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A Return to the Golden Age


Since JB has become a little burned out on GMing at the moment, I have decided to take up some of the slack and run a new incarnation of my old Golden Age game. 
Campaign Description:

The players are Allied heroes operating during World War Two. Supers are not common, but are becoming more so. The players will have a mix of adventures ranging from stopping crime on the home front to fighting Nazis in occupied Europe. The group should be primarily American or British, though we could have a character from another Allied country.
PC Importance:

The players are some of the few superheroes in the world, though they are by no means the only ones. They will be given a great deal of respect by the Allies because of this, and will quickly become known (and opposed) by the Axis powers. 
The World:

The campaign is set during World War Two in a world that has recently had a rush of superheroes appear. While there have been reports of heroes throughout history, the 1930s brought forth the first truly large scale appearance of genuinely super-powered heroes and villains. Their appearance has only increased with the onset of the war.
This will be a Blammo Comic, but it will not be set in the universe that the Beach Patrol or the Liberty League are in. Rather, it will be in the world of Freedom City.
The Tone:

This is intended to be a Golden Age comic written during the Silver Age. That means that the plots will be a bit more beefy, but the general positive feel of the Golden Age will be maintained. 

Morality - Mostly Clear
For the most part the campaign will be very clear cut as between good and evil, e.g., the Allies are good; the Axis are evil. On rare occasions a little bit of grey may appear. But that will be the exception rather than the rule. 
Realism - Balanced
At its heart this will be a comic book, so realism will take a back seat to the mainstays of the comic book genre. Nevertheless, I’d like to keep a backbone of realism, particularly to accentuate the differences between now and the 1940s. 
Outlook - Somewhat Optimistic 
The campaign will focus on more upbeat aspects of the war, much as the comics of the time did. The Nazis will be evil, but in an over-the-top way. The darker aspects of the war will generally be glossed over. Characters and plots that look to plumb the dark side of the war are inappropriate for this campaign. My intent is that the resulting comic should be appropriate reading for a thirteen year-old kid in the 40s whose brother is overseas serving in the armed forces. 

Seriousness - Balanced 

The campaign will be a mix of serious and light-hearted plots. 
Continuity - Mostly Serial 

Most of the campaign will involve continuing plotlines, with the progression of the war also tying the campaign together. Still, I expect there will be occasional one shot adventures.
Character Building Guidelines:

The game will be run using Mutants and Masterminds, as I have been interested in seeing the system in play. This will require a bit of arithmetic legerdemain, however, since a revision of the M&M system is being published in September. The revision will (from what I’ve seen) clean up some problems from the first edition, and should be worth the wait. In the meantime we’ll make characters as best we can and revise as necessary when the new edition comes out.
Power Levels

The game will use the following power limits – 

Starting Power Level: 8

Starting Points: 120  
Minimum Points in Skills: 15
Skills

Each character must take at least 15 points worth of skills.

Powers

The following powers are not generally appropriate to the Golden Age and cannot be taken without prior approval. 

Absorption

Astral Projection

Datalink

Dimensional Control

Duplication

Mental Blast

Microscopic Vision

Mimic

Reincarnate

Space-Flight

Teleportation 
Time Control

Time Travel
Weaknesses

Each character may have one 10 point weakness.

Archetypes

The Golden Age of comics was a simpler time. Heroes were more straightforward, with fewer superpowers. The following is a list of the common archetypes seen in the Golden Age. I would like to see a mix of these archetypes with at least some of the characters having no innate powers.
Patriot: The Golden Age always had heroes who wrapped themselves in the flag. Each of these characters also fit under another hero archetype, but their central characteristic was their patriotism. Generally they had costumes that reflected their country of origin.
Examples: Captain America, Union Jack, Miss America, Uncle Sam

Outsider: These are the visitors from a far-off land. They often have powers and abilities far beyond those of mortal men. But with those powers came a slight distance between themselves and the rest of the world. 
Examples: Superman, Wonder Woman, Submariner
Bruiser: These are the heroes who just go out there and beat up the bad guys using nothing more than their own strength and training. They can vary from a hero who just knows how to use his fists to a hero who gets by as much on guile and intelligence as on his ability to fight.
Examples: Wildcat, The Atom, Black Canary, Liberty Belle, Mr. Terrific, Star-Spangled Kid, The Crimson Avenger

Gadgeteer: Many heroes in the Golden Age had a gadget (or related group of gadgets) that they used to fight their enemies. Typically the gadgets were narrow in focus, giving a single power or a small group of related powers. Otherwise the hero was just a normal guy.
Examples: Sandman, Hawkman, Dr. Mid-Nite, Green Arrow, Batman, Shining Knight, Air Wave

Focus: Some Golden Age characters had a wide range of powers all tied to a single focus. Unlike a gadgeteer, whose gadgets would frame the character, a focus character is defined by the object of their power.

Examples: Green Lantern, Starman, Hour Man, Sargon the Sorcerer

Speedster: Another staple of the Golden Age was the super speedster. As the name implies, their primary power was to move very fast, though they generally had other powers related to their speed. 

Examples: The Flash, Johnny Quick, The Whizzer, Spitfire

Mystic: The Golden Age had a large number of magical characters. Some were magicians in their own right; others had a magical artifact that gave them power; others had access to a mystical being that granted them a variety of powers.

Examples: Dr. Fate, Dr. Occult, Johnny Thunder, Zatara, The Spectre

Super: A rare few Golden Age heroes has genuine superpowers in their own right. They were generally very straightforward powers centering around a single theme.  

Examples: Human Torch, Plastic Man, Firebrand, Doll Man, Robotman

Sidekick: Sidekicks were a great deal more common in the Golden Age. Generally they had powers similar to the hero they followed, though they weren’t necessarily identical.
Examples: Bucky, Toro, Speedy, Robin, Stripesy

Campaign Rules:

The Campaign will operate under the following rules:

· Everybody must be a team player. This is a team-based game, and everyone must be willing to work with the team. That means no brooding loners. 

· Everyone must have a reason to want to fight the Axis powers. The group will be pitted against Axis foes from the early parts of the campaign. The means even if your home country is currently neutral, your character should have reason to go to Europe and fight Nazis. No isolationists need apply.

· Similarly, most of the characters should be patriotic to the Allies. Patriotism is an important element for a Golden Age campaign. I can handle one character (maybe two) who fights for different reasons, but not the whole group. Not everybody needs to be a super-patriot like Captain America. But they should generally support their home country against the Axis powers.
· Because we’re using a new game system (and particularly one that is in the midst of a revision), the numbers will be a bit fluid for a while. That means that I may adjust power levels and allowable values from time to time as we try and get things calibrated right. In other words, I may well tell you that you need to make your character weaker in some aspect, even after the game has been running for a while. Please be aware of this and don’t get too attached to the numbers. I’ll be doing the same for the villains, so don’t worry too much about being nerfed.
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