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Comic Reaction: “Poker Night with the Boys” 

 My comic creation entitled “Poker Night with the Boys” falls within the genre of a 

traditional single panel comic. Its purpose is to be humorous and simplistic for its viewer, and 

something that people can perhaps relate to. It is a comic that doesn’t take much time to absorb, 

making it something worth looking at for a quick laugh. The incorporation of the comic title 

within the comic’s frame in fun, informal lettering specifies the activity as a comfortable game of 

poker. The viewer likely understands that poker is usually a game played with friends in a 

relaxed setting, further observed by the beer bottles and speech/thought bubbles. My inspiration 

for this comic came from my observations of my Dad’s poker night with his friends. I thought 

that if I can relate to this scene and think it is funny, others can too. The comic is not intended to 

be something analyzed in a deep manner, rather it is a scenario that portrays cartoon characters 

which could be substituted in a viewer’s mind for someone that they know, making the 

experience relatable. 

 This comic is intended for an adult audience. My incorporation of alcohol bottles and an 

adult-oriented game of poker make this scene most appropriate for a mature age group. 

Furthermore, only a mature age group would understand that drinking beer and playing poker are 

two actions that usually go hand-in-hand. In this way, an adult audience is targeted and involved 

in the understanding of the relationship between drinking, poker and informal conversation 

between friends within the scene. This comic could appeal to both male and female audiences, 

encouraging them to think of the scenario from different gender perspectives. For example, 
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women such as myself observing this scenario may feel differently than men who have more 

frequently been involved in a poker night.  

 I disagree with comic cartoonist and theorist Scott McCloud’s theory that a single panel 

comic doesn’t allow for a conveyance of passage of time. McCloud argues that comics are 

sequential art, and therefore a single panel doesn’t meet the requirements. I argue quite the 

opposite. Utilizing my comic as an example, it becomes clear how a single panel can convey a 

passage of time.  

In “Poker Night with the Boys” it is clear that time has passed within the frame. Each 

character has a speech or thought bubble. The characters are engaging in dialogue with one 

another and therefore aren’t speaking all at once. One character points to another claiming, “He 

cheated…He’s out of the game!” Additionally, several characters comment on winning a game.  

It is clear from these statements that time has passed as the game has gone on. Observing the 

cartoon, it is easy for an adult audience to imagine the progression of the night. The characters 

are talking and drinking, and the spacing between them further indicates events are happening at 

different periods. Each character emanates a different mood. Moreover, the circular motion of 

the table directs the reader’s thought process, creating harmony between images and words. 

Lastly, I incorporated the title of the comic into the panel itself, labeling it as a “night” of poker. 

In these ways, the panel clearly conveys a passage of time. 

This comic incorporates various word-image relationships as defined by comic cartoonist 

and theorist Scott McCloud. The first type of word-image relationship observed in my comic is 

additive, constituted when words and images work off of one another to produce deeper 

meaning. This type of relationship can be understood as intersecting because words and images 

work in unison to create meaning. This relationship is frequent in my comic. It is observed in the 
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speech bubble of the cartoon character saying “Ah! I think I got a lucky strike! Cheers 

everyone!” It is clear in the image that the obnoxious character is happy about something, but the 

words clarify that he is happy because he got a good hand in the game, providing deeper insight.  

 Another additive relationship is seen in the sulky character whose speech bubble reads “I 

should’ve stuck with Go Fish…” Looking at the words alone, it would be impossible to tell the 

emotion of a character saying this phrase. However, it’s clear when looking at the image and 

words together that the character is sullen because he is losing, and therefore he wishes he’d 

resorted to playing an easier game. A third additive relationship is observed between the words 

and images of the character saying “He cheated, he cheated! He’s out of the game!” The 

accusing character alone would not be able to depict that he is irritated because his friend 

cheated.  

 A second type of word-image relationship in my comic is picture-specific, constituted 

when words aren’t necessary for the viewer to understand what is going on in an already 

comprehensible picture. This relationship is observed in the character making noise with his 

mouth, whose speech bubble reads “If I make my mouth this shape I can make sounds like a 

monkey!” The viewer doesn’t need the speech bubble to understand that the character is making 

loud noises as a result of the shape he is forming with his mouth, and knowing that they are 

monkey noises is of little importance.  

 A third kind of word-image relationship in my comic is word-specific, constituted when a 

picture doesn’t meaningfully add to the viewer’s comprehension of the text. Although the picture 

illustrates the words, it isn’t necessary for the viewer to understand the artist’s point. This 

relationship is observed in the character with the hat and cigar whose speech bubble reads “A 

royal flush! This calls for another round of drinks!” Here, the image of the smiling man holding 
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up his winning card doesn’t add anything to the words he speaks. Clearly, someone who got a 

royal flush hand will be happy. The words in the speech bubble alone illustrate the point. 

 I used a broad range of tools and software in the creation of my comic. I had a good deal 

of trouble finding the right tools to do the job, engaging in digital experimentation. I initially 

began by using a software program called Paint, but it was too simple in appearance and it 

created boring comics by itself. I didn’t feel this would engage an adult audience. I then tried 

Marvel, Strip Generator and Strip Creator. I tried these three and wasn’t satisfied with the “select 

and paste” type of comic creation for what I wanted to make. I wanted to use a flexible software 

program that allowed for an integration of already available characters and personal design. 

 I ended up using a software program called Rage Maker to create my comic, which my 

friend Tim recommended. This comic creator was perfect, allowing me to strike a balance 

between already-created cartoon faces and my own comic design. In this way, I could send a 

message to my audience of traditional comic conformity and my own personal style. If the comic 

was too simplistic, it wouldn’t engage an adult audience. If it was too complicated, it wouldn’t 

communicate the light, funny message I wanted it to. I had to find equilibrium. While the comic 

heads were all from the Rage Maker, I created the scene and everything else, including the table, 

cards, beer bottles and character accessories (such as the hat and poker chips). In this way, the 

comic was a mixture of my interpretation and a more traditional comic scene. 

 My creation of the poker night scene in Rage Maker was a trial-and-error process. 

Overall, I was impressed with the user-friendliness of the software, but it became complicated 

quickly when I had many overlapping ‘work boxes.’ In the creation of one character alone, the 

head would need at least one work box. I resized each character’s head and made a new work 

box to attach each body, and additional boxes for their accessories. I worked counter-clockwise 
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around the table creating characters to avoid overlapping boxes. This method also allowed for 

me to keep track of word-image relationships I had created, thinking about my next character and 

what would appeal most to an adult audience. For example, I put in two characters older in 

appearance at either end of the table directly across from one another and both on stools. Their 

speech bubbles are similar in nature, commenting on their lucky hands in poker. This draws 

similarity between these characters, sending a message to the viewers that these characters are of 

the same type. This therefore allows my viewers to draw conclusions from the poker night scene 

that overall, the characters are light-hearted and having fun.  

 While creating my comic, I kept in mind the message I wanted to convey to my adult 

audience. I reminded myself this comic was supposed to be humorous. To execute this intended 

tone, I incorporated various levels of abstraction by using lines of different gradients and 

weights, directing the viewer to notice the differences between characters. However, I chose not 

to include color because the comic was meant to be more traditional and simplistic. Furthermore, 

not using color allows the viewer to visually fill in colors of the scenario, imaging and relating it 

to something they are familiar with. The lack of color allows for the scenario to be any possible 

location, making it broadly applicable. 

I utilized shapes such as circles, squares, triangles, and also free draw in my comic 

design. Furthermore, I made all of the speech and thought bubbles a solid background, different 

from the black outline of everything else in the panel. This format clearly defined the words from 

the images, making the comic even easier to approach. The scene was clearly catered to an adult 

audience, communicating a comical message only this group could understand fully. By using a 

combination of effects such as fading, shadowing and thickening or thinning of lines, I created 

cartoon characters which convey their own unique personality to viewers. Each character is 
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different, allowing for a broad range of personalities to shine through. In this way, viewers can 

relate these characters to people that they know. The scenario then becomes even more relatable 

and humorous to the viewer drawing their attention.  

 In summary, I had a lot of fun creating “Poker Night with the Boys.” It was a much 

lighter, fun-hearted comic compared to my last creation. It is catered to a more narrow audience, 

intended for adults who will understand the humor behind being intoxicated and playing poker. 

Using various types of word-images relationships, I sought to keep my readers engaged and 

think about the relationships between characters and their dialogue, perhaps relating to their own 

experiences or observations. Overall, I greatly enjoyed creating this comic and it was fun to cater 

to an older audience that will understand this particular type of humor.  

 

I have abided by the Wheaton Honor Code in this work. 

 


