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Tillie Walden is a bestselling cartoonist and illustrator from Austin, Texas. She is the 
creator of six graphic novels, including the Eisner Award-winning books Spinning and 
Are You Listening? She has been awarded an LA Times Book Prize as well as multiple 
Ignatz Awards for her work. She graduated from the Center for Cartoon Studies in White 
River Junction, Vermont, where she now teaches.

 hoopla With this story �rmly set in the Walking Dead universe, what were some key    
 digital: challenges you faced while writing this? How did you stay within these constraints   
  while maintaining your own style and voice?  
 Tillie I think one of the biggest challenges, though it may sound simplistic, was just really   
 Walden: getting a handle on zombies themselves. Drawing them, thinking about how they a�ect   
  a story, things like that. The zombies themselves are at once atmosphere and plot, and it   
  was de�nitely out of my comfort zone. Other than that, I also felt like it was a challenge   
  to keep myself �rmly in the lexicon of TWD while also trying to do something new. I   
  don’t know if I achieved that, but I think striving for it was important for me. And no   
  matter what I do, everything I draw comes out in my own style, it’s one of my favorite   
  aspects of comics. You can try and get away from your own voice, but everything still   
  ends up sounding like you said it. I love that!   

 hd: How did this project come together? What were you most interested in when you   
  took it on? What sort of input and feedback did you get from Robert Kirkman?
 TW: Like many parts of life, this project started in the form of an email. The folks at Skybound   
  reached out to me, and while I was a fan of TWD I didn’t actually know the character   
  Clementine. So I played the games, and after that I came back and told Skybound I was   
  down, let’s make a trilogy. Robert has been around for the whole journey, he’s given   
  notes alongside my editor, and also just been a cheerleader for me. Everyone working on   
  this book behind the scenes has been great, and we all have the same goal: Give    
  Clementine a great story.

 hd: Clementine is a longstanding �xture in the Walking Dead universe,  
  but any story might be a reader’s �rst encounter. Knowing that,  
  what was your approach to the character?
 TW: That’s very true! I tried to be really considerate to those who might not  
  know this universe. It wasn’t too much of a challenge, though; it just  
  meant taking the time to really introduce who Clem was, what the   
  world is like, and what the boundaries are of this story. Luckily, this is a  
  place where my editor helped a lot. He could pinpoint any areas that  
  felt like they might be confusing to someone not familiar with TWD.   
 

 hd: Being a zombie story, it’s pretty grim, yet a key theme is hope when all seems   
  hopeless. How did you strike the right balance?  
 TW: I think TWD is actually a really hopeful universe, and it’s something I’ve said in a lot of   
  interviews. These stories and this world wouldn’t be here if the zombies had won    
  outright and everyone was dead. The fact that this is a series/world that is all about life   
  after this catastrophic event strikes me as inherently hopeful. While the story has dark   
  elements, I think survival in the face of adversity is the kind of story everyone needs,   
  because it’s something we all live with, in our own way. Striking the balance between the  
  dark and the light is certainly tricky, though. I never really know if I’ve done it in quite the  
  right way. I think I just have to go into it trusting my instincts. 

 hd: What do you enjoy most about writing Clementine? Do you feel any personal   
  connection with her? 
 TW: The best part of writing Clem has been learning about living with an amputation. I’m not   
  an amputee, but I’ve been so fortunate to work with a group of disabled folks who have   
  taken the time to tell me about their experience and inspire in me so much of the story. It   
  has really been so much fun to write a character that is truly lethal, truly loved, and also   
  truly disabled. Her growth, too, in her understanding of life with a unilateral    
  below-the-knee amputation has become such a core part of this series. As far as my   
  personal connection to her goes…I mean, I spend a lot of time with Clementine. Making   
  three graphic novels is no joke. She feels very close to me. Of course I feel a connection to   
  her being queer, but it goes much deeper than that. She’s a re�ection of a lot of myself,   
  and she’s also very much a character who represents a lot that I aspire to be.

  hd: The story mostly centers on a group of teenagers. How much inspiration did you   
  draw from your experiences of that period in your own life? 

 TW: Haha, a fair bit, I think. I still have very strong memories of the anguish, the boredom, the   
  excitement, all of it. Not to say that adulthood isn’t also totally wild, it’s just wild in a   
  di�erent way. I love writing teenage characters; I can’t see myself ever stopping. I was so   
  happy that I got to write Clementine at this point in her life—the end of being a teenager,   
  the beginning of being an adult. It’s such a painful transition, and yet I remember feeling   
  so thrilled to grow up, so impatient, and I try to put that feeling into Clementine.

 hd: Where did the decision come from to set this story in the snow andon a mountain?  

 TW: My own life! I live in Vermont, in the woods, with my wife. And cats. 
  It’s maybe the most blatantly autobiographical part of the book—I just  
  really dig Vermont and I wanted to draw it! The mountain where the   
  book takes place is about an hour away from where we live. My wife
  and I actually drove up there to take pictures before I started inking the  
  book. I’m also pretty keen on winter—it’s a season destined for stories.  
  The land becomes cold and buried—what better setting for a 
  zombie story?    
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 hd: When did you �rst discover comics? Have they always been a part of your life?   
  When did you �rst begin creating your own?

 TW: I read a lot of manga when I was a kid. I liked comics, but it always seemed like a small   
  part of my life compared to other things. It wasn’t until I was 16 and took a comics class   
  with Scott McCloud that the lightbulb went o� and I was like, oh. This is what I should   
  do for the rest of my life. That was 10 years ago, that class. I’ve drawn practically every   
  minute since then. 

 hd: What is your process for both writing and drawing comics? Do you always write   
  out a script �rst?  

 TW: Haha, I HATE writing scripts, I never do it. Actually, I shouldn’t say I hate it if I’ve never   
  done it, but I am really not inclined toward it. I’ll make an outline, my editor and I will go   
  back and forth on it, and from there I just start drawing the book. “Penciling” is what I call  
  this stage, it’s basically a rough version of the whole thing. My pencil draft  of the book   
  gets heavily edited, again, a lot of back and forth. I’m working on Book Two of this series   
  and the drafting process took a lot of time, but it’s because in this stage you really have   
  the chance to make the book as strong as possible. Once the pencil draft is all good, I get  
  my paper and pens and draw it all. My pencil draft is often digital, but the art itself is done  
  traditionally. I draw with Ohto pens!

 hd: What advice would you give to young writers and artists looking to break into   
  comics, or just to make art in general? 

 TW: Don’t wait to start. Don’t wait for the right class or the right idea or the right moment—if  
  you want to make art, the best way to discover if you really like doing it is…to do it. A lot.  
  Draw as much as you can, and draw things that aren’t any good. Save your big beautiful   
  ideas for three years from now, and spend time making art that is focused on quantity,   
  not quality. I think it’s easy when you’re starting out to care and stress over every line you  
  make. There will be time for that later. The best thing a young cartoonist can do is write   
  and draw short stories, as many as possible. That’s what I did for the �rst two years of   
  making comics and it taught me so much.

 hd: This is book one of a planned trilogy. Without giving anything away, what are some  
  things readers can look forward to? 

 TW: Well, if you thought Book One was dark…it’s only getting darker.   
  Clementine’s story has really only just begun. And I hope that each   
  book in the series is better than the last. I’m always trying to get   
  better at this, and so far I’m really proud of how Book Two is going.

   hd: For fans of this series, are there any other comics or stories you would recommend?

  TW: I mean, I’m biased, but you’ve gotta check out Sea Serpent’s Heir and Everyday Hero  
  Machine Boy. Two very di�erent books from each other, but I promise you will gobble  
  these stories up. If you’re looking for more YA—check out Nubia from DC. And if you’re  
  looking for middle grade—check out A-Okay! 
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Check out these recommendations from 
Tillie Walden on hoopla!
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