
 
When a family crash-lands on a backwater planet, they discover an ancient 
civilization of incredible secrets that could power the galaxy or destroy it.  To 
protect these secrets they wake the guardians of the planet, THE HERCULOIDS!



 
 



THE HERCULOIDS 
 
The adventures of the new Herculoids are told through the eyes of Dorno, the 
young son of field scientists, Zandor and Tara.  It’s the impulsive kid who finds a 
way into the overgrown ruins that leads to the discovery of an almost mystic, alien 
technology and the resurrection of the Herculoids themselves.   
THE HERCULOIDS is lightened with plenty of character based comedy but at its 
heart it’s an action-filled series that mixes the wonder of an Edgar Rice Burroughs 
pulp adventure with the excitement and concepts of modern science fiction and 
comic book blockbusters.  Each episode is self-contained but with threads to a 
greater mystery and overarching story. 
The original series is only a jumping off point for this version.  There’s more 
personality, more action and an interesting backstory that will provide a variety of 
story premises. 

 



THE
 HUMAN HERCULOIDS 

 
DORNO  
The kid is impulsive, brash and self-centered.  He has 
no trouble generating a full on martyr complex about 
being uprooted from his friends, neighborhood and 
planet just so his parents could follow a tenuous lead 
to the legendary planet, AZMOT.  He has no interest in 
the scientific pursuits of his parents.  He never sees 
the big picture so protecting the welfare of the galaxy 
is a bit abstract for him. 
Of course, his burdens became easier to bear once he 
got a rock ape and a dragon for “pets.”  Actually, the 
Herculoids have human level intelligence and dote on 
him like loving aunts and uncles, but only the normally 
cautious amoeboid, GLEEP, agrees to be his partner in crime when there’s 
mischief to be done.  In truth, it’s more like Dorno drags the reluctant creature 
into his misadventures.  Dorno can sense the gist of the little amoeboid thoughts 
and those of the other Herculoids through the telepathic necklace that was found 
in the ruins.  Similar cybernetic jewelry lets his whole family communicate with 
the creatures. 
Dorno loves and respects his parents even though he’s constantly pushing the 
boundaries of their authority.  He has the amazing ability to become bored on a 

planet filled with bizarre and dangerous animals, 
breathtaking vistas and under constant threat of alien 
invasion.  Hence, when he should be gathering food, he 
is more often poking into places and things that he 
shouldn’t.  Seven out of ten times, he blunders into a 
situation that generates the jeopardy of the episode. 
 
ZANDOR 
As an archaeologist, Zandor can be oblivious to 
everything around him, lost in the artifacts and 
structures of ancient cities.  He can be a bit absent-
minded and a romantic dreamer. 
As a father he is equal parts frustrated, exasperated, 
amused and proud.  Dorno is a handful and a half but it 
is hard for Zandor to be a disciplinarian because he 
feels guilty for dragging his son away from their home 
planet.  Plus, Dorno’s misadventures often lead to some 
amazing discoveries.  However, he’s still a dad so 



Dorno never gets away with anything because Zandor knows how dangerous the 
planet can be. 
As a guardian of Azmot, Zandor is more courageous and heroic than Dorno 
could ever have imagined back home.  The Herculoids take their orders from him 
and Tara.  Both adults treat the Herculoids like equals, listening to their concerns 
through their telepathic jewels.  Zandor is closest to the rock ape, IGOO, trusting 
him to lead the other beasts when necessary. 
 
TARA 
What’s an anthropologist/explorer/mother to do?  Answer: pretty much keep her 
family alive on a hostile world and kick serious alien butt when necessary.  Tara 
is the most organized of the family and, like many moms, the default 
disciplinarian.  But she will knowingly take the biggest physical risks of any of 
them.  She’s the one diving off the cliff to grab onto a vine that can barely be 
seen.  The entire family, including the Herculoids, knows not to mess with her. 
As an anthropologist, she interprets Zandor’s 
discoveries into a working knowledge of the ancient 
race that is mostly a loose web of guesses and 
hunches.  Much of her time is spent studying and 
trading with the living cultures of the planet, the 
tribes of seemingly primitive people inhabiting the 
countryside around them.   
Tara is an idealist.  From what she can understand 
of the Ancients, they sought to understand the 
workings of the universe and bend them to their 
needs without destroying them.  When her family first 
explored the alien ruins, they unwittingly exposed the 
power of that ancient technology to the galaxy.  She 
was the first to point out that it is their responsibility 
to see that such power is not used for harm.  They 
have to fight to protect the planet like the creature 
guardians they resurrected.  They are the new 
Herculoids. 
 



THE
 BEASTIES 

Although each of the creature 
Herculoids have humorous 
personality quirks, as a group they 
are completely serious about 
defending planet Asmot and the 
human members of the team.  
When it comes to fighting, their 
strength and courage is as 
breathtaking as any superhero 
battle.  Zandor, Tara, and Dorno all 
wear what appears to be jewelry 
but is actually advanced 
technology that lets them 
understand the guardian creatures 
although the audience does not 
hear words. 
 
IGOO 
The giant, silicon-based ape might as well made of rock.  He is certainly as strong 
and as tough as you’d expect such a creature to be.  Although he doesn’t speak 
words, he carries himself in the attitude of the cool, high school jock, which is 
pretty funny considering his gorilla/boulder looks.  He prefers jumping into action 
more than any kind of plan so it’s good that he’s nearly indestructible.  Igoo sees 
himself as the natural leader of the Herculoids.  Of course, none of the other 
creatures see him that way although they will defer to him in battle. 

 
 
 

ROK 
In many ways, Rok resembles a Chinese 
dragon, serpentine and a little cat-like, but Rok 
can shoot energy bolts from her eyes and tail.   
Rok is narcissistic and enjoys spending time with 
anything shiny that lets her see her own 
reflection.  She’s sort of the uppity cheerleader to 
Igoo’s jock except that when he shows off for her 
she could care less.  She plays up to Zandor like 
an amorous cat even to the point of acting guilty 
when Tara shows up.  Zandor is oblivious to this 
other than when she gets in his way. 



 
GLOOP and GLEEP 
These amoeboids are the strangest members of the 
team.  They can stretch or shrink to take on 
practically any shape and can change their 
consistency from tough rubber to drippy syrup.  
GLOOP has a strong parental instinct and is the one 
most likely to check on Dorno and Gleep in the midst 
of a battle.  She has a close relationship to Tara, like 
mothers comparing child-rearing notes.   
On its own, GLEEP, would be a shy, timid creature 
but his close friendship with Dorno sucks him into 
the center of all sorts of misadventures.  The two 
kids are the closest of friends. 
 
 

 
THUNDRO 
He’s a six-legged, armored, stegosaur-like, giant who shoots explosive rocks out 
of his nose.  What’s not to like? 
Well, he’s incredibly stubborn and rather eat than do anything else.  It’s actually 
important that he consume certain “fire flower” plants because his metabolism 
turns them into the explosive projectiles he shoots out of his horn but he uses that 
as an excuse to gorge himself. 
Dealing with Thundro is like trying to 
get a mule to move.  It’s a matter of 
using a carrot and a stick, except 
sticks just break against his hide, like 
just about anything else. Good thing 
he’s ticklish or they might never get 
him to move. 
 
 
 
 
 
 
 



 

THE
 STORIES 

When exploring the alien ruins, Dorno’s family not only discovers the Herculoids 
but they also activate something in the ancient technology that has devastating 
results.  An energy wave is released that destroys a planet by turning it into a 
miniature sun which then goes nova.  This event is monitored by several 
civilizations that trace the wave back to Azmot. This brings unwanted attention to 
the home of the Herculoids because some wish to harness that power for 
militaristic purposes.  Several reoccurring antagonists fall into this category. 
Imagine a barrel of monkeys banging on the keys of a Pentagon command 
computer.  Eventually, they’ll type all the works of Shakespeare and start a 
thermonuclear war.  That’s the risk with exploring the alien ruins.  Hidden within 
the primitive looking stonework may be teleportation devices, time machines, 
mind control systems or normally harmless devices that have a terrible effect on 
human physiognomy.  Many times Dorno’s curiosity is his own worst enemy. 
Azmot is an inhabited planet.  Although the people seem primitive, some still 
have access to the old technology.  Some tribes help the family while others are 
angry that Zandor is defiling their sacred ruins and attracting enemies from other 
worlds. 
No matter where a premise starts, every episode features action set pieces that a 
scifi/pulp excitement to them.  Complications occur at a breathless pace and 
feature sense of wonder moments that remind us that flying dragons and rock 
apes are not mundane animals.  The stories are filled with character comedy and 
over the top action but at the core the series showcases a family pulling together 
to do something important.  The action and humor is never mean spirited but 
thrilling and even inspiring. 
 


