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ABSTRACT

In this article, | argue that deficient and declining opportunities for art in schools
coupled with initiatives to incorporate computer literacy, coding and STEM
(Science, Technology, Engineering, Mathematics) as priorities forecast a dire
future for the comics medium as pedagogical tool. Additionally, one result of
the medium’s historical debasement is that most educators are unfamiliar with
ways to use comics and cartooning; thus classroom opportunities for students
to engage in a medium they love are rare. In this study, | investigate integrating
the language of comics into classroom learning strategies and research some

of the ways writing/cartooning can help students negotiate conceptions of
identity. | wrote a lesson plan that weaved connections between making comics
and teaching curriculum, and taught the twenty-five participants sequential
narratives through freehand cartooning. This study investigates some of the
ways drawing fictional comics can support students’learning and negotiations
of identity in the classroom.

This is a qualitative research project that gathers data in the form of student-
generated art and one-on-one audio interviews with three participants. A/r/
tography, semiotics, and life-writing inform the study’s progress as | research
participants’ understandings through comics. Conceptions of identity and
authorship emerge in the participants’ comics, as well as in my own explorations
of life-writing.

A class of twenty-five bilingual grade four students participated in this study.
Due to time constraints and the large volume of data generated, | narrowed the
scope of the study to three participants, thus creating opportunities for more
detailed analysis of information. Data tracking was supported by theories of
authorship such as I'auteur complet [the complete author] (Groensteen, 2012;
Uidhir, 2012) and I'écriture féminine [the feminine writing] (Cixous & Clement,
1986; Sellars, 1996; Taylor, 2014). Deeper analysis of the students’ comics
reveals that the perception/drawing/meaning systems (Cohn, 2012) involved
with image-making create unconscious (Hancock, 2009; Jung & Franz, 1964)
pathways for students to engage and negotiate identity. In this way, they are
personally invested in the narratives they create and thus engaged to learn and
explore. This engagement is amplified when their works are to be displayed and,
especially, printed into booklets as they were in this study.
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I believe there is a need 1o uncouvple
from the State’s knowledge economy,
which isnow structured almost entirely
vpon digital Technology (Herzog, 2016).

The knowledge economy Keeps subjects
dependenton technology and creates
conditions that standacdize identity for
efficient management (Kanv % Glor, 2012;
Keen, 2015; Ma,1997; Marcuse, 1964).

T ARGUE THE BENEFITS-VERSUS-HARMS
DEBATE SURROUNDING PIGITAL COMMUNI-
CATION [N THE CLASSRO OM NECESSITATES
THE CONCEPTUALIZING OF ABALANCE

BETWEEN REAL WORLD AND VIRTUAL
WORLD EXPERIENCES FOR CHILDREN

HOWEVER STUDIES SHOW THAT THERE IS NO
PERCEIVED BALANCE BECAUSE STUPENTS
AGED 8-18 SPEND, ON AJERAGE, OVER SEVEN
HOURS A DAY, SEVEN DAYS A WEEK ON DI6I-
TAL MEDIA OUTSIDE OF SCHOOL (GIEDD,
2012; HARRIS, 2014 ; UHLS ET AL., 2014).

(BINDLEY, 2011;UHLS ET AL., 2014).

Opportonities for art-making appear To

be decreasing as schools sesve To Train a
Technologically adept labour force of

consumers (Noddings, 2007; Snaza, 2014),

T SUGGEST THAT A DEFICIENCY oF
OPPORTUNITIES FOR ART IN
S5CHOOLS FORECASTS A D/M
FUTURE FOR COMICS AS A PEDA-
GOGI\CAL TooL.

"THE ESTHETICVALUING OF EDUCATIONAL
ACTIVITY IS OFTEN COMPLETELY |GNORED
PERHAPS BECAUVSE....ESTHETIC ACTWITIES
ARE NOT HIGHLY PRIZED ToDAY IN SOCIETY"
(HUEBNER ET AL.,1999,9.109).

= At ‘Q‘Q’E‘-\
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Studies have found links"befween edu-
cational attainment and arts participa-
Tion" (Hickey-Moody, 2013, p. 60)-~

- - AND THAT SOME OF THESE LINKS L\E
W THEREFLECTIVE AND COLLABORA-
TIVE ASPECTS WITHIN ARTS PRACTICES:.,

.

(B\TZ,2009, 2010;
GIROVX 1999 SCRIPP &
PARADS, Zo1H).

‘ THERE ARE DECADES OF RESEARCH THAT ESTAB-
LISH COMICS AS EFFECTIVE CLASSROOM
TooLS-YET MOST STUPIES EMPLOY FORMS oF
COMICS FOR READING RATHERTHAN A MEDIUM
FoR WRIMING (KRAVER. , Z015; WILLIAMS, 2008),

A PERCENEP LACK OF MAKING
COMICS IN THE CLASSROOM 1S

DUE, INPART, TO EDUCATORS
BEING ONLY PART/ALLY LITER-
/—»3 ATE IN COMICS LANGUAGE .

)

e AN S S ot

Anthtopologist Tim Tngold (2013) writes,
“50 long as it is done by hand, all writ-
g is drawing” (p. 139). Thetefore, The
freehand carfooning of comics lan-
guage (Brunetti, 2011; Groensteen,
2007) can be

vnderstood
as wr'ﬂ'\ng.

Liferacy is the ability To read and
write a language (Collins % Blot, 2003).
As such, many scholars, academics,
and educators can fead comics--
but they can't write comics,

RE4p
.y

Thus teachers’ partial-literacy in comics,
combined with the knowledge economy's
Tecwnological irfensifications,can

redvce oppotrtunities for freenand car-

For example,"President Obama called
€or greater technological literacy
among Young people in The country--

fooning in education. g

PUT AWAY YouR
PENS, CLASS..,

-~ EDVCATION 1S CONTINVUINGTO
EMBRACE TECHNOLOGY AT A
DRAMATICALLY ACCELERATED
PACE..ScHooLS ARE MoVING
SWIFTLY TOWARDS THE. ULT(MATE
GOAL OF 11| CoMPUTING AND
RELYING ON DIGITAL RESOLRCES
FoR TEACHING AND LEARNING .

(Orey, Tones %
Branch, 2012, p. 89),
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Furthermore, Beitish Columbia Premier
Cheisty Clark anngunced in Janvary
2016 that;

“1T 15 MY GOAL TO MAKE
SURE. THAT (T DOESN'T JUsT
BECOME AN OPPORTUNITY
FOR EVERY CHILD To TAKE
PARTIN, BUT WE ULTIMATELY
MAKE IT MANDATORY FOR
EVERY CHILD FROM KINDER-
GARTEN TO GRADE 1Z To
LEARN WHAT
CODING IS AND
How IT WOoRKS.

(Shaw % Shaw,
2016, para. 3).

In March 2017, Canada's Federal Govern-
ment,under Prime Minister J’usTip

Trudeav,unveiled a budget with in-
creased funding To"grow the number

5 of Canadians équipped wjﬂ\ iﬁienc:,
ec , engineecing and mathemat-
“Ologyics (QSTEM),C%AMQ and digital
sKills inordef to:

“HELP YoUNG CANA-
DIANS GET THE SKiuS
AND EXPERIENCE THEY|
NEEDTO Kick-START
THEIR CAREERS.”

(Government of

“many educators Wave \ost a meaning ful
language for linking schooling to
democracy, convinced that edvcation is
now about job Training, competitive
market advantage, patriolic correctness,
and a steady supply of labor for the
national security state ”(p.33).

Scholar Henry A, Gifoux (2010 writes that

Canada, 2017),

The demands of Mmictomanagement in
Technology (Brunetti Zo11) are subsuming
schoolchildren's developments in free-
hand writing and drawing. Continved
intensification (Apple, 2005) of digital
technology threatens fo marginalize
and damage physical and embodied
multimodal experiences for students.

Technological infensification emphasizes
STEM over art as the State transitions
from a. Technocracy 1o a Technopoly
(Postman, 1992).

“AN INCREASING NUMBER OF JOBS AT
ALL LEVELS,..REQUIRE KNOWLEDGE oF
STEM? AND “REPORTS HAVE LINKED

K~12 STEM EDUCATION TO CONTINUED

SCIENTIFIC AND ECONOMIC GROWTH!
(NATIONAL RESEARCH COUNCIL, 2011, . 3).

Member of the
0.H.5.5.0.Comnitice

Thus coding, pro-
gramming, and com-
uter literacy are

increasingly Taking
recedence over em-
bodied activities
such as freehand
writing and drawing.

vestigate positive implications of

nelivssen & Praitz, 20(6; Kerarovdi et
al., 2016)-— |

There are a pumber of sfudies that in-

Screen-based technology in Schools (Cor-

If anyThing, T contend such stodies can
contribute to the decline of freehand
writing and drawing in SCh”lL

- r T
c = Jo0 B TRAINI\NG
——p
o). =

®R 9.

Affer Evelyp Roth,
TV Trap, '973‘J

STUDIES FIND THAT OVEREXPOSURE TO
SCREEN-BASED TECHNOLOGIES CAN HAVE A
DAMAGING EFFECT ON“PRETEENS UNDER-
STANDING OF NONVERBAL EMOTION CUES"
l — (UHLS ET AL., 204, P. 387)
AUD THAT CHILBREN'S IN-
CREASED USE AND EXPO-
SURE TO DIGITAL SCREENS
“MAY THUS CURTALL THE

THIS 15 FURTHER. SUPPORTED BY STUDIES
THAT POINT TO THE IMPORTANCE OF
NONVERBAL EMOT\ON CUE RECOGNITION IN
THE DEVELOPMENT OF EMPATHY (CLARK,
WINKIELMAN & McINTOSH, 2008; S2ALA-
Tz, Z?IO; ZAK|, BOLGER X OCHSNER.,

2009). —_—

FACE -To-FACE EXPERI-
ENCES NECESSARY To
MASTER IMPORTANT
SoC\AL SKILLS (P, 288)
SUCH AS INTERACTING

=

WiTY PEOPLE-.

N
'
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AND SCREEN-BASED MEDIATIONS.

HOWEVER THESE PON'T ADDRESS THE IMBALANCE

Book FoR FREE !

BETWEEN STUDENTS' LIFE-WORLD NEGOTIATIONS

HEY, LOOK AT ME-- M UP-
LOADING CONTENT TO FACE-

Nilwl:j'o ORDKE_‘_RA

= SMA -

PHONE FRoM A0

AMAZON WITH >y
PAYPAL .

~

I SUGGEST EDUCATORS INVESTIGATE METH-

ODS TO MITIGATE THE PERCEIVED IMBAL-

ANCE BETWEEN CHILDREN'S LIFE-WORLD AND
VIRTUAL-WORLD EXPERIENCES BY REDUCING
EXPOSURE TO DIGITAL DEVICES (N ELEMEN -

TARY 5CHOOLS.

ONE. WAY THAT STUDENTS CAN NEGOTIATE
EMBODIED AND MATERIAL PRACTICES OF
IDENTITY-EXPLORATION ISTO DEDICATE

MORE SCHOOL-TIME To THE EMPATHETIC

-\

*\{%

CARTOONING (BRUNETTI, 2011; HORSMAN,
2.015) OF MAKING COMICS.
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Groensteen (2007) writes,"the practice of comics is, Technically and Financially
Speaking, available To everyone™ (p.19). Authorship for sTudents is facilifated by a
relative ease of accessibilify 1o the Tools of the medium, From these real wogid

and matefial encournters, Being cteales meaning, mediates enviconment an d

d

forms an identity (Bolf, 2007; Greene, 2031; teidegger, 1962 ; Ttwin &

Springgay, 2008; Merleau-Ponty, 2004).

There ore aspects of ritual u)herq
making comics. ..

ADDITIONAL MATERIALS
FOR COMICS PRODUCTION
-correction Fluid
-sCisSsors

- glue stick/fape
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In the Fall of 2015 T began o
year-long arts-based research study

info comics and identity.

Over the course of two months T
taugnt Twenty-five bilingual grade four
students in Vancowver BC, Canada how
Yo Mmake comics.

ANALYS\S OF THE HUN-
DREDS OF PAGES oF
STUDENT-GENERATED

COMICS AND CAR-

TOONS YIELDS INTER-

ESTING FINDINGS.

This study reveals that drawing comics
and cactooning by hand ase. empathetic
and embodied
experiences
(Bronetti, 20ll;
Hotsman, Zol$;
Suwarte, 2016
that
ffiangvlafe
perception, )
cognition and

toveh

(Cown, 2012).

55 (@

Students appear 1o unconsciously negoti-

ate conceptions of identity through the
fictional carto

ING SO QUIETLY ON
THEIR CoM\CS!

Clagstcom
Teacher

YES, INKING |S EN—

FOR \NSTANCE, ANNA'S THREE. CHARACTERS
ARE METAPHORIC AVATARS oF HERSELF AND
HER FAMILY, WHICH T'LL EXPLAIN LATER,,,

TTOD THE
MONSTER

—
T interviewed theee random partici-

on characters they create.

AGING AND REQUIRES |
CONCENTRATION, RE- |

pants six times.

YES--MORE. ART
COURSES AND
CREATIVE THINGS.

TS THERE ANYTHING
YOU WOULD CHANGE
ABOLT ScHoot 2

Note:
psevdo-
nyms ace
employed
fo maintain
anonymity.

UMMM...
MORE ART.

Daniel (age9)

stella (age9) l
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Case study #1: Daniel

Figure 1.
Daniel’s one-panel
gag cartoon.
Translation:
First 5peech bal—
loon: "I love pigs.”
Secand speech bal-
loon:
"Cooo00080000000
oo
Caption: Pigs are
VEry, Very, very,
very, very intelli-
ent and gnicha
sic). Bacon |aver

r“ 'Er EE but he I'I'II:I.Sf waif_
EE“Q U |

“fﬁ { ; after take their

[}{‘iﬂ; ¢ fﬂmt\ﬁﬂ bacon.

The talking pig-nosed character is, according to Daniel, a self-portrait. This is reinforced
by the “rat-tail” of hair visibly sticking out from behind the character’s head below

the speech balloon on the left, a characteristic hair style shared by both Daniel and

the character in his drawing. This, I suggest, is a Visual Linking Device (Lim, 2004,
2007) that forges a relationship between the author and his cartoon character. In

this way, Daniel negotiates identity by assuming features of the other. The pig-like
inhuman says in the first speech balloon, “I love pigs.” This is followed by a cry of,
“0000000000000000” in the second speech balloon, which Daniel explains is the
character whistling. There is a caption situated where the character’s stomach would
be, and Daniel writes how very intelligent pigs are. Yet the text assumes a more serious
tone when he broaches the subject of eating animals.

In the drawing, Daniel admits to loving bacon and appears to express relief in the
somewhat misguided belief that pig meat is not harvested until after the animal dies

of old age. In our sixth and last interview, Daniel states, “Si j'étais un fermier et j'avais
des cochons je ne Iai pas tuer (sic) et apres prendre leur bacon, parce que si tu fais ¢a

le bacon est plus bon” [“If I were a farmer and I had pigs, I would not kill them and
then take their bacon, because if you do that the bacon is no longer any good.”] The
empathetic connection with the other revealed in both Daniel’s cartoon and in our
conversation, I suggest, communicates a love and empathy for animals, nature, and the
inhuman.
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Case study #2: Anna Aenas one-page

o oadge |foe o i) | Tnttocuet ian de Tof character intro-
L3 Sk persoanages eIt duction.
[ e | Translation:
T ~ | Pane! 1 The Title
1] M b - The Adventures a
LT T —‘ F{r'jﬂ # »']‘I i Ix‘_'/};‘ Hamy and TTOD -
[ 1 VAR t1 LAY J}ﬁx‘ / Operation Under
0 - == the Bed.
L P A LA T Panel 2- Caption:
— I Introduction of

wour characters.
Hamy. TTOD.

Panel 3.1- Caption:
The boss of your
characters. Jeff:
Hey he. I'm here.
Panel 3.2- Sound
Effect: ZOOM.
Jeff: Hellp. I am an
f . ant,

| : Panel 4- Caption:
The world of your
. characters. The

b7 Frava n'-: gpp-.eranrsgeﬁ feish dirertisiementiil de fon normal werld.

PR ek i | fEea Hamy and TTOD:
y ! z"-/lj :
7

Le (o fes) 7o o dme |
Erggn_qqqég. f I —'

Yippeaes!

Panel 5- What do
your characters do
for work? They are

spies.
Panel &6- What
: ; g vour characters do
et _ A= for fun,

Anna describes Hamy as “vraiment comme dramatique” [“really like dramatic”],

and TTOD as “plus calme” [“more calm”]. In terms of her own temperament and
relationship with those two characters, Anna says she positions herself “entre le milieu”
[“in the middle”]. Employing écriture féminine (Cixous & Clément, 1986) as a lens for
analysis opens interesting connections when contextualizing her interview comments
with her comics. For instance, Anna situates herself between two main characters who
are good friends, which can perhaps be contrasted with her perceptions of living with
“deux meres” [“two moms”]. Thus the relationship between Hamy, TTOD, and Jeff
suggests perceptual openings into Anna’s negotiations of her own identity. I decide

to pursue this line of inquiry and organize a sixth and final interview with the three
participants almost one year after my classroom visits had ended.

The dynamics between Hamy and TTOD are the polar opposites of each other. For
example, in the last panel of Figure 2, TTOD is portrayed playing music on the guitar
while simultaneously Hamy, the reader is told, likes to destroy guitars. I suggest the
character of Jeff the ant offers Anna metaphoric perspectives into her own experience of
living in between two m/others, thus opening opportunities for authorial explorations
into social relations. In our final interview together, I ask Anna if her two mothers have
different personalities from each other. She replies, “Oui, tres différents” [“Yes, very
different”]. I continue by asking her, “Alors, est-ce-que tu penses que Hamy représente
une mere puis TTOD représente I’autre mere puis Jeff te représente au milieu de ces
deux la? [“So, do you think Hamy represents one mother, TTOD represents the other
mother, and Jeff represents you in-between these two?”] Without hesitation Anna
replies with an enthusiastic “Oui!” [“Yes!”]
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Case study #3: Stella

Figure 3,

Rosette and the
Bullying Adventure,
page 3.

Translation:

Panel 1- Rosette:
Oh!

Panel 2- Note: “Yau
are really not

e

[crying). Sniff..
sniff...

Panel 4- Rosette:
May T go fo the
washroom? Teacher:
But of course.

On page 3 of her six-page story, Stella portrays the moment her character Rosette opens
an insulting note tossed at her by two bullies in class. In Panel 2, the point-of-view
shifts, thus directing the reader to empathetically and metaphorically become Rosette.
The author (Stella, that is) invites the reader to reciprocally share in the experience of
narrator-monstrator-reciter (Groensteen, 2007), and thus negotiate identity through the
character’s perspective. In fact, the author and the reader are sharing the eyes of the
character: Rosette’s striped sleeves are now the arms of the reader; the hands that grasp
the insulting note are also those of the reader; and the eyes reading the note are those of
the reader now as well. The reader is Rosette, and Rosette is the reader... an empathetic
symbiosis and new indivitrio of author, character, and reader. Stella claims comics
authorship by tearing down the fourth wall. In this way she pays attention to the
liminal space between writer and reader whereby the author writes “toward the other”
(Sellers, 1996, p. 19) and invites the reader into the narrative through a multimodal
hybridity of character design, panel composition, non-verbal emotion cues, and camera
angles (Groensteen, 2007, 2013; Lim, 2007; Uhls et al., 2014; Williams, 2008).

I asked Stella, in our last interview, “Est-ce que tu voulais que le lecteur pense pour

un instant qu’il peut devenir Rosette avec un dessin comme ¢a? [“Did you want

the reader to think for a moment that they can become Rosette with a drawing like
this?”] She replied, “J’ai pas trop penser a faire un dessin comme ¢a” [“I didn’t really
think too much about doing a drawing like that.”] I contend Stella is, in this comic,
unconsciously claiming authorship by attending “to the gaps” (Sellers, 1996, p. 16) and
communicating vividly with the other.
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Making comics in the classfoom
opens opporiunities for creative
self-reflection.

“ENERY TIME A COMIC
Book CHARACTER
MAKES A DECISION,

THE OUTCOME. \S RE-

FLECTIVE OF THE

AUTHOR AND THE-
\DENTITY BEHIND THE

WOoRK."(P.92).

Michael Bitz,
2010.

STudies indicate Yhat comics suppert
developments in liferacy, grammar
and vocabulacy (Bitz, 2004a, 2004b,

2010; Gavigan & Tomasevich, 2011).
s

FURTHERMORE , COMICS
MEDIUM 1S A DEMO~
CRATIC LANBUAGBGE IN

THAT ITS TOOLS ARE
RELATIVELY EASY TO
PROCURE (6ROENSTEEN,
2012; WILLIAMS, 2008)-

ecaser, a felt pen and some paper
(6roensteen, 2007). Educdtors and “stu-
Jdens Shovd be visually litecate when
+hey construct new Knowledge” (Hon,
Z0ll,p- 62). T contend this can be ac—
Complished by learning how To fead and

write comics.,
&

All you essentially need is a pencil, an |

In making comics, oppoctunities acise
1o incorporate new learning .

WHEN YOU HAVE FINISHED PENCILING
YOUR COMIC,HAND IT IN TO YOUR-
CLASSROOM TEACHER AND SHELL
CORRECT ANY ERRORS.

\h\'.

This process is observed in one o€
Anna's comics.

For example: the Teacher has written
the corfect French word above
Annd's incorrect English word.

Mistakes made in inking can be altered
with correction €lvid.

THE LIQUID PRODUCT IN A PEN WORKS
WELL,,. AS DOES THE WHITE. STUFF

—__] ! IN ABOTTLE.,
4
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One component to This sTudy was collect- | | My personal experience with Comics has

ing the students’ comics 1o print as an created undersfgndin s info some of the
anthology. Each participant received a complexities of second \gng_?gge
copy of the collected wocks. e -\ acquisition.

WHEN ASKED How || OH-I GET (TNOW-- [

e T H BT ATE M his Name s ASTERIX
SAID: T FELT PRoup [|| BECAUSE IT SOUNDS \
AND T FELT PROLD LIKE ASTERISK!

For THE OTHER A

PEOPLE.”

Y

Comics helped me leam Freach, but as | MY Third language o€ comics has, in ways
o British- Canadian citizen in Quevec, T |Similar to my Anglophone experience in
was [ooked bpon as an ather, — Quebec, beenvilified and debased by the

Bart Beaty (2012) writes that,

4. THE COMICS
WORLD WILL BE
ABLE TO OVERCOME
THE HISTORICAL
BIASES AGAINST
COMICS AND LEGITI-
MATE THEM AS ART”
edn.

dominant culture. However, comics Scholar
Q axr
Q

In an intecview with Jan This department is slow o ma-
Baetens(2013), Beaty says That, terialize dve 1o 0" genecal un-
“+here must be a department of o familiarity with the medivm”
comics studies“Ce.181). (Vidnir, 2012, p. 50). Currently,
comics is a nomad Science
‘ (Deleuze & Guattasi, 2007)
) that takes vp femporary resi-
" dence in vaciovs departments
at the macgins of
acadenia.
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A growing divergence befween life-world and virtfual-world experience signifies
conflicting worldviews whereby an infensification of digital fechnology in schools
contributes fo the moribund condition of curriculum studies and analog existence.

AL,

9 ..

&p

Y
7 @ =& 3
L . .;__. - ) o Q‘
75 ik M 5
o /14 " ‘ .,
I believe schools can creafe a balance ESEARCHING A CURRICULUM THAT IN-
l;)eT L{:A}e en digi‘r‘al andTanalo q hc:ppo ";T‘i nity c.g Egociag‘lg:a EEEEFE%?- D cxgﬂ: | g 6
y focusing elementary school studeyts’
nego'.fiqf:]ons ontfo the physical and MED!EEJ?J.&%‘?#&{TS?SC H7To
material lifeworld. \

THIS VISUAL ESSAY EXPLORES SOME OF

THE PEDAGOGICAL IMPLICATIONS OF THE
TECHNOPOLY. THERE ARE, HOWEVER, SEV-
ERAL OTHER FIELDS IMPACTED BY GROWING
TECHNOLOGY. THESE INCLUDE, BUT ARE NOT
LIMITED TO, VARIOUS ENVIRONMENTAL AND
HEALTH CONCERNS.

WORDS AND PICTURES BY JULIAN LAWRENCE,
LUINIVERSITY OF BRITISH COLUMBIA &
EMILY CARR UNIVERSITY OF ART AND DESIEN,
JULIAN@ILILIANLAWRENCE NET
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