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Understanding Interactive Comics 

Interactive books are a sub-genre in literature that require participation 
by the reader. 

Reader interaction is vital to the progression of the story. 

Interactive books engage the reader and pull them into the story.

This includes books that incorporate the use of modern technology or 
computerized books.

Allows the reader to dive into the story in more ways than one.



Understanding how interactive comics work

Multiple paths for the reader

Play with the structure of the story

Reader decides

Math

Experience involving 
their senses.

Game

The time travel code in Meanwhile



Types of interactive comics

Screen-Based Comics: A digital comic that demands a digital medium to 
be presented.

Traditional Digital Comics: Digital comics, able to be presented in 
printed media as well as digital media.



Types of interactive comics

Screen-Based Comics: 

The Multimedia Comic : Linear stories with fullscreen images which embraces audio 
and animation (restricted) as instruments to tell the story. It got an incorporated invisi-
ble user interface, and the reader controls the progression.

The Hyper Comic: A non-linear and interactive story created by hyperlinks between the 
pages/frames, making the reader choose the direction and progression of the story.

The Motion Comic: This is a hybrid between animation film and comics. It is a movie, 
presenting a linear story, with static images and simple animations together with audio. 
Some are text based, others got audio speech. You watch it progress and the reader has 
to follow the given progression.



Types of interactive comics

The Traditional Comics:  Interactive books grab hold of the reader’s attention by involv-
ing their senses. Readers must use multiple senses to participate in the story.

Touch and Feel books

Pop up books

Hidden Object books

Directly Addressing the Reader

Coloring books / Game books



Research and Secondary Research
Usually, The web comic is presented as if it were a log of an Interactive Fiction game (with pic-
tures). 

Commands are resolved by a human and only one (or a very select few) command paths are 
actually used, the story usually ends up far more complex than is possible to program into a 
game . 

Due to the sort of people who make these comics, these comics also frequently spoof such 
things as Adventure Games, Simulation Games, Puzzle Games, Role playing Games, or Turn-
Based Strategy games.

Comics generally update with only one panel at a time and as such can be updated very quickly. 
Often even more than once a day.



Research and Secondary Research
Frequently these comics come in the thin line between 
Web comic and New Media/Web Original.

Ex. “NAWLZ” by interactive designer and illustrator Stu Campbell. 

General examples seems to be to put Interactive Comics in the Web comic category. However, 
more and more traditional comic creators and web comic creators are experimenting with the 
medium.

Ex.  “Meanwhile”  by Jason Shiga.



Secondary Research
•‘The Boat’, an interactive graphic novel about escape after the Vietnam War. Based on the sto-
ry by Nam Le, adapted by Matt Huynh.



Secondary Research
•“NAWLZ” is an interactive comic that combines text, illustration, music, animation and interac-
tivity to create a never before seen panoramic comic format. By Stu Campbell.



Secondary Research
•“Along the Edge” is an Interactive Graphic Novel for PC, Mac and Linux. It is an adult narrative 
game set in the European countryside, where your choices impact the main character’s 
personality and appearance. 



Secondary Research
•A collaborative project between BETC Digital, interactive and backend developer Sylvian Tran 
and Marvel illustrator Gérald Parel, “The HYbrid4 graphic novel” is an intriguing cross-over 
between a comic book and a screen experience.



Secondary Research
•“Murat” is a fully interactive comic that allows the reader to dive into the story in more ways 
than one. Czech Republic based independent collective consists of Ondrej Novak and Vojtech 
Seda.



Dissection of an Interative comic
Ontological Mystery: 
You may find yourself living in a shotgun shack 
And you may find yourself in another part of the world 
And you may find yourself behind the wheel of a large automobile 
And you may find yourself in a beautiful house, with a beautiful wife 
And you may ask yourself, “Well, how did I get here?”

— Talking Heads, “Once In A Lifetime”

The characters are locked in, have no idea how they got there, why they’re there, or how to get 
out, nor do they know exactly who is behind their predicament. 

Fandom: 
Even more interesting is that without suggestions, fans still affect the comic in small ways as 
community jokes and theories often appear in the comics or have nods to them.

Present Tense Narrative

Second-Person Narration

Schrödinger’s Gun: 
So, when faced with an impending “Off the Rails” event, The author can 
subtly tweak the facts the reader hasn’t discovered yet to suit the changed plot. 
Improvisation masquerading as planning. 
Author can change plot events based on what (s)he hears in the fandom.



Dissection of an Interative comic
Ascended Fanon:  
“ Tell them what you’re doing but not why. Then let them speculate. Listen to them as they 
speculate. When they come up with an idea you really, really like, tell them, ‘You finally guessed 
right. That was my reasoning all along.”’— Hobbie Klivian, X-Wing Series

Beyond direct suggestions, authors often take direction of the future updates by canonizing fan 
speculation. Canon means that which counts, in terms of continuity.

Cerebus Syndrome: 
Specifically, once the Ontological Mystery is slightly less of a mystery, the author will often re-
veal a back story for the world and the character. This generally tilts the comic away from silly 
hijacks to plot-driven story. 

It can also be intentional, with the lighter mood at the beginning allowing readers to meet and 
become attached to the characters before the story arcs with the dramatic elements begin.

Foregone Conclusion:  
Has proven that as any interactive comic becomes popular enough, 
it begins to defy the medium. 
Ex. “Homestuck” web comic written, illustrated and animated by Andrew Hussie
Homestuck is also an interesting case study in that the author eventually got incredibly fed up by endless streams of count-
less moronic suggestions; something usually considered a strength of this genre.



Dissection of an Interative comic
Genre Savvy or Genre Blindness: 
Depending on the quality of reader suggestions, the protagonist in question can be a bumbling 
idiot with no brains or an incredibly smart ninja who knows all the trappings of his fiction, or 
anything in between.

A condition afflicting many fictional characters, seen when one demonstrates by their behavior 
that they have never in their life ever seen the kind of story they’re in, and thus have none of 
the reactions a typical audience member would have in the same situation. Worse, they are un-
able to learn from any experiences related to their genre.

Fourth Wall: 
Breaking the barriers of comic making
The character is no longer a character but is aware of 
the surroundings and  humans of the real world.
Interaction with the reader directly one on one.



“Life and Death of Anna Macarena” 
Two page Interactive comic done using Photoshop and Flash.

•	 Ontological Mystery.
•	 Second-Person Narration
•	 Reader finds out more about her ordeals the more he interacts with 	
	 the page
•	 Clue finding game incorporated in the narrative. (Reader must find 	
	 the clue that takes him to the next page)
•	 reader can change her appearance (in this case, her clothes )







“InTact”
Creating Interactive Comics for Sighted as well as Blind Audience ~ 

•	 Development of a device that uses an inexpensive webcam or a 
camera phone to make Tactile Graphics and comic books interactive. 

•	 A camera is mounted at a fixed height above the Tactile Graphic/
Braille comic and a finger is marked with a colored sticker. As a user ex-
plores the Tactile Graphics with their hands, the marked finger’s motion 
is tracked, and is used to interact with the voice system. 

•	 Interactive comics can be used to enhance the learning experience 
for sighted children, for children with learning disabilities, and used to 
create inclusive learning environments.

•	 This medium can be used to make books and comic books interac-
tive to both sighted and blind audiences. 



“InTact” How it works: 
Interactive books
Blind/Sighted readers can use their (Braille) books to read, but also ask 
for more information about the printed material. Ex. the meaning of 
words they have not yet learnt, or make conversation with the illustra-
tion through gesticulation.

clockwise anti clockwise



“InTact” How it works: 





Coding done in Processor
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