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The	 incorporation	of	 technology	 in	 the	 foreign	 language	classroom	 is	a	usual	 phenomenon	
nowadays	which	 seems	 to	affect	 students’	motivation	 to	 learn	due	 to	 the	 satisfaction	 they	
feel	when	learning	new	things	or	their	enjoyment	associated	with	the	learning	process.	The	
advantages	of	using	computers	in	English	as	a	foreign	language	(EFL)	instruction	are	plenty	
and	this	paper	aims	to	focus	on	the	combination	of	technology	with	writing	as	an	alternative	
way	 to	motivate	 learners	 to	write.	 In	particular,	 it	 investigates	whether	 creating	 stories	by	
means	of	digital	comics	 increases	students’	 interest	 in	writing	 in	English	and	develops	their	
writing	 skills.	 Creating	 stories	 are	 very	 important	 in	 children’s	 lives	 and	 useful	 in	 primary	
education.	There	are	a	 lot	of	online	sites	where	students	can	easily	construct	digital	comics	
using	simple	steps	and	with	little	guidance	by	their	teacher.	Furthermore,	there	are	a	 lot	of	
projects	like	Educomics	and	The	Comic	Book	Project	that	deal	with	the	issue	of	using	comics	
in	education.	The	participants	of	the	present	investigation	are	a	classroom	of	sixth	graders	of	
primary	 education	 studying	 English	 in	 a	 private	 school	 in	 Central	 Greece.	 The	 specific	
research	is	characterized	as	a	case	study	since	its	focus	is	on	a	single	instance.	The	research	
tools	developed	for	data	collection	include	observation,	interview	and	questionnaires.	Opting	
for	 a	 multi-method	 research	 study,	 triangulating	 data,	 can	 ensure	 validity	 of	 the	
investigation.	The	particular	investigation	yielded	positive	results	regarding	the	combination	
of	technology	with	writing	and	specifically	the	creation	of	digital	comics	in	a	young	learners’	
classroom.	The	results	of	the	study	offer	useful	information	to	teachers	of	English	regarding	
the	 different	ways	 that	 the	writing	 skill	 could	 be	 taught	 and	 practiced	 leaving	 behind	 the	
traditional	passive	methods	and	using	more	alternative	and	creative	ways.	
	

�	
	
Σκοπός	 της	 συγκεκριμένης	 έρευνας	 είναι	 η	 χρήση	 της	 τεχνολογίας	 στη	 διδασκαλία	 του	
γραπτού	 λόγου	 για	 να	 αυξηθεί	 το	 ενδιαφέρον	 των	 μαθητών.	 Συγκεκριμένα	 οι	 μαθητές	
καλούνται	να	δημιουργήσουν	ιστορίες	μέσω	των	ψηφιακών	κόμικς.	Η	συγκεκριμένη	έρευνα	
χαρακτηρίζεται	ως	μελέτη	περίπτωσης	επειδή	εστιάζει	σε	μία	συγκεκριμένη	περίπτωση.	Η	



Deligianni	&	Pouroutidi/	Research	Papers	in	Language	Teaching	and	Learning	7/1	(2016)	233-263	

 

234	

συγκέντρωση	 και	 ανάλυση	 δεδομένων	 από	 τρία	 διαφορετικά	 ερευνητικά	 εργαλεία	
επιβεβαιώνει	 την	 εγκυρότητα	 της	 έρευνας.	 Η	 συγκεκριμένη	 έρευνα	 απέφερε	 θετικά	
αποτελέσματα	 όσον	 αφορά	 τον	 συνδυασμό	 της	 τεχνολογίας	 με	 το	 γραπτό	 λόγο	 και	 πιο	
συγκεκριμένα	 τη	 δημιουργία	 των	 ψηφιακών	 κόμικς	 στην	 τάξη	 μικρών	 μαθητών.	 Τα	
αποτελέσματα	 προσφέρουν	 χρήσιμες	 πληροφορίες	 στους	 καθηγητές	 Αγγλικών	 σχετικά	 με	
τους	εναλλακτικούς	 τρόπους	με	 τους	οποίους	ο	γραπτός	λόγος	μπορεί	να	διδαχθεί	και	να	
εξασκηθεί,	αφήνοντας	πίσω	τις	παραδοσιακές	μεθόδους.	
	
Key	words:	digital	comics,	motivation,	writing,	young	learners,	collaboration,	case	study	
	
	
	
1.		Introduction	
	
Writing	 is	 considered	 a	 difficult	 and	 highly	 complex	 process	 especially	 for	 young	 learners	
whose	 linguistic	competence	 is	 limited.	 Imitating	models,	 following	guidelines	and	treating	
writing	as	a	final	product	are	elements	that	characterize	traditional	approaches	to	teaching	
and	practising	writing.	These	tend	to	focus	on	accuracy	and	correctness	of	the	written	text.	
Therefore,	as	Zamel	(1985)	asserts,	linguistic	properties,	in	particular	phonological,	lexical	or	
grammatical,	should	be	the	focus	of	students’	attention	during	the	procedure	of	creating	a	
piece	 of	writing.	 This	means	 that	 students	 are	 deprived	 of	 the	 enjoyment	 that	 is	 likely	 to	
derive	 from	 true	 communication	 in	 written	 speech.	 It	 is	 implied	 that	 due	 to	 the	 difficult	
nature	of	writing	and	the	way	 it	 is	 taught,	 students’	demotivation	and	boredom	 increases.	
However	 increasing	 learners’	motivation	 is	 of	 high	 significance	 as	 in	 Dörneyi’s	 (2001,	 p.2)	
words	 “the	 study	 of	 motivation	 is	 a	 prominent	 area	 in	 the	 field	 of	 psychology	 and	
education”.	
	
The	 incorporation	of	 technology	 in	 the	EFL	classroom	nowadays	offers	 the	opportunity	 for	
new	 and	 alternative	methods	 to	 be	 applied	 in	 the	 class.	 Consequently,	 technology	 and	 in	
particular	computers	can	be	used	for	 the	development	of	 the	writing	skill.	Creating	stories	
which	 are	 finally	 converted	 into	 digital	 comics,	 is	 a	 method	 used	 in	 the	 specific	 research	
study	in	an	attempt	to	raise	learners’	interest	and	participation.	Comics	can	be	easily	created	
by	means	of	computers	 instead	of	the	difficult	manual	drawing	and	colouring	process.	The	
aim	is	for	the	passivity	of	the	traditional	methods	to	be	turned	into	creativity.	As	Cameron	
(2001.	p.	 156)	 stresses	 it	 is	 important	 that	 students	be	engaged	 in	 activities	 that	will	 help	
them	express	themselves,	have	an	audience,	are	meaningful	and	creative	and	allow	children	
freedom	in	writing.	
	
Comics	 and	 stories	 are	 interesting	 topics	 which	 children	 are	 familiar	 with,	 consequently,	
according	 to	 Zemach	 (2010),	 interesting	 topics	 increase	 motivation	 and	 make	 learning	
easier.	They	are	often	used	in	classrooms	as	a	method	for	practising	the	reading	skill	but	in	
the	specific	 lesson	writing	 is	practised.	An	additional	element,	characteristic	of	 the	applied	
lesson,	 is	 that	 the	 focus	 is	 placed	 on	 the	 process	 and	 stages	 of	 creating	 a	written	 text	 in	
contrast	 to	 the	 traditional	 methods	 which	 treat	 writing	 as	 a	 final	 product	 focusing	 on	
accuracy	and	not	in	the	meaning	communicated.	
	
This	research	study	seeks	to	find	whether	creating	digital	comics	can	a)	motivate	learners	to	
write,	 and	 b)	 promote	 group	 collaboration	 and	 encourage	 collaborative	 writing.	 It	 also	
investigates	 whether	 digital	 comics	 can	 be	 used	 as	 an	 alternative	 new	 way	 of	 writing	
creatively	and	as	such	to	be	integrated	into	the	syllabus.	
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2.	Theoretical	framework		
	
2.1.		Technology	in	education	
	
Students’	 boredom	and	 demotivation	 is	 a	 usual	 phenomenon	 in	 the	 language	 classrooms.	
Integration	of	 technology	 in	 the	 foreign	 language	classroom	can	offer	new	and	alternative	
ways	of	motivating	learners	by	replacing	traditional	methods.	
	
According	to	Oxford	(1993)	technology	will	be	beneficial	under	certain	circumstances,	such	
as	 (a)	 if	 it	 takes	 into	 consideration	 students’	 needs	 and	 interests	 and	 tries	 to	 promote	
motivation	(b)	if	the	most	suitable	technology	is	used	for	each	part	of	language	learning	and	
acquisition	 taking	 into	 account	 the	 goals	 and	 the	 type	 of	 learners,	 (c)	 if	 it	 can	 face	 the	
difficulties	 that	 learners	 may	 encounter.	 Furthermore,	 concerning	 the	 activities	 that	 the	
educator	will	use	or	design	through	the	use	of	 technology,	Sadik	 (2008,	p.488)	argues	that	
“the	key	in	using	educational	technology	is	to	utilize	meaningful	activities	that	may	engage	
students	to	construct	their	knowledge	in	different	ways,	not	available	before	the	technology	
was	introduced.”	
	
It	follows	that	technology	has	become	very	significant	in	the	domain	of	education.	It	is	used	
for	educational	purposes	even	in	the	primary	school	where	students	learn	to	use	a	computer	
at	the	age	of	six.	No	Child	Left	Behind	Act	(NCLB),through	the	Enhancing	Education	through	
Technology	 Act	 of	 2001	 requires	 States	 to	 provide	 evidence	 that	 “every	 student	 is	
technologically	 literate	by	the	time	the	student	finishes	the	eighth	grade,	regardless	of	the	
student’s	 race,	 ethnicity,	 gender,	 family	 income,	 geographic	 location,	 or	 disability”	
(Dellicarpini,	2012,	p.	562).	Even	the	notion	of	literacy	has	changed	meaning	because	of	the	
use	 of	 technology	 in	 every	 aspect	 of	 life	 and	 especially	 in	 education.	 Coiro	 (2003,	 p.	 458)	
argues	 that	 “the	 definition	 of	 literacy	 today	 has	 expanded	 from	 traditional	 notions	 of	
reading	and	writing	to	include	the	ability	to	learn,	comprehend,	and	interact	with	technology	
in	a	meaningful	way”.	
	
There	have	been	various	advantages	of	using	technology	in	the	foreign	language	classroom	
and	one	of	 the	major	ones	 is	motivation	 increase.	 Students	 are	dealing	with	new	ways	of	
learning	 that	 are	 interesting,	 leaving	 behind	 the	 boredom	 of	 the	 traditional	 approaches.	
Warschauer	 &	 Healey	 (1998)	 support	 that	 the	 use	 of	 technology	 has	 benefits	 like:	
multimodal	 practice	with	 feedback,	 individualization	 in	 a	 large	 class,	 pair	 and	 small	 group	
work	 on	 projects,	 either	 collaboratively	 or	 competitively,	 the	 fun	 factor,	 variety	 in	 the	
resources	 available	 and	 learning	 styles	 used,	 exploratory	 learning	 with	 large	 amounts	 of	
language	data,	 real-life	skill-building	 in	computer	use.	Chen	(2005)	revealed	that	computer	
assisted	language	learning	constitutes	a	novelty	that	presents	learners	with	attractive	ways	
of	learning	and	as	a	result	even	tedious	drills	can	become	more	interesting.	Additionally	the	
use	 of	 technology	makes	 students	 feel	 that	 they	 can	 successfully	 complete	 tasks	 and	 this	
encourages	them	to	continue	to	work	on	tasks	as	according	to	Schunk	(1991)	they	tend	to	
take	on	activities	they	can	handle. 
	
2.2.	Digital	Comics		
	
Comics	 are	 considered	 to	 be	 children’s	 favorite	 reading	 material.	 The	 combination	 of	
pictures	with	words	 is	 the	key	characteristic	of	 that	 type	of	 texts.	Various	definitions	have	
been	presented	for	comics.	Greg	and	Pratt	 (2005,	cited	 in	Yunus	et	al,	2011,	p.53)	defined	
the	comic	as	“a	sequence	of	discrete,	juxtaposed	pictures	that	comprise	a	narrative,	either	in	
their	own	right	or	when	combined	with	text.”	It	is	emphasized	that	comics	are	a	form	of	art,	
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or	 a	 method	 of	 expression	 as	 Eisner	 (1995)	 claims	 and	 that	 “comic	 strips	 capture	 all	 the	
essence	in	a	narrative	and	can	tell	us	a	story	 in	a	very	effective	way”	in	Alves,	et	al,	 (2007,	
par.2)	 words.	 Comics	 are	 based	 on	 Dual	 Coding	 Theory	 (DCT),	 which	 emphasizes	 the	
significance	 of	 imagery	 in	 cognitive	 operations	 and	 mentions	 that	 the	 presentation	 of	
information	in	both	verbal	and	visual	form	enhances	recall/	recognition	according	to	Clark	&	
Paivio,	(1991	cited	in	Vassilikopoulou,	et	al,	2007).	Their	difference	from	digital	comics	is	that	
digital	comics	are	entirely	created	on	a	computer	and	not	by	manual	drawing	and	coloring	
process.	
	
Language	teachers	as	well	as	teachers	of	other	subjects	are	constantly	looking	for	alternative	
methods	 and	 techniques	 to	 improve	 the	 effectiveness	 of	 their	 teaching.	 There	 are	 lots	 of	
sites	available	on	the	Internet	where	digital	comics	can	be	easily	designed.	Plenty	of	projects	
have	been	implemented	intending	to	show	the	importance	of	using	comics	for	educational	
purposes.	 “Graphic	 novels	 across	 the	 curriculum”	 as	 reported	 in	 Educomics	 (2011),	
presented	a	description	of	school	projects	in	Great	Britain,	having	as	the	main	focus	the	use	
of	 comics	 in	 promoting	 learner’s	 interest	 in	 Literacy.	 Additionally,	 the	 Comic	 Book	 Project	
that	started	in	2011	in	USA	aimed	to	help	young	learners	to	write,	design	and	publish	their	
own	comics	according	to	their	interests	(ComicBook	Project,	2011).	Furthermore,	Educomics,	
a	 European	 Union	 education	 project	 in	 the	 context	 of	 the	 Life	 Long	 Learning	 Programme	
Comenius	Action	attempted	to	show	how	web	comics	can	be	used	in	education	to	promote	
learning	and	motivation	(Educomics,	2011).	
	
Yunus	et	all	(2011,	p	54)	states	that	by	using	digital	comics,	it	can	spur	students’	interest	to	
write”	 therefore	using	 them	 for	practising	 the	writing	 skill,	may	prove	 valuable	 and	Salehi	
(2012)	 supports	 that	 creating	digital	 comics	 to	 tell	 stories	would	make	 the	difficult	 task	of	
writing	in	the	English	language	a	much	more	enjoyable	experience	for	learners.	However	the	
most	 difficult	 part	 of	 creating	 comics	 is,	 according	 to	 Faulkner	 (2009),	 the	 decisions	 that	
learners	should	take	since	there	is	not	much	space	for	text	and	they	have	to	find	the	image	
and	just	enough	words	for	it	to	make	sense.	This	is	a	procedure	that	requires	critical	ability	
since	learners	have	to	find	the	most	essential	parts	in	a	story.	
	
The	benefits	of	using	comics	and	digital	comics	in	the	classroom	are	numerous.	Yang	(2003	
cited	 in	Drolet,	2010,	p.124)	argues	 that	 “one	of	 the	 strongest	benefits	of	using	 comics	 to	
teach	 is	 the	 ability	 to	motivate	 students”.	Developing	 the	writing	 skill	 is	 the	most	 difficult	
part	of	acquiring	a	foreign	language	for	the	majority	of	learners.	According	to	Salehi	(2012,	
p.3467,	 “low-achieving	 ESL	 learners	 need	 motivation	 to	 write	 in	 English”	 Many	 students	
complain	 that	 they	 cannot	 manage	 to	 acquire	 the	 writing	 skill	 and	 that	 a	 lot	 of	 effort	 is	
needed	 as	 finding	 the	 right	 things	 to	write	 for	 every	 occasion	 is	 a	 difficult	 task.	 They	 also	
complain	that	they	do	not	have	any	ideas	and	ask	if	they	can	draw	pictures	when	they	write	
to	support	their	 ideas	(Bledsoe,	n.d).	 Images	are	very	 important	 in	the	 learning	procedure,	
especially	 in	early	ages	since	they	enhance	students’	memory.	Creating	comics	digitally	 is	a	
way	 that	will	 enable	 students	 to	 use	 text	 and	 images	 in	 combination.	 It	 is	 important	 that	
language	 as	 well	 as	 arts	 teachers	 become	 aware	 that	 children	 are	 both	 visual	 and	 verbal	
learners	and	research	supports	the	fact	that	visuals	enhance	learning	(Bruning	et	al,	1999).		
	
2.3.		Stories	and	young	learners	
	
According	 to	Wright	&	Sherman	 (1999)	 the	 first	 step	 in	 the	process	of	developing	a	 comic	
strip	 is	 the	scripting	of	 the	story.	Therefore,	before	 the	design	of	 the	comic	 scenes,	young	
learners	are	required	to	use	their	imagination	and	their	experiences	in	listening	to	stories	in	
order	to	invent	and	write	their	own	story.		
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Children	love	stories	and	stories	are	the	first	part	of	literacy	children	meet.	Additionally,	as	
Cameron	 (2001)	 argues	 "they	 offer	 a	 whole	 imaginary	 world	 created	 by	 language	 that	
children	 can	 enter	 and	 enjoy".	 They	 are	 claimed	 to	 offer	many	 benefits	 to	 young	 learner	
classrooms.	 Increasing	 motivation,	 stimulating	 imagination,	 and	 developing	 fluency	 in	
language	 skills	 (Almutrafi,	 n.d)	 are	 some	 of	 the	 advantages	 of	 using	 stories.	 Furthermore	
Zigardyova	 (2006)	maintains	 that	 they	are	 fun	and	 they	 create	an	 interest	 and	a	desire	 to	
continue	learning	by	linking	fantasy	and	imagination	to	the	children’s	real	world.	One	of	the	
most	 frequently	 mentioned	 benefits,	 according	 to	 Fitzgibbon	 &	 Wilhelm	 (1998),	 is	 that	
stories	 lower	 affective	 filters	 allowing	 learning	 to	 take	 place	 more	 naturally	 and	 more	
readily.	Consequently	educators	should	help	students	to	make	writing	purposeful	as	Ellis	and	
Brewster	 (1991)	 support,	 adding	 that	 writing	 activities	 can	 be	 divided	 into	 those	 that	
encourage	copying	and	those	that	encourage	creativity.	Creating	and	writing	stories	is	not	an	
activity	encouraging	copying	but	creativity,	since	children’s	imagination	is	a	prerequisite	for	
the	accomplishment	of	such	an	activity.	Creating	and	writing	stories	is	a	valuable	procedure	
concerning	 the	 practice	 of	 the	 writing	 skill	 and	 as	 such	 it	 should	 be	 incorporated	 in	 the	
teaching	procedure.	
	
2.4.		Motivation	
	
Motivation	is	a	central	concept	of	the	teaching	procedure.	Lucas	et	al	(2010)	report	that	a	lot	
of	 research	has	been	done	 the	 last	 thirty	 years	 in	order	 to	explore	 the	 role	and	nature	of	
motivation	 in	 learning	 a	 foreign	 language	 classroom.	 According	 to	 Rost	 (2006,	
p.2),“motivation	provides	a	source	of	energy	that	 is	responsible	for	why	 learners	decide	to	
make	an	effort,	how	long	they	are	willing	to	sustain	an	activity,	how	hard	they	are	going	to	
pursue	it	and	how	connected	they	feel	to	the	activity”	a	prevailing	motivational	perspective	
in	 Csikszentmihalyi’s(1992)	 work.	 The	 term	 itself	 indicates	 that	 motive	 is	 a	 force	 that	
prompts,	 incites	or	 stimulates	action	and	Beck	 (2004)	argues	 that	motivation	derives	 from	
the	latin	verb	‘movere’	that	means	to	move	and	such	motivation	is	responsible	for	people’s	
actions	and	behaviors.	
	
Three	types	of	motivation	related	to	the	particular	research	are	going	to	be	described	here:	
Intrinsic	and	extrinsic	motivation,	which	are	 included	 in	the	self-determination	theory,	and	
collective	motivation.	
	
The	self-determination	theory,	one	of	the	most	 important	theories	that	was	 introduced	by	
Deci	 et	 al	 (1989),	 define	 self	 determination	 as	 initiating	 and	 regulating	 one’s	 actions.	
According	 to	 this	 theory,	 motivation	 is	 divided	 into	 intrinsic	 and	 extrinsic.	 Intrinsic	
motivation	 should	 be	 the	 ultimate	 goal	 of	 every	 educator.	 “Intrinsic	motivation	 based	 on	
autonomy	 and	 competence,	 describes	 a	 situation	 in	 which	 material	 is	 engaged	 in	 for	 its	
inherent	 interest	 and	 the	 satisfaction	and	enjoyment	 it	 engenders”	as	Bernard	 (2010,	p.5)	
asserts.	 Put	 simply,	 a	 student	 enjoys	 learning	 a	 language	 due	 to	 the	 satisfaction	 he	 feels	
when	 he	 learns	 new	 things	 or	 the	 joy	 associated	with	 the	 learning	 process.	 On	 the	 other	
hand,	Covington	(1999)	claims	that	students	with	extrinsic	motivation	are	engaged	in	a	goal,	
such	 as	 rewards,	 praise,	 grades,	 certificates,	 gold	 stars,	 basically	 external	 to	 the	 act	 of	
learning	 and	 this	means	 that	 once	 this	 need	 has	 been	 satisfied	 there	 is	 no	 any	 particular	
reason	to	continue	learning.	Finding	ways	to	promote	intrinsic	motivation	should	be	one	of	
the	major	tasks	of	educators.	A	lot	of	authors	propose	such	ways	among	which	Wang	(2001)	
who	 argues	 that	 intrinsic	motivation	 can	 be	 enhanced	 by	 designing	 challenging	 tasks	 and	
tasks	that	create	disequilibria	which	can	elicit	curiosity.	Additionally,	Palmer	(2005,	p	1860)	
states	that	 intrinsic	motivation	can	be	enhanced	by	providing	fantasy	and	control	and	that	
“novelty	is	particularly	important	in	gaining	students’	initial	attention	for	a	task”.		
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Collective	 motivation	 is	 another	 type	 of	 motivation,	 meaning	 that	 students	 enjoy	 when	
working	and	playing	with	others	as	Bouniol	(2004)	states.	Co-operative	learning	activities	are	
those	in	which	students	must	work	together	for	the	accomplishment	of	a	task	or	for	solving	
a	problem.	According	to	Lightbown	&	Spada	(1999,	p.57)	“these	techniques	have	been	found	
to	increase	the	self-confidence	of	students	including	weaker	ones,	because	every	participant	
in	 a	 co-operative	 task	 has	 an	 important	 role	 to	 play.”	 Nowadays,	 most	 of	 the	 schools	
implement	group	work	in	order	to	motivate	students.	Through	group	work,	students	learn	to	
cooperate	and	depend	on	each	other	for	the	accomplishment	of	a	task	sharing	at	the	same	
time	responsibility.		
	
2.5.		Writing	
	
The	majority	of	students	find	practising	and	acquiring	the	writing	skill	the	most	difficult	part	
of	studying	a	foreign	language	as	writing	is	a	challenging	task	that	requires	constant	making	
of	decisions	and	choices	at	the	level	of	ideas,	planning,	organization,	and	expression	among	
others.	Cimcoz	(1999)	also	adds	that	learners	find	writing	difficult	since	they	usually	do	not	
know	what	to	write,	they	cannot	find	ideas	or	even	the	right	words.	Finding	the	appropriate	
words	for	every	writing	occasion	is	a	difficult	part	of	writing	and	students	spend	much	time	
thinking	 of	 an	 idea	 and	 then	 they	 face	 the	 problem	 of	 grammar,	 choice	 of	 words	 and	
coherency.		
	
There	are	two	approaches	that	have	been	formed	for	the	teaching	of	 the	writing	skill.	The	
Product	 approach,	 a	 traditional	 approach	 implemented	 even	 today	 in	 the	 language	
classrooms	and	a	relatively	new	teaching	method	called	Process	approach.	In	the	traditional	
approaches	 of	 teaching	writing,	 the	 focus	 is	 on	 the	 product	which	means	 the	 creation	 of	
grammatically	correct	pieces	of	writing.	White	(1998	cited	in	Ho,	2006)	asserts	that	the	focus	
is	on	grammar	and	adherence	 to	given	models	and	guidelines,	which	means	 that	 students	
imitate	models	and	as	a	result	they	do	not	have	the	opportunity	to	express	their	own	ideas	
and	thoughts,	leaving	out	their	creativity. 
	
The	Process	approach	seen	as	an	answer	to	the	traditional	Product	approach,	focuses	on	the	
process	of	creating	a	piece	of	writing	and	not	on	the	final	product.	The	Process	approach	will	
be	 applied	 during	 the	 lesson	 implemented	 in	 this	 research	 study	 for	 an	 additional	 reason	
related	 to	 the	aim	of	 this	 study,	 that	 is	 stated	by	Czerniewska,	P.	 (2002,	p.	76)	as	 follows:	
“Children	 learning	 to	 be	 literate	 are	 involved	 in	 a	 collaboration	 venture	with	 others”.	 The	
process	approach	 instruction,	 includes	pre-writing	 tasks	 to	activate	background	knowledge	
on	 a	 specific	 topic,	 drafting	 of	 ideas	 to	 communicate	 meaning	 through	 the	 medium	 of	
writing,	 revising	 to	 clarify	 meaning	 taking	 into	 account	 peer	 feedback,	 editing	 to	 correct	
spelling,	grammar,	punctuation	and	publishing	(Hedge	(1994),	Raimes	(1993),	Conover,	n.d).		
Calfoglou	(2004,	p.	198)	supports	that	“dividing	up	the	writing	lesson	into	stages	makes	the	
whole	process	manipulable,	while	on	 the	other	hand,	 the	cognitive	 load	 is	 reduced,	which	
may	facilitate	especially	novice	writer	processes”	(Calfoglou,	2004,	p.198).	It	is	an	approach	
where	the	process,	the	stages	someone	comes	through	and	not	the	product	is	stressed,	an	
approach	 that	 constant	 revision	 is	 promoted	 and	 a	 procedure	 requiring	 constant	 changes	
until	the	final	text	is	formed.		
	
Writing	requires	interaction	between	the	writer,	the	text,	and	the	reader	and	significant	for	
the	 theory	 of	 writing	 is	 the	 primacy	 accorded	 to	 each	 pole	 in	 this	 triangle	 of	 the	 writing	
process	 as	 Calfoglou	 (2004)	 maintains.	 Adding	 to	 that	 Cimcoz	 (1999)	 claims	 that	 it	 is	 an	
interactive	process,	meaning	 that	 the	writer	 should	 take	 into	account	 the	audience	during	
the	process	 in	order	 to	 create	a	good	piece	of	writing.	 It	 is	 important	 to	 consider	 the	 fact	
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that	when	students	realize	that	they	are	writing	for	real	purposes	and	readers,	and	that	their	
writing	is	not	simply	an	in-class	exercise	they	do	get	more	involved.		
	
2.6.	Peer	feedback	
	
One	 of	 the	 tasks	 that	 young	 learners	 are	 required	 to	 accomplish,	 during	 the	 particular	
research	study,	is	the	task	of	providing	and	receiving	feedback	from	their	peers,	during	the	
process	 of	 writing	 their	 compositions.	 A	 new	 feedback	 technique,	 the	 peer	 feedback	
technique,	 different	 from	 the	 traditional	 one	where	 the	 educator	 is	 considered	 to	 be	 the	
sole	 source	 of	 knowledge	 and	 the	 only	 evaluator,	 is	 applied	 in	 the	 broader	 context	 of	
alternative	 assessment.	 According	 to	 Rieber	 (2006	 cited	 in	 Hashim,	 2011)	 there	 are	 three	
types	 of	 peer	 feedback	 depending	 on	 teacher’s	 instructions:	 open-ended	 peer-review,	
guided	peer-	 review	and	directed	peer	 review.	The	 type	of	 feedback	used	 in	 this	 research	
study	 is	directed	peer	review,	which	 is	used	with	 less	experienced	students	who	 lack	good	
writing	 skills	 and	work	with	 a	 checklist	 given	 to	 them	as	 “checklists	 provide	 guidelines	 for	
students	 to	 read	 and	 assess	 other	 students’	 writing”	 according	 to	 Raimes	 (1983,	 p.	 148).	
Furthermore,	learners	should	be	prepared	by	the	teacher	regarding	the	steps	and	the	way	of	
providing	 feedback.	 Teachers	 should	 model	 and	 role	 play	 how	 to	 provide	 constructive	
feedback	before	having	students	meet	their	own.	(Intel	Corporation,	2012).	
	
A	 lot	 of	 benefits	 of	 peer	 feedback	have	been	mentioned	by	many	authors.	 Pishghadam	&	
Kermanshahi	 (2011)	 maintain	 that	 it	 is	 less	 threatening	 by	 creating	 a	 more	 supportive	
atmosphere	 and	 as	 a	 result,	 the	 authoritative	 role	 of	 the	 teacher	 is	 no	 more	 reinforced.	
Hansen	and	Lui	 (2005	cited	 in	Hashim,	2011,	p.4)	advocated	peer	 review	 for	 the	 following	
three	 reasons:	 “First,	 students	 can	 avoid	 being	 penalized	 for	 errors	 they	 do	 not	 detect	 in	
their	 work.	 Secondly,	 it	 provides	 another	 real	 audience	 for	 students	 rather	 than	 only	 the	
instructor.	Thirdly	by	having	to	evaluate	other	students’	papers	they	 improve	the	ability	to	
judge	 their	 own	writing”.	 Furthermore,	 learners’	 responsibility	 is	 increased	 and	 as	 Farrah	
(2012)	 claims,	 this	 is	 a	 characteristic	 of	 learner-centered	 approaches.	 Additionally,	
Wakabayashi	(2008)	assumes	that	the	fact	that	students	act	as	feedback	providers	enables	
them	 to	 gain	 more	 insight	 into	 writing	 and	 revision	 processes,	 gaining	 a	 better	
understanding	 of	 the	 necessary	 steps	 required	 for	 successful	 revision.	 What	 is	 of	 great	
importance	is	that	this	approach	to	feedback	encourages	students	to	develop	their	thinking	
processes	and	gradually	become	independent	as	Stobart	&	Gipps	(1997)	claim.		
	
3.		Research	methodology		
	
3.1.		Research	procedure	
	
The	focus	of	 the	 lesson	taught	was	on	an	alternative	way	of	 teaching	the	writing	skill.	The	
context	of	the	research	was	a	private	language	school	classroom	situated	in	a	small	village	in	
Central	Greece.	The	class	consisted	of	nine	learners	aged	twelve	years	old	in	the	6th	grade	of	
primary	education.	They	are	native	speakers	of	Greek	language	learning	English	as	an	L2	and	
their	 proficiency	 level	 is	 A2	 according	 to	 Common	 European	 Framework	 level	 (Council	 of	
Europe,	2001).	They	have	been	studying	English	for	four	years.	
	
According	to	the	lesson	plan	(see	Appendix	I,	p.18	)	a	pre-while-post	instructional	sequence	
was	implemented	and	before	the	beginning	of	the	designed	lesson,	students	accomplished	
some	pre-writing	activities.	In	the	second	part,	students	were	divided	into	three	groups	by	
the	 teacher	 and	 the	 teacher	 taught	 the	 basic	 steps	 for	 the	 creation	 of	 comic	 and	 let	
students	explore	the	things	that	they	can	do	to	create	comics.	The	site	for	creating	digital	
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comics	 is	 www.Pixton.com.	 Having	 explored	 the	 site,	 learners	 chose	 three	 cards	 from	
categories	of	words	(see	Appendix	II,	p.20).	Based	on	the	words	they	have	chosen	students	
created	a	story	collaboratively.	Each	member	of	the	group	thought	of	a	story	at	home	and	
then	 the	 group	 decided	 which	 story	 would	 be	 written	 including	 the	 changes	 that	 each	
member	 of	 the	 group	 proposed.	 After	 the	 completion	 of	 the	 first	 draft	 the	 groups	
exchanged	papers	in	order	for	a	peer	evaluation	and	peer	conferencing	to	be	accomplished	
based	on	a	writing	checklist	given	to	students	before	they	had	started	writing.	Through	this	
activity	collaboration	is	promoted	and	students	are	engaged	in	the	procedure	of	evaluation	
so	that	they	become	capable	of	evaluating	their	own	writing	texts.	Cameron	(2001,	p.235)	
claims	that	“in	Vygotskian	terms	,	a	pupil	who	learns	to	assess	his	or	her	own	work	moves	
from	 being	 “other-regulated”	 to	 being	 “self-regulated”	 or	 autonomous.”	 Taking	 into	
consideration	 the	 comments	 that	 the	 other	 group	 made,	 each	 group	 re-wrote	 the	 draft	
making	the	appropriate	changes.	The	focus	is	on	the	process	or	stages	a	writer	goes	through	
when	writing	a	text.	There	is	no	final	text,	but	there	are	multiple	drafts	before	the	final.	In	
the	following	step	each	group	made	the	dialogues	of	the	story	and	designed	the	comic	(see	
Appendix	 III,	 p.21).	 The	 created	 comics	were	 printed	 and	 given	 to	 the	 rest	 of	 the	 private	
language	school	and	their	parents.	As	Cunningham	(2000)	argues	when	students	are	invited	
to	write	for	real	reasons	they	tend	to	be	more	motivated.	Furthermore,	Miller	&	Pennycuff	
(2008)	 support	 that	 the	 identification	of	 the	audience	and	 the	purpose	during	 the	writing	
process	positively	affect	learners’	writing.	Finally,	each	student	wrote	a	composition	about	
his/her	experience	in	creating	comics.		
	
3.2.		The	study	
	
The	present	study	is	a	case	study	research	which	is	defined	by	Gerring	(2004,	p	341)	as	“an	
intensive	study	of	a	single	unit	with	an	aim	to	generalize	across	a	larger	set	of	units”	with	the	
focus,	 in	 this	 specific	occasion,	on	a	 class	 including	nine	 students.	A	major	 feature	of	 case	
studies	 is	 triangulation	 by	 combining	 different	 methodologies,	 illuminating	 a	 case	 from	
different	 angles,	 using	 evidence	 from	 different	 sources	 to	 corroborate	 the	 same	 finding	
(Rowley,	 2002).	 Current	 trends	 towards	 mixed-method	 research	 designs	 as	 supported	 by	
Creswell	(2003)	and	Dörneyi	(2007)	drawing	on	both	quantitative	and	qualitative	approaches	
ensured	 a	 more	 rounded	 picture	 of	 the	 situation	 under	 investigation	 and	 also	
complementary	findings	to	be	revealed.	
	
According	to	Weissberg	&	Buker	(1990),	after	a	specific	topic	has	been	found,	the	next	step	
is	 to	 formulate	 the	 research	 questions	 which	 are	 the	 basis	 on	 which	 the	 investigation	 is	
planned	and	carried	out.	Therefore	 the	current	 investigation	aims	 to	answer	 the	 following	
research	questions:	
	

1. How	can	digital	comics	motivate	students	to	write?		
2. In	what	way	can	digital	comics	promote	collaboration?		
3. Why	should	digital	 comics	be	 integrated	 into	 the	 syllabus	as	a	new	way	of	writing	

creatively?	
	
3.3.		Research	tools	
	
Since	triangulation	is	the	main	characteristic	of	the	research	methodology,	a	mixed	methods	
design	was	adopted	and	consisted	of	various	research	tools	with	the	intention	of	answering	
the	above	mentioned	research	questions.	Firstly,	two	questionnaires	were	delivered	to	the	
class,	 after	 they	 had	 been	 piloted	 with	 three	 potential	 respondents.	 Richards	 &	 Lockhart	
(1996,	 p.10)	 support	 that	 “surveys	 and	 questionnaires	 are	 useful	 ways	 of	 gathering	
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information	about	effective	dimensions	of	 teaching	and	 learning	 such	as	beliefs,	attitudes,	
motivation	and	preferences,	and	enable	a	teacher	to	collect	a	 large	amount	of	 information	
relatively	quickly”.	However,	a	main	disadvantage	of	questionnaires,	from	the	perspective	of	
Dorneyi	&	Taguchi	 (2010)	 is	 that	 there	 is	 brief	 and	 superficial	 engagement	with	 the	 topic.	
This	 is	 the	 reason	why	additional	 research	 tools	 like	observation	and	 interview,	have	been	
designed	and	implemented.		
	
Needs	 analysis	 questionnaire.	 A	 needs	 analysis	 questionnaire	 was	 delivered	 before	 the	
implementation	of	the	lesson	(see	Appendix	IV,	p.30).	Through	the	questionnaire,	the	needs	
and	likes	of	students	were	 identified.	The	first	thing	to	be	discovered	in	the	needs	analysis	
questionnaire	 was	 students’	 motivation	 for	 studying	 the	 English	 language.	 Except	 for	 the	
demographic	 questions	 like	 students’	 name	 and	 the	 years	 of	 studying	 English,	 learners’	
preferences	 about	 the	 procedure	 or	 methods	 of	 studying	 English	 are	 discovered.	
Additionally,	 learners’	 attitudes	 towards	writing	 and	 their	 experience	 in	 using	 a	 computer	
were	explored.		
	
Feedback	 questionnaire.	 At	 the	 end	 of	 the	 procedure	 learners	 completed	 a	 feedback	
questionnaire	 (see	Appendix	V,	 p.32).	 Through	 this,	 students’	 feelings	 about	 the	activities,	
the	problems	they	 faced,	 things	 they	 liked	or	disliked,	 feelings	about	 the	cooperation	with	
the	members	of	the	group	and	the	use	of	technology	as	an	alternative	way	of	practising	the	
writing	skill,	were	discovered.		
	
Observation.	Due	to	the	fact	that	questionnaires	are	not	enough	as	research	tools	in	a	case	
study,	during	the	 lesson	students	were	observed	by	their	basic	teacher.	Bell	 (1993)	asserts	
that	 through	 observation	 you	 can	 discover	 characteristics	 which	 are	 difficult	 to	 be	
discovered	 in	 other	 ways.	 The	 focus	 of	 the	 checklist	 (Appendix	 VI,	 p.33)	 is	 on	 children’s	
interest	and	pleasure	about	the	activity,	their	willingness	to	cooperate	and	ask	help	from	the	
teacher,	 whether	 their	 participation	 in	 the	 activity	 is	 equal	 and	 finally	 about	 the	 noise	
created	during	the	procedure.	In	the	second	part	of	the	checklist,	some	comments	about	the	
teacher’s	behavior	were	sought.		
	
Interview.	 The	 following	 research	 tool	 applied	 in	 the	 investigation,	 contributing	 to	
triangulation,	is	the	interview.	Students	were	interviewed	answering	a	list	of	questions	(see	
Appendix	 VII,	 p.34).	 It	 is	 highly	 accepted	 that	 in-depth	 interviewing	 is	 the	 hallmark	 of	
qualitative	research	according	to	Rossman	and	Rallis	 (1998).The	questions	of	the	 interview	
focus	on	feelings	about	the	procedure,	the	problems	created,	the	things	students	 liked	and	
feelings	about	cooperating	with	others	for	the	accomplishment	of	a	task.	On	the	other	hand,	
one	 main	 drawback	 is	 that	 interviews,	 as	 Nisbet	 and	 Watt	 (1980)	 point	 out,	 provide	
important	data,	but	they	reveal	only	how	people	perceive	what	happens,	not	what	actually	
happens,	and	this	is	the	reason	why	observation	has	been	added	to	the	research	procedure.		
	
4.		Presentation,	analysis	and	implications	of	the	research	findings	
	
4.1.		Needs	analysis	questionnaire	findings	
	
Except	 for	 the	 demographic	 questions	 each	 question	 and	 answer	 will	 be	 analyzed.	 The	
answers	given	to	the	first	question	revealed	that	four	out	of	nine	students	44%	study	English	
in	order	for	a	certificate	to	be	obtained,	four	out	of	nine	44%	study	English	because	they	are	
forced	by	their	parents	and	only	one	learner	11,1%	targets	at	easier	access	on	the	internet	
by	means	of	the	English	language.	The	type	of	learners’	motivation	for	studying	English	is	the	
focus	of	the	second	question.	It	is	confirmed	by	students’	answers	that	the	type	of	learners’	
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motivation	 is	 extrinsic.	 Students	 with	 extrinsic	 motivation	 are	 engaged	 in	 a	 goal	 that	 is	
separate	from	the	activity	to	recall	 (Bernard,	2010).	Therefore,	an	alternative	 lesson	would	
reinforce	their	intrinsic	motivation.	
	
According	 to	 the	 following	 two	 questions,	 although	 comics	 are	 students’	 favorite	 reading	
material,	the	opportunity	to	use	them	for	practising	the	reading	skill	in	their	school	was	not	
offered	to	them.	Consequently,	comics	are	introduced	in	the	designed	lesson.	According	to	
the	 results,	 the	 majority	 of	 students,	 eight	 out	 of	 nine,	 (88,9%)	 stated	 that	 their	 native	
language	 is	of	equal	 importance	to	the	foreign	 language	 learned.	Only	one	 learner	 (11,1%)	
preferred	 the	 English	 language	 as	 the	 only	medium	of	 communication	 in	 class.	 Therefore,	
both	 languages	 should	 be	 used	 in	 the	 lessons.	 Oluwole	 (2008,	 p.43)	 points	 out	 that	 it	 is	
“generally	accepted	that	in	teaching	and	learning	processes,	the	mother	tongue	of	the	child	
is	of	utmost	importance.”	Regarding	students’	preferences	about	the	teaching	methods	,	the	
majority	 of	 students	 (seven	 out	 of	 nine-	 77,8%)	 responded	 to	 group	 activities	 positively,	
finding	them	interesting	(eight	out	of	nine,-88,9%)	and	a	very	small	percentage	(two	out	of	
nine-	 22,2%)	 considered	 individual	 activities	 better.	 Only	 one	 student	 considered	 group	
activities	difficult.	Since	technology	and	specifically	computers	are	of	utmost	importance	in	
the	designed	lesson,	it	is	crucial	that	learners’	experience	in	using	computers	be	discovered.	
According	 to	 the	 answers	 given	 (eight	 out	 of	 nine	 learners,	 88,9%),	 technology	 is	 part	 of	
students’	 life	since	they	use	them	at	home	and	as	a	result,	the	tasks	would	be	more	easily	
accomplished.		
	
The	focus	of	the	last	section	of	the	questionnaire	was	the	writing	skill.	Practicing	the	writing	
skill	 in	 a	 foreign	 language	 is	 a	 procedure	 which	 is	 considered	 difficult	 by	 the	 majority	 of	
children	 (eight	 out	 of	 nine,	 88,9%)	 even	 boring	 (one	 out	 of	 nine-	 11,1%).	 Salehi	 (2012,	 p	
3467)	argues	that	“low-achieving	ESL	learners	need	motivation	to	write	in	English”.	Despite	
the	 difficulty	 of	 the	writing	 skill,	 all	 students	 admitted	 that	 creating	 and	writing	 stories	 is	
preferable	 than	 letters,	 description	 and	 articles.	 According	 to	 Rixon	 (1992,	 p.82),	 stories	
“have	been	recommended	as	memorable	and	pleasurable	ways	of	presenting	and	practising	
language	with	children”.	The	way	writing	is	treated	in	the	coursebook	is	an	issue	that	most	
of	 the	 learners,	 six	 out	 of	 nine,	 (66,7%)	 are	 disappointed	 about.	 Only	 three	 (33,3%)	were	
satisfied	with	the	exercises.		
	
The	final	issue	to	be	raised	is	the	kind	of	error	correction	students	prefer.	As	it	was	expected	
teacher	 correction	 was	 the	 prevalent	 answer	 (eight	 out	 of	 nine,	 88,9%)	 to	 the	 question.	
Students	 were	 accustomed	 to	 a	 traditional	 way	 of	 correction	 coming	 from	 their	 teacher.	
That	is	the	reason	why	only	one	child	(11,1%)	responded	positively	to	peer	correction.	
	
4.2.	Research	question:	1.	How	can	digital	comics	motivate	students	to	write?		
	
The	information	provided	by	the	research	tools	revealed	that	the	activity	of	creating	digital	
comics	was	considered	interesting	by	all	students	As	previously	mentioned,	creating	digital	
comics	can	spur	students’	interest	to	write	(Yunus	et	al,	2013).	The	use	of	technology	made	
the	lesson	more	interesting,	a	fact	supported	by	all	students	who	considered	the	activity	of	
creating	digital	comics	more	creative	than	the	traditional	activities	of	practising	the	writing	
skill.	 Writing	 skills	 are	 also	 promoted	 through	 technology	 because	 using	 computers	 and	
especially	graphics	makes	writing	an	enjoyable	experience	(Ybarra	&	Green,	2003).		
	
According	 to	 the	 educator’s	 observation	 comments	 the	 majority	 of	 students	 seemed	 to	
enjoy	 the	whole	 procedure	of	 creating	 digital	 comics	 showing	pleasure	 as	well	 as	 interest	
and	 additionally	 being	 attentive	 to	 teachers’	 instructions.	 The	 interview	 was	 used	 as	 a	
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research	 method	 in	 order	 for	 the	 true	 feelings	 and	 opinions	 of	 students	 regarding	 the	
teaching	situation	 to	be	discovered.	The	 fact	 that	 they	would	practise	 the	writing	skill	 in	a	
different	way	using	technology	made	all	students	enthusiastic	even	before	the	beginning	of	
the	 lesson.	 Fortunately,	 their	 enthusiasm	 also	 remained	 after	 the	 accomplishment	 of	 the	
tasks.	 They	 liked	 the	 fact	 that	 they	 were	 using	 computers.	 They	 preferred	 the	 specific	
alternative	way	of	practising	writing	 than	 the	 traditional	book-based	method	used	before.	
Writing	was	more	creative	 than	simply	 following	guidelines	and	 they	additionally	 liked	 the	
fact	that	there	was	a	real	purpose	and	a	real	audience	for	their	product.	Consequently,	the	
results	 indicated	that	students	are	positive	to	alternative	ways	of	teaching,	 increasing	their	
motivation	to	write.		
	
4.3.		Research	question	2:	In	what	way	can	digital	comics	promote	collaboration?		
	
According	to	the	feedback	questionnaire	findings,	the	vast	majority	of	students	(eight	out	of	
nine-	 88,9%)	 indicated	 their	 preference	 in	 doing	 an	 activity	 collaboratively	 rather	 than	
individually,	 finding	the	experience	 interesting.	This	 finding	takes	us	to	Lightbown	&	Spada	
(1999)	 who	 claim	 that	 cooperative	 activities	 increase	 the	 self-confidence	 of	 students,	
including	 the	weaker	 ones,	 because	 everyone	 in	 a	 group	 has	 a	 role	 to	 play.	 According	 to	
question	7,	the	focus	was	on	the	technique	of	peer	evaluation	where	six	out	of	nine	students	
(66,7%)	reported	that	they	liked	the	specific	experience.	Comparing	the	results	of	the	needs	
analysis	 questionnaire	 with	 the	 results	 of	 the	 feedback	 questionnaire,	 concerning	 peer	
feedback,	 students’	 negative	 views	 turned	 into	 positive.	 Finally,	 according	 to	 the	 last	
question	accomplishing	a	writing	activity	in	collaboration	proved	to	be	important	regarding	
the	 improvement	 of	 the	 writing	 skill.	 Through	 similar	 projects	 collaboration	 is	 promoted,	
students	of	mixed	ability	are	drawn	together	and	opportunities	for	individuals	to	contribute	
in	ways	which	reflect	different	talents	and	creativity	are	created	as	Fried-Booth	(2002,	p.	6)	
maintain.		
	
According	to	the	observation	checklist,	there	was	cooperation	among	most	members	of	the	
group	 but	 not	 all	 the	 students	 participated	 in	 all	 stages	 of	 the	 process.	 Regarding	 the	
interview,	 they	 liked	 the	 fact	 that	 the	 responsibility	 of	 accomplishing	 the	 task	 successfully	
was	 shared	 among	 the	 members.	 As	 a	 result,	 cooperation	 contributed	 to	 students’	
improvement	with	peers	learning	from	each	other.	Almost	all	the	students	enjoyed	working	
with	others.	Using	 groups	 for	 the	 accomplishment	of	 each	 step	of	 the	process	of	 creating	
digital	 comics	 proved	 to	 be	 very	 useful	 for	 the	 particular	 students	 since	 they	 learnt	 to	
cooperate	for	the	completion	of	a	task.	
	
4.4.	Research	question	3:	Why	should	digital	comics	be	integrated	in	the	syllabus	as	
a	new	way	of	writing	creatively?	
	
According	 to	 the	 fourth	 question	 of	 the	 feedback	 questionnaire,	 all	 students	 (100%)	
responded	positively	regarding	the	creation	of	digital	comics	in	the	future	and	seven	out	of	
nine	students	considered	that	the	whole	procedure	improved	their	writing	skills.	During	the	
interview,	using	the	same	method	of	practising	writing	 in	 future	 lessons	was	the	prevalent	
suggestion	on	the	part	of	learners.	Acquiring	the	writing	skill	in	a	foreign	language	is	usually	
a	difficult	and	laborious	task	in	comparison	to	the	other	three	language	skills.	The	majority	of	
students	 find	practising	and	acquiring	 the	writing	 skill	 the	most	difficult	part	of	 studying	a	
foreign	 language.	 The	 particular	 view	 is	 also	 supported	 by	 Cimcoz	 (1999)	 adding	 that	
learners	 find	 writing	 difficult	 since	 they	 usually	 run	 short	 of	 ideas	 and	 appropriate	
vocabulary.	Therefore	based	on	the	data,	creating	digital	comics	is	a	process	that	should	be	
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integrated	 into	 the	 syllabus	 due	 to	 the	 fact	 that	 it	 was	 students’	 desire.	 The	 specific	
alternative	way	of	writing	made	them	change	their	opinion	regarding	the	writing	skill.	
	
4.5.		Implications	
	
The	 findings	 of	 this	 research	 study	 indicated	 that	 changes	 should	 be	made	 in	 the	 English	
classroom	 especially	 in	 the	 methods	 of	 practising	 and	 teaching	 of	 the	 writing	 skill.	 The	
traditional	 book-based	 teaching	 of	 writing	 should	 be	 changed	 with	 the	 aim	 to	 develop	
creative	students.	This	is	reinforced	by	Kern	(2000)	who	asserts	that	specific	guidelines	and	
models	 for	 creating	 a	 piece	 of	writing	 produce	 passive	 learners	who	 experience	 boredom	
being	at	the	same	time	unable	to	use	higher	thinking	skills.	Bahous	et	al,	(2011)	encourage	
students	 to	 be	 active	 participants	 in	 the	 lesson	 and	 not	 passive,	 consequently,	 activities	
should	 aim	 at	 developing	 creative	 thinkers.	 Additionally,	 as	 Williams	 &	 Burden	 (1997)	
maintain,	 giving	 a	 sense	 of	 real	 purpose	 and	 real	 audience	 to	 every	 piece	 of	 writing	 will	
increase	students’	 interest	and	motivation	and	decrease	boredom.	The	fact	that	there	was	
an	authentic	purpose	in	the	present	study	motivated	learners.		
	
Another	change	that	should	be	 introduced	refers	to	the	treatment	of	writing	not	as	a	final	
product	 but	 as	 a	 process	 of	 constant	 modification	 and	 to	 the	 role	 of	 the	 educator	 as	 a	
facilitator	and	coordinator	of	the	classroom	encouraging,	praising	and	motivating	students,	
offering	 help	 and	 suggestions.	 Furthermore	 cooperation	 should	 be	 a	 major	 part	 of	 every	
teaching	 procedure	 because	 through	 cooperation	 children	 have	 the	 opportunity	 to	 share	
thoughts,	 knowledge	 and	 responsibility	with	 other	 classmates.	 Finally,	 alternative	ways	 of	
assessment	 should	 be	 implemented	 promoting	 learners	 autonomy	 and	 increasing	 their	
responsibility	for	their	own	learning.	
	
5.		Limitations	and	suggestions	
	
One	 of	 the	 major	 limitations	 of	 the	 present	 study	 was	 the	 extremely	 limited	 number	 of	
students.	 There	 were	 many	 difficulties	 encountered	 in	 getting	 permission	 to	 conduct	 a	
research	study	in	a	classroom.	Therefore	this	research	study	provides	illustration	rather	than	
representation.	The	fact	that	there	was	only	one	computer	in	the	classroom	and	no	laptops,	
was	 an	 additional	 limitation	 faced.	 Consequently	 the	 lesson	 was	 adapted	 to	 the	 specific	
occasion.	Razak	&	Eswaran	 (2013)	mention	 that	one	of	 the	 factors	 that	prevent	 computer	
use	in	the	classroom	is	the	amount	of	computers	in	educational	institutions.	Furthermore,	it	
could	be	considered	as	a	time	consuming	activity	to	be	applied	in	the	classroom	on	a	daily	
basis	and	it	could	be	alternatively	used	once	a	week.	It	is	suggested	that	this	type	of	project	
should	be	applied	 to	more	 classrooms	of	private	or	public	 institutions	 to	 increase	 validity.	
Educators	could	use	digital	comics	not	only	for	creating	stories	but	other	genres	additionally,	
where	 students	 would	 convert	 every	 piece	 of	 writing	 into	 comics	 with	 the	 help	 of	
technology.		
	
6.		Concluding	remarks		
	
In	conclusion,	the	findings	of	the	present	investigation	indicated	many	positive	effects	in	the	
teaching	of	 the	English	 language	and	 specifically	 in	 the	 teaching	of	 the	writing	 skill	 that	 is	
considered	 a	 complex	 and	 difficult	 process	 increasing	 demotivation.	 The	 data	 analysis	
revealed	 that	 learners	were	enthusiastic	about	 the	procedure	of	creating	digital	 comics	by	
means	 of	 technology,	 supporting	 that	 the	 task	 of	 creating	 comics	 should	 be	 part	 of	 their	
writing	 lessons.	 It	 is	 apparent	 that	 the	 creation	 of	 digital	 comics	 promoted	 group	
collaboration	and	collaborative	writing	creating	positive	 feelings	 to	 learners.	Digital	 comics	
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can	 and	 should	 be	 integrated	 in	 the	 syllabus	 as	 a	 new	way	 of	writing	 creatively	 since	 the	
majority	of	learners	suggested	the	replacement	of	the	traditional	teaching	of	the	writing	skill	
with	 more	 alternative	 ways.	 Additionally,	 it	 should	 be	 stressed	 that	 the	 focus	 of	 writing	
should	 not	 be	 on	 the	 final	 product	 and	 grammar	 correctness	 but	 on	 the	 meaning	
communicated	 and	 the	 process	 and	 stages	 followed	 till	 the	 final	 product.	 Additionally,	
writing	 should	 have	 a	 real	 purpose	 and	 audience	 since	 writing	 is	 the	 result	 of	 creating	
something	that	 is	useful	and	has	meaning	and	is	not	 just	an	exercise	where	grammar	rules	
are	practised	and	applied.		
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APPENDIX	I:	Lesson	plan	

	
APPENDIX	VI:	Lesson	plan	
LESSON	PLAN	
Private	classroom	(frontistirio)	
Number	of	students:	9	
Age	:	11-12	
Student	level:	A2		
Materials:	copies,	computer	
Overall	purpose:	practicing	the	writing	skill.	
	
Plan		
	
PROCEDURE	 OBJECTIVES	 TIME	

	
The	teacher	explains	the	
purpose	of	the	research	
and	the	needs	analysis	
questionnaires	are	
delivered.	
	
PRE-WRITING	STAGE:	
1.	The	teacher	asks	
questions	about	comics.	
	
2.	Students	read	two	
comic	stories	and	
translate	them.		
	
	
	
3.	Students	have	to	draw	
images	in	a	comic	where	
there	are	dialogues	but	
not	images.	
	
4.	Students	should	write	
the	dialogues	in	a	comic	
which	includes	only	
pictures.	Then	each	
student	reads	the	
dialogues	he/she	wrote	
	
5.	Students	are	divided	
into	groups.	The	teacher	
shows	the	basic	steps	for	
the	creation	of	a	comic	
and	then	lets	students	to	
explore	the	things	that	

	
	
	
	
	
	
	
Activate	relevant	schemata.	Activate	
background	knowledge.	
	
	
	
Activating	background	knowledge	and	
practicing	the	reading	skill.	
	
	
	
	
Promoting	imagination	for	the	
accomplishment	of	a	task.	
	
	
		
	
Promoting	imagination	for	the	
accomplishment	of	a	task.	Practicing	the	
writing	skill.	
	
	
	
	
Explanation	of	the	way	a	comic	can	be	
designed.	Preparing	students	for	the	task.	
	

	
approximately	
	
15	min	
	
	
	
10	min.	
	
	
	
	
20	min	
	
	
	
	
	
45	min	
	
	
	
	
	
	
45	min	
	
	
	
	
	
	
45	min.	
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they	can	do.	Then	
students	choose	cards	
from	three	categories	of	
words.	
	
	
	
	
	
WHILE-WRITING	STAGE:		
	
6.	Based	on	the	words	
chosen,	students	write	a	
story	collaboratively	on	
paper	and	a	writing	
checklist	is	given	to	them.		
	
	
	
7.	Students	exchange	
papers	with	the	other	
group	and	based	on	the	
writing	checklist	they	do	
peer-evaluation.	
	
RE-WRITING	STAGE:		
		
8.	Students	re-write	their	
drafts	taking	into	account	
the	comments	made	by	
the	other	group.	
	
9.	Based	on	the	story	
written,	students	write	
the	dialogues	and	create	
the	comic	on	the	
computer.	
	
	
	
	
POST-	WRITING	STAGE:	
	
1O.	Each	student	writes	a	
composition	about	the	
experience	in	creating	
comics	on	the	computer.		
	
Students	are	given	the	
feedback	questionnaire	

	
	
	
	
	
	
	
	
	
	
	
	
	
Practicing	the	writing	skill.	To	use	the	
appropriate	language,	tone	and	ideas.	To	
organize	their	ideas	and	the	steps	that	will	
follow	while	they	are	writing.	Practicing	
previous	learnt	structures.		
Checklists	are	given	so	that	students	have	in	
mind	what	is	correct	before	they	start	
writing.		
	
	
	
Promotes	co-operation.	It	enriches	their	
ideas.	They	take	responsibility	of	their	
writing.	It	develops	the	ability	to	evaluate.	It	
develops	peer-evaluation	and	consequently	
self-	evaluation.	
	
	
	
	
	
Promotes	the	process	of	writing.	The	stages	
a	student	follows	until	the	final	product.	
	
	
The	activity	requires	cognitive	thinking,	
practices	the	writing	skill	and	practices	
computer	skill.	
	
	
	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
45	min	
	
	
	
	
	
	
	
	
	
	
30	min	
	
	
	
	
	
	
	
15	min	
	
	
	
	
	
90	min	
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APPENDIX	II:	Words	
	
	
ANIMALS	
DOG,BIRD,	REINDEER,	HORSE,	SHEEP,	COW,	GORILLA,	BEAR,	PIG,	MOUSE,	LION,	SQUIRELL,	
CHICKEN,	BEE,	FISH,	SNAKE,	BAT,	BUTTERFLIE.	
	
FRUIT	
BANANA,	PINEAPPLE,	NUTS,	CHERRY,	ORANGE,	APPLE		
	
OBJECTS	
CAR,	COMPUTER,	TENT,	PLANE,	CAMERA,	ROSE,	ENVELOPE,	BAG	,	TREE,	BOAT,	SHOP,	BOOK,	
VASE,	MIRROR,	FLOWER,	HELICOPTER,	PIZZA,	UMBRELLA,	CAKE,	GUITAR		
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

and	are	being	
interviewed.	
	
	
	
	
	
	

	
Practicing	the	writing	skill.	The	teacher	will	
try	to	find	any	improvement	in	students’	
writing	performance.		

	
	
	
	
35	min	
	
	
	
	
	
	
55	min	
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APPENDIX	III:	Students’	comics	

GROUP	1	
SANTA	CLAUS	STORY	
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GROUP	2	
THE	RIVER	AND	THE	NOISE	
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GROUP	3	
THE	CIRCUS	
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APPENDIX	IV:	Needs	analysis	questionnaire	

	
	

	 	
	
FULL	NAME:…………………..	
How	long	have	you	been	studying	English	?	…………………	
	
CIRCLE	
	
1.	I	study	English	:	
	a)	to	get	a	certificate	
	b)	to	find	a	better	job	
	c)	to	access	the	internet	
	d)	because	my	parents	want	
	e)	it	is	part	of	the	school	curriculum	
	other	…………………………….	
	
2.	Do	you	like	reading	comics?	YES	/	NO	 	
	
3.	Have	you	ever	used	comics	in	English	in	your	school	or	in	the	frontistirio?		
	 YES	/	NO	
	
4.	I	would	like	my	teacher	to:	
	a)	speak	in	English	
b)	speak	both	in	English	and	Greek	
	
5.	I	prefer	doing	an	activity:	
a)	In	groups	
	b)	alone	
	
6.	Working	in	groups	to	do	an	activity	is:	
a)	boring	
b)	difficult	
c)	interesting	
	
7.	Do	you	use	a	computer	at	home?	YES	/	NO	
	
8.	Do	you	find	writing	in	English:	
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a)	difficult	
b)	easy	
c)	boring	
d)	interesting	
	
9.	What	do	you	like	writing	in	English:	
a)	articles	
b)	stories	
c)	letters		
d)	descriptions	
e)	other……………	
	
10.	Do	you	like	the	way	writing	is	treated	in	the	textbook?	YES	/	NO	
	
11.	What	kind	of	error	correction	do	you	prefer?	
a)	self-correction	
b)	teacher	correction	
c)	peer-correction	
	
	
	
	

APPENDIX	V:	Students’	feedback	questionnaire	
	
	

	
	
After	the	completion	of	the	activity	
	
CIRCLE	
	
1.	I	found	the	activity	of	creating	comics:	
a)	easy	
b)	difficult	
c)	interesting		
d)	boring	
	
2.	Did	you	face	problems	during	the	comic	activity?	YES	/	NO	
	
3.	Did	you	like	doing	the	activity	in	groups?	YES	/	NO	



Deligianni	&	Pouroutidi/	Research	Papers	in	Language	Teaching	and	Learning	7/1	(2016)	233-263	

 

262	

	
4.	Would	you	like	to	create	comics	in	the	future?	YES	/	NO	
	
5.	Do	you	think	creating	comics	improved	your	writing	skills?	YES	/	NO	
	
6.	I	found	working	with	others/classmates:	
a)	useful	
b)	not	useful	
c)	interesting	
d)	difficult	
	
7.	Did	you	like	evaluating	your	classmates	work?	YES	/	NO	
	
8.	Using	technology	made	the	lesson	more	interesting?	YES	/	NO	
	
9.	Creating	comics	was	more	creative	than	the	traditional	activities?	YES	/NO	
	
10.	All	group	members	participated	equally	in	the	activity?	YES	/NO	
	
11.	I	needed	more	time	for	the	activity	 	YES	/	NO	
	
12.	Collaboration	was	useful	for	me	to	improve	writing.	YES	/	NO	
	
	

APPENDIX	VI:	Observation	checklist	
	

	 S1	 S2	 S3	 S4	 S5	 S6	 S7	 S8	 S9	
1.Shows	
interest	

	 	 	 	 	 	 	 	 	

2.Participates	
in	all	stages	

	 	 	 	 	 	 	 	 	

3.Enjoys	the	
activities	

	 	 	 	 	 	 	 	 	

4.	Attentive	 	 	 	 	 	 	 	 	 	
5.	Shows	
pleasure	

	 	 	 	 	 	 	 	 	

6.	cooperates	 	 	 	 	 	 	 	 	 	
7.	Feels	anxiety	 	 	 	 	 	 	 	 	 	
8.	Asks	the	
teacher	for	
help	

	 	 	 	 	 	 	 	 	

9.Makes	noise	 	 	 	 	 	 	 	 	 	
10.	Reluctant	 	 	 	 	 	 	 	 	 	

	
Equal	participation.	Comments:…………………………………	
Noise.	Comments:……………………………………………….	
Teacher	facilitator.	Comments:………………………………….	
Teacher	encourages.	Comments:	………………………………..	
Teacher	keeps	motivation	alive.	Comments:…………………….	
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APPENDIX	VII:	Interview	
	
1.	How	did	you	feel	before	you	did	the	activity?	
2.	What	was	in	your	mind	after	the	completion	of	the	activity?	
3.	What	problems	did	you	face	while	working	on	the	activity?	
4.	Things	you	liked	and	didn’t	like.		
5.	Did	you	like	creating	comics?	
6.	Would	you	like	to	do	writing	by	creating	comics?	
7.	Do	you	think	that	the	activity	helped	you	?	
8.	Did	you	like	working	with	others?	
9.	Any	problems?	
10.	Did	you	like	peer-evaluation?	
11.	Did	all	the	members	of	the	group	participate	equally?	
12.	Any	suggestions?	
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