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A Note on Graphic Novels in the Curriculum 
 

  

 
 
)Æ ÙÏÕȭÒÅ ÒÅÁÄÉÎÇ ÔÈÉÓ ÇÕÉÄÅ ÆÏÒ ÔÅÁÃÈÅÒÓ ÁÎÄ ÌÉÂÒÁÒÉÁÎÓȟ ÉÔȭÓ ÌÉËÅÌÙ ÙÏÕȭÖÅ already taken action 
with comics in the classroom. Indeed, the use of graphic novels in the K-12 curriculum has 
grown over the past two decades to become a fully integrated part of the English curriculum.  
 
Their initial use was to help facilitate reading skills for new, developing, or reluctant readers. 
Over time, however, teachers and librarians began to recognize how powerful visual narrative 
can be in fostering a variety of core skills in students, including developing new vocabulary and 
terminology, understanding and interpreting visual texts, and making judgments and 
inferences. Comics and graphic novels have certain obvious features they share with traditional 
prose narratives (i.e. characters, a setting, plots and subplots, and both conflict and 
resolution), but they also have features that give them particularly strong connections with 
visual art and media forms, including storyboarding and film. 
 
In both the United States and Canada, comics and graphic novels have become an explicit part 
of state and provincial curricula. For instance, when it comes to the Common Core, students 
are required to apply Reading Standards to a range of literary forms, with those texts covering 
a wide range of cultures and periods. Included among those texts for consideration are graphic 
novels. From Kindergarten to Grade 5, there is an expectation that students will analyze how 
visual and multimedia elements contribute Ȱto the meaning, tone, or beauty of a textȟȱ ÁÎÄ 
graphic novels are included as an example. From Grades 6 to 12, expected text types include 
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Ȱthe subgenres of adventure stories, historical fiction, mysteries, myths, science fiction, 
realistic fiction, allegories, parodies, satire, and graphic novelsȱ ɉCommon Core, 57). In addition, 
the International Baccalaureate (IB) Association has, in recent years, increased the possible 
graphic novels that can be taught from a small handful of titles to works numbering in the 
hundreds. 
 
What teachers still find themselves confronting, however, is a lack of suitable resources for the 

kinds of graphic novels they might want to include in their curriculum. Although graphic novels 

and picture books designed by educational publishers for the classroom often have the 

curriculum clearly in mind, teachers are left to their own research if they want to incorporate a 

trade comic or graphic novel into their classroom as a meaningful part of their curriculum, and 

yet these are precisely the comics and graphic novels that children and young adults are 

reading outside of school.  

 

 
 

The solution is to have thoughtfully developed, relevant resources like this one. They provide 
educators with a way of accessing a range of comics and graphic novels that can become a 
meaningful part of their curriculum and, by extension, their pedagogical practice. As you move 
through this guide, take note of the activities it suggests for reading, writing, and researching 
for each volume of the Jekyll Island trilogy. If there is something that you wish this guide 
ÉÎÃÌÕÄÅÄ ÂÕÔ ÄÉÄÎȭÔȟ ÐÌÅÁÓÅ ÌÅÔ ÕÓ ËÎÏ×Ȣ  
 
We want The Jekyll Island Chronicles to become an important part of your English, History, Art 
or Social Sciences curriculum, and it has the best chance of doing that when there is an open 
dialogue between educators, creators, and publishers. Good luck, and happy teaching! 
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The Jekyll Island Chronicles ɀ An Overview 
 

 
INTRODUCTION 
 
The Jekyll Island Chronicles, Volume 1: A Machine Age War is 
the first volume in a graphic novel series that blends 
historical fact and alternative history to chronicle the years 
between the end of World War 1 and the beginning of World 
War 2. The story has, as its setting, Jekyll Island, Georgia, a 
ÖÁÃÁÔÉÏÎ ÒÅÔÒÅÁÔ ÆÏÒ ÍÁÎÙ ÏÆ !ÍÅÒÉÃÁȭÓ ×ÅÁÌÔÈÉÅÓÔ ÆÁÍÉÌÉÅÓ 
during the interwar period in which the story is set. In The 
Jekyll Island Chronicles, the patriarchs of these families ɀ 
men that include Andrew Carnegie, John D. Rockefeller, 
William Vanderbilt, and J.P. Morgan ɀ are trying to make 
sense of how the United States should move forward now 
that the Great War is over, especially since in this alternative 
history, a cabal of anarchists is mobilizing under the 
direction of what appears, at first, to be a figure known only 
as Zeno. This puts then-US President, Woodrow Wilson, in a 
difficult position, and he turns to the members of the Jekyll 
Island Club for help in dealing with the crisis. Their idea is to 
fund a super team of broken but dedicated warriors who will take on the anarchists and try to 
keep the world from slipping into another conflict. Not everyone in the Jekyll Island Club is 
immediately enthusiastic about the idea, but their hand is forced by the anarchists who are set 
on wreaking havoc around the world in order to destabilize the fragile governments that have 
just emerged from a global conflict. 
 

The Jekyll Island Chronicles, Volume 2: A $ÅÖÉÌȭÓ 2ÅÁÃÈ is the 
second volume in the series, and here the story expands and 
deepens. Soon after it begins, the heroes of Book 1 are once 
again called into service to save the world. Despite the 
ÖÉÃÔÏÒÙ ÏÆ !ÎÄÒÅ× #ÁÒÎÅÇÉÅȭÓ ÁÕÇÍÅÎÔÅÄ ÈÅÒÏÅÓ ÉÎ ÔÈÅ ÆÉÒÓÔ 
book of the series, the Zeno cabal has rematerialized and is 
once again up to its diabolical schemes, engaged in a plan of 
global deception that is focused on sewing division, building 
ÁÎ ÁÒÍÙȟ ÁÎÄ ÌÁÙÉÎÇ ÃÌÁÉÍ ÔÏ ÐÌÁÎÓ ÆÏÒ ÔÈÅ ×ÏÒÌÄȭÓ ÍÏÓÔ 
powerful weapon ɀ a weapon of death and destruction 
devised by none other than Nikola Tesla himself. Stopping 
Luigi Galleani and the forces of darkness is no easy matter, 
however. Peter, Helen, and the rest need to sort out their 
own inner conflicts and dig deep in order to prevent 
catastrophe. 
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In The Jekyll Island Chronicles, Volume 3: A Last Call, the 
ÁÕÇÍÅÎÔÅÄ ÈÅÒÏÅÓ ×ÅȭÖÅ ÂÅÅÎ ÆÏÌÌÏ×ÉÎÇ find themselves in the 
ultimate showdown against the Zeno cabal. Everything has 
been building towards a climactic confrontation between good 
and evil, with casualties that simply cannot be avoided on both 
sides of the conflict. Jekyll Island has, throughout the series, 
been the site of careful planning, strategizing, and preparation 
for just this moment. Now it becomes the site of a culminating 
battle that brings this exciting trilogy to a close. As it does so, 
we can see the spectre of powerful forces that will bring an end 
to the interwar period and give way to the most catastrophic, 
devastating conflict that the world has ever seen. 
 
GENRE 
 
The genre of The Jekyll Island Chronicles is best described as dieselpunk. Such stories are 
typically set during the interwar period and their aesthetics and storyline are associated with 
diesel-based and retro-futuristic technologies. Dieselpunk is a close cousin of steampunk, 
which focuses on reimagining the Victorian era using the aesthetics of steam-powered 
technologies, and indeed the genres feature several similarities including having characters 
that are augmented by these technologies. Some critics have noted, however, that the 
optimism often found in steampunk narratives tends to be replaced by the cold mechanization 
and industrialization characteristic of modern conflict. What makes The Jekyll Island Chronicles 
ÓÏ ÃÏÍÐÅÌÌÉÎÇ ÆÏÒ ÒÅÁÄÅÒÓ ÉÓ ÈÏ× ÔÈÅ ÁÕÔÈÏÒÓȭ ÍÅÔÉÃÕÌÏÕÓ ÒÅÓÅÁÒÃÈ ÉÎÔÏ ÔÈÁÔ ÐÅÒÉÏÄ ÍÁÎÉÆÅÓÔÓ 
itself throughout the course of the story. What makes it so attractive for educators is that well-
researched stories ɀ regardless of whether or not they are graphic novels ɀ can often be 
leveraged as a teaching tool across many different areas of academic study, including history, 
literature, social studies, technology, and politics.  
 
USING THIS GUIDE 
 
This guide provides a wealth of information, ideas, and practical activities that can make The 
Jekyll Island Chronicles everything from a useful supplemental text for you to use across one or 
more lessons in a major unit to a core text around which an entire unit can be based.  
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How to Read a Graphic Novel 
 

 
         
             

          
        Caption Box          Speech     
                      Balloons 
 
 
  
                 
 
 
        Establishing Shot 
 
 
 
 
        Gutter  
 
  
           Background 
 
 

 
         Sound Effect 
 
 
 
 
 

                                      
                         Foreground 
  
 
As with any Western comic or graphic novel, The Jekyll Island Chronicles should be read from 
left to right and from top to bottom. Most students will be familiar with this, of course, but that 
ÄÏÅÓÎȭÔ ÍÅÁÎ ÔÈÅ ÆÏÒÍÁÔ ×ÏÎȭÔ ÐÒÅÓÅÎÔ ÔÈÅ ÏÃÃÁÓÉÏÎÁÌ ÐÒÏÂÌÅÍ ÔÏ ÔÈÅÍȢ )Î ÔÈÅ ÁÂÏÖÅ ÅØÁÍÐÌÅ 
from Volume 1, for instance, we can see some of the basic features that readers must interpret. 
For instance, they need ÔÏ ÒÅÃÏÇÎÉÚÅ ÉÎ ÔÈÅ ÂÏÔÔÏÍ ÐÁÎÅÌ ÔÈÁÔ ÔÈÅ ÃÏÍÍÅÎÔ Ȱ9ÏÕ ÄÏÎȭÔ ÓÁÙȩȱ 
ÉÓÎȭÔ, in fact, spoken by Henry Ford, but rather by Carnegie. The following basic terms are 
important in allowing students to talk about what they are reading in a meaningful way. 
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PANEL 

A panel is the building block of a comic or graphic novel, the frame that encapsulates each 
segment of the story. Most panels are bordered, as in the examples above, but they can also be 
ÂÏÒÄÅÒÌÅÓÓ ÁÎÄ ÒÅÓÕÌÔ ÉÎ Á ȰÂÌÅÅÄȟȱ ×ÈÅÒÅ ÔÈÅ ÉÍÁÇÅ ÒÕÎÓ ÏÆÆ ÔÈÅ ÐÁÇÅȢ ! ÐÁÎÅÌ ÃÁÎ ÁÌÓÏ ÂÅ ÉÎÓÅÔ 
or contained within an existing panel, as we see with the small panel of Henry Ford. 
 
CAPTION BOX 
 
A caption or caption box is a box that usually serves as a narrative voice for the graphic novel. In 
the example above, it establishes the date (April 28, 1919) and what the characters are doing 
(i.e. leaving Jekyll Island). They often appear in the top left or bottom right corners of a panel. 
 
SPEECH BALLOONS 
 

Speech balloons come in different varieties, 
but most are simple ovals like the one shown 
on the left. When they take the appearance 
of cloud bubbles, and the connector is not a 
simple tail but a disconnected circular or 
cloud shape, the balloon is a thought bubble.  
 

 

SOUND EFFECT 
 
Onomatopoeic sound effects are an important component of a graphic novel, giving the reader 
ÁÎ ÕÎÄÅÒÓÔÁÎÄÉÎÇ ÏÆ ÁÕÄÉÔÏÒÙ ÓÏÕÎÄÓ ÔÈÁÔ Á ÃÁÐÔÉÏÎ ÂÏØ ×ÏÕÌÄÎȭÔ be able to properly convey. 
 
ESTABLISHING SHOT 
 
An establishing shot, for instance, is usually a half or full-page illustration that gives us a sense 
ÏÆ ÐÌÁÃÅȟ ÁÓ ×Å ÓÅÅ ÁÂÏÖÅ ×ÉÔÈ ÔÈÅ ÂÏÁÔ ÄÅÐÁÒÔÉÎÇ *ÅËÙÌÌ )ÓÌÁÎÄ ÉÎ ÐÁÎÅÌ ΧȢ )Ô ȰÅÓÔÁÂÌÉÓÈÅÓȱ ÔÈÅ 
scene and allows readers to get their bearings. 
 
FOREGROUND / BACKGROUND 
 
These terms are very useful in showing students what the story is having them focus on, which 
is typically the foreground, and what is happening behind the scenes in the background.  
 
GUTTER 
 
The gutter is typically considered to be the space between panels formed by their borders, 
whether these are to the sides, above, or below the panels. Gutters are interesting features, 
because they typically represent the passage of time between the encapsulation of the various 
moments in a graphic novel. 
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In this sequence from Volume 2, we can see additional features that readers must decode. 
 

 
 Borderless Panel 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
          "ÉÒÄȭÓ-Eye View 
 
 
 
 
      Wordless Panel 
 
 
 
 
 
 
 
 

               Reverse Shot 
 
 
              Extreme Close-Up 
 
 
       
           Bleed 
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BORDERLESS PANEL 
 

Most panels have borders that clearly define them from one another, but you will notice the 
use of borderless panels throughout Book 2 of The Jekyll Island Chronicles like we see on the 
previous page. The top and bottom panels might seem to be trapezoid-shaped boxes, but 
ÔÈÅÒÅ ÉÓÎȭÔ ÒÅÁÌÌÙ Á ÓÏÌÉÄ ÂÌÁÃË ÌÉÎÅ ÏÒ ÈÁÒÄ ÇÕÔÔÅÒ ÔÈÁÔ ÄÅÆÉÎÅÓ ÔÈÅÍȢ 4ÈÅÙ ÓÏÒÔ ÏÆ ÓÐÉÌÌ ÉÎÔÏ ÏÔÈÅÒ 
panels on the page. Borderless panels can play ×ÉÔÈ ÔÉÍÅȟ ÓÕÇÇÅÓÔ ÓÏÍÅÔÈÉÎÇ ÔÈÁÔ ÃÁÎȭÔ ÂÅ 
contained, and are generally arresting for the reader. 
 
")2$ȭ3-EYE VIEW 
 

! "ÉÒÄȭÓ-Eye View occurs when the camera is looking down on the action from above, just as it 
would be if a bird were staring down at the proceedings. We see this in panel 2 of the previous 
ÐÁÇÅ ×ÈÅÒÅ ×Å ÇÅÔ ÁÎ ÏÖÅÒÈÅÁÄ ÖÉÅ× ÏÆ ÔÈÅ ÁÔÔÁÃË ÔÈÁÔȭÓ ÕÎÆÏÌÄÉÎÇȢ .ÏÔ ÓÕÒÐÒÉÓÉÎÇÌÙȟ ×hen the 
shot looks upwards, we often describe it as a Bugȭs-Eye view.  
 
WORDLESS PANEL (SEQUENCES) 
 

Wordless panel sequences can be powerful, because they usually present a scene that either 
needs no words or leaves one speechless. They are great at establishing mood as well. These 
sequences are successions of wordless panels in which some action takes place. Sometimes in 
the Jekyll Island series, you might see a sequence where an evil character is carrying out some 
nefarious plan. In that case, the lack of words reinforces how the actions need to be carried out 
in silence. 
 
BLEED 
 

The arrowhead part of the weapon that is shown in the bottom panel of the previous page is an 
example of a bleed, where one panel literally bleeds into another. Here it is powerful as it 
magnifies the power and danger of the weapon. 
 
REVERSE SHOT 
 

A reverse shot is a more complex shot in a graphic novel, in which characters who might have 
been depicted with their faces towards us are suddenly turned around, so that we now look 
with them. We can see this in panels three and four of the previous page. Reverse shots often 
look over the shoulder of one or more characters are intended to give us a sense of what they 
see from their point of view (POV). 
       Extreme Close Up 
EXTREME CLOSE UP 
 
An extreme close-up shot (XCU) can often be rather terrifying, especially when it is trained on a 
villain who is carrying out some diabolical plan. We clearly see this in the bottom right hand 
ÃÏÒÎÅÒ ÏÆ ÔÈÅ ÐÁÇÅȟ ×ÈÅÎ ÔÈÅ ÃÁÍÅÒÁ ÚÏÏÍÓ ÉÎ ÏÎ ÊÕÓÔ ÔÈÅ ÖÉÌÌÁÉÎȭÓ ÅÖÉÌ ÓÍÉÌÅȢ 
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So far, we have looked at some basic and not-so-basic vocabulary for discussing the features of 
comics and graphic novels. The terminology that can be applied, however, can get quite 
technical and draw upon a range of different fields. Not only does filmic language play a role in 
helping to describe what is happening in a graphic novel, but the terms of different areas of 
critical theory can also help describe what is happening. In this party sequence from Volume 3, 
for instance, more technical terminology related to the medium shot helps to show the 
difference between the way characters are represented in different panels, and the language 
of Gaze Theory can help to illuminate what the characters are looking at. 
 

 
  
 

  
  
  
         
 
                  

           Intra-Diegetic 
                 Gaze 
 
 
 
 
 
           
             

          
Semi-Reciprocal Attention  
 

 
               
 
 
 
 
    
     Medium Long Shot        
 

Extra-Diegetic Gaze 

 
 
  



13 
 

LONG, MEDIUM, AND CLOSE SHOTS 
 
Just as with establishing shots and reverse shots, the terms long, medium long, medium, 
medium close, and close up constitute the filmic language that can be used to describe the ways 
in which ȰÓÈÏÔÓȱ ÉÎ Á ÇÒÁÐÈÉÃ ÎÏÖÅÌ ÃÁÎ ÂÅ ÆÒÁÍÅÄȢ )ÎÄÅÅÄȟ ÔÈÅÙ ÁÃÃÏÕÎÔ ÆÏÒ ÍÏÓÔ ÏÆ ÔÈÅ ÓÈÏÔÓ 
we find in a visual narrative. What is important for students to understand, however, is the way 
in which the distance from the camera to the subject frames how we interpret the action of the 
graphic novel. The medium long shot of the partygoers is not at so long a distance that we lose 
ÔÈÅ ÓÅÎÓÅ ÏÆ ÔÈÅÍ ÈÁÖÉÎÇ Á ÂÌÁÓÔ ÉÎ ÅÁÃÈ ÏÔÈÅÒȭÓ ÃÏÍÐÁÎÙȢ (Ï×ÅÖÅÒȟ ÉÔ ÉÓ ÁÌÓÏ ÎÏÔ ÔÏÏ ÃÌÏÓÅ ÔÏ 
provide a degree of intimacy that would give the image a different sensibility. 
 
INTRADIEGETIC GAZE 
 

This term comes to us from Gaze Theory, a field of critical theory that examines the way in 
which people look at one another. Diegesis is the world of the story that is taking place in a 
panel, and an intradiegetic gaze occurs when a character in a panel looks at something within 
that world. The woman wearing the mask in panel 2, for instance, is looking off to the side at 
something that has caught her attention. Because what she is looking at seems to be part of 
the world of the story, her gaze is intradiegetic. 
 
EXTRADIEGETIC GAZE 
 
This is when a character looks out through the panel at the reader so that their gaze breaks the 
fourth wall. This kind of look can be very arresting and make the reader feel as though they are 
being seen or communicated with. Not surprisingly, Charlie Chaplin is looking directly at the 
viewer in the final panel, as though he is trying to say something to us about the party with his 
facial expression. 
 
ATTENTION (RECIPROCAL, SEMI-RECIPROCAL, DIVERGENT) 

Characters in a comic or graphic novel panel can be examined in terms of what they are paying 

attention to. For example, when two characters are looking at one another (as Carnegie and 

Ford are doing for the most part, in the sequence from Book 1) then their gaze is said to be 

reciprocal. However, sometimes a character will look at another without the latter looking back 

at them. In panel 3 on the previous page, the two men are looking at the women, but the 

women ÄÏÎȭÔ ÓÅÅÍ ÔÏ ÂÅ ÌÏÏËÉÎÇ ÂÁÃËȢ )ÎÓÔÅÁÄ, they are posing for the camera. This is called 

semi-reciprocal attention and gives us a different sense of the relationship between the 

characters. Finally, when a panel features characters who are not really looking at one another 

at all, like the group in the first panel, their attention is said to be divergent. Understanding 

these different forms of attention can help give us a better understanding of the relationship 

between (or among) characters in a given panel.  
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Historical Characters 

 
 
There are a tremendous number of historical characters that readers are introduced to 
throughout The Jekyll Island Chronicles. Here is Á ÓÅÌÅÃÔÉÏÎ ÔÈÁÔ ÙÏÕȭÌÌ ×ÁÎÔ ÔÏ ÈÅÌÐ ÙÏÕÒ 
students keep track of. 
 

 
CHARACTER 

 

 
DESCRIPTION 

 

 

ANDREW CARNEGIE (1835-1919) 
 

Appearing in Volume 1, Carnegie was a financier from 
ÏÎÅ ÏÆ !ÍÅÒÉÃÁȭÓ ÍÏÓÔ ÒÅÃÏÇÎÉÚÁÂÌÅ ÆÁÍÉÌÉÅÓ, founder of 
!ÍÅÒÉÃÁȭÓ ÓÔÅÅÌ ÉÎÄÕÓÔÒÙ, and a funder of libraries 
nationwide. He is the driving force behind the creation 
of a team of superheroes that the Jekyll Island Club 
enlists to combat the threat of the anarchist force 
ËÎÏ×Î ÁÓ Ȱ:ÅÎÏȢȱ His dedication to this cause is 
unwavering and an inspiration to everyone involved. 

 

 

WOODROW WILSON (1856 ɀ 1924) 
 

As the 28th President who led the country through 
World War 1, Wilson sees the interwar period as a 
dangerous moment in US history when governments 
are fragile and America must help them find a way 
forward. He appears in Volumes 1 and 2, but his concern 
has developed into full-blown paranoia by the time of 
the second book, as he tries to rid the country of 
anyone he sees as a threat. 

 

 

HENRY FORD (1863-1947) 
 

Ford is tÈÅ ÆÏÕÎÄÅÒ ÏÆ !ÍÅÒÉÃÁȭÓ ÍÏÓÔ ÆÁÍÏÕÓ ÃÁÒ 
company whose innovations led to the development of 
an entire industry. He helps Carnegie realize his 
ambition to create a team of superheroes to combat 
anarchy and evil. !Ô ÔÈÅ ÏÕÔÓÅÔ ÏÆ "ÏÏË Ψȟ ÈÅȭÓ Á×ÁÒÅ ÏÆ 
the resurfacing of the Zeno cabal, and heads to England 
to confront it head on. In Book 3, his understanding of 
diesel technologies helps defeat Zeno once and for all. 
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NIKOLA TESLA (1856-1943) 
 

A Serbian-American futurist and engineer, Tesla, one of 
the most remarkable minds of the 20th century, was the 
developer of alternating current electricity. Initially, he 
helps Helen Huxley come to terms with the energy she 
stores. By Book 2, he has developed the plans for a 
super weapon that he is convinced will put an end to 
war. Once it falls into the hands of the enemy, however, 
he fears it is unstoppable. 

 

 

CHARLES PROTEUS STEINMETZ (1865-1923) 
 

As a mathematician and engineer, Steinmetz had few 
equals, making discoveries that enabled engineers to 
design better electrical motors. Initially, he tries to help 
Helen harness her powers. However, in Book 2, his 
focus shifts to the demons she confronts over 
#ÁÒÎÅÇÉÅȭÓ ÄÅÁÔÈ. )Î ÔÈÅ ÆÉÎÁÌ ÃÈÁÐÔÅÒȟ 3ÔÅÉÎÍÅÔÚȭÓ ÆÏÃÕÓ 
ÉÓ ÏÎ ÐÅÒÆÅÃÔÉÎÇ (ÅÌÅÎȭÓ ÅÑÕÉÐÍÅÎÔȟ ÂÕÔ ÈÉÓ ÈÅÒÏÉÓÍ 
ultimately comes at a significant cost. 

 

 

 

LUIGI GALLEANI (1861-1931) 
 

An Italian anarchist whose charisma made him 
dangerous, Galleani is set on destabilizing and 
destroying western capitalist democracies. Though 
ÄÅÆÅÁÔÅÄ ÉÎ "ÏÏË Χ ÂÙ #ÁÒÎÅÇÉÅȭÓ ÆÏÒÃÅÓȟ ÈÅ ÒÅÃÏÖÅÒÓ ÉÎ 
Book 2 to bring together a diabolical plan that includes 
building an army. In the final volume, he works to 
ÃÁÐÉÔÁÌÉÚÅ ÏÎ ÔÈÅ ÐÌÁÎÓ ÆÏÒ 4ÅÓÌÁȭÓ ÓÕÐÅÒ×ÅÁÐÏÎȟ ÂÕÔ 
comes into conflict with other members of Zeno. 

 

 

DAVID LLOYD GEORGE (1863-1945) 
 

An English statesman and Liberal politician, David 
Lloyd George served as Prime Minister of Great Britain 
from 1916-1922 and played a major role in the Paris 
Peace Conference of 1919. In Book 2 of The Jekyll Island 
Chronicles, he makes contact with Henry Ford in an 
attempt to put together a response team to deal with 
the threat of the Zeno cabal. 
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HERBERT HOOVER (1895-1972) 
 

The first director of the FBI, Hoover worked in US 
intelligence and headed its predecessor agency. In Book 
Ψȟ ÈÅ ÃÏÍÅÓ ÔÏ *ÅËÙÌÌ )ÓÌÁÎÄ ÉÎ ÔÈÅ ×ÁËÅ ÏÆ (ÁÒÄÉÎÇȭÓ 
ÅÌÅÃÔÉÏÎ ÔÏ ÌÅÔ #ÁÒÎÅÇÉÅȭÓ ÁÕÇÍÅÎÔÅÄ ÈÅÒÏÅÓ ËÎÏ× ÔÈÁÔ 
they are now needed more than ever and will be 
reporting directly to his agency. In the end, he supports 
4ÁÙÌÏÒȭÓ ÅÆÆÏÒÔÓ ÔÏ defend Jekyll Island and oversees its 
transition back to normalcy after the final battle. 
 

 

 
WILLIAM JAMES FLYNN (1867-1928) 
 
A plumber turned secret agent, Flynn was the first 
person to head the Bureau of Investigation. He is the 
man who identified J. Edgar Hoover as a promising up-
and-comer in the world of espionage. In Book 2, he is 
responsible for carrying out President WilsoÎȭÓ ÏÒÄÅÒÓ 
for mass deportation in the wake of the Wall Street 
Bombing. 

 

 
'%/2'% (%2-!. Ȱ"!"%ȱ 254(ȟ *2Ȣ ɉΧήίΫ-1948) 
 
Ruth is generally regarded as one of the greatest, if not 
the greatest, baseball player of all time, establishing 
records in the major leagues that have lasted for 
decades. He makes an appearance in Book 2 of the 
ÓÅÒÉÅÓ ÄÏÉÎÇ ×ÈÁÔ ÙÏÕ ×ÏÕÌÄ ÅØÐÅÃÔ ÆÒÏÍ Ȱ4Èe Sultan of 
3×ÁÔȱȡ ÃÒÕÓÈÉÎÇ ÈÏÍÅ ÒÕÎÓ ÏÕÔ ÏÆ ÔÈÅ ÐÁÒË ÁÔ ÔÈÅ .Å× 
York City Polo Grounds. 

 

 

GABRIELLA ANTOLINI (1899-1984) 
 

Antolini was an Italian-American anarchist who went to 
prison for transporting dynamite. In Book 2 she is a 
member of Zeno who attempts to undermine 
#ÁÒÎÅÇÉÅȭÓ ÔÅÁÍ ÂÙ ÉÎÆÉÌÔÒÁÔÉÎÇ ÔÈÅÉÒ ÇÒÏÕÐ ÕÎÄÅÒ ÁÎ 
assumed identity. In Book 3, she attends one of 
0ÒÅÓÉÄÅÎÔ (ÁÒÄÉÎÇȭÓ ÒÁÌÌÉÅÓȟ ÓÏÏÎ ÁÆÔÅÒ ×ÈÉÃÈ ÈÅ ÄÉÅÓȢ 
Then, she finds herself stuck at the Hotel del Coronado, 
isolated from Galleani and not happy about it in the 
least. 
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ALVES DOS REIS (1896-1955) 
 
Dos Reis was a Portuguese criminal who was 
ÒÅÓÐÏÎÓÉÂÌÅ ÆÏÒ ÄÅÆÒÁÕÄÉÎÇ ÈÉÓ ÃÏÕÎÔÒÙȭÓ ÂÁÎËÉÎÇ ÓÙÓÔÅÍ 
in what has come to be known as the Portuguese Bank 
Note Crisis. In The Jekyll Island Chronicles, he is engaged 
in printing counterfeit currency as part of the Zeno 
ÃÁÂÁÌȭÓ ÐÌÁÎ ÔÏ ÆÕÒÔÈÅÒ ÄÅÓÔÁÂÉÌÉÚÅ %ÕÒÏÐÅ ÉÎ ÔÈÅ ×ÁËÅ ÏÆ 
the instability caused by the First World War.  

 

 

WARREN G. HARDING (1865-1923) 
 

As the 29th President, Harding lacked the leadership 
and character to serve the office. His administration 
was wracked by scandal and his own affairs. As Book 3 
opens, Harding can be seen delivering one of his 
speeches on the cross-country tour that would 
ultimately claim his life. Of course, the fact that he is 
shown getting into a vehicle with a disguised Gabriella 
!ÎÔÏÌÉÎÉ ÒÁÉÓÅÓ Á ×ÈÏÌÅ ÏÔÈÅÒ ÓÅÒÉÅÓ ÏÆ ÑÕÅÓÔÉÏÎÓȣ 

 

 

WINTHROP ROCKEFLLER (1912-1973) 
 

A politician, philanthropist, and member of the wealthy 
Rockefeller family, he became the governor of Arkansas 
in 1966 and did much to help ensure the integration of 
schools in that state. In A Last Call, we see his endearing 
friendship with Solomon Taylor, giving us a sense that 
kindness, empathy, and genuine connection are a 
means by which humanity can triumph over hatred and 
bigotry. 
 

 

 

BASIL RATHBONE (1892-1967) 
 

Rathbone was an English stage and film actor whose 
credits include such films as Romeo and Juliet (1936) and 
The Adventures of Robin Hood (1938). He served during 
WW1 and was involved in military intelligence. In Book 
3, we see him as an operative for the Monarch in his 
efforts to engage with Gabriella Antolini at the Hotel 
ÄÅÌ #ÏÒÏÎÁÄÏȢ (Å ÇÏÅÓ ÂÙ Ȱ0ÈÉÌÉÐȱ ÂÕÔ ÐÒÅÆÅÒÓ ÔÏ ÂÅ 
ÃÁÌÌÅÄ Ȱ2ÁÔÔÅÒÓȟȱ Á ÐÌÁÙ ÏÎ ÈÉÓ ÌÁÓÔ ÎÁÍÅȢ 
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HARLEM HELLFIGHTERS  
 

Formed in 1913, the Hellfighters were the 369th 
infantry regiment of the New York National Guard. 
They had a reputation for bravery and heroism in the 
field of combat beginning as early as WW1, although 
returned home to a country where they were still 
victimized by racial injustice. In The Jekyll Island 
Chronicles: A Last Call, they form a crucial part of the 
defense of Jekyll Island. 

 

 

EMMA GOLDMAN (1869-1940) 
 

A political anarchist, writer, and thinker, Goldman was 
jailed numerous times for her words and actions. She 
was also briefly arrested after the assassination of 
William McKinley when she was thought to have 
inspired the killing. She appears in Book 3 having taken 
on the identity of Emma Grant and informs Gabriella 
Antolini that she must remain at the Hotel del 
Coronado. 

 

 

ADOLPH HITLER (1889-1945) 
 

An Austrian-born German politician, Hitler rose to 
prominence in Germany as the leader of the National 
Socialist (Nazi) party. In 1933, he became Chancellor of 
Germany and in 1934 its Fuhrer. His invasion of several 
countries in Europe led to WW2, and his systematic 
genocide of European Jews and other groups has led 
him to become the most notorious villain in history. In 
Book 3, we see the very beginnings of his rise to power. 
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Fictional Characters and Groups 

 
 
Many of the characters that readers encounter in The Jekyll Island Chronicles are fictional 
creations of the authors. Here are some of the principal characters your students will meet. 
 

 

 

PETER KAROVIK 
 

Suffering irreparable damage to both legs in saving two 
fellow soldiers from a grenade blast, Karovik epitomizes 
the selfless bravery that Carnegie sees as essential to 
defeating the anarchists. In Book 2, with a new-found 
fame for his abilities, Karovik is again pressed into 
action to defeat Zeno. However, Peter is not himself at 
the start of Book 3, having learned the fate of his Anna. 
Still, when he is called upon to defend Jekyll Island, 
Peter will rise to the occasion like never before. 
 

 

 

HELEN HUXLEY 
 

Helen is permanently transformed by an electrical 
mishap during the First World War, giving her the ability 
to create and store electricity. In Book 1, she becomes 
ÏÎÅ ÏÆ #ÁÒÎÅÇÉÅȭÓ ÁÕÇÍÅÎÔÅÄ ÈÅÒÏÅÓȟ ÂÕÔ ÈÉÓ ÄÅÁÔÈ ÁÔ 
the end of the book hits her hard, as we see in the 
nightmares that haunt her during Book 2. In the final 
installment, she must be the equalizer now that Zeno 
ÈÁÓ ÉÔÓ ÈÁÎÄÓ ÏÎ ÔÈÅ ÐÌÁÎÓ ÆÏÒ 4ÅÓÌÁȭÓ ÄÅÁÔÈ ÒÁÙȢ 

 

 
SOLOMON TAYLOR 
 
Taylor is a cryptologist who solves complex puzzles and, 
ÁÓ ÓÕÃÈȟ ÈÅ ÉÓ ÁÎ ÁÓÓÅÔ ÔÏ #ÁÒÎÅÇÉÅȭÓ ÈÅÒÏÅÓȢ He proves 
his worth in Book 1 and is left in charge by Ford in Book 
2 to develop additional technologies for Peter and 
Helen, but he faces his greatest test in the final chapter: 
getting Peter to believe in himself again so that he can 
be ready when the forces of Zeno attack. 
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BILLY COLFIELD 
 

There is no better flyer than Billy Colfield. As an ace, he 
ÊÏÉÎÓ #ÁÒÎÅÇÉÅȭÓ ÔÅÁÍ ÉÎ "ÏÏË Χ ÁÓ ÁÎ ÉÎÖÁÌÕÁÂÌÅ ÁÌÌÙȢ (Å 
is called upon once again in Book 2, this time when 
threats materialize in England. In the final chapter, he is 
needed when the forces of evil come to Jekyll Island and 
he and his squadron must deal with Zeno once and for 
all. With Galleani and Antolini ready to obliterate the 
island, Colfield must make a fateful decision. 
 

 

 

ZENO 
 

Initially assumed to be a specific individual, Zeno is a 
ÃÏÌÌÅÃÔÉÏÎ ÏÆ ÁÎÁÒÃÈÉÓÔÓ ÂÅÎÔ ÏÎ ÄÅÓÔÁÂÉÌÉÚÉÎÇ %ÕÒÏÐÅȭÓ 
post-WW1 governments. They are thwarted by 
#ÁÒÎÅÇÉÅȭÓ ÁÕÇÍÅÎÔÅÄ ÈÅÒÏÅÓ ÉÎ ÖÁÒÉÏÕÓ ×ÁÙÓ ÉÎ ÔÈÅ ÆÉÒÓÔ 
two books, but by the final chapter they have their 
hands on a weapon that can turn the tide. However, 
behind the scenes, something far more malevolent is at 
work, waiting to arise from the ashes of Zeno. 

 

 

THE RESTORATION 
 

First appearing in Book 2, this group of spies monitors 
the activities of the nefarious Zeno cabal, watching as 
ÔÈÅÙ ÃÒÉÓÓÃÒÏÓÓ %ÕÒÏÐÅ ÉÎ ÓÅÁÒÃÈ ÏÆ ÔÈÅ ÐÌÁÎÓ ÆÏÒ 4ÅÓÌÁȭÓ 
Death Ray device. They keep a close eye on the villains 
with expert espionage, making ÓÕÒÅ ÔÈÁÔ ÔÈÅ ÌÁÔÔÅÒȭÓ 
ÁÃÔÉÖÉÔÉÅÓ ÄÏÎȭÔ ÇÏ ÕÎÄÅÔÅÃÔÅÄȢ 

 

 
QUEEN ANNE / THE MONARCH 
 
Queen Anne, aka the Monarch, is a smuggler turned 
ÓÐÙÍÁÓÔÅÒ ÉÎ ÃÈÁÒÇÅ ÏÆ Ȱ4ÈÅ 2ÅÓÔÏÒÁÔÉÏÎȢȱ )Î "ÏÏË Ψȟ ÈÅ 
assists the heroes by gathering intelligence and using it 
ÔÏ ÕÎÄÅÒÍÉÎÅ ÔÈÏÓÅ ×ÈÏ ×ÏÕÌÄ ÈÁÒÍ %ÕÒÏÐÅȭÓ ÉÎÔÅÒÅÓÔÓȢ 
In Book 3, he helps Peter locate the remains of his love, 
Anna, and uses his agents to gather intelligence on the 
×ÈÅÒÅÁÂÏÕÔÓ ÏÆ :ÅÎÏȭÓ ÏÐÅÒÁÔÉÖÅÓȢ 
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Major Themes 
 

 
Like any work of literature, a close reading of The Jekyll Island Chronicles reveals the 
emergence of several themes that are central to the story. Here are some of the big ideas that 
are suggested at various points in the series: 
 
THE WAR BETWEEN GOOD AND EVIL 
 
Stories often feature the ongoing battle between the forces of good and evil, and the first 
volume of this series is no exception. The lines between good and evil are clearly demarcated, 
with the well-intentioned Jekyll Island Club trying to come to terms with how it can use its 
Ȱone-ÓÉØÔÈ ÏÆ ÔÈÅ ×ÏÒÌÄȭÓ ×ÅÁÌÔÈȱ to prevent the world from falling into anarchy. In contrast, 
the members of Zeno, also incredibly well-funded, are intent on waging war through terror to 
achieve their ends by further destabilizing the governments of Europe. It is clear throughout 
the story that the righteousness of Karovik and his band of heroes helps them in combatting 
the forces that oppose them. )Î ÔÈÅ ÓÅÃÏÎÄ ÖÏÌÕÍÅ ÏÆ ÔÈÅ ÓÅÒÉÅÓȟ ! $ÅÖÉÌȭÓ 2ÅÁÃÈȟ ÔÈÅ ÆÏÒÃÅÓ ÏÆ 
good and evil again collide, but this collision also suggests that things can become rather 
ÃÏÍÐÌÉÃÁÔÅÄȢ )ÔȭÓ ÔÒÕÅ ÔÈÁÔ ÄÅÓÐÉÔÅ #ÁÒÎÅÇÉÅ ÂÅÉÎÇ ÇÏÎÅȟ ÔÈÅ ÎÏÂÌÅ ÈÅÒÏÅÓ ÈÅ ÁÓÓÅÍÂÌÅÄ ÁÒÅ 
again prepared to combat the forces of Zeno, but the book also shows that the seeds of 
discord can be sown when the xenophobic actions of political leaders are turned to advantage 
by those who would use these actions for their own nefarious purposes. Given the final 
showdown between good and evil in Book 3, this theme is once again the subject of intense 
ÆÏÃÕÓȟ ÂÕÔ ÄÅÓÐÉÔÅ ÔÈÅ ÔÒÉÕÍÐÈ ÏÆ #ÁÒÎÅÇÉÅȭÓ ÈÅroes, the trilogy suggests the ways in which evil 
can endure. 
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TERRORISM AND ITS EFFECTS 
 
/ÎÅ ÃÁÎȭÔ ÒÅÁÄ The Jekyll Island Chronicles without an understanding of how contemporary it is 
in exploring an organization that has terrorism as its weapon of choice. Indeed, it speaks to 
what many in the west have come to fear in the wake of the September 11th attacks and the 
incidents of terrorism around the world. The Jekyll Island Chronicles explores the nature of 
terrorism and its effects, from its methods (i.e. its anarchic use of explosives, ruthlessness in 
dealing with disloyalty, use of misdirection, etc.) to the formation of its identity (i.e. both how 
the terrorist group sees itself and how others see it). 
 
7(!4 )4 -%!.3 4/ "% Ȱ$!-!'%$ȱ 
 
A principal focus of The Jekyll Island Chronicles from the beginning of Book 1 is the difference 
between ability and disability, and how fine the line can be between these two states of being. 
There is little question that a character like Karovik is forced to deal with a disability, but what 
ÈÅ ÄÏÅÓ ÉÎ ÔÈÅ ÆÁÃÅ ÏÆ ÉÔ ÒÁÉÓÅÓ ÔÈÅ ÑÕÅÓÔÉÏÎ ÏÆ ×ÈÁÔ ÉÔ ÍÅÁÎÓ ÔÏ ÂÅ ȰÄÁÍÁÇÅÄȢȱ 7ÈÉÌÅ ÔÈÅ 
anarchists that make up the Zeno group find it difficult, at times, to fully trust one another ɀ
because the way they see the world is damaged ɀ Karovik ÉÓ ȰÈÅÁÌÅÄȱ ÂÙ ÔÈÅ ÁÔÔÉÔÕÄÅ ÈÅ ÈÁÓ 
towards others. His disability is merely the motivation to make himself whole again, if only to 
more fully serve his fellow man. We note, for instance, what he is doing when Carnegie and 
Ford first stumble on him in his neighboÒȭÓ ÆÉÅÌÄȢ 7ÈÁÔ ÔÈÅ ÓÔÏÒÙ ÅØÐÌÏÒÅÓȟ ÔÈÅÎȟ ÉÓ ÈÏ× ÌÉÔÔÌÅ Á 
disability means when one is motivated and indeed strengthened by a sense of duty to others. 
 
THE IMPORTANCE OF SELFLESSNESS 
 
This theme is best demonstrated in the characters of Karovik and Carnegie, who both 
ÕÎÄÅÒÔÁËÅ ÁÃÔÉÏÎÓ ÁÔ ÔÈÅÉÒ Ï×Î ÅØÐÅÎÓÅ ×ÉÔÈÏÕÔ ÔÈÅ ÄÅÓÉÒÅ ÆÏÒ ÃÏÍÐÅÎÓÁÔÉÏÎ ÏÒ ÇÁÉÎȢ +ÁÒÏÖÉËȭÓ 
selfless actions at the beginning of Book 1 save the lives of his comrades. ThÏÕÇÈ ÈÅ ÄÏÅÓÎȭÔ 
really know the two soldiers whom he saves, he is willing to risk his life to protect them. After 
suffering an injury that forces him to wear prosthetic legs, Karovik has every reason to look 
after only himself, but instead he is discovered by Carnegie and Ford not only plowing a field 
ÂÙ ÈÉÍÓÅÌÆȟ ÂÕÔ ÈÉÓ ÎÅÉÇÈÂÏÒȭÓ ÆÉÅÌÄ ÁÔ ÔÈÁÔȢ .ÏÔ ÓÕÒÐÒÉÓÉÎÇÌÙȟ +ÁÒÏÖÉË ÆÉÇÈÔÓ ×ÉÔÈ ÔÈÅ ÓÁÍÅ 
selflessness throughout the story, and it is this quality along with his bravery that defines him. 
#ÁÒÎÅÇÉÅȭÓ Ï×Î ÂÅhavior throughout Book 1 underscores the importance of selflessness during 
trying times. Though at an advanced age and initially far removed from the theatre of conflict 
explored in the story, he feels that it is the duty of those with means to help Wilson in 
defeating the forces of Zeno, regardless of the cost. 
 
THE ABILITY FOR PEOPLE TO ACHIEVE GREATNESS WHEN THEY WORK TOGETHER 
 
An important idea that emerges in the series is how much can be achieved when people work 
together. This is not a theme that manifests itself only on occasion in The Jekyll Island 
Chronicles, but one that is woven into the fabric of the story. We see it in the members of the 
Jekyll Island Club who put their support behind Carnegie and his plan to hire a team of 
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augmented superheroes, and in the team itself, who work together brilliantly to thwart Zeno 
ÏÎ ÓÅÖÅÒÁÌ ÏÃÃÁÓÉÏÎÓȢ !Ó ÏÎÅ ÏÆ ÔÈÅ ÁÕÔÈÏÒÓȟ 3ÔÅÖÅ .ÅÄÖÉÄÅËȟ ÏÂÓÅÒÖÅÓȟ ȰThe Jekyll Island 
Chronicles shows that people, regardless of wealth, social status, education, and political views 
can ultimately come together for common causes that transcend individual preferencesȢȱ 
Indeed, even a cursory look at some of the personal, local, national, and international 
challenges we face in contemporary society shows us that the power in working together to 
achieve great things has an importance whose impact goes well beyond the story. 
 
OUR RELATIONSHIP WITH TECHNOLOGY  
 
Although the story is set in the past, its essential teachings are very contemporary. The Jekyll 
Island Chronicles, for instance, explores our relationship with technology, and how potentially 
rewarding and potentially destructive it can be. Karovik represents the idea of the human 
being using technology in a way that benefits others, drawing upon what he has learned from 
his father to help his fellow human beings. The forces of Zeno use technology to lay waste and 
to instill fear, and in so doing represent the very opposite kind of relationship. Perhaps most 
interesting are Tesla, Steinmetz, and Ford, characters with a genuine, unbridled fascination 
with technology that allows them to be visionaries in their respective fields. Tesla and 
Steinmetz, especially, show how challenging it is to maintain a level head in the face of 
discovery, having to remind themselves, it seems, that Helen Huxley is more than just a 
fascinating science project. Ultimately, they can, however, because of their shared humanity. 
 
XENOPHOBIA AND HOW GOVERNMENTS USE IT 
 
Xenophobia (the dislike of, or prejudice against, a particular group) is not simply a social ill, but 
one that governments will often exploit for political purposes. For instance, Book 2 looks at 
7ÏÏÄÒÏ× 7ÉÌÓÏÎȭÓ ÕÓÅ ÏÆ ÔÈÅ 0ÁÌÍÅÒ 2ÁÉÄÓȟ ÔÈÅ ÒÏÕÎÄÉÎÇ ÕÐ ÏÆ ÓÕÓÐÅÃÔÅÄ ÌÅÆÔÉÓÔÓȟ ÁÎÄ ÌÁÒÇÅÌÙ 
Italian and Jewish immigrants, that was part of the First Red Scare: an attempt to convince 
Americans that the country was in danger from communism. Wilson was able to use bombings 
that had taken place to stir xenophobic fears and carry out deportations.  
 
USE OF TECHNOLOGY IN WARFARE 
 
Although set in a reimagined Dieselpunk universe, the graphic novel reinforces the devastating 
ÕÓÅ ÏÆ ÔÅÃÈÎÏÌÏÇÙ ÉÎ ×ÁÒÆÁÒÅȟ ÁÎÄ ÔÈÅ ÖÅÒÙ ÒÅÁÌ ÃÁÒÎÁÇÅ ÉÔ ÃÁÎ ÃÁÕÓÅȢ &ÒÏÍ 4ÅÓÌÁȭÓ ÉÄÅÁ ÏÆ Á 
weapon to end all wars to the anarchist bombing of Wall Street to the conventional firearms 
and grenades that comprise the confrontations near the end of the second volume, the authors 
show how different sides in a conflict attempt to leverage technology to gain the upper hand. 
  
PTSD AND HOW SOLDIERS COPE WITH IT 
 
Post-Traumatic Stress Disorder or PTSD is an important focus of Book 2 especially, appearing 
ÐÅÒÈÁÐÓ ÍÏÓÔ ÐÒÏÍÉÎÅÎÔÌÙ ÉÎ (ÅÌÅÎ (ÕØÌÅÙȭÓ ÎÉÇÈÔÍÁÒÉÓÈ ÄÒÅÁÍÓ ÉÎ ×ÈÉÃÈ ÓÈÅ ÓÔÒÕÇÇÌÅÓ ÔÏ ÄÅÁÌ 
with the phantasmagoric memories of World War I and her immense feelings of sadness over 
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the death of her benefactor, Andrew Carnegie. The story captures how all these feelings are so 
intertwined for Helen that they have an impact on her ability to move forward. We also see this 
in the story of Billy Colfield, and the terrifying friendly fire incident from WW1 that haunts him. 
The third book shows the extent to which PTSD ɀ or shellshock, as it was originally termed ɀ 
can be a debilitating condition that literally brings the sufferer to his or her knees.  
 

 
 
THE CHANGING UK OF THE 1920s 
 
The trilogy gives readers a strong sense of how challenging the 1920s was for the United 
+ÉÎÇÄÏÍȢ )Î "ÏÏË Ψȟ (ÅÎÒÙ &ÏÒÄ ÔÅÌÌÓ 3ÏÌÏÍÏÎ 4ÁÙÌÏÒ ÔÈÁÔ ÈÅȭÓ ÃÏÎÃÅÒÎÅÄ ÁÂÏÕÔ ×ÈÁÔ ÉÓ 
happening in England, and indeed the country found itself having to cope with some grim 
post-war realities. The war impactÅÄ ÔÈÅ 5+ȭÓ ÔÒÁÄÉÔÉÏÎÁÌ ÔÒÁÄÉÎÇ ÒÅÌÁÔÉÏÎÓÈÉÐÓȟ ÁÎÄ ÉÔ ×ÁÓ 
difficult for them to find partners with whom they could trade things like coal or steel. This led 
to mass unemployment, unrest, and revolt, making the 1920s a very tenuous time for Great 
Britain. In contrast, we often think of the 1920s as a prosperous time in America, but as the 
trilogy shows, the seeds were being sown for the dark days ahead. 
 
HOW EUROPE HONORS THE REMEMBRANCE OF WWI  
 
An important idea that arises in the story is how Europe honors the memory of World War 1. 
The climatic action in the closing stages of Book 2, for instance, takes place in the Imperial War 
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Museum in London, and it speaks to the fact that European nations have countless memorials, 
museums, and commemorative battlefields dedicated to this specific conflict. 
 
HOW ECONOMIC CHANGE DRIVES POLITICAL CHANGE 
 
As The Jekyll Island Chronicles makes clear, the economic hardships and fallout in the wake of 
the First World War created the conditions for what followed. For example, one of the many 
newspaper clippings in the trilogy features the plummeting of the German Mark because of the 
war reparations written into the Treaty of Versailles. On the same page is a story about Adolf 
Hitler, whose rise to power in Germany under the banner of National Socialism represented a 
political change that was driven, in part, by economic change. 
 
THE RISE OF VIOLENT/HATE GROUPS IN THE 20th CENTURY 
 
The Zeno Cabal is in some ways a manifestation of how the turbulence of the early twentieth 
century paved the way for the rise of violence and hate. Economic instability, war, propaganda 
and xenophobia led to the development of hate groups who wanted to transform society into 
an image they could understand. In a period of uncertainty, people were sometimes willing to 
sacrifice what was right for what they saw to be in their own self-interest. 
 
THE EXPERIENCE OF THE BLACK SOLDIER IN AMERICA 
 
Book 3 introduces us to the Harlem Hellfighters, the 15th New York National Guard Regiment 
who made a name for themselves during the two world wars. The ranks of the regiment 
consisted primarily of African American soldiers, and their deployment during WW1 showed 
their exceptional determination and ability to endure the horrors of trench warfare. What 
ÔÈÅÓÅ ÓÏÌÄÉÅÒÓ ÄÉÄÎȭÔ ÒÅÁÌÉÚÅȟ ÈÏ×ÅÖÅÒȟ ÉÓ ÔÈÁÔ ÓÕÃÈ ÐÒÏÆÏÕÎÄ ÓÅÒÖÉÃÅ ÔÏ ÔÈÅÉÒ ÃÏÕÎÔÒÙ ÄÉÄ ÎÏÔ 
translate into improved conditions for African Americans in the wake of their service. Many of 
these soldiers arrived home to find that racism, hatred, and intolerance were as much a part of 
their lives as they were before entering military service.  
 
THE IMPORTANCE OF FRIENDSHIP AND SACRIFICE 
 
If there is a theme that the series celebrates, it is the importance of friendship and the 
willingness of friends to sacrifice their own interests for others. The success of the heroes is 
predicated on this since it is only by making these sacrifices that they can triumph over Zeno. 
In Book 3, Steinmetz and Colfield give their lives for something greater than their own 
interests. AÓ ÔÈÅ ÁÕÔÈÏÒÓ ÎÏÔÅȟ ÔÈÅ ÈÅÒÏÅÓ Ȱvalue each other more than themselves and 
sacrifice their freedom and safety for others. At its core, this is a story about cooperation, 
teamwork (in spite of differences), and giving of ourselves for the greater good.ȱ 
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Activities for Teaching and Learning ɀ Book 1 
 

 
ACTIVITY 1 ɀ Making Predictions 
 
Objective: Show students how they make predictions about a work of literature 
 
Students connect to a work of literature when they are given opportunities to engage in pre-
reading activities. These activities are far-ranging and include everything from allowing them 
to connect the experiences in the text they will read to their own lived experiences to making 
predictions about a story on the basis of particular fragments of evidence. 
 
HOW IT WORKS 
 
In this activity, students can be given a blackline master of the opening spread of The Jekyll 
Island Chronicles. However, the narrative caption boxes and the dialogue balloon have been 
emptied of text. The students begin on their own by looking closely at the illustration. They 
have five minutes to jot down any notes about what they see, and about anything that might 
ÈÅÌÐ ÔÈÅÍ ÔÏ ÉÄÅÎÔÉÆÙ ÔÈÅ Ȱ×ÈÏȟ ×ÈÁÔȟ ×ÈÅÒÅȟ ×ÈÅÎȟ ×ÈÙȟ ÁÎÄ ÈÏ×ȱ ÏÆ ÔÈÅ ÓÃÅÎÅ ÂÅÆÏÒÅ ÔÈÅÍȢ 
They should be encouraged to begin with basic questions, and then increase their level of 
complexity: 
 

¶ Why time of day is it? Where does the scene appear to be taking place? What clues are 
there in the foreground or background? 

¶ Does the illustration suggest the past, the present, or the future? Why? 

¶ Can we understand what might be happening given the appearance or apparent actions 
of the characters? 

 
Once the 5 minutes are up, students share their findings with a partner. The partnerships are 
responsible for thinking about what might be happening in the scene and how the three 
ÃÁÐÔÉÏÎ ÂÏØÅÓ ÁÎÄ ÔÈÅ ÓÐÅÅÃÈ ÂÁÌÌÏÏÎ ÍÉÇÈÔ ÒÅÁÄȢ 4ÈÅ ÐÁÒÔÎÅÒÓ ÄÏÎȭÔ ÈÁÖÅ ÔÏ ÃÏÍÅ ÕÐ ×ÉÔÈ Á 
word by word transcript at this point, just an idea. This should take no more than 5-10 minutes. 
 
Partners now join with another partnership and share their ideas. They then co-construct the 
text for the caption boxes and the speech bubble. This should take 5-10 minutes and, once 
done, each group of four students shares its comic with the class. One student reads the comic, 
another explains the choices they made, a third talks about other ideas they had, and the 
fourth answers any questions from the other groups. The purpose of this activity is to get 
students to see how they are able to look closely at details and size up a situation, how they 
can interpret the situation and construct dialogue, and how they can read, articulate, think 
about, and answer questions about their work. The teacher should encourage students to go 
beyond the literal and use the narrative boxes not merely to describe the scene before them, 
but to provide a sensory experience to the readers that goes beyond the visual. 
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ACTIVITY 2 ɀ On Repeat: Understanding Figures of Repetition in a Comic 
 
Objective: Teach students to identify figures of repetition in a work of literature. 
 
Not all plays, novels, poems, or graphic novels are created equal, and some are more effective 
than others at teaching young people about the beauty and power of language. The Jekyll 
Island Chronicles derives much of the power of its storytelling from how ÉÔȭÓ ×ÒÉÔÔÅÎ, specifically 
in the way its characters employ a wide array of literary figures in their speech. 
 
Comics and graphic novels are a much underestimated resource when it comes to teaching 
literary analysis and share something in common with poetry that often goes overlooked. Both 
poetry and comics tend to use only the language necessary to convey their ideas, which means 
that careful word choice in both cases must be undertaken to maximize meaning and impact. 
 
HOW IT WORKS 
 
This activity begins with the teacher having students in pairs look at the second page of the 
ÇÒÁÐÈÉÃ ÎÏÖÅÌȢ 7ÈÅÎ ÔÈÅÙȭÖÅ ÄÏÎÅ ÔÈÉÓȟ ÔÈÅ ÐÁÉÒ ÉÄÅÎÔÉÆÉÅÓ ÁÎÙ ÒÅÐÅÔÉÔÉÏÎ ÔÈÁÔ ÔÈÅÙ ÆÉÎÄ ÉÎ ÔÈÅ 
ÐÁÎÅÌÓ ÔÈÅÙȭÒÅ ÅØÁÍÉÎÉÎÇȢ 4ÈÉÓ ÒÅÐÅÔÉÔÉÏÎ ÃÁÎ ÂÅ ÉÎ ÔÈÅ ÄÉÁÌÏÇÕÅ ÔÈÁÔȭÓ ÅØÃÈÁÎÇÅÄ ÏÒ ÉÎ ÔÈÅ 
visual composition of the panels. Here are some of the things that the students might identify: 
 
Language 
 

¶ 4ÈÅ ÐÈÒÁÓÅȟ Ȱ7Å ÈÏÌÄ ÔÈÅÓÅ ÔÒÕÔÈÓ ÔÏ ÂÅȣȱ 

¶ 4ÈÅ ×ÏÒÄ ȰÅÖÉÄÅÎÔȱ ÁÎÄ ÔÈÅ ÅØÐÒÅÓÓÉÏÎ Ȱself-evidentȱ 

¶ 4ÈÅ ÒÅÐÅÔÉÔÉÏÎȟ ȰGood. Goodȱ 

¶ 4ÈÅ ÃÈÁÒÁÃÔÅÒÓ ÅÁÃÈ ÅÎÄÉÎÇ ÔÈÅÉÒ ÆÉÎÁÌ ÓÐÅÅÃÈ ÂÕÂÂÌÅ ÏÆ ÔÈÅ ÐÁÇÅ ×ÉÔÈ Ȱgood citizenȱ 
 
Illustration 
 

¶ 4ÈÅ ÃÈÁÒÁÃÔÅÒÓȭ ÂÒÅÁÔÈȟ ×ÈÉÃÈ ÓÈÏ×Ó ÈÏ× ÃÏÌÄ ÉÔ ÉÓ 

¶ The steam coming from the cup, which does the same 

¶ The two characters, who each appear four times 

¶ The document, which seems to be a citizenship test 
 
Once the pairs of students discuss their findings, these are shared with the class. This leads to a 
discussion of what happens in a work of literature when words or expressions are repeated and 
what the effect of this is on the reader. In literary analysis, figures of repetition describe letters, 
sounds, words, or phrases that are repeated, usually in order to achieve a particular effect. In 
general, figures of repetition are used in order to emphasize. 
 
On page two of the graphic novel, there are three important figures of repetition that appear in 
the exchange between the two characters.  
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Anaphora 

Anaphora occurs when words or phrases are repeated at the beginning of successive lines, 
clauses or sentences. This form of repetition is useful when emphasizing a point or repeating it 
in either a similar or different way.  In the example from page two, the character of Peter 
Karovik is trying to memorize a line from the Declaration of Independence. The fact that he is 
repeating it demonstrates how much he wants to be a good American citizen. 
 

 
 
Epistrophe 
 
This exchange also features an example of epistrophe. This is similar to anaphora except the 
repetition of the word or phrase happens at the end of a line, clause, or sentence. This can be a 
very powerful figure of repetition, because the reader is always left with the repeated word or 
phrase as the last thing that he or she sees (or hears, in the case of a spoken text). In the 
ÅØÁÍÐÌÅ ÆÒÏÍ ÐÁÇÅ Ô×Ïȟ ÔÈÅ ÓÏÌÄÉÅÒ ÕÓÅÓ ÅÐÉÓÔÒÏÐÈÅ ×ÈÅÎ ÈÅ ÓÁÙÓ Ȱ%ÖÉÄÅÎÔȢ 3ÅÌÆ-%ÖÉÄÅÎÔȱ ÁÎÄ 
ÔÈÅÎ +ÁÒÏÖÉË ÒÅÐÅÁÔÓȟ Ȱ7Å ÈÏÌÄ ÔÈÅÓÅ ÔÒuths to be self-ev-i-ÄÅÎÔȢȱ 4ÈÅ ÄÅÖÉÃÅ ÁÐÐÅÁÒÓ ÉÎ ÔÈÅ 
Ô×Ï ÂÏÔÔÏÍ ÐÁÎÅÌÓ ÁÓ ×ÅÌÌȟ ×ÈÅÎ +ÁÒÏÖÉË ÓÁÙÓȟ Ȱ4ÈÅÓÅ ÔÈÉÎÇÓ ) ÍÕÓÔ ÌÅÁÒÎ ÔÏ ÂÅ ÇÏÏÄ ÃÉÔÉÚÅÎȟȱ 
ÁÎÄ ÔÈÅ ÓÏÌÄÉÅÒ ÒÅÐÌÉÅÓȟ Ȱ9ÏÕȭÒÅ ÉÎ Á ÔÒÅÎÃÈ ÏÎ #ÈÒÉÓÔÍÁÓ $ÁÙȢ 4ÒÕÓÔ ÍÅȟ ÙÏÕ ÁÒÅ ȰÇÏÏÄ ÃÉÔÉÚÅÎȢȱ 
4ÈÅ ÓÏÌÄÉÅÒ ÍÉÍÉÃÓ +ÁÒÏÖÉËȭÓ ÁÃÃÅÎÔ ÂÙ ÏÍÉÔÔÉÎÇ ÔÈÅ ÄÅÆÉÎÉÔÅ ÁÒÔÉÃÌÅȟ ȰÁȟȱ ÂÕÔ ÔÈÅ ÒÅÁÄÅÒ 
ÕÎÄÅÒÓÔÁÎÄÓ ÆÒÏÍ ÔÈÅ ÅÐÉÓÔÒÏÐÈÅ ÔÈÅ ÓÏÌÄÉÅÒȭÓ ÒÅÃÏÇÎÉÔÉÏÎ ÏÆ ÊÕÓÔ ÈÏ× committed Karovik is to 
being a good American citizen. 
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Epizeuxis 
 
Epizeuxis seems like a ridiculous word to say (Eh ɀ pih ɀ zook ɀ sisɊ ÂÕÔ ÉÔȭÓ Á ÖÅÒÙ ÓÉÍÐÌÅ ÁÎÄ 
very powerful figure of repetition. It occurs when the same word or phrase is repeated one 
ÁÆÔÅÒ ÔÈÅ ÏÔÈÅÒȟ ÁÎÄ ×Å ÃÁÎ ÓÅÅ ÔÈÅ ÓÏÌÄÉÅÒ ÄÏÉÎÇ ÔÈÉÓ ×ÈÅÎ ÈÅ ÒÅÐÌÉÅÓ ÔÏ +ÁÒÏÖÉËȭÓ ÅÆÆÏÒÔÓ ÁÔ 
ÓÔÕÄÙÉÎÇ ×ÉÔÈ Ȱ'ÏÏÄȢ 'ÏÏÄȢȱ %ÐÉÚÅÕØÉÓ ÉÓ ÏÆÔÅÎ ÕÓÅÄ ÉÎ ÏÎÅ ÏÆ Ô×Ï ÓÉÔÕÁÔÉÏÎÓȡ ×ÈÅÎ Á ÃÈÁÒÁÃÔÅÒ 
is trying to emphasize a point very strongly, or, as in this case, when he or she is trying to 
ÃÈÁÎÇÅ ÔÈÅ ÃÏÕÒÓÅ ÏÆ Á ÃÏÎÖÅÒÓÁÔÉÏÎȟ ÏÒ ÄÅÆÌÅÃÔ ÁÎÏÔÈÅÒ ÃÈÁÒÁÃÔÅÒȭÓ ÁÔÔÅÎÔÉÏÎȢ )Î ÔÈÉÓ ÓÃÅÎÅȟ ÉÔȭÓ 
clear thÁÔ ÁÌÔÈÏÕÇÈ ÔÈÅ ÓÏÌÄÉÅÒ ÉÓ ÉÍÐÒÅÓÓÅÄ ÂÙ +ÁÒÏÖÉËȭÓ ÅÆÆÏÒÔÓȟ ÈÅ ×ÁÎÔÓ ÔÏ ÇÏ ÔÏ ÓÌÅÅÐȢ  
 

 
 

What do all of these figures of repetition help us to understand? They show us how dedicated 
+ÁÒÏÖÉË ÉÓ ×ÈÅÎ ÉÔ ÃÏÍÅÓ ÔÏ ÁÃÈÉÅÖÉÎÇ Á ÇÏÁÌȢ 7ÅȭÌÌ ÓÅÅ ÔÈÁÔ ÔÈÉÓ ÉÓ ÁÎ ÉÍÐÏÒÔÁÎÔ ÔÈÉÎÇ ÔÏ 
understand about him as the story moves forward. 
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ACTIVITY 3 ɀ Turning a Graphic Novel into Prose Fiction 

 
Objective: Teach students about the differences between a novelist creating with words and a 
graphic novelist creating with words and pictures. 
 
You will no doubt have students who enjoy the challenge of bringing together text and 
illustration to create their own comics. However, what about doing the opposite? What about 
taking a visual narrative and challenging students to turn it into prose fiction? The activity can 
actually teach students a great deal about the fundamental similarities and differences 
between different literary forms. 
 

 
HOW IT WORKS 
 
Students examine the almost 
wordless panel sequence that 
stretches between pages 39 
and 43 in the graphic novel. 
The sequence starts with a 
couple of caption boxes 
setting the scene and ends 
with a tremendous explosion. 
The challenge for students is 
to turn the five-page sequence 
into prose fiction by working 
together in groups of five. 
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The activity begins with each student reading the five pages on their own. They are given five 
minutes to absorb the contents of the sequence and then ten minutes to take notes. When this 
is complete, students are divided into groups of five. Their task is to meet as a group, discuss 
the notes they have compiled, choose a page on which each of them will focus, and then 
discuss how they might turn the sequence into prose. Students should each be prepared to 
write 150-200 words so that they write 750-1000 words in total.  
 
)ÍÐÏÒÔÁÎÔ ÃÏÎÓÉÄÅÒÁÔÉÏÎÓ ÔÈÁÔ ÔÈÅÙȭÌÌ ÈÁÖÅ ÔÏ ÍÁËÅ ÉÎ ÔÈÅÉÒ ÇÒÏÕÐÓ ÁÒÅȣ 
 

¶ Who will focus on what page? 

¶ What is the general story arc for their prose fiction adaptation? 

¶ How can they ensure consistency across each of their sections so that the whole thing 
reads appropriately?  

¶ How will they ensure that one section of prose transitions to the next? 

¶ (Ï× ×ÉÌÌ ÔÈÅÙ ÅÄÉÔ ÔÈÅÉÒ ÍÁÎÕÓÃÒÉÐÔ ÏÎÃÅ ÔÈÅÙȭÖÅ ÇÅÎÅÒÁÔÅÄ ÔÈÅ ÔÅØÔȩ 
 
A great way for them to start the activity is to summarize what is happening in the five-page 
sequence in five sentences, one for each page. Once the students have the sentence that 
summarizes their page, they will be in a much better position to write. 
 
The writing itself should take students the rest of the periodȢ 4ÈÅÎȟ ÔÈÅÙȭÌÌ ÎÅÅÄ ÔÉÍÅ ÔÈÅ 
following period to put their texts together and edit their manuscript. This should allow for the 
presentation of their stories during the class that follows. 
 
A nice idea in terms of presenting the final product is to have students each read the section 
that they wrote, with the aim to make the manuscript appear as a seamless whole and not just 
a patchwork of different texts. A cool idea to add is to give students a unique scenario for each 
ÏÆ ÔÈÅÉÒ ÓÔÏÒÙ ÁÄÁÐÔÁÔÉÏÎÓ ×ÈÉÃÈ ÉÓ ÄÉÆÆÅÒÅÎÔ ÆÒÏÍ ×ÈÁÔȭÓ ÈÁÐÐÅÎÉÎÇ ÉÎ ÔÈÅ ÇÒÁÐÈÉÃ ÎÏÖÅÌ ÓÏ ÔÈÁÔ 
ÅÁÃÈ ÓÔÏÒÙ ÒÅÁÄÓ ÄÉÆÆÅÒÅÎÔÌÙ ÆÒÏÍ ÔÈÅ ÏÔÈÅÒÓȟ ÁÎÄ ÓÔÕÄÅÎÔÓ ×ÈÏ ÇÏ ÌÁÓÔ ÄÏÎȭÔ ÔÈÉÎË ÔÈÅÉÒ ÓÔÏÒÙ 
has already been said a number of times. 
 
Alternatively, the presentations could focus on students presenting their idea, the process they 
went through, their top three excerpts, and what they learned about the challenges of writing 
prose fiction. Indeed, ÁÎ ÉÍÐÏÒÔÁÎÔ ÐÁÒÔ ÏÆ ÔÈÅ ÔÅÁÃÈÅÒȭÓ ÔÈÉÎËÉÎÇ ÁÂÏÕÔ ÁÎÄ ÒÅÆÌÅÃÔÉÎÇ ÏÎ ÔÈÉÓ 
assignment should be geared towards addressing the following questions: 
 

¶ Can students learn from this sequence in The Jekyll Island Chronicles to appreciate how 
much a prose fiction writer needs to visualize, imagine, describe, and make clear to a 
reader who is trying to understand their work?  

¶ Were there things that the students did with language that attempted to capture what 
they saw in the illustrations in each panel?  

¶ Ultimately, can a graphic novel teach them how to be a better prose writer, and to be 
more appreciative of both literary forms? 
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ACTIVITY 4 ɀ Writing and Drawing Comics 
 

Objective: Students learn the process of how a comic is put together by doing it. 
 
Ultimately, when studying a visual narrative like The Jekyll Island Chronicles, students need to 
be given the opportunity to have a hand in creating comics. This activity allows them to do this 
×ÈÉÌÅ ÔÈÉÎËÉÎÇ ÓÐÅÃÉÆÉÃÁÌÌÙ ÁÂÏÕÔ ÔÈÏÓÅ ÐÁÒÔÓ ÏÆ ÔÈÅ ÓÔÏÒÙ ×Å ÄÏÎȭÔ ÇÅÔ ÔÏ ÓÅÅȢ 
 
HOW IT WORKS 
 
This activity works best once the students have finished Book 1. In it, they work through the 
various stages of the process required to produce a comic. Their goal is to imagine how Volume 
2 of The Jekyll Island Chronicles might begin by coming up with their own title, designing the 
cover, and writing and drawing the opening page. There are several stages to the assignment, 
making it ideal as a culminating activity. Students are expected to do the following: 
 
1. Examine the original cover of Volume 

1 (shown here) in order to get a sense 
of its design. This will be important 
in terms of the consistency of their 
own imagined cover for volume 2. 
 

2. Come up with a title for the second 
volume of The Jekyll Island 
Chronicles. This will be based on 
their reading of Volume 1 and their 
own ideas about the direction the 
story might take. 

 
3. Produce a sketchnote of their design 

for the cover of Volume 2. On an 8 ½ 
Ø ΧΧȱ ÐÉÅÃÅ ÏÆ ÐÁÐÅÒȟ ÔÈÅ ÓÔÕÄÅÎÔÓ 
create thumbnail sketches complete 
with notes and instructions for how 
they might put together the cover. 

 
4. Share their sketchnotes with a 

partner. This allows them to get 
feedback on their prototype. 

 
5. Create their covers. Students use 

drawing programs, design software, 
or pencil, pen, and ink to put things 
together. 
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6. Write out the instructions and the script of the opening page of Volume 2. Students then 
share their scripts with their assignment partner in order to give them an opportunity to 
explain their concept and to get any necessary feedback. 
 

7. Create their opening spread. Students use their instructions in order to put together the one 
or more panels that make up their opening page of Volume 2. 

 
8. 0ÁÒÔÉÃÉÐÁÔÅ ÉÎ Á Ȱ'ÁÌÌÅÒÙ 7ÁÌËȢȱ Students post their creations around the classroom and then 
ȰÔÏÕÒȱ ÔÈÅÍȟ ÁÓËÉÎÇ ÑÕÅÓÔÉÏÎÓ ÏÆ ÔÈÅ ÃÒÅÁÔÏÒÓ ÁÓ ÔÈÅÙ ÍÁËÅ ÔÈÅÉÒ ×ÁÙ ÁÒÏÕÎÄ ÔÈÅ ÒÏÏÍȢ 

 

9. Discuss the assignment and the Gallery Walk. Students now engage in a full-class discussion 
about the assignment, what they learned, what they might try next time or do differently, 
and what they noticed on their Gallery Walk. 

 

10. Write a final reflection. In addition to submitting their assignment, students write a 
reflection on their personal responses to the issues raised in the class discussion. The 
reflection is 250-ΩΦΦ ×ÏÒÄÓ ÁÎÄ ÅØÐÌÁÉÎÓȣ 

 

¶ What they learned throughout the course of the assignment 

¶ What they felt the strengths of their assignment were, and why 

¶ What they felt they could improve on should they be asked to do something 
similar in the future with another graphic novel 

¶ What they learned on the Gallery Walk and how it inspired them to try 
something different in the future 

 
Ultimately, this is a rich assessment that could serve as part of a summative assignment for the 
unit. It can be modified depending on the grade or ability level of the students, either in terms 
of the activities they do or what is specifically expected of them. 
 
VARIATIONS ON A THEME 
 
Your students might well want to tackle something other than the cover art and opening 
splash page of The Jekyll Island Chronicles, Volume 2. In fact, given all of the wordless panel 
sequences filled with cloak-and-dagger action, students might be interested in crafting a visual 
narrative sequence that would fit between two pages in the graphic novel, or perhaps create 
the pages that they see as preceding the opening of the story or directly following the ending. 
As well, a popular activity in the comics world is creating variant covers, where artists draw 
their own version of a cover that might then be used by the publishing company for a special 
print run of the graphic novel. 
 
4ÈÅ ÉÍÐÏÒÔÁÎÔ ÔÈÉÎÇ ×ÉÔÈ ÔÈÉÓ ÁÓÓÉÇÎÍÅÎÔ ÉÓ ÔÏ ÂÅ ÏÐÅÎ ÔÏ ÔÈÅ ÓÔÕÄÅÎÔȭÓ ÉÎÔÅÒÅÓÔÓ ÁÎÄ ÔÏ ÇÉÖÅ 
them a degree of agency in completing the assignment. The results will in all likelihood reflect 
the extent to which this is made possible. 
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ACTIVITY 5 ɀ Fact or Fiction 

 
Objective: Students learn how to determine which elements of a work of fiction set in an historical 
or reimagined historical context are fact, and which are fiction. 
 
Students live in a digital age in which they are faced with a constant battery of new 
information. Sifting and sorting through this information is an incredibly challenging task, 
especially when they want to determine what is fact and what is fiction. This activity shows 
students that they can leverage the technology at their disposal to become a more informed 
reader of text. 
 

 
 
HOW IT WORKS 
 
There are different approaches a teacher can take with this exercise. One method is to give 
partnerships or small groups of students a specific character, place, or scene in the graphic 
novel to research, and then have them determine whether or not the manner in which this 
character, place, or scene is represented is historically accurate.  
 
!Î ÅØÁÍÐÌÅ ÍÉÇÈÔ ÂÅ !ÎÄÒÅ× #ÁÒÎÅÇÉÅȭÓ ÄÅÁÔÈ ÁÓ ÉÔȭÓ ÓÈÏ×Î at the end of Volume 1 of The 
Jekyll Island Chronicles. The instructor determines how much historical information he or she 
wants the students to research by having them address one or more of the following questions: 
 

¶ In the graphic novel, Carnegie passes away on December 31, 1919. Is this historically 

accurate? Did Carnegie, in fact, die on this specific date? If the date has been altered, 

what might be the reason for the change? 
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¶ Carnegie is shown passing away at his Shadowbrook Estate in Massachusetts. Is this 

where he died, and was he surrounded by his family in his final moments? What was his 

official cause of death? 

¶ )Î ÔÈÅ ÓÔÏÒÙȟ #ÁÒÎÅÇÉÅȭÓ ×ÉÆÅ ,ÏÕÉÓÅ ÓÅÅÍÓ ÑÕÉÔÅ Á ÂÉÔ ÙÏÕÎÇÅÒ ÔÈÁÎ ÈÅÒ ÈÕÓÂÁÎÄȩ 7ÈÁÔ 

was their actual difference in age, and is the story accurate in how it represents her? 

¶ The circumstances ÏÆ #ÁÒÎÅÇÉÅȭÓ ÄÅÁÔÈ ÉÎ ÔÈÅ ÓÔÏÒÙ ÅÖÏËÅ Á ÇÒÅÁÔ ÄÅÁÌ ÏÆ ÓÙÍÐÁÔÈÙ ÉÎ 

the reader. What was the reaction in the newspapers to his passing in 1919? 

 
 
The questions are structured in an order that requires an increasing amount of research. Once 
students tackle, them, however, and establish in their own minds the differences between fact 
and fiction in the graphic novel, a final question can emerge that requires students to reflect 
on, discuss, and respond to in writing: 
 

 
Q. How does an understanding of the similarities and differences between the history of 
#ÁÒÎÅÇÉÅȭÓ ÆÉÎÁÌ ÍÏÎÔÈÓ Ánd how they are represented in The Jekyll Island Chronicles help you 
to better understand Carnegie the man, Carnegie the character, and how you respond to both? 
 

 
This question is ideal for a paragraph or multi-paragraph length response and can give 
students practice in personal response writing, structuring and supporting an argument, and 
incorporating ideas from primary and secondary sources. The research demanded by the initial 
questions, though certainly not taxing, puts the idea of investigation into the minds of the 
students and leads to a better final written product. /Æ ÃÏÕÒÓÅȟ ÔÈÅ ÃÉÒÃÕÍÓÔÁÎÃÅÓ ÏÆ #ÁÒÎÅÇÉÅȭÓ 
death are just one possible avenue with which to investigate fact and fiction in the graphic 
novel. Here are some others: 
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¶ The geography of Jekyll Island during the time in which the story is set and its depiction 

in the graphic novel. 

¶ The relationship between Steinmetz and Tesla as scientific contemporaries and the 

depiction of their relationship in the story. 

¶ ,ÕÉÇÉ 'ÁÌÌÅÁÎÉȭÓ ÁÃÔÉÖÉÔÉÅÓ ÁÓ ÁÎ ÁÎÁÒÃÈÉÓÔ ÉÎ ÔÈÅ ÉÎÔÅÒ×ÁÒ ÐÅÒÉÏÄ ÁÎÄ ÈÉÓ ÁÃÔÉÏÎÓ ÉÎ 

Volume 1 of The Jekyll Island Chronicles. 

 

The authors have also put together a pair of helpful lists that outline what is fact and what is 
fiction in the graphic novel. 
 
FACT 
 

¶ The Wingfoot Express really was an airship that exploded above the Federal Reserve 

Bank in Chicago in 1919 and really did rain down through the skylight of the building. 

¶ There is a secret underground subway station called City Hall station just below the 

Woolworth Building. 

¶ Carnegie was not a member of the Jekyll Island Club but did visit there from his home 

on a neighboring island. 

¶ 7ÏÏÄÒÏ× 7ÉÌÓÏÎȭÓ ÆÁÖÏÒÉÔÅ ÄÅÓÓÅÒÔ ×ÁÓ 'ÅÏÒÇÉÁ +ÉÓÓ 0ÕÄÄÉÎÇ. 

¶ Adolph Hitler did make speeches at the HofBrau Haus in Munich Germany. 

¶ The mail bombs were really return-ÁÄÄÒÅÓÓÅÄ ÔÏ 'ÉÍÂÅÌÌȭÓ $ÅÐÁÒÔÍÅÎÔ 3ÔÏÒÅ. 

¶ Mayor of Seattle, Ole Hanson, received a mail bomb and it failed to explode when the 

package was turned upside down. 

¶ President Wilson did suffer a stroke while making a national tour to promote the 

League of Nations. 

¶ Fun, fast go-karts (called Red Bugs) were used by members and families of the Jekyll 

Island Club. 

¶ Many Americans did fly for the RAF before the US joined the war.  

 

FICTION 
 

¶ There is no record of Wilson, Ford, or Steinmetz ever visiting Jekyll Island. 

¶ There was no Gibraltar Tunnel built, although one was contemplated. 

¶ The Eiffel Tower was never blown up. 

¶ While Zeno was a real, ancient Greek who advocated anarchy, there was no real cabal 

named Zeno. 

¶ Henry Ford did not have a car named Eden. 

 

There are also a few hidden things to look for in the first book, like the picture photo on the 
ÒÅÐÏÒÔÅÒȭÓ ÄÅÓË ɉÐÁÇÅ άήɊȢ  The reporter, not named, is Lowell Thomas.  We know that because 
the photo is of him and T.E. ,Á×ÒÅÎÃÅ ɉ,Á×ÒÅÎÃÅ ÏÆ !ÒÁÂÉÁɊ ×ÈÏ ×ÁÓ Á ÆÒÉÅÎÄ ÏÆ 4ÈÏÍÁÓȭȢ 
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ACTIVITY 6 ɀ Tableaux Vivants 

 
Objective: Students work collaboratively to put together a series of tableaux inspired by The Jekyll 
Island Chronicles. 
 

 
 
A great way to get students engaged with a graphic novel is to have them act out individual 
ÓÃÅÎÅÓȢ 7ÈÁÔȭÓ ÅÖÅÎ better is to have them do this in tableau, the dramatic technique where 
students freeze in place as a group in order to represent something. The activity does a great 
job of allowing students to replicate and even interpret the panels of a graphic novel. 
 
HOW IT WORKS 
 
This activity works best once students have read the story. The teacher divides students up 
into groups of four or five, and hands each group an envelope with a photocopied page from 
the story. Ideally, the page should have four to six panels so that the students can perform a 
sequence of tableaux, freezing in place as a group to represent the characters in each panel. 
 
In the first part of the activity, the teacher has the groups create one tableau for each panel on 
the page they are given. They must memorize the positions of the characters in the various 
panels and then replicate these positions by freezing in place for ten seconds. Once they do a 
tableau of the first panel they unfreeze, but then have only ten seconds in order to form the 
second tableau. This continues until each of the panels on their page has been presented. The 
rest of the class watches the performance, then discusses it in their own group, and then 
makes an educated guess about what panel sequence the group was assigned. The other 
groups then take turns performing their tableaux. 
 
In the second part of the activity, students are kept in their initial groups and once again are 
handed a photocopied page from the graphic novel in an envelope. This time, however, the 
instructions are slightly different. Although they have to study each of the panels on their page 
and once again create a series of tableaux, this time they must do so according to the following 
conditions: 
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Two of the tableaux must have characters frozen in the same manner that they appear on the 

page. 

¶ One or two of the tableaux must have the characters frozen in place but be presented 

from a different perspective than what is seen in the story (e.g. they might be facing 

sideways, or backwards, or at an angle to the audience). 

¶ One or two of the tableaux must be the complete invention of the group, but represent 

something that could have existed in the panel sequence in the book but which the 

ÁÕÔÈÏÒÓ ÁÎÄ ÁÒÔÉÓÔÓ ÄÉÄÎȭÔ ÃÈÏÏÓÅ ÔÏ ÒÅÐÒÅÓÅÎÔȢ 

 

It will be very important for students to sketch out their tableau sequence, practice diligently, 
and have everything committed to memory before performing for the class. Once again, the 
class guesses the part of the story being represented, tries to identify the special panels, and 
explains their reasoning in the process. When all groups have performed, the teacher has 
everyone engage in an individual reflection writing activity in which they address the following 
questions: 
 

¶ Which did you find more difficult to prepare: the first series of tableaux or the second? 

Explain your reasoning. 

¶ What was the biggest challenge your group faced during your preparations for either 

the first or second tableau sequence? How did you resolve the issue, deal with it, or 

overcome it? 

¶ How do you feel your group did in presenting your work to the class? If you could 

change one thing about your preparations or performance, what would that change be? 

¶ When you were watching other groups perform, were you able to determine what 

sequence they were representing from The Jekyll Island Chronicles? How did you know 

this as you were watching? Was there one particular clue that tipped you off? 

¶ What do you think the activity has shown you about how a comic tells stories through 

images as much as through its narration and dialogue? 

 
EXTENSION DISCUSSION 
 
An important term from comics is encapsulation. This can be defined as the specific 
illustrations that a comics creator chooses to show readers as opposed to others. The panels 
encapsulate brief moments in time ɀ we assume they last as long as the dialogue shows us or 
the narration tells us they do ɀ and we piece them together by moving from one to the next. As 
mentioned before, the blank space of the gutter represents everything in between, so with a 
group of students who really enjoy the tableau activity, ÔÈÅÒÅȭÓ ÁÎ ÉÎÔÅÒÅÓÔÉÎÇ ÅØÔÅÎÓÉÏÎ 
discussion to be had in looking at one of the tableau sequences and examining with the class 
the choices the creators have made, what they have left out, and how they have paced the 
sequence of events. This can lead to a really engaging discussion with the right class. 
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ACTIVITY 7 ɀ Letter to the Author s 
 

Objective: Students learn how to connect 
with authors in order to ask questions, 
express appreciation, or share insights. 
 
Ultimately, once students have finished 
reading the graphic novel, they should be 
encouraged to reach out to the creators 
with any questions or insights they might 
have about The Jekyll Island Chronicles. 
Students often see a text ɀ regardless of 
×ÈÅÔÈÅÒ ÏÒ ÎÏÔ ÉÔȭÓ Á ÇÒÁÐÈÉÃ ÎÏÖÅÌ ɀ as the 
product of a writer or creator to whom 
they have no real access. However, those 
who write and create are often only too 
willing to read and respond to mail from 
inquiring students, and this activity 
encourages them to do just that. 
 
HOW IT WORKS 
 
Students write a one-page letter of approximately 300 words to one of the authors or creators 
of The Jekyll Island Chronicles. In their letter they must have the following: 
 

¶ Proper formatting, including  
o their address and the date  
o the name and address of 

the person to whom they 
are writing (shown here!) Ą 

o an opening salutation,  
o the letter itself,  
o a closing salutation, 
o their name, with space left for their signature. 

¶ Three questions that they have for the author/creator that are related to the text 

¶ Two sentences that express appreciation for the work the author/creator has done 

¶ An insight into the graphic novel (i.e. something they discovered or something that 
really resonated with them) 

 
)Ô ÉÓ ÕÐ ÔÏ ÔÈÅ ÔÅÁÃÈÅÒȭÓ ÄÉÓÃÒÅÔÉÏÎȟ ÏÆ ÃÏÕÒÓÅȟ ÔÏ ÄÅÃÉÄÅ ×ÈÅÔÈÅÒ ÏÒ ÎÏÔ ÔÈÅ ÁÃÔÉÖÉÔÙ ÔÁËÅÓ ÐÌÁÃÅ 
after the initial reading of the text or at the end of the unit. One reason for the latter is that it 
allows the students to write more thoughtful letters that are a product of their extensive study 
of the graphic novel. Depending on the curriculum, teachers may opt to have this activity serve 
as either a formative or summative assessment. 

Jekyll Island Chronicles 
c/o Steve Nedvidek 
5150 Thousand Oaks Cove NW, Kennesaw, GA 30152 

 
hello@jekyllislandchronicles.com 

 

mailto:hello@jekyllislandchronicles.com
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Activities for Teaching and Learning ɀ Book 2 
 

 
ACTIVITY 1 ɀ The Interview 
 
Objective: Have students engage with the differences between historical figures and their 
representation in the graphic novel. 
 
Students connect to a work of literature and the characters it presents when they are given an 
opportunity to explore the connections between an historical figure and the representation of 
that character in a story. There are several ways for kids to develop their appreciation of the 
similarities and differences they see, but an excellent activity that does this while fostering 
ÔÈÅÉÒ ÇÒÏ×ÔÈ ÁÓ ×ÒÉÔÅÒÓ ÉÓ Ȱ4ÈÅ )ÎÔÅÒÖÉÅ×Ȣȱ 
 
HOW IT WORKS 
 
In this activity, students work in pairs to choose one of the historical characters in Book 2 and 
research that individual using a combination of print and electronic sources. Then, the students 
carefully enumerate the similarities and differences between the historical figure and his or her 
representation in The Jekyll Island Chronicles. Here are some of the questions students will 
want to keep in mind: 
 

¶ What does the character do in the story? What actions do they undertake? Are these 
similar to or different from the actions they took as a real-life historical figure? 

¶ What does the character actually say in the story and how do they behave? Do they 
seem level-headed or angry, stressed out or calm, prone to rash decisions or patient 
and reflective? Are these qualities similar to those shared by their real-life counterpart? 

¶ Given the similarities and differences between the character in ! $ÅÖÉÌȭÓ 2ÅÁÃÈ and the 
actual historical figure, what questions might they have of one another? 

 
Once the students have gathered their research and used it to answer these questions, they 
begin to organize, outline, and write the script for an interview. One student takes on the role 
of the historical figure, and the other takes on the role of the character in the book. Together, 
they put together a conversation or interview in which both characters take turns asking and 
ÁÎÓ×ÅÒÉÎÇ ÏÎÅ ÁÎÏÔÈÅÒȭÓ ÑÕÅÓÔÉÏÎÓȢ 
 
The interview should explore the similarities and differences that the students research, but 
also seem like a genuine conversation between two people ɀ just that, in this case, the people 
are different versions of the same person! 
 
Here is an example of how a pair of students might construct such an interview. 
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WOODROW WILSON IN CONVERSATION 
 
Wilson (in real life) in conversation with Wilson (from The Jekyll Island Chronicles) 
 
WILSON (JIC) 
So, did you get a chance to read the book? 
 
WILSON (IRL) 
What book? 
 
WILSON (JIC) 
The Jekyll Island Chroniclesȣ ÙÏÕ ËÎÏ×ȟ ÔÈÅ ÇÒÁÐÈÉÃ ÎÏÖÅÌȩ 
 
WILSON (IRL) 
/Èȟ ÙÅÓȣ ) ÄÉÄȢ ɉ0ÁÕÓÅɊ $Ï ) ÁÌ×ÁÙÓ ÃÏÍÅ ÁÃÒÏÓÓ ÌÉËÅ ÔÈÁÔȩ 
 
WILSON (JIC) 
,ÉËÅ ×ÈÁÔȩ ,ÉËÅ ÓÏÍÅÏÎÅ ×ÈÏ ÍÅÁÎÓ ÂÕÓÉÎÅÓÓ ÁÎÄ ×ÏÎȭÔ 
stand for terror and chaos on their watch!? 
 
WILSON (IRL) 
Well, no, I did undertake the deportations, but I seem to come across as a bit of a meanie. 
 
WILSON (JIC) 
What did you call me? 
 
WILSON (IRL) 
) ÍÅÁÎȟ ) ÄÏÎȭÔ ÉÍÁÇÉÎÅ ÍÏÓÔ ÐÅÏÐÌÅ ×ÉÌÌ ÕÎÄÅÒÓÔÁÎÄ ÔÈÅ 
kind of political pressure I was under at the timeɂ 
 
WILSON (JIC) 
ARE YOU TRYING TO APOLOGIZE? 
 
WILSON (IRL) 
Watch who you are speaking to, sir. I am the President of 
the United States! 
 
WILSON (JIC) 
Listen, you were just dealing with a collection of bomb-happy terrorists. I have the entire Zeno 
Cabal to worry about. Do you have any idea of the kind of reach that organization has?  
 
WILSON (IRL) 
,ÉÓÔÅÎÉÎÇ ÔÏ ÙÏÕ ÒÅÍÉÎÄÓ ÍÅ ÏÆ ÈÏ× ÓÔÒÅÓÓÆÕÌ ÉÔ ÉÓ ÔÏ ÂÅ 0ÒÅÓÉÄÅÎÔȣ 
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ACTIVITY 2 ɀ Words in Context: Understanding the Literary Nature of Graphic Novels 
 
Objective: Teach students to identify figures of speech in a work of literature. 
 
As mentioned in Activity 2 for Book 1, some works of literature are particularly well-suited to 
teach young people about the beauty and power of language. Book 2 also presents its readers 
with an impressive array of various figures of speech that help readers to make meaning. 
 
Because of their visual nature, comics and graphic novels are well suited to help students 
understand how figures of speech and other literary devices shape our understanding. As well, 
the economy of language found in visual narratives means that we actually encounter these 
features of language much more frequently than in other forms, like the novel. 
 
HOW IT WORKS 
 
This activity begins with the teacher having students in pairs look at pages 19-22 in the graphic 
ÎÏÖÅÌȢ 4ÈÉÓ ÉÓ ÔÈÅ ÍÅÅÔÉÎÇ ÏÆ ÔÈÅ :ÅÎÏ #ÁÂÁÌ ÉÎ !ÔÈÅÎÓȢ 7ÈÅÎ ÔÈÅÙȭÖÅ ÄÏÎÅ ÔÈÉÓȟ ÔÈÅ ÐÁÉÒ 
ÉÄÅÎÔÉÆÉÅÓ ÁÎÙ ÆÉÇÕÒÅÓ ÏÆ ÓÐÅÅÃÈ ÔÈÁÔ ÔÈÅÙ ÆÉÎÄ ÉÎ ÔÈÅ ÐÁÎÅÌÓ ÔÈÅÙȭÒÅ examining. Here are some 
of the things that the students might identify: 
 

¶ Ȱ!ÒÅ ÙÏÕÒ ÂÒÁÉÎÓ ÐÉÃËÌÅÄ ÏÎ /ÕÚÏȩȱ ɉÍÕÌÔÉÓÅÎÓÏÒÙ ÉÍÁÇÅÒÙȟ ÓÁÒÃÁÓÍɊ 

¶ Ȱ4ÈÉÓ ÍÅÅÔÉÎÇ ÉÓ ÁÓ ÓÅÃÕÒÅ ÁÓ ÁÎÙ ÃÁÓÔÌÅȢȱ ɉÓÉÍÉÌÅɊ 

¶ Ȱ4ÈÅ !ÍÅÒÉÃÁÎÓ ÈÁÖÅ ×ÒÁÐÐÅÄ Á ÇÉÆÔ ÆÏÒ ÕÓȢ ) ÍÅÁÎ ÔÏ ÁÃÃÅÐÔ ÉÔȢȱ ɉÃÏÎÃÅÉÔɊ 

¶ Ȱ3Ï ÁÒÅ ×Å ÔÏ ×ÁÉÔ ÁÔ ÔÈÅ ÁÉÒÐÏÒÔÓ ÁÎÄ ÄÏÃËÓ ÁÎÄ ÁÉÒÆÉÅÌÄÓ ÉÎ ÅÖÅÒÙ ÎÁÔÉÏÎ ×ÉÔÈ ÆÌÏ×ÅÒÓ 
ÁÎÄ ÃÈÏÃÏÌÁÔÅÓ ÉÎ ÈÁÎÄȩȱ ɉÐÏÌÙÓÙÎÄÅÔÏÎȟ ÒÈÅÔÏÒÉÃÁÌ ÑÕÅÓÔÉÏÎȟ ÓÁÒÃÁÓÍɊ 

¶ Ȱ7Å ×ÉÌÌ ÂÒÉÎÇ ÔÈÅÍ ÈÅÒÅȟ ÓÃÁÔÔÅÒ ÔÈÅÍ ÁÓ ÎÅÅÄÅÄȟ ÁÎÄ ÕÓÅ ÔÈÅÍ ÁÓ ÄÅÓÉÒÅÄȢȱ ɉ2ÕÌÅ ÏÆ ΩɊ 

¶ Ȱ"ÕÔ ×ÈÁÔ ÏÆ #ÁÒÎÅÇÉÅȭÓ #ÌÏ×ÎÓȩȱ ɉÍÅÔÏÎÙÍÙɊ 

¶ Ȱ6ÅÒÓÁÉÌÌÅÓ ÉÓ Á ÈÏÕÓÅ ÏÆ ÃÁÒÄÓȢȱ ɉÃÌÉÃÈïȟ ÍÅÔÁÐÈÏÒɊ 

¶ Ȱ,ÅÔ 'ÁÌÌÅÁÎÉ ÓÔÒÉËÅ ÆÒÏÍ ÈÉÓ ÐÅÒÃÈȢȱ ɉÚÏÏÍÏÒÐÈÉÓÍɊ 

¶ Ȱ3ÅÐÁÒÁÔÅÌÙȟ ÂÕÔ ÔÏÇÅÔÈÅÒȢȱ ɉÁÎÔÉÔÈÅÓÉÓȟ ÏØÙÍÏÒÏÎɊ 
 
Once the pairs of students have identified lines and turns of phrase that they believe contain 
figures of speech, they take turns sharing them with the class. This leads to a discussion of how 
different figures of speech contribute to our understanding not only of language, but of those 
who speak it. Here are some of the things that can be said about the sentences identified 
above 
 
Ȱ!ÒÅ ÙÏÕÒ ÂÒÁÉÎÓ ÐÉÃËÌÅÄ ÏÎ /ÕÚÏȩȱ 
 
Not only does this line feature sarcasm ɀ the character wondering why they have chosen the 
top of a hill in full view of the city of Athens to have a secret meeting of the Zeno cabal ɀ but 
ÉÔȭÓ ÁÎ ÅØÃÅÌÌÅÎÔ ÅØÁÍÐÌÅ ÏÆ multisensory imagery. Students are usually adept at identifying 
×ÈÅÒÅ ÉÍÁÇÅÒÙ ÅØÉÓÔÓȟ ÂÕÔ ÄÏÎȭÔ ÁÌ×ÁÙÓ ÅØÐÒÅÓÓ ÔÈÉÓ ÉÍÁÇÅÒÙ ÁÃÃÏÒÄÉÎÇ ÔÏ ÉÔÓ ÖÁÒÉÏÕÓ 
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ÃÁÔÅÇÏÒÉÅÓȢ (ÅÒÅȟ ÔÈÅ ÖÉÓÕÁÌ ÉÍÁÇÅÒÙ ÏÆ ÔÈÅ ȰÂÒÁÉÎÓȱ ÂÅÉÎÇ ÒÅÆÅÒÒÅÄ ÔÏ ÈÁÓ Á ÔÁÃÔÉÌÅ ÃÏÍÐÏÎÅÎÔ 
ÔÏ ÉÔȟ ÂÅÉÎÇ ȰÐÉÃËÌÅÄȱ ÂÙ ÔÈÅ /ÕÚÏȢ !Ó ×ÅÌÌȟ ÔÈÅ ÁÌÃÏÈÏÌ ÉÔÓÅÌÆ ÅÖÏËÅÓ ÂÏÔÈ ÏÌÆÁÃÔÏÒÙ ɉÓÍÅÌÌɊ ÁÎÄ 
gustatory (taste) imagery, making the entire sentence rather descriptive, and the sarcasm that 
ÍÕÃÈ ÍÏÒÅ ÅÆÆÅÃÔÉÖÅȢ /Æ ÃÏÕÒÓÅȟ ×ÈÅÎ ÔÈÅ ÃÈÁÒÁÃÔÅÒ ÍÁËÅÓ ÔÈÅ ÃÏÍÍÅÎÔȟ ȰÂÒÁÉÎÓȱ ÉÓ ÒÅÁÌÌÙ Á 
ÓÕÂÓÔÉÔÕÔÅ ÆÏÒ ȰÍÉÎÄȱ ÓÕÇÇÅÓÔÉÎÇ ÔÈÁÔ ÔÈÅ ÂÒÁÉÎÓ ÂÅÉÎÇ ÐÉÃËÌÅÄ ÉÓ Á ËÉÎÄ ÏÆ ÍÅÔÁÐÈÏÒȟ ÁÎÄ ÔÈÅ 
brains themselves a kind of synecdoche. 
 

 
 
Ȱ4ÈÅ ÍÅÅÔÉÎÇ ÉÓ ÁÓ ÓÅÃÕÒÅ ÁÓ ÁÎÙ ÃÁÓÔÌÅȢȱ 
 
4ÈÉÓ ÉÓ Á ÃÌÁÓÓÉÃ ÓÉÍÉÌÅȟ Á ÃÏÍÐÁÒÉÓÏÎ ÕÓÉÎÇ ȰÌÉËÅȟȱ ȰÁÓȟȱ ÏÒ ȰÔÈÁÎȢȱ )ÔȭÓ ÁÎ ÅÆÆÅÃÔÉÖÅ ÅØÐÒÅÓÓÉÏÎ ÉÎ 
part because we imagine a group like Zeno meeting in something like a nefarious castle. Here, 
though, their meeting place in full view of the city perhaps shows the daring and intrepid 
nature of their leader. 
 
Ȱ4ÈÅ !ÍÅÒÉÃÁÎÓ ÈÁÖÅ ×ÒÁÐÐÅÄ Á ÇÉÆÔ ÆÏÒ ÕÓȢ ) ÍÅÁÎ ÔÏ ÁÃÃÅÐÔ ÉÔȢȱ 
 
This pair of sentences, taken together, is a clear example of a metaphor. The xenophobia of 
the Wilson administration is going to allow Zeno to carry out an act of terrorism that will see 
ÔÈÅ ÄÅÐÏÒÔÁÔÉÏÎ ÏÆ ÍÅÎ ÐÏÔÅÎÔÉÁÌÌÙ ÌÏÙÁÌ ÔÏ :ÅÎÏȭÓ ÃÁÕÓÅȢ )Î ÅÆÆÅÃÔȟ the government has 
×ÒÁÐÐÅÄ Á ÇÉÆÔ ÆÏÒ ÔÈÅ ÃÁÂÁÌȢ (Ï×ÅÖÅÒȟ ÉÎ ÔÈÅ ÎÅØÔ ÐÁÎÅÌ ÉÔ ÉÓ ÏÎÃÅ ÁÇÁÉÎ ÅÍÐÈÁÓÉÚÅÄ ÔÈÁÔ Ȱ4ÈÅ 
!ÍÅÒÉÃÁÎÓȭ ÇÉÆÔ ÉÓ Á ÒÅÁÄÙ-ÍÁÄÅ ÁÒÍÙȢȱ 4ÈÉÓ ÔÁËÅÓ ÔÈÅ ÍÅÔÁÐÈÏÒ ÁÎÄ ÒÁÉÓÅÓ ÉÔ ÔÏ ÔÈÅ ÌÅÖÅÌ ÏÆ Á 
conceit, a literary device that is a form of extended metaphor. It is by no means an elaborate 
conceit, but it shows that the writers have taken a metaphor and extended it beyond its use in 
a single phrase or sentence. 
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Ȱ3Ï ÁÒÅ ×Å ÔÏ ×ÁÉÔ ÁÔ ÔÈÅ ÁÉÒÐÏÒÔÓ ÁÎÄ ÄÏÃËÓ ÁÎÄ ÁÉÒÆÉÅÌÄÓ ÉÎ ÅÖÅÒÙ ÎÁÔÉÏÎ ×ÉÔÈ Ælowers and 
ÃÈÏÃÏÌÁÔÅÓ ÉÎ ÈÁÎÄȩȱ 
 
This is a wonderful sentence to explore with students, because of the rich use of literary 
language. First and foremost is its use of a very underrated literary device: polysyndeton. This 
occurs when words, phrases, or clauses, are joined by a succession oÆ ÔÈÅ ×ÏÒÄÓ ȰÁÎÄȱ ÏÒ ȰÏÒȟȱ 
ÉÎÓÔÅÁÄ ÏÆ ÔÈÅ ÌÉÓÔ ÂÅÉÎÇ ÓÅÐÁÒÁÔÅÄ ÂÙ ÃÏÍÍÁÓȢ )Î ÔÈÉÓ ÐÈÒÁÓÅȟ ÓÁÙÉÎÇ ȰÁÉÒÐÏÒÔÓ ÁÎÄ ÄÏÃËÓ ÁÎÄ 
ÁÉÒÆÉÅÌÄÓȱ ÒÅÉÎÆÏÒÃÅÓ ÔÈÅ ÒÉÄÉÃÕÌÏÕÓÎÅÓÓ ÏÆ ÔÈÅ :ÅÎÏ ÃÁÂÁÌ ÔÒÁÖÅÌÌÉÎÇ ÁÌÌ ÏÖÅÒ %ÕÒÏÐÅ ÔÏ ÒÅÃÒÕÉÔ 
those kicked out of the United States. The impossibility of doing this is emphasized by using 
ȰÁÎÄȱ ÂÅÔ×ÅÅÎ ÅÁÃÈ ÉÔÅÍȟ ×ÈÉÃÈ ÍÁËÅÓ ÔÈÅ ÔÁÓË ÓÅÅÍ ÍÕÃÈ ÔÏÏ ÄÉÆÆÉÃÕÌÔȢ !Ó ×ÅÌÌȟ ÔÈÉÓ 
interrogative sentence is a rhetorical question that uses sarcasm. Of course a group of evil 
ÇÅÎÉÕÓÅÓ ×ÏÕÌÄÎȭÔ ÂÅ Èanging out at airports and docks and airfields with flowers and 
ÃÈÏÃÏÌÁÔÅÓ ÉÎ ÈÁÎÄȢ ɉ.ÏÔÅ ÁÓ ×ÅÌÌ ÔÈÁÔ ÔÈÅ ȰÆÌÏ×ÅÒÓ ÁÎÄ ÃÈÏÃÏÌÁÔÅÓȱ ÐÒÏÖÉÄÅ ÖÉÓÕÁÌȟ ÏÌÆÁÃÔÏÒÙȟ 
and gustatory imagery.) 
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Ȱ7Å ×ÉÌÌ ÂÒÉÎÇ ÔÈÅÍ ÈÅÒÅȟ ÓÃÁÔÔÅÒ ÔÈÅÍ ÁÓ ÎÅÅÄÅÄȟ ÁÎÄ ÕÓÅ ÔÈÅÍ ÁÓ ÄÅÓÉÒÅÄȢȱ 
 
4ÈÉÓ ÉÓ Á ÆÉÎÅ ÅØÁÍÐÌÅ ÏÆ ÔÈÅ ÁÕÔÈÏÒÓȭ ÕÓÅ ÏÆ ÔÈÅ 2ÕÌÅ ÏÆ 4ÈÒÅÅȢ 4ÈÉÓ ÓÈÏÕÌÄÎȭÔ ÂÅ ÃÏÎÆÕÓÅÄ ×ÉÔÈ 
the Rule of Thirds that derives from photography and visual art. The Rule of Three argues that 
things presented in threes have an aesthetic effect that differs from when these things are 
presented in an amount other than three. In the example, for instance, there are three things 
ÔÈÁÔ ÔÈÅ ÃÁÂÁÌ ÐÌÁÎÓ ÔÏ ÄÏ ×ÉÔÈ ÔÈÅ ÐÅÏÐÌÅ ÔÈÅÙ ÁÃÑÕÉÒÅȡ ȰÂÒÉÎÇ ÔÈÅÍ ÈÅÒÅȟ ÓÃÁÔÔÅÒ ÔÈÅÍ ÁÓ 
ÎÅÅÄÅÄȟ ÁÎÄ ÕÓÅ ÔÈÅÍ ÁÓ ÄÅÓÉÒÅÄȢȱ 4ÈÅ ÉÄÅÁ is that when we present two things to a reader, he 
or she is likely to compare them. When we present four or more things, the reader sees them 
as a list. The Rule of Three suggests that things presented in threes have an aesthetic effect 
that avoids comparÉÓÏÎ ÂÕÔ ÄÏÅÓÎȭÔ ÌÏÓÅ ÔÈÅ ÒÅÁÄÅÒ ÉÎ Á ÌÉÓÔ ÏÆ ÉÔÅÍÓȢ ɉ.ÏÔÅ ÔÈÁÔ ÔÈÅ ÒÕÌÅ ÏÆ 
ÔÈÒÅÅ ÁÌÓÏ ÁÐÐÌÉÅÓ ÔÏ ÏÎÅ ÏÆ ÔÈÅ ÓÅÎÔÅÎÃÅÓ ×Å ÌÏÏËÅÄ ÁÔ ÅÁÒÌÉÅÒȡ ȰÔÈÅ ÁÉÒÐÏÒÔÓ ÁÎÄ ÄÏÃËÓ ÁÎÄ 
ÁÉÒÆÉÅÌÄÓȢȱ 
 

 
 
Ȱ"ÕÔ ×ÈÁÔ ÏÆ #ÁÒÎÅÇÉÅȭÓ ÃÌÏ×ÎÓȩȱ 
 
This nasty comment is an example of metonymyȢ -ÏÓÔ ÓÔÕÄÅÎÔÓ ×ÏÕÌÄ ÉÄÅÎÔÉÆÙ ȰÃÌÏ×ÎÓȱ ÁÓ Á 
metaphor, since Gabriella Antolini appears to be comparing Peter, Helen, and the rest of the 
heroes that Carnegie assembled in Book 1 of the series to clowns. However, metonymy occurs 
when one word with a connecÔÉÏÎ ÔÏ ÁÎÏÔÈÅÒ ÒÅÐÌÁÃÅÓ ÉÔȢ )Î ÔÈÉÓ ÃÁÓÅȟ !ÎÔÏÌÉÎÉ ÓÅÅÓ #ÁÒÎÅÇÉÅȭÓ 
ÈÅÒÏÅÓ ÁÓ ȰÃÌÏ×ÎÓȱ ÁÎÄ ÓÏ ÕÓÅÓ ÔÈÉÓ ÔÅÒÍ ÅÖÅÎ ÔÈÏÕÇÈ ÔÈÅÙ ÁÒÅÎȭÔ ÃÌÏ×ÎÓȢ 4ÈÉÓ ÄÉÆÆÅÒÓ ÆÒÏÍ 
synecdoche, in which the replacement word is a part of (or the whole of) the word it replaces. If 
!ÎÔÏÌÉÎÉ ÈÁÄ ÓÁÉÄȟ Ȱ"ÕÔ ×ÈÁÔ ÏÆ #ÁÒÎÅÇÉÅȭÓ ÈÉÒÅÄ ÈÁÎÄÓȩȱ ÔÈÉÓ ×ÏÕÌÄ ÂÅ ÓÙÎÅÃÄÏÃÈÅȢ 4ÈÅ ×ÏÒÄ 
ȰÈÁÎÄÓȱ ÒÅÐÒÅÓÅÎÔÓ Á ÐÁÒÔ ÏÆ ÔÈÅ ÈÅÒÏÅÓ ɉ×ÈÏ ÈÁÖÅ ÈÁÎÄÓɊ ÁÎÄ ÓÏ ÂÅÃÁÕÓÅ Á ÐÁÒÔ ÉÓ ÂÅÉÎÇ ÕÓÅÄ 
ÔÏ ÒÅÐÒÅÓÅÎÔ ÔÈÅ ×ÈÏÌÅȟ ÔÈÅ ÌÉÔÅÒÁÒÙ ÄÅÖÉÃÅ ÉÓ ÓÙÎÅÃÄÏÃÈÅȢ (Ï×ÅÖÅÒȟ ȰÃÌÏ×ÎÓȱ ÁÒÅ ÎÏÔ Á ÐÁÒÔ ÏÆ 
ɉÏÒ ÔÈÅ ×ÈÏÌÅ ÏÆɊ #ÁÒÎÅÇÉÅȭÓ ÈÅÒÏÅÓȟ ÓÏ ÉÔȭÓ ÁÎ ÅØÁÍÐÌÅ ÏÆ ÍÅÔÏÎÙÍÙȢ 
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Ȱ6ÅÒÓÁÉÌÌÅÓ ÉÓ Á (ÏÕÓÅ ÏÆ #ÁÒÄÓȱ 
 
This is a clichéd expression ɀ an overused phrase that describes something that is ready to fall. 
Of course, it is a metaphor, as well, since Versailles, the city, is being compared to an unstable 
ÓÔÒÕÃÔÕÒÅ ÔÈÁÔ ÃÁÎ ÆÁÌÌ ÁÔ ÁÎÙ ÍÏÍÅÎÔȢ )ÔȭÓ ÔÈÅ ÐÅÒÆÅÃÔ ÌÉÎe for a villain because it brings 
together the triteness of a cliché with a simple metaphor that clearly shows the evil designs he 
has in mind. 
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Ȱ,ÅÔ 'ÁÌÌÅÁÎÉ ÓÔÒÉËÅ ÆÒÏÍ ÈÉÓ ÐÅÒÃÈȱ 
 
Most students have a handle on personification (or anthropomorphism) in which inanimate 
objects are imbued with human characteristics. However, this line is an example of 
zoomorphism, a figure of speech in which a person is given the qualities of an animal. In this 
ÉÎÓÔÁÎÃÅȟ 'ÁÌÌÅÁÎÉ ÉÓ ÂÅÉÎÇ ÃÏÍÐÁÒÅÄ ÔÏ Á ÂÉÒÄ ÔÈÁÔ ÈÁÓ ÔÈÅ ÁÂÉÌÉÔÙ ÔÏ ȰÓÔÒÉËÅ ÆÒÏÍ ÈÉÓ ÐÅÒÃÈȱ 
without being detected. (Note: chremamorphism is another literary figure in which a person is 
given the qualities of an inanimate object). 
 

 
 

Ȱ3ÅÐÁÒÁÔÅÌÙȟ ÂÕÔ ÔÏÇÅÔÈÅÒ.ȱ 

This expression is a perfect example of two important literary devices: oxymoron and 

antithesis. The latter, antithesis, occurs when a line contains two opposite ideas, concepts, or 

ÅØÐÒÅÓÓÉÏÎÓ ÁÎÄ Ȱ3ÅÐÁÒÁÔÅÌÙȟ ÂÕÔ ÔÏÇÅÔÈÅÒȱ ÄÏÅÓ ÊÕÓÔ ÔÈÁÔȢ (Ï×ÅÖÅÒȟ ÉÔȭÓ ÍÏÒÅ ÓÐÅÃÉÆÉÃÁÌÌÙ ÁÎ 

example of an oxymoron, where two words or expressions that are completely opposed are 

ÌÉÔÅÒÁÌÌÙ ÐÕÔ ÓÉÄÅ ÂÙ ÓÉÄÅȢ 7Å ÕÎÄÅÒÓÔÁÎÄ ÔÈÁÔ ÔÈÅ ÍÅÍÂÅÒÓ ÏÆ :ÅÎÏȭÓ ÃÁÂÁÌ ×ÉÌÌ ÅÁÃÈ ÇÏ ÁÂÏÕÔ 

ÔÈÅÉÒ ÉÎÄÉÖÉÄÕÁÌ ɉÏÒ ȰÓÅÐÁÒÁÔÅȱɊ ÒÏÌÅ ÂÕÔ ×ÉÌÌ ÄÏ ÓÏ ×ÉÔÈ Á ÃÏÍÍÏÎ ÐÕÒÐÏÓÅ ɉȰÔÏÇÅÔÈÅÒȱɊȢ 

However, putting the two expressions one after the other reinforces the dangerous 

deceptiveness of their plans.  

* * *  
 
Students become better readers of all forms of literature when they develop the vocabulary 
needed to talk about that literature in a sophisticated way. Book 2 of The Jekyll Island 
Chronicles provides them with a wealth of literary figures to discuss, and this activity helps to 
get the conversation started. 
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ACTIVITY 3 ɀ The Lost Scene 

 
Objective: Give students an opportunity to extend their understanding of a graphic story by 
applying this understanding to the development of an additional panel sequence of their choosing. 
 
)Î ÔÈÅ 4ÅÁÃÈÅÒȭÓ 'ÕÉÄÅ ÆÏÒ "ÏÏË Χȟ ÓÔÕÄÅÎÔÓ ×ÅÒÅ ÅÎÃÏÕÒÁÇÅÄ ÔÏ ÌÏÏË ÁÔ Á ÓÐÅÃÉÆÉÃ ÐÁÎÅÌ 
ÓÅÑÕÅÎÃÅ ÉÎ ÔÈÅ ÇÒÁÐÈÉÃ ÎÏÖÅÌȟ ÁÎÄ ÔÏ ȰÔÒÁÎÓÌÁÔÅȱ ÔÈÅ ÓÅÑÕÅÎÃÅ ÉÎÔÏ ÐÒÏÓÅ ÆÉÃÔÉÏÎȢ 4ÈÅ ÐÏÉÎÔ ÏÆ 
ÔÈÅ ÁÃÔÉÖÉÔÙ ×ÁÓ ÔÏ ÈÁÖÅ ÓÔÕÄÅÎÔÓ ÒÅÃÏÇÎÉÚÅ ÈÏ× ÐÒÏÓÅ ×ÒÉÔÅÒÓ ×ÈÏ ÄÏÎȭÔ work with the visual 
narrative form must exclusively use language in order to allow the reader to have a visual 
ÅØÐÅÒÉÅÎÃÅ ÏÆ ÔÈÅÉÒ ÓÔÏÒÙȢ )Î Ȱ4ÈÅ ,ÏÓÔ 3ÃÅÎÅȱ ÁÃÔÉÖÉÔÙȟ ÔÈÅ ÉÄÅÁ ÉÓ ÔÏ ÅÎÃÏÕÒÁÇÅ ÔÈÅ ÓÔÕÄÅÎÔ ÔÏ 
leverage their understanding of Book 2 to add an additional comics page to the story. 
 
HOW IT WORKS 
 
Students choose one of two scenes that leave a villain having been outwitted. The first is the 
sequence that ends on page 36, in which our villain has been deceived by the man he has just 
ËÉÌÌÅÄȢ 4ÈÅ ÓÅÃÏÎÄ ÉÓ ÔÈÅ ÚÅÐÐÅÌÉÎ ÓÃÅÎÅ ÉÎÖÏÌÖÉÎÇ #ÁÒÎÅÇÉÅȭÓ ÈÅÒÏÅÓ outwitting Gabriela 
Antolini, as Helen disembarks the airship and leaves Antolini to float to Seattle. 
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The activity begins with students familiarizing themselves with one of the two scenes. Then, 
they must prepare an outline of how they might extend the scene by one more page. 
 
)ÍÐÏÒÔÁÎÔ ÃÏÎÓÉÄÅÒÁÔÉÏÎÓ ÔÈÁÔ ÔÈÅÙȭÌÌ ÈÁÖÅ ÔÏ ÍÁËÅ ÁÒÅȣ 
 

¶ How many panels will I use for my one-page extension? 

¶ What must I do to make sure that my panel sequence still works within the context of 
the story?  

¶ What am I really trying to show in my extension of the story? Do I want to focus on the 
emotions of the villain, or something else entirely? 

¶ What kinds of shots will I use in my panel sequence? Will my panels rely on long shots, 
close ups, or a combination of different shots? 

¶ How will my extension of the story enrich it? 
 
Blackline masters are a great way for students to undertake the preliminary work that leads to 
their comics page. An effective strategy is to have them write a single sentence for each panel 
they want to create for their page, so that a page of four additional panels would have them 
write out a four-sentence description of what happens. What students will often find is that 
each of the sentences ends up becoming a panel. 
 
As well, additional blackline masters can be leveraged to have them create the description of 
each panel, as well as the dialogue, so that they engage in the process of writing the notes that 
they would normally hand over to an illustrator drawing their comic. In this case, however, the 
notes are for them. The following is an example of what a student might put together for a 
three panel extension of the first sequence: 
 
PANEL 1 
[Medium shot of the villain with his hand on his forehead, the page he has just been reading hanging limp in his 
hand. The background has darkened, as though in keeping with his mood.] 
 
6),,!). ɉÔÈÏÕÇÈÔ ÂÕÂÂÌÅɊȡ Ȱ2ÁÓÈ ÁÎÄ ÆÏÏÌÉÓÈȣȱ 
 
PANEL 2 
ɍ#ÌÏÓÅ ÕÐ ÏÆ ÔÈÅ ÖÉÌÌÁÉÎȭÓ ÆÁÃÅȢ (Å ÈÁÓ ÌÏÏËÅÄ ÕÐȟ ÁÎÄ ÈÉÓ ÅØÐÒÅÓÓÉÏÎ ÏÆ ÓÅÌÆ-condemnation has turned blank.] 
 
6),,!).ȡ Ȱ.Ï ÍÁÔÔÅÒȣȱ 
 
PANEL 3 
[Now the villain is shown heading back out into the night.] 
 
6),,!).ȡ Ȱȣ) ×ÉÌÌ ÈÁÖÅ ÔÈÏÓÅ ÐÌÁÎÓ ɀ ÏÎÅ ×ÁÙ ÏÒ ÁÎÏÔÈÅÒȦȱ 

 
A great idea is to have students present their comic pages either to the class or in small groups, 
as it allows them to show how their sequence interprets what might have happened while 
being consistent within the broader context of the story. 
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ACTIVITY 4 ɀ Fact or Fiction Revisited 

 
Objective: Students once again learn how to determine which elements of a work of fiction set in 
an historical or reimagined historical context are fact, and which are fiction. 
 
4ÈÉÓ ÁÃÔÉÖÉÔÙ ÉÓ Á ÒÅÐÒÉÓÅ ÆÒÏÍ ÔÈÅ ÆÉÒÓÔ 4ÅÁÃÈÅÒȭÓ 'ÕÉÄÅȟ ÏÎÅ ÔÈÁÔ ÇÅÔÓ ÓÔÕÄÅÎÔÓ ÔÏ ÒÅÃÏÇÎÉÚÅ ÈÏ× 
to engage with information presented to them and separate fact from fiction. Wading through 
this information is often challenging for adults, let alone students, and recognizing the 
difference between fact and fiction can help kids become more informed readers across a 
variety of print and online sources. 
 

 
 
HOW IT WORKS 
 
)Î ÔÈÅ 4ÅÁÃÈÅÒȭÓ 'ÕÉÄÅ ÆÏÒ "ÏÏË Χȟ ÔÅÁÃÈÅÒÓ ×ÅÒÅ ÁÓËÅÄ ÔÏ ÃÏÎÓÉÄÅÒ ÄÉÆÆÅÒÅÎÔ ÐÏÓÓÉÂÌÅ 
approaches to this activity. One approach is for students to work in partners or small groups to 
research a specific character, place, or scene in the graphic novel, and then determine whether 
or not the manner in which this character, place, or scene is represented is historically 
accurate.  
 
An example from Book 2 might be Wall Street bombing depicted on pages 49-52. The 
instructor determines how much historical information he or she wants the students to 
research by having them address one or more of the following questions: 
 

¶ In the graphic novel, the bombing is shown having taken place on September 16, 1920. 

Was this indeed the day of the bombing? What time of day did it take place, and how 

crowded would the streets have been in and around the area of the bombing? 

¶ Who were the casualties of the attack? Did they include children, as Wilson indicates in 

the pages that follow? 
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¶ Although Peter Karovik is a fictional character, are there any stories of people who 

helped to protect, comfort, or simply bore witness to the event? Do their stories 

corroborate what seems to be depicted in the graphic novel? 

¶ Page 52 depicts the front page of a newspaper. Were there evening editions of such 

newspapers that ran the story of the Wall Street Bombing? Did they characterize things 

in the same or similar ways to the page shown in Book 2? 

¶ In the graphic novel, the bombing appears to have been undertaken by Luigi Galleani. 

Was this the only bombing that this real-life figure carried out? If not, what other 

activities did he engage in and what was ultimately his fate? 

¶ Are there historical photos that show the area of the bombing and what it looked like 

both before and after the attack? How historically accurate is the area of the bombing 

as shown in the graphic novel? 

¶ 7ÁÓ 7ÏÏÄÒÏ× 7ÉÌÓÏÎȭÓ ÒÅÁÃÔÉÏÎ ÔÏ ÔÈÅ ÂÏÍÂÉÎÇ ÓÉÍÉÌÁÒ ÔÏ ÏÒ ÄÉÆÆÅÒÅÎÔ ÆÒÏÍ ÔÈÅ ÍÁÎÎÅÒ 

in which it is depicted in the story? Are there first-hand accounts of how this attack at 

the very end of his presidency affected him? 

 

 
 
As students move through these questions, which require differing levels of research, they 
begin to have the material for a much more extensive writing activity. In effect, they are now in 
a position to tackle the following essay question: 
 

 
Q. How does an understanding of the similarities and differences between the history of the 
Wall Street Bombing and how it is represented in 4ÈÅ *ÅËÙÌÌ )ÓÌÁÎÄ #ÈÒÏÎÉÃÌÅÓȡ ! $ÅÖÉÌȭÓ 2ÅÁÃÈ 
help you to better understand the manner in which the authors have presented it in the story? 
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This question is ÓÉÍÉÌÁÒ ÔÏ ÔÈÅ ÏÎÅ ÁÂÏÕÔ #ÁÒÎÅÇÉÅȭÓ ÄÅÁÔÈ ÔÈÁÔ ×ÁÓ ÓÕÇÇÅÓÔÅÄ ÆÏÒ ÔÈÅ ÁÃÔÉÖÉÔÙ ÉÎ 
ÔÈÅ "ÏÏË Χ 4ÅÁÃÈÅÒȭÓ 'ÕÉÄÅȟ ÂÕÔ ÈÅÒÅ ÔÈÅ ÓÔÕÄÅÎÔȭÓ paragraph or multi-paragraph length 
response gives him or her practice in examining how authors of a work of fiction incorporate 
historical events in order to tell their reimagined versions of history. As well, students get 
practice structuring and supporting an argument and incorporating ideas from primary and 
secondary sources.  
 
When students are asked to engage in the kind of research demanded by the questions 
presented above, they are given to see how important investigation is in the process of 
thinking critically about both history and literature. This kind of detective work is particularly 
enjoyable for students as it allows them to explore, discover, and separate fact from fiction. 
 
Other areas of research that might allow students to separate fact from fiction are as follows: 

¶ The fates of characters in the graphic novel who were deported from the United States 

in the wake of the bombing and what happened to the actual people who were exiled. 

¶ The situation developing in England that concerns Henry Ford so acutely, and what was 

actually happening in England in the early 1920s.  

¶ 'ÁÂÒÉÅÌÌÁ !ÎÔÏÌÉÎÉȭÓ ÁÃÔÉÖÉÔÉÅÓ ÉÎ "ÏÏË Ψȟ ÁÎÄ ÔÈÅ ÁÃÔÉÖÉÔÉÅÓ ÏÆ ÈÅÒ ÒÅÁÌ-life counterpart 

during this time. 

¶ 4ÅÓÌÁȭÓ ÉÎÖÅÎÔÉÏÎ ÏÆ Á ÓÕÐÅÒ×ÅÁÐÏÎ ÉÎ ÔÈÅ ÓÔÏÒÙȟ ÁÎÄ ÔÈÅ ËÉÎÄÓ ÏÆ ÉÎÖÅÎÔÉÏÎÓ ÈÅ ×ÁÓ 

credited with throughout the course of his scientific career. 

 
 
This is a rich, multi-phase activity that can allow students to develop some really excellent 
writing based on quality research. 
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Activities for Teaching and Learning ɀ Book 3 
 

 
ACTIVITY 1 ɀ What Happened? 
 
Objective: Have students construct a graphic story by getting them to imagine something that 
might have transpired between the end of Book 2 and the start of Book 3. 
 
Students can really engage with a text when they are given meaningful opportunities to 
imagine something that might have happened to a character ɀ ÓÏÍÅÔÈÉÎÇ ÔÈÁÔ ÔÈÅÙ ÄÏÎȭÔ 
explicitly learn about in the text. One of the best examples of this in Book 3 involves the story 
of Gabriela Antolini. When we last see her near the end of Book 2, she has been tricked onto an 
airship that sweeps her away from Jekyll Island. However, the first time we meet her in Book 3 
ɉÁÓ Ȱ'ÁÂÂÙȱɊȟ ÓÈÅ ÉÓ ÇÅÔÔÉÎÇ ÉÎÔÏ Á ÃÁÒ ×ÉÔÈ President Harding. The question is, what happened 
to her in the time in between? 
 
HOW IT WORKS 
 
In this activity, students work alone to construct a two-page visual narrative that tells part of 
the story that must have taken place between Books 2 and 3. Students will need to keep the 
following questions in mind as they construct their story: 
 

¶ What is happening to Antolini the last time we see her in Book 2? Where is she headed, 
and how long might it take her to arrive at that destination? 

¶ How long has it been in terms of the story between her departure on the airship in A 
$ÅÖÉÌȭÓ 2ÅÁÃÈ ÁÎÄ ÈÅÒ ÁÐÐÅÁÒÁÎÃÅ ÁÔ (ÁÒÄÉÎÇȭÓ ÃÁÍÐÁÉÇÎ ÒÁÌÌÙ ÉÎ Book 2?  

¶ What might explain how she got out of the predicament she was in at the end of Book 
2? Would an historical investigation of the real-life Antolini help in this regard? 

¶ What is a good strategy in terms of laying out the graphic story to engage the reader 
but also be consistent with what we learn in both Books 2 and 3? 

 
Once the students have answered these questions, they can begin the process of constructing 
their two-page story. A good strategy in this regard is for them to initially summarize what will 
happen in their story in exactly two sentences. Each of these sentences will then form one 
page of the story they write. 
 
Two-sentence summary 
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Once students have their two-sentence summary, they must ask themselves how that 
sentence can be addressed in a single page. Sometimes expressing the sentence in visual 
narrative form might require a single panel, but there are times when it might need several. At 
this point, a useful strategy is for the students to quickly sketch out how they might want their 
two pages to look, using simple drawings to show on a very basic level what their panels might 
contain. Then, they can write out what they want to see in each panel. Here is an example of 
what that can look like: 
 
PANEL 1 
 
Establishing shot of an airship landing in Seattle. 
 
¶ NARRATION BOX: May 4, 1921. Seattle, Washington. 

 
PANEL 2 
 
Long shot. The ship has now landed, and a lone figure is emerging. 
 
¶ ANTOLINI: Thanks for the ride, boys. 

 
PANEL 3 
 
Interior. Medium long shot of the pilot and co-pilot laying on the floor of the Zeppelin. It 
appears they have been the victims of foul play ɀ possibly by being poisoned. This is suggested 
by a couple of overturned glasses of wine on a table. 
 
¶ ANTOLINI (from outside the frame): Apologies for the mess.  



56 
 

 

 
 

)ÍÐÏÒÔÁÎÔ ÆÏÒ ÔÈÉÓ ÁÃÔÉÖÉÔÙ ×ÉÌÌ ÂÅ ÅØÐÌÁÉÎÉÎÇ ÔÏ ÓÔÕÄÅÎÔÓ ÔÈÁÔ ÔÈÅÙ ÄÏÎȭÔ ÈÁÖÅ ÔÏ ÁÃÃÏÕÎÔ ÆÏÒ ÁÌÌ 
of the time that has expired in between the end of Book 2 and the start of Book 3. Perhaps 
during their research, students discover that Antolini was jailed for a time. They might want to 
start their scene, then, with Antolini behind bars, perhaps being held in county lockup while 
ÓÈÅȭÓ Á×ÁÉÔÉÎÇ Á ÈÅÁÒÉÎÇȢ  

 
PANEL 1 
 
Establishing exterior shot of a county lockup facility in Seattle. 
 
¶ NARRATION BOX: May 4, 1921. Seattle, Washington. 

 
PANEL 2 
 
)ÎÔÅÒÉÏÒ ÌÏÎÇ ÓÈÏÔȢ 7ÅȭÒÅ ÌÏÏËÉÎÇ ÄÏ×Î Á ÌÏÎÇ ÈÁÌÌ×ÁÙ ÏÆ ÃÅÌÌÓ ÔÏ Á ×ÏÍÁÎ ÉÎ Á ÃÅÌÌ ÁÔ ÔÈÅ ÅÎÄ ÏÆ 
that hallway. In the foreground we see a guard looking over his shoulder at her. 
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¶ ANTOLINI: Jailor dear, can you bring me something to drink? 

¶ JAILOR: Huh? 

 
PANEL 3 
 
Interior. Medium long shot of the jailor standing in front of the cell, with Antolini striking a 
seductive pose as she leans against the bars. 
 
¶ ANTOLINIȡ )ȭÍ ÐÏÓÉÔÉÖÅÌÙ ÐÁÒÃÈÅÄ.  

¶ *!),/2ȡ 7ÅȭÌÌ )ȭÍ ÓÕÒÅ ) ÃÁÎ ÊÕÓÔɂ 

 
PANEL 4 
 
-ÅÄÉÕÍ #ÌÏÓÅ ÓÈÏÔ ÏÆ !ÎÔÏÌÉÎÉ ÒÅÁÃÈÉÎÇ ÔÈÒÏÕÇÈ ÔÈÅ ÂÁÒÓ ÁÎÄ ÓÍÁÓÈÉÎÇ ÔÈÅ ÇÕÁÒÄȭÓ ÈÅÁÄ 
against the cell. An onomatopoeic sound effect is the only text in this wordless panel. 
 
 
PANEL 5 
 
%ØÔÒÅÍÅ ÃÌÏÓÅÕÐ ÏÆ !ÎÔÏÌÉÎÉȭÓ ÈÁÎÄ ÒÅÁÃÈÉÎÇ ÏÕÔ ÁÎÄ ÇÒÁÂÂÉÎÇ ÔÈÅ ÊÁÉÌÏÒȭÓ ËÅÙÓ ÆÒÏÍ ÈÉÓ ÂÅÌÔ ÁÓ 
he falls backwards. 
 
¶ !.4/,).)ȡ .ÅÖÅÒ ÍÉÎÄȣ 

 
PANEL 6 
 
Medium long shot of Antolini emerging from the cell, keys in hand. 
 
¶ ANTOLINI: I can get it myself. 

 
 
An interesting follow-up to such an activity is to get students talking about how the choices 
ÔÈÅÙ ÍÁËÅ ÉÎ ÃÒÅÁÔÉÎÇ ÔÈÅÉÒ ȰÇÒÁÐÈÉÃ ÉÎÔÅÒÌÕÄÅȱ ÍÉÇÈÔ ÁÆÆÅÃÔ ÔÈÅ ÒÅÁÄÅÒȭÓ ÕÎÄÅÒÓÔÁÎÄÉÎÇ ÏÆ ÔÈÅ 
character. Both examples provided above, for instance, add a measure of ruthlessness to 
Antolini that may or may not be fully apparent by reading the series. Of course, this 
ruthlessness could accord with Antolini as an historical figure, so students may want to 
examine her life more closely before putting together their assignment. 
 
!ÓÓÅÓÓÍÅÎÔ ÓÈÏÕÌÄ ÆÏÃÕÓ ÏÎ ÔÈÅ ÓÔÕÄÅÎÔȭÓ ÕÎÄÅÒÓÔÁÎÄÉÎÇ ÏÆ ÔÈÅ ÂÏÏËÓȟ !ÎÔÏÌÉÎÉȭÓ ÃÈÁÒÁÃÔÅÒȟ 
and the graphic novel form. An extension to this activity might involve having the students 
write a reflection on their work. 
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ACTIVITY 2 ɀ Weird Science 

 
Objective: To explore the real-life science of certain aspects of Book 3. 
 
With such a strong focus on science and technology across the various books of the trilogy, this 
activity has students explore the science of things that they encounter in Book 3. 
 
HOW IT WORKS 
 
The activity begins with the teacher having students in pairs look through Book 3 with the aim 
of identifying moments in the graphic novel that might lend themselves to scientific 
investigation. For example, the scene between Karovik and Queen Anne / the Monarch in the 
cemetery brings up the issue of the Spanish flu of 1918-19. Students might be interested in 
investigating how the flu was identified, spread, and treated.  
 

 
 
/ÎÃÅ ÔÈÅ ÐÁÉÒ ÉÄÅÎÔÉÆÉÅÓ ÔÈÒÅÅ ÓÃÅÎÅÓ ÔÈÁÔ ÔÈÅÙ ÍÉÇÈÔ ÌÉËÅ ÔÏ ÉÎÖÅÓÔÉÇÁÔÅ ÆÏÒ ÉÔÓ Ȱ×ÅÉÒÄ ÓÃÉÅÎÃÅȟȱ 
they must choose one and produce a presentation that contains the following: 
 

 

1. A Title Slide that introduces the topic and the presenters 

2. An explanation of the scientific concept they are investigating 

3. A visual excerpt from the scene where the scientific concept comes up 

4. A sequence of slides that looks at  

a. how the scientific concept is presented,  

b. what the book says about it,  
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c. whether what the book says or shows about the concept is accurate, and  

d. how the science involved actually works. 

5. A bibliography or list of works cited, including A Last Call 

6. A list of three questions as the springboard for a discussion. 

 
In total, the students should have a presentation that is approximately ten slides in length and 
lasts 5-10 minutes. 
 
Alternatively, the teacher can assign specific scenes in the book that involve scientific concepts 
or phenomena to ensure that the students make good choices about what to investigate. Here 
are some examples of scenes that might work well. 
 
¶ The discussion of the Spanish flu (pages 5-7) 

¶ The mechanics of a ship sinking after it explodes (page 11) 

¶ The concept of a death ray (pages 18-20, 64-66) 

¶ The use of an insulation suit (pages 24-28) 

¶ The science of either biplane flight or biplane combat (pages 38-43) 

¶ Post-traumatic stress disorder (pages 44-45) 

¶ Bugging a telephone (pages 69-70) 

¶ How a microphone works (pages 80-84) 

¶ The science of the Gleno Dam disaster (page 85) 

¶ Diesel-powered technology (page 98) 

¶ The mechanics and design of the monowheel (page 124) 

¶ The technology of submersibles (page 140-42) 

This is potentially a very rich activity that could lead into a more formal, individual research 
ÐÁÐÅÒȢ !ÓÓÅÓÓÍÅÎÔ ÏÆ ÔÈÅ ÐÒÅÓÅÎÔÁÔÉÏÎ ÉÎÃÌÕÄÅÓ ÔÈÅ ÓÔÕÄÅÎÔȭÓ ÄÅÍÏÎÓÔÒÁÔÅÄ ËÎÏ×ÌÅÄÇÅ ÏÆ ÔÈÅ 
scientific principle or topic, their analysis of it in the context of the book, their formal 
presentation skills, and their ability to organize the slides effectively. 
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ACTIVITY 3 ɀ Collector Cards 
 
Objective: Give students an opportunity to extend and deepen their understanding of a specific 
character by having them design a series of collectible cards. 
 
Collectible cards in a variety of forms have long been an engaging hobby for enthusiasts, 
young and old alike. In recent decades, as well, the rise of games like Magic, the Gathering and 
Yu-Gi-Oh! have reintroduced card collecting to a whole new generation of young people. In this 
activity, students research, design, and create a collectible card based on one of the characters 
from The Jekyll Island Chronicles. 
 
HOW IT WORKS 
 
Students choose one of the characters in the graphic novel and use them to create a collectible 
card. My strong suggestion for this activity is to provide the students with the characters they 
may choose from, perhaps even opting to eliminate certain characters (e.g., Hitler).   
 

    
 

A good way to begin this activity is to have students complete a graphic organizer that allows 

them to include a lot of information about their chosen character. In the case of either fictional 

or historical characters, this could include various facts about their appearance, clothing, 

height, weight, place of origin, nationality, etc. followed by information about who they are, 

what they do, and what they say. 

What the teacher must decide is the following: 

¶ How much material will the student be encouraged to draw upon from the first two books? 

¶ Will the card take shape from a provided template or will students design that for themselves? 

¶ How will the cards ultimately be displayed or used? Will they collectively be combined to create 

a kind of game system, for instance? 
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¶ What technology will the students be encouraged to use to design and create their cards? 

¶ Will they use specific software programs, pen and paper, or collage? 

 
 
Some suggestions for displaying or presenting the cards include a virtual tour in which 

students present their images on phones, tablets, or laptops, with half of the groups 

presenting while the other half tour around and listen. Alternatively, students could extend the 

activity further by incorporating the game element and designing card packs, a game board, a 

game box, or other items that might be involved in a game based on the cards. 

As well, it might be a really nice idea for students to develop cards that feature places or 

objects in addition to (or rather than) characters. This might be an interesting way for students 

to engage with the various locales that they are presented with throughout all three books of 

the series. 

There are many directions in which to take this activity and it can involve a variety of discrete 

skills. These include sketching, drawing, photoshopping, researching, writing, organizing 

presenting, playing, designing, and sharing. 
 

 


