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Abstract 

Comic books and sequential art have been one of the most influential mediums of communication 

in the 20th century, but their proliferation in Pakistan has been relatively limited until now. A 

number of artists and creators from the burgeoning art community of Pakistan were asked about 

their views on the potential of Comics in the country as mediums of entertainment and education. 

The questions focused on their personal experiences and responses of their audiences to various 

media and subject matter. Audiences were found to be wary but steadily warming up to the medium 

of comics, and while a steady following is still a ways off, the potential for comics to reach and 

engage new audiences in Pakistan remains significant. 
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The Future of Comic Books in Pakistan and their Potential  

as a medium going into 2020 

 Since the turn of the century, comic books and comic media have seen something of a 

renaissance in Pakistan. From a strong commercial focus on superhero characters like 

Commander Safeguard and Dettol Warriors; to educational stories like Team Muhafiz, Sheeba 

and the Private Detectives or Burqa Avenger; to gritty, hard hitting graphic novels like Mehtab 

or Reality Girl, comics have been having a moment recently. Pakistani characters are even 

starting to appear in international comic properties in the form of Kamala Khan, Simon Baz and 

Arbaaz Mir. Of course, this is a bit of a departure from the way it used to be, since comics were a 

medium largely associated with the west and populated with content that is contrary to local 

values at best, and hostile and Islamophobic at worst. This dichotomy means we are in fresh and 

exciting times, and the uncharted future of this medium within Pakistan is something that 

warrants a closer look. And so the purpose of this study is to look at the future potential of comic 

books in Pakistan, and how they stand to evolve as a medium going forward. 

 A change in the perception of comics as a medium isn’t something that is unique to 

Pakistan. In fact, comics have had a fraught relationship with the mainstream all over the world. 

Particularly in the US, this relationship grew strained with the release of Seduction of the 

Innocent (Wertham, 1954) which associated comics with delinquency and perversion. This led to 

a great deal of research and study on the subject (Zorbaugh, 1949), and the discussion on whether 

or not a medium itself can be inherently malignant (Pratt, 2009). Of course, in this debate better 

minds prevailed eventually and comics marked their place within the zeitgeist of art, and became 

respected and even revered as a unique and emphatic form of visual communication (Roeder, 

2008). The potential usage of comics is vast, to the point where they can even be used as a 
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unique education and entertainment medium for the blind, as done by Manhouch (Kartalopoulos, 

2016) in his amazing Shapereader project. Within Pakistan the scholarship of comics and their 

effects is more limited, but a significant exception is the creation of Meena, the South Asian Girl, 

which was a multi-pronged UNICEF project that was very meticulously crafted to be an effective 

tool for educating people over a massive demographic (McKee, 2004). Beyond that, however, 

relevant material is scarce.  

 And so the question remains; what exactly is the position of comics within the socio-

cultural context of Pakistan, and how is it changing going forwards? For this purpose a series of 

interviews would need to be conducted, with individuals who are creating comic-book work in 

Pakistan, the companies and organizations that are enabling them, and those who are publishing 

them. These interviews would aim to discern their own experiences with the creation and 

reception of the works, and their views on the future of the medium. 

Method 

Participants 

 The aim of the research was to conduct interviews with individuals across a diverse 

spectrum in the world of comic creation. This would include artists, owners and publishers. For 

the artists, the subjects chosen were Maha Abdul Alaam (the current Art Director of AzCorp 

entertainment), Yahya Ehsan (Art Director at Creative Frontiers and Comics for Peace), and 

Nabeel Rooshan (artist and creator of the graphic novel Reality Girl). For the business side of 

things, Mustafa Hasnain was approached, who is the creator and director of Creative Village, 

CFx Comics, and Comics for Peace. And lastly, Ali Tariq of All Things Superhero, a store that 

sells comic books and comic memorabilia in Islamabad.   



5 
 

Design and Procedure 

 The interviews were structured as relaxed, informal events, meant to function as 

conversations about the artists’ respective fields, their work and contributions to it, their 

experiences in various aspects of their practice, and their perspectives on the trajectory of the 

comic industry in Pakistan. Interviews were to be conducted in person for individuals in Lahore 

and Islamabad, while subjects in other cities/countries were to be interviewed via e-mail. 

Limitations 

 Unfortunately, the timeline of this particular research landed squarely in the middle of the 

global pandemic of COVID-19 in the spring/summer of 2020. The ensuing lockdown and social 

distancing protocols meant that any interviews in person were no longer possible, but it also 

created a more profound problem. The pandemic caused fear and uncertainty on a global scale, 

and the effects of it were so omnipresent that the research no longer existed in a vacuum. Simply 

speaking, people were uncertain about the safety and future of their very lives, and as such sitting 

down to talk about the future of comic-books felt disingenuous to most, especially since the 

tertiary aspects of the pandemic on things like the comic-book industry are yet to manifest 

themselves. As such, only one of the five aforementioned subjects agreed to an interview over 

email. Of course, this significantly reduced the efficacy of the acquired data and further research 

will be required at a different point in time in order to get more rigorous results. 

Results 

 For each participant, the questions were divided into four phases. First one concerned 

their practice and the kind of work they have done in Pakistan and abroad as well as the unique 

events and stimuli that led to them pursuing art and comics as a career. Most professional artists 
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are ones that start at a very young age, and Maha is no exception in this regard. She started 

making short comics as a hobby, and only took it up as a career when Geo TV approached her 

with the prospect of a job.  

Next group of questions were regarding their primary inspirations, and whether they 

came from local, western or eastern comics. Local media is, of course limited in regard to 

inspirations for this type of content, and most artists are inspired by western comic powerhouses 

like Marvel, DC and Image Comics. However a growing demographic of today’s artists take a 

lot of inspirations from Japanese (manga) and Korean (manhwa) comics as well. The move to 

digital media as well as the advent of Webcomics has led to a significant increase in popularity 

of this medium as well as the ease with which this content can be created and shared.  

Third group was about the kind of projects they usually engage with, whether they’re 

standalone, or tied to other media like a TV series or feature film, and what kind of subject 

matter they’re usually found to contain. Most comics Maha worked on were standalone 

properties. Team Muhafiz, and Sheeba & the Private Detectives are both series that are fully 

realized in their comic form, and are not currently being adapted or presented in any other 

format. Most of the content being made in Pakistan is focused on satire and social commentary, 

usually with a dash of superhero on the side. Most of these are presented in the form of isolated 

strips, and running narrative stories are found to be less common. Furthermore, a lot of local 

comics are made with direct moral messages, since that is what garners support from the biggest 

demographics.  

Final group dealt with the financial aspect of comics, what the financial viability of 

creating and publishing a comic was, and what avenues are available for aspiring artists, as well 

as how they think the landscape looks for comic creators in the future. These days, typically most 
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organizations will collaborate with International bodies or NGOs to fund publishing for their 

comics. Otherwise, individual creators are usually limited to social media, and for most of them 

it is a side gig anyway, owing to the stigma that still surrounds the pursuit of art as a full time 

career in Pakistan. Some of these artists end up being approached by various organizations 

directly or through fellow artists for professional work.  

Discussion 

 The interviews revealed that comics are indeed at a curious turning point in terms of their 

status in our society and culture. While nowhere near to being mainstream means of 

entertainment, they have gotten popular and recognized enough that concerted, organized efforts 

to create comic-based entertainment is underway. And it is showing definite signs of growth both 

as an industry as well as with personal endeavors on social media. One assumption held going 

into the study was that audiences that are familiar with western comics would be more receptive 

towards local comics, but the opposite seems to be the case. Currently made local comics lack 

the kind of high production value and writing quality that this particular demographic is used to, 

and as such, greener audiences are more likely to pick up local comics at this time. In terms of 

subject matter, the content produced still seems limited by what would be acceptable to the 

largest demographics, and as such provocative, envelope-pushing content isn’t likely to make an 

appearance for some time. Most of the distribution and consumption of comics appears to be 

happening at the middle-school and high-school level, while audience for college-age and older 

demographics is slowly being cultivated and become more prevalent in the future.  

 As mentioned before, the research ended up being severely limited due to the prevailing 

world events and social restrictions. As such this research is by no means exhaustive, or even 

marginally objective. Under improved circumstances there is a strong need for expanded subject 
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pool and for multiple perspectives of this to be explored. The one artist who was corresponded 

with did provide a fascinating window into the industry and the people who work in it. And as 

such, it seems appropriate to close with her comments on what she hopes this medium can 

achieve in Pakistan. “Our people have great stories of everyday heroism, a flavor of humor 

potentially unique to us, and a kookie as hell imagination at times. We work hard and live with 

adversity every day. It’s a formula that leads to great stories and storytelling, and I hope we can 

move towards that ecosystem for it in the near near future.”  
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Appendix 

(Interview Questions - Outline) 

As per our conversation here are the questions for our interview.  

1. Can you start by telling me a little about yourself (How you began, your practice, and 

some of the places where you have worked)? 

2. What sort of work have you done in the medium of comic books, and how do you feel it 

compares to your work in other media, such as illustration and concept art? 

3. What are your inspirations within the realm of comics (local or international)? 

4. Of the comic projects you have worked on, how many were standalone, as compared to 

being supporting media to a movie, tv show or other product? 

5. In your experience, what sort of genre in comics is most dominantly produced in 

Pakistan? 

6. Following up on the previous question, what genre do you find audiences respond most 

positively to? Does it reflect their tastes in western comics or manga? 

7. Do you feel that the people who primarily consume western comics are more or less 

likely to engage with and follow locally produced comics? 

8. Is there a market for independent comic creators in Pakistan, or do you feel it is necessary 

to work with companies or NGOs to publish your work? 

9. What, in your opinion, is the future of comic books in Pakistan? 

Feel free to be as brief or extensive as you like.  


