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Abstract  

The theme of this paper is to examine the interest in preserving the rich 

domestic heritage of comics on the Croatian market through digital screening. 

Based on the experience of business models such as Marvel Studios and Netflix, 

the available resources of Croatian comics could be offered in the form of 

digital screening. The research conducted confirms that the interest for 

adaptation of Croatian comics for digital screening exists among providers 

and users, and indicates that current obstacles for digital screening are 

significantly smaller than the value of preserving the heritage of Croatian 

comics through digitalization. The results obtained demonstrate there is some 

potential for a digital platform of Croatian comics and indicate a need for 

further preparations for its realization, including changing how the adaptation 

of Croatian comics is perceived by those who could produce it, as well as by 

those who would use it. This would not only increases the availability of 

Croatian comics to a wider audience, but also potentially enable their 

implementation into video games or mobile applications, thus further 

enhancing the value of Croatia's cultural and artistic heritage. 
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1. INTRODUCTION 

 

In the process of digital adaptation of almost any content, Croatian comics, a 

valuable form of artistic expression has unjustly been left out. Its basic form, 

composed of images and text, could be enriched through digitalization with 

movement, sound, even interactive options, thus bringing it to the modern day 

and age and making it more interesting to wider audiences.  

 

With the dawn of digital media, the circulation of printed media has been 

decreasing. If the heritage of Croatian comics is to be preserved, it too needs 

to evolve, i.e. be transformed through digital media following the business 

models resembling those of Marvel Studios and Netflix. Marvel Studios adapts 

comic books into animated and feature films. Netflix is a continuously updated 

digital platform for broadcasting digital content, recently even offering its 

users the option to interact with the screenplay of the series being watched. 

This gives the users an option to select one of the provided directions for the 

story and decide which version they want to see. In its offering, Netflix has 

several animated movies in which users can select the direction for a certain 

part of the story. Equally important is the growing trend of creating video 

games based on comics, such as Spiderman, Batman, X-Men. 

 

Croatian comics art has a history and recognizable character and is a valuable 

form of artistic expression within Croatian heritage that should not be 

neglected. Digital adaptation would help it find its place through a new 

medium, which is acceptable for today's and future generations. The purpose 

of this research was to determine the interest in the market for preserving the 

rich heritage of Croatian comics through film adaptation, as well as to ascertain 

the interest of the audience on the one hand and the abilities of providers in the 

process of digital film adaptation on the other. The results obtained through the 

research could change the current perception of Croatian comics as strictly 

printed media and show that there is interest in digital film adaptation not only 

among the audiences, but among producers as well. 

 

1.1. ABOUT COMICS 

 

Comics as we now know first appeared in the late 19th century. “It might be 

pretentious to connect comics to the very beginnings of artistic expression, but 

looking at the first cave drawings, it could be concluded that was the beginning 

of comics.” [1] Many chronological studies has a base at prehistory of comics 

on the paintings with hieroglyphs in Egyptian tombs sequentially depicting 

past events and myths. The monuments of Assyrian rulers, with scenes 

presented in the form of “continuous strips,” also contain sequential images 



 

 

depicting an event. Ancient Greek artefacts, as well as parts of temples, and 

later on Roman reliefs and obelisks often use a similar method of narration 

through series of chronological images. Trajan's Column, with a spiral strip of 

reliefs that chronologically depict the most important events of the emperor's 

reign, is one of the most significant examples from Ancient Rome. [2] 

 

 
Figure 1. Trajan's Column 

(Source: http://proleksis.lzmk.hr/15768/, accessed 07/24/2019.) 

 

The simplest definition of comics is that it is used to express a narrative through 

images. Scott McCloud, in his book “Understanding Comics,” defines comics 

as “juxtaposed pictorial and other images in deliberate sequence, intended to 

convey information and/or to produce an aesthetic response in the viewer.” [3] 

Comics is also a combination of complex themes, shots, image and text 

relationships, and lines, surfaces and colors that are used to visualize content, 

which becomes clear only when followed closely. [4] According to the 

definition, its elements, acceptance and prevalence, comics is somewhere 

between the art of painting and literature, and uses the form of film. Just like 

the works of literature, comics have a narrative. Even when there are no textual 

elements, the viewers are left with the possibility to visualize and experience 

certain emotions through their imagination. Since they are made of images, 

this gives comics the artistic value of painting. Comics “uses the method of 

editing, deliberate and expressive connection of scenes and sequences,” thus 

applying the film form. [2] 

http://proleksis.lzmk.hr/15768/


 

 

Back in 1964 in “Lettres et Médecins,” French critic Claude Beylie stated that 

comics and graphic novels are the ninth art1. [5] Regardless of its artistic 

significance and popularity, comics is yet to find its place within art and culture 

and the well-deserved confirmation as the ninth art.  

 

 

1.2. CROATIAN COMICS AS PART OF THE EUROPEAN 

COMICS TRADITION 

 

Comics has developed within three major artistic traditions and markets: 

Anglo-American (USA and Great Britain), European (French-Belgian 

tradition, i.e. bande dessinée2) and Japanese (i.e. manga3). [6] After the main 

characteristics of comics were defined in the US and the art form gained in 

popularity, original European comics tradition developed in Europe between 

the two world wars. The numerous European comic books include those that 

were popular in our market as well. These were “The Smurfs” (Pierre 

Culliford), “Redbeard” (Victor Hubinon), “Lucky Luke” (René Goscinny & 

Morris), “Alan Ford” (Magnus & Bunker), as well as “Zagor”, “Martin 

Mystére” and “Dylan Dog” (Sergio Bonelli). [6] 

 

The first comic strip to be published in Croatia was in 1923. It was a translated 

and adapted version of the American Sunday comics about Winnie Winkle and 

her brother Perry, which delighted readers with its lively content, mild humor 

and particularly attractive visual appearance. [1] The comic strip “Maks i 

Maksić” followed soon after in 1925, with the first Croatian comic strip 

characters. It was published continuously until 1934, when replaced with a 

developed and realistic comic strip series “Vjerenica mača,” illustrated by 

Andrija Maurović and written by Krešimir Kovačić. [1] Maurović’s sharp 

contoured drawings, impeccable black-and-white contrasts and extraordinary, 

almost film-like visual dynamics became the foundation for the development 

of Croatian comics. The success of “Vjerenica mača” encouraged the 

publishers in 1935 to start publishing “Oko,” Croatia's first weekly magazine 

with comic art. Maurović continued creating excellent comics, such as 

“Podzemna carica,” “Ljubavnica s Marsa,” “Trojica u mraku,” “Seoba Hrvata,” 

etc., published in contemporary Croatian newspapers and magazines. [7] 

 

                                                      

1 Forms of art: sculpture, painting, architecture, film, dancing, music, acting, literature and 

comics. Source: https://www.moje-

instrukcije.com/index.php?option=com_content&view=article&id=3638:umjetnost-i-vrste-

umjetnosti&catid=67&Itemid=142, accessed on 8/4/2019 
2 Literally, “drawn strips.” 
3 Literally, “moving strip.” 

https://www.moje-instrukcije.com/index.php?option=com_content&view=article&id=3638:umjetnost-i-vrste-umjetnosti&catid=67&Itemid=142
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In 1943, the Neugebauer brothers started the “Zabavnik” weekly, in which they 

published comics masterpieces such as “Patuljak Nosko,” “Gladni Kralj,” and 

“Mali Muk,” representing funny comics with great aesthetic and ethic value, 

almost at the Disney comics factory level. [8] After World War II comics in 

Croatia was denounced as “a capitalist product intended to dull the masses.” 

In 1953, the moving pictures company “Zagreb film” was founded with Fadil 

Hadžić, artistic editor of the “Kerempuh” theater. “Zagreb film” produced the 

first professional cartoon “Veliki miting” by Vlado Delač and Borivoj 

Dovniković, who are considered the second important generation of Croatian 

comics (after Maurović and the Neugebauer brothers). [9] The “Plavi vjesnik” 

magazine, released from 1954, marked the golden age of Croatian comics [6] 

in which a great new group of authors published more than 100 comic strip 

stories. [10] The generations that followed successfully built significant 

international careers. That was the period of the Zagreb school of animated 

films, which gathered excellent artists such as Vladimir Kristl, Zlatko Bourek, 

Dušan Vukotić, Joško Marušić and many others. [11] In the early 1990s, the 

number of comics on newsstands decreased, the readers dispersed and lost the 

habit of reading comics. Today, comics are available in libraries, can be bought 

in bookstores, fairs and festivals, and there are several specialized comic book 

stores. 

 

1.3. DIGITAL TECHNOLOGY AND MULTIMEDIA 

 

The appearance of comics in newspapers in 1895 greatly increased the 

popularity of newspapers. [12] Approximately a 100 years later, with the 

availability of plethora of information on the internet, all aspects of the world 

started changing. Almost all aspects of modern life today have been 

transformed through digital technology. Travel, business, shopping, 

entertainment, and communication are only some of the areas that have gone 

through digital revolution in the recent decades. [13] Internet has become the 

all-present and dominant medium that creates completely new needs and habits 

in its users, thus putting new challenges in front of media producers to provide 

relevant and attractive content. Media content is consumed quickly, and the 

amount of time audiences spend with the content is questionable. The number 

of traditional television viewers is steadily decreasing, while there is an upward 

trend in video-on-demand content and increasing popularity of streaming 

services such as Netflix and Amazon Prime Video. [14] Sophisticated habits 

and expectations of this digital audience make it more powerful and complex 

than the traditional audience does. The change in the way media content is 

consumed brings about changes in other media as well. People can watch what 

they want when they want it and on the platform of their own choosing, while 

someone else ensures they are provided with interesting content.  



 

 

This is a new level of comfort, which enables further growth of affordable 

digital services with the 5G network. Social media has also been changing the 

way in which we consume information, just as the portals have been changing 

the experience and availability of the world around us. Newspapers have given 

way to the internet, while e-books have increasingly been replacing printed 

volumes. Until recently, comics was consider a dying art. Primarily thanks to 

expensive Hollywood adaptations, however, many comic book heroes have 

been given a new life. [15] The graphics style and even the heroes in some of 

the globally popular computer games have directly been borrowed from 

comics. Graphically demanding and almost realistic animation is present even 

in games for our smartphones. Digital adaptation can also be applied to the 

works of culture and art, thus making them available to a broader audience. 

Trying to bring to light the somewhat forgotten value of Croatian comics and 

animated films, the Museum of Contemporary Art put up a multimedia 

exhibition in early 2020 called “From Imagination to Animation: Six Decades 

of Zagreb Film.” The exhibition presents the 60-year-old history of the Zagreb 

school of animation “consisting of more than 800 animated films, 600 

documentaries and 14 feature films that received more than 500 awards all 

together.” [11] Despite digitalization being a long, expensive and complex 

process, Zlatko Grgić's “Professor Balthazar,” Dušan Vukotić's Academy 

Award winning “The Substitute,” Boris Kolar’s “Vau-Vau” and Zlatko 

Bourek’s “Mačka” have been digitalized.  

 

2. FORMULATION OF THE RESEARCH PROBLEM 

 

Research was conducted using a combination of qualitative and quantitative 

methods, with interview and a web-survey as instruments. The sample for the 

qualitative part with semi-structured guidelines prepared in advance consisted 

of 19 interviewees (representatives of public and commercial television, and 

independent production companies). Transcripts were created from recorded 

interviews, with the approval of each interviewee, for further analysis of the 

results. These transcripts were used to find similarities and differences between 

the interviewees’ statements for deeper and more thorough analysis of the 

subject matter. 

The survey part consisted of 153 subjects who answered a survey through 

Facebook, and the results were analyzed using descriptive statistics methods. 

The research was conducted to determine whether there was sufficient interest 

among potential providers and consumers for film adaptation of Croatian 

comics and to ascertain the level of current obstacles to Croatian comics 

adaptation compared to the value of preserving the heritage of Croatian comics. 

 



 

 

The results may also be used to change the current perception of digital 

adaptation for those who are capable of producing it, as well as those who 

might consume it. They can also be used for future research in order to produce 

additional results regarding comics, film or another form of digitalization of 

cultural works, art, or related fields. 

 

 

3. RESEARCH RESULTS 

As we live in the world of supply and demand, it is natural to assume that 

providers in this case would want to know how much interest exists for digital 

adaptation of Croatian comics, and the consumers would want to know what 

would be offered to them. As many as 82% of consumers stated they would 

read Croatian comics if they were available in a digital form. 80% would be 

interested in watching comics as animated films, while 71% would like to see 

a movie based on Croatian comics characters. Most potential providers firmly 

believe that Croatian comics should be adapted for film.  

“I personally believe that film adaptation of comics is good for artistic 

valorization of audiovisual arts.”  

There are also those who believe that digital adaptation would spark additional 

interest in Croatian comics. 

 “There is a lack of media which would draw the interest of more 

consumers...”  

“...Comics adapted in a way that is available and attractive to everyone 

would reach a wider audience...”  

 

Furthermore, 70% of potential consumers declared they were certain that 

adaptation of Croatian comics would be a very valuable contribution to the 

overall awareness about Croatian heritage, while 65% of them believe that 

adaptation would spark a significant increase of interest in Croatian comics 

even outside of Croatia. 

 

Research participants named numerous platforms, web pages and portals used 

for watching screened content. These include Netflix and HRTi, which offer a 

wide range of content, as well as specialized sites such as Strip Utopija or 

AnimeFreak.Tv. Regardless of their familiarity and the level of use of various 

digital media, the results showed that 52% of participants used digital 

platforms to watch digital content. On the other hand, potential providers also 

showed great interest in digital platforms.  

“Every day, HRTi platform sees between 300 and 500 thousand visitors, 

with somewhere between 60 and 100 thousand registered users.”  

“There is great interest in the RTLplay digital platform, which has 

about 500 thousand users.”  



 

 

73% of participants read Marvel's comics, and as many as 70% watch their 

movie adaptations.  

 

Providers recognize the way new technologies influence their audiences, keep 

track of the new technologies and are familiar with business models such as 

Netflix and Marvel Studios. 

 “Not only are their habits changing immensely, but the entire audience 

has changed.”  

 “Marvel adapted to the new era and decided to transfer its characters 

to a new medium, either for profit or the fact that their audience keeps 

moving towards motion pictures as well.” 

Most potential providers are open to the idea of digital adaptation of Croatian 

comics.  

“We will definitely include that in our offering, but we don't know yet 

in what form and in what way.”  

The providers are aware of obstacles such as copyright, lack of professionals, 

and the financial burden. 

“Copyright is the first issue to address.” 

The success of this project depends on the participation of quality 

professionals (animators, writers and directors) and on sufficient 

funding.” 

“If we lack animators, we can hire some from the neighboring 

countries.” 

 

The interest of potential consumers in digital adaptation of Croatian comics is 

also evident from the result, since 69% would watch comics if they were 

offered as pay-per-view model. 

 

4. DISCUSSION 

Research results were surprisingly positive, considering the interest expressed 

in digital adaptation of Croatian comics by both providers, but even more by 

potential consumers. Providers are primarily interested in market size of 

consumers of the content, while the consumers themselves are more interested 

in the type and quality of content offered. Most of the potential providers and 

consumers believe that Croatian comics should be digitally adapted, since this 

might instigate interest in Croatian comics, which has been on the downward 

spiral in recent years. Audiences have increasingly moved towards digital 

platforms, which also influences their comics reading habits. Both consumers 

and providers recognize that the adaptation of Croatian comics though digital 

platforms would be a suitable channel to additional promote the Croatian 

cultural heritage in general.  



 

 

Digital comics providers in Croatia are familiar with the business models used 

by Marvel Studios and Netflix, and most of potential consumers already use 

their services. It is therefore not surprising that most potential providers would 

be willing to work on digital adaptation of Croatian comics, as well as that 

potential consumers would be willing to pay to watch this content.  

 

5. CONCLUSION 

Besides the traditional ones, digital techniques can also be used to promote the 

rich Croatian comics heritage and its recognizable style in order to ensure that 

the artform receives its well-deserved place in the digital world. There is an 

interest in digital comics in Croatia among both providers and consumers. 

Research participants have recognized digital adaptation of Croatian comics as 

a good idea to enrich the excellent materials and make the rich heritage 

accessible to a larger audience. Potential consumers are not only Croatian 

comics fans, but also fans of Marvel’s comics and movies. They often use 

digital platforms, which is another reason why Croatian comics deserves to be 

screened digitally. The increasing application of digital technologies 

constantly places new demands in front of the media, and both commercial and 

public television networks are trying to adapt. Some of them (HRT and RTL) 

already have digital platforms and keep expanding the content that they offer.  

Current obstacles to the digital adaptation of Croatian comics are minor when 

compared to the value that would be created by preserving this heritage. Most 

notably, the obstacles include copyright issues, necessary funding and lack of 

professionals who would work on creating this digital content. In order to 

protect copyright, it would be necessary to obtain consent from comics authors 

before working on digitalization. This should not be a great obstacle, since 

Croatia has a rich body of excellent materials, and the authors are interested in 

seeing their content revived. Insufficient funding could be compensated 

through public funding, participation of cultural institutions, applying for EU 

grants, and a well thought of marketing approach. Coproduction, as well as the 

engagement of young and unestablished visual artists with advanced digital 

competencies would ensure high quality, which might be a way to address the 

important obstacle of lacking professionals. Before starting any of these 

activities, it would be necessary to raise awareness about the importance of 

preserving Croatian comics as a valuable form of artistic expression. 

Digital adaptation of Croatian comics could also be a good opportunity to 

further promotion Croatia as a country with tradition, culture and heritage 

worth presenting to the world. With an aim of preserving the heritage and the 

cultural value of Croatian comics, a business model for its digital adaptation 

should be developed, which would also enable implementation into video 

games or mobile applications, thus increasing the value of Croatian cultural 

and artistic heritage and making it globally available. 
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