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Piechur has released 
Steampunkopedia on 

his website. The Steampunk 
Librarian has spent the last 
seven years creating a cata-
logue of everything Steam 
& Diesel related all in one 
PDF. And it’s available to 
download free. 

e

A new Steampunk table-
top RPG game is due 

for release this summer. 
Entitled Steamfortress Vic-
tory, it’s creator Jeff Dohn 
has disrobed it as American 
Steampunk and fits the bill 
‘like a set of clockwork gog-
gles’. A prequel novel A Day 
At The Fair is already avail-
able at DriveThruRPG

d

d

a

Scott Westerfield has 
revealed the cover to 

his next book, titled Goli-
ath. The novel will be his 
concluding release to the 
much acclaimed Levia-
than triolgy. 

a

A new exhibition of 
Steampunk metalwork 

will be opening in May. 
The Flux Capacitor gallery 
exhibition is being put on 
by the Society of North 
American Goldsmiths 2011 
conference in Seattle, WA.

Jeff Vandermeer &  S. J. 
Chambers have de-

clared themselves the gos-
pel writers of Steampunk. 
The two writers release 
The Steampunk Bible: An 
Illustrated Guide to the 
World of Imaginary Air-
ships, Corsets and Gog-
gles, Mad Scientists, and 
Strange Literature later 
this month.

a

Bradford Industrial 
Museum will be host-

ing a Steampunk exhibi-
tion from December this 
year until April 2012. The 
exhibition will display 
costumes, objects, art-
work and memorabilia 
loaned by local Steam-
punk enthusiasts.

Registration for Steam-
con III is now open. 

Tickets will be waiting for 
the door for you and pric-
es range from free for the 
under sixes to $35. There’s 
also a patron scheme 
that provides Steamcon 
with extra funds and will 
reward you with plenty 
of extra treats over the 
weekend.
This years event will take 
place from 14-16 Octo-
ber and is taking on the 
theme of Jules Verne’s 
classic novel 20,000 
Leagues Under The Sea, 
so get your bell-diving 
suits ready.

d

Make that two Steam-
punk RPGs. Air-

ship Pirates, based on the 
universe created in Abney 
Park’s music, will be re-
leased this August.

e

Dusk comics are releas-
ing a three-part penny 

dreadful entitled The Trials 
and Tribulations of Miss 
Tilney.
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EDITOR Speaks

o here it is. After months of 
work slaving away at a com-
puter, and a pile of swearing, 
Blasphemy and lamenting, it 
is finished. Cogwheel! And 

it’s not too shabby, if I do say so myself. 
Many corners of the Steampunk commu-
nity are afraid of the genre becoming too 
popular, too mainstream. This is shite. 
People and communities are what make be-
ing a part of something like this interesting 
and special. If they’re worried about posers 
showing up, just be aware there’s probably 
already posers and dickhead in your ranks, 
and a few more is just a few more to ignore 
until they move on. 

My first exposure to Steampunk was 
TIME magazine, you can’t get much more 
mainstream than that. It was a little one 
page piece mostly talking about Wester-
feld’s Leviathan book, but I remember the 
pictures in the middle were of this guy with 
an awesome top hat and a chest piece. I did 
some of my own research and found a whole 
different world right under my nose. And if 
being in the mainstream gets you this maga-
zine it can’t all be bad right?

Now some verbatim about the magazine. 
I didn’t want it to be a massive advertise-

ment for Steampunk that pats itself on the 
back. I wanted it to be a normal magazine 
for Steampunks because there wasn’t one 
(in the UK at least and SP Magazine is a 
Fanzine) and so I made it. That’s why I’ve 
avoided questions like ‘How great is Steam-
punk?!’ and ‘Why do you love Steampunk?’ 
You don’t need telling why you love it, and 
you don’t need people telling you why they 
love it.

I hope I got the balance right too. I’m a 
music guy most of the time and so was very 
conscious about putting in too much (or 
too little to compensate). But two features 
about two great bands and two features 
about two great artists/writers plus some 
DYI and nice pictures seems about right, 
doesn’t it?

I hope you enjoy my work, and I would 
like to say thank you to all the people in the 
mag and those who helped create it, and put 
two fingers up to those that were unhelpful. 
Special thanks to Rafael of the Steampunk 
Tribune and Scary Boots.

Enjoy,

Dan

So Read On , And Enjoy e e 
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punk! Volume 1 was recorded by 
December the same year and the 
idea to include the wax cylinder 
also came with instructions to build 
a phonograph to play them on for 
£20. Marc doesn’t regret the idea 
(“we’re still getting reviewed off the 
back of the cylinder”) but is wary of 
doing it again. “The risk is to become 
the ‘band that always does the gim-
micky stuff’, we’re already enough 
of a gimmick: we dress in Victoriana 
and sing about Charles Darwin!  It 
would be awful to become a cari-
cature, because I think under the 
bowler hats and goggles we do have 
something to say.”
   The cylinders, minus the ones 
that were broken in the post, are 
quickly becoming collector’s items 
and Marc is happy to let them stay 
as a one off. But he doesn’t rule out 
the suggestion of another outdated 
format being brought back. “If we 
can think of something equally 
cool then anything’s a possibility. 
ATrak? Betamax? A Music box? Let 
us know.”
   Personally, Marc wants to keep it 
simple. “I’ll be happy to just see a 
nice 12” version with deluxe art-
work.  I do hope the ‘build your own’ 
theme keeps moving though. Could 
we do ‘build your own CD player’ do 
you think? “First get hold of an opti-
cal laser...”
   All of this was done on their own 
Leather Apron label. “If someone 
had come along and said, “we’ll pay 
for this for you, and sort out the dis-
tribution, market it, everything” I 
doubt wed have said no - but there’s 
a satisfaction in releasing it our-
selves” he explains “there’s no red 
tape to get through, we know where 
every penny has come from.  We al-
ways assumed we’d have to do it our-
selves; we really weren’t sure how 
many people would be interested.” 
But for now the band are happy 
enough with what they are doing, 
and Marc makes the important 
point that “this way we get 
complete control.”
   When asked about taking other 
Steampunk bands under the wing 
of Leather Apron records he seems 
pretty enthusiastic. “Now that’s an 
idea. It’s been mooted around a few 
times, the Victorian Steampunk So-
ciety suggested something like this 
last year but nothing really came of 
it.” But being in charge comes with a 
lot of rules, and these guys are punks 

after all. “In the end I think we’re 
happier being outsiders.”
   Are The Men leaders or outsiders? 
Marc thinks a bit of both. “I think 
the scene is still so spread that it’s 
difficult for anyone to be “lead-
ing it”. But he does note, “of all the 
bands that I know of we have the 
most active online community, and 
sell pretty well, but then I’ve seen in-
ternet discussions of the scene where 
we’re not mentioned, which hurt.”
Marc doesn’t see the other Steam-
punk bands as a threat, if asked if he 
sees them as friends or competition 
he says “Friends, definitely. If there’s 
pressure it only comes from within 
the band to be the best version 
of ourselves.”
  Maybe it’s this drive that has pushed 
the band onwards and upwards. 
Since the album release the band 
have played shows all over the UK 
and at the World Steam Expo in the 
US, and managed to release a Christ-
mas E.P. entitled A Very Steampunk 
Christmas. “Of the two I think we 
were collectively more happy with 
the Christmas EP.” Marc says, “We 
were a lot more comfortable as a 
band by this point, when we did the 
album we hadn’t really played to-
gether as a four piece enough.” 
   Marc has a lot of praise for Ben 
Miller, “If I’m honest the whole thing 
hangs off Ben, our drummer at the 
time, who is an experienced enough 
studio drummer to cover up our in-
experience.” He explains that things 
were different this time round. “With 
the Christmas EP, recorded way after 
Ben had left, we really felt we knew 
what we were doing and wanted to 
make something that really sound-
ed like ‘us’. We were able to take a lot 
more time over it, although we still 
went to the wire.” Marc puts empha-
sis on the band as a whole. “The E.P. 
sounds much more like the band as 
we are, and it was a much more col-
laborative writing process.” 
   One of the songs from the E.P.,  
‘Stille Nacht’, is a Rammstein-esque 
take on the Christmas classic. The 
song was recorded live as an instru-
mental then dubbed with vocals 
afterwards. “Andy screams so much 
at the end he nearly passed out.” But 
Marc is happy with the result. “‘Stille 
Nacht’ was completely worked out 
in the rehearsal room, all four of 
us contributed equally, although I 
suppose there are some nine-
teenth century Germans 

“It’s easier to sell songs about Darwin and boil-
erplate and Stephenson’s Rocket from under 

the brim of a bowler. Maybe if we ever feel like we’ve 
outgrown the Victoriana we’ll do some straight 
gigs. But then Kiss were rubbish without make up, 
weren’t they?”
   The Men That Will Not Be Blamed For Nothing are 
many, things; Punks, self-proclaimed Raconteurs, 
Vagabonds, Pornographers, Assassins, but never 
rubbish. And you’ll be hard to find people to disa-
gree. NME called them the leading lights of Steam-
punk and the band got a lot of attention for releas-
ing the first commercial wax cylinder (they make 

vinyl look high tech) since 1922. “I’d like to say it was 
a well executed marketing gimmick designed to give 
us a publicity boost. It really wasn’t though, it was 
just one of those “wouldn’t it be cool?” ideas.”
   Marc Burrows is the bassist of the band, and the 
one who enjoys doing the interviews. He joined the 
band in April 2009, drafted in by Andrew O’Neill 
and Andy Heintz to flesh out an absent rhythm sec-
tion, along with new drummer Jez Miller. “My love 
for dressing stupid and jumping up and down, and 
affection for the Victorian era meant I took to it like 
a duck to water” he says.
   Their debut album, Now That’s What I Call Steam-
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The beginners guide to Steampunk sounds
Don’t know your Elementals from your Abneys? Your Rhymers from your Punks? Here’s a quick rundown 
on some of the more illustrious musicians that Steampunk has to offer.

Professor Elemental is the purveyor of Chap-Hop, brandishing middle class Victorian 
sensibilities over some funky Hip-hop beats. Dressed as if he’s on safari. Has apparently 
‘got beef ’ with Mr. B The Gentleman Rhymer in his latest video Fighting Trousers.

Start with:
The Indifference Engine 
(2010)
Self released

Start with:
Flattery Not Included 
(2008)
Grot Music

Mr. B is the other champion of Chap-Hop. Rocking a pipe and ever present banjolin 
the gentleman rhymer talks elocution (Timothy), the history of Chap-Hop and most 
important of all, that noble sport Cricket. Watch out for Refined covers of classic rock 
and rap too.

Start with:
Last Steampunk Waltz 
(2010)
Self Released

The UKs favourite Steampunk goths. Tinges of folk and pop punk shine through the 
macabre, and the strong image make them firm live favourites. No full album yet, but a 
fair few singles and mini albums, and another E.P. should be along the way soon.

Start with:
Lost Horizons
(2008)
Self Released

The band started way back at the turn of the Millennium and only switched from goth 
to full Steampunk since their 2008 Lost Horizons album. Coming complete with a 
fictional back story involving airships to link the lyrics with their 80s industrial sound, 
these guys are big  in America.

Other bands to watch out for:
Tankus The Henge- Ska influenced guys from London put on a good live show.

Dr. Steel- Probably the most nuts of the lot, focused on taking over the world. Nice.

who helped.”
   In the studio Marc says the recording went 
smoothly. “The only frustration we had was try-
ing to fit everything in as we didn’t have enough 
time. I’d have loved a sax part on ‘Ebenezer’ for 
example.” It’s a rare thing for a band to be brim-
ming with so many different ideas. “With ‘Eben-
ezer’s Carol’ especially we threw the kitchen 
sink at it, trying to make it sound like a proper 
Christmas song.  I remember Andrew saying it 
needed to be “worked on like a jewel”.” But Marc 
does cheekily admit “Although I suppose I’m 
slightly biased because ‘Ebenezer’ was mostly 
mine. But the experience in the studio was quite 
satisfying.  We’re hoping for more time for the 
next one.”
   But before too much focus is put on the E.P., 
Marc is quick to defend the older record. “I 
love the album, don’t get me wrong, it’s exactly 
what it should be, but it was recorded very very 
quickly. The whole process probably took less 
than a week, though the mixing was spread 
over a couple of weekends. We had hardly any 
money, and even less time.” The album wasn’t 
completely a group effort either. “The album 
wasn’t really written as a band either: Andy 
and Andrew wrote all the songs themselves, and 
Ben, our old drummer, and myself just fleshed 
them out when we joined.” Marc astutely says, 
“Because it was done in such a hurry it was al-
ways going to be a bit, well, hurried.”
   “We went into the studio for the album not even 
knowing exactly how many songs we could get 

done. The idea was just to keep going until we 
ran out of time: luckily that ran to twelve songs.” 
They tried to keep the punk ethos as much as 
they could. “We recorded them all live, the bass, 
the drums, about 75% of the vocals were all done 
live, in the same room- which is why everything 
bleeds onto everything else.”
   When Marc looks back he’s happy with what 
he helped create. “It captures how we sounded at 
that point, it’s a properly punk album, in places 
it sounds like someone just left a tape recorder 
running in the rehearsal room, and I mean that 
in a good way.” 
   “On the other hand we’ve evolved into much 
more of a ‘band’ in the year or so since it was 
recorded: the band as it is now is a proper four-
piece unit, I’d really like to re-record some of 
those songs in a radio session or something, be-
cause I think we play them a lot better now.”
The roots of the band start with Andy and An-
drew living together, and a joint interest in mu-
sic and Victoriana was bound to lead to some-
thing. “I don’t know what the first catalyst was 
but they ended up writing songs toward a stand 
up show that Andrew was doing. They did a few 
gigs together, with Andrew on guitar and Andy 
on saw, sharing the vocals. Most of the first al-
bum was written in that period.” Marc knew 
Andy through stand up and agreed to be part of 
the rhythm section to open the stand up show. 
“It went so well we did a few more.”
Ben went onto pastures new and we drafted in 
Jez, an old mate of Andy’s on drums, who is fit-

ted in perfectly. He had his first rehearsal with us 
on a Monday, the following Friday we flew to the 
states to play.”
   The critics have been kind to The Men, with both 
the album and the E.P. getting very favourable 
reviews in both the Steampunk and mainstream 
music press. “We honestly weren’t searching for 
reviews with these records, I wasn’t sure they’d 
get reviewed at all.  But we knew they were great 
songs, we were very sure of that.” And Marc seems 
beam about the responses they received. “To have 
that confirmed is just very gratifying. I think I’m 
more proud of the reaction to that album than I 
have been to pretty much anything else I’ve 
ever done.”
   Marc and the rest of the band look set to have 
plenty to be proud of this year too. More UK 
dates, another show at the World Steam Expo, 
a show at the Asylum and possibly the Edin-
burgh Fringe festival again. A new album is in 
the works too. 
   The band are currently seven songs into their 
semaphore album. “Four of those are ready and 
we could record tomorrow, the others are in var-
ious states of completion as we all write in dif-
ferent ways.” ‘Gin’, the song recently mentioned 
on their Facebook (complete with the lyrics ‘It’s 
cleaner than water,  it’s cheaper than porter,  it’s 
Gin!’) is still a work in progress. “It exists as a 
complete demo, is nowhere near finished. Andy 
wrote the words, and then he and Jez recorded a 
demo together. Andrew and I have yet to get our 
mucky hands on it, and I already know the fin-
ished version will sound very different.” Marc 

says this is normal for the band. “The same hap-
pened with a song called ‘Doing It For The Whigs’, 
which I wrote and demoed on my own at home, 
when we filtered it through Andrew and Andy’s 
brains it became something quite different.”
   If your curious about the subject matter, or wor-
ried the band might move along the time-line, 
have no fear. Brunel, 1832’s election, the seaside, 
Victorian contraception and of course Gin are 
just some of the issues explored.
   The outfits will be around still, but don’t focus 
on them too much. “They’re not the be all and 
end all, but they make us feel more like a gang 
when we play more straight gigs, and make us 
feel part of something larger when we play to the 
Steampunk community.”
   Being part of a bigger community isn’t just a 
Steampunk thing. Marc explains, “We take the 
‘punk’ part of ‘Steampunk’ very seriously, and 
our influences come in a direct lineage from 
there.” He runs off a list of bands; Ramones, 
Buzzcocks, Dead Kennedies, The Pistols, The 
Damned, “and a hundred thousand other dirty 
fuckers.”  Each member has their own taste, An-
drew is the metal head, Marc admits he’s an in-
die kid, Jez is the old school Punk, and Andy was 
in 90s Goth band Creaming Jesus, but Marc says 
his taste is the widest of all. But whatever the in-
dividual preference, “Punk is the centre of the 
venn-diagram of the four members.”
As for the long-term future, Marc is pretty un-
sure, either “See how far we can take this ‘Steam-
punk’ thing without losing track of what it is” or  
“fly off to the moon, in a hot air balloon.”



1312

Foundation was here idea and she's been there 
every step of the way. "It's been a challenge. I had 
to find people I could trust, who had the skills I 
didn't but needed. I kept it a secret until we had 
the structure in place so we didn't get peoples 
hopes up if it went kablooie." 
   As with a lot of the best ideas, Rachel came 
up with the idea after spotting a problem. "I  
noticed that there were a lot of very talented 
creative people who had all these amazing 
ideas that they kept having to put off because 
they just didn't have the money to spare to 
start them, or they couldn't finish a project 
because they didn't have the money for that 
one last piece."  
The amounts 
varied as to 
how ouch they 
needed, but 
usually weren't 
very much at 
all. "I had the 
thought pop 
into my head 
that wouldn't it be nice if there was a grant 
group for Steampunk Artists? And the more I 
thought about it the better it sounded. And the 
more I thought If I don't who will?"
   So once the ball started rolling more people 
started getting invalid. There's currently seven 
people on the board."With the exception of my 
Vice Chair Paul, no one had any experience 
with Nonprofit groups or setting them up so 
this has been a major learning experience. I’ve 
been quite the pest to the librarians in my town 
looking for books and resource materials." 
Bureaucracy has been an obstacle as well, it's 
not as easy as you think to set up a charity  "You 
wouldn't believe the amount of paperwork that 
we have to do to get a 501C3. But its worth it. I 
think were doing a good thing here."" 
   In a way fitting for a punk charity the govern-
ment isn't involved or welcome in the opera-
tions. The SSPF doesn't rely on any kind of state 
assistance to keep it afloat. "I wouldn't want 
them to even if they did offer. That kind of help 

comes with a price and an agenda. This Foun-
dation is about innovative Steampunk and 
Retro-futurist Art." She seems adamant about 
how things should be run at the foundation 
and who should be involved. "We want to see 
new ideas, no inspirations and inventions and 
innovations. The Government won't see that." 
In the same way control won't be taken out of 
the Foundation's hands by the state, the Foun-
dation is going to try to let the artist have as 
much freedom as they can. Obviously there has 
to be some rules, for such a fledging outfit get-
ting fleeced would be a disaster. Rachel calls it a 
'balancing act'. "We try to remain in close con-

tact with the 
artists without 
breathing 
down their 
necks and 
impeding their 
creativity." So 
there won't be 
a guy with a 
pen, clipboard 

and checklist. "We ask for status updates and 
pictures for the project as its being done so we 
know the money is being put to its 
intended use."
   Worries about scammers aside, the reaction to 
the revealing of the SSPF have been more than 
complimentary. "Its been amazing. The day we 
unveiled, the explosion of positive comments 
was astounding. So many people kept saying 
thank you and good job. I was flabbergasted. 
And were still getting positive reactions from 
some really notable figures."
   And notable is what Rachel is aiming for. "We  
want the SSPF to be as easily recognised as Ab-
ney Park. Everyone in the SP community knows 
about Abney Park, it's a fundamental. We want 
that too. Its going to take time and hard work 
but were ok with that. We came this far and well 
go all the way."

Visit http://www.thestarvingsteampunkfoun-
dation.org/  to apply, donate, or just have a look.

You've all been there, walking down the 
street and you've caught the eye of a 
charity worker, you know you have to 

stop and talk. But what if they were dressed in 
goggles, cogwheels and a  top hat?
   It could happen in the future. The Starving 
Steampunk Foundation is a newly formed 
charity, founded by Rachel Harrison. It's 
vision is simple, to help creative Steampunk 
types fund their pie in the sky ideas become 
reality. Giving money and materials to anyone 
with a good idea and the drive to do it, the 
SSPF wants to help encourage original creative 
art within the Steampunk community.
   'Great!' I hear all you budding DYI-ers out 
there say, rummaging around for your full-
sized working airship blueprints. But it's not 
quite as easy as that. There's forms to fill out.         
   But worry not, the application process is pret-
ty simple. Fill in the form, say what you want to 
make and what you need, and then a random 
lottery picks the winner of the grant from ran-
dom. It may seem a strange way of doing things 
that might lead to some of the best ideas going 
unfunded, Rachel says, "This is done to keep 
from being accused of favouritism because a 
lot of our friends apply for grants."
   The Foundation works on donations of pretty 
much anything: money, materials, anything 
that could be put up for auction, and intends 
to pick it's first lucky grant winner on the 1st 
of May, money allowing. So get applying, and 
donating too. "Nerf Gun Mods need not apply" 

are Rachel's words of advice. "It can be just 
about any kind of project from costuming 
and accessories to a Steampunk version of a 
Van Gogh painting.We're looking for original 
ideas, things that haven't been done to death." 
I'm thinking of making a fully sentient Steam-
punk Optimus Prime. "We want to see Steam-
punks and retro-futurists push the envelope a 
little and try new things. We have some of the 
most innovative and imaginative people in the 
world, lets show it off."
   While it's not aiming for street peddling to get 
your money, the newly-formed Foundation is 
looking for donations, and fast. "We decided 
that the quarter between February 1st and 
April 30th would be a fund raising quarter 
and set a goal of $500.00. We haven't even come 
close. So far after taking care of unavoidable 
overhead we have about $35.00 in 
disbursable donations." 
   While it's still very early days for the Founda-
tion and it's not been a false start, things could 
be looking better. "I wont lie, I’m very worried. 
We haven't done as well as I hoped." The funds 
haven't been as forthcoming as everyone 
though and the material donations have yet 
to materialise. Ideas to generates funds are 
being thrown around, art raffles and auctions 
are being talked about for the near future, but 
anxiousness is obvious. "I am concerned that 
come May 1st I wont be able to disburse 
a Grant."
   For Rachel this is a very personal thing, the 

We have some of the most 
innovative and imaginative 

people in the world, lets 
show it off.”

Some great ideas for the grant Scale 1:16
Fully sentient Steampunk Optimus Prime
Build a Zeppelin (Helium not Hydrogen)
Brass goggles for every man,woman and child
Advertise Steamcon on every TV channel
Bring back wax cylinders and replace MP3s

The Starving Steampunk 
Foundation is open 
for business
The SSPF is the world’s first Steampunk charity, Rachel 
Harrison talks about giving generously



ing  “Initially it was met with 
some confused reviews com-
plaining it was ‘too original’ 
or ‘not as good as The Beatles’.” 
The band won the Fatea award 
for innovation in 2009 and 
people started really taking 
notice. Reviews became more 
and more positive and people 
across the pond started taking 
notice, and recently the band 
won the Steampunk Facebook 
award for best band. “We’re 
aware that we made a really 
good album, better than we 
thought at the time even. But 
there were mistakes in the pro-
cess, to be honest we’re hoping 
for more acclaim this time!” 
   So the pressure must be 
mounting to create a second 
album that’s original, and 
maybe this time better than 
The Beatles. Joel replies cooly. 
“We’re just laying down the 
best songs we have, to create the 
best tapestry of music we can.
[The] main thing is that we’re 
proud of it, can’t worry about 
the internet too much, it can be 
fickle.” 
    The line up has had a bit of 
a shake-up since the debut 
and Joel feels it’s a good thing. 
“We’re exploring percussion 
and different rhythms this 
time around as we have re-
cruited a drummer (Scott ‘Jaz-
zwrists’ Jowett), [and] Amit Jo-
gia our tabla player has a much 
more frenetic style to (previous 
Tabla player) M Sarkar.” Amit’s 
musical roots lies in temples 
and family gatherings and 
has a different style to Sarkar’s 
classical style. Joel says, “We’ve 
just come out the most crea-
tive period of our time,  we’ve 
written 15 odd songs in about 
8 months. That’s quick for us.”
     Things do seem to be happen-
ing quicker for the band these 
days. They formed in 2000 but 
most of the band have known 
each other for longer. Joel and 
Mel met in 1997 at college and 
formed a band, Chemise and 
Scott both knew from other 
bands she had played in, Goshi 
joined in 2002 after a chance 
meeting in a Weatherspoons 
and a joint interest in Indian 
music and Kat found an old ad 
on the web. 

   Chandy’s stories is a bit 
more unusual though. 
While working on her PHD 
she started writing songs as 
a foil to relieve the stress of 
quantum mechanics. After 
writing some songs while 
monitoring ice flows in Ant-
arctica she decided put an 
ad back home and as luck 
would have it Joel was look-
ing for a singer.
    All the band have music 
in their veins. “Mel’s parents 
are musicians, Kat’s dad 
is a music teacher and she 
learned the harp in Church, 
Chandy’s entire family on 
her mothers side are made 
up of brilliant singers, mu-
sicians and dancers, her 
granddad was an amaz-
ing man. Amit completely 
breathes music, he’s always 
singing and tapping, his 
family love signing budgens 
(devotional songs) late into 
the night,” Joel seems to be 
the rock dude of the band. “I 
have two older brothers who 
introduced me to the Sex Pis-
tols at the age of 7. I remem-
ber getting the Joshua Tree 
and Appetite for Destruction 
on my first walkman when 
I was like 9 or 10 and I got 
obsessed with music really 
early on.” Not all the band 
have quite the same musi-
cal heritage though, “ Scott 
took up drums only about 
5 years ago, to impress a girl 
I believe. His talent is blos-
soming at an incredible 
rate.” And some members of 
the band remain a mystery. 
“Chemise you can never tell, 
he has musical eyebrows.”
    The Indian look and sound 
of the band is a big fea-
ture and one of the reasons 
they’ve caused such a stir. 
Joel doesn’t think that In-
dian music is underused or 
undervalued in the UK. “I’m 
pissed that the BBC are cut-
ting the Asian Network, ask 
me that question in a years 
time and I may have a differ-
ent response,” Joel says. And 
the rest of the band seem to 
agree. Drummer Scott pipes 
up “I’d say it’s not 
really accessible 
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In The           Studio

Sunday Driver

In the toilet it’s pretty normal to see a newspaper, 
toilet roll, shampoo, maybe even a razor. But 
not quite so normal to have a Harp and record-

ing equipment.  “That’s where Kat goes to make the 
harp sound lovely!”
   But then again Sunday Driver aren’t your normal 
group of people. And the Harp is one piece of the 
jigsaw that is preproduction for their sophomore 
album. “It’s been an awesome experience – record-
ing for pre-production is totally different to re-
cording for release” says Sitar player Joel. “There’s 
less pressure to be excellent and as a result the takes 
are more fun and easier. It gives you chance to mess 
about with different tempos and a chance to sit 
back and realise where songs need cutting back, 
which songs are going to be easy to record and 
which songs are going to be very hard.”
   The pre-production demos are being recorded at 
Rainbow Joe’s studio/house Milkybombstudios. 
“It’s a very relaxing experience - you get to immerse 
yourself utterly in what you are doing, no phones, 
no email, no Facebook, just you and the people you 
trust getting the most out of your performance.” 
Joel explains that this demoing faze was Bassist 
Mel’s idea, “he’s really talented at finding the best 
way to make the best song.” Rainbow Joe seemed 
like the obvious choice. “He’s been our sound tech 
for the last couple of years so understands how we 
should sound.” From the sound of things it seems 

like a great place to record.”People bring you tea, 
biscuits, bacon! – it’s the best place you can be if 
you’re in Sunday Driver.”
   Recording proper starts in April at Jigsaw stu-
dio with the owner Tom, Mel and Rainbow Joe all 
jointly handing production duties. All being well 
the as yet untitled album should have an Autumn 
release. But for now the focus is still on making 
the best songs possible. “Chandy is really going to 
town on knitting the song concepts together, she’s 
exploring The Mutiny of 1857 in India, Tipu Sultan 
,  even fallen dictators.” The irony of singing about 
fallen dictators with the events of North Africa and 
the Middle east. “It’s interesting the way she’s knit-
ting history together with current affairs – almost 
unconsciously.”
   Aesthetics are a big part of Steampunk and for a 
band and this extends to album art for bands.”We 
had a long chat with our artist Claudia Drake last 
night and she has a wonderful feel for taking the 
concepts from the songs and turning them into 
surreal art.” While he doesn’t give any hints to 
what the cover will look like, the anticipation is 
tangible. “We’re very excited about what she’s go-
ing to create for us!”
   It’s been a hectic couple years for Sunday Driver. 
Since the release of 2008’s In The City Of Dreadful 
Night the band have gained more and more recog-
nition. Although it took a while to get the ball roll-

Indian-tinged Steampunkers Sunday Driver give 
us an update from Pre-production at Rainnbow 

Joe's Milkybombstudios. 



to people out-
side the Indian 
community. My 
understanding 
is that Indian 
music tends to 
accompany a 
social situation/
celebration or 
a prayer. Unless 
your involved 
in that commu-
nity it would 
be harder to 
experience In-
dian music as a 

genre.”
 “It’s really trendy these days, Chady says, “eve-
ry schoolkids seems to be into Bollywood and 
bhangra!”  But she admits it’s not trendy across 
the board. “There is a huge amount more to In-
dian music than those two popular genres. Clas-
sical genres like Karnatic music, Hindustani mu-
sic, etc, are a very long way from penetrating the 
mainstream music scene.”
  While not being a massive touring band (“We 
go for quality over quantity, vans and cider are a 
indie band’s game!”), the live show is going to be 
a big focus over the next year or so. Using fund-
ing from the Arts Council (which has paid for 
both albums) the band have some special plans. 
“This was a big part of the grant application” Joel 
explains, “We’ll be incorporating Khatak dance 
and spoke word into the live shows.” 
  And if you haven’t yet or don’t get to see enjoy 
the spectacle in the flesh there’s plenty of Sunday 
Driver visual companions out there with more 
planned. The first was Exceedingly Good Steam 
and You Only Steam Twice followed. The DVDs 

aren’t as well planned as you think. “It was all 
conceived the night before in a Weatherspoons in 
Holborn with Dan from Hold That Productions.” 
Sunday Driver have thought a little bit further 
ahead with this year. Two singles are due before 
the album in May and June, and performances 
in the U.S. and Germany are also planned.
   Looking back on their accomplishments so far 
Chandy and Joel have very different highlights. 
For Joel it was when “A composer I will always be 
in awe of came to watch us play last year, after-
wards he told me to keep doing what I am doing, 
that my style on the sitar is my own and not to 
worry about imitating or emulating more ad-
vanced players. He was very inspiring.” Chandy’s 
highlight is more internal than meeting a hero, 
it’s “the amazement that I get from seeing how the
tiny seeds of a musical idea that pops into my 
head at random times can become a full blown 
song that you can share with thousands of 
other people.” 
  “The Gen-
eral was con-
ceived in a mas-
sage parlour in 
Uganda in 2008, 
gestated dur-
ing our travels 
through Chile, 
and was finally 
born almost 
a year later at 
Clapham Junc-
tion station, 
but Musicbox 
popped out 
fully formed while I was cleaning out our loft.” 
From the toilet to Weatherspoons and into the 
loft, Sunday Driver’s music gets everywhere.
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Female band members look better in corsets than male.

5
Top tipS

At awkward moments, carefully 
timed flatulence will diffuse 

band tension.

Knitting is a great way of filling in 
empty time during gigs and practices. 
However, it can interfere with 
playing an instrument.

Hunger is never sated by a single 
samosa, no matter how 

well intended

A wet heel (saliva will do) provides 
a non-slip surface on which to play 
the sitar.
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The Monster

It Lives



it’s  completed.”
   Kevin’s not aware of anyone doing this in quite 
the same way; the inspiration for this project comes 
from close to home. “I have a wonderful wife who is 
a brainstorm partner and a very dear friend who a 
professor, and both had been encouraging me to go 
ahead and try this work as an open project, rather 
than hold it close to the 
vest. I’m not modelling 
this after anyone else.”
Doing something like this 
is bound to cause inter-
est online and Kevin is 
more than pleased with the results. “Feedback has 
been just absolutely marvellous!” He says enthu-
siastically. “I’ve heard from a tremendous amount 
of people from the worldwide Steampunk commu-
nity who have made contact as a result of finding 
this project.

Kevin says the most interest is being generated by 
his definition of Aether in the story. “In Victorian 
writings Aether is everything from this strange un-
seen medium that the deceased can communicate 
through to the power that made the brain work.” 
Kevin has repurposed Aether in his own way. “I’ve 
defined it as human life force. It’s part of the socio-

logical and technolog-
ical underpinning of 
the story. It’s an Aether 
economy.”
   Like all good stories, 
the symbolism is a re-

flection of what’s going on in the real world. “It’s a 
metaphor for the issues I believe the world has with 
what has happened to money. What money means, 
how it flows, who controls it. There’s even an addic-
tive element to [Aether] much like credit is 
addictive.” It definitely seems like an issue 
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“It’s been marvellous fun. This is a subject that 
I’ve wanted to develop for quite a few years. 
It’s also an experiment in doing this devel-

opment open to the community, that’s been very 
rewarding with tons of surprises.”
   From looking at the cover of Frahnknshtyne fun 
isn’t a word that would come to mind straight 
away. Dark, terrifying, gothic maybe. Inspired by 
Mary Shelly’s story of Dr. Frankestein’s monster 
but remained in a Steampunk world, it’s the latest 
project from Kevin Mowrer, a metastory developer 
base in Rhode Island. But he’s trying to be a bit dif-

ferent with this project.
   “I don’t want to call it an open project because it’s 
not a collaboration, this is still something I’m cre-
ating and doing myself. But it’s transparent in the 
sense that it’s an experiment in letting everyone 
see the steps as I proceed.” The experiment Kevin 
is talking about is the development blog. This is 
where Kevin shows the steps of creating the art of 
Frahnknshtyne and reveals some of the story as 
well. It’s not something he’s tried before. “Every-
thing I’ve done up to this point has been very care-
ful and quiet that it gets landed when 

Kevin Mowrer has created a monster. He talks to 
Cogwheel about  his new Steampunk Legacy

Alive!

“I’m not trying to 
create a Star Wars“

Frahnknshtyne's
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how he plans to release Frahnkenshtyne. “At 
least for the first publishing it’s actually going 
to be published as an interactive E-book, rather 
than a classic book.” Kevin says he wants to pub-
lish it a chapter at a time because this has been so 
interesting and so fun for him to do.
   Outside of Frahnknshtyne Kevin works on 
metastories. “Metastories use both story and art, 
it’s a craft and a process that builds on classic 
story-telling but it also brings into that some of 
the exciting changes that are occurring to the sto-
ry-telling format.” These changes are one of the 
reasons behind Kevin’s decision to experiment 
with the story’s release, as part of “Our ability 
to share and experience them in constantly ex-
panding ways.”
   “It’s a wonderful and very inclusive thing to 
reach out to the community in a way that they 
can access as deeply or as tangentially as they 
wish, when they wish to do so.” So while a tradi-
tional book will be published in the future, Kevin 
is focusing on his relationship with his audience. 
“Part of how I publish this, without getting into 
the details, will be your ability to take side trips 
within the story itself that you can’t do in tradi-
tional publishing.” Kevin describes this method 
‘bringing it to them in some ways that are more 
fluid, more matrix, perhaps even more nuanced.
And ideas are already being formed about the 
future. “The book’s ending is a beginning” Kevin 
says. “The book itself is a self- contained narra-
tive, but at the end of it I will birthed a hero, and 
he will not have solved what are huge issues and 
challenges. He’ll only have barely taken on the 
mantle of being the hero.”
   Kevin is thinking big, and seems to want to cre-
ate a whole world, starting with this story. “I’m 
not trying to create a Star Wars. But if you look 
at Star Wars part of what’s so exciting about it is 
you can follow the story of the main character 
that you meet in the movie, but even since then 
there’s been so much that’s been done that plays 
to the world because it establishes a very authen-
tic sense of reality that will support other char-
acters and stories. And that’s part of what  I do.”
   For Kevin this is has been a project in waiting for 
sometime. “Broadly from the 1700s to the 1900s 
has been an interest of mine. Retro technology, 
older time periods that had technology but still 
had rich and layered societies, these have been 
interests of mine.” The research that’s gone into 
Frahnknshtyne has doubled as a sort of hobby. 
“It’s been sort of a 20 year process of gathering 
the information that’s going into this story.”  And 
this research is having an effect on everything 
that goes into Kevin’s work for this project. “If you 
look at the Victorian era they were interested in 
all things exotic and historic. There was an enor-
mous interest in things that were Egyptian, Jap-
anese, and Chinese so you’re going to see some of 
those influences in the book.”
   But whether or not this book is actu-
ally set in Victrian times is a difficult one 
to answer. The people dress like it’s the 

1800s, but ride in motorbikes and some live in a 
floating city above the slums. “There’s three lev-
els of technology that exist within the story, the 
third is really quite sophisticated albeit in a ba-
roque style. It’s hard to tack it down as a particu-
lar time because it is an alternate history.”
   Also partly based on history are the people 
within the story. “That’s part of my process; as I 
think about characters I like to think about who 
they remind me of. It helps me to ground them.” 
But there’s no set rule for how Kevin approaches 
this. “Occasionally that will e a single character, 
some will be a mixture or pure invention.” The 
other influences are clear to see as well. An Ae-
ther-based Medusa comes out of Greek mythol-
ogy to turn people into stone by absorbing their 
life force, and Kevin has promised Aether-based 
werewolves to also make an appearance. “The 
Royals,” Kevin says, “have a vampiric role. There 
will be characters that do come from the genre of 
Gothic Horror that will be brought into Steam-
punk, into my world.”
   Kevin’s explained already the politics and Hor-
ror, but there’s plenty of action too. “It isn’t pre-
cisely Horror, it’s certainly borrowing a lot of its 
dressings from Horror writings. Personally I re-
ally enjoy experience as well as creating stories 
that have a great deal of action. For me it’s a part 
of the way to externalise and create really strong 
metaphors for the struggles that we’re facing.” 
Already on the blog are pictures of Wyctor in a 
fighting arena and the monster fighting a dragon 
shaped airship. “There will be a number of fac-
ing things that are metaphors for our fears, in the 
midst of an environment that is a remaining of 
Victorian Gothic, full of technology and threats.” 
So it’s obvious Kevin knows what he wants from 
the story. But it’s not finished yet. “I can’t say pre-
cisely in terms of months [how long] there is to 
go but my goal is to certainly complete it by the 
end of this year.” He seems very sure of what he 
is doing and confident he can do it. “I know who 
the main characters are and I understand what 
it is they’re doing in the story. I’m in the process of 
structuring the narrative as we speak”
   For the immediate future, more art and story 
tid-bits are going to be revealed on the site for 
you and everyone that wants to get involved. “I’m 
very thankful for the energy that has come from 
doing this. Stay tuned.”
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everyone can relate with. “It’s a modern metaphor 
for a modern problem that is showing no signs of 
going away anytime soon.”
   But fixing the world’s ills isn’t on the agenda. “I 
think sometimes stories can get too bogged down 
with try to solve a gigantic Socio-political issue. 
I’m going to stay focused on the hero  and how he 
has to face this. The metaphor will bring that is-
sue down to a very personal set of stakes.” Kevin 
continues. “Through that I think we get to exam-
ine that much bigger issue because it’s not caused 
by a bunch of bad guys as much a much a whole-
sale adoption of something that is an 
unhealthy economy.”
  Those familiar with Shelly’s version will be 
aware hero isn’t a term you readily associate with 
Dr. Frankenestein (In Mowrer’s version his name 
is Wyctor) or his monster. “That’s gotten a lot of 
attention and the fact he ends up inside his own 
monster rather than the brain of a criminal also 
make this Frahnknsthyne very new.”
   Many of you may be asking why mess with an 
established story in such a way? “Because I’m 
writing the story, and I have a great deal of inter-
est in creating characters who end up becoming 
heroes who didn’t want the job in the first place 
and will have to sacrifice something in order to 
take on that mantle.”  And Wyctor seems to be 
the reluctant hero in the centre of the story. “He 
doesn’t start out as a noble character, he starts out 
as a maker, trying to solve things by making. Mak-
ers do that even today. And what it does is it draws 
him in quite quickly into a role he didn’t sign 
up for.”

    And why get drawn into such a role in the first 
place? Simple, love. “It’s the primary motivation 
at the beginning of the story, for Wyctor to really 
try to exceed the things he’s been asked to do by 
the people that are paying his bills.” But love isn’t 
a simple thing once you’ve been drawn in. “It ends 
up being a little bit classic Romeo and Juliet in 
the sense that the parents don’t want him to fall 
in love with this girl. I’m not going to give away 
the story but it is an initial driver and it fuels part 
of the tragedy when he has to go inside the clock-
work being. It puts him out of reach of 
the relationship.”
   Characters such as Wyctor and the monster and 
the artwork involved have generated quite the 
buzz in the Steampunk community. Interviews 
with the Brazilian Steampunk Council and some 
notable Steampunk blogs have followed and 
helped boost Kevin’s profile. “I’ve become a mem-
ber of the Steampunk Writers and Artists Guild 
(S.W.A.G), a marvellous organisation that has a 
number of talented people and I get involved with 
some rich conversations there.” All this attention 
hasn’t just generated some banter, Steampunk’s 
DYI ethic has come knocking. “There have even 
been some members who’ve been interested in 
actually making a number of the things that they 
see.” He says that suggestions of making replica 
gun and models of the vehicles and ships of all 
shapes and sizes as well as other prospects. “There 
have been offers of collaborations and I’ve been 
picked up now by several books that are coming 
out soon that are all about the art of Steampunk.”
   All this attention has had an effect on Kevin and 

22

Kevin Mowrer



2524 DYI is as important to Steampunk as the 
goggles. Hell, without the DYI most of you 
wouldn’t have the goggles to wear. 

If it’s been made, it can be reinvisioned to fit the 
retrofuturistic aesthetic. Whether it’s model guns 
or fashion customising, fully working motorbike 
or crazy etch-a-sketch, anything is possible in the 
world of Neo-Victorianism. For some it’s a full 
time obsession and others it’s a one-time project. 
Arpad runs his WeirdWardWorks studio from 
his base in Budapest, Hungary. Dealing mostly in 
customised USB sticks and occasionally hand-
built lamps, the idea for his workshop is rooted 
firmly in the present. “After about fifteen years at 
the computer, I grew tired of virtuality, began to 
wonder what working with real materials is like”.         
     After delving into amateur rocketry for a time 
he discovered electric etching online and decided 
to apply baroque aesthetics to a very modern 
technology.  “USB modding is wide spread so it 
was kind of an entry job, and there is a certain 
inherent suspension in taking a mass-produced 
digital storage and enclosing it into a finely 
crafted container, like a relic. It is definitely an 
eye catcher.”
    There’s a pretty strange revelation that makes 
WeirdWardWorks stand out from other Steam-
punk workshops. Where you normally envisage 
the tinkerers to be work in dimly lit rooms with 
aprons in full Steampunk gear, Arpad couldn’t 
have much less of an interest. Don’t expect him to 
be joining you at the next White Mischief party or 

any conventions. “I don’t care shit about Victorian 
values or even Victoria herself. I  don’t do goggles 
and other props, let alone wear them. I wear plas-
tic protective goggles when needed, that’s all”. It’s 
a pretty strong opinion to have, especially within 
the culture that loves to dress up and pretend 
every bit of awesome technology is about to rust 
to pieces. “My hobby is made possible by the very 
essence of our time, not Victoria’s. I can buy pretty 
good machinery and tools for a reasonable sum, 
anywhere. If not available locally I’ll not hesitate 
to order from overseas.”  
   While most people will baulk at the idea of hav-
ing such feelings then creating such fine pieces, 
and cry about the invasion of the culture by out-
siders, the rationale is pretty simple. “The whole 
workflow involves all the blessings of modern 
machinery, economy and globalization. I could 
not maintain this hobby without the support of 
the Chinese industry and the knowledge accumu-
lated online. In fact, I wouldn’t mind a bit more of 
standardization so that lamps going to the US and 
UK would not need different bulbs, power units 
and plugs”
    And if he’s so unenthusiastic about the ethos of 
Steampunk then why bother with all this in the 
first place? “Dead simple. Ornate brass and well 
treated wood will usually look good together. The 
rest is meticulous work. Brass, wood and a visibly 
insane amount of tinkering put into a piece. I’m 
not educated in aesthetics. I also don’t care about 
all the bullshit a certain piece is supposed to 

express, and what they refer to in the artist’s private 
life. Makes me fall asleep.”
   So despite his reluctance to take part in all things 
Steampunk Arpad still keep up to date with the 
movement.  “Brass Goggles has grown to be the 
main hub of Steampunk worldwide, so I guess 
I have seen nearly everything. There are some 
geniuses out there. Steampunk tinkerers keep an 
eye on each other, I regularly browse Etsy for new 
USB drives and lamps to see where others are going. 
Some of them are ingenious - which, in this trade, 
is much more about skill, experience, training and 
determination than creativity.” 
    “I’ve learnt most of 
the techniques I use on 
the Internet, mainly the 
Brass Goggles forum” 
he says, Arpad has a lot 
of praise for the com-
munity spirit.”A 12 year 
old kid checked in to the 
Brass Goggles forum saying he’d like to start mak-
ing things. In a few hours, he was surrounded by a 
dozen well-trained, enthusiastic, patient and very 
verbose stepfathers.”But it’s possible to kill with 
kindness, or shield people from reality.”The inter-
national Steampunk community is so gentle, as if 
only congratulations were accepted. Sometimes I 
wish they provided more criticism”.
   “There are quite a few bunglers out there” explains 
Arpad. He has sympathy for the 12-year olds with a 
bit of ambition, but the problem he has is with the 
people passing themselves off as master-craftsmen. 
“I don’t regard myself a pro in any sense, but how 
can someone try to sell a plastic flash drive with a 
bunch of hot-glued clock parts? ? If there is any-
thing worth observing in old times’ workmanship, 

it’s the determination to try again until perfect.” 
From the pictures of the finished products and 
the works in progress, even though they are small 
pieces it’s obvious a lot of work goes into each crea-
tion to try and reach that perfection. Each model 
is a one-off. “A USB drive takes about half a day 
of tinkering, but the actual time is longer, because 
applying patina and transferring etching masks 
lasts 8-12 hours and cannot really be sped up.” The 
lamps are a far bigger undertaking though. “ They 
are one-of-a-kind and require lots of planning, 
occasionally I have to start over. Obtaining parts 
can also be time consuming, from visiting obscure 

shops and flea markets 
to searching for parts at 
international suppliers 
and ordering by mail”. he 
says that it can take months 
to finish each one.
     Aprad says his friends 
are often asking him 

about expanding his pallet and diversifying his 
workshop.”The truth is that working with brass 
or wood is not like drawing or painting. You can’t 
make anything just because you already made 
something else.” The list of skills he had to learn to 
create the lamps is impressive: etching, metalwork-
ing, woodwork and electronics with a workshop 
that’s specialised for what he does.” Now, if I started 
making, say, motorised toys or pens, I’d need a new 
set of tools and knowledge. So you can’t switch 
so easily.” 
    The praise for his creations have been coming 
thick and fast and for now Arpad just plans to 
keep going as he is and creating an ornate mix of 
past and present into handy little sticks for a very 
simple reason, “I enjoy making them”.

We get an insight into Weird Ward Works in Budapest, and see 
some of the Steampunk gadgets on show as well as a How-to.

Arpad’s handiwork: Customised USB sticks.

“My hobby is made 
possible by the very 

essence of our time, 
not Victoria’s.”



Ingredients:
Transfer paper
Memory stick
Sheet of brass
Coloured gem of your choice
Salt water & Amonia
Carbona Wax

Untensils:
Photoshop
Solder ing Iron & Solder
Plyers
Vice
Screwdriver & Screws
Glue
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“Before anything is done, I design the 
masks in Photoshop, and print 
them on special paper. For the 

drives, I first cut the tubes to size (body + 
cap), then squish them in a vise and drill a 
hole where the LED should be. A small mask 
is then transferred by ironing, and the tube 
is etched. It receives its patina through salt-
water and ammonia. The thin (shim stock) 
brass overlay is also etched, then cut and 
filed, drilled and the hole domed for the am-
ethyst or garnet cabochon that goes over the 
LED. I solder on the sealing at the connector 
and the cap, then make the cap mechanism 
out of a brass sheet. This is when the drive 
itself goes into the tube, secured by wooden 
chips and epoxy glue. The overlay is fastened 
then, holding the gem over the hole and, in 
turn, the LED. Then I cut and file the wooden 
plugs, press them in with a pinch of epoxy, 
and there it is. They get a coat of carnauba 
wax to preserve colours.”
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You lazy bugger,
Make it yourself!
Arpad talks us through how to make your own SP USB
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Clockwise from top left:
Arpad’s solar powered flower lamp from his Weird Ward Works 
shop, made of brass, wood and a solar panel.
Tom Hardwidge’s Arthrobots, insects created from bullets, 
nuts, bolts and clock parts. 
and a custom-made microphone created by the guys at the 
Steampunk Workshop using brass and plenty of awesome.

Clockwise from left:
A Classic ‘88 Gamboy gets 
the Steampunk treatment by 
gameboy modder Thretris,
A special Steampunk themed 
guitar, with pipes and cog 
made by Tom Lee,
And a very regal Steampunk 
monitor  featuring a marble 
base and brass-buttoned 
keyboard, again made by the 
Steampunk workshop,

Counter-Clockwise from left:
Zaskoda’s Steampunk Snowboard, 
featuring sails,
Steampunk super heros by Sillof’s 
Workshop, partly converted from 
exciting figurines and part sculpted. 
There’s a whole range, including 
pilot Flash and American Civil War 
Nick Fury. 
Left to right: Superan, Captain 
America and Iron Man.
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In the late 1800's a man named Ar-
chibald Champion invented a fully 
functioning, walking robot called 

Boilerplate. It's creator said, "Boilerplate 
is my greatest creation as a character and 
a concept."
    By some fluke of history, it was com-
pletely forgotten about until a multi-
media artist named Paul Guinan and 
his wife Anina Bennet created a book 
documenting their adventures. Entitled 
Boilerplate: History's Mechanical Mar-
vel, the book caused waves and changed 
the world forever. Well nearly. In reality 
Paul and Anina created a clever Steam-

punk take on history and created a book 
that has been a massive success, taking 
real history and intertwining it with 
historical events. 
    News broke before christmas that JJ 
Abrams, director of Lost and Clover-
field, was set to direct a film adaption of 
Boilerplate, much to the pant-wetting 
excitement of fans from both sides. "So 
far, the feedback has been unanimously 
positive," Paul says, "One of my favourite 
reactions is from a blogger who wrote, 
'Steampunk & JJ Abrams are going to 
come together to create a mind-blowing 
project that will fuck your head 

Paul Guinan created a 
graphic novel that’s 
coming to the big screen. 
He gives Cogwheel a  

history lesson.

Changing 
History
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up in a magical goddamn blur of 
corsets, robots, and lens flares. This shit 
will get your ass pregnant from a mile 
away because that's just how fucking 
awesome it is.'" 
   So how did this magical pregnancy-
inducing blur come about? "Outlaw 
Productions, 
a boutique 
production 
company in 
LA, showed 
interest in the 
robot even 
before our 
book  was 
published 
in fall 2009. 
After that 
book came 
out, there was a period of months when 
the Paramount deal was in the works, 
but wasn’t yet public knowledge." Paul 
was set on who he wanted to helm the 
project."The head of Outlaw, Deborah 
Newmyer, asked me about the tone of 
the potential film and whom might be 
an appropriate director. Having enjoyed 
the new Star Trek picture, I immedi-
ately thought of J.J. Abrams. It turned 
out Deb has known J.J. for years, since 
they’d both worked at Steven Spiel-
berg’s Amblin Entertainment. She got 

the Boilerplate book onto J.J.’s desk, and 
he loved it. That’s when our talks with 
Paramount started."
    For people unfamiliar to JJ's work, 
there's always a sense of grandeur to 
what he does. Clever stories, believable 
characters, and some very pretty light-

ing. Paul is obvi-
ously a big fan. 
"It was impressive 
how he and the 
writers wove in so 
much of the Star 
Trek universe’s 
rich history, but 
without making 
the story depend-
ent on it, so that 
it was enjoyable 
on different levels 

for different audiences. That balance is 
perfect for Boilerplate because there’s 
so much world history in the book—
it’s an essential aspect of the movie, 
but it has to be comprehensible and 
engaging for people who don’t know 
anything about the Spanish-American 
War, for example." The U.S declared war 
on Spain in 1898, and a force led by 
Theodore Roosevelt landed in Cuba to 
eventually defeat the occupying Span-
ish with the help of Boilerplate, in case 
you were wondering.
     Abrams has his next film, Super 8, out 
in June so the ball won't start rolling for 
Boilerplate till the summer at the earli-
est, but Paul seems both patient and 
excited. "We’re thrilled, of course, and 
very confident in how it’ll be handled, 
especially after visiting the Bad Robot 
offices. It’s obvious from the décor and 
from his work that J.J. is into old-school 
science fiction. Being there, we could see 
Boilerplate’s appeal in relationship to 
the kinds of things that J.J. is interested 
in. That cemented our feeling that it’s a 
terrific fit."
    The popularity of Boilerplate has 
come as a surprise to everyone, even 
Paul. "There’s an appeal to Boilerplate 
that goes beyond what I intentionally 
designed. Part of it must be the robot’s 
big round eyes, a popular feature in 

many successful character designs." 
Not everything about history's me-
chanical marvel was a happy ac-
cident though. "One element that I 
deliberately played up was Boiler-
plate’s blank-slate personality, which 
allows the audience to bring their 
own viewpoint and sense of wonder 
to the character," Paul explains, "That 
can create a deeper connection than 
if I had spelled out exactly what this 
robot was all about." 
   For anyone thinking this is real 
history or Paul finally managed to 
build a Delorean that can actually 
reach 88mph I'm afraid it's nothing 
quite as advanced as that."I built a 
1/6-scale articulated figurine, about 
12” tall, and superimposed it into 
vintage photos with Photoshop.The 
results are more of a testament to my 
illustration and photography back-
ground than to my admittedly crude 
computer skills." The computer skills 
of others though are slowly coming 
along with baby steps for a real life 
Boilerplate. "Independent bipedal lo-
comotion—building a robot that can 
walk on two legs—is an impressive 
development that was only achieved 
recently. Folks who don’t realise that 
are the ones most susceptible to be-
lieving Boilerplate could have been 
real. We’re 
barely 
starting 
to see the 
potential 
for that in 
the robot-
ics work done by 
Honda and others 
in Japan.  As to 
whether there’ll be 
sentient robots in 
my lifetime, I’m doubtful. That’s still 
a long ways off."
   The history of Boilerplate the book 
isn't quite as long and mysterious as 
the character, but almost. Paul re-
members, "Back in 2000, I was pitch-
ing historical adventure stories to 
comic book publishers and getting 

nowhere with them." Things have 
changed since then, comic books and 
graphic novels are more popular 
than ever. "In the meantime, though, I 
had decided to put a fictional pro-
tagonist into these nonfiction stories, 
in order to make them more appeal-
ing. I began working on a Boilerplate 
graphic novel, but the financing fell 
through."  Luckily Paul had built a 
figurine for the cover and had taken 
few pictures of the model in histori-
cal pictures, which he soon put up 

on his site. 
"Over time, 
people 
found 
those early 
Boilerplate 
pages and 
started 

linking to our 
site. Some readers 
thought the robot 
was real, and the 

press started writing articles about it. 
Then Anina and I collaborated on the 
hardcover book, which is much more 
extensive than what’s on our site—
the book covers Boilerplate’s adven-
tures between its creation in 1893 
and 1918, when the robot disappears 
during World War I."

“This shit will get 
your ass pregnant from 

a mile away because 
that’s just how

 fucking awesome it is.” 

“Boilerplate’s blank-
slate personality can 

create a deeper 
connection”
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What makes Boilerplate such a good    
read is how believable it all is. As well 
as the meticulous detail in each photo, 
the weaving of fact and fiction is prac-
tically flawless.  "It was a combination 
of deciding which events we wanted to 
(and plausibly could) work the robot 
into, reading up on those events, then 
distilling the information and finding 
ways to insert the robot and its inven-
tor without altering history." From 
World wars, Tesla coils, and world 
expositions to Hawaiian queens and 
Boxer rebellions,  getting all the facts 
right must have been taken a while. 
Paul admits"Anina and I both did tons 
of research, which is fun for us. I’m a 
huge history buff, so there were many 
stories I had wanted to tell for 
some time."
   Not one to rest on his laurels, Paul was 
working on his latest project, Frank 
Reade: Adventures in the Age of Inven-
tion. "The story takes place in the same 
universe, and there are several crosso-

ver events with Boilerplate. Frank 
Reade will be in a similar format, with 
a similar premise: a fictional protago-
nist interacting with real historical 
events." Paul's worked hard on Frank, 
and despite being a pro at what he 
does, it still wasn't easy. " We didn’t 
find any magical shortcuts. In fact, 
we had to really put our noses to the 
grindstone on Frank Reade, as it was a 
two-year project that we turned out in 
only one year. We sacrificed a lot in our 
personal lives to achieve that."
   Based on the Reade family, the tome 
describes their lives as creators of Air-
ships, Helicopters and robots. Some of 
you may be saying, 'Victorian robots? 
It's a rehash!' But Paul is confident 
about the results. The goal, he says, was 
not to outdo Boilerplate, "but to push 
the work and format in new directions. 
Whether it succeeded is a question the 
audience will have to answer."
   With all these links to the past, alter-
nate histories, does Paul think he was 
born too late? "I’m happy to have lived 
in the 20th century, which is arguably 
the most interesting period in human 
history. But if I could time travel, I 
would definitely visit the 1893 World’s 
Columbian Exposition, where Boil-
erplate was unveiled!" But until time 
travel comes along, there's still the film 
to get a cameo in. "I think there’s a good 
chance you’ll see me and Anina stroll 
through a shot in full 
Victorian regalia."
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You lazy bugger,
Make it yourself!

Do you want to be a part of history? Well 
this is a quick guide. You need some vin-
tage pics (bigger is better), there’s loads on 

Flickr’s creative commons and there’s no need 
to worry about pesky copyright and some pics 
of you and your friends (full regalia adds to the 
look). Photo shop can be a bit of a pain to get to 
grips with, so it’s best to find a friend with some 

skills (and a copy if you don’t, it’s quite pricey) 
to take you through it a few times will yield bet-
ter results. Bear in mind this is a rough guide, 
I’m a journalist not a graphics designer, there’s 
a reason Paul charges people to put Boilerplate 
in their pictures; it’s time consuming, frustrating 
and fiddly. See over the page for some ideas of 
what you could do....

Required:
Photoshop
Vintage Pictures
Pictures of you
Patience

Want to make your own Boilerplate? Want to r ide in an air-
ship? Here's our rough guide to creating your own alternate 

First find your picture, and decide how you want to be a part of it. think 
subtle, you’re trying to be a part of history, not change it. I fancy join those 
fine chaps looking at the airship.

Once you’ve found or taken a picture of you, load it into photoshop. Copy 
and paste the whole thing into a new doc with a transparent background,  
and cut out the background. Once you’ve done that, greyscale the picture. 
Now you need to open the vintage picture into photoshop, and paste in 
your people to get an idea of size. Now go back and resize 
your image. 

Once you’ve resized accordingly you need add that olde-timey feel to the 
picture. Adding some noise and blur will help (you’ll have to play around 
to get the levels right) as will changing the contrast and exposure levels. 
If you’re picture has a blue or yellow tint, add a photo filter. Once that’s 
done you should be ready to show everyone your slice of history.

Inspired? Here’s a couple of photos you use as a starter to take 
you to where-ever and whenever you want to visit.
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Play pat-a-cake, cave in heads of Balverines, be 
crowned king in a chicken outfit, replace or-
phanage with brothel. Just your average day in 

Fable 3.
Peter Molyneux has promised much over the years 
with the Fable series, and while much of those prom-
ises go unfulfilled due to the high expectations,  in their 
place is a series of impressive games, and the latest in-
stalment continues in the same vein.
Set 50 years after Fable 2, the game sees you as the 
younger child of the last game’s hero, and about to 
start you journey to usurp your evil brother’s throne 
and claim it for yourself. 
Although this time instead of starting as a child you 
start as a mid-twenties prince(-ss), much of the game 
is very similar to the last one, and most of this game is 
about refinement of what made Fable 2 so popular. 
At it’s core the good vs. evil battle, in both yourself and 
the rest of the world, is what makes Fable fun. Every 
choice you make has repercussions, and while usually 
your options are fairly obvious with one fire covered 
button for bed and a gold-dust one for good, it’s still 
a novelty (Mass Effect aside) to choice to be a bit of an 
evil nob. Always being to goody two-shows in Final 
Fantasy and Zelda was old years ago.
Your faithful dog is by your side once more, but is use-
less in combat and generally gets stuck on any minor 
obstacle or seems to forget he’s meant to be showing 
you where treasure is. Less man’s best friend than eter-
nal mosquito buzzing in your face, the fire-breathing 
chickens would have made a more entertaining and 
useful pet.
People interaction is another feature refined from the 
previous games, all interactions are governed by a few 
buttons (usually X for bad, Y for good) and can quick-
ly get you guild seals, the equivalent to XP in stand-
ard RPGs. The new holding-hands quirk is a big flaw, 
glitching on a regular basis and annoying due to it’s 
central role in a large selection of missions.
Probably the biggest change is your role once you be-
come King. Where most stories end once you’ve killed 
(or not, depending how nice you are) the bad guy, here 
the duties of a benevolent ruler are placed firmly on 
your shoulders. And here is where the most fun lies. 
usually the good option is the more expensive one, and 
the bad option will line your pockets, it’s a nice twist 
that adds politics around the usual good vs. evil battle. 
Although asking a King to deliver flowers on an errand 
does seem somewhat beneath you, when was the last 
time you saw the queen pop out to the shops?
Money is a big issue in the game, so much so that not 
having enough, and by enough we’re talking millions, 
the ending of the game takes a very different route. 
And while there are plenty of opportunities to make 
money as a property guru, or through the returning 
mini-games like Lute Hero, Blacksmith and Pie maker, 
unless you have a stash to rival Alan Sugar by your 
coronation it’s basically too little, too lute.
Throughout the game it’s a tale of two halves. The ad-
venturing parts are expansive and beautiful, and the 
change from snowy mountains to Smoky cities is im-
pressive, but slow rendering and glitches distract al-
most constantly. Combat too is half and half. On the 

Fable 3
Lionhead Studios
£9.99
Xbox 360

Also Play:

Final Fantasy IX & XII 
(Square Enix)
Eder Scrolls IV- Oblivion 
(2K Games)
Fable 2 
(Lionhead Studios) 

one hand the weapons upgrade on a ‘how you 
use them’ basis, having objective and bonuses 
for example, killing more enemies at night, 
and the changed visually make it a great 
distraction. But actually using the weapons 
seems like a chore, the one button for each 
type of combat and slow, repetitive nature of 
the killing means aside from a  few flourishes, 
it’s tap tap tap tap brainlessly until every one 
is dead.
The story itself is pretty good, although the 
ending feels rushed compared to the long 
build up, but it does mean a replay is almost 
compulsory and gives you the chance to play 
the opposite side morality wise, Length wise 
at only around 25 hours, it isn’t the longest 
around, even including side missions and 
general exploring.
The multiplayer has been tweaked and is great 
fun, working together makes life easier and 
seeing your two characters marry and have 
kids (or adopt) is entertaining. The chance 
to make more money is also a good reason 

to buddy up. The loading screens show how 
your characters compare, leading to bragging 
rights and increased competition.
The humour is still around, from the simple 
of burping in people’s faces to sly digs at table 
top gaming, and plenty of carry on style rude-
ness as well. The star-filled voice overs really 
add to it as well, Steven Fry and Jonathan Ross 
steal the scenes they are in. The questionable 
outfits you can dress yourself in can provide 
hours of joy, rocking the chicken suit casually 
throughout the game was always good for 
a chuckle.
The menu revamp will probably be the biggest 
shock to fans of the old games, stats have been 
replaced with a choice of chests that contain 
upgrades, and the inventory menus have been 
replaced with a secret hideout (complete with 
John Cleese as your butler giving out advice) 

that contains rooms with all your different op-
tions. Visually it works well, and casual gam-
ers will appreciate the simplicity, although the 
hardcore will lament the dumbing down.
The world map has been made quicker and 
easier, allowing fast travel and mission access-
ing and most importantly you can manage 
your ever expanding property empire, which 
saves hours of time and effort. Again it’s sim-
ple, but the core elements that make it fun are 
all there and the easy presentation that covers 
solid playing mechanics into a really 
good game.
While Final Fantasy left Steampunk years ago 
to join Fallout in the future, Elder Scrolls is 
stuck firmly in World Of Warcraft style medi-
eval times and Zelda is rotting away on the Wii, 
Fable is one of the few games rocking the Vic-
toriana style. The outfits of the characters are 
great and it’s easy to get lost in the style of the 
environments. It’s a shame the best bit of tech 
(the steam cave train) lasts all of five seconds 
before exploding due to goblins. The loading 

screens do provide Steampunk enthusiasts 
something to enjoy, posters for all sorts of 
useful leisure items regularly fill your screen. 
‘Steamhat- Keeps your head warm’ is already 
on the christmas which list.
This is a really good game with some basic 
problems, and fans of the last Fable will  enjoy, 
although perhaps bemoan it’s not different 
enough. And it does feel simple to the point of 
being babied at times, although it does retain 
its charm throughout. It doesn’t have the sto-
ry or graphics of Final Fantasy, nor the detail 
and character building of Eder Scrolls/Fall-
out, but does occupy the middle ground and 
is much easier to pick up and just play com-
pared to the others. In fact my only real bug 
with this game is how it endorses high treason 
and revolution as a good idea to solve simple 
political problems. 

Unless you have a stash to rival Alan Sugar by your 
coronation it’s basically too little, too lute.
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Just from looking at the cover even if you’re not a 
Steampunk fan you can guess what lies within; 
steam robots, shooting, adventure and a strong 

female lead.
Dreadnought is the second book in Cherie Priest’s 
‘Clockwork Century’ series. Along with the award win-
ning  Boneshaker, Priest has created her own alternate 
history, set in the American Civil War which has last-
ed decades and let to new technology and a different 
world. Damn good way of getting Airships in there if 
you ask me.
The story is set a short while after Boneshaker in Rich-
mond instead of Seattle, we meet Mercy Lynch, a nurse 
in a Confederate hospital. The book delves straight 
into the action, with vivid scenes of the dead and 
wounded all over the place. Priest’s descriptions of the 
horrors of war hospitals is both graphic and intense, 
and sucks you into the story right from the off. Mercy 
is headstrong and confident, although does seem to be 
very blinkered throughout the story, her only aim is 
get to where she’s going and treat the wounded along 
the way. But she’s a likeable and believable first lady 
all the same.
The two main mysteries in the book are the fabled 
Dreadnought, a secret weapon the Union have devel-
oped, and the disappearance of a band of Mexican sol-
diers. The bulk of the Dreadnought mystery is solved 
pretty quickly but the final loose ends keep your inter-
est right up until the climatic final action scene, where 
the Mexican problem is also confronted. 
The story is similar to Cold Mountain, both have 

Boneshaker was a very successful book, did you 
feel a lot of pressure with Dreadnought? Would 

you say it’s better?
Of course there was a lot of pressure. No one wants 
the sophomore effort to flop, especially not when 
there’s a much larger print run.  I hope it’s better. 
It’s definitely a different kind of book, but no less 
good, I think.

Do you consciously try to make it ‘Steampunk’ or just 
it just come naturally when you write?
Yes and no. I wanted to do an alternate history, and 
Steampunk fits very naturally with that.

I read that the original cover was changed to include 
the walker, why was this? Which one do you prefer?
Because Marketing felt that the original “wasn’t 
steampunk enough.”  I think both covers have their 
strengths, and it didn’t matter much to me. Jon 
Foster is a great artist, and he never lets me down.

Steampunk’s a very aesthetic genre, were you tempted 
to include illustrations at all, or would it detract 
from the writing?

That’s not up to me. That’s up to production. I sus-
pect they never considered it, as they’re expensive 
to commission and produce.
 
What would you say the themes/issues are within 
Dreadnought? 
The idea of asking forgiveness instead of permis-
sion. Acting now, and worrying about the conse-
quences later  - but in a calculated fashion.

Would you rather the focus was on your descriptions 
of the tech, or the characters and their development?
The characters. The tech is fun, but that’s not what 
the books are about.
 
Do you follow other steampunk writers, or feel com-
petition between them? 
I’m friends with other people who write steam-
punk, of course. It’s still a fairly small scene.  And 
people who think writing is a competition are 
coming at it from the wrong angle. I’m glad when 
my friends succeed; a rising tide really does lift all 
boats, when it comes to publishing. 

Who are your favourite writers generally?
 Jesus, I don’t know. That’s like saying “name a 
famous blonde.”  

What’s the plans for the future?
Definitely two more novels set in the alt-history 
universe (just signed the contracts on them last 
week); hopefully a few more shorter pieces, too. 
We’ll see.

How much research did/do you generally do for a 
book?
It depends on the book. More for some, less 
for others.

Is there any of yourself or your life in Dreadnought or 
any of your other books?
Of course there is - always. But that’s not to say 
that everyone in any of my books is me.   

Which of yours is your favourite, and which do you 
think don’t get the praise it deserves?
Books are kind of like children. You love them all, 
knowing they have different strengths and weak-

nesses. 
You blog and twitter a lot, do you think it’s essential 
for modern writers to do this?
No, but it’s probably helpful if they do. I just like to 
fool around on the internet.
 
Would you say you’re a Steampunk or a writer with 
an interest in it?
I write some steampunk books, yes. But I also 
write books that have nothing to do with steam-
punk. By the end of 2012 (if all goes according 
to plan) I’ll have fourteen books in print through 
three different companies. 
 
Zombies. The next big thing in Steampunk? 
Zombies have been hanging around in steampunk 
for years - maybe decades. I wasn’t the first to 
think of them; they’ve been in RPGs, comics, and 
video games for ages.  I like them, and I hope they 
stick around. 

What do you do when you’re not writing?
Day-job work. Sleep. That’s pretty much it 
these days.

Questions For Cherie Priest

strong female characters that have to fight 
against hardship, and both involve a long jour-
ney to one fixed goal. Dreadnought is just as 
compelling a read without the constant feeling 
of melancholy that was a fixture of Cold Moun-
tain. Hopefully Jude Law and Nicole Kidman 
will stay far away from any idea of making this 
into a film as well.
On the face of things this is a classic action ad-
venture book, fast-paced, exciting with a lot of 
tension due to the confined spaces much of the 
action takes place in. Zombies come in the fast 
paced, unrelenting kind and not the mass of 
shufflers moaning ‘brains!’ and the mystery sur-
rounding them is well weaved and revealed as 
part of the plot, not an excuse to create 
some excitement. 
Character interaction one of the most inter-
esting parts of the book. The personas are ste-
reotypes for sure, but only in the way that they 
conformed to the thoughts of the day, everyone 
has their own personality and the descriptions 
bring them all to life. The social standings of the 
blacks and the Mexicans compared to the mid-
dle class and the officers, and the different sides 
of the war, it’s all compelling to see how they in-
teract. The politics and moods of the time have 
been well researched and the descriptions create 
a whole different  world to explore in your head. 
Various references are made to Boneshaker and 
Clementine (related but not strictly part of the 

series), fans of the Clockwork Century will be 
more than happy with this instalment, but  new-
comers won’t feel clueless or as though they’re 
missing out. The references to the previous book 
will make you want to read Boneshaker, but out 
of curiosity and interest not a need to fill gaping 
holes in the plot.
Contraptions and machines are found in plenti-
ful amounts throughout the story. Airships, the 
mighty dreadnought, mech suits, and other bits 
and bobs are described in detail, usually as they 
burst into the chapter all guns blazing. This is 
classic Steampunk with an American twist. Vic-
torian top hats are replaced with Texan sheriffs 
and The horse drawn carriages of London for 
the great railways and vastness of the U.S. That’s 
not to say It’s all a gimmick with no substance, 
far from it. All the descriptions of the different 
machines are woven into the story deftly, and 
the strength of Priest’s writing means that this 
would be a great book, even if it was just a pe-
riod book about a girl on a train going to see her 
dad. The politics, history and characters com-
plement each other and the Steam aspect is the 
icing on top of a solid western.
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Have you ever seen a sexy badger? Probably not. 
You’ve probably never gone looking for one. How 
about a tough, no-nonsense badger with a witty 

mouse side-kick, set in a Neo-Victorian world where an-
thropomorphic animals rule the roost and the people all 
look like Tintin?
  This is precisely what Bob Talbot is offering in his latest 
graphic novel, Grandville: Mon Amour. Set a few months 
after the first Grandville (prior knowledge isn’t required, 
the story stand up as it’s own adventure) we join LeBrock 

on the hunt for escaped convict and general nutter “Mad Dog” Mastock after avoiding the guillotine  at 
the Tower of London in a bloodbath of an opening scene.
   Set in a history where Britain has only recently gained freedom from France after a guerilla war of in-
dependence, the world Talbot shows us is mostly Victorian with the odd splash of futuristic touch. Tram-
ways and vinyl players are joined by robots and airships, and big revolvers with canes, top-hats and cor-
sets. The Steampunk elements are very subtle, but can sometimes be easily missed on the first read.
   The artwork is detailed and detailed, with vivid colours and plenty of detail to look over time and again. 
The facial expressions on some of the animals, especially LeBrock, really give them character  that builds 
on a  usually a grisly, worn out look. The blurring gives the action scenes a real sense of urgency and the 
colour themes give each page it’s own identity within the story.
   What Talbot gives is a highly detailed and at times bloodthirsty thriller that brings together Sherlock 
Holmes style sleuthing and deduction with good old fashioned violence, sex and murder. The animals 
of farthing wood have no place here, what you get instead is whorehouse hippos, pervy Donald Ducks, 
and Winston Churchill portrayed by the nodding dog. Nothing is taboo and at times you get the sense the 
book should come with an 18 rating on the front. 
   Talbot is the godfather of British graphic novels, and his Adventures of Luther Arkwright, released back 
in the seventies,  is probably the first modern Steampunk graphic novel  ever released, so it’s safe to say he 
knows what he’s doing and has the experience when it comes to weaving a good yarn.
   The story has enough twists and turns to keep you entertained and the animal angle is endearing with-
out being too distracting. Fans of the original will get everything they enjoyed the last time, but will be 
disappointed if they were expecting any massive change or progression. The main downfall is how short 
the story is, it’s over just you start to really get engrossed. Hopefully there’ll be another instalment along 
soon to join Talbots already impressive CV of graphic novels and steampunk adventures.

Grandville: 
Mon Amour
Bryan Talbot
£16.99
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