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SHAUN CLANCY: Was Ms. Mystic a character you were 
trying to do with any publisher prior to Pacific, or did Pacific 
approach you?
NEAL ADAMS: No, the idea was that I was doing a portfolio 
of characters for Sal Quartuccio and I was sort of creating 
characters as I went along. Once a month, Sal would come 
over to my studio, and one day I basically told him, “I can 
sit down and create a character a month and he would have 
a history, he would have a background, he would be a 
full-blown-up character.” He said, “Would you do that, and 
we’ll do a portfolio?” I said, “I can’t dedicate six days in a row 
to creating a portfolio for you.” So he said, “What if I come 
by, like, once a month?” And I said, “Sure! Let’s do that.” 
Now, maybe it wasn’t once a month. Maybe 
it was every couple of weeks. My memory isn’t 
that great. But it was something like that.

So each time he came, I sat for a few minutes 
and I created a history, created a concept, 
created it in my head, and then I started to 
delineate it on paper so that each time I created 
a character, I created her background, I 
created what she or he was and what they 
were all about. Because that was the idea. 
The idea was not just to create a character 
but to give them a history, you know?

Ms. Mystic, as it turned out, was a Gaia-type 
character, a protector of the Earth, and she could 
be a god… or she could be an alien, from another 
planet. And I was kind of messing with her history there. Was she 
Mother Nature? No. There was another Mother Nature that was more 
part of the Earth. She was more a type of guide, a kind of a god-like 
creature that perhaps came from another planet and actually, 
maybe, intended to do wrong by Earth.

So there was some ambivalence there. So I thought, “Well… 
that’s kinda good. I like that. But what about a costume?” 
And I thought, “Hmmm… You know, nobody’s ever used 
Zip-A-Tone as a costume… or gray as a costume.” So I 
thought, “That’s what we’ll do! We’ll just make her a 
graded gray like with Zip-A-Tone.” But I was doing 
it in pencil so I graded her in pencil. And she was 
sort of protector of the Earth.

Pacific was approaching me to do a comic 
book and I said, [laughs] basically, “Look, I 
really haven’t got time to do this. Maybe I’ll 
give it a shot.” But in the studio, there was a 
guy named Mike Netzer who kind of drew like 
me. Well, he drew exactly like me, or as much as 
he could. I said, “Look, y’know, I can have a guy in 
my studio work on this and maybe he can do it and I’ll do layouts, blocking 
out and all the rest of it.” I was trying to really support Pacific Comics, 
because I sort of had convinced Jack Kirby to work for them. [laughs] And 
also Sergio Aragonés to work for them. I had told them that they not only 
would pay them but they would let them keep the rights to their character. 

Early Ms. Mystic
Neal’s magnificent Ms. Mystic plate from Sal Q. 
Productions’ New Heroes Portfolio (1979, inset). 

Courtesy of Heritage Comics Auctions. 
TM & © Neal Adams.
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They could hardly believe that. At that time that was 
actually a phenomenon.

So, partially the reason I turned the thing into a 
character was I wanted to promote a company that 
would do the right thing by the creators. Although that 
may not have been the first time it was being done, it 
certainly was the first where you had three well-known, 
official people out there—myself, Jack Kirby [on Silver 
Star and Captain Victory], and Sergio Aragonés [on Groo 
the Wanderer]—doing characters for more than normal 
rates and also that they owned their characters. I was 
kind of killing about 80 birds with one stone there.
CLANCY: Who was your contact at Pacific? David Scroggy 
or who?
ADAMS: The brothers. The Schanes. [Editor’s note: Bill and 
Steve Schanes grew Pacific Comics, the publisher, out of 
their San Diego-based comic shop in the early 1980s.]
CLANCY: How did Ms. Mystic’s name came about? 
Was it a working title that you just went with?
ADAMS: When you’re creating a character, it seems 
like if you don’t have a good name, you really haven’t 
got a good character.

Cross-Gen. They made one of, I guess, the biggest 
blunders that you could ever make in comic books. They 
used verbs as nouns. [both laugh] “Sojourn”? I’m sorry? 
Sojourn? Really? As a title? Sounds like a journey to me. 
Doesn’t sound like a character. All their books had verbs. 
If you run down the list, you kinda go, “Who’s the hero? 
I don’t know.” They even took “Mystic” as one of their 
titles. Now, I call my character “Ms. Mystic,” because it 
was a character. They called it “Mystic,” which was a thing.

Now, I guess I had a subliminal memory, because Will 
Eisner reminded me ten years into it that he had done a 
character called Mr. Mystic. I had no idea. I had really not 
been—actually, in all honesty—a fan of Will Eisner in the 
past. I became a fan of Will Eisner, the person, and his 
achievements, but I was never really a fan of what he did, 
The Spirit and all the rest of it. It just seemed a little cartoony 
to me. But as a person and as a professional… as a person 
who ran a business and the other things that he did, I really 
got to appreciate Will Eisner. I guess I must have seen Mr. 
Mystic somewhere along the line. It just never occurred to 
me that somebody else had used the name. And his was 
Mister Mystic and mine is Ms. Mystic.
CLANCY: And the Ms. Mystic supporting cast?
ADAMS: The other thing—since I was there—I was 
dealing with these… but they weren’t Thor and Hercules 
and all the rest of that, but they were more earth gods. 
I thought, earth, air, fire, and water were great, and it 
turns out if you look ’em up, there are symbols… 
different cultures have different symbols for earth, air, 
fire, and water. I took the most common and put it on 
their chest and essentially personified earth, air, fire, and 
water into these four characters.
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Defender of the Earth
(top) Neal Adams holding the Ms. Mystic art 

that appears as this issue’s cover. Photo by 
the art’s owner, Shaun Clancy, taken at the 
Emerald City Comic-Con in Seattle in April 

2016. (bottom) Ms. Mystic #1, from 1982 and 
Pacific Comics. Cover by Neal Adams. (Neal’s 

other Pacific Comics title, 1983’s Skateman, 
will be covered in a forthcoming issue.)

TM & © Neal Adams.



I felt earth was good for a black guy because I felt if we say that 
mankind began in Africa, well, I think that’s a good enough reason for 
us to do that. A redhead for fire… I just felt that the personification of 
these characters would be a good thing to put with Ms. Mystic. Then 
you’d get first conflict, then cooperation, then maybe conflict along 
the way so you get ’em to bounce off of each other.

It really is—to me—a great series of characters, and if I had to be 
perfectly honest, I would say that Captain Planet was based on Ms. Mystic. 
In fact, the guys who did Captain Planet, never having done it before, 
came to me for a design for Captain Planet and somehow insisted that 
I work on it until I came up with a finished design. Almost as a thank-you, 
on a creative level. Not so much the executives but on a creative level, 
the guys over at wherever this company was—I forget the name of the 
company [DiC, with Turner Entertainment—ed.]—somehow felt I should 
do the final design, so I did! And I think it was a thank-you or a tip of the 
creative hat to Ms. Mystic, between you and me and the fencepost and… 
the… several thousand readers. [Shaun laughs] Will Meugniot was the 
creative director that I worked with on Captain Planet. He might have a 
little input for you if you want to check him out.

[An aside from WILL MEUGNIOT: Actually… I’m embarrassed to admit 
that I didn’t make the Ms. Mystic connection when I brought Neal into 
the Captain Planet mix. The secret origin of Neal’s animation connection 
was that in the pre-Bruce Timm era, I’d been approached by Warners 
to do Batman. Inspired by what the Japanese had done with Space 
Adventure Cobra, Crying Freeman, and Golgo 13, I thought that, given 
Batman’s lavish budget, we could attempt a more literal comic-book-
styled cartoon, and base its style on Neal’s work. So I contacted him 
on Planet to build a working relationship with him and see if we could 
work together well enough that I could put him at the core of a Batman 
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team. Obviously, that version of Batman didn’t happen, as it took 
Warners longer to get their action studio off the ground than planned. 
Just another of many intriguing might-have-beens. That said, Neal has 
always been a delight to work with and I dearly value our acquaintance. 
Also, that connection is what led to Neal doing the X-Men promo art 
for Saban when I was one of the show’s producers.]
[Editor’s note: The Batman cartoon that Warner Bros. ended up doing—
Batman: The Animated Series—celebrates its 25th anniversary this 
year, and BACK ISSUE will explore the landmark cartoon show in BI 
#99, coming this August.]

CLANCY: When drawing Ms. Mystic, did you just draw the silhouette 
and then Zip-A-Tone over the entire finished product?
ADAMS: Well, you know. After you get a little confident, you can… 
[laughs] do a silhouette, but, no. Better to draw it out fully. The idea 
was to draw it out fully. But you must remember, too, when you’re 
putting Zip-A-Tone on a figure, that if you leave in little pencil marks, 
you’ll see them through the Zip-A-Tone. They tend to accent the 
Zip-A-Tone, so any drawing that was done had to be done lightly.
CLANCY: Did you work in blue pencil?
ADAMS: No, no, no, no. Blue pencils are dangerous. Actually, I’m one of 
those people that hardly ever worked in blue pencil. It’s a sort of animator’s 
technique. People talk about it like it’s a comic-book technique but it’s 
really not. It’s an animator’s technique. And it’s good, because it sort 
of doesn’t reproduce if you’ve got the right pencil. But from a historical 
point of view, mostly it was animators who did their roughs in blue 
pencil, and then comic-book artists, I guess, picked it up.

“Ooo! It doesn’t reproduce! Let’s do it!” [Shaun laughs]
“How ’bout using the eraser, fellas?”
“Really? I guess we could do that. It makes my arm tired.”
I don’t know. There’s these things that become popular so everybody 

does them, and everybody thinks that this is the way you do it, but 
usually it’s just a whole lot of baloney.
CLANCY: When writing a story, do you write the ending first and work 
your way back?
ADAMS: Never. I try to think of a goal I’m trying to achieve in a story. 
I want people to like the character. I want the story to be a story that 
represents the character. In other words, you don’t want to put Superman 
in a Batman story or Batman in a Superman story. A little piece of advice 
for the guy who wrote the last Batman movie. [Shaun laughs]

So anyway, you want to suit them to the character. Then you want 
to reach out and think about things that haven’t been played with by 
other people. And there’s a lot of that. The impression one has is that 
there’s nothing in the world that’s new, but that’s true only when you’re 
trying to say something clever to somebody. 
“Nothing’s new. Everything’s so old. We’re 
just rehashing the same old…” If you take 
that attitude, you can really feel down about 
what you do. I don’t take the attitude. I take 
the attitude that anything I do is new and 
I want it to be new and I want it to be fresh 
and if I happen to stumble across some of 
the same old stuff, I’ll try to forgive myself. 
So I look to do things that are new and to do 
things that other people aren’t necessarily 
doing or giving a darn about. For example, 
there’s an awful lot of philosophy that you 
can turn into a comic that actually turns 
into a real story.

 I once did a Spectre story called “Stop 
That Kid Before He Wrecks the World,” and 
in the story, this entity—considering the 

Big Wheel
From Pacific’s Ms. Mystic #1, the supporting cast 
(top panel) gets their first glimpse of Ms. Mystic (bottom 
panel). Art by Adams, with Michael Nasser [Netzer].
TM & © Neal Adams.

TM
 &

 ©
 D

C
 C

om
ic

s.



concept that you’re working with, the Spectre, who is 
something of a God-like ghost that can do things that you 
can’t even imagine that Superman can do—transports to 
different dimensions and enters your head and all kinds of 
weird stuff. A creature, a benevolent—not a benevolent! 
[laughs] The opposite of benevolent, thank you. An evil 
creature that goes to different planets and sucks the 
goodness and life out of the planet and then moves on to 
other planets… comes to Earth. He doesn’t reveal his plan, 
but basically what he does is, he enters this little boy because 
he feels that the most powerful force of good on the Earth 
is the Spectre. So he enters this little boy and he starts to 
do things like destroy bridges and all sorts of mischief. So 
the Spectre has to go after him and try to undo what he 
is doing and realizes, of course, what he really has to do is 
he has to get this thing out of the kid. So he, at one point 
in the story, tries to draw this creature out of the kid and 
as he does it, the kid starts to die. And he lets the thing go 
back into the kid and he realizes that if he removes the 
thing from the kid, the kid will die. Then that’s the problem 
that he has to deal with and he has to face throughout the 
story as we go through the story. So, [Jim] Corrigan—the 
[Spectre’s] alter ego, the cop that’s alive—talks to him and 
seemingly gets him to realize it’s a small sacrifice to let one 
kid die to save the Earth. He almost convinces him, and 
then as the action is taking place, the Spectre has decided 
that he will not allow the boy to die. That he will pursue 
this creature to eternity and never kill the kid and simply 
undo what this creature does. At that point, the creature 
tears itself from the little boy and goes screaming off into 
space to wither and die. His goal in the end was to get the 
Spectre to do one wrong or evil thing to allow a child to 
die as the sign that he could destroy the rest of the world 
by corrupting the rest of the world by giving them 
choices that would… you know… essentially the Earth 
would corrupt itself by doing the wrong thing. But 
Spectre refused to do that and said if it takes the remain-
der of eternity, he would not destroy the child but he 
would stop the evil deeds of this creature.

Philosophical little story there, and I think a very good 
story—a story that I think is not followed by so many writers 
where somebody has to make the right moral choice and 
by making the right moral choice, they’re sacrificing 
something of themselves but that is the idea, isn’t it?
CLANCY: Yes.
ADAMS: And so that story—once that story was written—
has been borrowed by a significant number of other 
people to be added to other stories. Not necessarily in 
that form and you can sort of track ’em down. The hero 
would not make the sacrifice. He would sacrifice himself.
CLANCY: Is your writing self-taught or did you actually 
take classes?
ADAMS: I don’t think writing is… taught. I guess there 
are classes where they teach you the simple things like, 
every story’s got to have a beginning, a middle, and an end. 
You should draw as much as you can, you should learn to 
structure your stories in certain ways. I guess I’m kind of a 
natural storyteller. I think I get it from my mother. I know 
why a story’s good, I know how to take a story that’s not 
good and turn it into a good story. If you ask me at the end 
of the day, tell me the funniest something that happened 
that day, I will never have a day when there isn’t something 
incredibly funny. [Shaun laughs] You know, laugh your sides 
off, because it really has to do with how you view the world 
and good stories and pathos and those sorts of things. And 
I find them everywhere. So, storytelling is really something 
that I do. People think that I’m a good artist. Okay… I’m a 
pretty good artist. But I’m a much better storyteller.

I think I can bring a tear to your eye at times. I can 
make you fall in love with a character. And that’s what 
I do. I do it on purpose, too. You know, five guys can 

draw Talia, and then when I draw it, suddenly people 
fall in love with her. Dinah Drake, same thing. Or a new 
Green Arrow. Women fall in love with him. They love 
the character as if he were a person! I’ve drawn it in such 
a way that when they look at it, they go, “I’d like to 
know him.” It’s a comic-book character. It’s a drawing!

So, how does that happen? How does that take place? 
The actor who plays Arrow on the TV show—he’s 
basically repeating what I’ve been saying for the last 
couple of years: Why don’t you put a smile on this guy’s 
face? Because Green Arrow smiles. He’s like Robin Hood, 
you know? Suddenly, at that very wrong moment there’ll 
be a big grin on his face, and that’s what you wanna 
see! Because he knows something that you don’t know. 
He thinks it’s funny. He’s that kind of a character. And I 
like to see that. And I do that when I tell stories.
CLANCY: Do you continually jot down ideas?
ADAMS: Not ever. Not ever. That would be too much! 
Oh, my God. I would have notebooks coming out of 
my ass. [Shaun laughs] Excuse the “ass.” Find another 
part of my anatomy that they might come out of—
coming out of my ears. They would be everywhere.

There’s just so many… within the last half hour, something 
happened that was as funny as anything that happened 
three days ago. I would describe the character to you. 
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“Suddenly People 
Fall in Love 
with Her”…
…says Neal Adams 
of his rendition of 
Talia, daughter of 
the demon (Ra’s al 
Ghul), and you 
can see why in this 
sexy, undated pinup 
by Neal from the 
Heritage archives.
Talia and Batman 
TM & © DC Comics.



I would tell you why, what happened, what is about to happen—it’s funny—and then I 
will tell you what happened and you will laugh. [Shaun laughs] Because it really was funny. 
I sit here in my life and I chuckle at things that happen to me and they happen all the time.

This Batman: Odyssey 325-page [graphic] novel that I did that came out last year and I’ve 
been pumping it to everybody and getting back at the bad news that I got on the Internet 
about that story because people told me, “Don’t answer them, don’t answer them!” And I was 
not used to the Internet and that was a big mistake. So I took the flak and I didn’t answer 
it, which was really stupid because I feel this was probably one of the best books ever done. 
Let’s say you’re walking along the road and you have all these Batman writers writing stories 
and every once in a while, they miss something or they drop something and I’ll pick it up 
and I’ll put it in my pocket and I’ll walk a while and I’ll pick something else up and I’ll pick 
something else up, until my pockets are loaded with all this stuff that people forgot or left 
behind or didn’t notice. But they should’ve. The relationship between the Sensei and 
Ra’s al Ghul is a very odd relationship, because Ra’s al Ghul looks younger than his son. 
Obviously he’s not letting him use the Lazarus Pit, which would piss me off. [laughs]

So, now I have a plot! The Sensei’s gonna kill Ra’s al Ghul! And how is Batman gonna 
stop it without actually liking the Sensei, who controls 6000 assassins around the world. 
Uh-oh! Got a problem. It’s already a major plot concept and if I’ve got a whole book 
to play with it, I don’t even have to let people know in the first or second chapter what’s 
going on. I can just leave clues lying around for them to figure out… which is what I 
did. I love that stuff!
CLANCY: Would you start a long series like that not knowing the ending yourself?
ADAMS: No. Believe me, I will know the ending. I would never start without knowing 
the ending. The ending is nailed! And nailed a hundred percent. I would never start 
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without knowing where I was going. But I wouldn’t 
necessarily let you know!
CLANCY: [laughs] That’s what keeps us reading.

Ms. Mystic, though—the fan mail. How well was the 
character initially received?
ADAMS: Everybody likes Ms. Mystic. I’ve never had a 
problem with Ms. Mystic.
CLANCY: The Chris Miller backup on Ms. Mystic for 
Pacific—did you actually solicit him or did Pacific team 
you up with him?
ADAMS: What was it?
CLANCY: It was “Tales of Zed.”
ADAMS: Naw, I didn’t pay any attention to it.
CLANCY: Okay, so you didn’t package the book? They 
actually supplied the backup feature?
ADAMS: Yeah.
CLANCY: I know it moved from Pacific to Continuity.
ADAMS: Yeah, it went because Pacific went out of business. 
I had done a book called Echo of Futurepast, a compilation 
of short stories, which soon would be gathered together in 
graphic novels at the beginning of the first experiment to 
do that in America. I did Bucky O’Hare… Arthur Suydam’s 
Mudwog, some European stories, a thing called The City, a 
European series of stories and a thing called Hom, another 
kind of caveman on an odd planet, series of stories. Oh, and 
I did Dracula-Werewolf-Frankenstein—my book that I now 
have a collection of. I did that in that thing with Pacific. What 
happened was, the first Ms. Mystic story really just never 
got finished. The artist—I don’t wanna say much about it, 
but he just never got the thing done. It really fell to me to 
finish it and it just got delayed and delayed and delayed 
and delayed. By the time I got to the next one, I was doing 
it. It was just too… insane. But that took a lot of time.

Meantime, we had done Echo of Futurepast. After a time, 
whatever it was they were doing over at Pacific, they had 
to go out of business. But I had invested quite a bit of money 
in Echo of Futurepast, buying properties and paying people 
to do stuff. So I was into it for about $62,000. [laughs]

The question was, what do I do with this investment? 
And I figured, well, I’d better publish! Which basically 
was the choice I was forced to make. I didn’t intend to 
be a publisher at all. I just wanted to chug along. But 
you gotta make your $62,000 back, and I did.
CLANCY: Was Ms. Mystic the first Continuity title?
ADAMS: I think so. I did what I said I would do with Sal 
Quartuccio. I took several of those characters that I did 
in the portfolio and made them into comics. Toyboy was 
one of them. Shaman was one. I did not do King Tut. 
Basically I worked with my sons on Armor and Megalith. 
They are sort of semi-co-creators of those two characters. 
Samuree, I guess I created separately.
CLANCY: Was the Heckler one of those?
ADAMS: No, I did a character called Crazyman. [laughs] 

I’ll tell you where Crazyman came from. I was 
sitting around with a bunch of guys and a few were 
joking about the names of comic-book characters, 
like Garbageman and Mailman, and I said, “What about 
Crazyman? You have a character that’s just crazy!”

“Yeah, but you can’t have him crazy.”
I go, “No. We’ll make him crazy! He’ll be certifiably 

insane! That would be great!”
“No. That’s stupid!”

Fantastic Foursome
Adams’ Urth 4, as teased in this Ms. Mystic 
#2 Pacific house ad. Scan courtesy of 
Andy Mangels. 
TM & © Neal Adams.
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The Coming of 
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Four plates from 
1979’s New Heroes 
Portfolio revealing 
early versions of 
Adams-created 
heroes. Courtesy 
of Heritage.
TM & © Neal Adams.



And I walked away thinking, “That was a stupid idea!” And 
it actually became one of our most popular characters. [Shaun 
laughs] And Crazyman is, in fact, crazy! In fact, we’re going to 
be coming out with our characters again before long.
CLANCY: We haven’t seen Ms. Mystic in 20 years. What’re the 
plans for her?
ADAMS: Well, we haven’t seen Ms. Mystic in 20 years. We 
haven’t seen all those characters in 20 years. And you might 
like to know why.
CLANCY: [laughs] Yes, I would!
ADAMS: About 20 years ago, in the comic-book business, a 
phenomenon happened. The phenomenon was that there were 
all these collectors who thought, “This is a great business to 
invest in. We should buy craploads of comic books and store 
them away, wait for five or ten years and then sell ’em and make 
a ton of money. There are all these collectors who are doing 
this, so why don’t we start doing it? And so it got to be a buzz 
going through the collector market where these guys—and I 
don’t know how many there were, but there were a lot of 
them—were buying boxes of comic books and putting them 
in their garages. So books that might not have otherwise sold 
very well sold a million copies! Unbelievable! And this was also 
when Image was moving forward! 

My stuff—I started a project called Deathwatch 2000, and it 
was headed to the year 2000. And it was a three-issue series that 
ran across nearly all the characters. So… [laughs] We did sales of 
150,000 copies per character across the board. Continuity Comics 
had lost money up to there. There, we made money. 150,000 
copies of each character for three months, or nearly three months. 
The sales started to sink on the third month. But while this was 
going on—we were into the second month—those collectors 
out there decided… I dunno, one weekend… to call each other 
and say, “Hey. This isn’t working out. If we’re all buying all these 
comic books, how will they ever increase in value? The hell with 
it!” And they all stopped. The following Monday—I can’t tell you 
when it was—was a terrible time. They just stopped buying those 
comic books. And so these comic-book stores were left with a 
million comic books of a given title! [laughs] There were $2.00 
comic books for 50 cents apiece out of boxes at the fronts of 
their stores just to get rid of ’em! 1500 stores—I am told—went 
out of business! Publishers went out of business. I think Comico… 
a whole bunch of publishers went out of business.

And my order numbers as I finished Deathwatch 2000—I 
was moving into The Rise of Magic. My numbers plummeted! 
People would change and lower their numbers at the drop of 
a hat. Any excuse to lower their numbers. If you got a shipment? 
Lower the numbers. You had a right to do that. So everybody 
just deserted the business and people went out of business. So 
I said, “To hell with this. I’m out.” So anybody I talked to of any 
note, I said to them, “I’ll be back when business is good. Right 
now, I’m outta here!” [laughs]

So I went and I basically did advertising. And advertising is 
a very, very good business. I did advertising for almost 20 years 
and did very well. I sent my kids through college. Nobody has 
outstanding loans in my family, and that’s the kids and grandkids.  
It was a very good business until the recession hit. Then, when the 
recession hit, advertising agencies started to pull this outside work 
back into the agency. And that hurt the 
business that we were doing, but I 
thought, “You know, the comic-book 
business is getting a little bit better. 
Maybe it’s time to come back in.” And 
so that’s what I’ve been doing for the 
last couple of years. So there you have 
a little concise history of Neal Adams.

Powerful Pencils
(top) Ms. Mystic 

pencil art from the 
2007 Neal Adams 
Convention Sketch 
Book. Courtesy of 

Andy Mangels. 
(bottom) Courtesy 

of Heritage, 
an Adams Megalith 

illo from 2002.
TM & © Neal Adams.
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SHAUN CLANCY started collecting comics in 
1975 at the age of eight, when his father 
brought home a Charlton horror comic for 
him to read. Today he owns a heating and 
air-conditioning company in the Seattle area 
and collects original comic art.



Say the name “Neal Adams,” and it’s sure to inspire a 
multitude of memories and stories for any longtime comic- 
book collector. Adams is a legendary creator among the 
elite of icons who have worked in the mainstream comic- 
book industry with a distinctive grace, power, and 
emotion to each page he touches. Adams also stands 
out among those independent publishers with his own 
line called Continuity Comics. Adams’ company would 
unite staff and freelance artists from his Continuity Studios 
(see BACK ISSUE #88) and abroad to slowly begin making 

its own unique pantheon of heroes and villains 
that, to this day, remains fresh and exciting.

BACK ISSUE had the honor of speaking at 
length with Continuity Comics talent who gave 
us exclusive accounts of the ins and outs of the 
events that sculpted the Continuity Universe. 
Presented here is a look at these wild and 
imaginative characters and the writers and artists 
behind their stories.

THE FATHER OF CONTINUITY COMICS
“In New York, Neal’s Continuity Associates was 

the vortex of an amazing movement where 
commercial artists, comic-book artists, and 
designers intersected. For many [perhaps 
most] of the generations of younger 
artists this was the place to be, and as 
so many of my peers/contemporaries, 
we made our way, one way or another, 
to enjoy the fruit of an innovator’s efforts. 

Neal was generous enough to take many 
of us on under his wing and give us 
work as fledgling comic-book artists all 
the while holding down the fort of being 
an entrepreneur, father, professional 
commercial artist, and advocate for 
various artists’ issues.”

– Michael Netzer (Megalith, Samuree)

In the late ’70s/early ’80s, small-time independent 
publishers were cropping up across the United States. 
First Comics, AC Comics, Eclipse Comics, Comico, and 
more were finding success with the newly established 
direct market of specialty comic-book stores. After a short 
stint at Pacific Comics with his own creation, Ms. Mystic, 
Neal Adams decided to branch out with his own comic- 
book company, aptly titled Continuity Comics, based out 
of his Continuity Studios, established years earlier with 
Dick Giordano, who went on to become a vice-president 
of DC Comics. Artist Brian Apthorp explains, “Nothing in 
the description of what they did at Continuity would 
indicate that I would have anything to do with comic 
books, but as a fan knowing Neal for all these years, he’s 
a tremendous influence on comic-book artists of the late 
’60s through the ’70s. I just hoped, if maybe I worked for 
him, I’d somehow get some connections with the indus-
try of comic books. That’s why I went for the job, and 
was pleased to have been hired, and proceeded to do all 
the stuff we’d been doing for commercial illustration, 
advertising, and movie posters and all that stuff.” 
Continuity Comics would begin with Echo of Futurepast 
#1 (July 1984), an anthology series that would be 
published sporadically through 1984–1986. Zero Patrol, 
a team of intrepid explorers drafted beyond the stars by 
the mysterious being “Zero,” would follow. Zero Patrol 
was created, written, and drawn by Esteban Maroto. It was 
originally called “Cinco Por Infinito” in Spain, but received 
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additional writing and art from Adams, who bought the rights to 
rework the stories. While the series had nothing to do with what 
would become the Continuity Universe, Continuity’s first official 
superhero would debut in Zero Patrol #1 (Nov. 1984).

MEGALITH: THE ULTIMATE MAN
“The point of Megalith? He would always find a way 

to win.”
– Peter Stone (Megalith, Armor, Ms. Mystic, and 

so many more!)

Josef Majurac was a young Olympic hopeful 
raised on a farm in rural America. Joe’s Olympic 
sponsors were revealed to be part of a treach-
erous unnamed organization and, against his 
will, Joe was forced into a secret camp to train 

to become an agent-for-hire. For fear of retribution 
on his unsuspecting parents, Joe complied. 
Without the knowledge of his superiors, Joe 
corresponded with his family, helping them 
to amass a fortune by forecasting stock trends 
and various business investments. What wasn’t 

known, except to the young Majurac, was that by continuing 
to train his mind, body, and spirit, Joe was able to develop an 
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Talent Talk – Brian Apthorp 
Brian Apthorp tells BACK ISSUE, “I was trying to 
draw over his [Neal Adams’] layout, which is 
extremely challenging for someone who is not as 
good a draftsman as he! I can’t work over other 
people’s layouts; I don’t know what my problem is. 
I’ve tried before, but maybe I’m not as good a 
draftsman as I should be [laughs]. It’d be easier to 
draw whatever someone else composed, but the fact 
is, over time, I realized, I couldn’t stand it!” Image 
from Armor vol. 2 #6. Courtesy of Brian Apthorp.
TM & © Neal Adams.

Neal Adams would accrue both fame and notoriety 
for his time as an artist and storyteller at DC and 
Marvel Comics. According to the artists who 
worked for him at Continuity Studios, it was 
a reputation well deserved. 
• “Neal Adams, he’s my hero. He’s the 
biggest influence I have in comics. 
He challenged me to bring my best.”

– Mike Deodato
• “Working for Neal was like a day in Corps. 
I remember one day he came into my room 
with his ex-wife, Cory (who I loved a lot), such a 
sweet woman. He came into the room and slapped 
down three pages of Toyboy on my table and said, 
‘Look what I did last night.’ I looked up at him like a 
scorned son and just said, ‘Well, gee, Neal, that’s great! 

But you also have like 25 more years of experience than I 
do.’ He makes it look simple and that’s to his credit.”

– Tom Grindberg
•  “I had a lot of reasons to be grateful to 

him and his influence in that time, and the 
opportunity he gave me.”

– Brian Apthorp
• “It must be kept in mind that the times 
Neal exploded into included innovation 

across the arts from the dance world to 
music, from Bruce Lee, Hendrix, and Bob 

Fosse to alternative concepts of physics/ 
cosmology. Neal tried to bring all of that into 

comics, so that was where all of us [or at least this] 
young artists wanted to be.”

– Mark Beachum

TALENT TALK – A SALUTE TO CONTINUITY COMICS’ PUBLISHER, NEAL ADAMS



almost-superhuman “Mind-Body Link” that enhanced 
his strength, speed, stamina, and health, and provided 
him psychic abilities. When Joe finally escaped, he learned 
his parents were either dead or possibly in hiding. It 
became his life mission to find the truth. Majurac quickly 
caught the eye of the government and media and was 
given the codename “Megalith.”

“Megalith is really based on the Eastern philosophy 
of the match of the mind and body,” says Peter Stone. 
“We didn’t make it up. They have complete control of 
their bodies. Megalith just really worked out [as a char-
acter]. Megalith was always intellectual, and I felt like 
we never really got the opportunity to explore him more 
than we did.”

Megalith would star in three Continuity Comics series. 
The first was Revengers #1 (Apr. 1985) through #6 (Jan. 
1989). Revengers would follow up with Megalith’s first 
solo title, Megalith #1 (Jan. 1989) through #9 (Mar. 
1992). A second Megalith series would debut in April 
1993 and be discontinued with its seventh issue in January 
1994. BACK ISSUE readers will notice a trend of incon-
sistent publishing from Continuity Comics, going from 
monthly, to bimonthly, or sometimes several months in 
between issues. “I’m just purely guessing,” according 
to Brian Apthorp, “that it might’ve just been financial 
cost of printing, because it was pretty high-class printing.”

Longtime Continuity writer/editor Peter Stone explains, 
“[although] we realize it now, we never should have had 
monthly comic books, because it was too hard. We didn’t 
have Marvel over us, we didn’t have Disney, we didn’t 
have someone behind us who could say, ‘Oh, you lost 
money this month? Don’t worry about it.’ Because it 
was an independent company, there really wasn’t a trade 
entity on the premises; we were allowed a lot of freedom, 
and sometimes freedom stabs you.”

Megalith would remain one of the most prominent 
superheroes of the Continuity Universe, additionally 
appearing in other books like Armor, Samuree, and Hybrids. 
Throughout his adventures, Joe would battle various foes 
including zealot rightwing militants, radiation-scarred 
mutants, sentient machines, and supernatural beasts, all 
the while trying to build a “normal” life for himself. Megalith 
wasn’t always successful, considering that his surrogate 
family consisted of characters like Armor and Silver Streak.
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The Ultimate 
Men
(left) Neal Adams’ 
cover to Megalith 
#1 (Apr. 1985). 
(right) It’s a 
Continuity hero 
team-up in 
Revengers #3 
(Nov. 1986).
TM & © Neal Adams.

Band of Brothers
Megalith, Armor, and Silver Streak in action in Revengers #5 
(Mar. 1989). Story by Adams and Peter Stone, art by Adams, 
Ian Akin, and Brian Garvey.
TM & © Neal Adams.



MOVE OVER, RICHIE RICH, 
IT’S TOYBOY!

Ten-year-old Jason Kriter—“Toyboy”—
would blast onto the scene in 1986. 
Kriter was a technological genius, 
the inventor of extraordinary robots 
and machines, and son of the richest 
man in the world. His wild adventures 
would lead him to a chance encounter 
with Megalith, but for the most part, 
Toyboy remained separate from the 
rest of the Continuity Universe. (inset) 
Cover to Toyboy #5 (June 1988). TM

 &
 ©
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BROTHERS IN ARMS: ARMOR AND 
SILVER STREAK
“Armor was a pain in the ass to draw. I used to call that 
character the human Cuisinart.”

– Tom Grindberg (Armor, Toyboy)

The Revengers was an unofficial team 
of orphans—Megalith, Armor, and Silver 
Streak—but they weren’t always allies. 
Armor and Silver Streak were really 
teenage brothers Jack and Jacques 
Keaton, who had been kidnapped by 
the alien tyrant Rage and separated 
from one another. Jack is trained and 

conditioned as a “10,” an elite fighter 
and master of weapons, outfitted 
with a unique suit of armor that 
made him nearly invulnerable. 
Jacques was rebuilt into a galactic 
miner, complete with artificial 

hands, super-speed, and the ability to absorb and 
redirect various forms of energy. Eventually, the two 
teamed up and led a revolt against Rage and his 
forces. By the sixth issue, Armor faced Rage one-on-
one but did not survive unscathed, losing an eye in 
the process. Directly after, Jack and his brother would 
manage to escape to Earth, where they are mistaken 
by Megalith as enemies. It didn’t take long for the 
three heroes to unite and eventually set up residence 
in Joe’s mansion (bought with his inheritance that 
was procured through the financial advice he had 
given his parents). Like Megalith, Silver Streak was 
eager to return to everyday life, particularly high 
school. Armor, on the other hand, now a living 
weapon, was interested in anything but and often 
found himself embroiled in everything from local 
gangs, drug trafficking, and ninjas to stopping a TV 
megalomaniac. It was by issue #8 that the series took 
a noticeable shift in tone as Adams and team left the 
epic adventures in space for more attention on the 
dynamic of the Keaton Brothers, as a partnership and 
as individuals. Peter Stone reflects, “I liked writing 
Armor because he’s so simple—it’s something that’s 
very familiar. It’s kind of like Batman—he could just 
be angry all the time. But you have to temper it. 
Underneath it all, Armor was really a caring person, 
but he just got screwed over. Because he is younger, 
it’s a lot of teenage angst.”

Eventually, through events described in Armor vol. 1 
#11–13, the duo is lured back into outer space, where 
they discover their sister, Jackie, was also abducted and 
transformed into the assassin Scarlet Streak. Before Scarlet 
rejoined her brothers, the Revengers would aid another 
trained martial artist, one who would become one of 
the forefront heroines for what would become known 
as the “Bad Girl” movement.
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Talent Talk – Tom Grindberg 
Tom Grindberg tells BACK ISSUE, “Neal wanted 

all his books to have that Neal touch to it. 
Neal was a hard guy to impress, and perhaps 
that’s a good thing for newcomers. All I knew 

was that he must have seen something in 
my work, which kept me working for him.” 

Image from Armor #4 (July 1988).
TM & © Neal Adams.



CONTINUITY’S MISTRESS OF THE 
MARTIAL ARTS: SAMUREE
“I will grant probably one the major 
motives for drawing comics, for me, is 
erotic aspects to the human figure.”

– Brian Apthorp (Armor)

The first six issues of Samuree, plotted 
by Neal Adams and scripted by famed 
Superman writer Elliot S. Maggin, 
revealed the origin of Samuree as she 
embarked on a mission of revenge. 
Darryl Sheppard was orphaned as an 
infant on a mysterious East Asian island 
called Midduce, inhabited with men 
and women who “—spent their days searching for and 
finding the summits of their minds’ and bodies’ potential” 
(Samuree #3, May 1989). The people of Midduce were 
led by Aunt Gracie Chu, who adopted, educated, and 
trained young Darryl. When Darryl was 14, the island was 
overrun by mercenaries and Darryl was kidnapped and 
subjected to experiments to enhance her physical prowess 
and longevity. When Darryl’s body failed to accept the 
conditioning she was returned home, only to see the 

islanders slaughtered. Following her code 
of honor and retribution, Gracie Chu 
armed herself and led a one-woman 
assault against the assailants. Unfortu-
nately, Chu was cut down, leaving Darryl 

alone. The teen continued to train and 
plan, and finally adopted her teacher’s 
uniform as her own. Samuree would 
make her way to the United States, 
allying herself with the Revengers, but 
always being just on the fringe due to 

her coldblooded view of dealing with her enemies.
Perhaps the most noticeable aspect of the first 

Samuree series was the suggestive art of Mark Beachum, 
later coined “Bad Girl Art,” following an explosion of 
similar (but weak) attempts to emulate the work by 
Beachum and artists like him. Beachum conjectures, 
“The Bad Girl craze came about as a direct result of the 
generation before us having created the tools for inde-
pendent self- publishing, actually, being a proposition 
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That’s Right, She’s Bad
As the illustrator of Continuity’s “Mistress 

of the Martial Arts,” Mark Beachum 
imprinted the medium with these and many 

other evocative images that helped fuel a 
“Bad Girl” craze. (right) An action page from 

Samuree vol. 1 #1 (May 1987). (left) 
Beachum’s cover to issue #4 (Jan. 1989).

TM & © Neal Adams.

TM & © Neal Adams.



Talent Talk – Mike Deodato, Jr. 
“I didn’t know what he [Neal Adams] would 
think. I’d feel it wasn’t good enough, but 
to my relief, he loved it—according to my 
agents, because I didn’t speak English at 
that time. They said he loved the way I used 
the lettering on the sound effects, I drew 
everything by hand, incorporating it into the 
scene.” Shown here is the splash page to 
Samuree vol. 2 #3 (Dec. 1993).
TM & © Neal Adams.

that someone with very little access to funds, a vision, 
some talent, and a willingness to do the work could 
go toe-to-toe with the mega-corporations.” Beachum 
adds, “It was Image that reduced it to ‘the Bad Girl’ 
craze, which I take to mean the estimation of insecure, 
immature people who are unable to deal with the fact 
that they are in fact using an idiom which is wholly erotic. 
‘Superheroism’ is an erotic idiom: action/adventure 
featuring protagonists whose design reveals and revels 
in the magnificence of the human form in context with 
various approaches to using narrative to advocate, 
examine, and enjoy various philosophical/metaphysical/
ethical concepts.”

A rookie at the time and self-professed Neal Adams 
fan, Mike Deodato would become involved with the 
second Samuree series that picked up elements from the 
first, leading directly into a major companywide crossover 
(more on that soon). Deodato would combine elements 
of eroticism and Neal Adams with his own style during 
his brief experience with Continuity Comics and would 
soon be recognized as a major talent with his run on 
DC Comics’ Wonder Woman. Was that combination 
intentional? Deodato explains, “What I brought to 
Wonder Woman from my Samuree days was the way that 
Neal Adams built the faces. At the beginning, you can 
see that Wonder Woman was more… the faces weren’t 

too much like Jim Lee, it was more human, more 
realistic. Neal Adams is in my DNA. There’s no 

way I can get rid of this style—it will always 
be there. I can incorporate things, but it’s 
always part of it.”

Deodato would work on one other 
Continuity series before attaining main-
stream fame, a book called Hybrids.

FROM A GALAXY NOT SO 
FAR AWAY

“We really liked the Hybrids concept, 
hybrid human beings, which now is 
commonplace. At the time, no one 
had heard of them.”

– Peter Stone

The Hybrids made a major splash in the Continuity 
Universe when this team of diverse aliens took over the 
United Nations building. The weather-manipulating 
Cyclone, the invulnerable Highperion, the cyborg Spanng 
Ting, the werebeast Horror, the sorcerer Gymcrack, 
master of gravity Sheath, and insectoid-warrior Mite 
held their own in a titanic battle against Megalith and 
later, the other Revengers. Eventually it was revealed the 
Hybrids’ motivation weren’t so malevolent and they 
were being manipulated by a fellow Hybrid, Devilspawn, 
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Valeria was a top fashion model, the “it” 
person among celebrities. What wasn’t 
known to the general public was that she 
had been rescued and adopted by the 
Werebreds, human/animal hybrids who 
used their powers as mercenaries. The 
Werebreds were more than a team—they 
were a family, united against Lilth-Kasti, 
Valeria’s former master and ruler of the 
Fire-Bats. “That cover for She-Bat, man, 
that cover,” gushes Mike Deodato over 
Neal Adams’ cover to Valeria the She-Bat 
#1 (May 1993). “The guy was still the 
man, after all those years!” 

THE SAVAGE SHE-BAT!
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who ultimately proved to be the pawn of a greater force. 
With their arrival on Earth, the Hybrids also subconsciously 
attracted their “gene parents,” humans whose DNA had 
been mixed with foreign DNA from different worlds. This 
strange reunion was ill-timed but provided clues to why 
each Hybrid was an outsider on their respective worlds 
and were drawn to one another. No sooner did the Hybrids 
release their hold on the UN than Devilspawn revealed the 
true purpose of their origin and their would-be conquest 
of Earth. The Hybrids were designed to become a new 
race of beings intended to survive an impending 
deathwatch of the destruction of life on Earth. 

MS. MYSTIC, EARTH 4, AND PRELUDE TO 
DEATHWATCH 2000
“Ms. Mystic was delicious to draw. It was full of interesting 
characters, great action scenes, and fantastic settings.

I had opportunity to draw lost 
cities, Humpback whales, and 

supersonic fighter aircrafts, 
among many other 
mind-blowing subjects 
that I imagine any artist 
would love to draw and 
that made the experience 
much more fun to me.”
– Luke Ross (Ms. Mystic)

One of Continuity 
Comics’ most powerful 
players was Ms. Mystic, 
the time-lost,  energy- 
sword-wielding protector 

of Earth who was psychically connected to the planet’s 
spirit and through her aided in the transformation 
of her allies of the Science Investigation Agency 
(S.I.A.). Without their consent, Dwight Godd, Dr. 
Kelly “Tech” Kane, Baron Carter, and Dennis Swan 
become living avatars of the four elements, Urth, 
Fyre, Ayre, and Watr. Mystic would frequently team 
up with Earth 4 (originally named “Urth 4”), along-
side their mentor Professor Raas and his assistant, 
Jake Rabinowitz. Earth 4 would (often unsuccessfully) 
try to acclimate the sensitive and hot-tempered Mystic 
to the present while adjusting to their roles of 
environmental superheroes. It didn’t take long before 
a change in the personalities of some the heroes was 
evident and suspicion began to arise around Ms. 
Mystic and how altruistic she was about her origin. 
Peter Stone teases, “Mystic was a cold-hearted, lying 
bitch… but her heart was in the right place. Progress 

Earth, Wind, and… 
Stone
(top) Writer Peter Stone’s 
first Continuity effort, Ms. 
Mystic vol. 2 #4 (May 1989), 
co-written with Neal Adams. 
Here we see the book’s 
former supporting cast in 
their Earth (Urth) 4 roles: 
Urth (Dwight Godd), Ayre 
(Baron Cotter), Fyre (Dr. 
Kelly Kane), and Watr 
(Dennis Swan). Art by Terry 
Shoemaker and Akin and 
Garvey. (bottom) Neal’s cover 
to Urth 4 #1 (May 1989).
TM & © Neal Adams.
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SUPERNEAL’S PAL, PETER STONE
When Neal Adams took a chance on a young intern from Boston, Massachusetts, he had no 

idea that he would end up hiring one of Continuity’s most profound writers and editors. Peter 
Stone’s long-lasting relationship with Continuity Comics can be felt in his dramatic char-
acterization and his heart-pounding action. While sometimes overlooked by readers when 
compared to Continuity’s famous publisher, Stone had a hand in shaping every Continuity 
character after starting with the company in the late ’80s with Ms. Mystic vol. 2 #4. 
He’s still brimming with ideas and untold stories for Megalith, Armor, Ms. Mystic, and the 
entire line of heroes and villains, and remains a part of Continuity Studios. Peter continues to 

write, having published his first novel, Shattered Krystal, and is currently working on its sequel. 
“One of the problems with American comic books is that we don’t treat them 

with any respect,” Stone believes. “[Continuity’s] intention was, we wanted the 
retailer to make money— we just didn’t know how! It was just like, ‘We’re just going 
to do comics the best we could, and hope that people like them.’ ” 



over imperfection… your struggle to do the right thing all the 
time because it’s the right thing to do!”

A regular nemesis for Ms. Mystic and Earth 4 was Darrow 
and his army of Titans, intent on making the surface their new 
home. “Darrow and the Titans were creatures who lived deep 
under the Earth,” says Stone. “Darrow is the evolutionary step 
forward of the Titans. The Titans were the Morlocks and he was 
the Eloi. Darrow may or may not physically be thousands of 
years old, but his memories might be passed down through the 
generations… from body to body. Neal created him, but I have 
to admit I pushed him all the time to be Mystic’s evil nemesis. 
Continuity had a world under the surface where strange creatures 
roamed around: Darrow, Titans, Fire-Bats, dinosaurs, etc., like 
Pellucidar from Burroughs, a lost place where anything and 
everything lived.” It was from this world that enemies of the 
surface would attempt to hasten the deathwatch the Hybrids 
were trying to prevent. Ms. Mystic, on a mission of her own, 
would ally herself with Spanng Ting and Highperion, while Earth 
4, under attack from the original elemental avatars now under 
Titans’ control, would receive much-needed aid from Gymcrack 
and Cyclone. Eventually, the Hybrids would pull together all the 
heroes of the Continuity Universe, finding themselves in conflict 
against a new force of evil greater than the Titans and the other 
denizens of the deep.
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Talent Talk – 
Luke Ross 
“Most memorable 
to me are the letters 
that Neal Adams 
himself used to send 
me on a regular basis, 
giving me directions 
in order to see my 
improvement as an 
artist,” says Ross. 
“I was lucky to have a 
rare opportunity like 
that.” (left) Ms. Mystic 
vol. 3 #3 (Dec. 1993) 
by Ross and Adams.
TM & © Neal Adams. 

SHAMAN AND CYBERRAD

The mysterious Shaman first appeared in Zero Patrol 
#3 (Apr. 1988). He was actually three men in one. 

Well, sort of. Born at two intersecting points 
in time, two conceived in the past, another 
in the present, Shaman could call upon his 
doppelgangers to increase his mystic power. 
Vehemently opposed to sorcery, Shaman would 
use his skills as a warrior and his talent for en-
chantment only to ensure no one else could take 
advantage of the evil that magic might elicit. In 
both Deathwatch 2000 and The Rise of Magic, the 
powerful mage would employ allies to defend 
our planet. Shaman wasn’t always the most cordial 
of team players, especially with the younger 
generation, as CyberRad would quickly learn.

Simon Peake only wanted to enjoy life with 
girlfriend and act as lead singer to his local rock 
band, but when he woke up one night in the 
middle of the street, his life was never the same 
again. Hunted by the corporation CyberCore, 
Simon was presented with the possibility that he 
may actually be an android copy of a teenager, 
internally made up of powerful weapons that 
could potentially turn the tide of good vs. evil. 
Under the tutelage of Shaman, CyberRad found 
the resolve to take control of his robotic form and 
help turn the tide in Deathwatch 2000.

Continuity Crossover
Original art by Michael Golden for Armor vol. 2 
#2 (May 1993), Part 9 of the Deathwatch 2000 

crossover. Courtesy of Heritage.
TM & © Neal Adams.



MEANWHILE – THE HELLBENDERS
“Everyone had their own agenda. It wasn’t like they woke up and said they wanted 
to be bad, bad, bad. There had to be motivation.”

– Peter Stone

Prelude stories to Continuity Comics’ first major crossover event, Deathwatch 2000, 
were published in April 1993, but events leading to it had been established in March 
1988. In Revengers #4, Megalith, Armor, and Silver Streak encountered a secluded 
town with no name ruled by the New Clear Warlock (“nuclear,” get it?), filled with 
radiation-infected townspeople. It seemed Megalith’s words had convinced the 
Warlock to forsake his “magic,” but months later, five teenagers found 
themselves dying from radiation poisoning. After the Warlock attempted 
to cure them, it seemed he forestalled the effects, which instilled them 
with powers, warping their appearance and making them crave radiation. 
Dubbed the Hellbenders, Hellheart, REM, Leper, Hellfire, and Void were 
promised a cure by billionaire Mason Drake and left the sanctity of their 
home to follow a new master. Unknown to anyone at the time, Drake had 
been planning the conquest of Earth for years, all the while amassing allies. 
With the Hellbenders at his beck and call, Darrow, with his Titans plus the 
aid of Lilth-Kasti the Fire-Bat, was ready to launch his ultimate attack.

CONTINUITY HEROES COME TOGETHER
After several battles with Mason Drake and his cohorts, the heroes of Continuity 
learned too late that Drake had been coordinating an immense stockpile of 
chlorofluorocarbon (CFC), warehousing it below Mount Saint Helens, the 
volcano in Washington State. With his plan nearly accomplished, Drake, warped 
from radioactivity, finally revealed his true form, a 30-foot dragon. Adopting 
the nom de guerre “Dragon,” Drake had also collected five nuclear missiles 

This Guy’s a 
Drag(on)
Mason Drake, 
“Dragon,” launches 
his final assault on 
Earth! From Hybrids 
Deathwatch 2000 
#3 (Aug. 1993). 
Art by Wiesenfeld/
Adams/Rudy Nebres/ 
Andres Klacik.
TM & © Neal Adams.
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CRAZYMAN AND GIMMICKS

Continuity Comics would try a number 
of cover options throughout its ten years, 
from holograms to die-cut, glow-in-the-
dark, and possibly the most well-known, 
Tyvek covers, described as “indestructible.” 

One such series that took 
advantage of such gimmicks was 
Crazyman. Note that the cover 
and entire contents of Crazyman 
vol. 2 #1 (May 1993, with a cover 
by Neal Adams) are die-cut.

Crazyman was a bizarre 
character that had trouble 
defining himself with “normal” 
people. Both incredibly 
intelligent and remarkably 
strong when enraged, Crazyman 
was the one character undis-
turbed by the bizarre events 

of The Rise of Magic—rather it 
was he who frightened a rampant demon 
loosed into our dimension. “We started to 
do more linear stories in Crazyman, and 
started to explore what he really was,” 
says Peter Stone. “We didn’t want to say 
he’s crazy, because he really wasn’t crazy. 
But it took us a while to figure out, ‘Oh, I 
see. He’s just very extreme.’ ”

Talent Talk – Aron Wiesenfeld
“I was sort of doing the ‘Image’ style, as it was known at the time,” 
says Wiesenfeld, “and I think that was something Neal wanted to 
introduce at Continuity Comics, but at the time I was just happy to 
be a professional comic-book artist.” Page from Earth 4 Deathwatch 
2000 #2 (May 1993), with Richard Bennett’s inks over Aron’s pencils.
TM & © Neal Adams.



and a particle accelerator. Using the volcano loaded with the CFC as his target, Dragon 
intended to create a titanic eruption with the missiles and accelerator that would create a 
blanket of debris filled with ozone-dissolving chemicals, irradiating Earth with solar energy. This 
would wipe out the majority of humanity, leaving the few survivors to live as mutants much 
like the Hellbenders or Titans, all under Drake’s control. Dragon would be king of the world.

“Dragon wanted one thing—he was going to conquer the planet, turn it into radioactive 
ash,” says Peter Stone. “The Earth would become like Apokolips from Jack Kirby’s Fourth 
World saga. The Dragon was like the Hellbenders…  he was born from errant radiation, so he 
is really not very old at all. He’s also not that strong. If his Deathwatch 2000 plan had worked, 
Lith-Kasti and a couple of others would have killed him and taken over.” The heroes’ valiant 
efforts to stop the missiles were met with success, despite mental manipulation from REM. 
Ultimately it was revealed that the entire tableau provided Drake the time to fully prepare the 

particle accelerator and launch the eruption. Then, in a surprising 
turn of events aided by Mother Earth (the same who bestowed 
powers to Earth 4), Devilspawn and Ms. Mystic convinced REM 
that Dragon had been lying to the Hellbenders about a cure, and 
she agreed to revolt. Unfortunately, that’s it. The final chapter was 
to be published in CyberRad #3, but never released.

THE RISE OF MAGIC AND THE END OF 
CONTINUITY COMICS
A series of publishing delays and the market bottoming out in 
the early ’90s would force Continuity Comics to skip ahead to its 
already-announced follow-up crossover The Rise of Magic, with 
pages of the new storyline already written, drawn, and ready to be 
published. “The last chapter of Deathwatch 2000 was CyberRad 
#3… with layouts by Neal Adams and pencils and inks by Michael 
Golden,” says Peter Stone. “Oh, my... the eight pages Michael did 
were perhaps the best pages we ever produced. The Dragon spread 
was absolutely amazing. Unfortunately, Michael dropped out. 
Neal waited and tried to get him back to finish the story. No luck. 
So Neal started penciling the ending himself and was down to 
about six pages left when the crash of ’94 hit. We had moved on 
to The Rise of Magic in order to keep publishing going, but the 
sales figures dropped from hundreds of thousands to under 20,000. 
We decided to regroup, but it took years for the industry to come 
back. By then, we were all off into advertising land where there 
was more money. If we ever put Deathwatch 2000 together as 
a trade, it would take very little to finish the story.”

Like Deathwatch 2000, Rise of Magic had been hinted at in 
previous issues, with Shaman’s first appearance in Zero Patrol #3 
and the first Samuree series, opening up Continuity’s unique corner 
of mysticism. It should be noted that several of the Continuity 
characters claimed to be magic (Dragon, Hellheart, and New Clear 
Warlock, to name a few) but actually weren’t. “Ms. Mystic is not 
magical, but Shaman and Gymcrack are,” Stone says. “Mystic helps 
stop the Rise of Magic because magic is not a controllable weapon. 
It’s weird and strange. Shaman believes magic holds society back… 
and Mystic agrees. Shaman uses magic and technology (like his 
sword) to destroy magic. Gymcrack comes from a planet of magic, 
so he sees nothing wrong with it. To him, there are good mages 
and bad witches. Magic is just a tool. The Hellbenders seem magical 
but are based in the science of radiation. Demons are real, like 
Ariman (from Samuree vol.1). Each character was a bit different.”
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Enter… Knighthawk
A new character that would spin out of The Rise of Magic was Knighthawk, 
a hero who actually replaced Image’s Spawn, scheduled to appear in Vale-
ria the She-Bat #3–4. As Peter Stone explains, “What happened to Valeria 
the She-Bat was, we had made a deal with Todd MacFarlane to do She-
Bat/Spawn, and we were late, and Todd at the time was suffering mightily 
under him being great, so, ‘I can’t do it, I can’t be associated with that 
anymore.’ ” Nearly completed issues of Valeria the She-Bat were scrapped 
with Knighthawk filling in with a new and original story for #5.
Knighthawk and Valeria the She-Bat TM & © Neal Adams. Spawn TM & © Todd McFarlane.



Before an attempt at rescuing Gymcrack, Ms. Mystic managed to track 
down Shaman, announcing Atlantis had risen, and with it the potential 
for magic to take over the world again, drowning in chaos. Unbeknownst 
to either Shaman or Ms. Mystic, magic had already begun to reappear in 
our reality at an alarming rate. Megalith, the Hybrids, and Samuree were 
trying to right the balance. While it seemed Shaman was pulling the pieces 
together of an assault on his unseen enemies, Rise of Magic brought upon 
new relationships between the characters, like Shaman and Armor. 
According to Peter Stone, “I always liked that he [Shaman] would show 
up, and Armor was like, ‘Oh, God! Here you are again! I hate you! No, no, 
I hate you. I really hate you!’ ” The outcome of the crossover was never 
revealed, as publication of Continuity Comics ceased in January of 1994.

Stone explains what could have been: “The Rise of Magic was about 
the four corners of the Earth, and there were four virgins. So you’ve 
got to kill the virgins at the end, which you really haven’t seen, because 
I’m not going to tell you who it is. It was so focused on taking these 
characters and then angling them towards that final piece, which was 
48 pages. I feel tremendously lucky that I was able to work with some 
of the guys that I worked with. The way Ernesto Infante drew the 
conclusion to Rise of Magic was staggering! It’s Neal inking, and Rudy 
Nebres inking. Marketing was constantly changing in the ’90s—it was 
all about the collector/investor, that’s what fueled that incredible surge 
of sales. Everyone was investing and speculating that this could be the 
next whatever. We sort of got swept up… it was like being in a wave. 
There was that incredible surge of sales, and then when it dropped, 

there were so many retailers that went out of business and a lot of 
people lost a lot of money.”

Across the country, several comic-book publishers, and many that 
opened around the same time, closed their doors during the infamous 
market drop of the mid-’90s. Samuree, Valeria, and Knighthawk (see 
sidebar) endured long enough for brief miniseries through Acclaim’s 
short-lived Windjammer imprint, but shortly thereafter Continuity 
Comics quickly vanished into the void, though not forgotten.

What set Continuity apart from other companies was the unique 
vision of its founder, Neal Adams, and the creative geniuses he amassed 
in Continuity’s ten years. While many of its creative staff moved on to 
more prolific projects, each artist interviewed 
for this article all contributed to Continuity 
at the start of their careers, giving them a 
firm foundation on which they now stand.

And for the dedicated fans of Continuity 
Comics, there is always hope that the unfinished 
chapters of Deathwatch 2000 and The Rise of 
Magic will finally see the light of day.
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One of the many unsung heroes of comic books was Continuity’s own Ernesto Infante. Recommended by famed 
artist Romeo Tanghal, Sr., Infante was a Filipino cartoonist who began working for DC Comics in the 1980s. 
The artist would make a mark for himself on titles like Megalith and Ms. Mystic. Unfortunately, some of his greatest 
work for Continuity still remains unpublished… until now. BACK ISSUE is grateful to Peter Stone and Continuity 
Studios for sharing these original pages by Infante from The Rise of Magic. “It was as close to a religious experience, 
opening those boxes, because when they came in from DHL, it was 
amazing,” beams Stone. “Infante understood everything! It had to be 
like Denny O’Neil working with Neal—he would just say something, 
he could ask for anything! In Samuree, I asked for the land of the 
Egyptian gods, and basically it’s an Egyptian city underground, and 
reversed on top of it is the same continuing city. So they live in this 
world where they can fly, and fly around and do all sort of crazy 
stuff, and I could ask for that, and he would give it to me!”

IN MEMORIAM: ERNESTO INFANTE 1957–2011

STEVEN WILBER is a storyteller on canvas and educator 
in the classroom, based in Boston, inspired by his 
growing 30-plus-year collection of comic books. 
Steven would like to thank his aunt who helped start 
his love of Continuity Comics with frequent trips to 
the comic store at the mall. 






