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Brief Outline of the Project’s Scope and Contents:

Bringing in to view the scope to which authors go to enrichen and diversify the worlds they create, we investigate the methods of bringing together material for the construction of worlds with their own political systems, vast lore, and intricate dialects, so that the reader might learn how to go about constructing one of their own.
I also see this anthology as a fun and educational read that would be hard to part with for fans of the fantasy genre.
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A Song of Ice and Fire – George R.R Martin
Discworld – Terry Pratchet
Harry Potter – J.K Rowling

Other mentionable worlds:  
Artemis Fowl – Eion Colfer 
The Hunger Games – Suzanne Collins
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Mass Effect – Bioware
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List of Contents:
(see additional information page below.)
Rationale
Why should your book be published?

The target market for this book encompasses a large range of fantasy readers and aspiring novelists and script writers of film, games and TV. Young readers might find themselves reading this book in school, as it relates well to English studies, and could be sold to academic institutions.
The field would be popular, as it is involved with popular and timeless stories which most people recognise and know, compiling the relevant parts of great world building within these stories under a new analytical light from which we will be able to pinpoint how effective these authors are in this field. 
What is its likely audience?

This will be aimed primarily towards young adults, but is for anyone getting into writing or just interested in the authors/worlds. Those interested in writing fan-fiction would certainly find this book very much essential.
Computer game designers/writers (and aspiring) will find a lot of use from this book when creating their own concepts.
I can see the book being essential in academic scenarios relating to creative writing, as it would be a good insight to famous authors and their concepts. 
What other books cover a similar area of interest? How does your book differ from these?

With the age range being rather encompassing, due to the teen fiction (e.g. Hunger Games) and old fantasy (e.g. Lord of the Rings), it should appeal to a variety of fantasy lovers.
While there are many books available which instruct a person on ‘how’ to build a world, or include detailed backstory to the authors fantasy concepts, there are few books that allow us to analyse them all together.
While a change of format may be required, this work should not be ruled out of becoming an eBook for easier access to the educational spectrum of the market, as well as adding profitable exposure for the book online.

What is your projected word count?
The total word count will be approximately 30,000.
Estimated 420 words per page in an Imperial quarto format for the book. Chapters upon the different author’s styles would range between 800 – 2600 words. 

Would you want to include illustrations or any other diagrams?

Visual art would form a great component in helping the reader envision the fantasy worlds discussed within the book. I feel that regular pictures for each new chapter helps to keep the readers imagination alive, and that there are already many famous artworks and styles used around the novels I primarily write about. E.g. the works of Josh Kirby and Paul Kidby, famous for illustrations of the Discworld.
Have you contacted other publishers?
I am yet to contact any other publishers as I respect that you are distinguished publishers and wished to offer your company exclusive rights first. 
……………………………………………………………………………………………………….
Anthology contents:

1. Understanding fantasy and world building.
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High Fantasy to Dark Fantasy Modern Fantasy, Video Games
   
 




2. World of the Rings – Tolkien’s archetype.
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Exerts from The Hobbit, The Lord of the Rings - The Fellowship of the Ring,
Return of the King, and the Silmarillion.                                        


3. On the back of the great giant turtle, A’Tuin – Pratchett and the surreal.              Pg. 18

Exerts from Discworld – The Colour of Magic, The light Fantastic, Mort. 


4. A Game of Creation – George Martin and refining high fantasy. 
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Exerts from A Song of Ice and Fire –  A Game of Thrones, A Feast of Crows, 
A Dance with Dragons.                       

                          

                      


5. Magical Universes and where to find them – J.K Rowling and the 
suspension of disbelief.                                                                                                   Pg. 37


Exerts from Harry Potter and - The Philosophers Stone, The Chamber of
Secrets, The Goblet of Fire. 


                                                              


6. Honourable Mentions: Hunger Games & Artemis Fowl – Low fantasy and           Pg. 44
the progression of teen fiction.                                                      


Exerts from Artemis Fowl and the Hunger Games.
7. War Gaming and Virtual Lore.                                                                                    Pg. 52

Exerts of Script from Bioware’s Mass Effect and Bethesda Softworks’ 
The Elder Scrolls - Morrowind. 
Plus, pieces taken from original authors Dan Abnett, James Swallow and Gavin Thorpe, in the universe of Gamesworkshop’s Warhammer 40k.

Anthology introduction:
Artists need somewhere to get started. Imagining detailed universes for your characters to inhabit can be a time-consuming effort, and sometimes a need to re-design the whole concept as the story progresses. Whether it be the clash of good and evil in a far-off land, the political intrigues of a war-torn kingdom, or just what spellbinds us to the words, this book will uncover the core elements in creating worlds that drag the readers eyes across the page, just so that they may learn the next bit of trivia or lore. What compromises a universe to having such a great appeal, that people would rather spend their time engorged in these fantasies rather than their own reality? Much can be said for the setting and atmosphere of a story, but when a writer creates a whole alternate existence amongst the pages of their works we see escapists and the imaginers of our modern time flock towards these fantasy epics.
We will follow a progression of widely popular fantasy writers from the age of Tolkien to the world’s highest earning writer J.K. Rowling, in an effort to be able to point out those parts which make these fantasy world-scapes so interesting.

Understanding the high, dark and modern elements of fantasy is an important initial step to analysing the themes that we will be discussing, alongside how these have been adapted in video game culture. This will bring the reader up to pace with the themes of the book.
Afterwards, you might re-immerse yourself in the world of Tolkien, as you uncover how he utilized many different mythologies in his work ranging from Norse, Celtic, Arthurian, Greek and Christian, to design a whole new world filled with religion, geography and various linguistics. In the expansive world of the ‘Lord of the Rings’ we will be primarily deciphering his philology amongst drawing out the elements of mythopoeia for us to analyse.   

Terry Pratchett is heralded to have created the quirkiest universe written on paper. While his world is depicted as existing as a disc, lain across the backs of four huge ‘world elephants’ who stand upon the back of the great A’Tuin, a celestial turtle carrying the inhabitants of the Discworld through the void of space. A mouthful for sure, but it is in these unusual images that we solidify the image of this majestic and bizarre world in our minds. It is not only the anti-realistic sentiment that Pratchett takes that draws in escapists, but a strange use of common sense rides through the collective of books. A mysterious force called ‘naritivium‘ dictates how the events play depending on how good a story it makes in a universe defined by magic, rather than rules and logic which we employ upon our own reality.
A wide variety of species and cultures, satirical and sometimes nonsensical inhabit the Discworld, and it is easy to find a niche’ within it for any personality to enjoy. 

George Martin’s books detailing the political subterfuge and drama of a world nearly reminiscent to European medieval history has enticed large new audiences to his acclaimed ‘A Song of Ice and Fire’ book series, but what makes these aspects so interesting and how do they enrich the world Martin creates? We explore, through extracts of the first and fourth and fifth books, how the realistic approach engages readers more than a completely fantastical world, and how having a wide variety of characters (that you aren’t afraid to kill off!) aids in cementing a sense of a living, breathing world.
The ability to create long historical accounts and cryptic, lost in translation, prophecies throughout a series adds a depth to the world that is subjectively the best way to enrichen the backstory of the world and bring about a future true to the narrative for the characters to follow. 

In the world of Harry Potter, the magical and the real co-exist, but under strict regulation by a world of Wizards and Witches that wish to keep the non-magical oblivious to their existence. This parallel reality becomes a common theme in designing a world that incorporates all the interesting parts of our own with the fantastical of the imagination. In this universe our own history lays the ground works for the plot to exist, the duality in the wizarding and non-magical world is set due to acts of human fear and hate, primarily referring to the Inquisition of medieval times who burnt witches at the stake. With history and the everyday school life atmosphere to lend support to its reality, and the common use of mythological creatures used throughout to support its fantasy, Rowling’s Harry Potter series captured the heart of many young and adult readers to the extent that it has been translated into seventy-three different languages. Taking a look into several of books of the series we will be able to produce a keen understanding for what makes the world of Harry Potter so enchanting. 

Past the core selection of writers, we will delve into other teen fictions that have done well in the public eye and have interesting world building themes. Suzanne Collins’ ‘The Hunger Games’ and Eion Colfer’s ‘Artemis Fowl’ both exhibit futuristic themes in very different ways, but keeps a grounded stance on fantasy. Both worlds relate to the real one, with the Hunger Games being depicted from a post-apocalyptic future, while Artemis Fowl inhabits a world where a secret underground, highly advanced, fairy nation keeps all things magical to themselves. 
This final section on novel written worlds highlights the progression teen fiction has made into Low Fantasy, how it can be extremely profitable to utilise angst and other typical emotional struggles that face teenagers and young adults, and more importantly, how these things bond the reader to the world created.
The final section, much like the previous titles mentioned, gives us a small glimpse into the successfully established worlds of two massive video game companies, and the successful universe of the miniature wargame company Games Workshop. Alongside examining the teams of writers that brought the games to life, we will be looking at how vivid character scripts and an abundance of lore and mythology that really give the experiencer a sense that the world is functioning without their involvement. Something that video games could have over novels in the scheme of world building.
We can analyse what has brought about claims that Bethesda’s ‘The Elder Scrolls’ series, is on a level with Tolkien’s Lord of the Rings in vastness and intricacy, and how the archetype for fantasy universes has evolved. 
Bioware’s own methods go somewhat differently. While bombarding the experiencer with optional bite size chunks of lore from within the game menu, Mass Effect focused on in-depth character development to drive the narrative and add vibrancy to their game by giving the gamer characters with ‘lived in experiences’ of the universe.
Warhammer is a universe that sounds as harsh as it is. In a dark future where, multiple races call each other foe, void-demons, Orks, and space elves, aim to despoil the bastions of humanities empire, in a purely gothic and sometimes satirical galactic war. The theme itself is what drives the success of this fiction, with a never ceasing conflict that backs up its all warfare gameplay that to fans is an added bonus to indulging in the fantasies of lumbering space hulks and planetary destruction. Arguably one of the biggest scenes where ‘Metalheads’ are involved with fantasy literature for its grim and dark setting.  

With this range of authors and ideas you can’t help but find inspiration for a universe of your own, given that these examples can teach you much about how to go about constructing it, why the hell not. There are always opportunities to get involved in already constructed worlds as well. Companies often hire writers to endorse an upcoming title, having them write within the lore of the universe, and explore its version of reality. Sometimes coming as Anthologies, themselves. The desire of the work is to endorse the interest of readers and gamers in the world, so that they have an invested interest in the concepts, and eventually, buy all the books related to the series.
There is no shame in building upon our predecessor’s work, and I’m sure after reading this, you will want to believe me.

Reviewing:
Marvels Wolverine is back, but for the last time.
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Directed by James Mangold, the mind behind the previous Wolverine origin film The Wolverine (2013), accomplished much with this new adaptation of the famous X-Men universe and is perhaps the last film for 20th century Fox to shoot in the universe before Disney buys the rights to the X-men films, completing their Marvel monopoly. It is the golden tip to the long list of X-Men films that have been released since the beginning of the 20th century. There have been some bumps over the course of these last seventeen years, especially when we look at how The Wolverine was received by fans and critiques, but if you have found you’re interest in the series diminishing, then welcome back to something all new and exciting.

The film opens with a vastly different scenario from the usual X-Men production. It looks a lot like an old western as Logan (Wolverine) drives a battered limo through a dusty arid land of southern USA. His usual position as one of the leaders of the X-Men has been replaced by a raggedy driver, trying to pick up prescription drugs from back alley dealers. It puts me in mind of Clint Eastwood, with a downtrodden, hard-ass hero coming to the end of his days, and his shaggy decrepit appearance has you wonder; Is this the last ride of the Wolverine?

It turns out Logan is having to support his old superior Charles Xavier and another mutant as they all seem to be in hiding. There is a lot of mystery to the beginning of the film, as the setting is so starkly different that we are left pondering what must have happened for a situation like this to come about. Xavier has become a senile old man that needs medication to keep his powers from hurting himself and others around him, while Logan, the ever youthful and regenerative superhero has become old himself and is showing signs that his powers are waning. The X-Men were near invincible, how have they been defeated without a world ending event to have been its cause? The answer is plain. This film is the only tragedy to be produced under the Marvel brand, and its themes are that of responsibility, legacy, violence, and sadness. It was Xavier that caused the end of the X-men, his powers were always listed as some of the strongest, and when certain characters within the universe go about nearly destroying whole cities, we have a broad scope to place his power upon, and how dangerous his mind must be when unleashed. This end of days scenario is so out of place for viewers that it adds an immense sense of danger and anticipation for the events unfolding. These characters are no longer the worlds heroes, but instead fugitives looking only for peace in a world where they are considered weapons of mass destruction. Patrick Stewart (Professor Xavier) plays an outstanding job of reversing his usual performance of being loving and wise, and turning the character into a senile and scared aged man. ALS, brain degeneration would have that effect on any person, but it is this crippling feeling that we all begin to understand about the situation. He is dangerous, and is nearing his tether on whether his own existence is necessary anymore. Likewise, Hugh Jackman’s Logan was always grumpy, but now his greying hair and stiff back really shine through to us that this is no longer a fight he can keep winning.

Now enters Laura (X-23), the eleven-year-old element of new hope for the Ex-X-Men. Dafne Keen will someday be a star, as her acting was great in the film, and she did a good job of acting near feral amongst all the brutal stunts. Her own origin is kept quiet through the beginning of the film, but by the second act it is revealed that she is genetically related to Logan, as in, directly genetically related. She’s half his clone. This is portrayed as her being his daughter, although this only comes from the mouth of the depict Xavier who is able to foresee who she is and how important her place in their current events, as it turns out she is just another experiment from a company related the one that turned the young Wolverine into Weapon-X by supplementing his bones with Adamantium. An indestructible metal that turns out to be the cause for the degeneration of Logan’s powers. 

Logan often places Xavier over Laura, which is logical in the beginning since he doesn’t know of the relation between himself and Laura, and Xavier is some sort of walking psychic bomb that he has a long standing emotional attachment to. However, it is this contrast that we begin to see how the dynamic between them exists. It is not of their own making, but that of evil, and the temptation to abandon responsibility seems a remarkably strong one.
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Boyd Holbrook plays the enigmatic villain Donald Pierce, and while it is hard to pinpoint who the real Arch-bad guy was, his character was the one that intrigued me the most even though it possessed no real characteristics at all. His slick, bounty hunter, attituded is a common trope, but it fitted the wild west vibe that was coming from the films cinematography. 

The supposed true villain is played by an actor famed for older productions such as Withnail and I. The skilled Richard E. Grant takes the role of Dr. Zander Rice, son of the man who experimented on Logan turning him into Weapon-X. Yet, this is all we are given on the character, and his motives seem shady in the scheme of things. The bad guys lack development, but this is covered when Josh Mangold releases Logan’s clone into the film. A horrifying display meets us when this evil Wolverine goes on a rampage killing a full household of friendly American farmers, and one of the protagonists, Xavier. This dramatic way to destroy what was a peaceful part of the film, upturns all the dreams of the characters and viewers that a peaceful existence for the trio is possible.   

There is no real sense of fear or anger towards the bad guys. It is a newer younger Wolverine that brings the emotion of an aging man, beginning to lose hope and ability. The characters are almost completely lacking hope. So much has dragged them down through the years, and it isn’t until the arrival of Laura that it is re-kindled in their hearts and the plot within the film really starts to begin. It dared to bring forth these realistic elements, that had hardly been experimented with outside of the recent production of Deadpool. Though, after that films success it may be obvious why they went for this adult style, engrossing themselves $616 million to their budget of $97 million. As the fourth highest-grossing R-rated film, behind Deadpool, the anti-hero with a trace the Wolverine’s DNA, is sure to appreciate this fact, and lead in the box office.

With contemporary political references to the American southern border, society in decrepit retreat, big corporations being dangerous, it is a play on our near future, but this film is really a family road trip starring Professor-X as the grumpy old grandad, and Wolverine as the begruntled father to an unknown child. It is the finale film for Hugh Jackman, and this rendition of ‘Old Man Logan’ by Mark Millar and Steve McNiven, is the best way to send him off at the end of 2017.
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……………………………………………………………………………………………………………….......

Non-fiction writing – Radio Talk
To the Hippodrome 


(amb under: sounds of people talking, bustling)
Sophocles talked avidly of the chariot races and the excitement of watching groups of horses being driven them around the hippodrome. I mean even today we have Formula 1 and NASCAR, that are pretty much the direct descendants of the ancient sport, and what can be more fun than watching a vehicle fly around a circle for several hours? 
Of course, there was more to it back in the day. When we look at Old Constantinople, now Istanbul, and the grand Hippodrome there, we can imagine the crowds of a hundred thousand people, all crammed up together to see the big race. Given that there was plenty of betting going on and people making money somewhere. Everyone awaits the conclusion of the race for different reasons.

(amb – trumpets blaring)

Yes, the excitement builds, within our hearts. It’s unbearable human nature to get riled up over something like this. There’s always a chance that a driver will come under serious harm from colliding with another chariot, so death was not uncommon within the Hippodrome, and that gives an edge that people were keen for after the abolition of gladiatorial fights. Other than actors and wine where else were you meant to get your entertainment? 
People would flock to the chariot races to elevate the stresses of the ancient world, but it would form more than just the entertainment centre for Byzantium’s capital. 
(amb – crowds cheering)

Communities arose from the different chariot racing teams, the most prominent of the two were the Blues and the Greens, arch rivals over the crowd’s appreciation and the race winnings. These ‘Deme’s or as we might refer to them as sport clubs mixed with political public bodies, but acted like football firms. If things didn’t go the way the Demes wanted, often enough they would whip the crowd into a ruckus and take to rioting around the Hippodrome. The sun’s glare and the constant lung polluting dust clouds probably helped.

This ‘crowd control’ made them a powerful ally and nuisance to the Emperor, who had to constantly vie for their approval, as well as the peoples. 
(amb - disgruntled murmurs)

And it wasn’t always positively sprightly in there. 
After a long bout of rioting and vandalism, the two leaders of the Demes were once sentenced to hang. This caused some disturbance amongst the populace, as they were almost like the celebrities of the ancient world. You’d be miffed too had the Queen sentenced you’re favourite footballer to the gallows!
Unfortunately for the Emperor at the time, the ropes round their necks both snapped, and they were whisked away by pacifist monks, who were probably staunch fans of theirs too. 
(amb – running and the closing of a heavy door)

From within the monastery the Deme leaders were safe, but it did not take long for the Byzantium’s soldiers to surround the place. The strategy was the starve them out, but this would take time. Too much time.

Flash back to the Hippodrome. The race has finished in a clean and orderly manner, but the people are restless. Left without any catastrophe to sate their bloodlust and keep their minds occupied.

Political agitators in the crowds start chanting up. 

‘Remember our leaders who are captives in the house of god’. 

Basically, they were asking who wants a fight, but this time sentiments weren’t against each other. Collaboratively the Blues and the Greens rose from their seats and took their anger out into the streets of Constantinople.  

A bloody and ferocious time near the end of the new roman empires history, that left 30,000 protesters dead and the Hippodrome no more than sea of blood. All by the hands of the sword of justice. Justinian the Emperor of Byzantine called out for the status quo to be retained.
(amb – sounds of a brawl, thuds and the clash of swords)

Typical hooliganry. 

