
CONSEQUENTIAL SPACES 
Narrative and the Graphic Novel  
Anna Mill 
 
TERM 1 - Weds, PM SESSION – 1300-1600 (BST) 
TERM 2 - Weds, AM SESSION – 0900 -1200 (BST)  
 

 
 
The graphic novel format is a powerful temporal/spatial investigation tool in the design and understanding of 
space. It is a collection of instants; a sequence of carefully controlled and composed fragments which can be 
used to analyse, test, develop or present architectural space. Moreover, architecture affects, and is affected by 
the life around and within its walls, and the graphic novel can explore these potential relationships using its 
narrative lens. 
 
This course teaches the principles involved in creating a short piece in the graphic novel format, including story 
structure and sequence, atmosphere, tone and style, point-of-view angles and movements, image and page 
composition. Through a beautiful combination of image and word, action and setting, the finished work should 
offer a richer insight into the potential of space, and the complex, messy, interesting life it might contain. 
 
Core learning: 
Analysis and evaluation of examples from existing graphic novels & film. 
Use of narrative to generate design ideas and use of design to generate narrative ideas. 
Creative application of the graphic novel techniques and improvement in skills with tools and media 
Group working to edit and collect individual work into group anthology 
 
Technical Requirements: 
Access to a scanner or ability to take good quality photographs of work for discussion in sessions 
 
Material Requirements: 
Work can be produced either with traditional drawing materials or with digital tablet and stylus. 
-Mark making: pencil/charcoal/pens/ink/crayons/pastels/paint/digital tablet 
-Drawing surfaces: layout paper/tracing paper for initial work then Bristol board/cartridge paper/watercolour 
paper for finished pages 



 
WEEKLY SESSIONS 
 
Session 1:  Wednesday 7th October/13th January 
FRAGMENTS 
- Introduction to my work combining graphic novels and design 
- Analysing examples from comics and film 
- Generating scene ideas 
 
Session 2: Wednesday 14th October/20th January 
CONCEPT & REPRESENTATION 
- Reviewing scene outlines 
- Concept sketches for key spaces in scene outline 
- Presentation and discussion of various graphic novel art styles, production methods 
 
Session 3: Wednesday 21st October/27th January 
COMPOSITION 
- Introduction to structuring, page composition and thumbnailing. 
- Analysing examples in pacing, camera angles, camera movements, character movements. 
- Sketch out key character and camera movements and moments for scene outline 
- Compose page thumbnails 
 
Session 4: Wednesday 28th October/3rd February 
ROUGHS 
- Review page thumbnails. 
- Use of light and shadow. 
- World-building, detail and larger narrative. 
- Begin rough production of artwork 
 
OPEN WEEK 
 
Session 5: Wednesday 11 th November/17 th February 
PRODUCTION - LINES 
- Production of final artwork stage 1 (line drawing or equivalent) 
- Use of colour, full palette vs limited palette. 
- Test colour options 
 
Session 6:  Wednesday 18 th November/24 th February 
PRODUCTION - TONE 
- Adding colour, tone, textures, light and shadow 
- Compositing, prepping artwork for final production 
- Final amendments and alterations 
 
Session 7: Wednesday 25 th November/3rd March 
FINISHING 
- Editing, reformatting, design and production of group anthology 
 
Session 8: Wednesday 2nd December/10 th March - // AA MEDIA JURY DAY   
Final presentation 
 
Submission Requirements: 
- 1 to 4 page narrative fragment in the graphic novel format. Page count will depend on drawing style and level 
of detail in images. 



- Supporting document showing analysis, research, concept and development work. 
- Production of group anthology, a collection of the pieces by individual students. 
 
Reading suggestions: 
Theory: 
LeGuin, Ursula K. (1986). The Carrier Bag Theory of Fiction. Dancing at the edge of the world. 
Barthes, Roland (1989). The Reality Effect. The Rustle of Language. 
 
Graphic Novels: 
Cobb, Liam. Various 
Daura, Cristina. La Cuidad en Viñetas 
Dubois, Jerome (2018). Citeruine #3 
Evens, Brecht (2011) The Making Of 
Hergé (1962). The Castafiore Emerald 
Icinori. Various 
Mathieu, Marc-Antoine (2011) 3” 
Matsumoto, Taiyo (2013). Sunny 
McCay, Winsor. The Complete Little Nemo 1905-1909 
McGuire, Richard (2014.) Here 
Muradov, Roman. Various 
Otomo, Katsuhiro (1983). Domu 
Schuiten & Peeters (2009). La Fièvre d’Urbicande 
Schrauwen, Olivier (2014). Arsene Schrauwen 
Tan, Shaun (2006). The Arrival 
Ware, Chris (2012). Building Stories 
 
Anna Mill is a designer and author with a background in architecture. She won the 2019 World Illustration 
Awards for her book Square Eyes, co-written with Luke Jones, which explores a near-future city where 
mesmerising digital visions are drawn over the crumbling physical world, and dreams, memory and realities blur. 
 
 
 


