Access Free Journal Of Graphic Novels And
Comics

Journal Of Graphic Novels And
Comics
Over the past forty years, American film has entered into a
formal interaction with the comic book. Such comic book
adaptations as Sin City, 300, and Scott Pilgrim vs. the World
have adopted components of their source materials' visual
style. The screen has been fractured into panels, the
photographic has given way to the graphic, and the steady
rhythm of cinematic time has evolved into a far more
malleable element. In other words, films have begun to look
like comics. Yet, this interplay also occurs in the other
direction. In order to retain cultural relevancy, comic books
have begun to look like films. Frank Miller's original Sin City
comics are indebted to film noir while Stephen King's The
Dark Tower series could be a Sergio Leone spaghetti western
translated onto paper. Film and comic books continuously
lean on one another to reimagine their formal attributes and
stylistic possibilities. In Panel to the Screen, Drew Morton
examines this dialogue in its intersecting and rapidly changing
cultural, technological, and industrial contexts. Early on, many
questioned the prospect of a "low" art form suited for children
translating into "high" art material capable of drawing colossal
box office takes. Now the naysayers are as quiet as the
queued crowds at Comic-Cons are massive. Morton provides
a nuanced account of this phenomenon by using formal
analysis of the texts in a real-world context of studio budgets,
grosses, and audience reception.
At a time when vintage comics are fetching huge prices at
auction, this book traces the history of the medium from
'comic papers' for kids, through the underground 'comix'
movement of the 1960s and 1970s, to the glossy book-format
'graphic novels' of today. Organized thematically, it
Page 1/25

Access Free Journal Of Graphic Novels And
Comics
investigates comic art's varied genres - including humour,
adventure and titles for girls - and charts the rise, fall and
revival of the medium. In so doing, Roger Sabin highlights the
careers of the creators behind some of the best-known
characters in modern fiction - from Superman to Sgt Rock,
Tintin to Tank Girl and the Freak Brothers to the Fat Slags.
Encompassing traditions from the USA, Britain, Europe and
Japan, Comics, Comix and Graphic Novels presents the most
complete and up-to-date survey of comic art available.
Red Panda and Moon Bear are the defenders of their
community! Together, these brave siblings rescue lost cats,
scold bullies, and solve mysteries, all before Mama and Papa
get home. But lately... the mysteries have been extra
mysterious. All of RP and MB's powers may not be enough to
handle spooks, supervillains, alien invaders, and time warps!
It'll take all their imagination--and some new friends--to
uncover the secret cause behind all these events before the
whole world goes crazy.
Faced with what many were calling a dying medium, US
network television producers became much more aggressive
in seeking out alternative business and artistic models in the
beginning of this century. Most significantly, many of these
producers turned to the emerging field of transmedia
(ancillary texts in comicbooks, novels and new media) as a
way to bolster and support television products. In this book,
the author examines four such programs (24, Alias, Heroes
and Lost) and investigates how transmedia was incorporated
into both the work and the art of network television
production. Split into two complementary parts, the book first
paints a picture of how transmedia producers were, or were
not, incorporated into creative decision-making centers of
these serialized programs. The second section explains how
the presence of off-site transmedia texts begins to alter the
very narrative construction of the on-air series themselves.
Page 2/25

Access Free Journal Of Graphic Novels And
Comics
Including interviews with the transmedia workers, this
groundbreaking study extends the field of television studies
into brand new areas, and brings a 'dying medium' into the
21st Century.
The acclaimed Vietnam Journal series from Don Lomax,
nominated for a Harvey Award, is collected and presented as
a series of graphic novels. Vietnam Journal is a look at the
Vietnam War through the eyes of a war journalist, Scott
'Journal' Neithammer, as he chronicles the lives and events of
soldiers on the front line during the Vietnam War. Creator Don
Lomax based Vietnam Journal on his experiences on his tour
of duty in Vietnam in the mid 1960's. In BOOK SEVEN, the
United States military decides to launch an offensive into the
A Shau Valley near the Laotian border. This has been a long
time staging area that the Viet Cong have used for years to
send men and supplies into South Vietnam from the enemy’s
sanctuary in Laos. Meanwhile 'Journal' becomes fascinated
with the story of a prisoner of war who belonged to a small
tribe that has lived in the A Shau Valley for centuries. They
have no sense of country, politics or ideology, only for their
local people, but they are dragged anyhow into a war they
couldn’t even comprehend. And as the battle at A Shau
Valley continues even though Nixon has taken over as
President of the United States, ‘Journal, always trying to stay
as impartial as possible, can’t contain his rage when he finds
the Viet Cong receiving medical supplies from United States
protesters back home against the war. Also included in BOOK
SEVEN is the collected Hamburger Hill serial series that
appeared in Gallery Magazine. Picked by Entertainment
Weekly as "a graphic novel you should own" and
recommended by the Military History Book Club. "Lomax
bases his fictional work on his real experiences in Vietnam in
1966, with powerful results. It is Lomax's concern for average
soldiers that, in the end, makes his work significant." Page 3/25
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Publishers Weekly. "Even today, VIETNAM JOURNAL is one
of the most gritty and brutally honest war stories ever
published." - Brian Cronin, Comic Book Resources. "A
powerful collection of stories and history of the Vietnam War,
created by a veteran of both the war and of war comics " Douglas P. Dave, School Library Journal. A Caliber Comics
release.
Marie Duval: maverick Victorian cartoonist offers the first
critical appraisal of the work of Marie Duval (Isabelle Émilie
de Tessier, 1847–1890), one of the most unusual, pioneering
and visionary cartoonists of the later nineteenth century. It
discusses key themes and practices of Duval’s vision and
production, relative to the wider historic social, cultural and
economic environments in which her work was made,
distributed and read, identifing Duval as an exemplary radical
practitioner. The book interrogates the relationships between
the practices and the forms of print, story-telling, drawing and
stage performance. It focuses on the creation of new types of
cultural work by women and highlights the style of Duval’s
drawings relative to both the visual conventions of theatre
production and the significance of the visualisation of
amateurism and vulgarity. Marie Duval: maverick Victorian
cartoonist establishes Duval as a unique but exemplary figure
in a transformational period of the nineteenth century.
“Boys’ love,” a male-male homoerotic genre written primarily
by women for women, enjoys global popularity and is one of
the most rapidly growing publishing niches in the United
States. It is found in manga, anime, novels, movies, electronic
games, and fan-created fiction, artwork, and video. This
collection of 14 essays addresses boys’ love as it has been
received and modified by fans outside Japan as a commodity,
controversy, and culture.
Conflict and trauma remain among the most prevalent themes
in film and literature. Comics has never avoided such
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narratives, and comics artists are writing them in ways that
are both different from and complementary to literature and
film. In Comics, Trauma, and the New Art of War, Harriet E.
H. Earle brings together two distinct areas of
research--trauma studies and comics studies--to provide a
new interpretation of a long-standing theme. Focusing on
representations of conflict in American comics after the
Vietnam War, Earle claims that the comics form is uniquely
able to show traumatic experience by representing events as
viscerally as possible. Using texts from across the form and
placing mainstream superhero comics alongside alternative
and art comics, Earle suggests that comics are the ideal
artistic representation of trauma. Because comics bridge the
gap between the visual and the written, they represent such
complicated narratives as loss and trauma in unique ways,
particularly through the manipulation of time and experience.
Comics can fold time and confront traumatic events, be they
personal or shared, through a myriad of both literary and
visual devices. As a result, comics can represent trauma in
ways that are unavailable to other narrative and artistic forms.
With themes such as dreams and mourning, Earle
concentrates on trauma in American comics after the Vietnam
War. Examples include Alissa Torres's American Widow,
Doug Murray's The "Nam, and Art Spiegelman's much-lauded
Maus. These works pair with ideas from a wide range of
thinkers, including Sigmund Freud, Mikhail Bakhtin, and
Fredric Jameson, as well as contemporary trauma theory and
clinical psychology. Through these examples and others,
Comics, Trauma, and the New Art of War proves that comics
open up new avenues to explore personal and public trauma
in extraordinary, necessary ways.

Comic Books and American Cultural History is an
anthology that examines the ways in which comic
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books can be used to understand the history of the
United States. Over the last twenty years, there has
been a proliferation of book-length works focusing on
the history of comic books, but few have investigated
how comics can be used as sources for doing
American cultural history. These original essays
illustrate ways in which comic books can be used as
resources for scholars and teachers. Part 1 of the
book examines comics and graphic novels that
demonstrate the techniques of cultural history; the
essays in Part 2 use comics and graphic novels as
cultural artifacts; the third part of the book studies
the concept of historical identity through the 20th
century; and the final section focuses on different
treatments of contemporary American history.
Discussing topics that range from romance comics
and Superman to American Flagg! and Ex Machina,
this is a vivid collection that will be useful to anyone
studying comic books or teaching American history.
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
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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
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.
Challenging Genres: Comic Books and Graphic
Novels offers educators, students, parents, and
comic book readers and collectors a comprehensive
exploration of comics/graphic novels as a
challenging genre/medium.
Peer-reviewed academic journal on comics and
graphic novels
This book examines the role of comics in the
perpetuation of the myth of the American West. In
particular, it looks at the ways in which lone central
characters, and their acts of violence, are posited as
heroic. In doing so, the book raises questions both
about the role of women in a supposedly male
space, in addition to the portrayal of Native
Americans within the context of this violence.
Various adaptations of historical figures, such as
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Buffalo Bill and Billy the Kid, as well as film and
television stars such as The Lone Ranger and Dale
Evans are examined in detail. Although
concentrating on American comics, examples both
from Britain and France are also analyzed.
Learn the fundamentals of creating comics, and
explore the endless possibilities of visual storytelling!
With indispensable tutorials and reference material
by illustrator Bruce Waldman; blue-lined layout
pages; and blue-line ruled final art pages, its
everything you need to begin your comics journey.
Introductory pages feature practical information,
such as the proportions of the human figure and the
basics of perspective, as well as insight into the
process of telling a story in pictures. Blue-lined
pages provide space to lay out 120 comics pages
and draw 60 pages of final art. High-quality, smoothfinish paper allows fine-line ink and marker precision.
Advertising brochure and subscription form for the
journal which began in 2010.
The Comics Journal, which is renowned for its indepth interviews, comics criticism, and thoughtprovoking editorials, features Gary Groth in frank
and often hilarious discussion with the satirist and
children’s book author Tomi Ungerer. Ungerer talks
about the entire trajectory of his life and career:
growing up in France during the Nazi occupation,
creating controversial work, and being blacklisted by
the American Library Association. This issue, the
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first in its new twice-a-year format, covers the “new
mainstream” in American comics ? how the
marketplace and overall perception of the medium
has drastically shifted since the “graphic novel
boom” of the early 2000s and massive hits like
Persepolis, Fun Home, and Smile. It also includes
sketchbook pages from French-born cartoonist
Antoine Cossé’ an introduction to homoerotic gag
cartoons out of the U.S. Navy; and Your Black
Friend cartoonist Ben Passmore’s examination of
comics and gentrification.
Sequential art combines the visual and the narrative in a way
that readers have to interpret the images with the writing.
Comics make a good fit with education because students are
using a format that provides active engagement. This
collection of essays is a wide-ranging look at current practices
using comics and graphic novels in educational settings, from
elementary schools through college. The contributors cover
history, gender, the use of specific graphic novels, practical
application and educational theory. Instructors considering
this book for use in a course may request an examination
copy here.
Drawing your own comics has never been easier! Create
Comics: A Sketchbook gives you all the tools to get started
creating your own comic world by combining helpful tips and
tricks with sketchbook pages with panels. Whether you prefer
to draw single-panel comics or a graphic novel, the 58 pages
of helpful instruction in the front of this sketchbook covers all
the comic-making basics, including: Creating Characters
Bodies in Motion Villains Battles Adding Speech Some Dos &
Don'ts Sound Effects Inking Techniques How Does it End?
Creating Your Own Comic Book Then, get right into planning
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and drawing your comic with the 144 blank pages in the back
of the book that have panels outlined for you. The layflat
format lets you focus on your drawing. So, are you ready to
become a storyteller? This is just the beginning of something
big! With so much of our lives and contact going digital, the
Creative Keepsakes journals offer an intimate way to nurture
your connection with yourself and the people around you. An
entertaining way to get off your screen, these guided and freeform journals are great for writers and artists alike. Each
journal offers content around a different theme, including silly
prompts for a laugh, random yet thoughtful questions,
inspiration for art and composition, interactive prompts to
learn about your heritage, and blank interiors on high-quality
paper stock to use as your creative canvas. Beautifully
designed and full of mindful prompts, channel your inspiration
as you put pen (or pencil, or marker, or crayon!) to paper to
learn more about yourself, your talents, and the people you
love. Also in this Series 3,001 Questions All About Me, 301
Things to Draw, 301 Writing Ideas, Inner Me, Internet
Password Book, My Father's Life, My Grandmother's Life, My
Life Story, My Mother's Life, 3,001 This or That Questions,
My Grandfather's Life, Create the Poem, Complete the
Drawing Journal, Mom and Me Journal, Why I Love You
Journal, Create the Story, and Destroy & Design.
The Journal of Comics and Culture studies the comic and the
rapidly evolving medium of the graphic novel and its
connection to the wider world of popular culture. Original
monographs, research, history, book reviews, and analysis
reflect the innovative creative talents in the field, groundbreaking works, and how comics and the graphic novel both
reflect and inform American culture.In the past 40 years,
comics have moved from occupying a decidedly lowbrow
niche at the margins of pop culture to the center of the
popular and critical imagination. Comics-a catch-all term that
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encompasses monthly comic books, graphic novels and web
comics-are embedded in, relate to and comment upon other
forms of media like film, painting, and the novel.
Latin America is experiencing a boom in graphic novels that
are highly innovative in their conceptual play and their
reworking of the medium. Inventive artwork and sophisticated
scripts have combined to satisfy the demand of a growing
readership, both at home and abroad. Posthumanism and the
Graphic Novel in Latin America, which is the first book-length
study of the topic, argues that the graphic novel is emerging
in Latin America as a uniquely powerful force to explore the
nature of twenty-first century subjectivity. The authors place
particular emphasis on the ways in which humans are bound
to their non-human environment, and these ideas are
productively drawn out in relation to posthuman thought and
experience. The book draws together a range of recent
graphic novels from Argentina, Brazil, Chile, Mexico and
Uruguay, many of which experiment with questions of
transmediality, the representation of urban space, modes of
perception and cognition, and a new form of ethics for a
posthuman world. Praise for Posthumanism and the Graphic
Novel in Latin America '...well-referenced and… well
considered - the analyses it brings are overall well-executed
and insightful...' Image and Narrative, Jan 2018, vol 18, no 4
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
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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
The acclaimed Vietnam Journal series from Don Lomax,
nominated for a Harvey Award, is collected and presented as
a series of graphic novels. Vietnam Journal is a look at the
Vietnam War through the eyes of a war journalist, Scott
'Journal' Neithammer, as he chronicles the lives and events of
soldiers on the front line during the Vietnam War. Collects
issues 5-8 and the short story "CIB". In VOLUME TWO,
‘Journal’ must test his resolve in order to help others survive
as he cannot sit ideally while events unfold around him. He
finds himself in the infamous Iron Triangle with his troop
company as they come across a village hamlet that was
supposed to be evacuated but it wasn’t. ‘Journal’ and a
fellow medical patient rush to save some kids in the village
that is about to be overrun by Vietcong. What they hadn’t
counted on was some G.I.s out for revenge against the
Vietnamese...any Vietnamese. And having barely survived
that encounter, an injured ‘Journal’ is sent back to the
United States to recover and he discovers another type of
war going on there as he sees firsthand the protests at home.
Plus in a bonus short story, 'Journal' remembers his younger
days covering the war in Korea a decade earlier. Picked by
Entertainment Weekly as "a graphic novel you should own"
and recommended by the Military History Book Club. "Even
today, VIETNAM JOURNAL is one of the most gritty and
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brutally honest war stories ever published." - Brian Cronin,
Comic Book Resources. "Vietnam Journal by Don Lomax is
the best comic book portrayal of Vietnam I have ever read. Its
probably one of the best works ever put down in any art form
about the war." - Daniel Robert Epstein. "A powerful collection
of stories and history of the Vietnam War, created by a
veteran of both the war and of war comics " - Douglas P.
Dave, School Library Journal. A Caliber Comics release.
Autobiography is one of the most dynamic and quicklygrowing genres in contemporary comics and graphic
narratives. In Serial Selves, Frederik Byrn Køhlert examines
the genre’s potential for representing lives and perspectives
that have been socially marginalized or excluded. With a
focus on the comics form’s ability to produce alternative and
challenging autobiographical narratives, thematic chapters
investigate the work of artists writing from perspectives of
marginality including gender, sexuality, disability, and race, as
well as trauma. Interdisciplinary in scope and attuned to
theories and methods from both literary and visual studies,
the book provides detailed formal analysis to show that the
highly personal and hand-drawn aesthetics of comics can
help artists push against established narrative and visual
conventions, and in the process invent new ways of seeing
and being seen. As the first comparative study of how comics
artists from a wide range of backgrounds use the form to write
and draw themselves into cultural visibility, Serial Selves will
be of interest to anyone interested in the current boom in
autobiographical comics, as well as issues of representation
in comics and visual culture more broadly.
Acclaimed Israeli cartoonist Asaf Hanuka's weekly strips
unfold an emotional autobiography full of humor and
melancholy, wild imagination, and quiet desperation.
Collected for the first time in English and including neverbefore-collected strips, The Realist delivers both honesty and
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whimsy from a master of his craft. With echoes of R. Crumb
and Daniel Clowes, Hanuka moves readers with his
depictions of everyday life, commenting on everything from
marriage to technology to social activism through intimate
moments of triumph and failure.

A true story from Raina Telgemeier, the #1 New
York Timesbestselling, multiple Eisner Awardwinning author of Smile, Sisters, Drama, and
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.
“This fantastic introduction to Biological Psychology
brings the subject to life in a way that no traditional
textbook can. I will certainly be recommending it.”
Brian Wink, Southampton Solent University "My first
reaction was that it was both imaginative and
courageous. Having read it, I would add that it also
makes a significant contribution to the available texts
on biological psychology. This approach is just what
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students are looking for.” Graham Mitchell,
University of Northampton Taking a refreshingly
innovative approach to the subject, Biological
Psychology: An Illustrated Survival Guide uses
cartoons as an effective teaching medium. Each
chapter is organised into a mini lecture, and offers
an accessible introduction to key topics including:
The brain and nervous system Vision and audition
The mechanical and chemical senses Emotions and
sexual behaviour Memory and learning Intended to
complement traditional textbooks in the area,
Biological Psychology: An Illustrated Survival Guide
provides undergraduate and ‘A’ level students with
an alternative introduction to biological psychology
and an invaluable study aid.
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
layout to see the specially formatted pages. A great
gift for all budding artists. Order your Blank Comic
Notebook today.
This book explores the connections between comics
and Gothic from four different angles: historical,
formal, cultural and textual. It identifies structures,
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styles and themes drawn from literary gothic
traditions and discusses their presence in British and
American comics today, with particular attention to
the DC Vertigo imprint. Part One offers an historical
approach to British and American comics and
Gothic, summarizing the development of both their
creative content and critical models, and discussing
censorship, allusion and self-awareness. Part Two
brings together some of the gothic narrative
strategies of comics and reinterprets critical
approaches to the comics medium, arguing for an
holistic model based around the symbols of the
crypt, the spectre and the archive. Part Three then
combines cultural and textual analysis, discussing
the communities that have built up around comics
and gothic artifacts and concluding with case studies
of two of the most famous gothic archetypes in
comics: the vampire and the zombie.
This work provides an extensive guide for students,
fans, and collectors of Marvel Comics. Focusing on
Marvel’s mainstream comics, the author provides a
detailed description of each comic along with a
bibliographic citation listing the publication’s title,
writers/artists, publisher, ISBN (if available), and a
plot synopsis. One appendix provides a
comprehensive alphabetical index of Marvel and
Marvel–related publications to 2005, while two other
appendices provide selected lists of Marvel–related
game books and unpublished Marvel titles.
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Discusses the history, popularity, and cultural
significance of manga, comics, and cartoons, and
presents various comic book collections.
Taking a multifaceted approach to attitudes toward
race through popular culture and the American
superhero, All New, All Different? explores a topic
that until now has only received more discrete
examination. Considering Marvel, DC, and lesserknown texts and heroes, this illuminating work charts
eighty years of evolution in the portrayal of race in
comics as well as in film and on television. Beginning
with World War II, the authors trace the vexed
depictions in early superhero stories, considering
both Asian villains and nonwhite sidekicks. While the
emergence of Black Panther, Black Lightning, Luke
Cage, Storm, and other heroes in the 1960s and
1970s reflected a cultural revolution, the book
reveals how nonwhite superheroes nonetheless
remained grounded in outdated assumptions.
Multiculturalism encouraged further diversity, with
1980s superteams, the minority-run company
Milestone’s new characters in the 1990s, and the
arrival of Ms. Marvel, a Pakistani-American heroine,
and a new Latinx Spider-Man in the 2000s.
Concluding with contemporary efforts to make both a
profit and a positive impact on society, All New, All
Different? enriches our understanding of the
complex issues of racial representation in American
popular culture.
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Contributions by Bart Beaty, Jenny Blenk, Ben
Bolling, Peter E. Carlson, Johnathan Flowers, Antero
Garcia, Dale Jacobs, Ebony Flowers Kalir, James
Kelley, Susan E. Kirtley, Frederik Byrn Køhlert, John
A. Lent, Leah Misemer, Johnny Parker II, Nick
Sousanis, Aimee Valentine, and Benjamin J.
Villarreal More and more educators are using comics
in the classroom. As such, this edited volume sets
out the stakes, definitions, and exemplars of recent
comics pedagogy, from K-12 contexts to higher
education instruction to ongoing communities of
scholars working outside of the academy. Building
upon interdisciplinary approaches to teaching comics
and teaching with comics, this book brings together
diverse voices to share key theories and research on
comics pedagogy. By gathering scholars, creators,
and educators across various fields and in K-12 as
well as university settings, editors Susan E. Kirtley,
Antero Garcia, and Peter E. Carlson significantly
expand scholarship. This valuable resource offers
both critical pieces and engaging interviews with key
comics professionals who reflect on their own
teaching experience and on considerations of the
benefits of creating comics in education. Included
are interviews with acclaimed comics writers Lynda
Barry, Brian Michael Bendis, Kelly Sue DeConnick,
and David Walker, as well as essays spanning from
studying the use of superhero comics in the
classroom to the ways comics can enrich and
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empower young readers. The inclusion of creators,
scholars, and teachers leads to perspectives that
make this volume unlike any other currently
available. These voices echo the diverse needs of
the many stakeholders invested in using comics in
education today.
Some of the most noteworthy graphic novels and
comic books of recent years have been entirely
autobiographical. In Graphic Subjects, Michael A.
Chaney brings together a lively mix of scholars to
examine the use of autobiography within graphic
novels, including such critically acclaimed examples
as Art Spiegelman’s Maus, David Beauchard’s
Epileptic, Marjane Satrapi’s Persepolis, Alan
Moore’s Watchmen, and Gene Yang’s American
Born Chinese. These essays, accompanied by visual
examples, illuminate the new horizons that illustrated
autobiographical narrative creates. The volume
insightfully highlights the ways that graphic novelists
and literary cartoonists have incorporated history,
experience, and life stories into their work. The result
is a challenging and innovative collection that
reveals the combined power of autobiography and
the graphic novel.
The acclaimed Vietnam Journal series from Don
Lomax, nominated for a Harvey Award, is collected
and presented as a series of graphic novels.
Vietnam Journal is a look at the Vietnam War
through the eyes of a war journalist, Scott 'Journal'
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Neithammer, as he chronicles the lives and events of
soldiers on the front line during the Vietnam War. In
VOLUME FIVE, the story of the Tet Offensive is
chronicled by ‘Journal’. It is the biggest push the
Viet Cong launched during the Vietnam War and one
that almost brought them immediate victory. The
American command realizes that the latest assault
by the VS is a massive one as multiple targets are all
hit at once. This escalates the war to an entirely new
level. And with the Tet Offensive in full force,
‘Journal’ finds the civilian population are more than
just tools in the war. As he, along with most of the
other press covering the war, realize that although
America are winning the battles, they were losing the
war. And it is obvious that the Viet Cong would do
anything to succeed….anything. And with U.S. troops
making their push to Khe Sanh, ‘Journal’ gets a
taste of the politics that have taken over the
American involvement in the war as it cements the
insanity of the entire Vietnam conflict. And lastly with
news of the My Lai Massacre overwhelming the
media and press, ‘Journal’ begins to understand
that the tactics of the Viet Cong cannot be used by
the Americans. And this puts the war on unequal
footing and the only victory possible is a moral one.
Collects entire Vietnam Journal Tet '68 series
(issues 1-6). Picked by Entertainment Weekly as "a
graphic novel you should own" and recommended by
the Military History Book Club. "Even today,
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VIETNAM JOURNAL is one of the most gritty and
brutally honest war stories ever published." - Brian
Cronin, Comic Book Resources. "Vietnam Journal by
Don Lomax is the best comic book portrayal of
Vietnam I have ever read. Its probably one of the
best works ever put down in any art form about the
war." - Daniel Robert Epstein. A Caliber Comics
release.
To say that graphic novels, comics, and other forms
of sequential art have become a major part of
popular culture and academia would be a vast
understatement. Now an established component of
library and archive collections across the globe,
graphic novels are proving to be one of the last kinds
of print publications actually gaining in popularity.
Full of practical advice and innovative ideas for
librarians, educators, and archivists, this book
provides a wide-reaching look at how graphic novels
and comics can be used to their full advantage in
educational settings. Topics include the historically
tenuous relationship between comics and librarians;
the aesthetic value of sequential art; the use of
graphic novels in library outreach services; collection
evaluations for both American and Canadian
libraries; cataloging tips and tricks; and the swiftly
growing realm of webcomics.
The acclaimed Vietnam Journal series from Don
Lomax, nominated for a Harvey Award, is collected
and presented as a series of graphic novels.
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Vietnam Journal is a look at the Vietnam War
through the eyes of a war journalist, Scott 'Journal'
Neithammer, as he chronicles the lives and events of
soldiers on the front line during the Vietnam War.
Creator Don Lomax based Vietnam Journal on his
experiences on his tour of duty in Vietnam in the mid
1960's. In VOLUME THREE, Scott ‘Journal’
Neithammer returns to Vietnam, having recovered
from his war injuries, but his expectations of being
assigned to a safe area dissipate as he is dropped
into the middle of a firefight in the Mekong Delta.
Neithammer joins up with a new group deployed in
the Vietnam War by the US Navy...the Seals.
They’re not exactly happy with the older 'Journal'
tagging along but orders are orders. The problem is
'Journal' can’t really figure out what the Seals’
orders exactly are. As preparations get underway for
the Dak To engagement, 'Journal' ventures out into
the jungle but ends up escorting a pregnant villager
to safety only to discover she’s really with the
enemy. And afterwards, as a battle rages towards
occupying a hill that has no significant value,
'Journal' finds he has to deal with both choking gas
and Vietcong snipers. These stories plus a short
story titled “Dustoff” are included in Book Three.
Collects comic book issues #9-12. Entertainment
Weekly labels Vietnam Journal as "a graphic novel
you should own" and is recommended by the Military
History Book Club, while Max Brooks (World War Z)
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names Vietnam Journal as one of his best war comic
series. "Lomax bases his fictional work on his real
experiences in Vietnam in 1966, with powerful
results. It is Lomax's concern for average soldiers
that, in the end, makes his work significant." Publishers Weekly. "This is, without a doubt, the
most graphic, realistic and emotionally powerful
portrayal of the Vietnam War that's ever been seen
in comic form." - Jason E. Aaron, Wizard’s 2008
Best Writer. "Even today, VIETNAM JOURNAL is
one of the most gritty and brutally honest war stories
ever published." - Brian Cronin, Comic Book
Resources. A Caliber Comics release.
The horror of the Holocaust lies not only in its
brutality but in its scale and logistics; it depended
upon the machinery and logic of a rational,
industrialised, and empirically organised modern
society. The central thesis of this book is that Art
Spiegelman’s comics all identify deeply-rooted
madness in post-Enlightenment society. Spiegelman
maintains, in other words, that the Holocaust was not
an aberration, but an inevitable consequence of
modernisation. In service of this argument, Smith
offers a reading of Spiegelman’s comics, with a
particular focus on his three main collections:
Breakdowns (1977 and 2008), Maus (1980 and
1991), and In the Shadow of No Towers (2004). He
draws upon a taxonomy of terms from comic book
scholarship, attempts to theorize madness (including
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literary portrayals of trauma), and critical works on
Holocaust literature.
This anthology brings together twenty outstanding
works of recent scholarship on the history of the
visual arts in the United States from the colonial
period to 1945. The selected essays--all written
within the past two decades--reflect the
interdisciplinary character of current art
historiography in America and the variety of
approaches that contribute to the dynamism in the
field. The authors take up diverse subjects--from
colonial portraits to nineteenth-century sculptures of
women to photographic images of New York--and
invite those with a general knowledge of the history
of American art to think more deeply about art and
culture. Employing many interpretive methodologies,
including iconology, social history, structuralism,
psychobiography, and feminist theory, the
contributors to this volume combine close analysis of
specific art objects or groups of objects with
discussion of how these works of art operated within
their cultural contexts. The authors consider the
works of such artists as John Singleton Copley,
Charles Willson Peale, Winslow Homer, Thomas
Eakins, Georgia O'Keeffe, and Jackson Pollock as
they assess how paintings, sculpture, prints,
drawings, and photographs have carried meaning
within American society. And they investigate how
the conceptualization, production, and presentation
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of works of art both inform and are informed by
prevailing attitudes toward the role of the arts and
the artist in American culture.
Everyone has secrets, but no one can hide them
from Cici! As a future writer, Cici knows what
questions to ask and where to find the clues she
needs to unlock peoples’ hearts. Yet even though
Cici is great at helping others, for a long time now
she has kept a dark and painful secret hidden inside
herself. Cici’s friends and mom all want to help her
heal, but she keeps pushing them away. Can a
treasure hunt, a mysterious mansion, and an epic
beachside fight help her to open up at last?
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