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League Of Regrettable Superheroes

Introduction: The
Enduring Charm of
Superhero Failure

When we think of superheroes, iconic names
like Superman, Batman, and Spider-Man
instantly come to mind. These characters have
defined pop culture for generations, their
stories refined through decades of creative
storytelling. But behind every successful
caped crusader lies a graveyard of forgotten
experiments—characters that were bizarre,

poorly conceived, or simply ahead of their
time. This peculiar pantheon of misfits has
been lovingly collected and chronicled in a
book t i t led League Of Regrettable
Superheroes, written by Jon Morris. The
work serves  not  only as  a  humorous
retrospective but also as a fascinating case
study in what happens when creativity goes off
the rails. This article dives deep into the world
of regrettable superheroes, exploring why they
failed, what they reveal about the comic book
industry, and why modern readers are drawn
to these glorious mistakes.



The League Of Regrettable Superheroes is
more than just a list of oddballs; it is a
testament to the fact that innovation often
comes with casualties. From the 1930s Golden
Age to the modern era, publishers flooded
newsstands with characters that were
ridiculous, offensive, or just plain confusing.
These heroes were born from deadlines,
desperation, and sometimes sheer delirium.
Yet, they hold a unique place in history—they
remind us that the road to greatness is paved
with blunders. Let us explore the hallmarks of
these regrettable heroes, the cultural context
that produced them, and the lessons modern
storytellers can learn from their spectacular
failures.

What Defines a
Regrettable Superhero?

Not every obscure superhero qualifies as
"regrettable." The term implies a certain level
of cringe-worthy execution, ill-conceived
powers, or a complete misunderstanding of
what makes a hero appealing. Characters from
the League Of Regrettable Superheroes
often share common traits:

Ridiculous Premises: Heroes whose
powers or origin stories defy logic even
within the flexible rules of comics. For
example, a hero who gains powers
from eating a specific brand of cereal
or one who is simply a ghost in a
tuxedo.
Poor Timing: Characters introduced at
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the wrong moment—such as a pacifist
hero during World War II or a grim
vigilante during the lighthearted Silver
Age.
Offensive Stereotypes: Many
regrettable superheroes are
cringeworthy because they rely on
ethnic caricatures, outdated gender
roles, or clumsy attempts at diversity.
Unintentional Humor: The gap
between the creators' serious intentions
and the absurd execution creates a
comedic effect that makes these
characters memorable for all the wrong
reasons.
Short Lifespan: Most failed
superheroes appeared in only one or
two issues before being forgotten, only
to be rediscovered decades later by

collectors and fans of the bizarre.

Morris's book categorizes these heroes into
eras, showing how each decade produced its
own unique brand of regret. The Golden Age,
for instance, had a surplus of "mystery men"
with generic names and derivative powers.
The Silver Age brought outlandish sci-fi
concepts, while the Bronze Age tried to be
relevant but often missed the mark. The
League Of Regrettable Superheroes is a
time capsule of these missteps.

Notable Members: A
Rogues' Gallery of
Failure



The Golden Age: Grotesque and
Gimmicky

The 1930s and 1940s were a wild west for
comics. With no established rules, publishers
experimented wildly. Some highlights from
this era that belong in the League Of
Regrettable Superheroes include:

The Eye: A giant floating eyeball with
a human body? Yes, this hero was
literally a disembodied eye that fought
crime. His power? He could see things.
Not exactly thrilling.
Doctor Hormone: A scientist who
invented a "hormone ray" that could
change people's ages. He battled
villains by turning them into babies or
old men. The concept, while
interesting, was executed with a bizarre

lack of utility.
Fantoman: A hero whose superpower
was being able to make himself
invisible in shadows—making him
essentially a person who stands in the
dark. He also wore a ridiculous green
suit.
Rocket Man: No, not the Elton John
song. This hero wore a crude rocket
backpack and flew around, but he had
no other abilities. He was basically a
guy with a fire hazard on his back.

These characters fail because they take a
single idea without considering how that idea
translates into a compelling story. A giant eye
might be visually striking, but it has no
personality. Doctor Hormone's power is too
specific to sustain a series. The League Of
Regrettable Superheroes teaches us that a
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good concept needs more than novelty—it
needs depth and relatability.

The Silver Age: Cosmic Weirdness
and Bad Marketing

By the 1950s and 1960s, comics were
recovering from moral panics and adapting to
new readerships. The rise of science fiction
led to bizarre superheroes like:

The Human Flying Saucer: A man
who could transform into a flying
saucer. He was an alien himself, trying
to protect Earth, but his primary ability
was just "be a disc."
Mighty-Man: A hero whose power
came from a special serum, but he was
a pale imitation of Superman with a
costume that looked like pajamas. He

lasted exactly one issue.
Captain 3-D: A hero who could see in
three dimensions. In a time when 3-D
movies were a fad, this character
seemed like a cheap tie-in. His
adventures were published in 3-D and
his power was essentially depth
perception.
Brother Power the Geek: A
mannequin brought to life by a
lightning strike. He became a
wandering hippie-like hero who
spouted counterculture slogans. He was
too weird for mainstream audiences
and only appeared in a few issues.

The Silver Age saw publishers trying to latch
onto trends, often with embarrassing results.
The League Of Regrettable Superheroes
entry for this era highlights how desperate



attempts to be "with it" usually flop. Captain
3-D was a gimmick that couldn't sustain a
narrative; Brother Power tried to capture the
hippie movement but felt forced.

The Bronze Age and Beyond: Trying
Too Hard to Be Relevant

In the 1970s and 1980s, comics attempted
social relevance, leading to characters that
now seem painfully dated or misguided.
Examples include:

The Black Bomber: A white man
who, when angry, turned into a Black
superhero with super strength. The
concept was meant to address racial
issues but came off as deeply offensive
and ignorant.
Prez: Known as "First Teen President,"

this hero was literally the President of
the United States—a teenager who
fought evil while governing. The series
was bizarre and short-lived.
Dogwelders: A group of heroes who
could communicate with dogs and weld
things? The combination was absurd,
and the characters never caught on.
Spangle: A patriotic hero who wore a
costume covered in stars and stripes but
had no clear powers. He was basically a
mascot.

The Bronze Age era of the League Of
Regrettable Superheroes shows that good
intentions do not equal good execution. The
Black Bomber, while perhaps well-meaning,
was a terrible approach to representation. Prez
tried to merge politics and superheroics but
felt too implausible even for comics. These
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failures underline the importance of cultural
sensitivity and coherent world-building.

Why Do We Love
Regrettable
Superheroes?

In recent years, the League Of Regrettable
Superheroes has gained a cult following.
Books, blogs, and podcasts celebrate these
failed heroes. Why are we so drawn to them?
Several reasons emerge:

Nostalgia and Camp: The sheer1.
absurdity of these characters evokes a
sense of fun. They remind us of a time
when comics were less polished and
more experimental.
Historical Insight: Regrettable2.

superheroes reflect the social attitudes,
marketing fads, and creative limitations
of their time. They are time capsules of
poor judgment, but also of innocence.
Humor and Schadenfreude: It’s fun3.
to laugh at failure, especially when it’s
harmless. These characters provide
comic relief without hurting anyone.
Appreciation for Risk-Taking:4.
Modern comics are often safe and
corporate. The League Of
Regrettable Superheroes honors the
willingness to try something, even if it
fails spectacularly.
Underdog Charm: There is a certain5.
affection for the underdog. These
heroes never got their moment in the
sun, and fans enjoy giving them a
belated spotlight.



Moreover, the internet age has allowed these
forgotten characters to resurface. Memes, fan
art, and ironic edits keep them alive. The
League Of Regrettable Superheroes might
not be a team that ever existed in canon, but it
has become a virtual community of failures
that we celebrate together.

Lessons for Aspiring
Creators

Studying the League Of Regrettable
Superheroes offers valuable takeaways for
writers, artists, and game designers:

Treat Your Concept with Respect:
Even a ridiculous power can work if
the character is written with sincerity.
Many regrettable heroes failed because

the creators themselves didn't take the
character seriously.
Avoid Gimmicks: Trends come and
go. Building a character around a fad
(like 3-D or flying saucers) guarantees
obsolescence.
Cultural Competence Matters:
Understand the cultures you are
representing. A well-intentioned but
ignorant portrayal will age terribly.
Keep It Simple but Not Shallow: A
simple power can be great (e.g., flight,
strength), but it needs a personality to
back it up. The Eye had a simple power
but no depth.
Test Your Idea: Bounce it off a friend.
If they laugh when you're being serious,
you might have a regrettable superhero
in the making.
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The League Of Regrettable Superheroes
also reminds us that failure is a necessary part
of creativity. Every iconic hero was preceded
by dozens of duds. The industry would not
have evolved without these experiments.

The Legacy of the
League

Jon Morris's book has spawned a renewed
interest in these characters. Some have been
revived in modern comics as ironic cameos.
For example, characters like The Eye or
Dogwelders have appeared in alternate
universe stories or as background Easter eggs.
Marvel and DC occasionally dust off old
properties for a laugh or to fill a storyline. The
League Of Regrettable Superheroes has
also inspired similar compilations, such as

"The League of Regrettable Sidekicks" and
"The League of Regrettable Super-Villains,"
also by Morris. This franchise of failure has
become a genre unto itself.

Fur thermore ,  the  term "League Of
Regrettable Superheroes" has entered pop
culture lingo. Podcasts use it as a title for
episodes that review obscure heroes.
Conventions hold panels where fans dress up
as the worst superheroes imaginable. The
concept has transcended its original book to
become a celebration of comic book
weirdness. In a way, these characters have
finally found their purpose: to entertain us not
through heroics, but through their delightful
incompetence.



Conclusion: A
Celebration of Flawed

Greatness

The League Of Regrettable Superheroes is
not a mockery of comic book history; it is a

love letter to the creative spirit. These heroes
failed, but they did so with flair. They
represent the risks that publishers and creators
took in a medium that was still finding its
foot ing.  By s tudying them, we gain
perspective on what makes a superhero truly
work—and what makes them gloriously fail.
So the next time you


