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Overview of the workshop:

The workshop has arisen from our shared perspectives as a technology Educator, a Designer, and a professional librarian that endeavours to capture the power of comics as a representative, narrative, and speculative medium to support future thinking.  With a focus on developing an environment where ideas can be encouraged and sparked by imagination the intersection of these disciplines has identified the medium of comics as an ideal format.  This will be introduced in this workshop. 

Being able to visualise and also communicate ideas that can be understood and engaged by others is a function of designing. From the perspective of design  education, an alternative mode of engagement which removes barriers of textual literacy is ideal. The format of comics where the emphasis is on the visual components supported by text presents a way to connect with students on various levels as amplifiers and filter of meaning and meaning making.  For all learners the use of comics presents a fun and engaging way to view the world from multiple dimensions and perspectives. Difficult or complex information presented in this visual way has the potential to create greater engagement with ideas.  The organisation of information and more importantly the accessibility of information is a key goal of librarians.  Due to the limited text content in comics it is possible to translate key text without minimal time and expertise so that the content can be more broadly accessible. The visual content allows the learner to engage with the information and develop their own perspectives in the storytelling narrative of the content.

There are several paths when considering teaching comics and teaching with comics. The first is teaching students how to create comics from an artistic literary perspective. The next is to use comics format as mechanism for teaching a variety of subjects for a range of ages and literacy levels. The other is the scholarship/technical structure level of comics as an association to understand content. Kirtley, et al. (2020) examines these ideas in With Great Power comes Great Pedagogy. Topics covered in this book have informed the variety of approaches, pedagogical techniques, and uses of novels and graphic novels that will be explored in this workshop.

Smyth (2022) goes to great lengths to defend comics as a curriculum resource for teaching and describe a resource that can open the minds of educators to the use of comics as meaningful and engaging literature that helps all levels of readers.  Smyth further suggests that comics are social artefacts that, provide an alternative resource from the standard textbook and provide new ways to engage with a diverse society. In his defence of comics Smyth highlights some interest facts to appeal to educators to use these resources, for example, Comic books average 53.5% of rare works per 1000, Children's books average 30.9, Adult books average 52.7 (based upon Jarret Lerner's vocabulary study http://jarrettlearner.files.wordpress.com/comic-book-vocab.pdf).  The workshop will present interesting facts and stats while also sharing useful and practical resources for participants to bring with them and explore the power of the visual medium.  For example, Smyth supplements Teaching with Comics and Graphic Novels with an engaging website History Comics  https://www.historycomics.net/ filled with lesson plans and teaching ideas on how to integrate comics in to many levels of teaching.

As comics leap between time, space, and point of view, the reader must apply experience, skill and knowledge to both complete the story and to convert it to a coherent narrative. The act of reading comics critically can make explicit the processes by which the reader is an active participant in the story (Brozo, 2014).  Comics are the one visual medium where you can create a sense of the multi-layered experience of consciousness This workshop will provide attendees with examples of these different disciplinary approaches using the common format of comics to demonstrate the inter-relationship of these perspectives.
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