III. CARTOONS:

(A) FUNNIES:
· PURPOSE:
· to get viewers to laugh

· to think, fell, see afresh/anew, see from new perspective

· to identify with the subject

· to reflect about ourselves

· to see a truth clearly

· NOTICE:
· subject

· objects

· tone

· * IDENTIFYING:
· Viewer puts self in the place of the Subject

· (  

· sees things anew, from a different perspective

· look inside, reflect on self

· ETHOS:
· Pathos reinforcing Logos

· If emotional reaction = related to the objective, purpose, lesson

· * Interplay of Visual & Verbal:
· CAPTIONS and DIALOGUE

· like Ads, Cartoons, Film
· analyze the interplay of text & image = success (#3), ethos
· clichés:  (-)
· colloquial speech

· idioms

· clichés 

· stereotypes, lowest common denominator

· BUT?
· universal truths

· time-honored traditions

· frequent, relatable occurrences/situations in life

· BUT

· new perspectives

· original thoughts, ideas, concepts

· unique presentations ( CREATIVITY

· CREATIVITY:  (+)
· “critical thinking”

· “the discovery of hidden similarities” (Koestler) 

· in “combinational activity”

· “to break away from the stereotyped routines of thought”

· “the joining of unrelated things” (Bruner)

· Purpose:

· to catch viewer’s attention

· to get the viewer to remember the product

· to buy the product

· to produce “effective surprise” (Bruner)

· quality of obviousness or reversal of the usual, expected (irony)

· “Oh, yeah!”

· “I should have though of that!”

· ( produces instantaneous, unconscious (natural, can’t be helped) laughter, smile

· to get the viewer to laugh
· humor = it’s funny to join “unrelated things”
· to get the viewer to think, ponder, wonder, reflect

----------------------------------------------------------------------------------------------------------------------------------

(B) SERIOUS CARTOONS:

· Purpose:

· To get viewers to think

· To consider new point of view

· To see afresh, new perspective

----------------------------------------------------------------------------------------------------------------------------------

(C) EDITORIAL CARTOONS:

· Purpose:

· To provide editorial

· viewpoint, perspective

· To make a statement, comment (argument)

· To tell viewer what to think

· About

· social 

· political 

· cultural

· religious issues

· finished in viewer’s head

· s/he fills in the gaps

· (Reader-Response)

· (-)

· Emotional

· Oversimplified

· (Biased, 1-sided)

· * Interplay of Visual & Verbal:
· in a concentrated  form

· like Ads, Cartoons, Film
· analyze the interplay of text & image = success (#3), ethos
· Ethos:

· moral purpose

· sound reasoning

· power to influence

· good intentions

· balanced interplay between Visual & Verbal

CARTOON ANALYSIS:

· How doe it grab your attention?

· What do you first notice?

· What idea is portrayed?

· Does it have deeper meanings?

· Does it use symbolism:

· objects used to represent an idea, argument, problem

· LOGOS:

· How is its reasoning?

· ETHOS:

· Is it “Creative”?

· new perspective

· originality of thought 

· Is there a moral purpose?

· Does it argue for right (vs. wrong)?

· Is the Pathos well used?

· Does it have a balanced interplay between Visual & Verbal?

· Does it have a balanced interplay between Visual & Verbal?

· Do the words reinforce the image?

· Verbal = captions, dialogue/speech bubbles, titles, labels

· Is it influential?

· SUCCESS:

· Is it influential

· Does is balance interplay of Visual & Verbal

· Does it convey its meaning

· Does it fulfill its purpose

