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The Language Of Comics Word And Image
Since at least 1939, when daily-strip caveman Alley Oop time-traveled to the
Trojan War, comics have been drawing (on) material from Greek and Roman
myth, literature and history. At times the connection is cosmetic-as perhaps with
Wonder Woman's Amazonian heritage-and at times it is almost irrelevant-as with
Hercules' starfaring adventures in the 1982 Marvel miniseries. But all of these
make implicit or explicit claims about the place of classics in modern literary
culture. Classics and Comics is the first book to explore the engagement of
classics with the epitome of modern popular literature, the comic book. This
volume collects sixteen articles, all specially commissioned for this volume, that
look at how classical content is deployed in comics and reconfigured for a
modern audience. It opens with a detailed historical introduction surveying the
role of classical material in comics since the 1930s. Subsequent chapters cover a
broad range of topics, including the incorporation of modern theories of myth into
the creation and interpretation of comic books, the appropriation of characters
from classical literature and myth, and the reconfiguration of motif into a modern
literary medium. Among the well-known comics considered in the collection are
Frank Miller's 300 and Sin City, DC Comics' Wonder Woman, Jack Kirby's The
Eternals, Neil Gaiman's Sandman, and examples of Japanese manga. The
volume also includes an original 12-page "comics-essay," drawn and written by
Eisner Award-winning Eric Shanower, creator of the graphic novel series Age of
Bronze.
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.
Chinese edition of Jimmy Corrigan: The Smartest Kid on Earth. In Traditional
Chinese. Distributed by Tsai Fong Books, Inc.
Comics Beyond the Page in Latin America is a cutting-edge study of the
expanding worlds of Latin American comics. Despite lack of funding and
institutional support, not since the mid-twentieth century have comics in the
region been so dynamic, so diverse and so engaged with pressing social and
cultural issues. Comics are being used as essential tools in debates about, for
example, digital cultures, gender identities and political disenfranchisement.
Rudolf Arnheim (1904-2007) was a pioneering figure in film studies, best known
for his landmark book on silent cinema Film as Art. He ultimately became more
famous as a scholar in the fields of art and art history, largely abandoning his
theoretical work on cinema. However, his later aesthetic theories on form,
perception and emotion should play an important role in contemporary film and
media studies. In this enlightening new volume in the AFI Film Readers series,
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an international group of leading scholars revisits Arnheim’s legacy for film and
media studies. In fourteen essays, the contributors bring Arnheim’s later work on
the visual arts to bear on film and media, while also reassessing the implications
of his film theory to help refine our grasp of Film as Art and related texts. The
contributors discuss a broad range topics including Arnheim’s film writings in
relation to modernism, his antipathy to sound as well as color in film, the
formation of his early ideas on film against the social and political backdrop of the
day, the wider uses of his methodology, and the implications of his work for
digital media. This is essential reading for any film and media student or scholar
seeking to understand the meaning and contemporary impact of Arnheim’s
foundational work in film theory and aesthetics.
A troubled childhood in Iran. Living with a disability. Grieving for a dead child.
Over the last forty years the comic book has become an increasingly popular way
of telling personal stories of considerable complexity and depth. In
Autobiographical Comics: Life Writing in Pictures, Elisabeth El Refaie offers a
long overdue assessment of the key conventions, formal properties, and
narrative patterns of this fascinating genre. The book considers eighty-five works
of North American and European provenance, works that cover a broad range of
subject matters and employ many different artistic styles. Drawing on concepts
from several disciplinary fields—including semiotics, literary and narrative theory,
art history, and psychology—El Refaie shows that the traditions and formal
features of comics provide new possibilities for autobiographical storytelling. For
example, the requirement to produce multiple drawn versions of one’s self
necessarily involves an intense engagement with physical aspects of identity, as
well as with the cultural models that underpin body image. The comics medium
also offers memoirists unique ways of representing their experience of time, their
memories of past events, and their hopes and dreams for the future.
Furthermore, autobiographical comics creators are able to draw on the close
association in contemporary Western culture between seeing and believing in
order to persuade readers of the authentic nature of their stories.
This collection examines new comic-book cultures, graphic writing, and bande
dessinée texts as they relate to postcolonialism in contemporary Anglophone and
Francophone settings. The individual chapters are framed within a larger enquiry
that considers definitive aspects of the postcolonial condition in twenty-firstcentury (con)texts. The authors demonstrate that the fields of comic-book
production and circulation in various regional histories introduce new postcolonial
vocabularies, reconstitute conventional "image-functions" in established social
texts and political systems, and present competing narratives of resistance and
rights. In this sense, postcolonial comic cultures are of particular significance in
the context of a newly global and politically recomposed landscape. This volume
introduces a timely intervention within current comic-book-area studies that
remain firmly situated within the "U.S.-European and Japanese manga
paradigms" and their reading publics. It will be of great interest to a wide variety
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of disciplines including postcolonial studies, comics-area studies, cultural studies,
and gender studies.
This cutting-edge handbook brings together an international roster of scholars to
examine many facets of comics and graphic novels. Contributor essays provide
authoritative, up-to-date overviewsof the major topics and questions within comic
studies, offering readers a truly global approach to understanding the field.
Essays examine: the history of the temporal, geographical, and formal
development of comics, including topics like art comics, manga, comix, and the
comics code; issues such as authorship, ethics, adaptation, and translating
comics; connections between comics and other artistic media (drawing,
caricature, film) as well as the linkages between comics and other academic
fields like linguistics and philosophy; new perspectives on comics genres, from
funny animal comics to war comics to romance comics and beyond. The
Routledge Companion to Comics expertly organizes representative work from a
range of disciplines, including media and cultural studies, literature, philosophy,
and linguistics. More than an introduction to the study of comics, this book will
serve as a crucial reference for anyone interested in pursuing research in the
area, guiding students, scholars, and comics fans alike.
It is hard to discuss the current film industry without acknowledging the impact of comic
book adaptations, especially considering the blockbuster success of recent superhero
movies. Yet transmedial adaptations are part of an evolution that can be traced to the
turn of the last century, when comic strips such as “Little Nemo in Slumberland” and
“Felix the Cat” were animated for the silver screen. Representing diverse academic
fields, including technoculture, film studies, theater, feminist studies, popular culture,
and queer studies, Comics and Pop Culture presents more than a dozen perspectives
on this rich history and the effects of such adaptations. Examining current debates and
the questions raised by comics adaptations, including those around authorship, style,
and textual fidelity, the contributors consider the topic from an array of approaches that
take into account representations of sexuality, gender, and race as well as concepts of
world-building and cultural appropriation in comics from Modesty Blaise to Black
Panther. The result is a fascinating re-imagination of the texts that continue to push the
boundaries of panel, frame, and popular culture.
What if fairy-tale characters lived in New York City? What if a superhero knew he was a
fictional character? What if you could dispense your own justice with one hundred
untraceable bullets? These are the questions asked and answered in the course of the
challenging storytelling in Fables, Tom Strong, and 100 Bullets, the three twenty-firstcentury comics series that Karin Kukkonen considers in depth in her exploration of how
and why the storytelling in comics is more than merely entertaining. Applying a
cognitive approach to reading comics in all their narrative richness and intricacy,
Contemporary Comics Storytelling opens an intriguing perspective on how these works
engage the legacy of postmodernism--its subversion, self-reflexivity, and moral
contingency. Its three case studies trace how contemporary comics tie into deep
traditions of visual and verbal storytelling, how they reevaluate their own status as
fiction, and how the fictional minds of their characters generate complex ethical thought
experiments. At a time when the medium is taken more and more seriously as intricate
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and compelling literary art, this book lays the groundwork for an analysis of the ways in
which comics challenge and engage readers' minds. It brings together comics studies
with narratology and literary criticism and, in so doing, provides a new set of tools for
evaluating the graphic novel as an emergent literary form.
Critical Approaches to Comics offers students a deeper understanding of the artistic
and cultural significance of comic books and graphic novels by introducing key theories
and critical methods for analyzing comics. Each chapter explains and then
demonstrates a critical method or approach, which students can then apply to
interrogate and critique the meanings and forms of comic books, graphic novels, and
other sequential art. The authors introduce a wide range of critical perspectives on
comics, including fandom, genre, intertextuality, adaptation, gender, narrative,
formalism, visual culture, and much more. As the first comprehensive introduction to
critical methods for studying comics, Critical Approaches to Comics is the ideal
textbook for a variety of courses in comics studies. Contributors: Henry Jenkins, David
Berona, Joseph Witek, Randy Duncan, Marc Singer, Pascal Lefevre, Andrei Molotiu,
Jeff McLaughlin, Amy Kiste Nyberg, Christopher Murray, Mark Rogers, Ian Gordon,
Stanford Carpenter, Matthew J. Smith, Brad J. Ricca, Peter Coogan, Leonard Rifas,
Jennifer K. Stuller, Ana Merino, Mel Gibson, Jeffrey A. Brown, Brian Swafford
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 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
More than 60 pages of cartoon panels depict funny situations but all the dialogue
balloons are empty. That's where you come in. Dazzle readers as you create your own
clever conversations.
The essays in this collection explore the question of the human, both as a contested
concept and as it relates to, and functions within, the wider global conjuncture. The
authors explore the theoretical underpinnings of the term “human,” inviting the reader
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to reflect upon the contemporary human condition, to identify opportunities and threats
in the changes ahead, and to determine what aspects of our species we should
abandon or strive to maintain. The volume approaches these ideas from a myriad of
perspectives, but the authors are united in their abstention from rejecting humanism
outright or, indeed, fully endorsing posthumanism‘s teleological narrative of
accelerated progress and perfectability. Instead, the authors argue that the term
“human” itself is better understood as a concept perpetually undergoing revision, and
is necessarily subject to scrutiny. The contributors here are thus concerned with
investigating the following questions: What does it mean to be human, or to have a
self? What is the current place or status of the human in the contemporary world? As
technology is increasingly used to modify our bodies and minds, to what extent should
we alter – and how can we improve – our very understanding of human nature? The
authors contend that literature is the art form best placed to answer these questions. In
its dynamism and discursiveness, literature has the capacity to both reflect dominant
discourses and ideologies, as well as to generate and even anticipate social change; to
critique and refine conventional ideas and existing cultural modes, and to envision new
possibilities for the future. The human and its literary representation, in other words, are
inherently intertwined.
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.
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.
Since the election of President Barack Obama, many pundits have declared that we are
living in a “post-racial America,” a culture where the legacy of slavery has been
erased. The new essays in this collection, however, point to a resurgence of the theme
of slavery in American cultural artifacts from the late twentieth- and twenty-first
centuries. Ranging from disciplines as diverse as African American studies, film and
television, architectural studies, and science fiction, the essays provide a provocative
look into how and why slavery continues to recur as a trope in American popular
culture. By exploring how authors, filmmakers, historians, and others engage and
challenge the narrative of American slavery, this volume invites further study of slavery
in its contemporary forms of human trafficking and forced labor and challenges the
misconception that slavery is an event of the past.
This book explores how comics function to make meanings in the manner of a
language. It outlines a 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
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scholarship, and plays a part in extending that tradition of multimodal linguistics to
graphic narrative.
This book explores how the heroes and villains of popular comic books—and the
creators of these icons of our culture—reflect the American experience out of which they
sprang, and how they have achieved relevance by adapting to, and perhaps
influencing, the evolving American character. * Includes contributions from 70 expert
contributors and leading scholars in the field, with some of the entries written with the
aid of popular comic book creators themselves * Provides sidebars within each entry
that extend readers' understanding of the subject * Offers "Essential Works" and
"Further Reading" recommendations * Includes a comprehensive bibliography
With the recent explosion of activity and discussion surrounding comics, it seems timely
to examine how we might think about the multiple ways in which comics are read and
consumed. Graphic Encounters moves beyond seeing the reading of comics as a
debased or simplified word-based literacy. Dale Jacobs argues compellingly that we
should consider comics as multimodal texts in which meaning is created through
linguistic, visual, audio, gestural, and spatial realms in order to achieve effects and
meanings that would not be possible in either a strictly print or strictly visual text.
Jacobs advances two key ideas: one, that reading comics involves a complex,
multimodal literacy and, two, that by studying how comics are used to sponsor
multimodal literacy, we can engage more deeply with the ways students encounter and
use these and other multimodal texts. Looking at the history of how comics have been
used (by churches, schools, and libraries among others) will help us, as literacy
teachers, best use that knowledge within our curricula, even as we act as sponsors
ourselves.
Comic books have increasingly become a vehicle for serious social commentary and,
specifically, for innovative religious thought. Practitioners of both traditional religions
and new religious movements have begun to employ comics as a missionary tool, while
humanists and religious progressives use comics' unique fusion of text and image to
criticize traditional theologies and to offer alternatives. Addressing the increasing fervor
with which the public has come to view comics as an art form and Americans' fraught
but passionate relationship with religion, Graven Images explores with real insight the
roles of religion in comic books and graphic novels. In essays by scholars and comics
creators, Graven Images observes the frequency with which religious material—in
devout, educational, satirical, or critical contexts—occurs in both independent and
mainstream comics. Contributors identify the unique advantages of the comics medium
for religious messages; analyze how comics communicate such messages; place the
religious messages contained in comic books in appropriate cultural, social, and
historical frameworks; and articulate the significance of the innovative theologies being
developed in comics.
??????????????? ???????????? ???????? Scott McCloud ?? ????????????????????197
8??????????????????????????????????????????????????????????????????????????
??????????????????????????????????????????????????????????????????????? ?
????????????????? Elainee???????? ? ????????? ? ?????????????
????????????????????????????????? ??????? ???????????? ????????????? ????????
????????——??????Kurt Vonnegut??????????
????????????????????????——???????John Updike??????????
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??????????????????——?????? ?????????????????????——????????Scott
McCloud??????? ?????????Ray Bradbury??????O. Henry.???????????——?????Neil
Gaiman???? ???????????????????????????????——??????Jules Feiffer?????
??????????????????????????????????????????????????? ????????????????????????
?????????1930?????????????????????——???????????????????????????????????????
??????????????? ????????Julian Voloj???? ?????????????????????????????????????
???????????????????????????????????????????????????????????????????????????
?????55???????????????????????????????????????????????????????John Repp
?????????????????? ????????????????????1940????????????????????The Spirit????
??????????????????1978?????????????????????????????????????????????????????
?????????????????????????????????? ?????????????????????????????????????????
???????????????????????????????????????????????????????????????????????????
???????????????????????????????? ????????1978??????????????????????????????
???????????????????????????????????????????????????????????????????????????
???????????????????????????????????????????????????????????????????????????
???????????????????????????…… ?????????????????????????????????????????????
??????????????????????????????????????????????????????????????????????
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 Visible Text offers a brand new vision of both literary history and the history of the
book. Written accessibly, and with a minimum of specialist terminology or jargon, the
book should be useful to those interested in literature, books, and the history of ideas,
from undergraduates to professional scholars. Covering every century of English
literature, from Anglo-Saxon works like Beowulf to present day comics and graphic
novels, The VisibleText gives a new-and often surprising-view of the whole scene of
Anglophone literature. Filled with concrete examples of both books and texts, the story
told in this book will be of interest to readers in the fields ofliterature, book history,
literary theory, media studies, and visual culture.
Offers undergraduate students with an understanding of the comics medium and its
communication potential. This book deals with comic books and graphic novels. It
focuses on comic books because in their longer form they have the potential for
complexity of expression.
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,
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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.
These 15 essays investigate comic books and graphic novels, beginning with the early
development of these media. The essays also place the work in a cultural context, addressing
theory and terminology, adaptations of comic books, the superhero genre, and comic books
and graphic novels that deal with history and nonfiction. By addressing the topic from a wide
range of perspectives, the book offers readers a nuanced and comprehensive picture of
current scholarship in the subject area.
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 Theophile-Alexandre Steinlen in Le Chat Noir. David A. Beronä,
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. Gibbons, an independent scholar living in
Brattleboro, Vermont, has been published in Journal of Regional Cultures.
Building off the argument that comics succeed as literature—rich, complex narratives filled with
compelling characters interrogating the thought-provoking 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 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 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
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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.
New essays examining the complex period of rich artistic ferment that was German literary
Expressionism.
This text examines comics, graphic novels, and manga with a broad, international scope that
reveals their conceptual origins in antiquity. • Includes numerous illustrations of British satirical
prints, Japanese woodblock prints, and the art of prominent illustrators • Includes a chapter on
the latest developments in digital comics
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-at-arms 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.
Everything that you need to know about reading, making, and understanding comics can be
found in a single Nancy strip by Ernie Bushmiller from August 8, 1959. Paul Karasik and Mark
Newgarden’s groundbreaking work How to Read Nancy ingeniously isolates the separate
building blocks of the language of comics through the deconstruction of a single strip. No other
book on comics has taken such a simple yet methodical approach to laying bare how the
comics medium really works. No other book of any kind has taken a single work by any artist
and minutely (and entertainingly) pulled it apart like this. How to Read Nancy is a completely
new approach towards deep-reading art. In addition, How to Read Nancy is a thoroughly
researched history of how comics are made, from their creation at the drawing board to their
ultimate destination at the bookstore. Textbook, art book, monogram, dissection, How to Read
Nancy is a game changer in understanding how the “simplest” drawings grab us and never
leave. Perfect for students, academics, scholars, and casual fans.
The Comics of Chris Ware: Drawing Is a Way of Thinking brings together contributions from
established and emerging scholars about the comics of Chicago-based cartoonist Chris Ware
(b. 1967). Both inside and outside academic circles, Ware's work is rapidly being distinguished
as essential to the developing canon of the graphic novel. Winner of the 2001 Guardian First
Book Prize for the genre-defining Jimmy Corrigan: The Smartest Kid on Earth, Ware has
received numerous accolades from both the literary and comics establishment. This collection
addresses the range of Ware's work from his earliest drawings in the 1990s in The ACME
Novelty Library and his acclaimed Jimmy Corrigan, to his most recent works-in-progress,
"Building Stories" and "Rusty Brown."
The most comprehensive reference ever compiled about the rich and enduring genre of comic
books and graphic novels, from their emergence in the 1930s to their late-century breakout into
the mainstream. • Includes over 330 entries on comic books and their creators • Presents the
work of 80 contributors—accomplished academics and librarians who are also fans of comic
books and graphic novels • Offers selected bibliographic listings with the entries • Provides a
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comprehensive index of artists, writers, works, characters, genres, and themes
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 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.
The Oxford Handbook of Comic Book Studies examines the history and evolution of the visual
narrative genre from a global perspective. The Handbook brings together readable, jargon-free
essays written by established and emerging scholars from diverse geographic, institutional,
gender, and national backgrounds.
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