
Fun Home 1 Introduction Script 
 
Hi, everyone, this is your introduction to our first lesson plan, Fun Home 1. First off, I hope 
you're all safe and healthy. While I think it's important that you continue educating yourselves, if 
only to maintain a shred of normalcy, this is a scary time and we're not going to pretend that our 
class, or any of your classes, are more important than your basic needs. Take care of your own 
health, practice social distancing, and reach out to one another. If you are having problems, I'm 
here to help in whatever way I can. Also, let's admit that what's happened to the rest of this 
semester is disappointing, especially for you seniors. I'm going to miss seeing you all. But we'll 
do our best to get through it.  
 
Just to review, I've structured our class in weekly Lesson Plans. We'll begin with Fun Home, and 
then you'll choose to either study March: Book One or Pluto. Each lesson plan will be laid out 
for you on my website. You can find the links on GoStudio, and you'll be uploading content to 
GoStudio as well. We'll attempt some live discussions, first in a forum on GoStudio and then 
maybe through something like Google Hangouts.  
 
Before I talk about Fun Home, I want to pose some questions that we'll keep returning to for the 
rest of the semester. These questions are connected to everything we've already read and 
discussed in this class, but now, as we live in and adjust to this new situation, I think it would 
help to state them more explicitly. And we can start with the fundamental question: What is it 
that art can do in our contemporary society? What effects can it have? Let's not pretend that 
things were great before the COVID-19 pandemic. But especially now, and looking forward, 
what is it that art can do? When I say "art," I'm including comics, but I want to begin by phrasing 
these questions broadly. I'd like you to think about these questions as we go forward: 
 

Can art change our minds about the present?  
Can it show us what we can't see?  
Can art warn us about the future?  
Can art warn us not to repeat the past?  

 
And whether it can or cannot do those things, regardless, I think we see that it often tries to do 
those things. So the questions become: How does art try to change our minds about the present, 
to show us what we can't see, to warn us about the future, or to warn us not to repeat the past? 
These aren't just theoretical questions. As young artists and designers facing a daunting future, 
these are questions you'll need to ask yourselves about your own work. 
 
And what about Fun Home? As a memoir comic, with its somber blue wash and numerous 
literary allusions, what is it doing? All art is an action. Even if it doesn't physically move, it 
wants to move us—to move us emotionally, to move us toward a new way of thinking, to 
provoke and prompt, to transport us from point A to point B.   
 
When Alison Bechdel began drawing her comic strip Dykes to Watch Out For in 1983, she was 
twenty-three years old. I think it's safe to assume that she didn't know precisely what she wanted 
her work to do, and in those early years of the strip, it changed a lot. Eventually it began to focus 
on the ongoing stories of a fictional group of diverse characters, most of them lesbians, like 



Bechdel. She would later describe the influential comic strip as "half op-ed column and half 
endless, serialized Victorian novel." While the tone and drawing style in Dykes to Watch Out For 
sounds and looks recognizably like Bechdel's work today, the strip wasn't autobiographical, and 
it didn't allude to the story she would eventually, in 2006, tell in Fun Home: a coming-of-age 
story about a young girl growing up in the shadow of her father's secret, or not-so-secret, 
sexuality, the lessons he taught her despite himself, and the lingering mystery of his death.  
 
Fun Home is a mystery narrative, a whodunit without a "who," or a firm "why," or even a clear 
"what." In next week's Lesson Plan, we'll consider more deeply the psychological subjects of 
repression, trauma, and memory, but in this Lesson Plan, we'll try to get our bearings by focusing 
on three elements of the mystery: 
 
1. All of these literary allusions to the likes of Icarus, Albert Camus, and F. Scott Fitzgerald. 
How do they help Bechdel make sense of what happened, and how do they help us do the same? 
 
2. The narrative structure itself. This is not a linear narrative, it's a work of memory that circles 
around a single event: the day Bruce Bechdel died when he was hit by a bread truck.  
 
3. Character and narration. Who was Bruce Bechdel? What social forces shaped him? Who was 
Alison Bechdel, how did she learn from her father, and who is she today? Since this is a memoir 
comic told in first-person past tense, we have two Alisons: Alison-then, the character, and 
Alison-now, the narrator. They're very different people. How does the comic form show these 
differences and how does it merge the two people together? 
 
I'll explore some of those questions in the next audio unit, "Fun Home 1: Memoir Comics," but 
as you begin the next steps in the Lesson Plan, keep them in mind and start exploring some 
questions of your own. 
 
* 


