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Kollektivo Illuminoso Fresco: comic art as testimony and 

self-reclamation

Authors

Dr. Anja Venter - Cape Peninsula University of Technology

Abstract

An emergent body of literature addresses the role that comics play in narrating true life: how creators 
use interlaced temporalities, mythic narratives and multi-layered narration structures to grapple with 
issues of personal testimonies and related representations (ie. Chute, 2016). Dony and van Linthout 
(2010) have further argued that comics are exceptionally appropriate for capturing, in particular, the 
essence of traumatic experiences as "objects of memory".

This paper explores the case of Kollektivo Illuminoso Fresco, a collective of comic artists from the 
townships around Cape Town, South Africa, brought together through their communal experiences as 
young offenders. First established in 2014 through the "Young in Prison" program as a means for 
participants to rebuild their lives, KIF now runs independently, with its members organizing their own 
publications, mural installations and exhibitions.

Through a content analysis of their publications and a discourse analysis of in-depth interviews with 
collective members, this paper argues that comics are a powerful way for at-risk youth to create new 
modes of testimony. These narratives complicate the immutability of villains and heroes, and muddies 
the ethical and material realities of "being a good person". For the members of KIF, comics give shape 
to their own traumatic experiences and offer a means to reclaim their personal narratives.

Submission ID

386
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The construction of narrative in comic journalism

Authors

Ms. Talita Magnolo - Universidade Federal de Juiz de Fora

Ms. Laura Rezende - Universidade Federal de Juiz de Fora

Abstract

The work presented for this congress is the result of two distinct productions that sought to study the 
narrative construction in the journalistic reports in comics. In this article, we will use the context of 
comic journalism, seeking to establish relations between two Brazilian comic reports: “Meninas em 
Jogo” and “Declassified - The Secret Life of Women in Guantanamo”. Both were published and hosted 
on the Agência Pública website, a Brazilian journalistic agency recognized for its independent activities
in Brazil. “Meninas e Jogo” denounces sexual violence against children and adolescents in the State of 
Ceará during the 2014 World Cup. “Desclassificado – a vida secreta das mulheres de Guantánamo'' 
deals with harassment and violence against Army women who worked in Guantánamo, known prison 
to keep “dangerous terrorists” from all over the world. As for the independent media, it would be one of
the factors that would allow a greater participation of women in the production of comics. In the 
narrative, points such as the fact that the story was made in comics exclusively for the web, are relevant
the legacies that the underground movement left for comic journalism and the increase of female 
participation in the world of comics, as producers and protagonists. In presenting the comic's support to
journalism, we consider the comic journalism genre as a powerful denunciation tool. The intention of 
this article is to present the importance of memory and testimony for the construction of the narrative 
newspaper and the main objective is to understand how they can be resigned through comedic reports, 
especially those that include sensitive topics, such as conflicts and violence. To attest to the 
effectiveness of the use of testimonials in comic journalism, this work will bring some results on the 
study of narrative construction, examining the material, in search of strategies that managed to build 
the stories of the characters. From the interviews, this work could conclude that the women represented
in the two reports were able to tell their stories in detail, as their identities would not be revealed, for 
ethical reasons. As a theoretical apparatus, the Critical Narrative Analysis, proposed by professor Luiz 
Gonzaga Motta (2013), will be used. For the analysis, concepts related to testimony and memory will 
be used. In this methodology, the focus is on language and narrative, so that there is no semiotic 
analysis of the images and the drawings are considered part of the construction of the plot.

4



Submission ID
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La ilustración de caricatura en la misión de acercar la 

ciencia al público lego

Authors

Dr. Luz María Peregrina Ochoa - Universidad Nacional Autónoma de México

Abstract

La ilustración de caricatura en la misión de acercar la ciencia al público lego

Luz María Peregrina Ochoa

Los escritores de divulgación científica han recurrido a ejemplos, analogías, metáforas y demás 
recursos del discurso coloquial para que por medio de un lenguaje sencillo y ameno se pueda poner al 
alcance de la comprensión de todo público fórmulas, conceptos, teorías, análisis que resultan de las 
investigaciones dentro de los distintos campos de la ciencia. Además, se valen de ilustraciones que 
incluyen gráficas estadísticas, fotografías, dibujos, con el objeto de hacer explícitos y atractivos sus 
textos.

En las últimas décadas se ha percibido el éxito comunicativo de los textos de divulgación científica 
ilustrados con dibujos de caricaturas. Lectores no asiduos a este tipo de textos han encontrado un gran 
atractivo en la alianza entre imágenes humorísticas y publicación escrita sobre ciencia ¿Por qué? 
¿Cómo sucede?

Por medio del análisis de una obra de divulgación científica ilustrada con caricatura, pretendo 
identificar los elementos del texto de carácter coloquial que dan pie a la creación de imágenes visuales, 
y detectar los vínculos y paralelismos entre las imágenes retóricas del texto escrito y las imágenes 
visuales de las caricaturas, que mueven al humor y a la risa del lector. Para ello me valgo de dos 
preguntas:
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¿Qué efectos tiene la caricatura y el humor en la motivación de la lectura de los textos de divulgación 
científica?

¿Cuáles son las relaciones que se establecen entre el lector; el binomio humorístico de texto de 
divulgación y los dibujos de caricatura, y las convenciones sociales?

Probablemente el caricaturista ilustrador desarrolla “toda una ciencia” para representar, traducir, 
contrapuntear, complementar, afianzar, por medio de sus dibujos el contenido del texto de divulgación 
científica, con el fin de acercar el mundo especializado y lejano de la ciencia a la comprensión y el 
acontecer diario del lector.

Submission ID

887

Satire and the concept of dissidence in Zimbabwe: The case 

of Magamba and Bus Stop TV digital media platforms.

Authors

Mr. Mbongeni Msimanga - University of Johannesburg

Abstract

This study argues that satire in Zimbabwe is a form of ‘dissident’ archetype in a country where any 
formal opposition to power has been met with legal and extra-judicial interventions by state apparatus. 
Satire as a dissident form of expression is drawn from Zimbabwe’s historical-political experience 
tracing back to the pre-colonial period. While Zimbabwe’s hegemonies have relied on state controlled 
media, inducements and brute force, the oppositional voices have had to rely on what this study 
characterises as “dissident intimacies”, of which satire is part of, to help challenge and expose master 
narratives. Tracing satiric dissident moments on the cyberspace in Zimbabwe from 2013-2020, I 
employ the conceptual lens of the “dissident” and satire as a form of dissent on social media platforms 
Magamba and Bus Stop TV. Magamba TV is a digital media television platform that produces satirical 
content and shows. Its satirical content is distributed on social media platforms Twitter, Facebook, 
Instagram and YouTube. The word ‘Magamba’ is a Shona[1] term that means (liberation war) heroes 
and the television station uses youth activism to open up democratic space in Zimbabwe. The name 
Magamba is an attempt to re-conceptualise the definition of heroes in Zimbabwe that have been 
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defined, since post-independence using ZANU-PF lens. Heroes in Zimbabwe are “politically motivated
than rational in nature” and are selected on “political, sexual orientation or ethnic grounds” (Mpofu, 
2016:68). Bus Stop TV is an online satirical television station that produces news, skits and 
documentaries that speak to socio-economic and socio-political issues affecting Zimbabwe. Magamba 
and Bus Stop TV are direct responses to repressive media laws in Zimbabwe such as Broadcasting 
Services Act (2007) that have muffled discourses and freedom of expression. The study uses four 
themes captured by satirists in Zimbabwe: 1) Youth Activism, Gender and Economic Empowerment, 2)
Corruption and Abuse of law 3) Police Brutality Abductions and Army Violence and 4) Elections and 
the Question of Legitimacy. The four themes have been closely associated with Zimbabwe’s ruling 
party, Zanu-PF, for the past four decades. I utilise a digital ethnographic approach and in-depth 
interviews as data collection methods. Selected videos are purposively sampled from Magamba and 
Bus-Stop TV and are subjected to a Multi-Modal Critical Discourse Analysis approach. The study 
concludes that Bus-Stop and Magamba TV code their discourses in dissident language which sought to 
challenge political hegemony, expose corruption, and decry political violence perpetrated by Zanu-PF 
rule.

[1]Shona is one of the dominant languages that are used in Zimbabwe.

Submission ID

1056

Comic as a significant resource in a preventive campaign 

against Covid-19 in Mexico: Susana Distancia and the Health

Squad

Authors

Dr. Citlaly Aguilar Campos - UNAM
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Abstract

The SARS-CoV-2 virus has represented a challenge around the world to create content that sensitizes 
the population about the risks and also the preventive measures that must be taken against the disease. 
In Mexico, the Ministry of Health has resorted to various information campaigns, two of which have 
been very well received: Susana Distancia and the Health Squad. The objective of this presentation is to
analyze the process of meaning in these sign constructions, which are distinguished by using the comic 
format.

Both preventive campaigns are considered as texts (set of signs) which, through isomorphisms, allow 
the characters involved, in addition to all being women and superheroines, to reflect cultural features of
the current situation in Mexico, such as the empowerment of women and the inclusion of vulnerable 
groups. The creators develop a narrative that is modified in line with the needs of the health emergency.
The theoretical basis of the present work is based on the corporeality of José Enrique Finol in order to 
understand the dynamics of these contents as semiotic spaces interrelated with collective imaginaries of
a determined corporeity.

Submission ID

1244

Creators, Gamers & Geeks in Africa: Seeking an Authentic 

African Voice in Ghanaian Fandom

Authors

Dr. Erik Palmer - Southern Oregon University

Abstract

Especially in the recent films of the Marvel Cinematic Universe, the popular reinvention of highly 
visible superheroes of African heritage, including Black Panther, Shuri, the Falcon, and War Machine, 
has reinvigorated the scholarly and critical conversation around the racial politics of mainstream 
comics and fandom. Although the greatest attention to black characters and creators has been channeled
through franchise characters and films with global appeal, a growing community of fans and creators is
building a uniquely African approach to fandom in developing countries with urban populations, 
including Nigeria, South Africa and Ghana. How do African creators express their ethnic or national 
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identities in the comics, games and animations they create? What are the social and cultural 
implications of a nerd culture that strives to distinguish itself from its American predecessors? What 
political and economic constraints are encountered by African creators? This ethnographic study 
explores the growing culture of fandom in Accra, Ghana, focusing especially on the blog/online 
community Squid Mag.

Submission ID

1334

No soy de aquí ni soy de allá. Between the Disincentive and 

the Revalorization of the migrants in Mexican Comics

Authors

Dr. LAURA NALLELY HERNANDEZ NIETO - UNAM

Prof. IVAN FACUNDO RUBINSTEIN - UNAM

Abstract

The aim of this article is to show the oscillation in two Mexican comics as a symptom of the Migration 
Policies of the United States. We analyzed two comics of the Mexican State of Zacatecas: 2017 comic 
No soy de aquí, no soy de allá. Historia de migrantes (‘I am not From Here, I am not From There. 
Migrants Stories’), and 2020 comic De aquí y de allá, Historia de migrantes 2 (‘From Here and From 
There. Migrants Stories 2’). Both comics were produced by the Zacatecas government and a team of 
comic artist with a notorious trajectory. It is indispensable to mention that Zacatecas is a transit zone 
for migrants who want to reach the United States, and therefore the migration is a central topic in 
Public Policy. The first comic seeks to disincentive the border crossing, showing tragical stories, and 
was distribute among the refugees that migrants use in their way to the United States. The second 
comic, which seeks to revalorize the contribution of Mexican migrants in the United States, was 
distributed among those who lived in that country. The Donald Trump menace to strengthen the border 
control during 2017, and the deportation of 124 thousand migrants since 2019 may explain the 
oscillation between the discourses of these two comics. Finally, it is necessary to mention that the 
governments of Mexico have used comics as a medium to convey information to migrants. In 2005, the
Mexican Foreign Ministry published the Guía del Migrante Mexicano (‘Guide for the Mexican 
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Migrant’), a comic in which the United States government accused Mexico of promoting migration, but
the content only warned of the dangers that people can face when trying to cross borders.

Submission ID

1341

Teoría de necesidades humanas de Maslow y crisis de 

identidad reflejadas en el personaje Meruem del manga 

Hunter x Hunter.

Authors

Mr. Alberto Anaya - Universidad Insurgentes

Abstract

El personaje humanoide Meruem, creado por el autor Yoshihiro Togashi en su manga Hunter x Hunter 
(mismo que inició su publicación en 1983), tiene características tanto humanas como de otras especies 
animales, y pertenece a una especie denominada hormiga quimera.

La principal característica de las hormigas quimera es ser omnívoras y su descendencia adquiere los 
rasgos y características de los seres que consumen. Por esta razón, las hormigas quimera cuidan el 
proceso de gestación e ingesta, con la finalidad de obtener las mejores características, y poder 
conseguir el surgimiento de un rey poderoso y calificado para las funciones.

El principal objetivo de esta ponencia es analizar el desarrollo y objetivos de la trama de Hunter x 
Hunter, desde la perspectiva de la psicología y la comunicación, con base en las aportaciones teóricas 
de la psicología de Maslow; en particular, su pirámide de necesidades básicas.

Para aterrizar el análisis observaremos los eventos que llevan a Meruem al cuestionamiento de su 
propia existencia, lo que genera en él una crisis de identidad sobre los aspectos humanos de su 
personalidad. Durante el mismo arco argumental, se verá el punto de vista expresado por el mangaka 
Togashi, sobre la deformación de ideas e intereses que puede desarrollar un ser humano representado a 
través de esta raza ficticia.
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Nuestra propuesta es mostrar que la pirámide de necesidades básicas de Maslow permite comprender el
proceso de creación o construcción de la imagen y personalidad de Meruem

Lo anterior será presentado en tres etapas: la primera narrará brevemente la historia de la publicación y 
su argumento, para que podamos caracterizar al personaje. En un segundo momento, estudiaremos a 
Meruem y, finalmente, se construirá el perfil del mismo.

Submission ID

1613

Muscular Men and Naughty Boys: Drawing Masculinities in 

Bangla Comics

Authors

Mr. Saayan Chattopadhyay - Baruipur College

Abstract

Comic art scholarship has recently witnessed a serious engagement in academia after decades of 
individual and short-term efforts. However, scholarship on Indian comics is still relatively limited. 
West Bengal has an illustrious artistic heritage in relation to popular comics published in India. While 
these comics enjoyed wide popularity in Bengal, there was hardly any attempt to study the connection 
between the rise of this genre in the middle of 1960s and the sociopolitical developments in the post-
independence era. Within this context, this paper seeks to explore the representation of masculinities in 
the Bangla comics published from the 1960s to 1980s. Primarily focusing on Bengali language comics 
created by Narayan Debnath, this paper attempts to critically explore how a specific kind of 
masculinity emerged as one of the crucial tropes in middleclass imaginings. In what way these post-
independence Bangla comics reinterpreted the alleged effeminacy of Bengali masculinity? The bicolor 
comics of Bantul the Great, Nonte- Fonte and Handa Vonda visually narrated hegemonic narratives of 
muscular power and virile strength along with popular narratives revolving around impish adolescent 
boys. The anxieties of the Indo-Pakistan War of 1971 provided a greater impetus, particularly in the 
Bantul the Great comics, which depicted an aggressively nationalistic virile hero with extraordinary 
strength destroying enemy tanks of East Pakistan (now Bangladesh). A closer look at these comics may
offer a better understanding of the significance of these comics as a visual culture emerging at a 
turbulent historical conjuncture of the post-independence period.
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Submission ID
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Fade Away or Refresh? The Influence of Traditional 

Animated Films on The Cultural Identity Mechanism of 

Audiences

Authors

Ms. Hanqing Jin - School of Media and Communication, Shanghai Jiaotong University

Dr. Binglin Chen - Shanghai Jiaotong University

Prof. Ke Xue - School of Media and Communication, Shanghai Jiao Tong University

Abstract

Traditional cultures all over the world are disappearing and failing to be handed down from past 
generations. Taking the intangible cultural heritage as an example, many of them are on the verge of 
disappearing or even extinct. Those traditional cultures are the root of cultural development to any 
countries. However, the youth groups receive many influences from popular culture (Yang, Hu, 2017), 
yet they pay little attention to the country's traditional culture. How to save the world’s national 
cultures is not only a national concern or a organizational concern, but people all over the world should
also pay attention to this problem Therefore, this paper attempts to explore how social cognition will 
make difference when it comes to reinforce a sense of identity and confidence among the youth group 
in traditional culture.

Social cognition is the concerned variable of this paper, which emphasizes that individual behavior, 
subject literacy and social environment are dynamically and interactively determined by each other, 
and is used to predict and change people's behavior (Weimer AA, 2017). Traditional culture is the 
crucial part of culture (Xu, 2011) and the main content of the animated film which refers to the cultural 
symbols that show national characteristics. Aopamoba Oa (2006) pointed out that traditional culture is 
the core of the construction of citizens' historical consciousness and cultural identity. Cultural identity 
(Zhang, 2021) refers to people's tendency consensus, which is reflected in the recognition and 
acceptance of excellent culture. Previous social cognition research on cultural identity mainly 
concentrated in the impact of psychological changes of individual cognition on cultural identity. Wang 
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Gui (2018), indicates that the cultivation and development of cultural confidence should start from 
personal cognition and take cultivating cultural identity as an important task. Among these, studies on 
the influence of social cognition on cultural identity with the help of animated films have attracted 
more attention in recent years. For example, Huang (2018) found that personal cognition has a 
significantly positive impact on audiences' acceptance of traditional animated films and Ye (2015) 
pointed out that Japanese animated films have enhanced the nationally cultural identity through the 
integration of traditional culture.

Based on the literature review, we introduce the Social Cognition Theory (Bandura) to construct the 
research theoretical framework. We take self-efficacy (Lee and Cheung, 2006), outcome expectation 
(Huang 2018) and environment (Bandura1990) as the independent variables. Cultural identity is 
selected as the dependent variable. The research utilizes questionnaire and structural equation model to 
measure how social cognition of Chinese young audiences influence their cultural identity through 
animated films.

Cultivating young people's cultural identity is the key to evoke traditional culture. This paper uses 
animated films as the research sample to explore the correlation between the social cognition and 
cultural identity and its internal cognitive mechanism. Theoretically, this paper attempts to provide 
academic support for the identification and inheritance of traditional culture and the development and 
dissemination of national culture. We hope that this interdisciplinary research results will enrich the 
research in the field of national culture communication.

Submission ID

1776

The heroines of the Marvel. Among the vanguard and social 

actualization

Authors

Dr. Danghelly Giovanna Zúñiga Reyes - Universidad del Rosario
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Abstract

The research about Marvel heroines and anti-heroines can focus on three areas: the role of them in the 
narrative, the social characteristics of which are crystallizations, and the relationship with heroes and 
anti-heroes. This research addresses the transformation experienced by the superheroines and super-
anti-heroines of the Marvel Universe like "secular superhero," a type of superhero that responds to 
human needs, traversed by two-dimensional problems of good and its counterpart, the evil and the 
problem of time. This work explores phenomena such as sticky floors, broken stairs, or a glass ceiling 
in the narration and the gender gaps exposed in the narrations of the chosen films. These phenomena 
analyze in Marvel movies produced between 2018-2019: Black Panther (2018), Avengers. Infinity War 
(2018), Ant-Man and The Wasp (2018), Captain Marvel (2019), Avengers: Endgame (2019), Spider-
Man: Far from Home (2019).

The secular superhero lives in a world whose balance and the order has been modified by the 
emergence of new actors who strike the known world. Therefore, the social world is in danger of 
breaking by the struggle between two orders seeking to consolidate only. The story oversees a group of 
superheroes who fight for not allowing humanity to shred, but she did not intend for their salvation, in 
the moral sense, not redemption, but its durability.

The secular superheroes have ancient chivalry qualities, but with the upgrade to this, the rationalization
of war respects the combat. They are characters who draw their actual characteristics, familiar near the 
spectator characters; he can identify with the superhero's sufferings and feelings. They are not immortal
heroes, protected by gods; they are vulnerable beings, despite their powers, struggling with their 
limitations.

The world that matters and on which secular superhero act is the known world by the viewer. 
Differential present, past, and future is a time reference that the viewer has. At that time, secular 
superheroes learn to cope and give answers to everyday problems accessible to the viewer.

The Marvel superheroines have a connection between the everyday world of humanity (breakfast, 
shopping at the mall) and the world of the fight, the battlefield that is their job. Becomes Confront 
those who want to destabilize the order reached, not foreign forces seeking to conquer, but to mutants 
or humans who seek power and control the world.

The superheroines in the Marvel Universe combine the aggressive and robust with sensual and 
seductive. Her dresses sensual figures show West. Powers tied to those who have traditionally been 
assigned to the female gender, build, or guide men's behavior. Considering the different opportunities 
they have superheroes and superheroines, it is possible can say that their interrelationships tend to 
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promote equity and gender equality. It promotes that gender differences help meet the practical needs 
successfully, and this corresponds to the model are secular superheroine.

Submission ID

1968

Ideales juveniles, representaciones sociales y creencias 

reflejadas a través de la obra de Makoto Shikai

Authors

Dr. Jorge Salvador Anaya Martínez - Universidad Anáhuac México

Abstract

El mangaka, escritor y director Makoto Shikai, refleja en las películas Kimi no Na wa (Japón, 2016) y 
Tenki No Ko (Japón, 2019), ¾conocidas en México como Your Name y El tiempo contigo, 
respectivamente¾, valores e historias cercanas a la juventud actual. En ambos trabajos, expresa la 
añoranza por el amor y características asociadas con este periodo del desarrollo humano; por ejemplo, 
ser visto como un adulto y aventurarse, generalmente representadas en personajes juveniles literarios y 
cinematográficos, no solo de la cultura japonesa.

Sin embargo, al mismo tiempo Shikai busca mostrar los temores que genera el crecer y madurar para 
transformarse en adulto. En el caso de estos trabajos, es representado por los espacios urbanos (en 
especial, la diferencia entre las grandes urbes representadas por Tokio, y las pequeñas comunidades). 
Con ello busca presentar personajes completos, modernos, pero al mismo tiempo tradicionales y 
propios de la cultura de origen de estos productos comunicactivos.

Para esto, el autor y director busca relacionarlos con las creencias y leyendas populares, los mitos 
urbanos prevalecientes dentro de su propia cultura y que reflejan momentos y lazos sobrenaturales que 
terminen de relacionar a sus protagonistas. Este riqueza cultural y comunicativa es lo que lleva este 
trabajo a enfocarse en el citado mangaka, a fin de conocer cómo a pesar de tener su origen y formación 
en un entorno completamente japonés, logra conectar con audiencias diferentes para las que fue 
planeado.
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El presente trabajo busca generar líneas de investigación, y analizar en un primer momento, las 
características propias con las que se expresa y relaciona la juventud en las diferentes obras literarias y 
audiovisuales. Posteriormente, se hará una breve explicación de la teoría de la hermenéutica profunda 
de John B. Thompon, para comprender el contexto y las herramientas utilizadas por el autor en sus 
trabajos conocidos en occidente.

En un tercer momento, se desarrollará una breve sinopsis del autor y de los dos trabajos 
cinematográficos que se utilizarán dentro de esta investigación. Finalmente, en un cuarto punto, se 
ejemplificarán algunas de las representaciones sociales, creencias e ideales juveniles presentes en la 
obra de Makoto Shikai.

Submission ID

2028

Framing the gutter: an observation of the transposition of 

comics' elements in the narrative of the series of games 

Framed

Authors

Dr. Andre Pase - Pontifical Catholic U

Ms. Mariana Gomes da Fontoura - Pontifícia Universidade Católica do Rio GRande do Sul

Mrs. Leticia Dallegrave - PUCRS

16



Abstract

The interface between comics and games refers to several already consolidated examples of re-readings
and new creations that extrapolate these two media scopes: movies, tv shows, magazines, graphic 
novels, and games fragments narratives about characters and their fictional universes. But beyond these
cases, and in a way, by reversing the logic of inspiration by the content, the form and language of 
comics alone also serves as the engine to produce new stories on different platforms. The series of 
games Framed (Loveshack, 2014 and 2017) is an example of this.

In the place of the articulation between panels, gutters, text, and suggestion of movement through the 
image and the very disposition of the elements on the page statically, in Framed these structures are re-
signified: the pictures are moving and animated, as well as the characters, and it is through these 
resources that give the ordering, the visualization and the unwinding of the plot and the game itself. 
The correct sequence of frames is not given but performed and discovered in the act of playing.

Previously, titles such as Comix Zone (Sonic Team, 1995) used the idea of the frames to create levels 
where the player would perform specific actions (in this case, fight against enemies). After winning the 
enemies, sometimes the player could choose the path to the end of the “page”, jumping from one panel 
to the other. But this is a case of playing with characters inside spaces, not playing the spaces as in 
Framed or Gorogoa (2017).

Therefore, the objective of this article is the observation of the appropriation of the language of comics 
and its dynamization in the series of games already mentioned. In contrast to Jørgensen's (2018) 
approach, this paper prioritizes the sequential art premises to understand how FRAMED plays with the 
space and notion of the gutter (EISNER, 2010; MCCLOUD, 2004, 2005, GROENSTEEN, 2015). To 
achieve this, the researchers do a case study (YIN, 2001) of the two games of the series, pointing which
structures of the comics are used in-game and how the ideas from reading are changed to gaming.
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Abstract

La transformación de las clases presenciales a clases en línea en México generó un proceso de 
adaptación en estudiantes y docentes a través de productos comunicativos como son los memes. Estos 
permitieron expresar emociones que pueden ir del humor, datos, anécdotas curiosas, hasta reflejar las 
peores ansiedades o temores de las comunidades escolares en México.

Dentro de las figuras que se apropiaron los jóvenes y los docentes, se encuentra el personaje de Grogú, 
también conocido coloquialmente, como Baby Yoda. Este personaje forma parte de la serie The 
Mandalorian (EUA, 2019) producida por Lucas Films para la plataforma de streaming, Disney Plus.

En el presente trabajo, se realizará un análisis de un corpus de 20 imágenes seriadas difundidas en 
diversas redes sociales durante el primer mes de la pandemia.

Para ello se describirá en un primer momento, una breve reseña de cómo fue la transición de las clases 
presenciales en las diversas instituciones educativas mexicanas a la migración a clases virtuales. En un 
segundo apartado, se referirá a la construcción teórica del meme, a través de teóricos como Gabriel 
Pérez Salazar, quiénes ayudarán a conocer la importancia comunicativa y la tipología característica de 
esta forma de expresión.

En un tercer apartado, se realizará una breve reseña de la trama de la serie The Mandalorian, así como 
la importancia que tiene el personaje Grogu, y los aspectos que lo hicieron en un ícono de fácil 
adopción por parte de la comunidad fanática de StarWars.

Posteriormente, se efectuará el análisis del corpus mediante herramientas provenientes de la 
hermenéutica y del análisis de discurso icónico para descifrar las emociones y sentimientos que trataron
de plasmar los y las creadores con autores como: Theo Van Leeuwen.
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