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Editorial 
 
Welcome to the longest TLM ever, the 
delayed gaming edition.  This month 
features articles on gaming from Archie 
Black, Carl Cross and Emily Barwell, 
detailing their experiences. 
 
There is also a look at some examples of 
tabletop gaming and online games, as well 
as a brief look at how reading and gaming 
can be tied together. 
 
This months‟ Eight Questions With... 
section is with Warhammer author James 
Swallow.  There is also an introduction to 
the webcomic Weregeek by Alina Pete. 
** 
 
Games Workshop Games Clubs in 
Libraries 
By:    Archie Black, Principal Librarian: 

Children‟s, Young People‟s 
Services and Schools, London 
Borough of Redbridge 

 
In the London Borough of Redbridge 
Library Service, we run several clubs and 
groups for young people, including some 
Games Workshop Games Clubs.  Our 
largest has been running since early 2003, 
so we clearly think it‟s a pretty good idea.  
I shall now attempt to tell you why! 
 
Games Workshop is a British company 
which produces a range of table-top war 
games and toy soldiers which are used to 
play the games.  This is a sociable hobby, 
very popular among teenage and pre-teen 
boys, although some girls are also 
enthusiasts.  The games have high literacy 
content and number skills are used when 
playing.   Making and painting the models 
used for the game is an absorbing craft 
hobby. 
 
Of the three main games, one is set in a 
fantasy world, one in a science fiction 
world, and one in the world of J.R.R. 
Tolkien‟s Lord of the Rings.  The latter 
clearly connects to literature; the two 
others have spawned a large number of 
connected novels and graphic novels, 
which issue well from library stock given 

the context of the club.  
 
Although there is some capital investment 
needed in setting up, our club has been 
pretty well self-sustaining because the 
youngsters are happy to pay a small 
contribution on club nights, which then 
goes to provide paint, accessories and 
prizes.  We have small collections of toy 
soldiers so that beginners can try the 
hobby out (think library snakes and 
ladders board or chess set…), but largely 
the youngsters use their own collections to 
play.  The hobby is undeniably rather 
expensive, however, I know that some 
lads were helped a great deal by the fact 
that we were able to lend them models 
and provide the paint needed to do their 
own models, while they saved pocket 
money for the next box of toy soldiers! 
 
Our club has given rise to teenage boys 
taking part in writing competitions, painting 
contests, and games tournaments.  It has 
helped encourage this sometimes difficult 
to engage with group to continue as active 
library members.  We have also, within the 
club, been able to provide appreciated 
volunteering options, where older 
members are able to mentor beginners, 
help with setting up and putting away and 
do craft projects for club rather than 
personal benefit.  This has helped with 
Duke of Edinburgh Award requirements for 
some of the youngsters.  It has been very 
rewarding to see teenagers from different 
schools and backgrounds united in a 
community of interest as a result of our 
club. 
 
If you would like more information about 
my experiences (which can give rise to 30 
teenage boys coming to the library for a 
book-related activity!) My e-mail is 
archie.black@redbridge.gov.uk  .   
 
Games Workshop has an extremely well-
developed community outreach scheme 
and also provides an information toolkit for 
people wanting to start wargaming groups 
and also a specialised Library document 
for Librarians wishing to start such a 
group.  

http://www.teenlibrarian.co.uk/tlm.html
mailto:archie.black@redbridge.gov.uk
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The documents are available to download 
here:  http://tinyurl.com/627au6  
 
Their Community Coordinator, Bek 
Hawkby, can be contacted on 0115 900 
4821, 07826 911 555, or 
bek.hawkby@games-workshop.co.uk.  
 
http://www.games-workshop.com  

** 
 
WizKids  
 http://www.wkgames.co.uk/  
 
WizKids is best known for its collectible 
miniatures games (or CMGs) Mage 
Knight, HeroClix, MechWarrior and 
HorrorClix, all of which make use of the 
company's patent pending "Clix" system, 
in which the changing combat statistics 
and abilities of each figure are indicated by 
a turnable dial inside the base underneath 
the figure. Their latest CMG is Halo 
ActionClix (based on the console game 
Halo), released in August 2007. 

** 
Tabletop Gaming 
 
The term „tabletop game‟ is a general term 
used to refer to board games, card games, 
dice games, miniatures war games, tile-
based games and other games that are 
normally played on a table or other flat 
surface. The term is used to distinguish 
these types of games from sports and 
video games, which today enjoy more 
popularity.  
 
Collectable Card Games 
 
Collectible card games (CCGs), also 
called trading card games (TCGs) or 
customizable card games (CCGs), are 
played using specially designed sets of 
cards. 
One of the best-known CCGs of the 
moment is Yu Gi Oh.  Yu Gi Oh is based 
on a Manga that was turned into an Anime  
series, a number of video games, as well 
as a massively popular CCG. In the UK 
the trademark for Yu Gi Oh is held by 
Upper Deck Entertainment (UDE) and they 
can provide training packs for people who 
are interested in becoming registered Yu 
Gi Oh judges, as well as providing support 
for CCG Clubs.  UDE also own the CCG 
version of World of Warcraft, the popular 
massively multiplayer online roleplaying 
game (MMORPG). 
 
Other popular CCGs include:  Magic:  the 
Gathering, Naruto CCG, Vampire:  the 
Eternal Struggle and Dragon Ball Z CCG. 
 
 
 
 

Dungeons & Dragons 
 
D&D is one of the most recognized and 
imitated tabletop turn-based gaming 
systems in the world; it will also turn you 
into a magic user, imperil your soul and 
drive you to suicide (if you believe what 
some people have to say about it).  D&D is 
actually almost perfectly designed for a 
Library setting, a group of people sitting 
quietly (usually) around a table, rolling a 
dice to move and with a Dungeon Master 
(DM) setting the pace and storyline. 

** 
Wargaming in Rutland Libraries 
By:   Emily Barwell, Extended Services 

Librarian      Rutland Library 
Service 

 
The first time I ever heard about 
Wargaming, let alone clubs being run in 
libraries, was when I came across a very 
old advert for a “Lord of the Rings” event 
at a library whilst trawling the web for 
something else. This garnered vague 
interest, but I thought nothing more of it 
until getting an email a few weeks later 
about a Warhammer introductory session 
for librarians at Redbridge Library in March 
last year. The bonus was that it was free 
and we would only need to pay for train 
fares… a serious consideration in an 
authority as small as ours. Naturally, I felt 
this was somewhat prophetic and decided 
to go and have a look! Little did I know that 
decision would lead to one of the busiest 
and most rewarding periods of time for me 
in Rutland Libraries. 
 
   The Redbridge event was definitely an 
eye-opener. Luckily there were 
representatives on hand from Games 
Workshop (who produce the games) to 
explain everything and Archie Black from 
Redbridge Libraries explained how he ran 
his club. One demo game later and I could 
see how addictive it could be for children 
and how much the act of looking up rules 
and adding up moves could really improve 
literacy and numeracy. There was the 
added benefit of the fiction to go with the 
games that we could push to teens. That 
was the final decision-maker for me - I 
went from a semi-sceptic to a convert and 
mentally made plans to start a club in 
Rutland in the coming December. 
 
   Plenty of time then to put together some 
ideas and get things sorted you might 
think… not so! There is a lot to think about 
when setting up a club. Unless you have a 
separate room to hold it in, you will need 
moveable shelving to clear a space in the 
library. I also needed funding to get some 
start-up Rulebooks and a few models. By 
the time I bought craft knives, a cutting 
mat, paints for scenery making, protective 

http://tinyurl.com/627au6
mailto:bek.hawkby@games-workshop.co.uk
http://www.games-workshop.com/
http://www.wkgames.co.uk/
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plastic for the carpet, glue and safety 
goggles (all from ESPO) and some start-
up Black Library fiction titles, the bill was a 
little over £250. We managed to find an 
old trolley to hold all the stuff, and luckily 
we had a set of wipeable fold-down tables 
we could easily get out at each meeting. 
Bek Hawkby from the Games Workshop 
Community Team was very helpful and 
started us off with some paints and a bit of 
scenery which was also very welcome. It 
was extremely important to get support 
from other staff members and I also 
needed to get someone to help me with 
the club as our library assistants were 
already timetabled to the nearest minute, 
so my best bet was a volunteer. 
 
   Three weeks after the Redbridge event I 
was busy on the enquiry desk with my 
poster advert for a volunteer when a 
young lad saw it and came up to me and 
asked “are you running a Warhammer 
Club then?”. I was a bit reticent to answer 
in the positive at that point as I still hadn‟t 
secured funding or got any help, but I told 
him that one would be starting at 
Christmas if everything went to plan. Word 
of mouth being what it is, I had nearly 
thirty boys between 11 and 15 signed up 
before another month was out – and I 
hadn‟t advertised anything yet! After a lot 
of badgering from kids it became apparent 
at that point that December was too far 
away, and I ended up rushing everything 
through to start the club for August School 
Holidays! Right from the start we‟ve had to 
maintain a waiting list system for 
membership, and a year later I still dare 
not advertise or publicise too much. 
 
   I was incredibly lucky to get my 
volunteer involved, who is an avid gamer. 
Interestingly it was the CRB timing that 
was the sticking point for the club start 
date, so I would recommend getting 
volunteers involved as early as possible in 
the process. My volunteer was able to 
make very helpful suggestions right from 
the start about running the club, 
tournaments, appropriate membership 
levels and suggestions for special events. 
There was no way I could learn enough 
rules in time, so it was he who ran the 
games on the big day while I supervised 
the painting and terrain making. I‟ve since 
managed to get a second volunteer, you 
definitely need at least two adults doing 
this, and we wouldn‟t be able to run this 
club without our volunteers. Experience 
has shown that 30 kids is a reasonable 
membership base, any bigger and we 
would have problems at holiday events. 
About 13-17 turn up to each two-hour 
meeting and this is OK for two adult 
supervisors, but once a month meetings 
were not enough and we now do two. I 

find it best to meet with my volunteers 
outside of club time to discuss the 
direction of the club and issues with 
members. 
   
   Right from the start the club was to be a 
“proper” club with membership packs 
made of: stickers, bookmarks, newsletter 
„The Rutland Ranger‟, membership cards 
(all made using imagination, Publisher and 
thin card!) and an online forum. Kids get a 
card holder with a clip to wear their 
membership cards as ID badges at the 
club. The kids loved it and the packs were 
popular – newsletters keep kids involved 
between meetings and advertise other 
library events, and this June I had my first 
short story submitted by a member – I 
must admit I was very impressed! The 
forum (I use NING.com) was free to set up 
and I can restrict access to members only 
for safety, but has been slow to take off – 
it‟s the newsletter that is really popular and 
gets posted to members along with any 
competition offers and reading scheme 
items. You must check though GW‟s legal 
disclaimers for their Intellectual Property 
when using logos etc – the GW community 
team were very helpful with this. We do 
charge a £1 sub for each meeting for 
replacement paints, prizes etc, so we are 
self supporting now. I don‟t think it is 
necessary to offer terrain making, but 
model painting will be needed so it isn‟t 
much extra to organise. A good look at 
wargaming terrain forums will show you 
what is possible… we stick to card, 
matchsticks and polystyrene! 
 
We have our 1

st
 Birthday all-afternoon 

event in August and then start our first full 
tournament. We‟ve had to make plans to 
train kids up rule-wise, as it turns out that 
most are not fully conversant, so this will 
be hard work but older members are now 
keen to help out with this. We are in a 
routine now, so everything is fairly easy to 
organise, but writing up the newsletter 
takes up a good many of my lunch breaks! 
It has really helped to have the support of 
the librarian responsible for buying junior 
stock as we recently got a dump bin full of 
BL titles. I can confirm that the fiction has 
really flown out, and that club members 
are broadening their reading habits, but 
you will need to push the fiction hard when 
you‟ve got them cornered to begin with. 
We have had a few problems with one or 
two member‟s models and a codex going 
missing over the year. Unfortunately I‟ve 
come to the conclusion that it is deliberate 
theft, but haven‟t caught anyone in the act 
yet. We are now having to restrict people 
from leaving without everyone checking 
their own stuff for missing items. We have 
had a set of club rules in place from the 
start – this is essential – the most 
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important is that kids must label their stuff 
and that the library won‟t be held 
responsible for it… but kids still won‟t label 
their codexes, be warned! 
 
   Overall it has been a fantastic exercise, 
and though hard work, the results are well 
worth it. The positive feedback and 
inclusivity alone are enough for it to 
continue. I‟ve been asked to investigate 
getting clubs set up in local schools, so 
word is spreading. I‟m currently toying with 
the idea (I‟m also Local Studies Librarian 
here) of using our maps to produce locally-
based terrain features for gaming, which 
would improve mapping and interpretation 
skills – and culminate in a Rutland 
Apocalypse... I know the kids would love 
to nuke the library! I think a lot of 
development is possible, my advice is to 
be creative and enjoy it. If you want more 
information, I recommend the GW guide to 
setting up a library club at: 
 
http://uk.gamesworkshop.com/gamingclub
s/resources/1/   

** 
 
Online Games 
 
MMORPGS  
 
These include World of Warcraft – one of 
the most popular online games in the 
world.  WOW is a subscription only game 
so it is unlikely to be available in Libraries, 
plus the game software takes up over four 
gigabytes of space on a computer hard 
drive and you need a fairly fast broadband 
connection to enjoy the game.  
Runescape is a game set in a fantasy 
world of warring races, ravaged 
landscapes and sinister powers. Having 
chosen an adventurer, players are free to 
find their role within it: to live by the sword 
and face hundreds of enemies, to further 
the storyline in RuneScape's quests, or to 
train in any of a number of skills.  
 
RuneScape can be played directly in your 
browser, requiring no installation. It is also 
free to play, offering everyone the chance 
to explore the involving story and vast 
game area without paying a single gold 
piece! 
 
Virtual Worlds 
 
While not games in the strictest sense, 
virtual worlds have many qualities in 
common with online games.  These 
include online social interaction, 
completing tasks for points or virtual 
currency and losing hours of time in what 
often seems like mere minutes. 
Second Life and its sister site Teen 
Second Life are Internet-based virtual 

reality environments launched June 23, 
2003 and developed by Linden Research 
Inc, which came to international attention 
via mainstream news media in late 2006 
and early 2007. Second Life caters for 
users aged over 18, while Teen Second 
Life is restricted to users aged between 13 
and 18. A free downloadable client 
program called the Second Life Viewer 
enables its users, called "Residents", to 
interact with each other through motional  
avatars, providing an advanced level of a 
social network service.  Residents can 
explore, meet other residents, socialize, 
participate in individual and group 
activities, and create and trade items 
(virtual property) and services with one 
another. 
 
Described as an Internet carnival, Gaia 
Online combines chat, games, discussion 
forums and a virtual world to make it the 
most popular teen hangout on the Web. 
Discussion forums are the heart and soul 
of Gaia and get half a million posts each 
day. Users can upload artwork for others 
to rate, or inhabit an avatar to navigate 
Gaia's virtual world, which is free to use. 
Gaians can earn gold to bling out their 
avatars, simply by playing games, posting  
messages and clicking through the site. 
(Time Magazine) 
 
Hello Kitty Online is not just about 
fighting monsters - there are many 
activities to choose from. Aside from the 
monster-filled adventure areas, players 
can dig for ore in a mine, or range the 
forests to pick fruit from trees. Farming 
allows you to plant, grow and harvest your 
own crops; be sure to take good care of 
your crops so you will have a good 
harvest, and if you have a healthy farm 
you can even show it off to your online 
friends! You can use many other skills like 
cooking, tailoring, making furniture, and 
building houses. 

** 
 
Starting a Gaming Project 
By:  Carl Cross, Childrens Librarian 

South,     Derbyshire 
 
It‟s always an anxious moment when 
you‟re waiting for people to turn up for the 
very first meeting of a new club. All sorts 
of things go through your mind; was there 
enough publicity, did I visit enough 
schools, is anyone even interested in this 
stuff anyway? 
 
It seemed like a good idea at the time to 
put together a group of young people (11-
16) with two expert volunteers to produce 
a video game based around libraries and 
information literacy. 
 

http://uk.gamesworkshop.com/gamingclubs/resources/1/
http://uk.gamesworkshop.com/gamingclubs/resources/1/
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I had found Matthew whose PhD research 
is about how children teach each other 
through electronic games to work with us 
on designing and programming the game. 
We‟d even found a promising new YA 
novelist, Charlotte to work with the group 
on the narrative and dialogue. 
 
I‟d had meetings with managers to work 
out exactly what the game should do for 
the Derbyshire Library Service and we‟d 
come up with a shopping list of aims that 
include “advertising the full range of library 
resources and activities” and “teaching 
young people how to access library 
resources”. 
 
I‟d done some consultation to find out what 
young people think should be in a library 
game. Turns out zombies are pretty 
popular, but thankfully so is a Sim-City 
type approach. 
 
I‟d even bought crisps and pop. 
 
So will anyone turn up? 
 
I needn‟t have worried. In the end we 
needed to bring in more chairs from the 
adult library to cope. 27 members turned 
up eager to get started. One intrepid soul 
had persuaded her parents to bring her 
the thirty miles over the Peak District to 
attend the meeting.  
 
Interestingly, roughly half the group were 
girls, so maybe it won‟t all be about 
zombies after all. 
 
Some came clutching notebook after 
notebook containing character artwork, 
some came especially to work on the 
story, we even had someone who has 
written and recorded some original music. 
 
But there are even more members than 
that, because a design blog has been 
advertised countywide, where everyone 
can share ideas and opinions.  
 
We started by analysing two different 
approaches to games, using freely 
available webgames to see what we could 
learn for our design, a bit like a reading 
group for videogames. 
 
No one wanted the crisps and pop. 
 
Ours will be a long term project. We think 
it will probably take about a year for a 
prototype and three for the full product. 
 
I can‟t wait to see how it turns out. 

** 
 
 
 

Board Games 
 
Board Games have been in many 
Libraries for a long time; Chess Clubs 
were and may possibly still be popular in 
some Libraries.  I have seen old boxes of 
snakes and ladders, tiddlywinks and other 
classic board games in some branch 
libraries I have visited.  Such games are 
still played but usually only as a last resort 
if there is nothing else to do and no 
available computers. However, libraries 
may be able to revive interest in board 
gaming by investing in more modern board 
games such as The World of Warcraft 
boardgame: 
http://www.boardgamegeek.com/game/17
223  
Find out more about modern board games 
at Board Game Geek:  
http://www.boardgamegeek.com  

** 
Reading and Gaming 
 
I have spoken to a number of Librarians 
about their views on gaming and several 
have raised the valid question:  what do 
games have to do with Libraries and 
reading? 
 
The short answer is:  quite a lot actually! 
 
Wizards of the Coast, the owners of the 
Dungeons & Dragons system, has a 
number of worlds on which the games are 
played.  These include:  Toril, the world on 
which the continent of Faerun, the primary 
setting of the Forgotten Realms D&D 
games, is found.  The novels about the 
Drow (Dark Elf) Drizzt Do Urden by R.A. 
Salvatore is one of the best known 
storylines in the Forgotten Realms series.  
The Dragonlance RPG supplement, set on 
the world of Krynn, was created with an 
entire range of novels from the beginning.  
The best known Dragonlance authors are 
Margaret Weis and Tracey Hickman. 
 
The Black Library, the publishing arm of 
Games Workshop, publishes a range of 
novels set in the Warhammer and 
Warhammer: 40,000, universes.  The eight 
questions with... section this month is with 
James Swallow – one of the authors who 
writes for The Black Library. 
 
Yu Gi Oh, the popular card game is based 
on an entire series of Manga.  Other 
Manga, including Naruto and Bleach, have 
also spawned card games that are 
growing in popularity. 
 
Additionally, there is a whole library‟s 
worth of gaming manuals about D&D, 
Warhammer and the various card games.  
These are often lavishly illustrated 
hardcover reference books that are just as 

http://www.boardgamegeek.com/game/17223
http://www.boardgamegeek.com/game/17223
http://www.boardgamegeek.com/
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desirable to their fans as the games 
themselves. 

** 
 
A fun way of educating yourself about 
gaming (and other facets of geek 
culture) 
 
Several months ago I discovered a 
webcomic called Weregeek.  The storyline 
revolves around an everyman named 
Mark who discovers to his horror that he is 
a geek. Quote: “People actually DO stuff 
like this???”  While much of the humour 
revolves around geeky in-jokes, the strip 
itself contains a lot of information about 
different types of gaming systems.   
 
So if you have ever wondered what a 
LARP is (boffer or normal), what grinding 
means or just want a laugh while picking 
up info on geekdom then I recommend: 
http://www.weregeek.com  
 
On page eight of the newsletter you will 
find two of the pages from Weregeek 
(used with the permission of the creator). 
** 
 
Links 
 
Games Companies 
 
Games Workshop: 
 http://www.games-workshop.com 
Wizkids:  
 http://www.wkgames.co.uk/  
 
Upper Deck Entertainment: 
http://entertainment.upperdeck.com/Yugio
h/en/default.aspx  
 
http://www.upperdeck-
international.com/default.aspx  
 
Wizards of the Coast 
 http://www.wizards.com/  
 
 
Gaming Webcomics 
 
Weregeek:  
 http://www.weregeek.com  
 
The Order of the Stick: 
 http://www.giantitp.com  
  
 
 
 

Games 
 
Runescape:  
 http://www.runescape.com/  
 
Board Games:  
 http://www.boardgamegeek.com  
 
Publishers 
 
The Black Library: 
 http://www.blacklibrary.com/  
 
The Forgotten Realms: 
 http://www.o-love.net/realms/  

** 
 
Submissions 
 
If anyone would like to submit an article or 
idea for inclusion in the newsletter, please 
send it to teenlibraryservice@gmail.com 

** 
 
Subscription to TLM 
 
Subscribing to TLM is free, just send an e-
mail to: teenlibraryservice@gmail.com and 
ask to be added to the mailing list. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 

 
 
 

 

Editor: Matthew Imrie  
Contributors:  Archie Black, Carl Cross, Emily Barwell, Jenny Price & Matthew Imrie 
Special thanks to James Swallow for giving up his time to answer the eight questions 
and Alina Pete for the use of Weregeek. 

 

http://www.weregeek.com/
http://www.games-workshop.com/
http://www.wkgames.co.uk/
http://entertainment.upperdeck.com/Yugioh/en/default.aspx
http://entertainment.upperdeck.com/Yugioh/en/default.aspx
http://www.upperdeck-international.com/default.aspx
http://www.upperdeck-international.com/default.aspx
http://www.wizards.com/
http://www.weregeek.com/
http://www.giantitp.com/
http://www.runescape.com/
http://www.boardgamegeek.com/
http://www.blacklibrary.com/
http://www.o-love.net/realms/
mailto:teenlibraryservice@gmail.com
mailto:teenlibraryservice@gmail.com
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Eight Questions with…  James Swallow

 
 
Q1  How did you get involved in 

writing for the Black Library? 
 

I‟d written a few original novels before (my 
Sundowners series of Young Adult 
steampunk westerns) and done a couple 
of short stories for BL‟s now-defunct 
Inferno! magazine. They liked my writing 
style and they thought I had a good grasp 
on the universe of Warhammer 40,000, so 
they offered me the chance to write a full-
length novel; that became my first 
duology, Deus Encarmine and Deus 
Sanguinius. Since then, I‟ve written three 
more books for them, including the popular 
Flight of the Eisenstein, part of the Horus 
Heresy series. My most recent book for BL 
is Red Fury, the third Blood Angels novel. 
 
Q2    How do you get into the heads 

of your characters? 
 

With a crowbar.  
Seriously, though; I tend to come up with a 
sketch idea of who they are and where 
they came from, and an „arc‟ for where 
they will go in the course of the story, and 
work from there. Sometimes it helps to 
think of the story as a movie and “cast” the 
characters with actors, but for me usually 
it‟s a blend of all these things. I like to give 
characters room to grow and evolve over 
the course of the story, and sometimes the 
motion of the plotline will shift based on 
how they shake out. 
 
Q3   Do you know instinctively what 

will appeal to readers or is it 
more a hit or miss process? 

 

I think if any writer could instinctively  
know what readers want, that writer  
would be a billionaire! I like to think I  
have a feel  for what makes good   
drama and good narrative, but what I  
think is a good story may not be what  
someone else likes. In the end, I write  
the kind of stories that I like to read –  
action, adventure, stuff blowin‟ up,etc!  
- so I don‟t really try to appeal to any  
one group of readers. I just try to tell a  
fast-paced and dynamic tale, and I  
hope that other people out there like  
the same kind of thing that I do. 
 
Q4    What is the most satisfying part 

of the writing process for you? 
 

Seeing the finished book on the shelf. That 
never gets old for me, going into a store or 
a library and seeing my name on the spine 
of a novel. It‟s a real thrill, and a validation 
of all the hard work that goes into turning a 
thought into a story. When the book is an 

actual, physical object that I can hold in 
my, and no longer just a pile of paper or 
an idea in the back of my head, that‟s 
when it actually becomes “real”. It‟s 
exciting, too, because at that point you‟ve 
let your story out into the wild, where other 
people can read it and have their own 
experiences of it. 
 
Q5    Do you ever read the works of 

other Teen/YA authors?  If yes 
what can you recommend? 

 

I read a lot of Young Adult fiction when I 
was a Young Adult; I remember with 
fondness the science fiction juvenile 
novels written by Arthur C. Clarke, Robert 
Heinlein, Harry Harrison, Nicholas Fisk, 
John Christopher and Isaac Azimov. 
These days, it‟s people like Philip Pullman, 
Philip Reeves, Garth Nix and John Scalzi 
who are writing all the cool stuff.  
 
Q6    Do you have to follow a 

framework while writing stories 
set in the Warhammer universe 
or are you allowed free rein? 

 

I‟m lucky in that I have a pretty free hand 
to go where I want to and do (more or 
less!) what I like. But that said, I have to 
stay true to the tone and the established 
mythology of Warhammer 40,000‟s dark 
future, and I can‟t go blowing up huge bits 
of the background (like, say, destroying 
the Earth, for example); beyond that I have 
a lot of freedom to create new characters 
and story elements, to tell the kinds of 
tales that I want to. As long as I don‟t 
break the universe, it‟s okay.  
 
Q7    What are you working on at the 

moment? 
 

I‟ve just finished working on some new 
Doctor Who stories, and as well as 
developing a new original novel, I‟m doing 
some writing on a big videogame project 
that won‟t be out for another year or so, 
some more Warhammer 40,000 fiction, a 
Star Trek novel and a couple of things I 
can‟t talk about right now… 
 
 
Q8    Do you ever do Library visits to 

Reading Groups?  If yes, what 
is the best way to get into 
contact with you or your agent 
about it? 

 

I always enjoy talking to readers about 
books, mine or anyone else‟s! I can be 
reached via my website email at 
Redwingproject@aol.com  

mailto:Redwingproject@aol.com


 8 

 

 

 
 
 

 

 

 


