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Vertigo’s Preacher, written by Garth Ennis, was certainly

the title that has had the largest audience, rightly

cemented my brother Steve’s reputation as a master of

visual storytelling recognised around the world, and

turned into a successful TV series. It is a legacy that

can’t be argued with. 

But… more than ten years earlier, “Cry of the

Werewolf” was, at least for me, a definitive pinnacle in

my brother’s career.

Spoiler alert: It’s also the only Judge Dredd story, as far

as I know, where we see Dredd without his helmet… for

a full five pages of action.

First published in 2000 AD Progs 322-328, and as with

Preacher, Steve drew the entire story himself from start to

finish. I think most comic readers will agree, a change of

artist mid-story can spoil the experience a little. Even on

the rare occasion that you love both artists equally, it can

still be somewhat discombobulating. Usually the more

long-form Dredd stories would have to employ at least

two artists because 2000 AD was published on a weekly

basis. Deadlines would have to be planned out way in

advance and then fiercely adhered to. But Steve was

already getting a reputation for not only producing

beautiful artwork… but producing it quickly. He even did

a two-part Dredd story following immediately after the

49 pages of “Cry of the Werewolf”… a story called “The

Wreckers”… which meant he completed a 62-page

uninterrupted run in total. That’s pretty impressive.

I can distinctly remember seeing the original artwork for

the double-page spread at the start of Part 6, when on a

visit to Steve’s flat in London. I would’ve been 12 years

old; he was 21. 

When I was a kid, seeing his original artwork and where

it was created was almost as exciting as being behind

the scenes of a major Hollywood film. Seeing that actual

double-page spread with Dredd riding through all the

teeth and fur, letting off his Lawgiver in the face of an

attacking werewolf was incredible.

Being in the flat, seeing the space where this alchemy

happened, seeing the brush marks on the page... the faint

pencil lines and the whiteout (which there wasn’t much

of)… Sitting on his chair at the big wooden drawing

board with its angle poise lamp, the ashtray full of spent

rollups, the Indian ink pots and tea-stained mugs, LPs

and replica guns left lying around… the distinctive,

slightly musty smell of early 20s men who take their

washing in bin bags to the local laundrette. 

It was all so impossibly glamorous to my 12-year-old

mind… And it was all exactly what I desperately wanted

my life to be like. 

In the long run I certainly achieved the musty smells and

tea-stained mugs, but I never reached the dizzying

heights of Steve’s skill with brush and ink. He had more

natural talent than any comic artist I can think of, the

fact that he was as good as this when he was only 21

still astounds me.

I appreciate I’m obviously more than a little biased, but

“Cry of the Werewolf” does contain some incredible

examples of Steve’s storytelling prowess.

For instance, the page where poor Ramone gets it…

that look on Rene’s face in the first panel, then going in

tight for the intimate kiss, pulling out wide for the

werewolf point of view, then going super-wide to slow

the pace down—which 2000 AD’s wider page format was

great for—before being hit by the big montage panel,

which in this case gives the feeling of a fast-cut action

sequence, but your eyes keep being drawn back to Rene

screaming away, reminiscent of Janet Leigh in Psycho. I

love this page. 

Then the double-page spread at the start of Part 2…

Five panels, three word balloons… He takes our eyes

and leads them perfectly from one dramatic image to the

next in a fluid, rhythmic illusion of movement.

And lastly, the second panel on the first page of Part

3… Darlene has her hat in her hand, she’s taken it off

as she sat down… This is exactly the kind of subtle

realistic “acting” that Steve did so well. It goes almost

unnoticed, but it instantly makes her feel human and

the action feel real, therefore giving weight to the story

as a whole. 

Steve’s eye for that kind of humanity is what made my

brother’s work stand out from so many other artists. 

I could easily go on, picking sequences, panels, facial

expressions, or dramatic action shots, but I think it would

be better if you just got on with reading it and finding

them for yourself. 

If you’ve never seen it before, I envy you.

Enjoy.

Glyn Dillon

January 2017
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ART BY BRENDAN MCCARTHY





























ART BY DAVID LLOYD

















ART BY GARRY LEACH
COLORS BY MIKE SPICER
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