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Distinctive Styles and Authorship in Alternative
Comics addresses the benefits and limits of
analyses of style in alternative comics. It offers three
close readings of works serially published between
1980 and 2018 – Art Spiegelman’s Maus, Alison
Bechdel’s Dykes to Watch Out For, and Jason
Lutes’ Berlin – and discusses how artistic style may
influence the ways in which readers construct
authorship.
With essays by Jan Baetens, David A. Beronä,
Frank L. Cioffi, N. C. Christopher Couch, Robert C.
Harvey, Gene Kannenberg, Jr., Catherine Khordoc,
David Kunzle, Marion D. Perret, and Todd Taylor In
our culture, which depends increasingly on images
for instruction and recreation, it is important to ask
how words and images make meaning when they
are combined. Comics, one of the most widely read
media of the twentieth century, serves as an ideal for
focusing an investigation on the word-and-image
question. This collection of essays attempts to give
an answer. The first six see words and images as
separate art forms that play with or against each
other. David Kunzle finds that words restrict the
meaning of the art of Adolphe Willette and TheophileAlexandre Steinlen in Le Chat Noir. David A. Beronä,
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examining wordless novels, argues that the ability to
read pictures depends on the ability to read words.
Todd Taylor draws on classical rhetoric to
demonstrate that images in The Road Runner are
more persuasive than words. N. C. Christopher
Couch--writing on The Yellow Kid--and Robert C.
Harvey--discussing early New Yorker cartoons--are
both interested in the historical development of the
partnership between words and images in comics.
Frank L. Cioffi traces a disjunctive relationship of
opposites in the work of Andrzej Mleczko, Ben
Katchor, R. Crumb, and Art Spiegelman. The last
four essays explore the integration of words and
images. Among five comic book adaptations of
Hamlet Marion D. Perret finds one in which words
and images form a dialectic. Jan Baetens critiques
the semiotically inspired theory of Phillippe Marion.
Catherine Khordoc explores speech balloons in
Asterix the Gaul. Gene Kannenberg, Jr.,
demonstrates how the Chicago-based artist Chris
Ware blurs the difference between word and image.
The Language of Comics, however, is the first
collection of critical essays on comics to explore a
single issue as it affects a variety of comics. Robin
Varnum, an instructor of English at the American
International College in Springfield, Massachusetts,
has been published in Writing on the Edge, Journal
of Advanced Composition, Harvard Library Bulletin,
and Rhetoric Society Quarterly. Christina T.
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Gibbons, an independent scholar living in
Brattleboro, Vermont, has been published in Journal
of Regional Cultures.
In a remarkable autobiography, the creator of Marvel
Comics describes his youth in the Bronx, his early
years publishing comic books during World War II,
the rise of the Marvel empire, and his creation of
such legendary superheroes as the X-Men, Spider
Man, the Incredible Hulk, and other popular icons.
Simultaneous.
Presents guidance for creating graphic novels,
beginning with establishing characters and
continuing through storytelling, drawing technique,
composition, inking, coloring, lettering, and
strategies for getting the finished product published.
Praised throughout the cartoon industry by such
luminaries as Art Spiegelman, Matt Groening, and
Will Eisner, this innovative comic book provides a
detailed look at the history, meaning, and art of
comics and cartooning.
The Routledge Handbook of Stylistics provides a
comprehensive introduction and reference point to
key areas in the field of stylistics. The four sections
of the volume encompass a wide range of
approaches from classical rhetoric to cognitive
neuroscience and cover core issues that include:
historical perspectives centring on rhetoric,
formalism and functionalism the elements of stylistic
analysis that include the linguistic levels of
Page 3/19

Download File PDF The Language Of Comics
Word And Image
foregrounding, relevance theory, conversation
analysis, narrative, metaphor, speech acts, speech
and thought presentation and point of view current
areas of ‘hot topic’ research, such as cognitive
poetics, corpus stylistics and feminist/critical
stylistics emerging and future trends including the
stylistics of multimodality, creative writing, hypertext
fiction and neuroscience Each of the thirty-two
chapters provides: an introduction to the subject; an
overview of the history of the topic; an analysis of the
main current and critical issues; a section with
recommendations for practice, and a discussion of
possible future trajectory of the subject. This
handbook includes chapters written by some of the
leading stylistics scholars in the world today,
including Jean Boase-Beier, Joe Bray, Michael
Burke, Beatrix Busse, Ronald Carter, Billy Clark,
Barbara Dancygier, Catherine Emmott, Charles
Forceville, Margaret Freeman, Christiana Gregoriou,
Geoff Hall, Patrick Colm Hogan, Lesley Jeffries,
Marina Lambrou, Michaela Mahlberg, Rocio
Montoro, Nina Nørgaard, Dan Shen, Michael Toolan
and Sonia Zyngier. The Routledge Handbook of
Stylistics is essential reading for researchers,
postgraduates and undergraduate students working
in this area.
The history of English news discourse is
characterised by intriguing multilevel developments,
and the present cannot be separated from them. For
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example, audience engagement is by no means an
invention of the digital age. This collection highlights
major topics that range from newspaper genres like
sports reports, advertisements and comic strips to a
variety of news practices. All contributions view news
discourse in a specific historical period or across
time and relate language features to their
sociohistorical contexts and changing ideologies.
The varying needs and expectations of the
newspaper producers, writers and readers, and even
news agents, are taken into account. The articles
use interdisciplinary study methods and move at
interfaces between sociolinguistics, journalism,
semiotics, literary theory, critical discourse analysis,
pragmatics and sociology.
"Teaching words and word parts through
comics"--Cover.
Presents instructions for aspiring cartoonists on the art
form's key techniques, sharing concise and accessible
guidelines on such principles as capturing the human
condition through words and images in a minimalist style.
In the twenty-first century, the field of comics studies has
exploded. Scholarship on graphic novels, comic books,
comic strips, webcomics, manga, and all forms of comic
art has grown at a dizzying pace, with new publications,
institutions, and courses springing up everywhere. The
field crosses disciplinary and cultural borders and brings
together myriad traditions. Comics Studies: A Guidebook
offers a rich but concise introduction to this multifaceted
field, authored by leading experts in multiple disciplines.
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It opens diverse entryways to comics studies, including
history, form, audiences, genre, and cultural, industrial,
and economic contexts. An invaluable one-stop resource
for veteran and new comics scholars alike, this
guidebook represents the state of the art in
contemporary comics scholarship.
For military cartoonists the absurdity of war inspires a
laugh-or-cry response and provides an endless source of
un-funny amusement. Cartoons by hundreds of artists-atarms from more than a dozen countries and spanning
two centuries are included in this study—the first to
consider such a broad range of military comics. War and
military life are examined through the inside jokes of the
men and women who served. The author analyzes
themes of culture, hierarchy, enemies and allies,
geography, sexuality, combat, and civilian relations and
describes how comics function within a community. A
number of artists included were known for their work with
Disney, Marvel Comics, the New Yorker and Madison
Avenue but many lesser known artists are recognized.
A course on comics creation offers lessons on lettering,
story, structure, panel layout, and much more, providing
a solid introduction for people interested in making their
own comics. Original.
Written as a satire on the comic devices cartoonists use,
the book quickly became a textbook for art students.
Walker researched cartoons around the world to collect
this international set of cartoon symbols. The names he
invented for them now appear in dictionaries.
This book explores how comics function to make
meanings in the manner of a language. It outlines a
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framework for describing the resources and practices of
comics creation and readership, using an approach that
is compatible with similar descriptions of linguistic and
multimodal communication. The approach is based
largely on the work of Michael Halliday, drawing also on
the pragmatics of Paul Grice, the Text World Theory of
Paul Werth and Joanna Gavins, and ideas from art
theory, psychology and narratology. This brings a broad
Hallidayan framework of multimodal analysis to comics
scholarship, and plays a part in extending that tradition of
multimodal linguistics to graphic narrative.
Drawings and sequential images are an integral part of
human expression dating back at least as far as cave
paintings, and in contemporary society appear most
prominently in comics. Despite this fundamental part of
human identity, little work has explored the
comprehension and cognitive underpinnings of visual
narratives-until now. This work presents a provocative
theory: that drawings and sequential images are
structured the same as language. Building on
contemporary theories from linguistics and cognitive
psychology, it argues that comics are written in a visual
language of sequential images that combines with text.
Like spoken and signed languages, visual narratives use
a lexicon of systematic patterns stored in memory,
strategies for combining these patterns into meaningful
units, and a hierarchic grammar governing the
combination of sequential images into coherent
expressions. Filled with examples and illustrations, this
book details each of these levels of structure, explains
how cross-cultural differences arise in diverse visual
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languages of the world, and describes what the newest
neuroscience research reveals about the brain's
comprehension of visual narratives. From this emerges
the foundation for a new line of research within the
linguistic and cognitive sciences, raising intriguing
questions about the connections between language and
the diversity of humans' expressive behaviours in the
mind and brain.
It has become an axiom in comic studies that "comics is
a language, not a genre." But what exactly does that
mean, and how is discourse on the form both aided and
hindered by thinking of it in linguistic terms? In Comics
and Language, Hannah Miodrag challenges many of the
key assumptions about the "grammar" and formal
characteristics of comics, and offers a more nuanced,
theoretical framework that she argues will better serve
the field by offering a consistent means for
communicating critical theory in the scholarship. Through
engaging close readings and an accessible use of
theory, this book exposes the problems embedded in the
ways critics have used ideas of language, literature,
structuralism, and semiotics, and sets out a new and
more theoretically sound way of understanding how
comics communicate. Comics and Language argues
against the critical tendency to flatten the distinctions
between language and images and to discuss literature
purely in terms of story content. It closely examines the
original critical theories that such arguments purport to
draw on and shows how they in fact point away from the
conclusions they are commonly used to prove. The book
improves the use the field makes of existing scholarly
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disciplines and furthers the ongoing sophistication of the
field. It provides animated and insightful analyses of a
range of different texts and takes an interdisciplinary
approach. Comics and Language will appeal to the
general comics reader and will prove crucial for
specialized scholars in the fields of comics, literature,
cultural studies, art history, and visual studies. It also
provides a valuable summary of the current state of
formalist criticism within comics studies and so presents
the ideal text for those interested in exploring this
growing area of research

New essays examining the complex period of rich
artistic ferment that was German literary
Expressionism.
The primacy of words over images has deep roots in
Western culture. But what if the two are inextricably
linked in meaning-making? In this experiment in
visual thinking, drawn in comics, Nick Sousanis
defies conventional discourse to offer readers a
stunning work of graphic art and a serious inquiry
into the ways humans construct knowledge.
This Blank Comic Notebook is great for anyone who
wants to create their own comics, cartoons or
storyboard scripts. With over 100 pages, this book
has all the space for you to get creative. Each page
has a different storyboard comic book template on it
with six different styles repeated throughout the
book. Large big book measures 8.5" x 11" so lots of
space for plotting your drawings. Take a look at the
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layout to see the specially formatted pages. A great
gift for all budding artists. Order your Blank Comic
Notebook today.
This introduction to studying comics and graphic
novels is a structured guide to a popular topic. It
deploys new cognitive methods of textual analysis
and features activities and exercises throughout.
Deploys novel cognitive approaches to analyze the
importance of psychological and physical aspects of
reader experience Carefully structured to build a
sequenced, rounded introduction to the subject
Includes study activities, writing exercises, and
essay topics throughout Dedicated chapters cover
popular sub-genres such as autobiography and
literary adaptation
Comic book studies has developed as a solid
academic discipline, becoming an increasingly
vibrant field in the United States and globally. A
growing number of dissertations, monographs, and
edited books publish every year on the subject, while
world comics represent the fastest-growing sector of
publishing. The Oxford Handbook of Comic Book
Studies looks at the field systematically, examining
the history and evolution of the genre from a global
perspective. This includes a discussion of how comic
books are built out of shared aesthetic systems such
as literature, painting, drawing, photography, and
film. The Handbook brings together readable, jargonfree essays written by established and emerging
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scholars from diverse geographic, institutional,
gender, and national backgrounds. In particular, it
explores how the term "global comics" has been
defined, as well the major movements and trends
that will drive the field in the years to come. Each
essay will help readers understand comic books as a
storytelling form grown within specific communities,
and will also show how these forms exist within what
can be considered a world system of comics.
This book is an insider's guide to how the comic
book industry works. You'll learn how comic book
superheroes are created and the deeper meanings
they represent. You'll follow the development of
sequential art storytelling - from caveman wall
paintings to modern manga and cinematic
techniques. Here you will explore comics in all forms:
those flimsy pamphlets we call comic books; thick
graphic novels; Japanese manga; and blockbuster
movies featuring epic battles between good and evil.
But behind it all, you'll discover how comics are an
intellectual property business, the real money found
in licensed bedsheets and fast-food merchandise,
heart-pounding theme park rides and collectible toys,
video games, and Hollywood extravaganza featuring
such popular superheroes as Spider-Man,
Superman, X-Men, and Batman.
A true story from Raina Telgemeier, the #1 New
York Timesbestselling, multiple Eisner Awardwinning author of Smile, Sisters, Drama, and
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Ghosts! Raina wakes up one night with a terrible
upset stomach. Her mom has one, too, so it's
probably just a bug. Raina eventually returns to
school, where she's dealing with the usual highs and
lows: friends, not-friends, and classmates who think
the school year is just one long gross-out session. It
soon becomes clear that Raina's tummy trouble isn't
going away... and it coincides with her worries about
food, school, and changing friendships. What's going
on?Raina Telgemeier once again brings us a
thoughtful, charming, and funny true story about
growing up and gathering the courage to face -- and
conquer -- her fears.
Can comics be documentary, and can documentary
take the form of, and thus be, comics? Examining
comics as documentary, this book challenges the
persistent assumption that ties documentary to
recording technologies, and instead engages an
understanding of the category in terms of narrative,
performativity and witnessing. Through a cluster of
early twenty-first century comics, Nina Mickwitz
argues that these comics share a documentary
ambition to visually narrate and represent aspects
and events of the real world.
This Companion provides an authoritative source for
scholars and students of the nascent field of media
geography. While it has deep roots in the wider
discipline, the consolidation of media geography has
started only in the past decade, with the creation of
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media geography’s first dedicated journal, Aether,
as well as the publication of the sub-discipline’s first
textbook. However, at present there is no other work
which provides a comprehensive overview and
grounding. By indicating the sub-discipline’s
evolution and hinting at its future, this volume not
only serves to encapsulate what geographers have
learned about media but also will help to set the
agenda for expanding this type of interdisciplinary
exploration. The contributors-leading scholars in this
field, including Stuart Aitken, Deborah Dixon, Derek
McCormack, Barney Warf, and Matthew Zook-not
only review the existing literature within the remit of
their chapters, but also articulate arguments about
where the future might take media geography
scholarship. The volume is not simply a collection of
individual offerings, but has afforded an opportunity
to exchange ideas about media geography, with
contributors making connections between chapters
and developing common themes.
Attempts to define what comics are and explain how
they work have not always been successful because
they are premised upon the idea that comic strips,
comic books and graphic novels are inherently and
almost exclusively visual. This book challenges that
premise, and asserts that comics is not just a visual
medium. The book outlines the multisensory aspects
of comics: the visual, audible, tactile, olfactory and
gustatory elements of the medium. It rejects a
Page 13/19

Download File PDF The Language Of Comics
Word And Image
synaesthetic approach (by which all the senses are
engaged through visual stimuli) and instead argues
for a truly multisensory model by which the direct
stimulation of the reader’s physical senses can be
understood. A wide range of examples demonstrates
how multisensory communication systems work in
both commercial and more experimental contexts.
The book concludes with a case study that looks at
the works of Alan Moore and indicates areas of
interest that multisensory analysis can draw out, but
which are overlooked by more conventional
approaches.
Best-selling Marvel Comics writer Brian Michael
Bendis reveals the comic book writing secrets
behind his work on The Avengers, Ultimate SpiderMan, All-New X-Men, and more. Arguably the most
popular writer in modern comics, Brian Michael
Bendis shares the tools and techniques he uses to
create some of the most popular comic book and
graphic novel stories of all time. Words for Pictures
provides a fantastic opportunity for readers to learn
from a creator at the very top of his field. Bendis's
step-by-step lessons teach comics writing hopefuls
everything they'll need to take their ideas from script
to dynamic sequential art. The book's complete
coverage exposes the most effective methods for
crafting comic scripts, showcases insights from
Bendis's fellow creators, reveals business secrets all
would-be comics writers must know, and challenges
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readers with exercises to jumpstart their own graphic
novel writing success.
The Language of Comics: Word and ImageUniv.
Press of MississippiThe Language of ComicsWord
and Image
Building off the argument that comics succeed as
literature—rich, complex narratives filled with
compelling characters interrogating the thoughtprovoking issues of our time—this book argues that
comics are an expressive medium whose moves
(structural and aesthetic) may be shared by
literature, the visual arts, and film, but beyond this
are a unique art form possessing qualities these
other mediums do not. Drawing from a range of
current comics scholarship demonstrating this point,
this book explores the unique intelligence/s of
comics and how they expand the ways readers
engage with the world in ways different than prose,
or film, or other visual arts. Written by teachers and
scholars of comics for instructors, this book bridges
research and pedagogy, providing instructors with
models of critical readings around a variety of
comics.
This book focuses on the unexplored context of
contemporary Swedish comic strips as sites of
innovative linguistic practices, where humor is
derived from language play and creativity, often
drawing from English and other European languages
as well as social and regional dialects of Swedish.
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The overall purpose of the book is to highlight
linguistic playfulness in Swedish comic strips, as an
example of practices as yet unobserved and
unaccounted for in theories of linguistic humor as
applied to comics scholarship. The book familiarizes
the reader with the Swedish language and linguistic
culture as well as contemporary Swedish comic
strips, with chapters focusing on specific strategies
of language play and linguistic humor, such as
mocking Swedish dialects and Swedish-accented
foreign language usage, invoking English language
popular culture, swearing in multiple languages, and
turn-final code-switching to English to signal the
punchline. The book will appeal to readers interested
in humor, comics, or how linguistic innovation,
language play, and language contact each can
further the modern development of language,
exemplified by the case of Swedish.
By placing comics in a lively dialogue with
contemporary narrative theory, The Narratology of
Comic Art builds a systematic theory of narrative
comics, going beyond the typical focus on the
Anglophone tradition. This involves not just the
exploration of those properties in comics that can be
meaningfully investigated with existing narrative
theory, but an interpretive study of the potential in
narratological concepts and analytical procedures
that has hitherto been overlooked. This research
monograph is, then, not an application of narratology
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in the medium and art of comics, but a revision of
narratological concepts and approaches through the
study of narrative comics. Thus, while narratology is
brought to bear on comics, equally comics are
brought to bear on narratology.
Take Control of Your Comics-Making Destiny
Creating your own comic is easier than ever before.
With advances in technology, the increased
connectivity of social media, and the ever-increasing
popularity of the comics medium, successful DIY
comics publishing is within your reach. With The
Complete Guide to Self-Publishing Comics,
creators/instructors Comfort Love and Adam Withers
provide a step-by-step breakdown of the comicsmaking process, perfect for any aspiring comics
creator. This unprecedented, in-depth coverage
gives you expert analysis on each step—writing,
drawing, coloring, lettering, publishing, and
marketing. Along the way, luminaries in the fields of
comics, manga, and webcomics—like Mark Waid,
Adam Warren, Scott Kurtz, and Jill Thompson—lend
a hand, providing “Pro Tips” on essential topics for
achieving your comics-making dreams. With the
insights and expertise contained within these pages,
you’ll have everything you need and no excuses left:
It’s time to make your comics!
Watchmen has been hailed as the quintessential graphic
novel and has spawned a body of literary criticism since
its 1986 initial appearance in installments. This work
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explores the graphic novel’s reception in both popular
and scholarly arenas and how the conceptual
relationship between images and words affects the
reading experience. Other topics include heroism as a
stereotype, the hero’s journey, the role of the narrator,
and the way in which the graphic layout manipulates the
reader’s perception of time and space. Instructors
considering this book for use in a course may request an
examination copy here.
Do Irish superheroes actually sound Irish? Why are Gary
Larson's Far Side cartoons funny? How do political
cartoonists in India, Turkey, and the US get their point
across? What is the impact of English on comics written
in other languages? These questions and many more
are answered in this volume, which brings together the
two fields of comics research and linguistics to produce
groundbreaking scholarship. With an international cast of
contributors, the book offers novel insights into the role
of language in comics, graphic novels, and single-panel
cartoons, analyzing the intersections between the visual
and the verbal. Contributions examine the relationship
between cognitive linguistics and visual elements as well
as interrogate the controversial claim about the status of
comics as a language. The book argues that comics tell
us a great deal about the sociocultural realities of
language, exploring what code switching, language
contact, dialect, and linguistic variation can tell us about
identity – from the imagined and stereotyped to the
political and real.
More than 60 pages of cartoon panels depict funny
situations but all the dialogue balloons are empty. That's
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where you come in. Dazzle readers as you create your
own clever conversations.
The Art of Comics is the first-ever collection of essays
published in English devoted to the philosophical topics
raised by comics and graphic novels. In an area of
growing philosophical interest, this volume constitutes a
great leap forward in the development of this fast
expanding field, and makes a powerful contribution to the
philosophy of art. The first-ever anthology to address the
philosophical issues raised by the art of comics Provides
an extensive and thorough introduction to the field, and
to comics more generally Responds to the increasing
philosophical interest in comic art Includes a preface by
the renowned comics author Warren Ellis Many of the
chapters are illustrated, and the book carries a stunning
cover by the rising young comics star David Heatley
The Language of Comics provides a history of comics
from the end of the nineteenth century to the present and
explores the 'semiotics of comics'.
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