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Article History:  Abstract. In today’s ocular-centric era, vision and visuality play a significant role in repre-
senting ideas. This article analyses anthropomorphism as a communicative mode that helps 
readers comprehend a story’s underlying meaning, using a socio-semiotics metafunction as 
a lens. The study focuses on Samit Basu and Ashish Padlekar’s adaptation of the famous 
Panchatantra collection, The Tall Tales of Vishnu Sharma: Panchatantra (published in 2015), 
where creatures with the ability to speak are the central characters. This story emphasises a 
diverse group of characters from the world of Panchatantra who communicate their problems 
to Vishnu Sharma, their chosen guardian, through the transformation of animals into humans. 
Through the use of animated letters, mascots, and anthropomorphic parameters, barriers can 
be eliminated in a creative approach. The paper underscores the significance of studying signs 
and interpreting visually represented social phenomena in order to articulate culture, society, 
and historical context. The research is divided into two sections: the first section explores the 
function of images by analysing image artefacts that question the presence of anthropo-
morphism. In contrast, the second section introduces the four degrees of anthropomorphism 
and their characteristics. The hypothesis posits that anthropomorphism can effectively convey 
meaning, especially in stories aimed at children. This study seeks to contribute to a greater 
comprehension of the use of anthropomorphism as a creative mode of communication in 
contemporary literature.
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1. Introduction

Visuals, including games, videos, films, animations, and photographs, have become a key 
attraction for Millennials, Generations Z and X (Roberts & Foehr, 2008). Images play a pre-
dominant role in visual communication as they offer a direct visual representation of context, 
eliminating the need to search for the meaning of each word to understand a text (Aiello & 
Parry, 2019). Functioning as a language, images convey connotative and denotative meanings, 
leading them to permeate various industries, such as advertisements, newspapers, journals, 
data analysis, biology, architecture, and education (Reid, 1990; Deriu, 2012; Mietzner et al., 
2005; Fischman, 2001). Picture books also support children’s learning by providing accessible 
content on unfamiliar subjects (Strouse et al., 2018; Iordanaki, 2021). Moreover, visual texts 
are crucial in addressing global problems like ecological awareness (A. M. Ramos & R. Ramos, 
2011) and sustainable issues (Peacock, 2004; Ritchie, 2016). Combining images with text, as 
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seen in graphic books or comics, preserves classic works and reinforces traditional culture 
across generations (Tarif, 2022). Research indicates that verbal and visual texts, especially 
graphic novels, aid in literacy development and pique readers’ interest, making them effec-
tive instructional tools for conveying messages (Mayer, 2003; Stokes, 2002). In contemporary 
literature, anthropomorphism has become a popular tool for communicating complex ideas 
and emotions to readers, particularly children. 

Anthropomorphism is a creative communicative mode used in literature for centuries, 
involving assigning human characteristics to non-human entities. This study focuses on The 
Tall Tales of Vishnu Sharma: Panchatantra (TTVSP) by Basu and Padlekar (2015), an adaption 
of Panchatantra, an ancient Indian fable where talking animals are main characters. TTVSP 
(Basu & Padlekar, 2015) is different from the original source Panchatantra by Vishnu Sharma 
in text medium, storyline, plot, setting, and theme, initially as series published from 2008 to 
2014. Later, it was compiled into a book by Basu and Padlekar (2015). In contrast to the orig-
inal Panchatantra by Vishnu Sharma, which is a collection of short animal fables with morals, 
TTVSP (Basu & Padlekar, 2015) is a graphic novel that features two worlds – the ancient 
Panchatantra world (inhabited by animals) and the contemporary modern world (the realm 
of the chosen guardian). The novel introduces (Basu & Padlekar, 2015) an animal crew from 
the Panchatantra world, who enter the modern world in search of their chosen guardian, 
Vishnu Sharma, to protect them from the disaster caused by their enemies. However, Vishnu 
Sharma remains oblivious to their existence, engrossed in technological gadgets. Basu and 
Padlekar’s (2015) reimagining of these tales elevates anthropomorphic animals to explore the 
human condition and societal norms. The study delves into the role of anthropomorphism 
in Basu and Padlekar’s (2015) interpretation of the Panchatantra and how it enhances the 
communication of its moral messages. The hypothesis posits that anthropomorphism can 
be an effective communication mode, especially in children’s stories. By employing anthro-
pomorphism as a communicative mode, readers can better understand the essence of the 
story and develop empathy towards nature. Panchatantra by Vishnu Sharma was originally 
written for children’s learning, and Basu and Padlekar’s (2015) adaptation can foster their 
creative imagination. Wright (2010) suggests that the connotative association of represented 
images stimulates children’s creativity. The question remains: why do stories with animals in 
humanised form still hold relevance in the modern world?

Kress and van Leeuwen’s (2005) idea of reading images attempts to unveil the meaning 
behind images, focusing not only on how images work and convey meaning but also on how 
each stroke, colour, positioning, structure and gaze as structures of the meaning. A detailed 
understanding of these artefacts helps produce a meaningful context aligned with the au-
thor’s purpose. Mirzoeff (1999) observes that contemporary civilisation is ocular-centric, not 
just because visual pictures are prevalent in today’s society, but because experiences are now 
better understood as wholly constructed visual experiences. Additionally, Kress and van Leeu-
wen (2005) asserts that the world projected in images is different from reality. Analysing 
TTVSP by Basu and Padlekar (2015) highlights the importance of visual aids and their rep-
resentation in conveying complex ideas and emotions through anthropomorphism. The study 
offers a valuable contribution to the field of literary analysis and communication studies.
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2. Methodology

This paper aims to analyse the graphics of Basu and Padlekar (2015) TTVSP from the per-
spective of anthropomorphism as a creative communication mode. The study consists of two 
parts: an application of socio-semiotics in identifying image artefacts to produce meaning; 
and an introduction to the four degrees of anthropomorphism present in a single comic 
book. The visual analysis method employed in this research to find four degrees of anthro-
pomorphism in the Indian graphic novel, Basu and Padlekar’s (2015) TTVSP. The Handbook 
of Visual Analysis (van Leeuwen & Jewitt, 2004) describes visual analysis as a method for 
understanding art that focuses on visual elements such as colour, scales, texture and line 
that explores the differences between the degrees of anthropomorphism in this study. De-
scriptive analysis is a widely accepted method for interpreting works of art, as it establishes 
the foundation for interpretation. The interpretive tool includes both internal and external 
information about the source, such as comparisons, contexts, connotations, and denotations. 
The study’s scope is limited to interpreting selected images from the book to emphasise the 
degree of appropriateness. A sample visual analysis was conducted on a single image to pro-
vide a vivid understanding of visual artifacts. The study also uses socio-semiotics to explore 
anthropomorphic characters, presenting them through three socio-semiotic metafunctions: 
representational, interactive, and compositional metafunction. The study’s scope is further 
limited to interpreting selected images to highlight the degree of appropriateness. A sample 
socio-semiotic analysis was performed on a single image to understand visual artifacts vividly. 
Through visual analysis and a socio-semiotic approach, anthropomorphism can be considered 
a communicative mode. The study aims to illuminate the representation of social contexts 
through anthropomorphic characters.

3. Background

Anthropomorphism is a subject of frequent criticism in the field of science, with scholars rais-
ing concerns about its intellectual and emotional implications. However, the widespread use of 
anthropomorphism and its impact on cognition, communication, and emotional engagement 
has generated significant scientific interest. For instance, the important work of Gombrich 
(1994) explores the psychology of graphic representation and visual perception. His research 
on how people prefer to see human-like characteristics in abstract representations – while 
not exclusively anthropomorphic – helps us comprehend the anthropomorphic inclinations 
in visual storytelling. The consequences of anthropomorphism in social robots are examined 
by Duffy (2003). The research demonstrates how designing human-like robots may promote 
social acceptability and engagement since people often attach human traits and emotions to 
these machines. The social simulation hypothesis, put out by Mar and Oatley (2008), contends 
that literature, which often has anthropomorphised characters, may be used to encourage 
social interactions and improve readers’ emotional intelligence and empathy. Sundar’s (2008) 
MAIN (modality, agency, interactivity, navigability) model focuses on media effects and cred-
ibility. The concept discusses how visual design aspects, particularly anthropomorphism, may 
affect perceived credibility, trustworthiness, and persuasion in digital media communication 
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even when it is not centred on it. While not solely focused on anthropomorphism, Gopnik’s 
(2009) book provides valuable insights into children’s cognitive development and imaginative 
thinking. It explores how children perceive and engage with anthropomorphic characters, of-
fering a broader understanding of the phenomenon’s significance in child psychology. Taylor 
and Carlson (1997) investigate the connection between children’s understanding of fiction 
and their grasp of appearance-reality distinction. Anthropomorphism, commonly present in 
children’s stories, can challenge children’s comprehension of the boundary between reality 
and fantasy, which is essential for cognitive development. Anthropomorphism is frequently 
employed in children’s narratives, and understanding the relationship between the theory of 
mind and anthropomorphism can shed light on the cognitive processes involved in creative 
storytelling. Zimmerman et al. (2007) examine the effects of television and video viewing on 
children under two years old, a demographic where anthropomorphic content is prevalent. 
The research highlights the need for careful consideration of the content children are exposed 
to, including the use of anthropomorphism, due to its potential influence on young minds.

The key studies explain the use of anthropomorphism despite anti-anthropomorphism 
beliefs, critical anthropomorphism, biocentric anthropomorphism and animal-centres anthro-
pomorphism (Wynne, 2007). According to Dydynski (2021), animal mascots’ and characters’ 
attractiveness is a factor in attracting readers. Increased emotive strength may emerge from 
animal characters using emotions and gestures that are similar to those of humans. The 
main design elements of a character may be utilised to improve communication in general; 
in particular, the employment of appealing traits like big eyes can improve the general com-
prehension of stated emotions. Epley et al. (2007) propose a three-factor theory of anthro-
pomorphism, encompassing the tendency to ascribe human mental states (mind perception), 
human-like physical appearance (humanoid appearance), and human-like behaviours (behav-
ioural mimicry) to non-human entities. The study highlights how anthropomorphism emerges 
as a cognitive shortcut to understand and interact with complex systems, leading to more 
meaningful interactions. Considering the constructive advantage of anthropomorphism, this 
study aims to fill the gap in viewing how different degrees of anthropomorphism (degree A, 
degree B, degree C, and degree D) are employed in a single graphic novel, TTVSP by Basu 
and Padlekar (2015), to convey complex ideas and emotions. While there have been studies 
on anthropomorphism in literary and communication studies, few have explored the nuanced 
use of multiple degrees of anthropomorphism within a single narrative work and how these 
degrees impact the readers’ engagement and comprehension of the story’s themes. This 
research delves deeper into the graphic novel’s visual grammar and socio-semiotic aspects, 
focusing on the representation of characters with varying levels of anthropomorphism. The 
study seeks to uncover how these visual cues contribute to the readers’ emotional connec-
tions and understanding of the narrative by analysing how each degree of anthropomorphism 
is utilised to present characters’ personalities, motivations, and emotional expressions. Addi-
tionally, the work aims to investigate the significance of these degrees of anthropomorphism 
in enhancing communication between the reader and the characters. By pinpointing specific 
instances in the novel where anthropomorphism is employed, the study intends to shed light 
on the distinct effects and nuances associated with each degree, leading to a more compre-
hensive understanding of their impact on reader empathy and interpretation. Furthermore, 
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this research contributes to literary and communication studies by providing a detailed anal-
ysis of how visual storytelling through anthropomorphism influences reader engagement, 
comprehension, and emotional attachment within the context of a single literary work. It 
highlights the unique attributes and contributions of the graphic novel medium in utilising 
anthropomorphism effectively to communicate complex ideas and emotions. By exploring this 
specific aspect in-depth, the study aims to provide valuable insights into the creative potential 
of anthropomorphism as a literary mode of expression while also considering the distinctive 
features of the graphic novel medium in achieving effective visual storytelling.

4. Analysing artefacts

Analysing artefacts involves investigating and interpreting objects or artefacts from cultural, 
historical, or artistic perspectives to gain insight into their significance, meaning, and value. 
This procedure may entail various techniques, including physical examination and analysis, 
cultural and historical contextualisation, and interpretation. Many of the same techniques 
used when investigating physical artefacts can be utilised when analysing artefacts in im-
ages. Nevertheless, the visual medium necessitates additional considerations. The image’s 
composition and design is a crucial element to consider. This includes elements such as the 
use of colour, line, and shape and the positioning of objects and figures within the frame. By 
analysing these elements, we can discern the artist’s aesthetic and stylistic choices, as well as 
the cultural and historical context in which the image was created. The image’s symbolism 
and iconography is an additional crucial element to consider. This involves analysing the ob-
jects and figures in the image and their placement and interactions. Analysing the symbolic 
significance of these elements provides insight into the cultural and social significance of the 
image as well as the messages or concepts the artist intended to communicate. The novel 
TTVSP conceals creativity that is absent from the original source.

The appreciation of the artefact’s utilisation reveals this creativity. Figure 1 is utilised as 
an example of an analysis to demonstrate how visual artefacts function. Figure 1 was chosen 
due to its limited number of characters and panels, encouraging readers to examine images 
critically. The following is a general interpretation of the image: Figure 1, the panel 1 por-
trays a humanised monkey and lion attempting to enter the Panchatantra universe. Figure 1, 
panel 2 depicts both characters being distracted by something; panel 3 depicts the human-
ised monkey being startled; and panel 4 depicts both characters staring at Vishnu Sharma, 
who is bearing papers in a confused state while carrying them in his hands. According to 
the plot, both the monkey and the lion are astounded when they see Vishnu Sharma with 
the lost Panchatantra pages, which serve as the entrance to the Panchatantra universe. In 
critical analysis, the image is examined through the lens of socio-semiotics metafunctions 
adapted from Reading Images: The Grammar of Visual Design (Kress & van Leeuwen, 2005).

Socio-semiotics is a language of social interpretations; while semiotics is a sign of lan-
guage, socio-semiotics are socially oriented. Halliday (1978), a linguistic theorist, coined 
the term social semiotics in his book Language as Social Semiotic: The Social Interpretation 
of Language and Meaning. He suggested that there are three “metafunctions” of language: 
interpersonal, ideational, and textual. Later, it was refined in Social Semiotics by Hodge and 
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Kress (1988) as the analysis of social practice by means of semiotics systems. O’Toole (1994) 
investigated visuals in The Language of Displayed Art by employing Halliday’s (1978) sys-
temic functional grammar. In Reading Images, Kress and van Leeuwen (2005) also combined 
multimodal texts and socio-semiotics. They proposed the grammar of visual design as an 
update to Halliday’s (1978) metafunction: representational, interactive, and compositional. 
According to Bezemer and Jewitt (2009, p. 2),

“Social semiotics is concerned with meaning makers and meaning-making. It studies 
the media of dissemination and the modes of communication that people use and de-
velops to represent their understanding of the world and to shape power relations with 
others”. 

According to van Leeuwen and Jewitt (2004, p. 134) in The Handbook of Visual Analysis, 

“Social semiotics of visual communication involves the description of semiotics re-
sources, what can be said and done with images (and other visual means of com-
munication) and how the things people say and do with images can be interpreted”. 

Social semiotics differentiates social actuality from images’ reflective meaning. It examines 
how humans utilise semiotic resources to create and comprehend communicative artefacts in 
the context of particular social settings and practise (Bezemer & Jewitt, 2009). “If children are 
to learn how to analyse the ways images make meanings, they need to gain knowledge of 
the visual meaning-making systems deployed in images” (Unsworth & Wheeler, 2002, p. 69). 
Some authors (Syed-Ahmad et al., 2013) employed images as an index in order to elucidate 
icons and symbols in semiotics and confirm how individuals define specific culture-creativity 
images through images. Anthropomorphism and its communicative artefacts are analysed 
from a social semiotic perspective to interact with and interpret the meaning of visuals.

According to Kress and van Leeuwen’s (2005) social semiotics paradigm of visual gram-
mar, the anthropomorphic characteristics of artifacts, such as layout, stroke, gaze, and colour, 
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Figure 1. Panels identification for analysis  
(source: Basu & Padlekar, 2015)
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are defined. This paradigm comprises three metafunctions of visual grammar, namely the 
representational, interactive, and compositional metafunctions, which work together to create 
meaning. Several scholars have employed Kress and van Leeuwen’s (2005) framework as a 
basis for their work in socio-semiotics. Subclassification of the metafunctions is illustrated in 
Figures 2–4. 

The representational metafunction concerns how images represent reality, with narrative 
and conceptual processes being crucial in explaining the representation of objects and human 
experiences with visual media (Kress & van Leeuwen, 2005).

Figure 2. Representational metafunction (source: created by authors)

In terms of visual representation, Figure 1, panel 4 can be classified as a narrative depic-
tion rather than a conceptual one. It portrays an action-oriented, reactive, mental, and verbal 
process that is agentive. The direction of the boy’s movement creates a vector narrative, with 
the anthropomorphised figures of the lion and monkey and the lost papers of Panchatantra 
as the vector point. The purpose of this view is to grab the crew’s attention by displaying 
the lost papers of the animal world of Panchatantra. The narrative progresses as the boy re-
ceives a reaction from the lion and monkey’s point of view. The mental representation is the 
boy’s possession of the wayward papers, which signifies the sense of discovery. The thought 
balloon provides readers with a complete narrative representation of the image. In Figure 1, 
panel 3, the monkey’s gaze towards the audience, and in panel 4, the puzzled look of the 
boy towards the crew indicates the action taking place in a tense situation.

Interpersonal metafunction explains the social connection between the author, reader 
and represented object. The subdivisions are contact, distance, and point of view (Kress & 
van Leeuwen, 2005). 

The analysis reveals that the boy’s stare in Figure 1, panel 4 is a hesitant giving glance, not 
directed at the spectator, while the girl in panel 3 is demanding of the viewer. The distance 
changes from a short close-up angle (Figure 1, panel 3), which is personal or intimate, to a 
long spectrum (Figure 1, panel 4), which is impersonal. The angle projection is the third point 



50 C. R. J S, B. R. Visualising anthropomorphism as a creative communicative mode in Samit Basu and...

Figure 3. Interpersonal metafunction (source: created by authors)

Figure 4. Compositional metafunction (source: created by authors)

of view. Figure 1, panel 3 is from a frontal viewpoint, emphasising the viewer’s engagement, 
while panel 4 is from a low aspect points the performers’ power over the spectator.

Compositional metafunction is a representational and interpersonal metafunction com-
position to form a meaning as a whole. Verbal and nonverbal elements are measured by 
their values (placement), framing (space management) and salience (arrangement) (Kress & 
van Leeuwen, 2005). 
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Firstly, information value is the position of the participants in the images to make mean-
ing. Figure 5, panel 4 is divided into four sections: section A, the left upside is filled with 
darkened trees for “given” “ideal”; section B, the lost paper is positioned in the right upside 
for “ideal” “new”; section C, lion’s back head in the left downside of the picture is “given” 
“real”; section D, monkey’s side view in the right downside is “new” “real”. The representa-
tion of the position suggests that the position of the lost paper is “ideal” and “new”. It is to 
represent the lost culture or tradition of the society; dark trees positioned in section A (given 
ideal) states that the living environment of the society is being destructed; section D is a 
new real position that reveals the state of people in the viewer position of the action around 
them; given and real position, section C presents the choice of the readers to be a viewer or 
an actor of the situation.

Section A
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Section C Section D 

Ideal 
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iv
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Real 

Figure 5. Compositional metafunction analysis 
(source: Basu & Padlekar, 2015)

Secondly, salience is discerned by glancing at the space occupied by the boy’s figure. It 
is positioned in the left half of the image that is foregrounded, while all other individuals 
and objects are intentionally backgrounded. By depicting Vishnu Sharma, who unearthed the 
forgotten things of the old Panchatantra travelling towards the transformation, urges the 
reader to act as a leader for the betterment of society. 

Thirdly, the absence of framing in this image emphasises the stress of the relationship 
between the elements. Here everything is backgrounded apart from the boy and Panchatan-
tra’s lost papers. The main focus on a boy is to emphasise that the action of the boy is more 
important than looking at him as a viewer. 

Fourthly, there is a modality with intriguing contradictions; the colour notions are highly 
naturalistic of bright and dark colours (Figure 1, panel 4). It conveys the message’s intensity 
and encourages action for effective change. 
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Figure 1 is analysed from the perspective of a metafunction. This fundamental analysis 
shows how the image was structured to make meaning. These three metafunctions explain 
the context of communication and the intended image modulation. Though signs are con-
ventionalised, meaning-making differs from one semiotics mode to another. Kress and van 
Leeuwen’s (2005) views on creating signs are solely based on the sign maker’s “interest”. In 
Kress’ (2010, p. 62) words, 

“Signs are made – not used – by a sign-maker who brings meaning into an apt conjunc-
tion with a form, a selection/choice shaped by the sign-makers ‘interest’, interests that 
are shaped by the environment and circumstances of use”. 

Hence, images must be studied intensively to understand the sign’s meaning rather than 
being considered decorative. The study shows that the image as a whole is generally viewed 
as a spectacular formation of the story, but when an image is approached through socio-se-
miotics, the literary representations can be explored. Here, a literary element “anthropomor-
phism”, takes place but the question is why a humanised animal is employed in the graphic 
novel?.

5. Anthropomorphism as a communicative mode

Anthropomorphism is a creative communication mode that can be used to convey moral 
messages, explore the human condition, and spark a sense of wonder and imagination. An-
thropomorphism is giving human traits, emotions and intentions to non-humans and objects 
(Fisher, 1991). It can take various forms, such as representing gods (Schoen, 1990; Shaman 
et al., 2018), animals (Urquiza-Haas & Kotrschal, 2015), trees (Gebhard et al., 2003), birds 
(Anderson, 2014) and objects (Wen Wan & Peng Chen, 2021). Even imitating the human form 
is also considered a kind of anthropomorphism which is pointed out by DiSalvo et al. (2004) 
with four kinds structural, gestural, aspects of the character, and awareness, which questions 
dehumanisation (Jörling et al., 2020).

Creators can make non-human entities more relatable and accessible to audiences by 
imbuing them with human-like characteristics, allowing them to communicate complex ideas 
and emotions in a more engaging and intelligible manner. Anthropomorphism has a lengthy 
history in art and literature and is present in numerous cultures and traditions across the 
globe. For example, ancient Egyptian art often depicted gods with animal skulls, and Native 
American folklore is replete with tales of animals with human-like traits.

In recent years, anthropomorphism has gained popularity in popular media, including 
animated films, animations, and video games. The use of anthropomorphic characters creates 
emotional connections between the reader and the characters, leading to better compre-
hension of the story’s themes and messages. Anthropomorphic characters can also present 
abstract ideas in a concrete and relatable manner. Orwell’s (2009) Animal Farm (original-
ly published in 1945), for instance, employs anthropomorphic pigs to represent the Soviet 
Union’s leaders. Similarly, in TTVSP, to convey relatable and engaging moral teachings and 
societal norms.

Anthropomorphism is also an effective narrative device for generating awe and imagi-
nation. By envisioning a world where animals can speak and act like humans, authors can 
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evoke a sense of whimsy and fantasy that can captivate readers of all ages. This sense of 
awe is especially potent in children’s literature, where anthropomorphic characters can inspire 
generations of readers. According to “Storytelling among Children: A Survey” (2020), children 
enjoy anthropomorphised animal stories (J S & R, 2020).

Empirical research, such as Epley et al. (2007) study on “On Seeing Human: A Three-factor 
Theory of Anthropomorphism” supports the idea that anthropomorphism enhances human 
communication and comprehension by fostering a sense of familiarity and relatability. When 
animals or inanimate objects are given human traits and emotions, they create a sense of 
empathy and emotional investment in readers, leading to greater engagement with the plot. 
In conclusion, anthropomorphism is a creative mode of communication that allows authors to 
create relatable, concrete, and engaging characters capable of conveying complex ideas and 
moral teachings in an approachable manner. It serves as a bridge between the sender and 
recipient, enabling the transmission of messages in various forms, including visual symbols. 

Humans use animals to transcend the boundaries of their own species and selves, as well 
as to dramatise, represent, and shed light on many facets of human experience and fantasy 
(Daston & Mitman, 2006). The Anthropomorphic Lens: Anthropomorphism, Microcosmism and 
Analogy in Early Modern Thought and Visual Arts examines the conflicts between magical and 
rational, theoretical and practical thought that anthropomorphism involves by exploring the 
paradoxes and tensions inherent in the ideas of analogy and microcosm (Melion et al., 2015). 
Parkinson (2020) worked on how anthropomorphised animals are widespread in popular 
culture, while some research shreds evidence that anthropomorphic depictions influence chil-
dren to distinguish the real characteristics of animals (Marriott, 2002; Ganea et al., 2014; Wax-
man et al., 2014). Strouse et al. (2018) review highlights that realistic animal depictions may 
be ideal for biology instruction, but there is a need for anthropomorphism when fostering 

Figure 6. Presence of anthropomorphism (source: Basu & Padlekar, 2015)
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empathy for animals (Paul, 2000; Signal & Taylor, 2007). Moreover, anthropomorphic rea-
soning helps to protect nature (Gebhard et al., 2003). Thus, “Anthropomorphised agents can 
act as powerful agents of social connection when human connection is lacking” (Epley et al., 
2007, p. 865). Figure 6 shows how an old man and two girls are reimagined as a tortoise and 
two white cranes. Why is a turtle used to represent an elderly person? It represents wisdom 
and understanding and also because of its lengthy lifetime, sluggish movement, and wrinkled 
look (Ball, 2004). Authors commonly use anthropomorphism to convey delicate subjects and 
modern facts directly or indirectly (Guthrie, 1997). Guthrie (1997) mentions anthropomor-
phism is an “involuntary perceptual strategy” and a significant stimulus to mirror oneself. 
Kellogg Markowsky (1975) claims anthropomorphism helps a reader to identify themselves 
for a flight of fantasy, variety, and humour. Additionally, anthropomorphism is acquainted 
with stories to entertain, enlighten, and make meaning understandable (Knight, 2005). The 
core of the communication mode is to transmit the message in a clear and concise manner 
(Duck & McMahan, 2009, p. 368). It is a bridge between the sender and recipient (Johannes-
sen, 2021, p. 106), and it might take the form of a gesture, words, photographs, letters, facial 
expressions, synthetic speech and visual symbols. Berlo (1966) developed Shannon–Weaver 
model of communication as “the sender–message–channel–receiver” (SMCR) model. 

In a way, taking the SMCR model of communication, anthropomorphism is a medium to 
communicate social meaning. This novel analysis throws light on degrees of anthropomor-
phism that explain how anthropomorphism communicates. Here, anthropomorphism takes 
different forms to insist on the intended message. In the novel, Vishnu Sharma’s grandpar-
ent talks about guarding the Panchatantra universe but Vishnu Sharma ignores it and has 
no idea about the universe until the animal crew approaches. The type of communication 
that happens here makes the difference; his grandparent communicates the importance of 
the Panchatantra universe, which was in human form with verbal mode, but when the crew 
approaches Vishnu Sharma, that happens in visual mode with anthropomorphised form. Fur-
thermore, following Xenophanes (Lesher, 2001), May Hill Arbuthnot (Kellogg Markowsky, 
1975), and Emslie’s (2007) categorisation, the feature of medium or mode is examined and 
assessed as degrees in the study. 

5.1. Degrees of anthropomorphism

Xenophanes introduced two divisions, such as attributing human-like physical characteristics 
to non-humans and attributing human-like intellect to non-humans (Lesher, 2001); Kellogg 
Markowsky (1975) highlights Hill Arbuthnot’s three categorisations of animals in children’s 
book, animals act and dress like humans, animals talk but act naturally, and objectively de-
scribed; Emslie (2007), a cartoonist, in his blog observes four degrees, animal behaviour from 
the prediction of human emotion, acts and communicates among animals, partially human-
ised with animal specification, and fully humanised. The need for degrees of anthropomor-
phism arises from the desire to create more effective and engaging messages that resonate 
with audience. By using anthropomorphism strategically and creatively, communicators can 
create powerful and effective messages that connect with their audiences on a deeper level. 
A novel may use all the degrees of anthropomorphism instead of using just one degree 
because it allows for a wider range of creative expression and can create a more complex 
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and nuanced world. By using multiple degrees of anthropomorphism, authors can create 
more dynamic and interesting characters and explore a wider range of themes and ideas. 
For example, using just one degree of anthropomorphism, such as giving animals human-like 
personalities, may limit the range of emotions and behaviours that the characters can exhibit. 
However, using multiple degrees of anthropomorphism, such as giving animals human-like 
appearances, emotions, and behaviours, the characters can become more fully realised and 
exhibit a wider range of emotions and behaviours. Additionally, using multiple degrees of an-
thropomorphism can create a more immersive and engaging world for the reader. By creating 
a world where non-human entities have a wide range of human-like characteristics, the read-
er can become more invested in the story and more easily suspend disbelief. The previous 
study, “Anthropomorphism in Indian Visual Narratives” (J S & R, 2022), explores degrees of 
anthropomorphism from the collection of Indian graphic narratives. Accordingly, the present 
study aims to display anthropomorphic degrees in a single novel, Basu and Padlekar’s (2015) 
TTVSP, to explain how anthropomorphic characters’ form changes concerning the reader’s 
interest and societal relevance. 

 ■ Degree A: animals with their biological identity in a human world (subtle anthropo-
morphism).

This level involves the use of small clues or hints of human characteristics in non-human 
entities, such as a smile on a car’s grille or a frog with expressive eyes. These clues are often 
used to create a sense of familiarity and relatability between the audience and the non-hu-
man entities.

Socio-semiotic analysis: Figure 7 illustrates how animals are frequently neglected by so-
ciety. On the other hand, the character of Vishnu Sharma resembles the members of socie-
ty, while the animals represent the diversity of forgotten characters and values. The image 
attempts to depict the relationship between individuals and society or primordial values. 
Panels within panels are used to provide a clear view of the expressions of the characters 

Figure 7. Degrees of antropomorphism: degree A  
(source: Basu & Padlekar, 2015)
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in order to emphasise the emotion and tension of the setting. The impact of the artefact is 
analysed in terms of its colours and animal selection, which represent the characteristics of 
human existence in society and the types of values present in society.

Overview: in Vishnu Sharma’s classic Panchatantra tales, animals had the ability to speak 
and act like humans in the animal world; however, in Basu and Padlekar’s (2015) TTVSP, 
animals perform in their corporeal form, but in the human world (Figure 7). The first degree 
discusses animals’ morphological characteristics and ability to communicate. As depicted in 
Figure 2, a lion, monkey, and bull arrive in the modern world in pursuit of a chosen guardian 
in order to converse with a human boy named Vishnu Sharma. However, Vishnu Sharma 
consoles himself by imagining that the events occurring around him are a mirage, refusing 
to heed the animal crew. Vishnu Sharma is the only human character in the narrative. He 
represents the audience, and his unwillingness to listen to the crew’s message demonstrates 
the medium’s failure. After a brief conversation with the animals, Vishnu Sharma denies that 
the animals are communicating, so this cannot be considered a communication failure. There-
fore, it is necessary to upgrade the anthropomorphic form to accommodate technologically 
advanced humans.

 ■ Degree B: animals face with the human body in the human world (partial anthropo-
morphism).

This level of anthropomorphism entails imbuing non-human entities with a broader va-
riety of human-like characteristics, such as emotions and intelligence. This is a common 
technique in animated films, in which animals are given human-like personalities and voices 
while retaining their animalistic characteristics.

Socio-semiotic analysis: the transformation of creatures into humans illustrates the need 
for human characteristics in order to survive in a social setting. The presence of various 
animals in the image differentiates the relationships between characters, highlighting the 
diversity of people in contemporary society. Visually, the author’s voice is concealed but 
still audible via a dialogue balloon. The composition of the image divides it into “given real” 
and “new real” to illustrate the reality of the native inhabitants and the need for change in 
order for society to survive. The impact of the artefact examines the transformation of animal 
bodies and the current societal emphasis on body structure. The crew’s gaze and dialogue 
demonstrate their confidence in their ability to adapt, but when Vishnu Sharma ignores them 
as animals, they alter their appearance to advocate for their survival.

Overview: when a child disregards the presence of talking animals, the crew transforms 
into human-like creatures with animal heads and human characteristics. In Figure 8, a lion 
and a bull are transformed into a handsome young man, while a monkey becomes a woman 
with an animal cranium. Comparing Figures 7 and 8 reveals that Vishnu Sharma is concerned 
with the crew’s transformation from animal form to a new (human body with an animal face) 
aspect. The crew’s structural modification catches the attention of a human child (Vishnu 
Sharma). As depicted in Figure 8, it was undeniably successful, as Vishnu Sharma was taken 
aback by their transformation. This aroused his curiosity, and he eagerly desired to learn more 
about them. Both Figures 7 and 8 are anthropomorphic entities that cause bizarre events that 
fascinate the audience; however, why was Figure 7 unable to communicate? This could be due 
to his interest in novel developments or his familiarity with the ancient Panchatantra tale of 
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animal communication. The unique new form of a human with animal visage characteristics 
made degree B more successful than degree A, which failed to attract the attention of Vishnu 
Sharma. Thus, degree B is comparable to Nowak’s (2004) research, which accentuates the 
attractiveness of anthropomorphic images.

 ■ Degree C: animals as humans in the human world (full anthropomorphism).
This level entails constructing fully realised, human-like characters from non-human en-

tities, complete with their own personalities, motivations, and communication styles. This is 
frequently seen in fiction, such as Orwell’s (2009) Animal Farm, in which animals are given 
human-like characteristics and behaviours. 

Socio-semiotic analysis: Figure 9’s analysis depicts animals as humans, suggesting that 
adaptation is necessary for social survival. The figure is divided into “given ideal”, “given real”, 
“new ideal”, and “new real” sections, each with unique lighting and facial expressions that dis-
close the emotions and motivations of the characters. The facial expressions of each character 
emphasise distinct emotions, such as astonishment, anger, confusion, doubt, cunning, and 
composure. It uses visual storytelling techniques to introduce characters and emphasise the 
significance of facial expressions in conveying emotions and situational tension. Moreover, 
it suggests that the actuality of society is always comprised of a variety of individuals with 
differing emotions in the same situation.

Overview: after agreeing to safeguard the ancient Panchatantra universe, Vishnu Sharma 
chose to escort the crew to his grandfather’s house. He stepped out of his home and request-
ed that the crew alter their appearance. Although Vishnu Sharma, an individual, accepts the 
new form of an animal face with the human body (degree B), the crew had to convert into a 
fully human shape in order to be accepted by society. Figure 9 depicts the crew’s humanisa-
tion (having a human face) for the human world’s acceptance. It represents that animals or 

Figure 8. Degrees of antropomorphism: degree B  
(source: Basu & Padlekar, 2015)
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people are accepted in the natural environment. The crew followed Vishnu Sharma in animal 
shapes outside the house, whereas inside, they partially altered their animal form to con-
verse with Vishnu Sharma. Following this, Vishnu Sharma instructs the animals to transform 
completely like a human and not to be distinct from humans as the crew starts their journey 
to Vishnu Sharma’s grandfather’s house, which explicitly describes how people act according 
to the structure of society. 

 ■ Degree D: animals with human traits in the animal world (hyper-anthropomorphism). 
This degree of anthropomorphism entails the extreme exaggeration of human-like char-

acteristics in non-human entities. In animation and cartoons, animals are frequently endowed 
with human-like bodies and abilities, such as speaking, walking upright, and donning clothes.

Socio-semiotic analysis: Figure 10 differs from Figures 1, 5–9 in that it contains a panel 
within a panel, and the outer edge of the panel is designed to resemble worn paper, leaving 
the animal inside the panel exposed. The silhouette of a man transforming into an animal 
appears alone and conveys significance. It implies that new transformations disregard an-
cient values as if the old paper had lost its vitality. When a man transforms into a bird, it 
demonstrates that even some individuals value the environment and adopt a more natural 
lifestyle. Similarly, it demonstrates that humans transform into animal characters based on 
their circumstances.

Overview: degree D differs considerably from degree A in its projection of a different 
world, but the animal-like appearance of the character is maintained. Degree D focuses on 
the animal kingdom, while degree A is concerned with the human sphere. As they entered the 
ancient Panchatantra animal realm, the animal crew assumed animal forms. Vishnu Sharma 
did not alter his human appearance to blend in with the crew; this is another instance in which 

Figure 9. Degrees of antropomorphism: degree C 
(source: Basu & Padlekar, 2015)
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Vishnu Sharma represents human readers, as readers remain readers until the conclusion 
of the narrative. Figure 10 depicts the transformation of the human form into a crow. From 
degree D onward, the crew’s and Vishnu Sharma’s uniqueness or individuality in the animal 
world is emphasised.

Vishnu Sharma was disinclined to aid the guardians, so he decided to grant the Pan-
chatantra gateway to the animal crew that Vishnu Sharma was tasked to protect from foreign 
invaders. To avoid his responsibilities and the disappointment of the Panchatantra’s morals (a 
lion kills his companion cow, as written in the original Panchatantra), he leads Shadow Khan 
to the Panchatantra animal world’s entrance. When Vishnu Sharma saw that the animal crew 
was fighting against their enemy to defend others in addition to himself, he realised that 
the team needed his assistance and joined the group despite his physical inability to fight. 
It resembles the Clive Staples Lewis’ (1994, 2002a, 2002b, 2002c, 2002d, 2002e, 2008) novel 
series, The Chronicles of Narnia (originally published in 1950–1956), in many ways. In addition, 
the novel’s presentation of animals as anthropomorphic figures with human connections will 
strengthen the reader’s emotional attachment to the animals. Paul (2000) and Signal and 
Taylor (2007) conclude that anthropomorphism fosters animal empathy. 

6. Limitation

This research contributes to the understanding of anthropomorphism as a creative mode of 
communication in contemporary literature. The analysis of Basu and Padlekar’s (2015) TTVSP 
emphasises the significance of visual aids and their representation in the anthropomorphic 
communication of complex ideas and emotions. The research makes a significant contribu-
tion to literary analysis and communication studies. This study is limited to analysing a single 
novel, TTVS by Basu and Padlekar (2015), for precision in meaning-making and to generate 
a new dimensional perspective of images. As it is a graphic novel, specific images are ana-
lysed in this article to describe the metafunctions; however, the entire book should be read 

Figure 10. Degrees of antropomorphism:  
degree D (source: Basu & Padlekar, 2015)
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to better understand those functions. Future research will add value to the semiotic pattern 
analysis of the social relevance of individual degrees. Consequently, the investigation can be 
expanded by anthropomorphism factors.

7. Conclusions

Anthropomorphism has been identified as a potent literary device that encourages effective 
communication and reader engagement. The utilisation of anthropomorphic characters es-
tablishes affective bonds between the reader and the characters, leading to a deeper com-
prehension of the story’s themes and messages. By attributing human traits to non-human 
characters, readers can relate to their experiences, struggles, and emotions, fostering empathy 
and investment in the story. The act of personifying complex or abstract concepts enhances 
their accessibility and facilitates comprehension, especially among readers who are younger 
or less experienced. Anthropomorphism successfully achieves transferring information, human 
behaviour, values, and social dynamics, thereby prompting readers to contemplate their own 
behaviours and convictions. Basu and Padlekar’s (2015) use of anthropomorphic creatures in 
TTVSP exemplifies the creative potential of anthropomorphism as a literary mode of expres-
sion. It demonstrates the role of three metafunctions in meaning-making: representational, 
interpersonal, and compositional. The model created by Kress and van Leeuwen (2005) is 
utilised to understand the complexity of images in deciphering meaning. This study aims to 
increase children’s visual engagement by capitalising on their fascination with images and 
animals. This study’s primary objective is to examine anthropomorphism’s creative adaptation 
through the lens of communicative mode. It also emphasises that, following the modernist 
movement, people realised that examining the facts increases their understanding. Each level 
of anthropomorphism has its advantages and disadvantages and can be utilised for various 
purposes depending on the context and medium. For instance, subtle anthropomorphism 
may be used in advertising to create an approachable and relatable brand image, whereas 
full anthropomorphism may be used in literature to create complex characters and investi-
gate human nature. Thus, the analysis of novel results, each degree supports the argument 
by examining unique characteristics of anthropomorphism, such as degree A: animals with 
the ability to speak for communication; degree B: partially humanised form for attention; 
degree C: humanised animals for acceptance; and degree D: returning to its original form 
for identity. Consequently, the findings of this study indicate that anthropomorphism is an 
effective method of communication. 
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