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Knowledge, information, and opinion flow in and out of 
physical and digital spaces these days…



At my gym, they print 
out fitness tips from the 

Internet…



And there’s a 
whiteboard for users to 

add their own 
comments…



A physical message 
board!



Incorporating 
practical tips…



References to 
books…



And to YouTube.



How do we create 
places in which people 
are free to tell their own 
stories…  

…and make 
unpredictable things?



The State Library of Queensland built a simple comic 
maker. 

  
thewritingplatform.com/2016/10/what-are-you-playing-

at-state-library-of-queenslands-digital-comic-maker/ 

http://thewritingplatform.com/2016/10/what-are-you-playing-at-state-library-of-queenslands-digital-comic-maker/


People wrote in languages other than 
English…



They used emoji in the caption boxes 
to expand the available image set…



And they even created formally 
sophisticated non-narrative comics…



…as well as some ghoulish 
Lovecraftian stories.



But this project also 
has its origins, like 

that gym’s 
whiteboard, 
in physical 

discussion and play. 

matthewfinch.me/
2014/10/14/comic-

book-dice-a-
sequential-

storytelling-game/ 

https://matthewfinch.me/2014/10/14/comic-book-dice-a-sequential-storytelling-game/


…in Tagalog speakers telling their own stories using 
cardboard and textas…



…and changing the format of the game, as well 
as the content, to better express themselves.



That Manila game was based on activities we’d seen on the 
Internet…

Abel and Madden, Panel Lottery

http://dw-wp.com/2010/05/panel-lottery-an-exercise-in-narrative-juxtaposition-and-editing/


…but, in turn, those games stem from the early days of the 
Internet — including the glamorous world of 90s Usenet 

discussion forums. 😀

McCloud, Five Card Nancy

http://scottmccloud.com/4-inventions/nancy/index.html


All too often we’re seduced by shiny end products. We treat 
users as audiences and customers, not creators in their own 

right. 

The Comic Maker is simple, but it affords users freedom to do 
things we didn’t predict.



We’ve now put the Comic Maker code on GitHub so that 
there is complete freedom for the public to reimagine our 

project.

https://github.com/SLQSignatureProgram/Fun-Palaces-Comic-Maker


Do you do enough to ensure that people can surprise you? 

Is your project about users’ freedom or your control? 

When you think about “digital literacy”, do you imagine the 
general public as mere consumers, or do you honour them, 
too, as writers and creators of their own stories, their own 

journeys? 

Are you serious about empowering people to live their digital 
lives as they want to, not as you would like them to?



Make sure that your 
project is at least as 

open and empowering 
to users as that gym 

whiteboard. 

Anything else just isn’t 
good enough!



Further reading: 

https://matthewfinch.me/2016/11/04/hope-and-holodecks/ 

http://www.thewritingplatform.com/2016/04/space-play-
and-duty-in-the-australian-digital-library/ 

http://www.martacabral.com/blog/2015/11/12/
storynotgadget 

http://theliftedbrow.com/post/124866909642/a-tear-in-
flatland-nick 

https://matthewfinch.me/2016/11/04/hope-and-holodecks/
http://www.thewritingplatform.com/2016/04/space-play-and-duty-in-the-australian-digital-library/
http://www.martacabral.com/blog/2015/11/12/storynotgadget
http://theliftedbrow.com/post/124866909642/a-tear-in-flatland-nick
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