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Abstract 
 

 The intersection of crime and graphic 

novels in a post-COVID world provides a 

captivating lens to explore themes in medical 

humanities and memory studies. This paper 

delves into the profound psychological impact 

of crime, social inequalities, memory and 

trauma, ethical dilemmas, narrative and 

representation, and the cultural and historical 

context of crime through the unique 

storytelling medium of graphic novels. In the 

aftermath of a global pandemic, where society 

grapples with collective trauma, graphic 

narratives shed light on the intricate 

experiences of crime's victims and perpetrators, 

examining their mental health, memory, and 

sense of self. These narratives also highlight 

the role of social inequalities in shaping 

criminal activities and experiences, addressing 

issues of access to healthcare, economic 

hardships, and discrimination. Moreover, 

crime-related graphic novels explore the 

relationship between memory and trauma, 

revealing how the pandemic and crime disrupt 

individual and collective memories, 

influencing healing, recovery, and the pursuit 

of justice. Ethical dilemmas surrounding crime 

and justice become more complex in a post-

COVID world with strained healthcare systems 

and shifting social norms, prompting critical 

reflection on punishment, rehabilitation, and 

memory erasure. Graphic novels challenge 

dominant narratives and offer diverse 

representations of crime, criminals, and 

victims, influencing our collective 

understanding of crime, memory, and 

healthcare practices. Additionally, these 

narratives contextualize crime within the 

broader cultural and historical fabric, 

examining issues such as surveillance, privacy, 

and the impact of technology. By exploring 
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this intersection, we gain insights into the 

psychological, social, ethical, and cultural 

dimensions of crime, memory, and healthcare 

in a post-pandemic society. This exploration 

fosters critical analysis, empathy, and 

reflection on the complex interactions between 

individuals, society, and memory, shaping our 

understanding of the post-COVID world and 

its implications. 
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I. INTRODUCTION  

 

 The intersection of crime and graphic novels in a post-COVID world provides a 

captivating lens to explore themes in medical humanities and memory studies. This paper 

delves into the profound psychological impact of crime, social inequalities, memory and 

trauma, ethical dilemmas, narrative and representation, and the cultural and historical 

context of crime through the unique storytelling medium of graphic novels. In the aftermath 

of a global pandemic, where society grapples with collective trauma, graphic narratives 

shed light on the intricate experiences of crime's victims and perpetrators, examining their 

mental health, memory, and sense of self. These narratives also highlight the role of social 

inequalities in shaping criminal activities and experiences, addressing issues of access to 

healthcare, economic hardships, and discrimination. Moreover, crime-related graphic 

novels explore the relationship between memory and trauma, revealing how the pandemic 

and crime disrupt individual and collective memories, influencing healing, recovery, and 

the pursuit of justice. Ethical dilemmas surrounding crime and justice become more 

complex in a post-COVID world with strained healthcare systems and shifting social 

norms, prompting critical reflection on punishment, rehabilitation, and memory erasure. 

Graphic novels challenge dominant narratives and offer diverse representations of crime, 

criminals, and victims, influencing our collective understanding of crime, memory, and 

healthcare practices. Additionally, these narratives contextualize crime within the broader 

cultural and historical fabric, examining issues such as surveillance, privacy, and the impact 

of technology. By exploring this intersection, we gain insights into the psychological, 

social, ethical, and cultural dimensions of crime, memory, and healthcare in a post-

pandemic society. This exploration fosters critical analysis, empathy, and reflection on the 

complex interactions between individuals, society, and memory, shaping our understanding 

of the post-COVID world and its implications. 

 

II. PSYCHOLOGICAL IMPACT 

 

 Graphic novels can delve into the psychological impact of crime, exploring the 

experiences of both victims and perpetrators. In a post-COVID world, where the collective 

trauma of a pandemic is prevalent, graphic novels can examine how crime and the 

aftermath affect individuals' mental health, memory, and sense of self. Here are a few 

graphic novels that explore the psychological impact of crime in a post-COVID world: 

 

 "The Fade Out" by Ed Brubaker and Sean Phillips: Set in the 1940s, this noir crime 
graphic novel examines the psychological toll of a murder on a group of Hollywood 

filmmakers. While not directly post-COVID, it delves into themes of memory, 

trauma, and the psychological aftermath of crime. 

 "Gotham Central" by Ed Brubaker, Greg Rucka, and Michael Lark: This series 
focuses on the Gotham City Police Department and their efforts to solve crimes in 

Batman's shadow. It explores the psychological impact of living and working in a 

crime-ridden city, touching on themes of trauma, identity, and the toll that crime 

takes on the officers. 

 "The Killer" by Matz and Luc Jacamon: This graphic novel series follows an 

international hitman and delves into the psychological aspects of his profession. It 
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explores themes of guilt, identity, and the impact of a life of crime on the 

protagonist's mental state. 

 "My Favorite Thing Is Monsters" by Emil Ferris: Although not directly focused on 
crime, this graphic novel tells the story of a young girl investigating the murder of 

her neighbor in 1960s Chicago. It delves into themes of trauma, memory, and the 

power of imagination in coping with difficult experiences. 

 "Pulp" by Ed Brubaker and Sean Phillips: This standalone graphic novel explores 

the psychological consequences of a retired gunslinger's past catching up with him 

in the 1930s. It delves into themes of memory, regret, and the lasting impact of a life 

lived in crime. 

 

 While these graphic novels may not specifically address a post-COVID world, they 

provide compelling explorations of the psychological impact of crime and the intricate 

experiences of individuals affected by it. 

 

III.  SOCIAL INEQUALITY AND MARGINALIZATION 

 

 Graphic novels often depict crime within the context of social inequality and 

marginalization. They can shed light on how socioeconomic disparities, exacerbated by the 

pandemic, contribute to criminal activities and shape the experiences of those involved. 

These narratives can address issues of access to healthcare, economic hardships, and 

discrimination, offering insights into the impact of such factors on memory and societal 

structures. Here are a few graphic novels that explore the theme of social inequality and 

marginalization within the context of crime: 

 

 "March" by John Lewis, Andrew Aydin, and Nate Powell: This trilogy of graphic 

novels is a powerful memoir of Congressman John Lewis, a prominent figure in the 

Civil Rights Movement. It depicts the struggle against racial inequality and systemic 

injustice, shedding light on the marginalized experiences of African Americans and 

the fight for equal rights. 

 "Persepolis" by Marjane Satrapi: This autobiographical graphic novel explores the 
author's experiences growing up in Iran during the Islamic Revolution. It delves into 

the social inequality and marginalization faced by women and those deemed as 

dissenters, providing a nuanced perspective on the impact of political upheaval on 

individuals' lives. 

 "The Gangs of New York: An Informal History of the Underworld" by Herbert 
Asbury: This non-fiction graphic novel presents a historical account of the criminal 

underworld in New York City, specifically focusing on marginalized communities 

and immigrant populations during the 19th century. It sheds light on the social 

inequalities, poverty, and discrimination that contributed to the rise of criminal 

activities. 

 "Bitch Planet" by Kelly Sue DeConnick and Valentine De Landro: This dystopian 

sci-fi series tackles themes of patriarchy, sexism, and social inequality. Set in a 

future where non-compliant women are imprisoned on a distant planet, it offers a 

critical examination of societal structures and the intersections of gender, race, and 

class. 
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 "Jimmy Corrigan: The Smartest Kid on Earth" by Chris Ware: This introspective 
graphic novel explores the life of its titular character, highlighting themes of 

loneliness, social isolation, and the impact of intergenerational marginalization. It 

provides a poignant reflection on the consequences of societal neglect and 

disconnection. 

 

 These graphic novels offer diverse perspectives on social inequality and 

marginalization within the context of crime, exploring themes of race, gender, class, and 

political systems. They provide insights into the impact of socioeconomic disparities on 

memory, societal structures, and the experiences of marginalized individuals. 

 

IV. MEMORY AND TRAUMA 

 

 Crime-related graphic novels can explore memory and trauma in a post-COVID 

world. The pandemic has disrupted routines, relationships, and personal histories, leaving 

lasting imprints on collective memory. Graphic novels can examine how crime disrupts 

individual and collective memory further, complicating the process of healing and recovery.  

Here are a few graphic novels that explore the themes of memory and trauma within the 

context of crime: 

 

 "Watchmen" by Alan Moore and Dave Gibbons: This groundbreaking graphic novel 
deconstructs the superhero genre and delves into themes of memory, trauma, and the 

lasting impact of crime. It explores how the past experiences of its characters shape 

their identities and perceptions of justice. 

 "Maus" by Art Spiegelman: This Pulitzer Prize-winning graphic novel is a powerful 

memoir that explores the Holocaust and its generational impact on the author's 

family. It delves into the complexities of memory, trauma, and the struggle to 

preserve and understand the past. 

 "The Sculptor" by Scott McCloud: This graphic novel follows a struggling artist 
who makes a deal with Death, granting him the power to sculpt anything with his 

bare hands but limiting his remaining lifespan. It explores the relationship between 

memory, mortality, and the pursuit of artistic expression. 

 "Daytripper" by Fábio Moon and Gabriel Bá: This introspective graphic novel tells 
the story of a man's life through a series of non-linear vignettes, exploring the 

fleeting nature of memory, the impact of significant moments, and the 

contemplation of mortality. 

 "Ghost World" by Daniel Clowes: This coming-of-age graphic novel follows two 

teenage girls navigating the complexities of adolescence and the uncertain future. It 

touches on themes of memory, nostalgia, and the haunting effects of past choices 

and experiences. 

 

 These graphic novels offer compelling narratives that delve into the complexities of 

memory and trauma in the context of crime. They explore how past experiences shape 

individuals' identities, perceptions, and relationships with the world around them. Through 

their visual storytelling, they provide profound insights into the intricate interplay between 

memory, trauma, and the healing process. 
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V. ETHICAL DILEMMAS 

 

 Graphic novels often delve into ethical dilemmas surrounding crime and justice. In a 

post-COVID world, with strained healthcare systems, limited resources, and shifting social 

norms, these ethical dilemmas become even more complex. Graphic novels can raise 

questions about the ethics of punishment, rehabilitation, and memory erasure in the context 

of crime and healthcare. Here are a few graphic novels that explore ethical dilemmas 

surrounding crime and justice: 

 

 "V for Vendetta" by Alan Moore and David Lloyd: Set in a dystopian future, this 
graphic novel raises ethical questions about rebellion, terrorism, and the pursuit of 

justice. It challenges readers to contemplate the complexities of fighting against 

oppressive systems and the morality of violent actions. 

 "Punisher MAX" by Garth Ennis and various artists: This series follows the anti-

hero Punisher as he dispenses his brutal form of justice. It delves into the ethical 
dilemmas of vigilantism, revenge, and the boundaries of morality in a world plagued 

by crime and corruption. 

 "From Hell" by Alan Moore and Eddie Campbell: This graphic novel offers a 

fictionalized account of the Jack the Ripper murders in Victorian London. It 

explores the ethical implications of crime investigation, societal complicity, and the 

pursuit of truth. 

 "Daredevil: Born Again" by Frank Miller and David Mazzucchelli: In this story arc, 
Daredevil's secret identity is exposed, leading to a series of events that challenge his 

morality and the limits of justice. It raises questions about personal responsibility, 

redemption, and the ethical implications of one's actions. 

 "Black Orchid" by Neil Gaiman and Dave McKean: This graphic novel follows the 
character of Black Orchid, a superheroine searching for her identity and purpose. It 

explores themes of nature versus nurture, the ethics of genetic experimentation, and 

the blurred lines between heroism and villainy. 

 

 These graphic novels offer thought-provoking narratives that delve into the ethical 

complexities surrounding crime, justice, and morality. They challenge readers to question 

traditional notions of right and wrong, offering nuanced perspectives on punishment, 

rehabilitation, and the impact of personal choices within the context of crime and 

healthcare. 

 

VI. NARRATIVE AND REPRESENTATION 

 

 Graphic novels offer unique storytelling opportunities, blending visuals and text to 

convey complex narratives. In the realm of crime, they can challenge dominant narratives 

and provide diverse representations of crime, criminals, and victims. In the context of 

medical humanities and memory studies, graphic novels can explore how these 

representations shape our understanding of crime, memory, and healthcare practices. Here 

are a few graphic novels that explore narrative and representation within the realm of 

crime: 
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 "Fun Home: A Family Tragicomic" by Alison Bechdel: This autobiographical 
graphic novel explores themes of identity, family, and memory. It challenges 

conventional narratives and offers a unique perspective on crime, trauma, and the 

impact of societal expectations on personal experiences. 

 "Criminal" by Ed Brubaker and Sean Phillips: This series delves into the world of 

crime and the gritty lives of criminals. It provides diverse representations of both 

perpetrators and victims, examining their motivations, struggles, and the 

complexities of their choices. 

 "The Fade Out" by Ed Brubaker and Sean Phillips: Set in 1940s Hollywood, this 
noir graphic novel challenges dominant narratives and explores the dark underbelly 

of the entertainment industry. It offers nuanced representations of crime, corruption, 

and the power dynamics at play. 

 "Sheriff of Babylon" by Tom King and Mitch Gerads: This graphic novel follows an 
American cop working in post-war Iraq, navigating complex moral and ethical 

dilemmas. It challenges traditional crime narratives by exploring the complexities of 

justice and representation in a war-torn society. 

 "March" by John Lewis, Andrew Aydin, and Nate Powell: This trilogy of graphic 
novels provides a powerful representation of the Civil Rights Movement in the 

United States. It challenges dominant narratives and offers a firsthand account of the 

struggle for equality, shedding light on the impact of crime, resistance, and 

collective memory. 

 

 These graphic novels offer diverse and unique representations of crime, criminals, 

and victims. They challenge dominant narratives and offer nuanced perspectives on the 

complexities of memory, healthcare practices, and societal structures within the context of 

crime. By blending visuals and text, these narratives provide a rich tapestry of storytelling 

that encourages readers to critically engage with the intersections of crime, memory, and 

healthcare. 

 

VII. CULTURAL AND HISTORICAL CONTEXT 

 

 Crime-related graphic novels can also explore the cultural and historical context of 

crime in a post-COVID world. They can address issues of surveillance, privacy, and the 

impact of technological advancements on crime and memory. Additionally, graphic novels 

can examine how past events, such as the pandemic itself, shape current crime trends and 

memory formation. Here are a few graphic novels that explore the cultural and historical 

context of crime within a post-COVID world: 

 

 "Watchmen" by Alan Moore and Dave Gibbons: This iconic graphic novel explores 

the cultural and historical context of crime within a dystopian alternate reality. It 

delves into themes of surveillance, privacy, and the impact of technology on crime 

and memory. 

 "The Private Eye" by Brian K. Vaughan and Marcos Martin: Set in a future where 
everyone's personal information has been exposed, this graphic novel examines the 

cultural implications of privacy and surveillance in a post-COVID society. It 

explores the consequences of a world without secrets and the impact on crime and 

memory. 
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 "Tran metropolitan" by Warren Ellis and Darick Robertson: This cyberpunk series 
follows a journalist in a futuristic city filled with corruption, political intrigue, and 

advanced technology. It explores the cultural and historical context of crime, 

surveillance, and the ways in which technology shapes societal structures. 

 "Snowpiercer" by Jacques Lob and Jean-Marc Rochette: This graphic novel depicts 

a post-apocalyptic world where the remnants of humanity survive on a perpetually 

moving train. It delves into the cultural and historical context of crime within the 

confines of this unique setting, touching on issues of class, social inequality, and 

memory. 

 "The City of Glass" by Paul Auster, adapted by Paul Karasik and David 
Mazzucchelli: Based on Auster's novel, this graphic novel explores the cultural and 

historical context of crime in New York City. It delves into themes of identity, 

surveillance, and the impact of urban environments on memory and crime. 

 

 These graphic novels provide insightful explorations of the cultural and historical 

dimensions of crime within a post-COVID world. They address issues of surveillance, 

privacy, technology, and how past events shape current crime trends and memory 

formation. By delving into these themes, these narratives invite critical analysis and 

reflection on the intricate intersections of crime, memory, and societal structures in a 

changing world. 

 

VIII. CONCLUSION 

 

 The intersection of crime and graphic novels in a post-COVID world offers a rich 

and multifaceted exploration of themes in medical humanities and memory studies. 

Through the lens of graphic storytelling, we can gain valuable insights into the 

psychological impact of crime on individuals' mental health, memory, and sense of self. 

The depiction of crime within the context of social inequality and marginalization sheds 

light on the influence of socioeconomic disparities on criminal activities and the 

experiences of those involved. Furthermore, crime-related graphic novels delve into the 

complexities of memory and trauma, examining how both the pandemic and crime disrupt 

individual and collective memories, complicating the process of healing and recovery.  

 

 Ethical dilemmas surrounding crime and justice become even more intricate in a 

post-COVID world with strained healthcare systems and shifting social norms. Graphic 

novels prompt us to critically question the ethics of punishment, rehabilitation, and memory 

erasure, highlighting the delicate balance between individual rights, societal well-being, 

and the pursuit of justice. Through diverse representations, graphic novels challenge 

dominant narratives and provide a platform for exploring the intersections of crime, 

memory, and healthcare practices. They invite us to examine how these representations 

shape our understanding of crime, memory, and societal structures. 

 

 Moreover, crime-related graphic novels situate their narratives within the cultural 

and historical context of crime, addressing issues of surveillance, privacy, and the impact of 

technological advancements on crime and memory. They offer insights into how past 

events, including the pandemic itself, shape current crime trends and memory formation, 

deepening our understanding of the complexities of crime in a recovering society.  
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 By examining the intersection of crime and graphic novels through the lenses of 

medical humanities and memory studies, we gain profound insights into the psychological, 

social, ethical, and cultural dimensions of crime, memory, and healthcare. These narratives 

provide a platform for critical analysis, empathy, and reflection on the intricate interactions 

between individuals, society, and memory in the aftermath of a global crisis. They offer an 

opportunity to reshape our understanding and foster meaningful dialogue as we navigate the 

complexities of a post-COVID world. 
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