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ABSTRACT: In the heart of craft traditions lies a tension between, on the one 

hand, the actual, material manifestation of a comics object and, on the other, the 

suppressed ideas, the paths not pursued, and the discarded elements that are not 

directly visible in the final work. These hidden aspects, however, are well docu-

mented in a wealth of preliminary production materials and prototypes, such as 

sketches, pencils, and page layouts, which serve to refine a work's visual and nar-

rative elements incrementally. As more comic artists are invited to leverage the 

possibilities of generative AI, the present paper examines the transformative effect 

of emerging computational technologies on this conceptual divide, potentially al-

tering our understanding and interaction with the initial stages of comic book pro-

duction. It attempts to give an expression to the dual nature of comics objects and 

to dive into the "feature space" of algorithmic models, defined as the underlying 

abstract space that contains all potential configurations and states that an algorith-

mic model can represent or generate and which are not directly observable or expe-

rienced— the indeterminate wanderings, the ghostly presences and the infinite pos-

sible configurations that are inherently potential within computational systems. It 

also reflects on how the unrealized possibilities haunt the computational evolution 

of comics, continually reshaping and redefining the categories of materiality, time, 

space, and sensory modalities. 
 

1. INTRODUCTION 

The paper explores the transformative intersec-

tion of artificial intelligence (AI) and comics, 

focusing on the emergence of synthetic comics 

generated by machine learning models. The pa-

per conceptualizes how machine learning tech-

nologies can reconfigure the prototyping stages 

of production marked by a variety of prelimi-

nary documents that are part and parcel of com-

ics craft. It examines the feature space of syn-

thetic comics, outlining key components such 

as visual styles, narrative structures, and inter-

textual dynamics. The paper uses Fastwalkers 

(2021), a synthetic comic book, as a central ex-

ample to analyze how AI leverages feature 

spaces to mimic and reinterpret traditional 

comic aesthetics. The paper also incorporates 

the concept of hauntology, suggesting that these 

AI-generated works are spectral echoes of their 

source material—layered with traces of past 

styles and narratives, yet devoid of a cohesive 

authorial presence. This research offers a foun-

dational framework for understanding synthetic 

comics as a unique cultural artifact, positioning 

them at the forefront of computational creativity 

in visual storytelling. 

2. CONCLUSION 

The conclusion frames synthetic comics as 

objects embodying the tension between 

potential and actual. While finished comics 

obscure the iterative, collaborative processes 

behind them, computational tools reveal these 

invisible stages. Integrating Explainable 

Computational Creativity (XCC) into comics 

production highlights discarded prototypes and 

unrealized possibilities, enriching artistic 

dialogue. This approach transforms the creative 

process into a co-creative partnership, where AI 

and artists collaborate to explore the expansive 

feature space of computational models. By 

engaging with the ghostly traces of these 

generative outputs, artists redefine the 

boundaries of comics, emphasizing their dual 

nature as both a tangible medium and an 

evolving art form. 
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