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TELUNE} PILL K'nNDS TELLERS
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gaguni®
AND REFLEGTING
THE HUMAN

EXPERIENCE IN
ALL OF ITS

COMPLEXITY

\T COULD BE A
GRAPHIC ANALYSIS
OF CLIMATE
SCIENCE,
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THIS IS IT 1S HOME To SOME ARTISTS OTHERS ARE THIS PIECE oF

USTR A COMMUNITY OF ARE WORLD HEL RESEARCH CAME
A “Uﬂl GOMICS MAKERS. |  FAmous ool ARouT BECAUSE THE
AUSTRALIA CouNCIL
FoR THE ARTS WANTED

To KNOW MORE

ABOUT THE PECPLE

WHo WERE MAKING
Ccomics 1IN
AUSTRALIA,

E HEARD
EIT.DTth{:SE STORIES
ABOUT COMICS
MAKERS WHO WERE
USING THEIR CREATIVE
SKILLS IN SETTINGS
THAT SURPRISED

WHAT SKILLS
PO THEY

HAVEZ
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A PORTRAIT or a CREATIVE COMMUNITY

WE ARE A SMALL TEAM OF
AUSTRALIAN COMICS RESEARCHERS.

THIS POSTER ILLUSTRATES WHAT WE
LEARNED WHEN WE EXPLORED THE LIVES
AND WORKING HABITS OF CARTOONISTS,

COMICS MAKERS AND GRAPHIC
STORYTELLERS IN AUSTRALIA.

WE STARTED THIS PROJECT BECAUSE WE

HEARD STORIES ABOUT PEOPLE FROM THE
COMICS COMMUNITY WHO WERE USING
THEIR CREATIVE SKILLS IN SETTINGS

OUTSIDE OF THE USUAL ARTS

AND MEDIA SPACES.

WE GOT IN TOUCH WITH AS MANY
COMICS MAKERS THAT WE COULD FIND
IN AUSTRALIA AND ASKED THEM TO
COMPLETE AN ONLINE SURVEY. WE HAD
ABOUT 260 ANONYMOUS RESPONSES.

WE ALSO WANTED TO KNOW MORE ABOUT
THE GRAPHIC STORYTELLER'S SKILLSET.

WE ASKED THEM ABOUT HOW THEY
DEVELOPED THEIR SKILLS AND ASKED
THEM TO DESCRIBE HOW THESE SKILLS
HAD BEEN PUT TO USE IN INDUSTRIES

OUTSIDE OF THE ARTS.

) %f\/




there’s
NOT MUCH
on offer
HERE.

Té?:ﬁl%g = FIND THAT THE

N0 \cau:nmk -’ BEST PLACES T0

LOOK ARE AT EVENTS
RUN BY GRAPHIC
STORYTELLERS
THEMSELVES

Look at all
these artists! Look
at all this stuff!

| HAD
NO IDEA!

MOST PLACES
THAT YOU CAN BUY
AUSTRALIAN cOMICS
ARE ALSO PLACES THAT
YOU CAN MEET ARTISTS
WHO0 MAKE THEM.

This is YEP! _
GREAT! Did 0 tﬁ\nd u'E i ‘
YOU make you buy one ‘

this? be able to afford

GRAPHIC
STORYTELLERS
MAKE MORE

MONEY FROM
DIRECT SALES
THAN THEY DO

FROM ROYALTIES,

ADVANCES OR
GRANTS

OF GRAPHIC
STORYTELLERS IN
AUSTRALIA ARE
LOW INCOME
EARNERS.




comMICS FAIRS ¥ =- - -~
AND CONVENTIONS SMALL PRESs
LIKE THIS ONE ARE
USEFUL EVENTS FOR
UNDERSTANDING HOW
THE WORLD OF
G BUT THIS ARTFORM
RS AL, IS DIFFERENT IN
THAT THE ARTISTS
CREATE MORE OF
THESE OPPORTUNITIES
THEMSELVES.

ESTABLISHED

= ARTFORMS HAVE
INSTITUTIONS THAT

THINK FACILITATE

ABOUT ITAS A TRANSACTIONS BETWEEN

CREATIVE ARTISTS AND THEIR

AUDIENCE.

CEMRVYNITY
RATHER THAN AN
INPDUSTRY

EVEN
THOUGH IT'S
FULL OF
INDUSTRIOUS
HUMANS!




AND THIS
CULTURAL
INFRASTRUCTURE IS
USUALLY RUN
BY VOLUNTEERS
AND DEVOTEES
OF THE ARTFORM.

“ =D
THESE ARTISTS STARTED MAKING COMICS

JUST A FEW MONTHS AGO...THE ONLY
BARRIER TO ENTRY WAS A $20 TABLE FEE!

IT's A
SITE OF EXCHANGE
A PLACE T0 BUILD
RELATIONSHIPS &

SHARE SKILLS.

We're in
it for the

[~
long haul.

S0, THIS
ISN'T JUST A ‘l / 4
PLACE TO SELL
cOMICS AND OF GRAPHIC
MAKE MONEY STORYTELLERS
HAVE BEEN
MAKING
cOMICS SINCE
THE EARLY
NINETIES,

THIS IS THE
CULTURAL ECOLOGY
WHICH CULTIVATES
THE
GRAPHIC
STORYTELLER’S
SKILLSET.



THIS ARTIST
LOOKS A BIT
STRESSED, RIGHT?

THEY ARE ONE OF THE
PEOPLE RUNNING
THE EVENT!

WORK LIKE THIS
IS OFTEN UNPAID,
OR POORLY PAID,
BUT IT’S
NECESSARY...

S0 THAT
ARTISTS LIKE
WENDY HERE
CAN DO THEIR

THING

WENDY IS A DRAWING
MACHINE! SHE MAKES A
LIVING CREATING
ART FOR THE cOMICS
COMMUNITY.

SHE MAKES
COMMISSIONED
ILLUSTRATIONS,

PORTRAITS AND

AND FAN ART.

SOMETIMES
SHE GETS PAID
TO0 WORK ON
cOMICS AT A
PAGE RATE.

SHE’S VERY
PROUD THAT
SHE WORKS
FULL TIME IN
comics

BUT SHE FINDS
IT HARD TO
FIND TIME TO
WORK ON HER
OWN PROJECTS
AND SHE LIVES
BELOW THE
POVERTY LINE.




BUT ONE QUARTER SAID
THAT THEY MAKE ALL
THEIR INCOME FROM

CREATIVE WORK.

WE ASKED GRAPHIC vk HALF OF THE

STORYTELLERS HOLJ ARTISTS SAID A
(MUCH OF THEIR NONE AT ALL! LESS THAN 25%
INCOME IS MADE

I'm lucky enough to
be making a good

FROM THEIR CREATIVE
WORK. lfutllla\t’?m: living out

. of .

day-job. my art

S0, A BIG CHUNK

OF THE ARTISTS
WE SURVEYED
ARE USING THEIR

' CREATIVE SKILLS
ALL THE TIME,
AND GET THIS:
w37 OF THESE
“FULL-TIMERS”
MAKE MORE THAN
$100K A YEAR

EHE ¥
‘ Probably I
. o0t a
| looked into easier to do a g
What? abost it. It seems Kickstarter. frant once.
grams. Can we IMPOSSIBLE.

get grants for

making comics? But 1 still
had to keep
my day job

=

HAD NEVER
RECEIVED OUTSIDE HAD RECEIVED
FINANCIAL SUPPORT
SUPPORT FOR THROUGH
THEIR PRACTICE. CROWDFUNDING

26%

HAD RECEIVED
GOVERNMENT
GRANTS.




MAKES COFFEE.
(S0 MmAKES comics

\

BUT THIS
DECISION
DOES HAVE AN
INFLUENCE OVER
THE WAY THEY
USED THEIR
CREATIVE

WHILE
ARTISTS WITH
DAY JOBS
HAD LESS
CREATIVE
TIME.

FOR EXAMPLE: SHE GETS UP AT
THIS IS 5AM EVERY DAY

DENISE TO0 WORK ON HER
GRAPHIC NOVEL

THAT SUGGESTS
THAT ARTISTS WITH
DAY J0BS HAVE
HIGHER INCOMES.

A LIFE IN cOmIcS
IS OFTEN A
BALANCING ACT
BETWEEN PERSONAL
WORK, FREELANCE
WORK, DAY JOBS 8

SIDE HUSTLES.

Can you
IN FACT WE draw me as
FOUND NO EVIDENCE Aguaman?
S,

THEY WERE MUCH
70 BE
WORKING ON THEIR
OWN
AND TELLING'—
THEIR OWN STORIES

SHE DRAWS FOR
THREE HOURS SHE MAKES
BEFORE STARTING A MODERATE
HER DAY JOB AS INCOME.
A LEGAL CLERK.

ABOUT 50~ OF GRAPHIC
STORYTELLERS SUPPORT
THEMSELVES WITH
NON-CREATIVE WORK.
BUT WE LEARNED
THAT THE DECISION TO
HAVE A DAY JOB ISN'T
ALWAYS ABOUT MAKING
MORE MONEY.

Sounds fun,
but | only do
my own stuff.

(but mare
handsome)

@,
(e

SHE DOESN’T
LET ANYONE
ELSE CALL THE
SHOTS

DENISE ONLY
WORKS CREATIVELY
ON HER 0WN
PERSONAL
PROJECTS.



GRAPHIC STORYTELLING
IS A YOUNG
ARTFORM WITH
RELATIVELY YOUNG
ARTISTS.

Tiatatitudpdatilnaadaty
tafiiwiadatitniadatitvie
Twhadatitwiatal

tatifwaddatitng

THREE QUARTERS
ARE UNDER
44 AND ONE
QUARTER IS
UNDER 30

8

EUROPEAN

INDIGENOUS
DESCENT 2

A LOT MORE WORK T0 DO

THIS ARTIST
DOWN HERE IS

SABINE.

Well I learned that a

SHE RUNS A BUSINESS _cartoonist's skills are
SUPPORTING VARIOUS hlghly translatable even if
ORGANISATIONS AS A you re not in a creative

GRAPHIC RECORDER. role. Everyone needs to

communicate!

SHE WORKS ON HER OWN
PERSONAL PROJECTS IN ) THROUGH THIS STUDY
BETWEEN PERIODS OF What's your WE DISCOVERED MANY
DEMANDING CLIENT secret? ARTISTS LIKE SABINE,
WORK. SHE USES HER AND ONE THING
CREATIVE SKILLS 24/7. ALSO. THAT THEY HAD IN
SABINE IS A COMMON WAS THAT
THEY HAD FOUND
HIGHER INCOME WAYS TO PRESENT
EARNER' THEMSELVES AS
COMMUNICATION
EXPERTS



ONE COULD BE
FORGIVEN FOR
BELIEVING THE OLD
STEREOTYPE OF

“COMIC BOOK MEN”
AND T0 THINK OF
THIS COMMUNITY AS
ONE DOMINATED BY
MALES.

15
JOE ROGAN
IRON MAN?

6%

6%

| moved to the

THIS IS TRUE US to be closer

AMONG OLDER 10 the big comic
ARTISTS. conventions

0 | moved to

- /003&“5!““ Australia to be
ARE MALE. closer to my
sweetheart.

AMONG YOUNGER ONLY 27~ IDENTIFIED
ARTISTS, AGED AS MALE, WHILE 54

18-30, THE GENDER IDENTIFIED AS FEMALE e L ”°RE

ENGOURAGING OF GENDER
DIVERSITY THAN YOU
MIGHT THINK!

MAKE—-UP IS VERY AND 19~ IDENTIFIED AS
DIFFERENT. NON-BINARY.



WHATEVER THE
CONTENT OF THESE
STORIES, THEIR

THIS ONE IS A AUTHORS HAVE
MEMOIR ABOUT LIKELY SPENT YEARS
_—_ PREGNANCY. DEVELOPING A

= FLUENCY IN VISUAL
LANGUAGE.

THIS comIC IS
A STORY ABOUT
CARTOON ANIMALS.

THIS ONE IS o
ABOUT PUNK ROCK

| learned Did you
most of it SR g0t uni to
from Youtube! learn this?

ABOUT HALF OF
THESE ARTISTS WENT
TO UNIVERSITY OR
Well | TAFE AND ABOUT

have a ONE IN EIGHT HAVE
D POSTGRADUATE
L. QUALIFICATIONS.
= (ﬁ
I'm doctor.
of llama HOWEVER, THIS

husbandry EDUCATION IS
LIKELY TO BE IN IN FACT ONLY 37 CITED
OTHER FIELDS. FORMAL TRAINING AS

THEIR ONLY SOURCE
OF LEARNING. MOST
e GRAPHIC STORYTLLERS

HAVE T0 DO MORE THAN
GO TO UNI TO COMPLETE
THEIR SKILLSET.

DESCRIBED
90 SOME OF THEIR
" KEY SKILLS AS
0 SELF-TAUGHT.

BUT EVEN MORE
SAID THAT THEY
LEARNED THEIR
KEY SKILLS EVENTS LIKE
FROM OTHER THESE ARE
ARTISTS THROUGH $0 IMPORTANT!
INFORMAL
MENTORSHIPS OR
PARTICIPATION
IN A CREATIVE
COMMUNITY How would

you should just
| even? Q0 up and say
hi.



GRAPHIC STORYTELLERS
HAVE THE ABILITY TO
TELL A STORY WITH TEXT
AND IMAGES IN LITTLE
SEQUENCED BOXES.

ON FACE VALUE

IT IS INTENSELY

PRACTICAL AND
HERMETIC.

THIS SIDE JON Y R

THNDR, .
OF THE POSTER HEE T
DESCRIBES HOW THIS B
SKILLSET IS NURTURED | |
BY A CREATIVE
COMMUNITY.

THE . TURN OVER THE
OTHER SIDE

OF THE POSTER TAKES
YOU TO SEE THE WORK
PLACES IN WHICH THIS
SKILLSET IS BEING
USED.
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STORYTELLERS

HOW DO eoMIcs MAKERS USE THEIR
SKILLS N INDI.ISTF{_IE.S GUTSIDE THE ARTS?
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GRAPHIC
STORYTELLERS
AT |JORK

THIS POSTER ILLUSTRATES SOME
OF THE THINGS WE LEARNED WHEN
WE ASKED CARTOONISTS AND
COMICS MAKERS TO TALK ABOUT
THE USE OF THEIR SKILLS IN WORK

OUTSIDE THE ARTS.

BUT WE LEARNED THAT THE SKILLS
SHARED BETWEEN ARTISTS IN THIS

SMALL COMICS COMMUNITY ARE
TRANSLATABLE TO ALL KINDS OF

PROFESSIONAL SETTINGS.

HOW DO comrecs MAKERS USE THEIR
SKILLS AN INDUSTRIES OUTSIDE THE ARTS?

MOST COMICS MAKING IN

AUSTRALIA IS SMALL-SCALE
A CREATIVE PRACTICE SUPPORTED
BY A COMMUNITY OF VOLUNTEERS

AND ENTHUSIASTS RATHER THAN A
MASS-MEDIA ART FORM.

IT TURNS OUT THAT THE ABILITY TO
TELL STORIES WITH LITTLE PICTURES
CANBEREFRAMED AS A COMMUNICATION

EXPERTISE ONE THAT IS

PARTICULARLY USEFUL FOR
ORGANISATIONS.

f'\lﬂl




Sivek

The copywriter Thli(s illtuhstr%mr
BACK IN THE comes up with makes the ldeas
PAY

the ideas. look pretty.
S

WHEN PRINT GREAT
MERIA WAS

IDEAS. ® while while drinking
INVENTED ® | grinking this this terrible
single malt wine.

. |
e e
bb “E

— THESE
Get the “TRADITIONAL”
brief ROLES ARE FOCUSED :
: AROUND THE
Make the DELIVERY OF A ﬂ
' CRAFTED PRODUCT.
LU j\.)
it in.
BRIEF

What parts of
this copy are
making me want

10

IF someone was
reading this,
what would they |~ what | draw.

[
-

\Hlllu

THE ARTISTS WE
SURVEYED DID A
LOT OF THIS KIND
OF WORK.

IN FACT, WHEN
ARTISTS WERE
ASKED ABOUT
THEIR THREE MOST
USEFUL SKILLS [l WE LEARNED THAT BUT WHEN WE ASKED
ILLUSTRATION WAS LOTS OF GRAPHIC ARTISTS TO DESCRIBE A
THE MOST COMMON STORYTELLERS SPECIFIC SITUATION WHERE
SKILL CITED. UNDERSTAND THEIR - THEIR SKILLS PROVED USEFUL
PRACTICE AS A IN AN INDUSTRY OUTSIDE
SPECIALIST CRAFT. THE ARTS THEY OFTEN TOLD
A DIFFERENT KIND OF STORY.




r___
== | drew a bgain on

SOME OF a bald man's head
THE STORIES at a science event.
WERE FUNNY

5 |

It was for
— educational
pUFPOSEs.

\ As an archivist
| started taking staples | braught an SOME OF F
ut of ald zines because | AREETALNY G THEM WERE
knew they rust and destroy | their collection. prr
paper, which | might not
have known if | didn't have
zinemaking experience.
=
| oh!
2 .\ She’s drawing
& 7 exactly what
, «.'?)t wasinmy M | get what you quys
5 head are on about.

BUT AN INTERESTING THEME
EMERGED FROM THESE STORIES.

MANY ARTISTS SAID THEY FELT
MOST VALUABLE WHEN THEY
WERE INTERACTING WITH NON
ARTISTS: TALKING, SKETCHING

PROVISING.
AND IMPROVISING INSTEAD IT

wWAS SocIAL,
COLLABORATIVE AND
IMPROVISATIONAL
SKILLS THAT WERE

IT WASN'T THE
MOST CRUCIAL TO
SKILLS THAT THEY THE WORK THE ARTISTS DESCRIBED

WERE USING WHEN THE ABILITY TO

THEY WERE ALONE COMMUNICATE WITH VISUAL

IN THEIR STUDIOS LANGUAGE IN A ROOM WITH
FOCUSING ON THEIR O0THER HUMANS, WHERE

CRAFT THAT WERE DECISIONS WERE BEING

MOST NEEDED. MADE OR PROBLEMS WERE ]
R A KIND OF MABIC!

T0
NON-ARTISTS
THIS SKILL
CAN SEEM LIKE



GRAPHIC
STORYTELLERS
SPEND A LOT 0T HERE THEY
TIME IN THEIR DEVELOP HOW ARE THESE
STUDIOS MAKING USEFUL CRAFT SKILLS
TECHNICAL USED IN

AND WORKPLACES?
PROCEDURAL
EXPERTISE

TEC | -

e FINE DRAFTSPERSONSHIP,
To make my webcomic ® DIGITAL IMAGE MANIPULATION,

| had to learn how to ® |LETTERING, At my job | am able
® PRINT PRODUCTION, to with

e WER DESIGN printers when nobody

® TECHNICAL DRAWING else has the confidence

. ® MASTERY oF TRADITIONAL MATERIALS, or language for it
That experience

. e DIGITAL PAINTING,
led me t0 a non-creative
day job where AMONG OTHERS!

ey .
\ Simple knowledge of
is

in as a skill for
re%m gﬂuour all sorts of jobs
A LOT OF GRAPHIC pretiy up ou7 these days.
STORYTELLERS TOLD Annual report? :
US THAT THESE Sure. Does this

CRAFT SKILLS WERE mean | can get
USEFUL IN ALL SORT off the phones?
OF WORKPLACES,
EVEN THOSE THAT
WEREN'T IN CREATIVE

: —
INDUSTRIES. 2o %
THEY DESCRIBED N j

THEMSELVES TAKING

ON A LOT OF THE AD
HOC CREATIVE WORK l
THAT IS MORE AND

MORE COMMON IN ALL o W
WORKPLACES. J !



WHILE MAKING
cOMICS FOR
ENTERTAINMENT
AND SELF

BUT GRAPHIC
STORYTELLERS
HAVE VALUABLE

THEY CAN
TRANSLATE IDEAS

ABILITIES
THAT ARE LESS
APPARENT THAN
CRAFT SKILLS.

INTO VISUAL
LANGUAGE AND
VISUAL METAPHOR
QUICKLY.

EXPRESSION, GRAPHIC

STORYTELLERS DEVELOP

AN ABILITY T0 CRAFT
BEAUTIFUL IMAGES,

INTERPRETIVE

TCRILLS —

® IMPROVISATIONAL

SKETCHING,
® ACTIVE LISTENING, ()
® STORYTELLING,
® SYNTHESISING P
TECHNICAL JARGON |INTO
VISUAL LANGURGE, ’
® READING AND REFLECTING N
BODY LANGUAGE, L
@ VISUAL INTERPRETATION
OF DATA,

3
SMMNHERRRIOIN f

ERPERTS =

BRING VALUE

KNOWLEDGE OF VISUAL
LANGUAGE

MANY ARTISTS
WE SURVEYED
SAID THAT THESE

WERE AS
AS THEIR TECHNICAL
ABILITIES

I'm a senior
consultant in the
tech industry,

| use my
10

ways of working, ’
commercial and
cultural

It's a

that enables
me to work in
this space.



but is
nonetheless

As important as those
technical skills are there's
an emerging field of much

more

This sort of
happens on whiteboards,
and is often rubbed out and
lost after it has made an

that more and more ! ! !
impact in a meeting,

businesses and roles are
appreciating.

10

business and
messages into a simple

cartoon illustration.

Comics gave
me the ability to

WORRING

TR
CoMPLEXITY._

i

| produce reports
with

or
for government
departments.

| have been able to develop or
improve these illustrations to
help convey information more
by applying the
| learned through

creating comics.
| am an |I
and

in my
day job.

Finding good
ways 1o visualize designs
or data so that they are

both technical
and non-technical
is invaluable.

GRAPHIC STORYTELLERS
DESCRIBED THEIR
ABILITY TO DRAW SIMPLY,
CLEARLY AND QUICKLY AS
AN INCREDIBLY USEFUL
COMMUNICATION TOOL.

THEY OFTEN FIND
THEMSELVES ACTING
AS INTERMEDIARIES
BETWEEN PEOPLE IN
DIFFERENT FIELDS.

2%.27 OF THE ARTISTS
WE SURVEYED SAID THAT
THEY FOUND IT EASY TO
VISUALISE AN IDEA THAT

WAS COMPLICATED FOR
OTHERS TO UNDERSTAND.

677 OF THOSE ARTISTS
SAID THAT THEY HAD
DEVELOPED THIS ABILITY
THROUGH THEIR CREATIVE
PRACTICE.




MERAPHOIR

COMICS 15 A LANG '
OF NESTED msurl;EGE at ;nu{r%r? %iogkius
METAPHORS

I've developed through
cartooning come in handy

ASHARD AN ACT of every single day.

OF TIME  SPEECH
INTERNAL OR JusT A

(foMoloGUE? WTILE FART? _

One time | used
10 help workers

a [egal
MANY OF THE ARTISTS n theltr err;ployment
WE SURVEYED SAID THEIR contract.
ABILITY TO PRESENT
NUANCED INFORMATION
USING VISUAL METAPHOR — It was relatively
WAS A POWERFUL =Y &

WORKPLACE SKILL. easy 10 come up with

the
VISUAL METAPHORS CAN

and to then
BE ENORMOUSLY VALUABLE Flesh this out in a
IN ORGANISATIONAL _ comic. It made the
COMMUNICATIONS important
BECAUSE THEY ARE
EFFICIENT FRAMING
DEVICES FOR BIG IDEAS
OR KEY MESSAGES.
THEY HELP CREATE A
SIMPLE SHORTHAND FOR
UNWIELDY IDEAS.
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| use
that | developed from —0
making in my work T0 MAKE A COMIC, A
designing Museum galleries GRAPHIC STORYTELLER
and visitor HAS TO CONCEIVE OF
within those HYPOTHETICAL HUMAN
spaces. % EXPERIENCES, AND WORK

OUT HOW TO NARRATE THEM
FROM PANEL T0 PANEL AND
SCENE TO SCENE.

WHEN THIS SKILL IS
TRANSFERRED TO OTHER
INDUSTRIES, IT CAN
BECOME INDISPENSABLE
AS PART OF THE DESIGN
OF NEW PRODUCTS AND
SERVICES, PARTICULARLY
SERVICES THAT MAY EXIST
IN A FUTURE THAT HASN'T
HAPPENED YET, OR SERVICES
THAT REQUIRE COMPLICATED
USER INTERACTION.

_ _ 've been employing It's useful in mapping
Use of visual narrative accrued through customer journeys, ﬁ
is an integral part of wark in comics on many prototyping solutions and
product/service/system generally synthesizing
work. design projects. information into visual
artefacts.




| work as a
pedagogy
teacher at a
university.

| developed a
visual comic-style

| use my brachure to

creative skills
in that job

28 OF THE ARTISTS WE TALKED
TO DESCRIBED THE USE OF
comics THEIR CREATIVE SKILLS IN AN
skils are very EDUCATIONAL SETTING, FROM
INTERNAL TRAINING WITHIN
very useful | ORGANISATIONS TO PUBLIC—
schools, especially FACING EDUCATION PROGRAMS.
In {3
Y

GRAPHIC STORYTELLERS OFTEN

Where the FIND THEMSELVES DESIGNING
priarities all RELATABLE RESOURCES THAT
relate to our HELP PEOPLE LEARN NEW SKILLS

skillset! AND UNDERSTAND NEW IDEAS

AT ALL STAGES OF LIFE, FROM
EARLY CHILDHO0D THROUGH T0
OLD AGE.




‘ LJHH_E lQ\ My illustrations are
| | | = I

| have made comic art
that

for Aboriginal women in
custody.

CC Once, | created a series of
illustrations: Facial expressions
% Cﬁ depicting happy, sad, angry etc.

GRAPHIC STORYTELLERS
HAVE THE ABILITY TO HELP
PEOPLE UNDERSTAND HOW

COMPLICATED MEDICAL IDEAS
ARE CONNECTED WITH THE
ROUTINES AND EMBODIED

EXPERIENCES OF DAILY LIFE.

1%.6% OF THE ARTISTS WE
SURVEYED SAID THAT THEY
USED THEIR SKILLS TO HELP

PEOPLE COMMUNICATE IN

MEDICAL OR HEALTH CONTEXTS.

WHEN ARTISTS DEVELOP
EMPATHY SKILLS AND
ATTENTION TO FINE DETAILS,
THEY CAN ALSO0 DEPICT
PERSONAL ROUTINES AND
EMBODIED SENSATIONS —
LIKE PAIN — IN A WAY THAT
IS MEANINGFUL T0 BOTH
ORDINARY INDIVIDUALS AND
EXPERTS.



L

—NUMA
LYMART
107 OF SURVEY lr_@@@tﬁj’ | worked with a couple

PARTICIPANTS SAID THEIR of social workers for
CREATIVE PRACTICE HAS
LED THEM TO DEVELOP STAR]TS"
SKILLS IN LISTENING AND
0BSERVATION.

OTHERS DESCRIBED THE
VALUE OF THEIR ABILITY
T0 DRAW HUMANS
INTERACTING WITH EACH
OTHER IN NARRATIVE FORM.
GRAPHIC STORYTELLERS
ARE ATTENTIVE T0 BODY
LANGUAGE AND FACIAL
CUES AND HAVE AN ABILITY
TO REFLECT NUANCED
EMOTIONAL MOMENTS IN A
FEW LINES.

| worked with a large

MANY ARTISTS ALSO o company, helping warkers
DESCRIBED HOW CLIENTS 0o !
APPRECIATE THEIR 10 describe the way they see

HAND-MADE DRAWINGS themselves, the job they are trying
AS 'FRIENDLY OR ¢ to do, and the road map that il

"HUMBLE’, HELPING T0 take them 1o the

ADD A HUMAN TOUCH,

PARTICULARLY WHEN

COMMUNICATING A .

COMPLICATED SYSTEM, A The

ABSTRACT CONCEPT OR .
PRECISE DESCRIPTION OF to pegple talking and then
AN EMOTIONAL REALITY. drawing pictures of what

they are thinking.

( which is very often
different to what they
are saying. )



AMEDEO WAS
LOOKING FOR FRESH
comics WAYS T0 TELL HIS
JOURNALISM UNION’S COMPLEY
TRANSPORT UNION HISTORIES IN WAYS
THAT INSPIRE NEL/
MEMBERSHIPS TO
ACTION. AMADED
APPROACHED SAM TO
HELP HIM SOLVE THIS
PROBLEM.

We can't just
recycle stock
images and write
news articles
because that's what
we've been doing
for forever and
a day.

e

r
*=> sam’s
SUPERPOWER IS
DIGGING DEEP
INTO A STORY TO
IDENTIFY THE
SPIRIT OF AN
ISSUE AND THEN
USING THAT TO BUT, FIRST HE MAKES SURE
COME UP WITH HIS IDEAS ARE RELEVANT
NEW VISUAL THROUGH
METAPHORS THAT WITH HIS
ARE STARTLING CLIENTS.
AND PRECISE.

.—pv'-
N

can be more
than they A%

seem. There's a lot j

of that's
behind the
googly eyes. A

IN TIME, EVEN TEAMS LIKE THIS

r )
nlt :’;igg? g:lg RELUCTANT CAN HELP CREATE AN
pp g | STAKEHOLDERS CAN ENTIRELY NELJ LENS
alienated from your | SEE THE THROUGH WHICH TO

[abour. It was very FOR AN VIEW A SITUATION.
exciting. [ ORGANISATION.

EVEN THOUGH HE IS A
FREELANCER OR A GIG
WORKER, SAM FEELS
A GREAT SENSE OF
AGENCY OVER WORK
LIKE THIS.

ONE THAT EVERYONE
IN THE ORGANISATION
CAN SHARE.




THESE TWO0 WORK
HAS BEEN CAMILLA IS TOGETHER T0 HELP
MAKING cOMICS A PIONEER IN ORDINARY PEOPLE
SINCE THE 19860S. CONTRACT LAW. GET A BETTER
UNDERSTANDING
(= S OF THE CONTRACTS
DEVELOPING THAT THEY SIGN

My first job a NEW KIND BY REPLACING

was for a OF LEGAL "LEGALESE’ WITH
mqmrcyme CONTRACT CAREFULLY CRAFTED

magazine THAT UTILISES VISUAL LANGUAGE.
comics.

Y |
__CASE o+yDY !

CAMILLA’S
JOB IS TO APPLY

LOUI’S JOB IS TO
CREATE

T
ENSURES THAT IT IS AS

THAT
ARTICULATE A

AS

2 . POSSIBLE.

GRAPHIC LAW IS A
there gr(e - NEW FIELD WITH
S0me magniricent visva It's t0 HUGE GROWTH

Thlnkel’s out there Wh(] . POTENTIAL.
can't drav, and then there find someane that i
are some amazing, talented

artists who are not very
good at

S0 WHAT ARE
THE THAT
CAN HELP MAKE
A GOOD

CAMILLA IS

LOOKING FOR
JUST THE

ABILITY T0 MAKE

A POSSIBLE SOURCE OF
NEW OPPORTUNITIES
FOR COMIC ARTISTS!
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STUYPY s
A
D V A
A HE
D E A STARTED
'\ MAKING
B comics AT
ART
> () SCHOOL

THEY FIND
THAT VISUAL Now, 1 think | finally

STORYTELLING CAN what we're

GIVE DECISION— Creatmg here'

MAKERS EASY
ACCESS T0 THE
EMOTIONAL
AND PHYSICAL
EXPERIENCE THAT
PEOPLE MIGHT
HAVE WHEN THEY
START USING A NEW
SYSTEM OR PRODUCT.

We use visual
lanquage to make

NOW THESE TWO
USE THEIR SKILLS
IN AN EMERGING
INDUSTRY CALLED
SERVICE DESIGN OR
USER EXPERIENCE

DESIGN.

THEY HELP BIG
ORGANISATIONS
DESIGN NEW
PRODUCTS AND
SERVICES

THEY OFTEN
USE A KIND OF
CcOMIC CALLED
A JOURNEY MAP

T0 EXPLAIN THE
WAY REAL PEOPLE
MIGHT INTERACT
WITH COMPLEX
SITUATIONS.

Comics can
ality that
doesn t yet exist




CASE 9tUDYs L
Rm“‘)ﬂ_ﬂ“@ comics nnivsel?st
DICINE

L ]

vV V \/ v
MARC AND PENNI
HELPED SOLVE A

KEY PROBLEM:

HOW TO GET
YOUNG PEOPLE TO
REALLY READ THE \

\
DRY CLINICAL ‘\\
MATERIALS.

The kids don't

see it as being
relevant to their
lives.

BETWEEN THE
CLINICAL
WORKERS AND
THE REAL
LIVES OF THEIR
PATIENTS.

MARC AND
PENNI USED
THEIR GRAPHIC
STORYTELLING
SKILLS TO CREATE
A BRIDGE...

TOGETHER THEY
HAVE A SIDE GIG
MAKING VISUAL
STORIES FOR THE
MENTAL HEALTH
SECTOR.

THEY WORKED
WITH A TEAM OF
RESEARCHERS AND
CLINICIANS WHO
WERE CREATING
ONLINE RESOURCES
FOR YOUNG PEOPLE
SUFFERING FROM
MENTAL HEALTH
ISSUES.

The young pedple are
logking forward to
the comics.




GRAPHIC STORYTELLERS
AT WORK IS A RESEARCH
PROJECT COMMISSIONED
BY THE AUSTRALIA
COUNCIL FOR THE ARTS.

THIS GRAPHIC SUMMARY
WAS MADE BY AND
FOR THE COMMUNITY
OF COMICS MAKERS IN
AUSTRALIA AND ANYONE

ELSE WHO IS INTERESTED.

A\ A A A4

THIS WORK WAS DONE,
KNOWLEDGE FOUND AND
LINES DRAWN ON THE
UNCEDED LANDS OF THE
DHARAWAL, GADIGAL AND
WURUNDJERI PEOPLE.

NEW KNOLWEDGE
DISCOVERED AND
SCULPTED BY
PAT GRANT,
GABRIEL CLARK,

ELIZABETH MACFARLANE,
RONNIE SCOTT,
ELERT MAI HARRIS,
CHRISTEN CORNELL
AND RACHEL PERRY.

SPECIAL THANKS TO
DEBORAH HO,
MATT TAYLOR,

CAMILLA ANDERSEN,

LOUI SYLVESTRO,
PENNI RUSSON,

MARC PEARSON,
MARIO ALVAREZ,
KERNOW CRAIG,
JOHN HENRY PAJAK,
SAM WALLMAN,
AMEDEO D’APRANO,
DAVID BLUMENSTEIN
AND REBECCA MOSTYN.




