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Since at least 1939, when daily-strip caveman Alley Oop time-traveled to the Trojan War, comics have been drawing (on) material from Greek and Roman myth, literature and
history. At times the connection is cosmetic-as perhaps with Wonder Woman's Amazonian heritage-and at times it is almost irrelevant-as with Hercules' starfaring adventures in
the 1982 Marvel miniseries. But all of these make implicit or explicit claims about the place of classics in modern literary culture. Classics and Comics is the first book to explore
the engagement of classics with the epitome of modern popular literature, the comic book. This volume collects sixteen articles, all specially commissioned for this volume, that
look at how classical content is deployed in comics and reconfigured for a modern audience. It opens with a detailed historical introduction surveying the role of classical material
in comics since the 1930s. Subsequent chapters cover a broad range of topics, including the incorporation of modern theories of myth into the creation and interpretation of comic
books, the appropriation of characters from classical literature and myth, and the reconfiguration of motif into a modern literary medium. Among the well-known comics
considered in the collection are Frank Miller's 300 and Sin City, DC Comics' Wonder Woman, Jack Kirby's The Eternals, Neil Gaiman's Sandman, and examples of Japanese
manga. The volume also includes an original 12-page "comics-essay," drawn and written by Eisner Award-winning Eric Shanower, creator of the graphic novel series Age of
Bronze.
This book offers a unique contemporary perspective on the interdisciplinary study of time. It will open paths for new approaches regarding narrative structure and urgency. These
are themes that are becoming increasingly relevant during our times.
Religious themes, concepts, imagery, and terminology have featured prominently in much recent science fiction. In the book you hold in your hands, scholars working in a range
of disciplines (such as theology, literature, history, music, and anthropology) offer their perspectives on a variety of points at which religion and science fiction intersect. From
Frankenstein, by way of Christian apocalyptic, to Star Wars, Star Trek, Battlestar Galactica, and much more, and from the United States to China and back again, the authors
who contribute to this volume serve as guides in the exploration of religion and science fiction as a multifaceted, multidisciplinary, and multicultural phenomenon. Contents List of
Contributors / vii Introduction: Religion and Science Fiction--James F. McGrath / 1 1 The Dark Dreamlife of Postmodern Theology: Delicatessen, The City of Lost Children, and
Alien Resurrection--Joyce Janca-Aji / 9 2 Sorcerers and Supermen: Old Mythologies in New Guises--C. K. Robertson / 32 3 Star Trekking in China: Science Fiction as Theodicy
in Contemporary China--Eriberto P. Lozada Jr. / 59 4 Science Playing God--Alison Bright MacWilliams / 80 5 Looking Out for No. 1: Concepts of Good and Evil in Star Trek and
The Prisoner--Elizabeth Danna / 95 6 Robots, Rights, and Religion--James F. McGrath / 118 7 Angels, Echthroi, and Celestial Music in the Adolescent Science Fiction of
Madeleine L'Engle--Gregory Pepetone / 154 8 Uncovering Embedded Theology in Science Fiction Films: K-PAX Revealed--Teresa Blythe / 169 Bibliography / 179 Index of
Scripture / 187 Index of Subjects / 188 Index of Names / 191
Some film and novel revisions go so far beyond adaptation that they demand a new designation. This critical collection explores movies, plays, essays, comics and video games
that supersede adaptation to radically transform their original sources. Fifteen essays investigate a variety of texts that rework everything from literary classics to popular
children’s books, demonstrating how these new, stand-alone creations critically engage their sources and contexts. Particular attention is paid to parody, intertextuality, and fairytale transformations in the examination of these works, which occupy a unique narrative and creative space.
As a natural heir to the hit television series Buffy the Vampire Slayer, Supernatural has risen to prominence with a strong cult following, and this series of essays from
contributors around the globe investigates the genre-bending series cultural footprint both in the United States and abroad. The writings explore topics such as folklore, religion,
gender and sexuality, comedy, music, and much more, and a brief guide to all the episodes is also included. Supernatural follows brothers Dean and Sam Winchester as they
encounter and battle evil beings such as vampires, shapeshifters, ghouls, and ghosts from a multitude of genres including folklore, urban legends, and religious history.
This title tracks the champion of action films, sci-fi TV, vampire novels, and neo-Gothic comics. ""The Byronic Hero in Film, Fiction, and Television"" bridges nineteenth- and
twentieth-century studies in pursuit of an ambitious, antisocial, arrogant, and aggressively individualistic mode of hero from his inception in Byron's ""Manfred"", ""Childe Harold"",
and ""Cain"", through his incarnations as the protagonists of Westerns, action films, space odysseys, vampire novels, neo-Gothic comics, and sci-fi television. Such a hero
exhibits supernatural abilities, adherence to a personal moral code, ineptitude at human interaction (muddled even further by self-absorbed egotism), and an ingrained defiance
of oppressive authority. He is typically an outlaw, most certainly an outcast or outsider, and more often than not, he is a he. Given his superhuman status, this hero offers no
potential for sympathetic identification from his audience. At best, he provides an outlet for vicarious expressions of power and independence. Tracing the influence of Lord
Byron's ""Manfred"" as outcast hero on a pantheon of his contemporary progenies - including characters from ""Pale Rider"", ""Unforgiven"", ""The Terminator"", ""Alien"", ""The
Crow"", ""Sandman"", ""Star Trek: The Next Generation"", and ""Angel"" - Atara Stein tempers her academic acumen with the insights of a devoted aficionado in this first
comprehensive study of the Romantic hero type and his modern kindred.
Graphic narrative structures, conceptual innovation, identity and representations are examined in an eclectic volume that presents multimodal approaches to constructing,
reading and interpreting graphic novels and comics.
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"The biggest names in comics art, the creators who have surpassed simply, hot, speak out for the first time about their craft. Having rummaged through the collective psyche of
the comic industry’s finest writers in the bestselling Writers on Comics Scriptwriting, indomitable journalist Mark Salisbury turns his attention to the artists, the visionaries who
breathe dramatic, larger than life into today’s comics. The secrets of translating comics script to graphic storytelling are laid bare, from concept to design, thumbnails to finished
art, charting the evolution of this most vibrant of virial mediums. Technique, style, layouts, approach, penciling, inking no possible facet of the artist’s craft is left unexplored.
Revealing, instructional, shocking and humorous Artists on Comic Arts has something for everyone, from comics fans to budding artists to hardened professionals. Full illustrated
throughout, the book features scores of rare and previously unseen designs, sketches, breakdowns, and thumbnails, making it quite simply the only book on comics art you’ll
ever need." -- Back cover
The first scholarly book-length examination of the work of comics legend Neil Gaiman includes detailed analysis of his best-selling "Sandman" and "Death" series, a look at his work's relationship to Joseph
Campbell, and such topics as "Living in a Desacralized World," "The Relationship of Dreams and Myth in Campbell, Jung, and Gaiman's Sandman," "Humanization, Change, and Rebirth: The Hero's
Journey," "The Role of the Artist and the Art of Storytelling," and more. A fascinating journey behind the comics work of one of the most interesting and challenging popular writers of today, Neil Gaiman's The
Sandman and Joseph Campbell: In Search of the Modern Myth is the book which Gaiman's fans have been waiting for!
Contributions by David M. Ball, Ian Gordon, Andrew Loman, Andrea A. Lunsford, James Lyons, Ana Merino, Graham J. Murphy, Chris Murray, Adam Rosenblatt, Julia Round, Joe Sutliff Sanders, Stephen
Weiner, and Paul Williams Starting in the mid-1980s, a talented set of comics artists changed the American comic book industry forever by introducing adult sensibilities and aesthetic considerations into
popular genres such as superhero comics and the newspaper strip. Frank Miller's Batman: The Dark Knight Returns (1986) and Alan Moore and Dave Gibbons's Watchmen (1987) revolutionized the former
genre in particular. During this same period, underground and alternative genres began to garner critical acclaim and media attention beyond comics-specific outlets, as best represented by Art Spiegelman's
Maus. Publishers began to collect, bind, and market comics as “graphic novels,” and these appeared in mainstream bookstores and in magazine reviews. The Rise of the American Comics Artist: Creators
and Contexts brings together new scholarship surveying the production, distribution, and reception of American comics from this pivotal decade to the present. The collection specifically explores the figure of
the comics creator—either as writer, as artist, or as writer and artist—in contemporary US comics, using creators as focal points to evaluate changes to the industry, its aesthetics, and its critical reception. The
book also includes essays on landmark creators such as Joe Sacco, Art Spiegelman, and Chris Ware, as well as insightful interviews with Jeff Smith (Bone), Jim Woodring (Frank) and Scott McCloud
(Understanding Comics). As comics have reached new audiences, through different material and electronic forms, the public's broad perception of what comics are has changed. The Rise of the American
Comics Artist surveys the ways in which the figure of the creator has been at the heart of these evolutions.
This book is designed to help teachers from middle school through college find exciting new strategies to help students develop their literacy skills.
The Sandman CompanionDc Comics
As the City suffers through a storm and a sniper in the print district, Spider and his assistants continue trying to prove their allegations against the President, and Spider learns the horrific nature of his
mysterious affliction.
Whether highlighting the sentimentality at the heart of the Lassie franchise, examining the emotional experiences created by horror filmmakers such as Wes Craven, or discussing the emerging aesthetics of
video games, these essays get to the heart of what gives popular culture its emotional impact.
A comprehensive reference on Neil Gaiman's popular Sandman series. A chapter is devoted to each of the ten volumes, with plot summary, character analysis and interviews with the creators. There are also
Sandman related story details, and lists of relevant CDs, articles, books and websites.
The Baba Yaga enlists the help of a deathless Russian warrior who may be more than a match for Hellboy. The long-awaited follow-up to 2005's _The Island_, the six-issue _Darkness Calls_ sees Mike
Mignola pushing his greatest creation, Hellboy, toward the next major turning point in his life, with haunting art by Duncan Fegredo (_Enigma_, _Ultimate Adventures_). The long-awaited follow-up to 2005's
_The Island_!
The essays in this book, written by poets, novelists, mountain-climbers and academics from all over the world, evoke the representation of mountains in the English-speaking world as artists, writers,
philosophers or mountain-climbers have represented them from the sixteenth to the twenty-first centuries. From the Alps to the Pyrenees, from Mount Fuji to Mount Shasta, from the Himalayas to the Scottish
Highlands, from Ikere in Nigeria to Devil's Tower in the United States, from Uluru in Australia to the most northern mountain of the Arctic, the shapes of the world speak the same language and tell the world
its own story. This interdisciplinary book, weaving together mountaineering, literature, philosophy, painting, cinema, ecology, history, palaeontology, geography, geopolitics, toponymy, law, religion and myth,
invites people to an innovative reading of mountains: it reveals the close relationship existing between the shapes of the world and all forms of writing and, at the same time, it shows how the representations
of the imagination may be instrumental in protecting the natural world. The story told by the landscape inscribes a broken line in the shapes of the world, tearing the landscape like a fragile page whenever
historical and political events (wars, mining or deforestation) leave scars in the landscape; but writers' and artists' representations of mountains constitute a path to awareness as they are not only a painting of
beauty, but an image of our link to nature and a warning as well. For centuries the image of the mountain has conveyed a symbolism telling the story of human thought, and this book shows to what extent
literature and art play an essential part in our awareness of nature.
Gale Researcher Guide for: Neil Gaiman's Stardust: Rewriting the Victorian Fantasy is selected from Gale's academic platform Gale Researcher. These study guides provide peer-reviewed articles that allow
students early success in finding scholarly materials and to gain the confidence and vocabulary needed to pursue deeper research.
This book explores how the heroes and villains of popular comic books—and the creators of these icons of our culture—reflect the American experience out of which they sprang, and how they have achieved
relevance by adapting to, and perhaps influencing, the evolving American character. * Includes contributions from 70 expert contributors and leading scholars in the field, with some of the entries written with
the aid of popular comic book creators themselves * Provides sidebars within each entry that extend readers' understanding of the subject * Offers "Essential Works" and "Further Reading" recommendations
* Includes a comprehensive bibliography
Goth Chic is the first book to properly explore Gothic culture in the modern world. Gavin Baddeley, an expert in his field, examines the subject from a pop- and sub-cultural perspective, identifying hidden
gems from the underground alongside better-known manifestations, looking at all facets of the culture including horror comics, fetish clubs, Goth rock superstars and vampire cultists. Exploring the more
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stimulating aspects of the world s most macabre manifestations, this book charts the most important, exciting and unusual works, figures and ideas in the different areas that it covers. A must for anyone with
a passing interest in Goth, from the novice to the most seasoned veteran of Gothic culture.
Provides a comprehensive listing of American cartoonists, their works, characters, and titles, that will enable the growing number of comic art scholars to research the field.
The most intimate look yet into the life and mind of the bestselling author and creator of The Sandman. Neil Gaiman is one of the most successful and versatile writers working today. He has become
renowned not only for the consistently high quality of his writing but for his mastery of many media. He is an award-winning comic book writer (Sandman), novelist (American Gods), children's book author
(The Wolves in the Walls), and television screenwriter (Neverwhere). Yet with all the fans hungry to know more about his work, there has not yet been a single major nonfiction book covering Gaiman's entire
creative output. Until now. Hanging Out With the Dream King: Conversations With Neil Gaiman and His Collaborators presents a thorough look at Gaiman's work not only through his eyes, but through the
eyes of his many collaborators. Artists, writers, editors, musicians—over two-dozen creators share their thoughts on working with Gaiman and present a unique mosaic portrait of the writer whose name has
become synonymous with modern fantasy. Although the book's scope is not limited to Gaiman's best-selling comic book creationThe Sandman, Hanging Out With the Dream King features comprehensive
interviews with all of the major Sandman artists, including Charles Vess, P. Craig Russell, Bryan Talbot, and Jill Thompson, as well as well as rare and exclusive interviews with Sandman co-creators Sam
Kieth and Mike Dringenberg. And, much as Gaiman has done throughout his career, Hanging Out With the Dream King breaks down the walls of media and genre, presenting those who may have discovered
the writer's work through one storytelling medium with doors through which they may find his other prodigious creations. Thus, admirers of Gaiman's children's books with Dave McKean will discover his adult
work with Gene Wolfe and Terry Pratchett; fans of his novels will discover his comics; and everyone will have the chance to meet Gaiman's folk-rock bands—the Flash Girls and Folk Underground. Musicians
Alice Cooper and Tori Amos are also interviewed.
Since the graphic novel rose to prominence half a century ago, it has become one of the fastest growing literary/artistic genres, generating interest from readers globally. The Cambridge Companion to the
Graphic Novel examines the evolution of comic books into graphic novels and the distinct development of this art form both in America and around the world. This Companion also explores the diverse
subgenres often associated with it, such as journalism, fiction, historical fiction, autobiography, biography, science fiction and fantasy. Leading scholars offer insights into graphic novel adaptations of prose
works and the adaptation of graphic novels to films; analyses of outstanding graphic novels, like Maus and The Walking Man; an overview which distinguishes the international graphic novel from its American
counterpart; and analyses of how the form works and what it teaches, making this book a key resource for scholars, graduate students and undergraduate students alike.
The Gothic and the Carnivalesque in American Culture offers a new account of the American Gothic. Gothic studies, the field that explores horrid and frightful narratives, usually describes the genre as
exploring genuine historical fears, crises and traumas, yet this does not account for the ways in which the genre is often a source of wicked delight as much as it is of horror – its audiences laugh as often as
they shriek. This book traces the carnivalesque tradition in the American Gothic from the nineteenth into the late twentieth century. It discusses the festivals offered by Poe, Hawthorne and Irving; the
celebrations of wickedness offered by the Weird Tales writers, including H. P. Lovecraft, Robert E. Howard and Clark Ashton Smith; the curious aura attached to Ray Bradbury’s stories; the way in which
hosted horrors in comics and on television in the 1950s and 1960s taught their mass audiences how to read the genre; Stephen King’s nurturing of a new audience for Gothic carnivals in the 1970s and
1980s; and the confluence of Gothic story and Goth subculture in the 1990s. Introduction: Ballyhoo Chapter One: Theory, Practice and Gothic Carnival Chapter Two: ‘The Delight of its Horror’ – Poe’s
Carnivals and the Nineteenth-Century American Gothic Chapter Three: Weird Tales and Pulp Subjunctivity Chapter Four: Ray Bradbury and the October Aura Chapter Five: Hosted Horrors of the 1950s and
1960s Chapter Six: Stephen King, Affect and the Real Limits of Gothic Practice Chapter Seven: Every Day is Halloween – Goth and the Gothic Conclusion: Waiting for the Great Pumpkin

"The Sandman was a groundbreaking and award-winning series that told the dark and tragic tale of Morpheus, the King of Dreams. A fascinating mythology of horror and
consequence, this epic masterfully combined intriguing literature with captivating art. The Sandman Companion is an exhaustive guide to this legend. Revealing hitherto
undisclosed information and behind-the-scenes secrets, this book features in-depth interviews, never-before-seen illustrations, character origins, and story explanations and
analysis. Also including excerpts from the original proposal for the series, this handbook is the perfect complement to the Sandman graphic novels."--Publisher description.
Presents the life and accomplishments of the British graphics novel writer who wrote the "Sandman" series.
Buddy Baker, a.k.a. Animal Man, is about to learn the truth behind his increasingly malleable existence. The cost of the truth will be more than he could ever imagine.
Reporter Spider Jerusalem interviews two presidential candidates against the background of a society that is falling into chaos.
stories in between: narratives and mediums @ play is a unique text exploring the interplay between stories and media. The discussion focuses around the Myst narrative as it
moves across media from games to books to comics to games. Along the way, the text also discusses the Sandman comics, and the hypermedia of Ultima Online and
MitterNachtSpiel. This text was created hypertextually to exist online as a website with an inter-related book. Also, it has been released under a under a Creative Commons
license: Attribution-NonCommercial-ShareAlike2.0 http://creativecommons.org/licenses/by-nc-sa/2.0/. Readers are encouraged to share and create work based on this text. The
website can be viewed at: http://www.etc.cmu.edu/etcpress/
This book explores the connections between comics and Gothic from four different angles: historical, formal, cultural and textual. It identifies structures, 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.
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.
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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.
Profiles seventy-five authors, writing teams, and illustrators of graphic novels, and features an introduction to the genre, discussion of manga, brief accounts of graphic novel
publishers, a glossary, and photographs.
This collection of new essays looks carefully at the broad spectrum of Neil Gaiman’s work and how he interacts with feminism. Sixteen diverse essays from Gaiman scholars
examine highlights from Gaiman’s graphic novels, short stories, novels, poems and screenplays, and confront the difficult issues he raises, including femininity, the male gaze,
issues of age discrimination, rape, and feminine agency. Altogether the essays probe the difficult and complex representation of women and issues of femininity in the worlds of
Neil Gaiman.
And 1970s, and the dark and violent creatures who embody the pre- and post-millennial crises of faith. Lavishly illustrated, the articles come to startling conclusions about what
we have really been reading under the covers with flashlights for generations. Annotation ©2004 Book News, Inc., Portland, OR (booknews.com).
Considers how comics display our everyday stuff—junk drawers, bookshelves, attics—as a way into understanding how we represent ourselves now For most of their history,
comics were widely understood as disposable—you read them and discarded them, and the pulp paper they were printed on decomposed over time. Today, comic books have
been rebranded as graphic novels—clothbound high-gloss volumes that can be purchased in bookstores, checked out of libraries, and displayed proudly on bookshelves. They
are reviewed by serious critics and studied in university classrooms. A medium once considered trash has been transformed into a respectable, if not elite, genre. While the
American comics of the past were about hyperbolic battles between good and evil, most of today’s graphic novels focus on everyday personal experiences. Contemporary
culture is awash with stuff. They give vivid expression to a culture preoccupied with the processes of circulation and appraisal, accumulation and possession. By design, comics
encourage the reader to scan the landscape, to pay attention to the physical objects that fill our lives and constitute our familiar surroundings. Because comics take place in a
completely fabricated world, everything is there intentionally. Comics are stuff; comics tell stories about stuff; and they display stuff. When we use the phrase “and stuff” in
everyday speech, we often mean something vague, something like “etcetera.” In this book, stuff refers not only to physical objects, but also to the emotions, sentimental
attachments, and nostalgic longings that we express—or hold at bay—through our relationships with stuff. In Comics and Stuff, his first solo authored book in over a decade,
pioneering media scholar Henry Jenkins moves through anthropology, material culture, literary criticism, and art history to resituate comics in the cultural landscape. Through
over one hundred full-color illustrations, using close readings of contemporary graphic novels, Jenkins explores how comics depict stuff and exposes the central role that stuff
plays in how we curate our identities, sustain memory, and make meaning. Comics and Stuff presents an innovative new way of thinking about comics and graphic novels that
will change how we think about our stuff and ourselves.
Across generations and genres, comics have imagined different views of the future, from unattainable utopias to worrisome dystopias. These presaging narratives can be read as
reflections of their authors’ (and readers’) hopes, fears and beliefs about the present. This collection of new essays explores the creative processes in comics production that
bring plausible futures to the page. The contributors investigate portrayals in different stylistic traditions—manga, bande desinées—from a variety of theoretical perspectives. The
picture that emerges documents the elaborate storylines and complex universes comics creators have been crafting for decades.
The most comprehensive reference ever compiled about the rich and enduring genre of comic books and graphic novels, from their emergence in the 1930s to their late-century
breakout into the mainstream. • Includes over 330 entries on comic books and their creators • Presents the work of 80 contributors—accomplished academics and librarians who
are also fans of comic books and graphic novels • Offers selected bibliographic listings with the entries • Provides a comprehensive index of artists, writers, works, characters,
genres, and themes
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