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Aim of the Project

The Aim of the Project is to do a deep study of inteactive
comics. What is the state and popularity of interactive
comics now, how far they have come and how much have
they pushed themselves since motion comics.

How they are created, what are the different set of liter-
ature and rules that set them apart from ordinary digital/
traditional books.

Disecting a interactive comic and finally creating a new
comic with an original concept and to see what new can |
bring to the world of interctive comics.



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.

This medium of storytelling allows the reader to dive into
the story in more ways than one. The outcome is not
always fixed, and it can vary as per the decisions made by
the reader.

Interactive comics grab hold of the reader’s attention by
involving their senses. Readers must use multiple senses to
participate in the story.

Some examples of multi-sensory interactive books include
touch and feel books, pop-up books, hidden object books,
books that readers can respond to, digital books, coloring
books, and game books.



Understanding how interactive comics work

e Multiple paths for the reader
Interactive comics, apart from being able to tell the
story, also gives the option of selecting multiple paths
to reach the ending. The path the user selects can de-
cide the flow of the story. Every path may not lead to
the same ending, and endins can also be far different
from one another.
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e Play with the structure of the story
Beginning, middle and end of an interactive story can
be decided by the reader in most cases. The entire
story structure can be changed on the fly by creating
proper balanced dramatic interactions.
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e Reader decides
unlike traditional storytelling, where the reader/view-
er is expected to experience the story as it is laid out,
interactive storytelling offers the decision making abil-
ity to the reader. He/she decides how the story should
be progressed.

The time travel code in Meanwhile

e Math
e Experience involving their senses.

e Games



Types of Interactive Comics

Interactive comics can be broadly divided into the following as digital media.
types:

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

Traditional Digital Comics:
Digital comics, able to be presented in printed media as well
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Types of Interactive Comics

Screen-Based Comics:

The Multimedia Comic : The Motion Comic:

Linear stories with fullscreen images which embraces audio This is a hybrid between animation film and comics. It is a

and animation (restricted) as instruments to tell the story. It movie, presenting a linear story, with static images and simple
got an incorporated invisible user interface, and the reader animations together with audio. Some are text based, others
got audio speech. You watch it progress and the reader has to

controls the progression. : .
follow the given progression.

The Hyper Comic:

A non-linear and interactive story created by hyperlinks be-
tween the pages/frames, making the reader choose the direc-
tion and progression of the story.
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Types of Interactive Comics

The Traditional Comics: Interactive books grab hold of
the reader’s attention by involving 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 =

CELEERlE
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Research and Secondary Research

\
= What should we do tonight? | s TEEEEEREE

Go clubbing! >

e ; Usually, The web comic is presented as if it were a log of an
| Interactive Fiction game (with pictures).

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 com-
ics also frequently spoof such things as Adventure Games,
Simulation Games, Puzzle Games, Role playing Games, or Turn-
Based Strategy games.

I'"HE INTERACTIVE

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

a day.
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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.
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Secondary Research

‘The Boat’, an interactive graphic novel about escape after the
Vietnam War. Based on the story by Nam Le, adapted by Matt
Huynh.

writhing toward space as though impelling the boat to heave to,




Secondary Research

*“NAWLZ"” is an interactive comic that combines text, illus-
tration, music, animation and interactivity to create a never
before seen panoramic comic format. By Stu Campbell.

o

G660 W,

16



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 country-
side, where your choices impact the main character’s
personality and appearance.

Yves Malterre: We're in a can of worms, here at the village, and the smallest trifle can take enormous
- proportions. My grandfather had a grudge against the Delatours since | was born, and I'm not sure even him
&y 0:34/2:00 E o S T Tike I could have told the origins of this old quarrel.




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.
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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 | get here?”
— Talking Heads, “Once In A Lifetime”

In an Ontological Mystery, 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 the-
ories often appear in the comics or have nods to them.

Present Tense Narrative

Traditionally, storytelling is done in the past tense. This
makes sense, since it generally describes events taking
place in the past. Far more common, however, is to write
in the present tense. This seems to be a growing trend in
modern literature, and is most popular in short stories.
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The present tense tends to give a work a sense of urgency and

immediacy, and as such is often used to increase tension in the
story. The narration may switch from past to present — with or
without explanation — to fulfil this end.

Second-Person Narration

Most of the books you’ve read are written either in the first
person “I” “Me” or in the third “he” “she”. Occasionally,
though, in the second-person, the subject of the narration is
you.

Second-person narration is very rare. On one hand, like
first-person narration, it has a very intimate feeling. On the
other hand, while the intimacy of first-person narration is that
of storytelling, the intimacy of second-person narration is that
of telepathy: the book is telling you what you experience and
how you experience it, which often includes directly telling you
what you think or feel. You may find this rather presumptuous
unless it’s done carefully.

Schrédinger’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 reveal 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.
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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 countless
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 an 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 unable to learn from any expe-
riences related to their genre. Ex. Im most ghost stories, instead
of sticking together, the crew splits up thus giving the story a
reason to kill them off easily and moving forward in plot.

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.

Ex. when a comic character addresses you (the reader) in
person or is aware that he is in a comic and has to act funny.
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“Life and Death of Anna Macarena”

Two page Interactive comic done using Adobe Photoshop and Adobe Flash.

J Ontological Mystery ~ Anna doesnt know why she’s there, or how to get out, nor does she know exactly who
is behind her predicament.

. Second-Person Narration

o Reader finds out more about her ordeals the more he
interacts with the page

J Clue finding game incorporated in the narrative. (Reader must find the clue that takes him to the next page)
This almost turns into a game of hide and seek. The reader must look for clues suggesting who

is responsible for gher death everytime.

. reader can change her appearance (in this case, her clothes ) and decfide what she does next.
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“Life and Death of Anna Macarena” : Story

Two page Interactive comic done using Adobe Photoshop and Adobe Flash.

The core idea being ~ A girl named Anna Macarena inherits her grand mother’s castle.
In every page a series of events lead to her death.
In the second page she is magically alive only to live a little and die again.

the castle is left to her by her late grandmother to Anna in a her will

and the place is haunted. Anna ultimately is killed off each time by a ghost only to come alive again.

The story goes on when the reader tries to find out who / where is the famed ghost and interacts with Anna to let her know
of the problems before they occur.

it is a short story. can be continued further if wished but is short enough to fit 2 pages also.
On each page there is a logo that leads on to the next page. The reader has to interact with the comic,

FIND THE LOGO HIDDEN IN THE PANEL, and only then continue to the next panel. This almost doubles up as a room escape
game or a game of hide and seek.
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e Interact with objects.

e Find the logo.



e Interact with objects.
e Change her appearance
e Find the logo.




e Interact with objects.
e Choose where to go next.
e Find the logo.




“InTact”

Creating Interactive Comics for Sighted as well as Blind Audience ~

J Development of a device that uses an inexpensive webcam
or a camera phone to make Tactile Graphics and comic books inter-
active.

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

J Interactive comics can be used to enhance the learning ex-
perience for sighted children, for children with learning disabilities,

and used to create inclusive learning environments.

o This medium can be used to make books and comic books
interactive to both sighted and blind audiences.
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“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 illustration through gesticulation.
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“InTact” How it works
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Coding done in Processor

Contribution by:

Chandni Rajendran
(Senior UE)

Dixa Barooah (senior AD)
Devanshi Saksena
(senior PD)

Raagul M. (Junior GD)

" Processing File Edit Sketch Debug Tools

@ Processing File Edit Sketch Debug Tools Help 20 = 17% @@ E=UsS. o)) Mon 13 Feb 12:51 pm Q
[ XoX ) GestureTrainer2 | Processing 3.2.2

sava v

00

WaterCycle3

// the text to speech class
gl import java.io.IOException;

// male voices

static final String ALEX = "Alex";
static final String BRUCE = "Bruce";
static final String FRED = "Fred";
static final String JUNIOR = "Junior";
static final String RALPH = "Ralph";

// female voices

static final String AGNES = "Agnes';
static final String KATHY = "Kathy";
static final String PRINCESS = "Princess";
static final String VICKI = "Vicki";
static final String VICTORIA = "Victoria";

// novelty voices

static final String ALBERT = "Albert";

static final String BAD_NEWS = "Bad News';
static final String BAHH = "Bahh";

static final String BELLS = "Bells";

static final String BOING = "Boing";

static final String BUBBLES = "Bubbles";
static final String CELLOS = "Cellos";

static final String DERANGED = "Deranged";
static final String GOOD_NEWS "Good News";
static final String HYSTERICAL = "Hysterical';
static final String PIPE_ORGAN = "Pipe Organ";

Help

s Dharma{

int x,y,sizeX,sizeY;

int x1, yl, x2, y2, x3, y3;
String hover;
String details;

int speed

= 180;

int voiceNumber =
Process lvp;

Process detaillvp;
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Boolean enter= false;
Boolean detailswitch = false;

Dharma(int _x, int _y, int _sizeX, int _si

= x;
=Y
sizeX =
sizey
hover
details
}

void disp(

_sizeX;
_sizeY;
_hover;

= _details;

H

//draws rectangle that indicates gestur]

noFill()

5

stroke(0, 255, 0);

strokeWeight(1);

rect(x,y,sizeX,sizeY);

//details access

sava

GestureTrainer2 button dharma v

//gesture evaluation

dimport ddf.minim.x;

import processing.sound.x*;
import gab.opencv.x;

import processing.video.x;
import java.awt.Rectangle;
import de.voidplus.dollar.x*;
import java.io.IOException;

PrintWriter output;

el Process lvp;

4 Capture video;
g OpenCV opencv;

PImage src, colorFilteredImage;

8 Arraylist<Contour> contours;

//Set the range of Hue values for filter
int rangeLow = 88;

int rangeHigh = 92;

int lemonMin = 8;

int lemonMax = 50;

String myCam;

g int zoomFactor = 1;

Bl / / sound-da-da-dum

String sketchPath = "/Users/chandnirajendran/GitHub/Intera
SoundFile beep = new SoundFile(this, sketchPath + "ping.wa

= 17% @@ EEus. o)) Mon 13 Feb 12:52 pm Q

| WaterCycle3 | Processing 3.2.2

WaterCycle3 interactiveDharma lemon

int lemonMax = 50;
String myCam;
int zoomFactor = 1;

/ /sound-da-da-dum
String sketchPath = "/Users/chandnirajendran/GitHub/Interact:
SoundFile ocean = new SoundFile(this, sketchPath + "ocean.mp:
SoundFile rain = new SoundFile(this, sketchPath + "rain.mp3"]
SoundFile wind = new SoundFile(this, sketchPath + "wind2.mp3'
SoundFile wind2 = new SoundFile(this, sketchPath + "wind2.mp:
SoundFile plains = new SoundFile(this, sketchPath + "plains.r
SoundFile riverl = new SoundFile(this, sketchPath + "riverl.r
EE] SoundFile river2 = new SoundFile(this, sketchPath + "river2.r
SoundFile thunder = new SoundFile(this, sketchPath + "thundel

Dharma region_ocean = new Dharma(0, 340, 260, 140, "ocean",

"Evaporation: As oceans, seas, rivers, lakes and other water
region_wind2 = new Dharma(®, 0, 320, 180, "wind2", "Cc
region_wind = new Dharma(0, 180, 260, 160, "wind", "E\
region_thunder = new Dharma(320, 0, 320, 160, "thunde!
region_rain = new Dharma(320, 160, 320, 110, "rain", '
region_riverl = new Dharma(440, 270, 200, 100, "river.
region_river2 = new Dharma(260, 370, 380, 110, "river:
region_plains = new Dharma(260, 270, 180, 100, "plain:

overlay;

float lemonX;
float lemonY;

OneDollar one;
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TextToSpeech

button dharma

e text to speech class
't java.io.IOException;

c class TextToSpeech extends Object {

male voic

female vo
tic final

hovelty v
final
final
final
final
final
final
final
final
final
final

es
String
String
String
String
String
String

ices
String
String
String
String
String

oices
String
String
String
String
String
String
String
String
String
String

VEENA = "Veena';
ALEX = "Alex";
BRUCE "Bruce";
FRED = "Fred";
JUNIOR = "Junior";
RALPH = "Ralph";

AGNES = "Agnes';
KATHY = "Kathy";
PRINCESS = "Princess'";
VICKI = "Vicki";
VICTORIA = "Victoria";

ALBERT = "Albert";
BAD_NEWS = "Bad News'";
BAHH = "Bahh'";

BELLS = "Bells";

BOING = "Boing";

BUBBLES = "Bubbles";
CELLOS = "Cellos";
DERANGED = "Deranged";
GOOD_NEWS = "Good News';
HYSTERICAL = "Hysterical";

Java v :

ure evaluation

sava v

button LLEVES v

ddf.minim.*;
processing.sound.*;
gab.opencv.x;
processing.video.*;
java.awt.Rectangle;
de.voidplus.dollar.x*;
java.io.IOException;

riter output;

ist<Contour> contours;

the range of Hue values for filter

d-da-da-dum
 sketchPath = "/Users/chandnirajendran/GitHub/In
ile beep = new SoundFile(this, sketchPath + "ping

lollar-Unistro



The blind can hover over a braille illustration and receive voice inputs from the mobile.
This can also allow them to ask several questions to the book through gestures, which is impossible with digital comics.




Conclusion

The past few decades has given us some of the best comic book artists
of all time. Whilst there’s something special about holding a printed
comic book in your hands, today’s technology has allowed the comic
strips to leave the pages and enter the internet. This medim is so flexible
and easily accessible to everyone and has such a huge untapped
potential that can blur lines between story books and reality.

It was absolutely fun dabbling in such a medium trying to come up with
something new as well as keeping in mind the limitations of what it can
do and not do. Interactive comics is truly, in all sense a new comic book
revolution.
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