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Abstract  
There is no doubt that for those who are not English native speakers, to learn this language is 
imperative.  

The difficulties associated with acquiring the skills and competences related to a foreign language can 
be reduced with the incorporation of ICT in different areas of the educational process. One of them is 
the possibility of using bilingual educational material, accessible in an electronic way and with playful 
components. Because the students work daily in a world where images and the internet become more 
and more dominant, we have chosen a comic book, accessible through computer networks, as a 
vehicle for learning.  

As everybody knows, the learning process is much more effective when it involves communication of 
meanings which are appealing to learners, to achieve specific goals. The principle underlying this is 
that learning will be more effective where language is used purposefully. A comic provides easily 
understandable concepts.  It is an open and flexible tool, useful for those involved in teaching English 
and in teaching Sciences. It can also be the basis for developing teaching materials and activities 
giving the scope for working individually and in collaborative groups. It allows teachers to give useful 
formative feedback to their students, which in turn leads to learning. As the language used is seen as 
purposeful, the comic sets out a socio-cognitive approach, developing communicative language 
competences in a natural context. 

The comic in all its variants, not only comic books for children or adult literature, is experiencing a new 
boom. This is the case of the experience described in this paper: the use of the science literacy comic 
book "Granny Tell Me Why", which we have already described in other works and which is now also 
accessible to students through computer networks and their mobile devices as an innovative and high 
performing tool to learn/teach English and sciences effectively. 

The comic, of fortnightly periodicity, tells the adventures of a high school student living with his 
grandmother, a divorced and very active scientist. Science topics are developed in the comic, through 
exciting adventures they live together.  

The first full season (24 issues), of the three so far developed, have been translated into English. The 
comics are made available to readers through a web platform that downloads a new story every 
fortnight. 

In addition, through a content manager system, teachers are provided with manuals for using the 
material in the classroom for the development of typical language teaching skills: Written 
Comprehension, Oral Comprehension, Oral Expression and Written Expression.  

An evaluation instrument was developed and applied to gather the opinion of teachers and students 
about topics such as whether there was a greater interest of the students on the topics, if they 
improved their grades or if the use of the comic favored the development of multidisciplinary skills. 

Pilot tests are currently being carried out in elementary and secondary schools in Spain to evaluate 
the effectiveness of the comic as a vehicle tool for improving English language skills. After using the 
comic in the classroom, the results will be analyzed from the point of view of English teachers, science 
teachers and students. Surveys will also assess the cross-skills that the comic foster, such as 
autonomy, teamwork, leadership, initiative, self-evaluation.  
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1 INTRODUCTION  
In previous papers (1),  we have described the need to have educational materials adapted to the 
changes that the field of education has experienced due, mainly, to the incorporation of Information 
and Communication Technologies (ICT). We have analyzed the need to make science learning 
attractive, taking advantage of the fact that students are familiar and enjoy the language of comics (2). 

Since printing increases costs and limits the possibilities of access to educational materials, electronic 
versions of learning materials have become an attractive option (3). Accordingly, we digitized seventy-
two stories (the first three seasons) originally in printed format. To make them available to students 
and teachers, inside and outside the classroom, we created a digital platform from which they can be 
accessed by all the public (4), through a subscription mechanism. Fig. 1 shows the interface of the 
platform. 

 
Figure 1. Screenshot of the interface to access the materials. 

A Teacher's Guide was also developed so that the teacher can use the comics as a support for 
teaching English. This document gives advices for the development of the four learning skills: written 
comprehension, listening, speaking and writing. 

2 METHODOLOGY 
To test the potential of the comic in the classroom, pilot tests were conducted at ten schools. It was 
sought that they be: private (4), public (2) and semi-public (4) schools. Six of them were bilingual 
English / Spanish schools. 

The test consisted of the application of a pair of questionnaires. One of them was developed to 
contextualize the usage of the comic, containing questions related to characteristics of the school: 
type of school, number of students, number of students using the comic, students' age, number of 
teachers at the school, number of science teachers and number of English teachers. 

The other questionnaire was used to assess the educational impact of the comic and consisted of ten 
questions, in a Likert scale with five options, asking about the benefits of using the comic. The 
questions asked were about whether the comic:  

1 Helps to achieve the objectives of the course 

2 Relates situations of the real life of the student with the subjects of study 
3 Promotes educational innovation processes 

4 Increase students' interest in learning English 

5 Improves student learning assessment 

6 Help developing interdisciplinary and self-taught skills 
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7 Promotes in the student the search for similar materials to continue (individually) their learning 
process about the subject 

8 Increases the student interest due to graphical format 

9 Increases the student interest due to digital format 
10 Increases the student interest due to interdisciplinary content 

Additionally, teachers could write about topics not covered in the questionnaire. 

3 RESULTS 
A total of twenty English teachers and four hundred and six students participated in the study, ranging 
from eight to eighteen years old. Seventy percent of the students who used the comic are in the age 
range of nine to fifteen years. 

Not all the teachers participating in the study started working with the comic at the same time; for that 
reason only twelve answered the questionnaire. Figures 2, 3 and 4 present the results as a histogram. 

 
Figure 2. Answers to questions 1-4 

 
Figure 3. Answers to questions 5-8. 

 
Figure 4. Answers to questions 9-10. 
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It can be seen from the previous figures that none of the questions received "totally disagree" as an 
answer. 

Only question seven, concerning the promotion in the student the search for similar materials to 
continue (individually) their learning, received a "do not agree" as an answer. 

Three questions (one, four and five) about whether the comic helps to achieve the objectives of the 
course, increases students' interest in learning English and improves the assessment of student 
learning, respectively obtained the "do not agree / do not disagree " as an answer. 

Questions eight and nine, regarding the increase in the student interest due to the graphic and digital 
format of the comic, were unanimously answered as "totally agree". 

Figure 5 shows some of the opinions expressed by the teachers. 

 
Figure 5. Teachers’ opinions on the use of comics in digital format. 

4 CONCLUSIONS 
The tests were devised and applied with the academic year courses already initiated and with certain 
time constraints, however - and although they are small scale tests - the results are motivating, both 
from the point of view of the response to the questionnaire and from the point of view of the feed-back 
given as free opinions from the teachers. 

The questionnaires were applied to teachers and not to students, so it would be convenient to 
complement this study, with another one to find out the opinion of the students about the comic. 
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