself – she is a reporter and 
superhero in training, and Brigantia is her mentor.  
Word balloon (Brigantia): There’s no room for being mild-
mannered if you want to make it as a reporter for a top 
Metropolitan newspaper, Kaitlyn. 
Word balloon (Kaitlyn): Gotcha, Ms Brigantia! 

Panel 2 
They book look up at the sky, seeing a meteor cut across the 
sky. It is screaming.  
Word balloon or SFX (Meteor): Aaarrrrggghhhhh! 
Word balloon (Brigantia): I’ve told you, call me Brig. When 
will you… Wait, what the…? 
Word balloon (Kaitlyn): Holy screaming meteors! 

Panel 3 
Brigantia does a heroic transformation into her superhero 
costume. We see her powerful robot arm properly for the first 
time. She has a simple symbol on her chest. No cape. Kaitlyn, 
behind her is struggling to get on her mask. She costume is a 
more typical superhero costume, with a cape. She looks 
something like Superhero Girl 
(http://www.adventuresofsuperherogirl.com/).   
Word balloon (Brigantia): Let’s go, Star-Girl! 
Word balloon (Kaitlyn/Star-Girl): Just gimme a minute… 

Panel 4 
Brigantia and Star-Girl flying towards the smoking impact 
crater.  A body can be seen in the crater. 

Word balloon (Brigantia): Strange. If that really was a meteor 
the impact crater would my much larger. 
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Word balloon (Kaitlyn/Star-Girl): It kinda looks like there’s 
someone down there… 

Panel 5 
Brigantia and Star-Girl land. The figure is Captain Trivium 
(image reference from “Captain Trivium’s Adventures in the 
Biblioverse”).  
Word balloon (Brigantia): Who are you? What do you want? 
Word balloon (Trivium): Urggh. Wait... What? 

Panel 6 
Trivium, trying to come to his senses. Still a bit rattled.  
Word balloon (Trivium): Sorry. I am still getting used to 
interdimensional travel. Cant’ nail the landing. And my ears 
are still ringing…  

Panel 7 
Trivium, starting to pull himself together. He transforms from 
the superhero, Trivium, to his civilian form – Professor 
Quinn, a young academic from the 1950s.  
Word balloon 1 (Trivium): I’m Captain Trivium, and I’ve been 
sent to investigate the disappearance of superhumans across 
the multiverse. I can transform by shouting a magic word. 
Watch…  
Word balloon 2 (Trivium): VRIL! 
Word balloon 1 (Quinn): Pretty cool, eh? As you can imagine, 
I’m really happy to meet you both…  

Panel 8 
Brigantia and Star-Girl look at one another. Star-Girl looks 
confused, Brigantia looks angry.  

Panel 9 
Brigantia delivers a powerful punch with her robot arm, 
knocking out Quinn.  

PAGE TWO 

Panel 1 
Brigantia and Star-Girl flying down towards a cave in Greece. 
Brigantia is carrying the still unconscious Quinn.  
Caption: Delphi, 10 minutes later.  
Word balloon 1 (Star-Girl): I’ve heard all the stories, but I 
never thought I’d get to visit the forbidden city of Earth 
Below. 
Word balloon 2 (Brigantia): The Hollow Earth is no holiday 
destination, child.  

Panel 2 
Brigantia and Star-Girl stading in front of a circular steel 
door in a cave wall. It is decorated with a design 
incorporating two snakes. Quinn lines off to the side, still 
unconscious.  

133



Word balloon (Brigantia): Open! I, Brigantia, daughter of Zeus 
and Hercules, last surviving senator of Atlantis Above the 
Waves, command you! 

Panel 3 
The door rumbles open, breaking loose pieces of the cave wall. 
A stone bounces off Quinn’s head, waking him.  
Word balloon 1 (Quinn): Urgh. Why did you hit me? 
Word balloon 2 (Brigantia): You have stolen the power of Vril. 
You are no champion of the Vril-Ya. My fathers brokered a 
peace with the lords of the under city ten thousand years ago, 
and you have broken that pact, thief.  

Panel 4 
Biggish panel. They step through the open door, to see a 
magical golden city, utterly destroyed. The city is somewhere 
between Aztec architecture mixed with a  high tech futurist 
city. Bodies are everywhere. Golden people, some with wings. 
The destruction and massacre are recent. Star-Girl looks 
shocked and upset. Brigantia is in a dynamic pose. Quinn is 
still dazed.  
Word balloon (Brigantia): Sweet Hercula! What has happened? 
The Vril-Ya… dead! Who could do this? 

Panel 5 
Quinn, close up.  
Word balloon (Quinn): This is what I was trying to tell you 
earlier. Superbeings are disappearing or being killed across 
the multiverse. No one knows why. I’ve been sent to… 

Panel 6 
Brigantia sees a huge mecha robot holding dead Vril-Ya. Its 
guns are smoking.  
Word balloon (Brigantia): Enough prattle. I SEE THE CULPRIT! 

Panel 7 
Brigantia launches an attack. Star-Girl is not far behind. In 
the background Quinn should Vril and is transformed to captain 
Trivium.  
Word balloon (Brigantia): You’ll pay for this day’s work, 
fiend! 

Panel 8 
The three heroes attack the creature all at once. 

PAGE THREE 

Panel 1 
The fight continues. Star-Girl and Trivium are struggling, but 
Brigantia used her cyborg arm to punch the huge robot in the 
face.  

Panel 2 
Brigantia, in an impressive show of strength, tears off the 
robot’s head.  
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Panel 3 
The three heroes stand next to the wrecked metal monster. 
Star-Girl is bent over, out of puff, while Trivium rests 
against the huge head. Brigantia doesn’t look phased. She 
stands triumphantly.  
Word balloon 1 (Star-Girl): This is going to make an amazing 
story for the Daily Trumpet…  
Word balloon 2 (Brigantia): You fought well, Trivium, but I 
still don’t trust you. I’ll be watching you.  

Panel 4 
Brigantia tears a panel off the robot’s head.  
Word balloon (Trivium): Well, I’m having a hard time believing 
any of this is really happening, so you can believe whatever 
you like! 

Panel 5 
Brigantia thrusts her robot arm into the circuitry of the 
mecha.  
Word balloon (Brigantia): I am accessing the memory banks of 
this Colossus. We’ll soon learn who sent in on this murderous 
crusade.  

Panel 6 
Brigantia looks shocked.  
Word balloon (Brigantia): No… it cannot be…  
Square word balloon (computer voice from robot’s head): zzz 
Projecting zzz memory zzz file zzz 

Panel 7 
The three heroes look on, shocked. Speechless. 

PAGE FOUR 

Panel 1 
Splash panel. The three heroes look up at a hologram 
projection from the robot’s eyes. It shows evil mirror 
universe versions of themselves. They look sneeringly evil. 
Several iconic superhero types are chained to the walls, dead 
or nearly deal. Alpha (see image reference) lies before them, 
beaten to a pulp. Cyborg guards, smaller versions of the robot 
they’ve just defeated, but cyborgs rather than just robots, 
are visible in the background. Perhaps one is holding the dead 
body of Alpha Girl (see image reference).  

Word balloon 1 (Evil Brigantia): Soon, the impure taint of a 
multiverse of superbeings will be removed forever! 
Word balloon 2 (Star-Girl): Our legacy must be the one to 
dominate, for all time and space!  
Word balloon 3 (Trivium): Death to all who oppose us! 
Muhahahaha! 
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Panel 2 
Repetition of Page Three, Panel 7. The three heroes look on, 
shocked.  
Word balloon (Trivium): Umm. This isn’t good, is it…? 

Caption: “And now the work is done, that Jupiter’s anger, fire 
or sword cannot erase, nor the gnawing tooth of time. Let that 
day, that only has power over my body, end, when it will, my 
uncertain span of years: yet the best part of me will be 
borne, immortal, beyond the distant stars. Wherever Rome’s 
influence extends, over the lands it has civilised, I will be 
spoken, on people’s lips: and, famous through all the ages, if 
there is truth in poet’s prophecies, –vivam - I shall live” 
Ovid, The Metamorphoses (8AD). 

End 
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Glyconic Psychogeography 
Or The Day I Accidentally 

Stalked Alan Moore

This comic explores the use of psychogeography in the work of 
Alan Moore, writer of superhero comics such as Marvelman, 
Watchmen and V for Vendetta. This was an exploration of 
British superhero comics from a quite different perspective 
than previous comics that I had written in that this was 
loosely autobiographical, recounting my first meeting with 
Moore. The comic was also turned into a digital webcomic game 
by the artist, Zu Dominiak (https://zucomics.itch.io/psycho). 
This was a stepping stone to Alpha - A Tumble Through Time. 

Page One 

This page echoes the early pages of V for Vendetta, where Evey 
is preparing to go out as a prostitute for the first time. 

Panel 1 
Large panel showing Northampton cityscape and landmarks. 
Caption 1: Northampton, 2010. 

Panel 2 
The Magus Conference poster. 

Panel 3 
Chris in hotel room getting dressed. 
Caption 1:  It was my first time… 

Panel 4 
Pulling on a Hawaiian shirt. 
Caption 1: In Northampton I mean, not presenting at a 
conference. I was a pro at that. 
Word balloon – radio: This is Voice of Fate FM, bringing you 
the number one hit, ‘The March of the Sinister Ducks’ 

Panel 5 
Chris picks up the print out of his paper. The title is 
visible: ‘Pyschogeography in the comics of Alan Moore’ 
Caption 1: The irony was not lost on me that I had come to 
give a talk on psychogeography in the work of superstar comics 
writer Alan Moore in his native Northampton but had screwed up 
on basic geography…  

Panel 6 
Chris in taxi, struggling to use Map function on his phone. 
Map insert, as in A Small Killing. 
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Caption 1: I had booked a hotel room on the wrong side of the 
city, miles away from the venue! 
Word balloon – radio: ‘Ducks, duck, quack, quack’ 

Panel 7 
Chris arrives at the venue. Huffing and puffing up the stairs. 
Taxi in background, pulling away. 
Word balloon: Hurm [Rorschach style word balloon] 

Panel 8 
Meeting the Moore scholars. 
Caption 1: My fellow comics scholars shared my excitement at 
the possibility that Big Al, The Beard himself, might attend 
the conference later in the day… 
Comics scholar - Word balloon: Holy &@! Dude! I heard that 
Alan #€%*¥@ Moore is gonna be here! 

Page Two 

Chris presenting at the conference. References to Big Numbers, 
Snakes and Ladders, and From Hell. Watchmen style 9 panel grid 
on pages 2 and 3. The panels alternate between Chris 
presenting, the PPT slides and audience reactions. 

Panel 1 
Chris in audience watching other papers. The previous speaker 
is wrapping up. 
Word balloon from outside panel borders: So, a modified 
McCloudian approach, incorporating Groensteinian principles 
though the lens of Cohnite analysis is all the modern 
panelologist needs to comprehend Moore’s ekphrastic 
dissonance. Thank you.  

Panel 2 
Chris walking up to podium to give his paper as audience 
applauds previous speaker, who is stepping down. Watchmen 
clock face image in corner of panel. It appears in the rest of 
the panels, apart from the last one. It says 11am. 
Thought balloon – Chris: I hope the chair is on the ball… I 
always run over time… only 20 minutes!  

Panel 3 
11am. Chris starting his talk. 
Word balloon – Chris: Ahem! Howdy. In his Introduction to a 
Critique of Urban Geography, written in 1955, Guy Debord 
explains that Psychogeography is ‘the study of the precise 
laws and specific effects of the geographical environment, 
consciously organised or not, on the emotions and behaviour of 
individuals’. 

Panel 4 
2 minutes have passed. 1968 student protests on PPT.  
Word balloon – Chris: Debord was the leader of Situationalist 
International, a Marxist group influenced by Dada and 
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Surrealism which played some part in the 1968 student 
uprisings in Paris.  

Panel 5 
7 minutes have passed. Psychogeographical map on PPT behind 
Chris. Panel modelled on Big Numbers lecture. 
Word balloon – Chris: Psychogeography is interested in how 
urban environments and maps are instruments of control, 
shaping not just how we move physically through space but how 
that makes us think about ourselves and our place in society. 

Panel 6 
11 mins. Audience. Still mostly alert. 
Word balloon – Chris: Maps encode power relations and tell us 
where we can, and more importantly, where we can’t go, which 
is also a record of what we are allowed to think and how we 
perceive and understand our reality. 

Panel 7 
13 mins. Watchmen page on PPT. 
Word balloon – Chris: A comics page has a lot in common with a 
map. Both are metaphorical descriptions of physical 
environments and spatial relationships. They also encode 
temporal relations. A map is a depiction of a place, or how it 
is understood, at a specific time and in a certain context. 

Panel 8 
16 mins. Chris. Photo of Moore on PPT. 
Word balloon 1 – Chris: Alan Moore is highly influenced by 
psychogeography, and it informs his ideas about how space and 
time work in comics.  

Panel 9 
18 mins. Chris in front of From Hell on PPT. 
Word balloon – Chris: His comics are full of maps. A Small 
Killing and From Hell are good examples of this. And other 
works, such as The Birth Caul and Snakes and Ladders, started 
life as psychogeographical performance pieces. 

Page Three 

Panel 1 
20 mins. Chris with audience in foreground. 
Word balloon 1 – Chris: Psychogeography, according to Debord, 
offers a range of techniques 

Panel 2 
22 mins. Audience starting to shift uncomfortably. 

Panel 3 
24 mins. 

Panel 4 
27 mins. 
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Panel 5 
29 mins. 

Panel 6 
31 mins. Audience slumped over / pissed off. Chairperson 
pointing to watch, furious. 

Panel 7 
32 mins 
Word balloon – Chris: And to conclude… 

Panel 8 
33 mins. Applause from audience. A little subdued. 

Panel 9 
Chris walking out pleased with himself. Audience leaves like 
zombies behind him. 

Caption: That seemed to go well! 

Page Four 

Tea break. Moore arrives. 

Page Five 

Chris talks to Moore. 

Page Six 

The Q&A with Paul Gravett begins. After the Q&A – the pole 
dance!  

Page Seven 

The pole dance. 

Page Eight 

Moore leaves. Chris leaves conference in the rain. Wandering 
Northampton. Nearly hit by bus. As rain stops he finds himself 
in a familiar street... 

Page Nine 

Chris sees Moore in the window! Imagines a number of possible 
outcomes. Flees the scene! As Chris flees the scene the 
windows and doors have become Panels from other parts of the 
comic, like the end of The Courtyard.  
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Page Ten 

Chris decides to use Psychogeography to locate a burger and a 
pint. Pub located! 

Page Eleven 

Chris tucks into burger and reflects on the events of the day. 
Calls Buzz Kill Gill, who bursts his bubble.  

Page Twelve 

Two weeks later Chris interviews Moore. Then interview appears 
in Studies in comic. Crappy photo. Chris explains the story to 
Zu. Ends on image of Dundee that echoes first image of 
Northampton. Chris handing the script to Zu. Image of Dundee 
that echoes first image of Northampton.  
Word balloon – Chris: I leave it in your hands.  

End 
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Alpha - A Tumble Through Time 
 

This game comic script is quite unlike anything I had written 
before. While Glyconic Psychogeography was a traditional 
comics that was turned into a game, this story was designed as 
a game from the start, so required a quite different approach. 
The script is non-linear and branching. The aim was to create 
something that was a hybrid comic, board game, computer game 
and choose your own adventure story. The artwork was by Anna 
Morozova.  

COVER 
Title: Alpha – A Tumble Through Time 
Banner: Doc Oculus unleashes the power of the Recursitron! 
Cover image shows Alpha and Alpha Girl fighting/struggling 
with Doc Oculus. Oculus is holding a glowing green orb. It’s 
all timey-Whimey. The reference is Superman vs the Amazing 
Spider-Man, above the Law Monument, with Dundee underneath.  
The Alpha costume is based on the one that Mark drew - light 
grey costume, darker grey for the cape and the A.  
Readers/players click on the cover and the page/board appears. 

PAGE ONE / THE BOARD 
This is a 12 panel page that recalls a board game. There is no 
narrative text, word balloons, captions, etc. The panels are 
numbered 1-12 in the corner.  
You start reading/playing by clicking on panel 1 (text to 
instruct readers to do this). When you click on the wordless 
version of the panel a version with text appears. There are 
multiple versions. In some cases the one which appears is 
randomly generated. In other cases a choice is made.   
Note: the script itself is non-linear - this makes no sense is 
you read it from start to finish. Some order should emerge in 
the recursive act of reading/playing. That is the hope anyway! 

There is one page with 12 panels on the ‘surface’. This page 
acts as a board and you delve into it. There are 50 panels 
hidden within it, and many more options and combinations.  

PANEL 1 (3 PANELS OVERALL) 
Alpha and Alpha Girl and flying over the city. It is a 
beautiful summer’s day.  Readers click on the panel and it 
opens up. There are two variant versions. One ends the game 
quickly, the other opens up to the rest of the narrative. 
Would be good to weight it somehow so that the version that 
ends the game only comes up about 20% of the time.  
Version A 
Panel 1.1A 
This is a version of Panel 1 with text, and another panel 
alongside.  
Caption: Another uneventful day in Alphaville.  
Word balloon (Alpha-Girl): I’m bored. Let’s go home. 
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Panel 1.2A  
Alpha and Alpha Girl are relaxing in their lair (within the 
Law). She plays a computer game while reading War and Peace. 
Alpha is lifting a dumbbell and hoovering. Big TV screen in 
background is showing cartoons – the Jetson’s, or something 
like that.  
Caption: The End. 

Version B 
Panel 1.1B 
Again, this is a version of Panel 1 with text, and another 
panel alongside.  
Text broadcast over the airwaves: Attention Alphans! Doc 
Oculus has been spotted at the waterfront! 
Word balloon (Alpha-Girl): Let’s go! 
Panel 1.2B 
Alpha and Alpha Girl fly towards Doc Oculus. He is standing 
next to the V&A holding a glowing green orb – the Recursitron. 
Caption: Move to Panel 2.  

PANEL 2 (10 PANELS OVERALL) 
Alpha and Alpha Girl confronting Doc Oculus, who is holding 
the Recursitron - a glowing green orb. Oculus is holding it 
aloft in supervillain pose. When you click on panel 2 a 
randomly generated choice of panels appears.  
We are granted two options:  
Alphans – do you attach individually or both together?  A/ 
Alpha attacks Oculus or B/ Both Alpha and Alpha Girl attack 
Oculus.  
This generates a couple of options. If you pick A you then get 
either Version A1 or A2 (randomly generated). If you pick B 
you either get Version B1 or B2. 

Version A1 
Panel 2.1A1 
This is Panel 2, but with text.  
Word balloon (Oculus): Bow down Alphans! Now that I possess 
the mighty Recursitron I control time itself!  
Word balloon (Alpha): Never! 
Panel 2.2A1  
Alpha punches Doc Oculus.  
Panel 2.3A1  
Close up on Oculus. Orb visible.   
Word balloon (Oculus): By the power of the Demon K’Asaroth I 
cast you adrift in time! 
Caption: Go to Panel 3  

Version A2 
Panel 2.1A2 
This is Panel 2, but with text.  
Word balloon (Oculus): Bow down Alphans! Now that I possess 
the mighty Recursitron I control time itself!  
Word balloon (Alpha): Never! 
Panel 2.2A2 
Alpha punches the Recursitron, which explodes.  
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Word balloon (Oculus): You fool! This orb contains the power 
to destroy the univer - - 
Panel 2.3A2 
A huge explosion. 
Panel 2.4A2 
A blank panel. White space. 

Version B1 
Panel 2.1B1 
This is Panel 2, but with text.  
Word balloon (Oculus): Bow down Alphans! Now that I possess 
the mighty Recursitron I control time itself! 
Word balloon (Alpha-Girl): Time for jail, Doc.  
Panel 2.2B1 
Alpha and Alpha Girl punch Doc Oculus, who drops the Orb. 
Panel 2.3B1 
A Lovecraftian octopoid horror emerges from the broken orb and 
grasps Alpha and Alpha Girl in its tentacles, pushing them 
into a time vortex. 
Caption: Go to Panel 10. 

Version B2 
Panel 2.1B2 
This is Panel 2, but with text.  
Word balloon (Oculus): Bow down Alphans! Now that I possess 
the mighty Recursitron I control time itself! 
Word balloon (Alpha-Girl): Let’s shut this guy up for good! 
Panel 2.2B2 
Alpha and Alpha Girl punch Doc Oculus, who flies apart, limb 
from limb. The Recursitron flies in the air.  
Panel 2.3B2 
The Iron Legion, robot Roman Solders emerge from a time vortex 
projected by the Recursitron.  
Word balloon (Robot Centurion): Halt! We are the Lost Robot 
Roman Legion. The Recursitron belongs to us! 
Panel 2.4B2 
Alpha and Alpha Girl are in chains, led away into a time 
vortex by the Legionnaries. The Centurion holds the 
Recursitron aloft. 
Word balloon (Robot Centurion): Now that the Recursitron is 
back in our hands we will conquer all of time! 
Caption: Go to Panel 10. 

PANEL 3 (1 PANEL OVERALL) 
Alpha and Alpha Girl being blasted by Doc Oculus. A time 
tunnel opens up leading to Panel 6. 
Caption: Go to Panel 6.  

PANEL 4 (6 PANELS OVERALL) 
Doc Oculus finding the Recursitron on Mars. We see the 
Recursitron lying in the dust. We are looking down at it, and 
Oculus is reflected on its surface. Watchmen is the reference. 
When this panel is clicked on it is enlarged. We are granted 
two options:  
Doctor Oculus, do you A/ Pick up the Recursitron or B/ Do not 
Pick up the Recursitron.  
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This generates a couple of options. If you pick A you then get 
either Version A1 or A2 (randomly generated). If you pick B 
you either get Version B1 or B2.  
Version A1 
Panel 4.1A1 
This is panel 4 again.  
Thought balloon (Doctor Oculus): Hmmm. What is this? 
Panel 4.2A1 
Oculus picks up the Recursitron.  
Word balloon (Doctor Oculus): I sense enormous power… the 
ability to control Time! 
Go to Panel 2.  

Version A2 
Panel 4.1A2 
This is panel 4 again.  
Word balloon (Doctor Oculus): Hmmm. What is this? 
Panel 4.2A2 
Oculus picks up the Recursitron.  
Thought balloon (Doctor Oculus): I sense enormous power… the 
ability to control Time! I know what I need to do! 
Caption: Go to Panel 9.  

Version B1 
Panel 4.1B1 
This is panel 4 again.  
Thought balloon (Doctor Oculus): Hmmm. Litter, even on Mars. 
Panel 4.2B1 
Oculus walks away, leaving the Recursitron in the dust.  
Caption: End.  

Version B2 
Panel 4.1B1 
This is panel 4 again.  
Thought balloon (Doctor Oculus): There is more power here than 
even Doctor Oculus dare meddle with.   
Panel 4.2B1 
Oculus walks away, leaving the Recursitron in the dust. 
Panel 4.3B1 
The Recursitron erupts with the huge tentacles of K’Asaroth! 
They grab Oculus and lift him aloft. Hellboy cover is the 
reference.  
Panel 4.4B1 
Oculus struggles as he is torn limb from limb.  
Panel 4.4B1 
The wreckage of Oculus is strewn over the dusty surface of 
Mars as K’Asaroth withdraws back within the Recursitron. 
Caption: End. 

PANEL 5 (4 PANELS OVERALL) 
Alpha is punching Hitler, recalling Captain America #1. Alpha 
Girl, in foreground, is thumping a monstrous Nazi soldier. 
Reference is Captain America #36. 
Panel 5.1A 
Alpha and Alpha Girl arrive in the midst of battle or 
Normandy, as Allied troops storm the beaches. The US marines 
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are led by a soldier with a Union Jack on his helmet – Union 
Jack Jackson.  
Panel 5.2A 
This is panel 5. Alpha is punching Hitler, recalling Captain 
America #1. Alpha Girl, in foreground, is thumping a monstrous 
Nazi soldier. Their costumes have some military gear. Alpha 
has a military utility belt and a machine gun.    

Panel 5.3A 
Alpha and Alpha Girl celebrate VE day. Alpha Girl is still 
holding the green shard.  
Panel 5.4A 
Alpha and Alpha Girl firing their eye lasers at the shard that 
they both hold. Around them lots of timey whimey stuff is 
happening as they enter a time vortex.  
Military looking Alpha and Alpha Girl firing their eye lasers 
at the shard that they both hold. Around them lots of timey 
whimey stuff is happening as they enter a time vortex. This is 
very similar to Panel 10.3B. 
Caption: Go to Panel 12. 

PANEL 6 (1 PANEL OVERALL) 
Alpha and Alpha Girl fighting a dinosaur. Reference Shazam #26 
and Action Comics #664. 
Caption: Go to Panel 8. 

PANEL 7 (2 PANELS OVERALL) 
Night. Alpha and Alpha Girl stand at Alpha’s grave.  
Panel 7.1 
This is Panel 7. 
Word balloon (Alpha Girl): No! You can’t be dead… 
Word Balloon (Alpha): This fate comes to us all. 
Panel 7.2 
A time vortex appears, looking like the one in Panel 11. It 
pulls them both in.  
Caption: Go to Panel 11.  

PANEL 8 (5 PANELS OVERALL) 
Alpha and Alpha Girl in Ancient Egypt. They stand before a 
Pyramid.  
Version A 
Panel 8.1A 
Alpha and Alpha Girl emerge from a time portal, transporting 
them from the land of the dinosaurs. They are in a desert.   
Panel 8.2A 
This is panel 8. Alpha and Alpha Girl in Ancient Egypt. They 
stand before a Pyramid. There is a green orb at its Apex – the 
Recursitron.  
Word balloon (Alpha Girl): The Recursitron! We can stop this 
madness before it begins! 
Panel 8.3A 
The Demon K’Asaroth appears, around the pyramid. It is huge, 
like Cthulhu. It protects the Recursitron.  
Word balloon (Alpha): We’ll have to stop K’Asaroth first! 
Panel 8.4A 
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Alpha and Alpha Girl fight K’Asaroth, destroying the 
Recursitron. 
Caption: Go to Panel 1.  

Version B 
This is the same as Version A, apart from the last panel - 
Panel 8.4B 
In this alternate version (Panel 8.4B) K’Asaroth defeats the 
Alphas, sending them spiralling through time again.  
Caption: Go to Panel 9. 

PANEL 9 (6 PANELS OVERALL) 
The 1970s. Doc Oculus in Bell bottoms and a funky shirt on the 
dancefloor. Reference is Saturday Night Fever.  
We are granted two options:  
A/ Fight or B/ Dance  
This generates 3 options, A, B1 and B2.  

Version A 
Panel 9.1A 
Alpha and Alpha Girl emerge from a time portal in the 1970s 
outside of a Disco.  
Word balloon (Alpha): Oh no… not Disco! 
Word balloon (Alpha Girl): What’s … Disco? 

Panel 9.2A 
This is panel 9. Doc Oculus in Bell bottoms and a funky shirt 
on the dancefloor. 
Panel 9.3A 
Alpha and Alpha Girl crash into the dance floor and beat 
Oculus to a pulp.  
Word balloon (Alpha): Death to Disco! 
Panel 9.4A 
A time vortex appears and pulls the Alphans in. 
Word balloon (Alpha): Another vortex! Where to now? 
Word balloon (Alpha Girl): Don’t you mean ‘When to now?’   
Caption: Go to Panel 11. 

Version B1 
Panel 9.1B 
Alpha and Alpha Girl emerge from a time portal in the 1970s 
outside of a Disco. 
Panel 9.2B 
This is panel 9. Doc Oculus in Bell bottoms and a funky shirt 
on the dancefloor. 
Panel 9.3B 
Alpha and Alpha Girl join Oculus on the dancefloor and dance 
it up a storm!  
Panel 9.4B 
A time vortex appears and pulls the Alphans in. 
Word balloon (Alpha): Another vortex! Where to now? 
Word balloon (Alpha Girl): Don’t you mean ‘When to now?’   
Caption: Go to Panel 1. 
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Version B2 
This is identical to B1 apart from the fact that the caption 
says Go to Panel 12. 

PANEL 10 (8 PANELS OVERALL) 
The far future. A post-apocalyptic world. Everything is 
destroyed. Alpha stands with his cape torn, and costume 
ripped. He has a beard. Alpha Girl floats above, looking into 
the distance. Reference is Action Comics #300. 
We are granted two options:  
You are in a post-apocalyptic future. Do you A/ Explore or B/ 
Escape back into the timestream  
This generates 4 options, A1, A2, B1 and B2. 

Version A1 
Panel 10.1A1 
This is the same image as Panel 10, but with text.  
Caption: Flung into the far future, the Alphans are alone in a 
desolate post-apocalyptic wasteland.  
Panel 10.2A1  
They walk through the overgrown rubble to the Lincoln memorial 
in Washington. 
Panel 10.3A1 
In place of the Lincoln memorial sits a huge stone statue of 
Doc Oculus. He wears a crown and there is an engraving on or 
near the memorial that says ‘King Oculus – Ruler of the 
World’. Alpha and Alpha Girl as stunned.  
Word balloon (Alpha): N0! 
Caption: The End 

Version A2 
Panel 10.1A2 
This is the same image as Panel 10, but with text.  
Caption: Flung into the far future, the Alphans find 
themselves in a desolate post-apocalyptic wasteland.  
Word balloon (Alpha Girl): There must be some survivors…  
Panel 10.2A2 
On a boat, referencing Kamandi, they travel through a flooded 
New York with statue of liberty in background, half submerged. 
Word balloon (Alpha): This world is dead… we must find a new 
one.  

Panel 10.3A2 
Alpha and Alpha Girl have cobbled together spacesuits. Old 
NASA suits and some Soviet cosmonaut suits. Old fashioned SF 
Glass bubble helmet for Alpha Girl.  
Word balloon (Alpha): Goodbye Earth. We leave for to explore… 
Panel 10.4A2 
Alpha and Alpha Girl soaring through space.  
Word balloon (Alpha): The stars! 
Caption: The End 

Version B1 
Panel 10.1B1 
This is the same image as Panel 10, but with text. 
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Caption: Flung into the far future, the Alphans are alone in a 
desolate post-apocalyptic wasteland.  
Panel 10.2B1 
Alpha Girl finds a glowing green shard of the Recursitron. 
Word balloon (Alpha Girl): Look! A shard of the Recursitron! 
Word balloon (Alpha): We can use this to re-enter the 
timestream! 
Panel 10.3B1 
Alpha and Alpha Girl firing their eye lasers at the shard that 
they both hold. Around them lots of timey whimey stuff is 
happening as they enter a time vortex.  
Caption: Go to Panel 1 

Version B2 
This is exactly the same as Version B except that the final 
caption says: Go to Panel 5. 

PANEL 11 (1 PANEL OVERALL WITH DIFFERENT CAPTIONS) 
A time vortex – like the start of Buck Rogers TV show. 
Version A 
Caption: Go to Panel 1 
Version B 
Caption: Go to Panel 5 
Version C 
Caption: Go to Panel 6 
Version D 
Caption: Go to Panel 7 
Version E 
Caption: Go to Panel 8 
Version F 
Caption: Go to Panel 9 
Version G 
Caption: Go to Panel 10 
Version H 
Caption: Go to Panel 12 

PANEL 12 (2 PANELS OVERALL, WITH SOME SLIGHT VARIATIONS) 
A view of Dundee, dominated by the Law. V&A and a bit of the 
Tay in foreground. DC Thomson building also visible.  

Version A 
12.1A 
Close up on The Recursitron – we see the Demon K’Asaroth 
trapped within it (no crack). 
12.2A 
Alpha and Alpha Girl are relaxing in their lair (within the 
Law). She plays a computer game while reading War and Peace. 
Alpha is lifting a dumbbell and hoovering. The Recursitron is 
visible in a domed display case. Big TV screen in background 
shows rolling news – Oculus in captivity / Jail. Rolling news 
banner says ‘Oculus thwarted – again. Vows revenge’. 
Caption: The End 
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Version B 
12.1B 
Alpha and Alpha Girl are relaxing in their lair (within the 
Law). She plays a computer game while reading War and Peace. 
Alpha is lifting a dumbbell and hoovering. The Recursitron is 
visible in a domed display case. Big TV screen in background 
shows rolling news – Oculus in captivity / Jail. Rolling news 
banner says ‘Oculus thwarted – again. Vows revenge’. 
12.2B 
Close up on The Recursitron – we see the Demon K’Asaroth 
trapped within it. The orb has a crack. 
Caption: The End. 
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Odd John - A Story Between Jest
and Earnest 

Olaf Stapledon’s  Odd John- A Story Between Jest and Earnest 
(1935) is a science fiction novel about a group of superhumans 
led by John Wainwright, the ‘Odd John’ of the title. This 
comic is an adaptation of the whole novel. The artwork was by 
Helen Robinson. Where Superhuman Futures argued for a new 
conception of the literary influences on the superhero genre 
this argument is greatly extended in the Odd John graphic 
novel. This was the first comics adaptation of a story by 
Stapledon story, and has been acknowledged by his estate as an 
authorised adaptation. I contend that this novel has informed 
revisionist work on the superhero genre by British creators.  

PAGE ONE 
Cover 

PAGE TWO 

Inside front cover – introduction and contents 

PAGE THREE 

Splash page. Flashback/flashforward of John’s life. The 
island. The creature. The blast - white light obliterating 
everything. No words. 

PAGE FOUR AND FIVE 

A double page spread. 1933, somewhere in Polynesia / South 
Pacific. The island, a beautiful day, but everywhere there are 
signs of devastation after the explosion. It’s like the 
aftermath of a nuclear bomb or hurricane. The palm trees are 
titled or blown down. The remains of a concrete building are 
visible. It is still smoking. There are a couple of warships 
off the coast and some soldiers on the shore, as well as 
British and Russian naval officers, deep in conversation. An 
official in a suit stands off to the side, lost in thought. 
Breakout panel in second half of spread, towards the bottom 
and depicting a close up of his face. He looks shocked and 
pained. This is associated with Caption 5.  

Caption 1: South Pacific. 1933. 

Caption 2 (narrator): It was always going to end like this. 

Caption 3 (narrator): In death.  
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Caption 4 (narrator): I had wondered if John could die. 

Caption 5: (narrator): Now I had my answer.  

PAGE SIX 

Panel 1 
The narrator, a journalist in his mid-50s, is walking down a 
London street. He wears a grey suit.  

Caption: London. August 1938. 

Panel 2 
The narrator stops to buy a copy of The Times from a street 
news vendor.  

Caption (narrator): I have resolved to finally tell the story 
of John Wainwright.  

Panel 3 
The narrator sees a copy of Triumph with Superman on the 
cover.  

Panel 4 
The narrator picks up the comic, smiling to himself.  

Panel 5 
He opens it up. We see the origin story of Superman as 
depicted in Triumph.  

Panel 6 
He stops laughing and looks more serious, lowering the comic. 
He is now firmly resolved to tell John’s story.  

Caption (narrator): The world must know the truth. 

Panel 7 
Flashback. The narrator is speaking to the narrator as an 
earlier point. Ten years earlier. It’s a comfortable looking 
study. Well stocked with books. 

Word balloon (John): Oh, my dear man, you must write of my 
life. It is inevitable. You will, in time, record my life, and 
passing.  

Panel 8 
Caption: When John said “man” it was the equivalent of “fool”. 

Word balloon (narrator): Well, a cat may look at a king. 

Word balloon (John): Yes, but can it really see the king? Can 
you, puss, really see me? 
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PAGE SEVEN 

Panel 1 
Exterior. A normal home in Wallasey. 

Caption:  Wallasey, 1912. The Wainwright household. 

Panel 2 
Interior. The front room of the Wainwright’s house. The 
narrator, looking considerably younger, shakes hands with 
John’s father, Thomas Wainwright. John’s mother, Pax, is 
holding John. He is a very small child with a large head and 
unusually large eyes. He looks rather underdeveloped, almost 
like a large foetus. Thomas is described in the novel as 
likely having Spanish and Moroccan ancestors. Pax is described 
as looking Scandinavian and Finnish.  

Word balloon (Thomas): Good to see you again.   
Word balloon (narrator): Well, it’s about time I had a look at 
the little nipper! 

Panel 3 
Pax presents John to the narrator. 
Word balloon (narrator): And little he is! And after an 11 
month gestation I hear, extraordinary! How old is he now? 

Word balloon (Thomas): 15 months… 

Panel 4 
The two men continue to talk while Pax, still holding John, 
looks away.  

Word balloon (narrator): Quite extraordinary… I am sure if I 
were not here in a personal capacity then I would be in a 
professional one.  

Word balloon (Thomas): Ah yes, who are you journaling for now? 
The Times?  

Panel 5 
The narrator leans in to look at John. 

Word balloon (narrator): Quite… I say, have you heard of J.D. 
Beresford’s Hampdenshire Wonder? 

Panel 6 
John fixes the narrator with a piercing, startlingly 
intelligent stare. The narrator snaps back, somewhat shocked. 

Caption (narrator): Ahh! 

Panel 7 
Close up of John’s face. The same piercing stare, with a 
slightly smug smile. An odd expression for a baby.  
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Caption (narrator): I will never forget how unnerving it was 
to be beheld by John’s piercingly intelligent gaze. Those huge 
eyes cut through me. He seemed to understand everything that 
was being said, regarding it with detached amusement. 
Impossible, of course, or so I thought at the time. As I came 
to know, little was impossible for John and his kind. 

PAGE EIGHT 

Panel 1 
John is a bit older now, but still underdeveloped. He looks 
about a year old but is working an abacus. The narrator is 
more casually dressed, without suit jacket. He wears a loose 
shirt with britches. He smokes a pipe.  

Caption (narrator): At two years old John looked half his age, 
but had already developed unusual control over his breathing 
and heartbeat, which gave his parent quite a few scares. But 
most impressive was the development of his mental abilities. 

Panel 2 
The narrator is taking notes while John reads a book on 
mathematics. Pax sits in the background watching. John’s 
siblings (one girl and one boy, around 6 and 7 years of age) 
are playing in the background. They are quite normal.  

Caption (narrator): John became obsessed with mathematics. He 
showed prodigious skill. His charming but unremarkable 
siblings exhibited no such gifts.  

Panel 3 
John, speaking to the narrator while his siblings continue to 
play in the background. 

Word balloon (John): Fido… why, are people… so… stupid? 

Panel 4 
Close up of narrator. 

Caption (narrator): John had given me several nicknames. I was 
“Fool”, or more commonly, “Fido”. At first I found it mildly 
amusing. Then I noticed my tendency to follow him around and 
hang on his every word like the lost puppy he had already 
astutely judged me to be.  

Panel 5 
John’s parents are arguing. Pax looks concerned but not very 
emotional. Thomas is more energised. 

Caption: During one of my visits the peace of the Wainwright 
house was broken by an argument. John’s father, a doctor by 
trade, wanted to consult the British Psychological Society 
regarding John. His mother was more cautious, fearing that he 
would be experimented upon. 
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Panel 6 
The argument is resolved. In the background Thomas looks more 
placid. John sits reading The Theory of Relativity by 
Einstein. The narrator looks stunned.  

Caption 1: Then suddenly the argument was over and it was 
agreed that the Society should not be contacted.  

Word balloon (John): Why there are only 3 dimensions? When I 
am older I will find more.  

Caption 2: The child now outstripped us all in intelligence, 
and exerted an uncanny control over all that happened in the 
house.   

PAGE NINE 

Panel 1 
A pair of professors talking to John, who still sits on the 
ground. They look baffled, scratching their heads.  

Caption (narrator): Some experts did eventually hear about 
John, though, and secured an interview.  

Panel 2 
Caption (narrator): The two mathematicians are very agitated. 
They are speaking to John’s father and the narrator. 

Word balloon (mathematician): He can visualise what can’t be 
visualised – amazing! 

Panel 3 
The yet more agitated mathematicians, arguing under a 
streetlamp at night, with a policeman trying to calm them. 

Caption (narrator): Our mathematicians were later found by a 
policeman at 2am arguing under a streetlamp, drawing chalk 
diagrams showing the curvature of space on the pavement.    

Panel 4 
John is a little older now, looking around 4. He is reading 
Nietzsche while brother reads a book of fairy tales and his 
sister looks at a school geometry book.  

Caption (narrator): John seems to largely ignore his older 
siblings, although he once contemptuously referred to the 
“baby books” that occupied their time.  

Panel 5 
John holding a toy train. 

Caption (narrator): John then became fixated by machines. 
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Panel 6
John reading a book on mechanics. There is a picture of a 
locomotive. The toy train from the previous panel lies in 
bits. He has pulled it apart to examine its workings.  

Caption (narrator): Trains were a particular object of his 
fascination. He’d also come to accept the pattern of my weekly 
visits and had a series of questions for me each time, many of 
which I struggled to answer. 

PAGE TEN 

Panel 1 
World War One has just ended. The narrator is walking towards 
the house, to the garden gate. It is morning and the 
neighbours are putting up bunting in anticipation of a victory 
celebration street party. The narrator is holding a newspaper 
with the headline “Victory”. John is standing in the garden.  

Caption: 12th November 1918. 
Caption (narrator): At one of my visits I found that John, who 
could now stand and walk, had taken an interest in the 
neighbourhood children.  

Panel 2 
John is watching the neighbourhood children playing. 

Caption (narrator): It seemed that he might be developing some 
wholesome interests in his peers.  

Panel 3 
Stephen, an older boy, hits John. 

Caption (narrator): This ended in disaster. The neighbourhood 
children hated John, and one boy, Stephen, channelled their 
fear into violence.  

Panel 4 
A bruised John talking to his father. He doesn’t look fearful 
or angry. It’s a relatively neutral expression.  

Word balloon (John): I want to learn to fight. 

Panel 5 
John is reading a book on anatomy. 

Panel 6 
John confronts Stephen. 

Panel 7 
John floors Stephen with a vicious punch to the solar plexus. 

Panel 8 
John stands over the injured child, demonic and triumphant. 
John’s parents, the narrator, and the other children are 
horrified.  
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Caption: What struck me most about the incident was that John 
wasn’t the slightest bit angry. He produced cold fury and 
violence because it was expected. I was chilled by the 
realisation that he was performing being human, but was 
quickly becoming bored by the pretence.  

PAGE ELEVEN 

Panel 1 
John’s mother stands at the door waving while the narrator 
walks away with John. They are going on a trip to the city. 

Caption: 1919. 
Caption (narrator): Somewhat to Pax’s dismay, I took a more 
active interest in John, and took him on several trips to 
London.  

Panel 2 
John and the narrator at the train station watching a train 
pull in.  

Panel 3 
John sitting in a carriage reading Comic Cuts. A businessman 
sits across the carriage from John and the narrator.   

Caption (narrator): On our third trip I became aware that John 
had somehow engineered a seemingly chance meeting with a 
wealthy industrialist.  

Panel 4 
John and the businessman are talking. 

Caption (narrator): John probed the businessman on all aspects 
of his life and work.  

Panel 5 
The businessman looks offended and outraged. 

Caption (narrator): He took a perverse joy in twisting the 
man’s words against him. The businessman went from being 
amused at this queer, precocious child to outrage at the 
impudent creature sat before him.  

PAGE TWELVE 

Panel 1 
John slipping out of his house at night. He looks about 6. 

Panel 2 
Exterior. John breaking into a house. 
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Panel 3
Interior. John climbing in through the window. 
Caption (narrator): I later found out that at around this 
time John began committing burglaries.  

Panel 4 
John stealing a watch. 

Panel 5 
A policeman catches John climbing back out of the window. 

Panel 6 
John stands in the garden smiling, adjusting his sleeve to 
hide a cut on his wrist. His mother stands at the garden 
fence speaking to another woman.  

Word balloon (woman): Did you hear? A policeman was murdered 
last night. They think he disturbed a thief in the act. 
Terrible.    

PAGE THIRTEEN 

Splash page. Flashback to the brutal murder of the policeman. 
John accidentally cuts his wrist in the scuffle. 

PAGE FOURTEEN 

Panel 1 
A large panel showing a beach scene. There are some prominent 
cliffs in the background. A lovely summer’s day. John is 
sitting in the beach reading. He is fully dressed with others 
are in bathing costumes, enjoying the weather.  

Caption: June 1921. 

Panel 2 
John reading Comic Cuts. Bathers walk past in the background, 
looking at him, rather amused at the sight of the strange boy. 

Panel 3 
Identical panel, but now John is reading Plato. The passers-
by point and laugh.  

Panel 4 
Identical panel, but now John is reading Spinoza. A passer-by 
does a double take. 

Panel 5 
Identical panel, but now John is holding a book by Kant. Less 
passers-by. It’s a bit later and the sun is going. John is 
looking over at the cliffs. 
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PAGE FIFTEEN

Panel 1 
John has a satchel and is walking up the hill towards the 
cliff.  

Panel 2 
John, shielding his eyes from the glare of the low sun, looks 
towards the entrance to a small cave on the cliff.  

Panel 3 
John climbing down the cliff. 

Panel 4 
John arrives at the small cave entrance. A sea gull regards 
him with some curiosity.  

Panel 5 
John takes out some gadgets and books from his satchel and 
starts making the cave his den.  

Panel 6 
There are now a lot more things in the cave. It looks like a 
comfortable workspace. There are shelves with gadgets. The 
stolen watch can be seen hanging up.  

Caption (narrator): I observed that John’s thirst for 
invention was coupled by an obsession with secrecy. I was, 
however, still surprised to learn that at 9 years old he had 
a bank account and had taken out several patents.  

PAGE SIXTEEN 

Panel 1 
John is now 16, though he looks around 12. He is speaking to 
a girl, Judy, who is 16. 

Caption: 1928. 

Caption (narrator): The next several years were relatively 
quiet ones. John continued to be remarkable, but the most 
notable change came when he became interested in sex.  

Panel 2 
John and Judy. She is laughing at something he has said, and 
he is smiling.  

Caption (narrator): At 16 years of age he looked younger than 
his years, so while his new companion, Judy, adored John, she 
turned elsewhere for romance. And so did he. 

Panel 3 
Judy and John, with a handsome boy between them. Both Judy and 
John are flirting with him.  
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Panel 4
John and the boy have hit it off, and Judy runs away in tears. 
Panel 5 
John being comforted by his mother. 

Caption (narrator): For someone who understood so much of 
science, technology, and commerce, John knew little of the 
complexity of emotion.   

Panel 6 
John embracing his mother. 

Caption (narrator): John turned to his mother for comfort. I 
will say nothing more about that.  

Panel 7 
John in his cave, by candlelight, deep in thought. 

Caption (narrator): In his short life John had already 
transgressed so much. There was little I could do to guide 
him back towards what might be regarded ‘normal’ behaviour.  

PAGE SEVENTEEN 

Panel 1 
The cave is empty and some gadgets are gone. 

Caption (narrator): Around this time John disappeared. 

Panel 2 
John’s father and the narrator search for him. 

Caption (narrator): We searched for weeks, but we all knew 
that if John did not want to be found, then he wouldn’t be. 

Panel 3 
John’s mother, looking worried. Standing next to the radio. 

Caption (narrator): Pax was convinced that her son had been 
taken, and was being experimented upon somewhere. Then one 
day she abandoned that idea and became very calm. She merely 
said that John would return when he was ready. Of that I had 
little doubt.  

Panel 4 
The narrator holding a postcard. It is a Valentines & Co. Ltd 
postcard and is postmarked as having been sent from Dundee. 
The date is April 1929. Postcard reads “I will be gone for 
some time”. 

Caption (narrator): Months later I received a postcard from 
John. He would never directly ask for my help, but the master 
wanted his dog to come to him.  
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Panel 5
The narrator packs a bag. 
Panel 6 
The narrator gets off a train at Dundee and is greeted by a 
friend. 

Caption (narrator): A fellow journalist met me off the train 
as I arrived in Scotland. He told me of a report he’d heard 
from a pair of mountain climbers recently returned from a 
tour of the highlands. They claimed to have seen a wild boy 
living in the remote glens.  

Panel 7 
The narrator going off hillwalking. 

Caption (narrator): It had been many years since I’d been 
hiking, but I promised John’s father that I would not return 
without him.  

PAGE EIGHTEEN 

Panel 1 
Narrator hiking up a hill. 

Caption: May 1929. 

Panel 2 
The narrator looking out over a glen. 

Panel 3 
Similar scene to above, but now a stag bursts loose from 
behind a rock.  

Panel 4 
Identical scene to above, but now a wild looking figure, 
naked and with long hair, chases after the stag at high speed.  

Panel 5 
Catching up to the stag John delivers a crushing blow to the 
stag’s head, killing it. 

Panel 6 
John is carrying the stag over his shoulders as he is 
approached by the narrator.  

Panel 7 
The narrator and John on a ledge, halfway up a mountain, the 
stag being cooked over a fire. Beautiful sunset. A loch is 
visible in the valley below. John has long, unruly hair.  

Word balloon (John): What would you say, Fido, if I told you 
that there are others of my kind? 

Word balloon (narrator): Others…? Like you? How do you know? 
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Panel 8 
Close up of John. 

Word balloon (John): I have made contact with them. 

PAGE NINETEEN 

Panel 1 
Flashback. John is in Edinburgh. He is carrying a backpack. 
Hair is short again. As he is traveling north he feels a 
disturbance in his mind.  
Caption. Edinburgh, April 1929. 

Panel 2 
Caption (John): I had been drawn north, but it wasn’t until I 
reached Scotland that the tug in my mind became something 
clearer, more insistent.  

Panel 3 
John in Oban, getting on the Ferry to South Uist, Outer 
Hebrides.  

Caption (John): I was drawn to the Outer Hebrides, to South 
Uist. Something that was not quite a voice resounded in my 
mind. I could not ignore it.  

Panel 4 
John stands outside the garden gate of a house in South Uist. 
He is hesitating to enter.  

Caption (John): I am not ashamed to admit, Fido, that for the 
first time I felt like one of you. Ignorant and afraid. I had 
no idea what awaited me in this squalid home. If I did I would 
never have headed its calls.  

Panel 5 
Interior. The parents open the door, cautious and fearful. 
They are quite elderly. John looks determined but 
apprehensive. We aren’t used to seeing him like this.  

Caption (John): The thing’s parents looked terrified. They 
were unaccustomed to visitors, but they seemed to expect me. 

Panel 6 
John enters the living room to find that most of it is taken 
up by a deformed being who looks like a large, swollen baby. 
He lies on a pile of pillows and cushions that extend from the 
corner of the room. 

Caption (John): This son of a lowly crofter was a ghastly 
cripple; no legs, and arms like a newt's. And there was 
something wrong with his mouth so he couldn't talk. 

Panel 7 
Close up of John, disgusted.  

172



Caption (John): He was the sort any decent society would drown 
at birth, but he was one of us. And his mind… it was so 
powerful. The room seemed silent and still to the parent-
puppets this thing controlled, but to me it was like standing 
at the centre of a hurricane of sounds, voices and images.  

Panel 8 
Close up of the crippled super-normal’s face and John’s face, 
overlapping. 

Caption (John): I felt the most murderous hate imaginable. I 
had thought he sought telepathic communication, so opened 
myself to the torrent of information, the howl of rage. But 
his mind was closed to me. He’s shut himself off. I quickly 
realised that this was no attempt at communication – he was 
trying to take over my mind!  

PAGE TWENTY 

Panel 1 
The super-normal cripple and John breaking free of each 
other’s mental grip.  

Caption (John): This thing evidently felt that there wasn't 
room for him and me together on the same planet. 

Panel 2 
John stumbles out of the house, clearly unwell. The cripple’s 
mother shouts after him, but John can’t hear anything.  

Caption (John): Even after I left the house I felt the 
tendrils of the thing’s mind feeling its way around my 
defences. Its mind was a bottomless black well of hate and it 
was trying to swallow me.  

Panel 3 
Surreal image of John’s mind being attacked. 

Caption (John): I felt my whole mind being disintegrated by 
the digestive juices of that Satanic young mollusc. I don't 
know what happened next, I remember seeing a perfectly 
diabolic expression on the thing’s face.  

Panel 4 
John lying on a grass verge. 

Caption (John): I must have saved myself somehow, for 
presently I found myself lying on the grass some way from the 
house, alone and in a cold sweat. 

Panel 5 
The ledge. John and the narrator. 
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Word balloon (narrator): A lucky escape! 

Word balloon (John): Escape? Hardly, Fido. Ever since that 
moment I have felt the cold, sticky touch of that thing, 
tapping at the corners of my mind, looking for some way in. 

Panel 6 
Close up of John. 

Word balloon (John): But I have found others of my kind. 

PAGE TWENTY ONE 

Panel 1 
John meditating. 

Caption (John): I found by meditating that I could apply my 
telepathic powers in new ways. The encounter with the creature 
on Uist had taught be to be cautious but had also given me 
more focus and control.  

Panel 2 
John’s mind being cast back into the past. A montage of images 
and dates flying around. It’s a bit Ditko Dr Strange. We see 
an Egyptian beggar in the past, and John next to him as a kind 
of astral projection.  

Caption (John): I made telepathic contact with one of my kind 
who was living in Egypt a century ago. He had been born in 
1512 and I was casting my mind back in time to speak to him.  

Panel 3 
The narrator looks shocked. 

Word balloon (narrator): Your kind has been with us… that 
long? 

Panel 4 
John looking over at the fire. 

Word balloon (John): Longer, I’m sure. Maybe even before your 
find. Likely long after too.  

Panel 5 
The narrator and John. John hands the narrator a piece of 
meat, recalling the Sistine chapel’s God creating Adam.  

PAGE TWENTY TWO 

Panel 1 
John and the narrator are at a train station. John’s hair has 
been cut.  
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Caption: June 1929. 

Panel 2 
John and the narrator arrive home and are warmly greeted by 
the family, although Pax is somewhat more reserved.  

Panel 3 
John in his cave. Sitting as before. He looked a good bit 
older now, around 17, but he seems infinitely more confident 
and experienced.  

Panel 4 
John in a bank manager’s office. He looks very business-like, 
and the bank manager is greatly amused.  

Word balloon (John): I should like to purchase an island in 
the South Pacific. 

Caption (narrator): John’s return home was brief. His mind was 
set on travel. He was determined to find more of his kind – 
whom he referred to mainly as “super-normals”, but also, and 
more worryingly, “homo-superior”.  

Panel 5 
John in Paris. Night. Winter. Eiffel tower in background. 

Caption: Paris, January 1930. 

Caption (narrator): John had detected a woman called 
Jacqueline in Paris, whom he found in a café the Latin 
Quarter.  

Panel 6 
John finding Jacqueline in the café. She is sat next to an 
elderly woman. 

Caption (narrator): John told me that she looked under 30 
years of age but was born in 1765. He found her with her 
daughter, and elderly woman he judged to be in her 90s. Homo-
superior indeed.   

PAGE TWENTY THREE 

Splash page/montage. John is in telepathic contact with the 
Egyptian. In one image John is with him in astral projection 
form, and in another parallel image the Egyptian is in astral 
form visiting John in the 1930s. Ng-Gunko and Lo appear 
separately in the montage. 

Caption 1 (narrator): John remained in near constant 
telepathic communication with his friend from the past, the 
Egyptian, whose name I learned as Adlan.  
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Caption 2 (narrator): John was somewhat distraught when he 
learned that this companion s revealed that he had died 35 
years previously, and at a very advanced age.  

Caption 3 (narrator): John snapped out of this malaise when 
the Egyptian himself told John that his death was merely a 
logical consequence of having been alive, but was, to him at 
least, a matter of little import. It certainly did not put a 
stop their lively conversations.  

PAGE TWENTY FOUR 

Panel 1 
John standing on cliff near to his cave. It is at dusk. He 
looks off into the distance. Communicating with someone 
telepathically. Perhaps some special FX demonstrated this. A 
helix like wave, something like that 
.  
Caption: March 1930.  

Caption (narrator): John’s search for his kind intensified. 

Panel 2 
John meeting Ng-Gunko in Port Said, Egypt. 

Caption (narrator): The first of John’s family of super-
normals to join him was Ng-Gunko, a peculiar young man who 
hailed from some remote patch of forest-clad mountain in or 
near Abyssinia. 

Panel 3 
John and Ng-Gunko meet Lo in Moscow. 

Caption (narrator): Next was beautiful Lo. She suggested to me 
a piece of sculpture come to life, something in which the 
artist had stylized the human in terms of the feline.  

Panel 4 
John, Ng-Gunko and Lo in the narrator’s home, meeting him. 
John hands the narrator a lot of money. 

Caption (narrator): Life had become so strange by now that I 
rarely asked questions of John anymore. All my journalist 
training fell away. When he handed me a large sum of money and 
instructed me to buy a yacht I simply did as I was told.  

Panel 5 
John, Ng-Gunko and Lo at the harbour working on the yacht. It 
is named The Skid.  

Caption (narrator): Likewise, when they tore out the yacht’s 
engine and installed a new one designed by John, I asked no 
questions.  
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PAGE TWENTY FIVE 

Panel 1 
The yacht is launched from Greenock. Throwing off ropes, etc. 
Narrator waves them off, staying behind. 

Caption: Greenock, September 1930. 

Panel 2 
The Skid travels down the Clyde. 

Panel 3 
Once out to sea the new engine is engaged. 

Panel 4 
The new engine is very powerful and propels them at prodigious 
speed. John and his companions seem very happy.  

PAGE TWENTY SIX 

Ng-Gunko retrieves a super-normal newborn. John and Lo and 
less impressed, but agree to take the child with them. The 
Skid is caught up in a terrible storm.  

Panel 1 
The Skid at Cape Town harbour. 

Panel 2 
Ng-Gunko jumps off The Skid. John and Lo looking sceptical. 

Caption (narrator): Ng-Gunko insisted on a stop over in Cape 
Town.  

Panel 3 
Ng-Gunko runs off into the city. 

Caption (narrator): He disappeared for an hour… 

Panel 4 
Later, Ng-Gunko returns holding an infant. John and Lo do not 
look impressed.  

Caption (narrator): … and returned with the youngest super-
normal they had yet encountered.  

Panel 5 
Ng-Gunko caring for the child on the yacht. Storm clouds are 
gathering.  

PAGE TWENTY SEVEN 

Panel 1 
The yacht is tossed by a storm. 
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Caption: November 1930. 

Caption (narrator): John later told me about what he referred 
to as “an incident”.  

Panel 2 
The storm sinks a nearby British vessel. 

Caption (narrator): A British military vessel sank nearby The 
Skid during a storm.  

Panel 3 
The super-normals pull two survivors onto their yacht. 

Caption (narrator): The crew of The Skid tried to give 
assistance but only managed to save two crewmembers. 

Panel 4 
The survivors, and officer and a young seaman, questioning 
John.  

Caption (narrator): The survivors become very curious about 
the ship and crew. Getting nothing from the queer crew the 
officer made clear that he would get to the bottom of things 
when the inquiry was launched.  

Panel 5 
The super normals discuss the problem telepathically. 

Caption (narrator): Unbeknownst to the men, their fate was 
sealed in a flurry of telepathic activity. The decision was 
unanimous.   

Panel 6 
John shoots the men with a pistol. 

Panel 7 
The bodies are thrown to the sharks. 

Panel 8 
The super-normals casually clean away the blood stains. 

PAGE TWENTY EIGHT 

Panel 1 
John and the narrator on a beautiful island, sitting in what 
looks like a stone temple. The narrator looks shocked.  

Caption 1 (narrator): When John later told me what had 
happened, and what he had done to secure the island for his 
colony, I could not hide my shock and anger at his actions. 

Caption 2 (narrator): This led directly to one of his most 
stunning pronouncements, each word of which is etched on my 
brain forever.   
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Panel 2 
Close up of John, looking off to the side. 

Word balloon (John): Well, if we could wipe out your whole 
species, frankly, we would. For if your species discovers us, 
and realizes at all what we are, it will certainly destroy us 

Panel 3 
Close up of John, looking down. 

Word balloon (John): And we know, you must remember, that Homo
sapiens has little more to contribute to the music of this 
planet, nothing in fact but vain repetition.  

Panel 4 
Close up of John, looking directly at the reader. This is a 
chilling look. Emotionless.  

Word balloon (John): It is time for finer instruments to take 
up the theme. 

PAGE TWENTY NINE 

Panel 1 
John, standing proudly on The Skid as it sails through 
beautiful waters.  

Caption: June 1931. 

Caption (narrator): Building the ranks of the group became 
John’s all-consuming passion.  

Panel 2 
The Skid at a beach. John is meeting several new super-
normals. They have travelled far, and from various places. 
They have backpacks.  

Caption (narrator): When I joined them later it struck me that 
John seemed to have be looking for super-normals with specific 
skills and abilities. To what purpose was not clear. A plan 
was clearly afoot that I was not privy too. That was nothing 
new. They now barely spoke, instead communicating in bursts of 
information that flew around in energetic flurries of 
telepathy.  

PAGE THIRTY 

Panel 1 
The Skid arrives at the island. The large group of super-
normals (around 15) are welcomed by the islanders. 

Caption: August 1931 
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Caption 1 (narrator): Then John’s group arrived at their 
destination. He had long talked of owning a Polynesian Island.  

Caption 2 (narrator): If the islanders had known what was 
about to happened they would have run, or fought for their 
lives. They never had a chance.  

Panel 2 
The super-normals use their mental powers to control the 
islanders.  

Caption (narrator): John and his companion used telepathy as 
we might use a gun. They convinced the islanders that they 
were gods and that they must lay down their lives. Every man, 
woman and child.  

Panel 3 
The islanders burn themselves in a huge funeral pyre. Mothers 
holding babies step into the flames.  
Caption (narrator): Declared an inconvenience by their new 
gods they walked into the flames.  

Panel 4 
The charred, blackened bones of the dead. 

Caption 1 (narrator): I cannot defend this act. But I may 
point out that, had the invaders been members of the normal 
species, they would probably have baptised the natives, given 
them prayer books and European clothes, rum, and all the 
diseases of the White Man.  

Caption 2 (narrator): They would also have enslaved them 
economically, and in time they would have crushed their 
spirits by confronting them at every turn with the White Man's 
trivial superiority. Finally, when all had died of drink or 
bitterness, they would have mourned for them. 

Panel 5 
The narrator, head bowed in shame. A tear runs down his face. 

Caption (narrator): For my part, such was my faith in John, 
that though I could not approve, I could not condemn. John, I 
feel, must be right. Though he did what would have been 
utterly wrong if it had been done by any of us, I have an 
almost passionate faith that, done by John, and in John’s 
circumstances, the terrible deed was right.  

PAGE THIRTY ONE 

Panel 1 
The super-normals are building the colony. Montage of 
construction work. They wear minimal clothes. There are about 
twenty of them, from all over the world. It’s a very diverse 
group. 
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Caption: September 1931. 

Caption (narrator): The construction of the colony was their 
main priority.  

Panel 2 
Montage of the super-normals at play. Jumping from cliffs into 
the ocean, running along the beach, and fishing. They are 
mostly naked now. 

Caption (narrator): But they also made time to play. 

Panel 3 
A hurricane destroys some of the construction work. Aftermath 
of the devastation.  

Caption (narrator): But there were setbacks, such as the 
hurricane. 

Panel 4 
A shark circles the floating body of a young female Chinese 
super-normal. Blood in the water.  

Caption (narrator): And tragedy. 

Panel 5 
More construction. Repairing damage. Colony is very nearly 
finished. There is a central stone building (the library and 
meeting-house) and several stone buildings on the quayside, 
including a stone power-station. There were also a series of 
wooden huts that the super-normals lived in, and wooden sheds 
which served as temporary labs. 

Caption (narrator): But at last the colony came into being. It 
was then that John requested my presence by letter.  

PAGE THIRTY TWO 

Panel 1 
The narrator is in Chile, at the harbour. He wears a white 
suit and hat. The Skid is in the harbour. He waves at it.  

Caption: April 1932. 

Caption (narrator): I met the yacht in Chile, and from there 
was transported to the island. John had requested I bring my 
journalist skills to bear on their accomplishments.  

Panel 2 
The yacht sailing towards the natural harbour of the island. 
The building aren’t obvious as they have been designed to be 
hidden from view. 

Caption (narrator): When I first saw the island I was 
disappointed. There was little to see. But Ng-Gunko explained 
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that the buildings had all been placed in such a manner as to 
escape detection. 

Panel 3 
John meeting the narrator at the quay. The library and the 
wooden labs are visible.  

Caption (narrator): The most striking building was the stone 
library and meeting room. This resembled a temple. There were 
wooden huts also, which I was told was where the members of 
the colony lived. The wooden sheds were temporary labs. Ng-
Gunko boasted that their most impressive feat was the power 
plant, that was located a mile or so away, near the beach.  

PAGE THIRTY THREE 

Panel 1 
The narrator is given a tour of the island. Montage of him 
being shown various places and activities. Nets being 
repaired, work in the garden and fruit-groves, and in the 
maize-fields. 

Caption (narrator): My tour began almost immediately. It was a 
strange sensation to experience John seeking some kind of 
approval. I didn’t know then what they’d done to achieve 
dominion over the island.  

Panel 2 
Tour of the library and meeting room. The library is well-
stocked and the meeting room is an imposing amphitheatre. 

Panel 3 
Tour of the power plant. 

Caption 1 (narrator): The power plant was a remarkable feat of 
engineering, and operated on principles that John didn’t even 
try to explain. He simply said that it was a new power source 
that could change the world.  

Caption 2 (narrator): He said “could” in a way that made clear 
that he had no intention of sharing their breakthrough with 
the normals.  

Panel 4 
John and the narrator alone on a cliff. It is later in the 
day.  

Caption (narrator): All day I’d had the sense that John wanted 
to talk to me about something in private.  

Panel 5 
Close up on John and the narrator. 

Word balloon (John): Fido… I fear that what we’ve created here 
may end before it has properly begun. Things aren’t as they 
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should be. I feel a force has been working against us for some 
time. Tensions have started to emerge where there should be 
harmony. Some have… doubts.  

Panel 6 
Similar image to previous panel. 

Word balloon (narrator): But that is only natural. With any 
new endeavour…  

Word balloon (John): It’s the creature in Scotland. His mind 
has followed us here. He sees through our eyes. Whispers in 
our minds. I fear he whispers hate and fear to the leaders of 
the nations of the world. I sense forces moving against us. We 
are running out of time.  

PAGE THIRTY FOUR 

Panel 1 
John and the narrator in the grand meeting room. It is 
arranged like a small amphi-theatre.  

Caption (narrator): John explained that the reason so much was 
unfinished in the colony was due to knowledge of their 
impending fate.  

Panel 2 
The narrator watches several boats, including The Skid, laden 
with trinkets and carved bowls leaving the island.  

Caption (narrator): Given this high state of alert I was 
surprised to see boats leaving to trade with nearby islands, 
bartering some of the handicrafts of the colony for native 
produce. Later I found that these voyages had another purpose. 

Panel 3 
The narrator being given a tour of the labs by Lo. Several 
super-normals are at work here.  

Caption (narrator): Lo gave me a brief tour of the labs. 
Delicate experiments were being carried out on the germ cells 
of molluscs, fishes and specially imported mammals. Still more 
difficult work was in progress upon human ova and spermatozoa, 
both normal and super-normal. 

Panel 4 
Narrator seen through the incubators, looking shocked. 

Caption (narrator): I was shown a series of thirty-eight 
living human embryos, each in its own incubator. These 
startled me considerably, but the story of their conception 
and capture startled me even more. Indeed, it filled me with 
horror, and with violent though short-lived moral indignation. 
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Panel 5
Flashback. A teenaged Polynesian girl is lying on a gurney in 
the lab, unconscious. Lo holds a scalpel near her throat. .  
Caption (narrator): The eldest of these embryos was three 
months old. Its father was a super-normal and its mother a 
native of the Tuamotu Archipelago. The unfortunate girl had 
been seduced, brought to the island, operated upon, and 
killed while still under the anaesthetic. I started to wonder 
about the real purpose of the so-called trading trips to 
other islands.  

PAGE THIRTY FIVE 

Panel 1 
Evening. A dance in the meeting room. Some sit in the 
ampitheatrre, talking, while others dance. Lo is the most 
prominent dancer. John and the narrator are talking.  

Panel 2 
Close up of John and the narrator. 

Word balloon (narrator): But John, you are killing innocent 
people. Young girls.  

Word balloon (John): You have no idea what we’ve done to make 
this place come into being.  

Panel 3 
Similar image to previous panel, but from other angle. 

Word balloon (John): We have attained also a kind of 
astronomical consciousness. Some of us have glimpsed the 
myriads of peopled worlds, and even the minds of stars and of 
nebulae. We also see very clearly that we must soon die. And 
there are other things about what is to come which I must not 
tell you. 

Word balloon (narrator): But… 

Panel 4 
Close up of John. 

Word balloon (John): Fido, this island was fully populated 
when we arrived…  

Panel 5 
Close up of the narrator. Stunned into horrified silence. 

PAGE THIRTY SIX 

Panel 1 
A British naval vessel approaches the island. 

Caption: August 1932. 
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Panel 2 
Officer on deck of ship observing island through binoculars. 

Caption (narrator): The British arrived first. 

Panel 3 
The British send a launch. 

Caption (narrator): Given John’s premonition I expected a 
bloodbath.  

Panel 4 
John meeting the officer. Shaking his hand. The troops looks 
at the naked super-normals, shocked.  

Caption (narrator): John gave the British a first-rate tour as 
they tried to hide their shock and embarrassment at the sight 
of the naked colonists.  

Panel 5 
John and the colonists waving from the quay. The British on 
the launch wave back as they return to their ship.  

Caption (narrator): John explained that their memories of the 
island would not survive the journey back to their ship. 

PAGE THIRTY SEVEN 

Panel 1 
A second ship, this time Russian, appears alongside the 
British ship.  

Caption: October 1932. 

Panel 2 
A brutish Russian officer orders armed troops into a landing 
craft.  

Panel 3 
On the beach the landing party threaten the super-normal 
colonists at gunpoint.  

Caption (narrator): And then the awkward peace was broken. 

Panel 4 
A soldier grabs a super-normal. He immediately falls down 
dead.  

Caption (narrator): The instant one of the invader touched a 
colonist that colonist fell down dead.  

Panel 5 
The invaders retreat, leaving two bodies on the beach. 
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Caption (narrator): After the second time this happened the 
invaders beat a swift retreat. 

Panel 6 
In the meeting hall / amphitheatre. The bodies have been laid 
out and are being disintegrated. Two super-normals stand over 
each body, holding their arms out, palms down, over the 
bodies.  

Caption (narrator): While watching the super-normals use some 
telepathic means to disintegrate the bodies of their fellow 
colonists John casually explained that they had learned to 
control all matter with their minds, and that all matter was a 
product of mind.  

PAGE THIRTY EIGHT 

Panel 1 
Several other ships have appeared. 

Caption: January 1933. 

Caption (narrator): Several other ships soon appeared. It was 
clear that we were now besieged.  

Panel 2 
Ng-Gunko showing off plans for a weapon. 

Caption (narrator): Ng-Gunko revealed that he has invented a 
weapon to protect the island. It would project a destructive 
ray, derived from atomic disintegration, with such effect that 
a battleship could be annihilated at forty miles' distance, or 
an aeroplane at any height within the same radius. A projector 
placed on the higher of the two mountain-tops could sweep the 
whole horizon. After what I took to be a rapid telepathic 
debate the super-normals decided not to build it. 

Panel 3 
The narrator is leaving the island. He stands at the quay 
waving to the colonists. John does not wave.   

Caption (narrator): At this point John desired me to leave. He 
arranged for the British to take me off the island.  

Panel 4 
Heavily armed troops on launches are headed towards the 
island.  

Caption (narrator): A few days later the British and the 
Soviets led a joint expedition to the island. 

PAGE THIRTY NINE 

Panel 1 
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The troops land on the beach, charging inland, guns blazing. 

Caption: December 1933.  

Panel 2 
Some of the super-normals are in a meditative state. Using 
telepathy against the invaders.  

Panel 3 
Some of the invaders become disoriented and confused. Some 
drop their guns in terror. Some of them attack other invaders 
in utter confusion.  

Panel 4 
The invaders flee in disarray. 

PAGE FORTY 

Panel 1 
The narrator is on the British ship, looking towards the 
island. 

Caption (narrator): Over the course of a week the joint 
taskforce send expeditionary force after expeditionary force. 
All returned trembling with fear and utterly confused.  

Panel 2 
The ships start to prepare their cannons. 

Caption (narrator): The doom that John foresaw is fast 
approaching. I am troubled by the notion that an unseen hand 
is orchestrating the endgame from the other side of the world. 

Panel 3 
The super-normals gather on the beach. 

PAGE FORTY ONE 

Panel 1 
The super-normals on the beach. Some hold hands. Others gaze 
off into the distance. Others look up at the sky. John looks 
straight ahead.  

Panel 2 
Pax, sitting at home with her eyes closed. 

Caption (narrator): Much later, when I returned home, I 
visited the Wainwrights. I tried to tell Pax how her odd son 
had died.  

Panel 3 
John and Lo, walking along the beach in happier times, holding 
hands.  

189



Caption (narrator): She told me that she already knew. That 
John had sent her visions from the island. She recalled one in 
which she saw John and Lo walking hand-in-hand along the 
beach, lovers at last.  

Panel 4 
Cannons on the various ships train on the island. 

Caption (narrator): The cataclysm occurred on the 15th 
December 1933. 

Panel 5 
The narrator, looking at the island as it engulfed in a huge 
explosion, not unlike an atomic blast.  

Caption (narrator): The super-normals might have chosen to end 
their existence by simply falling dead, but seemingly they 
desired to destroy their handiwork along with themselves. They 
would not allow their home, and all the objects of beauty with 
which they had adorned it, to fall into subhuman clutches.  

Panel 6 
As the smoke clears it is evident that the blast has destroyed 
most of the island. 

Caption (narrator): Therefore they deliberately blew up their 
power-station, thereby destroying not only themselves but 
their whole settlement.  

PAGE FORTY TWO AND FORTY THREE 

Double page spread/wordless montage. The whole colony stands 
on the beach. John communicates telepathically with Ng-Gunko, 
who, holding the baby, walks into the power plant. They return 
and the super-normals stand silently on the beach. Close up on 
John and Lo in centre of page. They are doing something 
telepathically. Linking their minds. They start to 
disintegrate in the way that we have seen before. Behind them 
a white light emanates from the power plant. It explodes like 
an atomic blast, apparently killing everyone.  

PAGE FORTY FOUR 

Panel 1 
The narrator with John’s family. He recounts the story, 
reading various letters from John. They all look saddened and 
shocked, except John’s mother, Pax. 

Caption (narrator): This end was expected. Not least by John 
himself. 

Panel 2 
The super-normals at a group meeting. John stands in the 
centre.  
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Word balloon (John): It is time for us to die. 

Panel 3 
The groups walk towards the power station, near the beach. 

Panel 4 
Repetition of imagery from previous page. The montage in 
miniature, though with some minor but noticeable differences. 
It is John holding the baby rather than Ng-Gunko. The various 
super-normals stand in different places.   

PAGE FORTY FIVE 

Panel 1 
The narrator, a little older than we saw with at the start, is 
finishing his biography of John. He sits at a typewriter with 
a manuscript besides him. 

Caption: June 1946. 

Caption: So Fido did as instructed - I told John’s story. 

Panel 2 
The narrator in a bookshop looking disappointed. His book, 
published as Odd John, is on the shelves, surrounded by lots 
of famous science fiction books. 

Caption (narrator): I wrote the most important biography in 
human history, and they published it as science fiction!  

Panel 3 
Narrator at home, a bit older, looking despondent. 

Caption 1 (narrator): Officially John and his super-normals 
are not simply dead, they never existed. 

Caption 2 (narrator): Sometimes I wonder if John manipulated 
my mind, everyone’s minds, to make us all believe that he and 
his companions were dead. They seemed to be preparing for 
something else… I can’t believe they’d just give up and allow 
themselves to die.  

Panel 4 
A variety of Odd John book covers. Some of these are pulps. 

Caption (narrator): I am not sure he can die…  

Panel 5 
The narrator is at a London newsstand in the mid-1940s. This 
should recall the sequence at the start. He is holding a 
Classics Illustrated version of Odd John. 
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PAGE FORTY SIX

A splash page/montage. Visions of the super-normal in the 
past, and in the future (the late 20th Century and early 
21st), and in the far future. John, on a beach in the far 
future, reading the Classics Illustrated comic. It 
materialises in his hand, then disintegrates. He’s pulled it 
through time and then returned it. He now controls all of time 
and space. He walks along the shore with Lo. A beautiful 
futuristic city in the distance. It seems to be made of light 
and clouds. There are people flying in the distance. This is 
the future of the super-normals.

End 
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