GLOBALIZATION OF COMIC-
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Unconvering new areas of applications in
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Sora
Wong

Yuen Yi Wong AKA Sora Wong is a Project Manager and founder of “Meetup
Art Buddies” and several artistic and interdisciplinary initiatives centered in
the city of Weimar, Thuringia (Germany). She completed her M.Sc. at the
Media Management department of the Bauhaus-Universitat Weimar. She
has extensive experience in project management, film production, and
marketing. Her research interest lies in using comics as a medium for the
dissemination of knowledge.

\Who are we?

Shriya
Singh

Shriya Singh is an Al Enablement Manager and a M.Sc. student at the Human-
Computer Interaction department of the Bauhaus-Universitat Weimar. She has
industrial experience in building apps, brands, B2B platforms, design systems and
worked with teams at Germany, India and USA -based tech companies and likes
to conduct independent research on Human-Al interaction, UX in organizations
and humanization of technology. Her research work is based on explainability
and interdisciplinary case studies of interactive systems made for accessibility,
creativity and collaboration.




\While comics are often associated
with storyteling and popular curture,
researchers increasingly use themto
explore and communicate human
experiences.

Scholarly Definitional Model

According to Kuttner et al. (2020) in Qualitative Research,
Comics-Based Research is defined as inquiry that
iIntegrates the comics form directly into one or more
phases: data generation, analysis, or dissemination.



Definition of comics ®@ © O

What is a comic, and how do comics work?

“juxtaposed pictorial and otherimages in deliberate sequence, intended to convey information and/or produce an aesthetic response
in the viewer..” (McCloud, 1993)

Narrative Multimodality

Sequenciality @ Understanding
@ Memory

@ Emotion




Narrative Sequeciality
> Storytelling

Gutter

Panel 1 Panel 2

Closure

Grammar of comics

Understanding

THERE WASN'T A DOCTOR
REALLY AT THAT POINT,
BUT THERE wWAS AT LEAST
SIX OR ©EVEN NURSES
KIND OF MILLING ABOUT,

Multimodality

Image

TRYING TO GET JENNA TO
CALM DOWN... c—
_CAUSE SHE I -
CRYING AND BEING ]
UPSET AND ALL THAT. > i‘
RS BN O—O Languag
DA = -
S = o M . .
=OD <
S —— Ferer Imics
P O — DI o A OK
D A = i
AND 5 O D K RO =
O >, o
) . ‘ D - 2
= = 5
Lo . A O o O
3
= O - o /’, —T\
- V7 )
=N @ _Q
§ I'M DR. O &
;// MEYER. LET'S =% SHIT
S SEE WHAT'S _
A/ GCING ON WITH T\
P B You. 4Lt
A /(f%r ~ =
3 7 .{l_l— \-\ i |
AR ) mage
!‘,

'

2 A
7’//
Sl

4 )

J
O D D AD TO
D » R »
DR o
OMP O O AND
-] O o P = L
DO e i
o0 <
e -]
OK -
oA OULD
R D Y, B
- o

Symbol \:;) '_:

A

o Vocabulary of comics
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Resource: Graphic Medicine, Fehlgeburt
Losing Thomas & Ella: A Father’s Story (Weaver-

Hightower, 2017)



Question ® ®

Comic-based research is a viable innovative research tool

The potential of an alternative

Goal More values
Comic

[ Innovation ] Industry

WIN-WIN
Situation

Researchers

Comic
artists




The Academicization of Comics ® ®

Abbreviation > CBR ‘ Academic Research on

Comics

e.g. Comicforschung
Gesellschaft (DE)

Comicforschung V.S.

Comic- Comic based Research
Comic based Scientific

. Research
industry (CBR) research

‘ 2010s~CBR

e. 9. Science Comics
(Hamburg )

Dresden Dresden




Examples of Use

Field of Study:
-Urban Comics, Therapy, Education

-Graphic Medicine worldwide
organized, Conference regularly

Unflattening: First doctoral
dissertation, entirely in comic form

Excerpts from

Unflattening
A doctoral dissertation in comics form by Nick Sousanis (@ Columbia University
Book from Harvard University Press March 2015

MK Czerwiec,
lan Williams,
Susan Merrill Squier,
Michael J. Green,
Kimberly R. Myers,
and Scott T. Smith

Nick Sousanis
www.spinweaveandcut.com
nsousanis@email.com | tw: @nsousanis

Resource: Graphic Medicine Manifesto (M. K. Czerwiec,
2015)

Resource: Unflattening (Nick Sousanis, 2015)



IN SEEKING NEW APFROACHES FOR OPENING EXFPANSIVE

LET LS LOOK TO OUR WAYS OF SEEING THEMSELVES, AND HOW GQUITE LITERALLY,
THE MEANS CREATE PERSPECTIVE LIES RIGHT BETWEEN OUR EYES.
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TO REVEAL THE VAST DEPTHS OF SPACE...

Resource: The Good, the Bad, and the Data: Shane the Lone
Ethnographer’s Basic Guide to Qualitative Data Analysis (Sally Resource: Unflattening (Nick Sousanis, 2015)
Campbell Pirie, 2013)

Resource: Understanding Comics: The Invisible Art (Scott
McCloud, 1993)



Innovative perspective

The Affordance of CBR: Resources & Opportunities (Kuttner et al., 2020)
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o

understand, discuss, and measured,

remember. /O observed, asked,
recorded, or

6 w communicated, it

Zero-Ul =~ can potentially be
o'J comicified.

The shift from screen-based
interaction toward ubiquitous
computing, where the environment
itself becomes the interface.

Medium of communication Comprehensibility
Like speech, writing, or film, comics are a communication The linking element or "key"
medium that allows people to share information, element should be this.

experiences, emotions, and perspectives.
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CHALLENGES
& OPPORTUNITY

Break ><

Thoughts on the handouts??

Some pictures from "Redesigning
surveys using comics” workshop series
conducted between Feb to June 2025

https://www.uni-
weimar.de/projekte/comic-survey-lab/






Community Comic Survey Lab

What happens when surveys become stories and
questions become drawings?

New
European
Bauhaus Play, Draw, Reflect

Combine comic techniques with story prompts to
create visual responses about belonging,
sustainability, accessibility, and everyday life.

NeW EurOpean Imagine Together

Each comic becomes part of a collective wall of

: b
BaUhaUS FeStlvaI 26 ideas, helping us explore how communities can
communicate, learn, and design futures together.



City in Panels: An exploration
of Urban comics with spatial
practice

I-Comic: Identity, Intimacy
& Introspection

Mastering Composition
Through Comics

Comicsin East Asia

ldentify key skills and
qualifications needed for green
jobs. Discuss training programs,
certifications, and educational
pathways to prepare individuals
for green careers.



H A N BESE-HONNISSWEROSR K ST O P

Erlangen Comic Fair » Messe B. Schlossgarten » Stand B106
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- BEGINNER-FRIENDLY
« ARRIVE WITH YOUR
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Bring your camic into:
Augmented Reality:

7T S“MLab Bauhaus-Universitit Weimar
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Augmenting comic-based media feels like a natural extension to animation. Working beyong third dimension means a complete new
avenues for immersion and knowledge consumption. Shriya has been facilitating workshop on incorporating AR in comics for the last
year.



Or'a’S Eine Reise

zu einem Comic-basierten Fragebogen

A Journey as a User Experience

From beginning - content - end =
journey = user experience

https://sora.segfault.gq



https://sora.segfault.gq/

Research Gap
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Your bubble (8 people) is smaller than the average Kiwi bubble (27 people).
Based on 250504 responses.

0 Merely quantitative CBR

Initial attempts at a comic questionnaire
e Lydia from the United Kingdom
e National survey conducted during the
COVID-19 pandemic, from Australia

Limited narrative sequence, no
storyline






The questionis why

are comic-based
media not more
mainstream globally ?

e |f comics can explain science, history, and politics,
why are they still absent from many public
conversations?

e What would happen if questions were drawn rather
than written?



Limitation & Validity of CBR
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Limitation & Validitat of CBR

Asthetik: Lesbarkeit




Limitation & Validitat of CBR ® ®

OCR Readability
Reliability, seriousness

Reproducibility

The Aesthetics of CBR: Style, Composition, etc.




Practical Implications ® ®

Collaboration
(Role) Division of labor

Methodological level:
To improve data quality
Group and theme accessn

Further develop the
instrument

Comic
industry

Scientists
(Researchers)

Comic artists

Societal level:
career opportunities
academic recognition

Practical level
Focus research

Save time
Quality (better
composition)




Future Trends & Innovations

Die Milionen-Euro-Frage lautet ...

/ \

What do you think will happen
next?

Can we predict the volatile industry trends especially whether
the impact of comic-based research would translate into solid
infrastructural re-building of pre-dominant systems?



Conclusion ® ®

Comic-based research is a viable innovative research tool

The potential of an alternative

Goal More values
Comic

[ Innovation ] Industry

WIN-WIN
Situation

Researchers

Comic
artists
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‘ ‘ M Thank you for your partcipation and interest.
‘ . .
Follow us at @meetup_art_buddies weimar on |G for
updates!
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Website: https://www.uni-
weimar.de/projekte/comic-survey-lab/
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