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General He-Man 

Notes 
              
 

- The Recipe for He-Man (when it comes to inspirations, influences, references, and 
genre): 

o 1 Cup of Sword & Sorcery: 

▪ Source: Conan the Barbarian, John Carter of Mars, and Dungeons & 
Dragons. 

▪ Flavor: Barbaric warriors, magical castles, and mystic swords. 
▪ Purpose: This gave He-Man his heroic, muscular aesthetic and the 

mystical world of Eternia, complete with sorcerers, dragons, and 
ancient prophecies. 

o 1 Cup of Science Fiction Pulp: 

▪ Source: Flash Gordon, Star Wars, Buck Rogers. 
▪ Flavor: Lasers, spaceships, high-tech villains, and alien creatures. 
▪ Purpose: Created the techno-magical hybrid feel of Eternia—where 

spaceships fly past medieval castles and androids battle sorcerers. 
o ½ Cup of Superhero: 

▪ Source: Superman, Captain Marvel (Shazam). 
▪ Flavor: Secret identities, capes, moral codes, and epic power struggles. 
▪ Purpose: Adam’s transformation into He-Man gave the show a 

superhero arc, making him a symbol of inner strength and courage. 
o ½ Cup of Toy Visual Spectacle: 

▪ Source: Mattel’s toy designs and marketing. 
▪ Flavor: Color-coded heroes and villains, exotic vehicles, playset-ready 

locations. 
▪ Purpose: Ensured every character and item could double as an action 

figure or accessory, leading to huge merchandising success. 
o ¼ Cup of Saturday Morning Morality: 

▪ Source: 80s children’s programming ethics. 
▪ Flavor: End-of-episode moral lessons and clear good-vs-evil stakes. 
▪ Purpose: Made the show parent-friendly and gave it a perceived 

educational value, increasing its longevity and appeal. 
o ¼ Cup of Campy Humor: 

▪ Source: Hanna-Barbera-style cartoons and comic relief tropes. 
▪ Flavor: Orko’s antics, over-the-top villain laughter, pun-heavy 

dialogue. 
▪ Purpose: Balanced the action and gave younger viewers something to 

giggle at. 
o A Pinch of Mythological Archetypes: 

▪ Source: Joseph Campbell, Greco-Roman and Norse myth. 
▪ Flavor: The hero’s journey, magical relics, gods and demons. 
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▪ Purpose: Tapped into timeless storytelling patterns that subconsciously 
resonate with audiences. 

- Fan Cast (in order of most expensive/popular A-listers to lesser-known actors/new talent): 
o Prince Adam = Cole or Dylan Sprouse/Jacob Elordi 
o He-Man = Armie Hammer/Austin Butler/Alan Richtson/Jake Weary 
o Teela = Thomasin McKenzie/Cailee Spaeny/Maddie Hasson 
o Duncan = Jeffrey Dean Morgan/Anson Mount/Michael Cudlitz 
o Orko = voice by Jack McBrayer 
o The Sorceress = Amy Manson/Tuppence Middleton 
o Keldor/Skeletor = Bill Hader/Alan Tudyk/Toby Stephens/Michael 

Stuhlbarg/Patrick Fischler 
o Evelyn/Lynn = Lena Headey/Ana de Armas/Eva Green/Carice van 

Houten/Sophie Thatcher 
o King Randor = Aaron Eckhart/Kevin Durand/Clive Standen 
o Queen Marlena = Keri Russell 
o Ram Man = Brock Lesnar/The Big Show 
o Stratos = Noah Segan 
o Man-E-Faces = Alan Tudyk 
o Mekaneck = Matthew Del Negro 
o Moss Man = (practical FX & Voice) Toby Kebbell/Shane Rangi 
o Fisto = Joe Manganiello/Kristofer Hivju/Manu Bennet 
o Roboto = Mo-cap by stunt double/voice by Jack McBrayer 
o Clamp Champ = Tramell Tillman/Isaiah Mustafa 
o Buzz-Off = Mo-cap stunt double/voice by 
o Ra’qazz = (practical FX/Mo-Cap & Voice) Terry Notary  
o Trap Jaw = Nathan Jones 
o Tri-Klops = Jed Brophy 
o Whiplash = stunt double/voice by  
o Evilseed = stunt double/voice by Michael Wincott 
o Webstor = stunt double/voice by Charlie Adler 
o King Grayskull = Dolph Lundgren/Holt McCallany 
o Gwildor = Warwick Davis/Martin Klebba 
o Philip = Jake Picking 

- Defenders of Eternos Roster: 
o Man-at-Arms Duncan Haldran 
o Teela Haldran 
o Stratos 
o Ram Man 
o Man-E-Faces 
o Mekaneck 
o Clamp Champ 
o Roboto (initiated during Guardians of Grayskull) 
o Moss Man (initiated during Guardians of Grayskull) 
o Buzz-Off (initiated during Guardians of Grayskull) 
o Fisto (recruited during He-Man 2) 

- Roboto Skills & Abilities: 
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o Rotary laser cannon 
o Melee weapons (swords, axes, etc.) 
o Claw/pincers like Clamp Champ’s 
o Red double-barreled missile launchers  
o Transparent Chest Gear Drive: His iconic rotating inner mechanisms could 

power up special attacks, or serve as a visual cue when he’s charging or 
analyzing data. 

o Modular Armature System: Each forearm can transform into different 
modules: 

▪ Plasma Bore Cannon – High-energy, short burst weapon capable of 
piercing armor. 

▪ Electro-Net Projector – Entangles and stuns enemies like a cybernetic 
bola. 

▪ Nano-Weld Torch – Doubles as a precision repair tool or short-range 
weapon. 

▪ EMP Pulse Arm – Disrupts magic-based or technomagical systems 
(great against Horde bots). 

▪ Omni-Shield Generator – 
Deployable energy shield that can be configured for personal use or 
extended to defend allies. 

▪ Tactical HUD Interface – 
Projects holographic combat data, threat maps, or mystical energy 
signatures in battle—also serves to link with Duncan’s command hub. 

▪ Sentient AI Core – 
Duncan may have integrated a fragment of Man-E-Faces’ ancient AI 
tech or even a techno-spirit matrix gifted by an Etherian queen, giving 
Roboto evolving consciousness. 

▪ Battle Voice Modulator – 
Can emit disorienting sonic pulses or mimic enemy communications. 

• Transforming Arm Weaponry (Cybertronian Influence) – 
Arms seamlessly shift into heavy artillery or utility tools—fluid 
and biomechanical, like a less “blocky” version of a 
Transformer. 

• Self-Repair Nanoforge – 
Uses stored energy and spare matter to heal minor damage over 
time (though not during heavy combat). 

• Technomagic Resistance – 
His circuitry is resistant to most sorcery due to a hybrid design 
that grounds magical surges. 

• AI-Guided Strategy Protocols – 
Processes battlefield data in real-time to suggest tactical 
maneuvers, like an onboard Duncan or Man-at-Arms combat 
advisor. 

• Moral Awareness Subroutine (The “Adam Protocol”) – 
Optional feature installed by Adam—teaches Roboto 
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compassion and empathy. May be the seed for his sentience and 
eventual “soul.” 

▪ Vehicle Mode Options (Cybertronian-Inspired): 

• Artillery Turret/Mortar Crawler: 
o Description: Roboto transforms into a heavy support 

weapon with deployable treads, stabilizers, and a 
retractable plasma mortar or long-range railgun. 

o Use: Great for holding ground or laying siege; could be 
the turning point in the Midpoint battle. 

o Personality Symbolism: Feels “distant” from the team—a 
literal war machine. 

• Sky-Sled/Hoverbike Hybrid: 
o Description: Roboto reconfigures into a sleek, armored 

hovercraft, reminiscent of the Eternian Sky Sled but 
bulkier and armed with dual cannons. 

o Use: Provides fast transport, scouting, and air support. 
Can eject into battle in midair, Iron Man-style. 

o Personality Symbolism: Represents Roboto’s evolution 
into a team player—carrying others. 

• Mobile Command Walker: 
o Description: A quadrupedal battle walker, similar to a 

small AT-ST, with anti-air turrets and a mounted radar 
dome. 

o Use: Good for both combat and tactical data relays. 
Might be used by Duncan remotely before Roboto gains 
autonomy. 

o Personality Symbolism: Emphasizes his role as a 
“bridge” between human and machine warfare. 

• Technomagical Tank Mode (Experimental): 
o Description: A hybrid of tank and siege engine, featuring 

arcane runes carved into his armor, and a magical cannon 
that fires enchanted shells. 

o Use: Maybe reserved for the final act when the stakes are 
high and Roboto taps into the mysterious power source 
Adam unknowingly awakened in him. 
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