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Abstract 

Teaching with comics and graphic novels in the Austrian EFL classroom might seem 

unusual at first. However, this thesis aims at proving the beneficial character of pictorial 

literature for learning English. The underlying research question states the following: 

Comics, cartoons and graphic novels suffer a rather low prestige in the Austrian edu-

cation system. Which benefits arise from using these kinds of pictorial literature for 

language learning and which methods of application ensure these benefits? By com-

piling a collection of teaching ideas, benefits and example literature suitable for teach-

ing, it has been proven, that comics, cartoons and graphic novels can be regarded as 

formidable pedagogical tools. Under the scope of multiliteracy and the CEFR a firm 

theoretical base for this assumption has been created, revealing the manifold benefits 

for reaching curriculum goals and establishing various literacies, such as visual liter-

acy, media literacy and cultural literacy in the Austrian EFL classroom.  
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1. Introduction 

“As many teachers, librarians, booksellers and parents will attest, children LOVE com-

ics!” (“Toon”) A common misconception in our present society consists in the assump-

tion that only children but not youth or adults love comics and graphic novels. Luckily 

this narrow-minded view is soon to be cleared away, as more and more literature on 

the use and benefits of pictorial literature is produced. This leads to comics, cartoons 

and graphic novels slowly finding their way into German-speaking countries and their 

classrooms (Schüwer, 1). The approval of the medium comic and its various forms, 

especially among adults, is growing steadily, yet the absence of pictorial literature in 

form of comics and graphic novels in secondary education is striking. This circum-

stance has led to the making of this thesis which should make teachers and teachers-

to-be aware of the vast possibilities of useful comic, cartoon and graphic novel appli-

cation in the classroom.  

Teaching with comics and graphic novels in Austria’s EFL classroom might seem un-

usual as “the comic has been a minor medium of literacy ever since due to the as-

sumption of […] [its simplicity]” (Hofer, 88). However, this thesis aims at proving that 

the use of said mediums can serve as perfectly useful and sophisticated tools for 

teaching English as a foreign language in Austria’s classrooms, supported by Williams 

describing comics and graphic novels as “powerful teaching tools” (13).  

  

“Comics are a gateway drug to literacy” 

Art Spiegelman (“Toon”) 
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The research question of this thesis follows precisely this predicament by stating the 

following:  

Comics, cartoons and graphic novels suffer a rather low prestige in the Austrian edu-

cation system. Which benefits arise from using these kinds of pictorial literature for 

language learning and which methods of application ensure these benefits? 

In order to build up the argumentation for using pictorial literature in the EFL classroom, 

first, a structural base is established in chapter 2 by describing the CEFR, its language 

levels and its fundamental role in this endeavor. In chapter 3, theoretical concepts in 

the field of comic studies are introduced, of which the most important are multiliteracy 

and multimodality. These concepts are followed by a collection of the essential benefits 

the use of pictorial literature introduces to the classroom, enriching both the teaching 

and the learning experience of a language. In order to provide orientation in the vast 

field of comic literature, a brief historical overview and typology of pictorial literature is 

provided.  

The second part of this thesis, chapter 4, is of an entirely practical and descriptive 

nature, including the ways and techniques for teachers to implement comics, cartoons 

and graphic novels in the EFL classroom. For the overarching structure the language 

levels A1-C2, described by the CEFR, are used, ranging from kindergarten to univer-

sity level English classrooms. These individual language level chapters are designed 

to introduce the reader to the use of pictorial literature for the specific learner group, 

by giving literature examples stating the benefits of usage and describing teaching 

ideas. Each language level comes with a detailed analysis of a prepared teaching ses-

sion using suitable graphic literature in accordance to various factors such as learner 

age, topic field, curriculum expectations et cetera. Thus, by eliciting teaching examples 

with suitable pictorial literature and describing teaching aims and benefits I intend to 

show how useful comics, cartoons and graphic novels are for teaching the English 

language. 

However, this thesis is merely an introduction into the great field of pictorial literature, 

which ranges from superhero comics, to autobiographical comics and funny newspa-

per comic strips, to Japanese Manga. As it is merely an introduction I do not claim and 

not even try to cover the entire field of comics as this would go beyond the scope of 

this thesis. In order to keep this project coherent and concise I needed to cut out many 

parts of this immense area of literature. For example, Manga, the Bande Dessinée 
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(only partially tackled) and other sub genres were neglected. Nevertheless, I did try to 

implement as many aspects and angles of this type of literature, as will be illustrated 

in the practical part of this thesis. 

The literature and activities chosen for this collection cannot include every possibility 

of usage in the classroom. Therefore, the teaching ideas (TI), benefits (Ben) and ex-

ample literature (EL), were selected carefully in order to provide a broad range of suit-

able activities, topics and styles. If not indicated otherwise, the reviews of graphic lit-

erature as well as the teaching ideas and material found in this thesis, were created 

by myself. For orientation purposes, a quick reference table can be found on page 27 

showing each language level with the applied teaching ideas, benefits and example 

literature. With this collection at hand any teacher interested in using pictorial literature 

in the classroom will find applicable and relevant content for their students. 

 

 

 

 

 
Fig. 1: Comic Postcard (Boomerang Media) 
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2. CEFR – Common European Framework 

of References for Languages 

This thesis does not aim at showing how to use the CEFR and CEFR based material 

in their entirety, but will only use them as a base on which to argue for the use of 

comics, cartoons and graphic novels in the Austrian EFL classroom, hereby following 

the basic idea of how to use the CEFR. 

One thing should be made clear right away. We have NOT set out to tell 
practitioners what to do, or how to do it. We are raising questions, not an-
swering them. It is not the function of the Common European Framework 
to lay down the objectives that users should pursue or the methods they 
should employ. [original emphasis] (Companion Volume 26) 

The individual language proficiency levels implemented by the CEFR will be described 

more thoroughly in the respective chapters. Furthermore, the structured overview, de-

scribing each level, and the self-assessment grid, including all levels with “I can” de-

scriptions of all the competence learners gain at each level, can be found in the Ap-

pendix for further reference.  

The Common European Framework of Reference for Languages: Learn-
ing, teaching, assessment (CEFR) presents a comprehensive descriptive 
scheme of language proficiency and a set of common reference levels (A1-
C2) defined in illustrative descriptor scales. [original emphasis] (Compan-
ion Volume 25) 

One of the main principles of the CEFR is “the promotion of the positive formulation of 

educational aims and outcomes at all levels” (Companion Volume 25). This serves to 

“provide transparency and clear reference points for assessment purposes but also 

increasingly to inform curriculum reform and pedagogy” (Companion Volume 25). The 

CEFR aims at assisting all participants, from learners to course designers, in our edu-

cational system, but also internationally, to work and learn together efficiently. By 
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providing “a common meta-language for the language education profession” (Com-

panion Volume 26), the CEFR facilitates communication about educational standards 

and aims, which is why it has been chosen as a base construct for this thesis. 

In Austria, the CEFR has led to the implementation of various follow-up documents, 

such as the E8 educational standards (BiSt E8), the GK2/GK4 standards (ÖSZ-Info-

folder 2) and many others. Said educational documents help teachers to gain security 

and orientation with regards to essential language teaching goals. The thesis at hand 

examines how comics, cartoons and graphic novels can be implemented in the English 

teaching environment and which benefits arise from this. Therefore, these documents 

have been chosen in addition to the CEFR, for precisely the reason of giving further 

orientation and ideas on a common ground of a theoretical structure. In this constella-

tion, the CEFR should provide the overall scales and descriptors and the E8/GK2/GK4 

documents give additional information on the specific teaching aims in various Austrian 

curricula. 

To repeat, the CEFR will serve as a theoretical and structural base for this thesis, on 

the one hand, by providing the overall structure of the language levels and on the other 

hand, by maintaining a close tie to the selected applied Austrian curricula, as they are 

heavily based on the language levels and their descriptors. This will grant an ideal 

base to argue for the enormous impact comics, cartoons and graphic novels can have 

on teaching a foreign language. 
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3. The Use of Pictorial Literature in the EFL Class-

room Under the Scope of Multiliteracy and Mul-

timodality 

3.1. Definition of Terms: Multiliteracy & Multimodality 

Multiliteracy 

Through digitalization in the 21st century, technology has set into motion new dimen-

sions of literacy (Elsner et al. 55; Etus 33; Ruck and Weger 108). These new dimen-

sions of literacy, or, as Goodson calls it, the “world of new arising literacies” (126), 

have led society into an era of new communication media and an “omnipresence of 

images” (Ruck and Weger 108). Monnin states that in this era “print-text literacy and 

image literacy share the stage” (XV), underlined by Elsner et al (8), defining the term 

multiliteracy as the state of having new forms of literacy together with old traditional 

forms. 

Said new dimensions of literacy have resulted in new and different kinds of text, which 

can be mono- or multimodal, linear or non-linear, of different languages and varying 

meaning (Anstey and Bull 24). These resulting new text forms are, according to Good-

son, a substitute for “conventional literacies and familiar language uses forged in pre-

digital times” (126) and have also led to new discourse practices. As a consequence, 

new “competence domains” (Elsner et al. 17) have formed, such as “digital liter-

acy”(28), “visual literacy”(28), “information literacy”(28), “critical literacy”(24), “multi-

modal literacy”(28) and “cultural literacy” (Ruck and Weger 108). Elsner et al. (26) ar-

gue that this development towards a multiliteracy society is based on new ways of 

meaning making and increased multilingualism leading them to call this new approach 

a “form of contemporary Bildung” (26).  

In fact, multiliteracy is a collective term including various types of newly arrived litera-

cies since the rise of “digitalization of peoples discourse behavior” (Elsner and 
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Viebrock 17). Furthermore, it implies the equal importance of said new literacies when 

compared to “traditional functional literacies” (21). Looking at multiliteracy from a ped-

agogical point of view, the term “multi-literacy pedagogy”, introduced by the New Lon-

don Group in 1996, comes to use, referring to the new approach to literacy education 

targeting multiliteracies in learning. This approach contrasts between traditional litera-

cies, such as the ability to read and write in one language, and new literacy practices, 

ranging from skills in mediating, speaking and listening in more than one language to 

critical, transcultural and multimodal competences (Elsner et al. 8). The aim of this 

approach is to teach a re-conceptualized notion of literacy (Etus 34) for students to 

understand how “semiotic mode complements/changes the reader’s perception of a 

text” (Etus 46). In addition, it strives to teach learners to interpret, evaluate, analyze, 

critique information, raise questions and generate ideas (Elsner and Viebrock 18) in 

order to become “informed participants in the semiotic landscape” (Etus 35) in modern 

society. 

In order to implement this changing nature of texts and new objectives for foreign lan-

guage teaching in the classroom all students, parents, teachers, textbook writers, 

teacher educators and curriculum designers need to collaborate (Etus 49). Only this 

way can we, as educators, lead students to a deeper understanding of new arising 

forms of literacy. The best way to achieve this is by implementing new, critical, multi-

modal types of literature, such as comics, cartoons and graphic novels.  

Multimodality 

In the context of pictorial literature, it is essential to understand the term of multimodal-

ity (Elsner et al.), in order to grasp the full potential of this type of literature. Baguely et 

al. (5) agree with Elsner and Viebrock (21) on the fact that modern literacy practice has 

undergone a development from purely verbal print to visual literature and, furthermore, 

as a final step, to multimodal ways of communication and representation. This new 

and “extended notion of texts” (Elsner and Viebrock 20) comes with “multifaceted mo-

dalities“, (Etus 34) such as visuals, graphics, music, emoticons, gestures et cetera, 

which become ever more important to the reception, production and distribution of texts 

in our age of communication (34). 

Hence, multimodality describes the strong connection between verbal and visual and 

the changes in meaning which such a combination arrives with (Elsner and Viebrock 

21). As a consequence, multimodal literacy is needed in order to “interpret, analyze 
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and fully understand different combinations of semiotic code” (21). Elsner et al (7) ar-

gue that multimodality and multimodal texts have an impact on our perception of our 

surroundings, our world, our discourse behavior and, as a consequence, also on lan-

guage curricula. This is due to the fact that, in order to decipher and understand the 

new “complex multi-modal representations” (Elsner and Viebrock 27) in our everyday 

lives, such as in newspapers, online communication, advertisements, et cetera (Elsner 

56; Elsner and Viebrock 20; Etus 35) we need “new semiotic perspectives” (Etus 34). 

As a consequence, in foreign language classrooms, teachers stand on the front lines 

to teach students the necessary skills to communicate in, about and with these new 

means of a multilingual, multicultural and mediatized society (Elsner et al. 8). Comics, 

cartoons and graphic novels provide many opportunities to train such capacities to 

learn through multiple modes (Etus 38) and also develop further literacies (Elsner et 

al. 8), which will be elaborated on in section 3.2.2. 

To conclude, in order to successfully implement multimodality and fuel multimodal lit-

eracy and multiliteracy in general, educators need to move “from verbocentrism to var-

ious arrangements of signs and codes” (Elsner 68). This can be achieved by moving 

from mono literate practice, focusing merely on one type of literacy such as writing, 

with no additional purpose, to transmedia literacies and combining the two ideas (68). 

3.2. Benefits of Teaching With Pictorial Literature in the EFL Classroom 

3.2.1. General Benefits and Advantages 

This section will address the manifold benefits which learners, teachers and the school 

curriculum can gain from the implementation of comics, cartoons and graphic novels. 

To begin with, it must be mentioned that cartoon strips have already grown to be an 

integral part of language teaching and teaching material, which becomes apparent 

when skipping through language workbooks. Nevertheless, comic books and graphic 

novels in their entire form have not yet found their way into the classroom although 

many educators have made outstanding experiences with their use in language teach-

ing (Bakis; Hallet; Kimes-Link and Steininger; Panknin and Wieland; Schäfers). 

The following three subchapters will provide a brief description of the most vital ad-

vantages of pictorial literature compared to traditional literature. These benefits will, on 

occasion, be described in more detail in chapter 4 when implemented at the most suit-

able language levels.  



The use of Pictorial Literature in the EFL Classroom  
under the scope of Multiliteracy and Multimodality 

12 

One aspect which must be stated in advance is, in order for pictorial literature to unfold 

its full potential and all of the below mentioned benefits, the reader must first be made 

familiar with the medium comic through theoretical teaching sessions (Bakis; Elsner et 

al. 7; Mayer 75). Nevertheless, the following sections will show that most of the pleas-

ure and wonder of comics, cartoons and graphic novels reaches the learner without 

much need of explanation (Knigge 24). 

Benefits for the Learner 

First and foremost, a teacher must concentrate on creating a positive environment for 

the learners to work in (BMBWF, Lehrplan AHS), which is why the learners’ benefits of 

pictorial literature are given priority to and will be central to this thesis. The following 

accumulation of merits will be taken up in the practical section of this thesis, hence I 

will not go into detail at this point. 

The most important benefit in comparison to traditional literature comes with the com-

bination of words and images (Crane-Williams 13; Elsner and Viebrock 21) which, ac-

cording to Bakis (3) and her teaching with graphic novels, gives greater pleasure to 

the learners, making them really enjoy reading. Furthermore, this combination creates 

a bridge between traditional, such as written text, and other media, such as films and 

games, in the learners’ life (Bakis 3; Crane-Williams 18; Elsner 5; Ruck and Weger) 

fueling their motivation to read and get bored less quickly (Bakis 3; Broskwa, Comics 

Und Leseförderung 2). As a consequence, the interpretation on an emotional level 

becomes more accessible, enhancing students’ critical assessment of images, which 

is especially important in daily life (Broskwa, “Comics im Unterricht” 1–4).  

In addition, the medium comic is beneficial for the learning process, as it comes with a 

less abstract nature of text, not offering merely black letters on white paper, but visuals 

supporting the text (McCloud 28; Ruck and Weger 107; Stiftung Lesen 10). Further-

more, the reduced amount of text elements creates an easily overlookable page layout 

(Broskwa, Comics Und Leseförderung 1; Hallet 3; Ruck and Weger 107) and a conse-

quently better comprehensibility of the text due to combination with images (Broskwa, 

Comics Und Leseförderung 1) leading to an enhanced reading pleasure. Of equal im-

portance is that students will need less time to read a comic book and hence will more 

likely be motivated to reread it (Bakis 2), and although reading time is shorter, readers 

have more time to concentrate on the gist of the book and not be sidetracked and 

demotivated by too much surrounding text (Hammond 93). 
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Given these points, learners can read at their own pace, take time to focus on a certain 

image (Broskwa, Comics Und Leseförderung 2; Crane-Williams 18; Elsner 55; Hallet 

3) and try to decode it. This comes into play for instance, with humor, which in general 

is intelligible across languages in comics (Ruck and Weger 107) but still might need 

closer consideration by the learners. Hence, comics, cartoons and graphic novels are 

non-“schoolish” (Elsner 58) literature and, therefore, hold great potential for learner 

motivation. 

Benefits for the Teacher 

For teachers, the most important benefit of using comics in the classroom is that they 

can be used to target and challenge both strong and weak students at the same time 

(Bakis 3). Furthermore, it becomes easier to approach abstract or delicate topics 

through the suitable implementation of selected comics and graphic novels (Crane-

Williams 15; Hallet 3) In addition, visual culture can be brought to the classroom and 

critically interpreted by exercising to discuss the effect of such visual media, from both 

foreign and domestic culture, on the reader (Crane-Williams 18; Elsner 62; Hallet 3; 

Mayer 74). 

Regarding the medium comic, it is beneficial in the way that it lends the teacher a large 

bandwidth of titles, styles and topics (Mayer 73) which not only makes it more pleas-

urable for the students to learn, but also is more fun for the teacher (Bakis 3). In addi-

tion, the medium of comics can be used at a very low proficiency level. This is due to 

the fact that the inherent system of symbols does not need to be learned from the 

ground up, because children are confronted with symbols through daily life’s visual 

input. This gives them a head start in acquiring the necessary visual literacy to read 

comics and cartoons (Knigge 24; Ruck and Weger 107; Stiftung Lesen 10). 

Comics as teaching tools can, if used correctly, lead to stimulated teaching sessions 

(Elsner et al. 7) and richer discussions, which can be triggered more easily (Bakis 3; 

Broskwa, “Comics im Unterricht” 3; Crane-Williams 18; Elsner et al. 7). Pictorial litera-

ture also stimulates social interaction, as it can be read and instantly be discussed in 

class, and a more “democratic classroom” (Rosenblatt qtd. in Bakis 2), as comics are 

diverse in their way of interpretation and, therefore, do not need to lead to an agree-

ment on the understanding (Bakis 2).  

Even so, in the era of the internet, teaching literature has become more of a challenge, 

as students can easily find prefabricated essays and interpretations of texts online. 
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Bakis (3) believes that this is, however, seldom the case for comics, especially for 

unknown titles, making own critical analysis about comics and graphic novels unavoid-

able, more personal and also more interesting for the teacher. 

Benefits for the Curriculum 

From the viewpoint of curricular progress, comics, cartoons and graphic novels can 

have a fundamental impact on the development of certain competences and skills, 

which will be elaborated in each section separately. In general, the medium comic is 

more demanding to read, decode and understand than traditional literature (Bakis 3; 

Platthaus 13), as it combines functional literacy with visual, multimodal and critical lit-

eracy (Elsner 57). Comics, through their use of multiliteracy and multimodality, are said 

to lead to an enhancement of these concepts and also many related competences, 

which will be discussed in detail in the following chapter (Broskwa, Comics Und Le-

seförderung 3; Crane-Williams 13; Elsner 34; Elsner et al. 7–8; Elsner and Viebrock 

24–28; Etus 47; Hallet 7; Kukkonen 75; Ruck and Weger 107; Mayer 73–75).  

The enhancement of these literacies and competences, which are described as over-

arching competences (Kompetenzlandkarte Für Unterrichtsprinzipien Und Bildungsan-

liegen) in the curricula for various school types worked on in this thesis, proofs the  

advantageous nature of comics for reaching curriculum goals. The promotion of learner 

autonomy (Etus 48), the support and motivation of early learners of English (Ruck and 

Weger 112), and the development of the competence to infer and combine (Ruck and 

Weger 109; Stiftung Lesen 10) are only three of many examples, which will follow in 

the next section. 

3.2.2. Development of Competences and Literacies 

The Austrian curriculum for secondary schools stresses the distinction between “Sach-

kompetenzen” (BMBWF, Lehrplan AHS) and “Sprachkompetenzen” (BMBWF, Lehr-

plan AHS) and the necessity of both to be taught in every school subject. With regard 

to the language competences, the curriculum states that through language, also visual 

language, students should learn to use their cognitive, emotional and creative and so-

cial skills to become active, shaping participants of society. In this context, the critical 

and constructive use of various forms of media is pointed out as being essential 

(BMBWF, Lehrplan AHS). 
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One major aim of this thesis is to show which potential for the development of said 

competences comics, cartoons and graphic novels provide in the context of the EFL 

classroom. Chapter 4 will introduce to the implementation of graphic literature in the 

classroom and point out which competences these can promote, taking into account 

the proposed aims of the CEFR and the corresponding curriculum. However, in order 

to do this, certain terms need to be clarified prior to this task.  

In this chapter, I will provide a brief review of terms, which are frequently used in comic 

theory and practice, when it comes to illustrating the didactic potentials of comics, car-

toons and graphic novels. 

Literacies and Competences According to Hallet 

Das Lesen von graphic novels kann einerseits bereits erworbene Kompe-
tenzen aufnehmen und anwenden. Andererseits kann die Lektüre der gra-
fischen Romane einen wichtigen Beitrag zur Weiterentwicklung und Aus-
differenzierung verschiedener literacies leisten. Denn zeitgemäßes Eng-
lischlernen richtet sich nicht nur auf die Vermittlung der traditionellen skills, 
sondern auf den Erwerb vielfältiger literacies (multiliteracies) in der Be-
schäftigung mit bedeutungsvollen Inhalten.[original emphasis] (Hallet 5) 

By stating that a language classroom needs to teach more than the traditional skills 

but rather multiliteracies, Hallet agrees with the CEFR’s main arguments. The CEFR 

states that language learning/teaching goes beyond the learning/teaching of the four 

traditional skills of writing, reading, listening and speaking (Companion Volume 30). 

In this quote Hallet states what many comic theorists and practitioners have equally 

claimed, namely that comics and graphic novels have the potential to go beyond the 

traditional skills in the language classroom. This is achieved by including aspects such 

as visual literacy, film literacy, multimodal literacy, cultural literacy, digital literacy, in-

formation literacy, critical media literacy and also fuel underlying competences such as 

critical thinking, inferring, and connecting, these being essential in literary reception 

(Bakis; Broskwa, “Comics im Unterricht”; Crane-Williams; Elsner et al.; Etus; Hallet; 

Kukkonen; Mayer; Ruck and Weger). 

What the aforementioned terms mean and how they are to be understood in the con-

text of pictorial literature and this thesis will be explained in the following chapters. In 

the diagram in Fig. 2, Hallet (5) proposes how one can imagine the implementation of 

pictorial literature in a competence oriented English classroom, promoting the above-

mentioned literacies. This chapter intends to portray which literacies are brought to the 
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classroom by comics and graphic novels and hereby stating the enriching character of 

pictorial literature for EFL teaching. 

 
Fig. 2: Pictorial Literature in a Competence Oriented Classroom (Hallet 7) 

In this diagram, Hallet (7) brings up multiliteracy as a basis for modern communication 

and understanding processes. In these processes readers and speakers must gain the 

overall understanding from synthesizing the different modes of said communication, 

which Hallet calls “multilateral discourse competence (“multiliterale Diskurskompe-

tenz”, my translation). Hallett (7) adds further competences and literacies, which in his 

opinion, are both introduced and fueled by using pictorial literature in the classroom. 

These will be discussed in the following sections, in order to provide and idea of these 

concepts, as they will be used in the practical part of this thesis, chapter 5. 

Linguistic Competence – Functional Literacy 

As the traditional competences still need to be taught, it is important not to disregard 

them and the importance graphic literature plays when teaching them. Elsner (55), an 

advocate of the multiliteracies approach, calls the dominion of said competences “func-

tional literacy”. Comics collaborate greatly in achieving functional literacy as, according 

to Hallet (6), they support the development of reading and understanding strategies 

and, according to Bakis (32–90), fuel critical, evaluative, active, analytical and con-

structive reading.  

Bakis additionally presents a vast collection of graphic novel tasks supporting writing 

on various levels, such as essay, collaborative, comparative and critical writing as well 

as writing letters, memoirs and meta texts. Comics are also said to be beneficial for 
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learning speaking, as they give much ground for interaction (Mayer 73), discussion 

(Bakis 51; Broskwa, “Comics im Unterricht” 3; Crane-Williams 18), and the develop-

ment of communicative skills (Bakis 27–28). One also should not disregard their po-

tential for basic language learning, even if this is often the case in didactic accounts of 

pictorial literature. In fact, comic and graphic novels can teach anything a normal novel 

can, and just a little extra, which will be explored in the following chapters. 

Visual literacy 

The probably most important didactic feature of comics and graphic novels is the need 

of visual literacy in order to make sense of them. Visual literacy can be defined as the 

understanding of the visual code (Hallet 7) with all its inherent features such as sym-

bols, icons, abstractions et cetera (McCloud), but also as the ability to produce visual 

messages (Bakis 7).  

Visual literacy holds an even more important position in modern times, where people 

are confronted with visual input on a daily basis and need to understand, evaluate and 

process these new combinations of semiotic codes (Elsner and Viebrock 21; Etus 35). 

In summary, in order to make sense of the “comic code” (McCloud) one needs to ac-

quire visual literacy, yet one trains their visual literacy by reading comics. 

Narrative Competence 

In his diagram, Hallet (5) separates reading competence and narrative competence in 

order to put emphasis on the special requirements and benefits of comics in terms of 

understanding and decoding the visual narrative and, hence, gaining closure. Further-

more, Hallet (5) claims that the graphic novel, with its characters, events, actions, story 

world and panels and their sequence, represents the classical features of a narrative. 

Therefore, the acquired competence can be transferred to any other narrative. How-

ever, through the gaps in story and plot, created by the gutter, the reader needs to 

reconstruct, infer and combine in order to achieve closure (Bakis 51; Hallet 6; Mayer 

79). Crane-Williams goes further, by asserting that, in case of comics, a reader needs 

to “deconstruct texts on various levels” (13) in order to create meaning.  

Media Competence – Digital Literacy & Information Literacy 

In order to successfully use and understand the media of the new digital age, students 

need to develop so-called media competence, which allows them to employ digital 
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media for private purposes and in learning (Elsner and Viebrock 28; Etus 33). By using 

pictorial literature for teaching, students can acquire information literacy, meaning the 

knowledge of how to consume (online) information critically, and digital literacy, de-

scribing the competence to find their way online (Elsner and Viebrock 22) as comics 

can and are an often read digital format, for example online or on smartphones. This 

empowers students to control the new ways of understanding online, often visually 

supported, hence, multimodal, communication and information (Elsner et al. 8; Etus 

33). When working with comics, both online and offline, the teacher can trigger critical 

thinking more easily with comics, than with other literary devices, as students’ motiva-

tion to work with a text is increased due to its multimodal character. This can fuel the 

above-mentioned literacies and, therefore, contribute to the development of an overall 

media competence. 

Said media competence can also be called media literacy, or critical media literacy 

(Bakis 75). The general idea of teaching critical media literacy is to make students 

aware of how, why and for which purposes media messages are constructed, how their 

influence on individuals looks like, and in which way they can be interpreted and influ-

enced (Bakis 8). Ruck and Weger (118), Elsner and Viebrock (24) and Crane-Wil-

liams(13) agree with Bakis on the potential of pictorial literature in teaching critical me-

dia literacy as comics and graphic novels come with a character unique in literature. 

Meaning that students will, in comparison to often too long and visually unappealing 

traditional literature, be more likely to work with the multimodal medium of comics and 

be motivated to analyze it, talk about it or critique it. 

Social Competence and Cultural Literacy 

Social competence is one overarching didactic aim of education, stated in various cur-

ricula (BMBWF, “Lehrplan VS”; BMBWF, Lehrplan AHS). 

Ruck and Weger (108) describe cultural literacy as the cultural reception of images, 

similar to Mayer (77), pointing out the potential of graphic novels, teaching to read “the 

cultural code” (77). Cultural code indicating, for example, the varying meaning of sym-

bols and expression in different cultures but also the information a comic gives on the 

question why certain images might have been drawn in a specific way by an artist, 

mirroring aspects of his or her culture. Through conducting such analyses, teachers 

can prompt transcultural and intercultural competence (Mayer 77; Elsner and Viebrock 

18–19) and teach students to reflect on culture in literature on a new, visual level. This 
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is especially interesting for cultures or events which might be difficult to access for 

young learners, due to language barriers, distance or censorship. The graphic novel 

Persepolis by Marjane Satrapi (see EL10) is a great example for a work encouraging 

cultural literacy. 

3.3. A Typology of Pictorial Literature 

3.3.1. A Brief History 

When one tries to grasp the origin of comics and how they came to be, the decision 

has to be made on how far back one wants to start looking. In his comic on comics, 

Understanding Comics, Scott McCloud (3–21) states that the birth of comics as an art 

form can be traced back many centuries and has been used by many artists to tell 

stories. McCloud hereby proves that the art of comics has always been part of high 

cultures, however the rise to popular culture was achieved when the printing press was 

invented (15). The visual art of comics was then used in manifold variations, yet, the 

type of comics we read today only came up in the late 19th century, as satirical pictures 

and scenes in newspapers, both in Germany and the US (Kukkonen 102–03). 

The funny and short strips of the Yellow Kid, starting in 1895, can be regarded as the 

starting point of comics as we know them, as it, for the first time, combined words and 

images in panel form to tell a story (Ruck and Weger 105). Nevertheless, the associa-

tion with triviality led to a stigma on comics, banning them from many homes and book-

shelves (McCloud 140). In the US, the low prestige and distrust in comics in the 1930s 

led to the “comics code” (Kukkonen 111), a self-censorship by the comic industry due 

to massive pressure by the public (111). In Germany, around the 1950s, comics, re-

garded as being a bad influence on children, were burned publically (Stiftung Lesen 

2). 

In the 1970s and 80s comics experienced a rise and many of the prejudices, which 

were previously imposed by society, such as comics being a ”regression to childhood 

pleasures” (Crane-Williams 14) and of low quality, could partially be dismissed. Due to 

the oppression by the comics code, some artists were forced to create an underground 

scene in which prohibited topics could still be dealt with, leading to a new branch of 

comics targeting socio-critical, socio-political and more intellectual issues (Ruck and 

Weger 105). Hereby, comics managed to “renegotiate their pop-culture status” (Kuk-

konen 119). Alternative comics soon took up their own form until Eisner, in 1978, first 
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labelled his collection of comics A contract with God as graphic novel, beginning a new 

era (Ruck and Weger 105). McCloud (19–21) describes the end of the 20th century as 

a time in which many pioneers of the comic art have risen to spark a revolution of 

unforeseeable outcome. 

Today, after almost two centuries, visual art in the public has gone from very little rep-

resentation (Smith 219) to a central element of popular culture, with graphic novels 

having found their way into many libraries and almost every bookstore in Europe 

(Mayer 74). The development of the pictorial medium underwent various stages of de-

velopment in very little time. Firstly, changing from individual cartoons and newspaper 

strips to consecutive strips collected into the first comic books. Followed by the rise 

political comics, mainstream detective and superhero comics. The medium then rose 

up to intellectual and socio-critical spheres in underground comics before exploding to 

many different comic cultures. Finally, ending up as graphic novels and narratives in 

public bookshelves. This demonstrates the immense power this medium possesses in 

our society (McCloud 19–21). It also states clearly that cartoons, comics and graphic 

novels are so closely entwined that not even their history can be separated. In the 

following sections, this relation will again become apparent when the different terms 

are to be defined. 

Although there are many different forms of pictorial literature today, the focus will be 

laid on what can be defined as a comic, a cartoon or a graphic novel. Other kinds, such 

as manga, sub categories of comics, or crossover forms between traditional literature 

and comics have not been taken into account. This would go beyond the scope of the 

project at hand, as the goal is to show how pictorial literature can be implemented in 

the foreign language classroom and what benefits arise, without having to give a ho-

listic account of the entirety of pictorial literature. 

3.3.2. Comic 

As Ruck and Weger (104) state accurately, there is no one single definition of comics, 

as the terms is too complex in its entirety. However, McCloud (9) comes up with a 

rather broad and timeless definition which grasps the essence of the medium. In his 

opinion, comics are “juxtaposed pictorial and other images in deliberate sequence, in-

tended to convey information and/or produce an aesthetic response in the viewer” (9). 

Hence, comics are a sequence of visuals which convey information, just as Will Eisner 

first defined comics as “sequential art” (McCloud 5). This information is brought to the 
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reader, on the one hand, via images framed by so called panels which are separated 

by the gutter, the empty space between which needs to be filled by the reader’s imag-

ination. On the other hand, information is conveyed via speech bubbles, thought bub-

bles and captions, the square boxes filled with the narrator’s words (Ruck and Weger 

104–05). 

McCloud takes a step back here calling to “separate form from content” (5) as comics 

are merely the medium or the “messenger” (6) and should, therefore, not be mistaken 

with the message which can be diverse. Through comics, many ideas, themes, styles 

and genres can be published (6). So, comics describe a graphic medium which works 

with various modes, visual and verbal, which in interaction unfold the narrative.  

Furthermore, McCloud (6) adds that by defining the term comics as the medium, one 

would have to further distinguish and define the various manifestations of comics, such 

as comic books, comic strips or graphic novels, which then refer to a specific object; 

or the variety of comic genres, such as superhero comics, newspaper comics (Kukko-

nen 102), autobiographical comics (55), political cartoons/comics (102), and educa-

tional comics (Hangartner 14) et cetera. Like the medium book, the medium comic is 

used in various forms and for various genres. 

In summary, since comics have made the leap into popular culture, they have been 

confronted with many prejudices, such as being less “literary” than other types of liter-

ature (Kukkonen 85), “inferior kinds of work” (114), simplistic and banal and described 

to cause deterioration of the brain (85–116). Kukkonen (85) describes a conflicting set 

of beliefs: one side was convinced that comics are cognitively less complex and more 

“straightforward” (85), contrasted by pro-comic arguments of readers having to draw 

their own conclusions and the “plurality of perspectives” (85) gained through reading 

pictorial literature. Hence, comics are a highly disputed medium, often mistaken as a 

literary genre and, as a consequence, ascribed with genre conventions while it is, as 

above mentioned, merely a medium which can be used in various genres.  

3.3.3. Cartoon 

Hangartner (14), explains that the word cartoon is, especially in English, often used 

synonymously with the term comic, in addition, the word cartoon is often used for ani-

mated movies in cartoon style. Thus, cartoon describes a style, but not a medium or a 

genre. This description is given by McCloud (21), claiming that there has been “a long-

standing relationship between comics and cartoons” (21) but both being something 
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entirely different. He characterizes cartoons as “an approach to picture making” (21) 

or a “style” (21) and comics as “a medium which often employs that approach” (21). 

Furthermore, he explains that cartoon style is a less realistic drawing style, abstracting 

and simplifying an image by distancing it from the real image (29).  

McCloud aptly calls the magic of cartoons “amplification through simplification” (30), 

underlining the fact that through cartooning, details are not eliminated but focused 

upon (30). In his opinion, this is also the reason why cartoons are so successful and 

relatable, as, the more abstract an image is, the greater the chance that the readers 

can see themselves in the depicted person or face (39). 

However, the more one tries to describe what the term cartoon means, the harder it 

gets. Platthaus (114) defines it as an umbrella term, covering everything that is drawn 

and positioned in one picture and, furthermore, of mostly a funny nature, already la-

belling the term cartoon as a specific genre, in contrast to McCloud’s definition. 

Hangartner (14) claims that in German, the word cartoon is mostly used for caricatures. 

As a result, there is no exclusive definition of cartoon and therefore I will, in this thesis, 

refer to single cartoon style images as cartoons and to the drawing style of comic books 

and graphic novels as cartoon style. 

3.3.4. Graphic Novel 

Again, trying to define the term graphic novel proves to be as difficult as defining comic 

and cartoon. However, we can build on the findings of the last two chapters, as graphic 

novels have evolved from comics as a medium from the 1980s onwards (Hallet 4). 

Hence, the term expression graphic novel is very young and was made famous by Will 

Eisner in 1978, using it to attempt to distance his work A contract with God from tradi-

tional comics which were, at that time, understood to be rather trivial.  

Some theorist define graphic novels as a genre (Hallet 4), others claim it to be a me-

dium (Elsner 59) or a movement rather than a genre (Ruck and Weger 105), and others 

again merely describe the graphic novel as a publication format of comics (Kukkonen 

84). As there is no standard definition of the term (Elsner 58) and many use synonyms 

such as Comic Roman, graphic narrative and sequential art (Wirthman 17), which are 

often also used as synonyms for comic, it becomes evident that graphic novels can be 

described in many different ways.  
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However, all above-mentioned opinions on graphic novels, genre, medium, movement 

and publication format have their legitimacy, as they each focus on one specific char-

acteristic of graphic novels. Hallet (4) uses the term genre and describes graphic nov-

els as “fictional, novel-like tales employing representational methods of comics”1 using 

panels and gutters to develop the plot. Elsner(39), characterizing graphic novels as a 

medium, adds that many different genres such as crime, history et cetera, are pub-

lished via this medium. Ruck and Weger (105) decide to call graphic novels a move-

ment, as they believe that they use narrative traditions and conventions of comics and 

cartoons to tell more serious stories. By adapting traditional literature such as Kafka, 

Twain, Cervantes and Shakespeare they reach many new readers, hence, qualifying 

as “all-age” literature. Kukkonen claims that aesthetic, cultural and commercial issues 

are “closely entwined” (85) with graphic novels, which is why, for her, the format of 

graphic novel denotes “high culture” (85) and, in her opinion, needs to be “considered 

a valuable cultural product” (85). 

This comparison of opinions should visualize the ruling dichotomy when it comes to 

defining what graphic novels are. However, when stating the difference to comics, the 

situation becomes clearer. A summary of the most noticeable innovations and differ-

ences between the two could look as follows: 

1. Going from low quality, serialized issue print format to higher quality book print, 

lifespan and prestige of graphic novels are extended (Hallet 4). 

2. More serious and well-investigated content seems to be worked on in graphic 

novels, leading to higher cultural acceptance, but also critique on the adequacy 

of the medium (Elsner 58; Hallet 4; Ruck and Weger 105; Stiftung Lesen 5; 

Wirthman 17). 

3. New groups of readers are targeted, especially older people with prejudices to-

wards comics (Elsner 58; Hallet 4; Kukkonen 85; Ruck and Weger 109). 

4. Graphic novels include one story in its entirety and are, in general, longer than 

traditional comics (Elsner 58; Kukkonen 85), giving them more space to develop 

a deeper plot, comparable to traditional word-based genres (Hallet 4). 

                                            
1 (“fiktionale, romanartige Langerzählung, die sich der Darstellungsweise des Comics 
bedient,” my translation) 
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5. Graphic novels are more of a bridge between traditional books and pictorial lit-

erature or moving pictures (film) (Elsner 67) and are therefore a more suitable 

“alternative to traditional literacy pedagogy” (Chun 2009, 144 qtd. in Elsner).  

Altogether, it can be said that graphic novels are a new medium using the narrative 

and visual traditions of the comic in order to convey more serious and culturally or 

educationally relevant issues to a new, often skeptical readership. This is the definition 

which I will use in this thesis. 
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4. Teaching with Comics, Cartoons and Graphic 

Novels in Concordance to the CEFR 

The following chapters give an overview of the language levels together with corre-

sponding pictorial literature to use in class. However, these lists of literature can neither 

be regarded as extensive, nor do I claim them to include the best comics, cartoons or 

graphic novels to teach with in the EFL classroom. I merely intend to give an insight to 

the vast variety of possibilities these genres present us with. Furthermore, I wish to 

provide visual literature enthusiasts with a starting selection for their EFL Classroom 

and begin to answer their questions of what, how and when to teach when it comes to 

using said works in the classroom. 

As stated above in this chapter each language level comes with a selection of useful 

pictorial literature for teaching in the Austrian classroom. The categorization of these 

comics, cartoons and graphic novels into language levels is highly subjective, which is 

the reason why it cannot be taken as definite but rather as open to suggestions.  

Ruck and Weger (109) name two pillars for the selection and categorization of graphic 

novels in the classroom. On the one hand, it depends on the appropriateness of the 

topic and, on the other hand, on the “specific narrative complexity” (“spezifische nar-

rative Komplexität,” my translation) (109) which also includes the appropriateness of 

linguistic complexity. Hence, in this thesis the process of categorization begins with the 

basic categorization by means of the global CEFR scale (CEFR Scales 5–11), in order 

to determine linguistic and narrative appropriateness. In a further step, the curricula of 

the different school types I am addressing will help to ascertain whether the inherent 

topics are suitable for the learner age.  

Beside the language assessment (CEFR) and the content compatibility check (curric-

ula) certain aspects of visual style are taken into account when ascribing the titles to a 

language level. Certain drawing- and panel accommodation styles and aspects of nar-



Teaching with Comics, Cartoons and Graphic  
Novels in Concordance to the CEFR 

26 

rative competence or visual literacy are not described in the CEFR, such as under-

standing of visual character development or use of metaphorical language. These 

characteristics contribute each to a different extent to the process of understanding 

(Hallet 5–6). Therefore, I decided that the more these aspects support the learning 

process the lower the language level can be set. One illustrative example is the level 

of demanded inference between panels. The more inference is needed the higher the 

language level of the reader needs to be, as the context is present neither visually nor 

verbally. In addition to the fact that talking about such a comic needs more sophisti-

cated language in order to verbalize the gutter (the blank space between panels). 

In contrast, it can also be said that the majority of comics and graphic novels, given 

that the topic is appropriate, can be used at most levels, as it merely depends on 

whether the focus rests on the verbal or the visual input. According to Smith (qtd. in 

Elsner 65), comics with rather high-level vocabulary can still be used at a lower level, 

to a certain extent, if more focus is laid on the visual context when teaching, in contrast 

to traditional literature, which does not have a supporting visual context. 

The following subchapters deal with the above-mentioned issues and are all built up in 

the same manner. Firstly, a brief introduction is given to the language level and the 

according classroom it is taught in, within the Austrian educational system. Secondly, 

an entire formulated teaching sequence connecting one comic or graphic novel to the 

corresponding curriculum, the CEFR, and the explained benefits for this level. This sub 

section is followed by the three most essential benefits of usage for this level, referring 

back to section 3.2 on benefits of using pictorial literature in the classroom. Lastly, 

each language level comes with three teaching ideas, focusing on said benefits and 

an example literature section, in which three briefly analyzed comics or graphic novels 

are provided. 

It is important to mention, that the teaching ideas and the example literature are orga-

nized in form of tables, with a variety of elements and information, most of which are 

self-explanatory. However, one element, the difficulty indicator, does require clarifica-

tion. This being the three white/black dots (for example: ) in the top right corner 

of each teaching idea. One black dot describing a rather easy task, two black dots a 

moderately difficult, and three black dots a hard task. This is relative, as it refers to 

students in the respective classroom of a certain age and language level. Half colored 

dots obviously showing grade of difficulty somewhere in between.  
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4.1. Quick Reference Table 

This table shows the overall structure of the thesis with regards to the language levels 

A1-C2. Each line of the table, hence, each language level, comes with three benefits, 

three teaching ideas and four exemplary comics, cartoons or graphic novels. Following 

abbreviations are used: Ben=Benefit, TI=Teaching idea, EL=Example literature. This 

table aims at providing an overview and support for readers, especially teachers, to 

see in which chapter which comic or graphic novel is dealt   

Quick reference table 

LVL BENEFITS OF USAGE TEACHING IDEAS EXAMPLE LITERATURE 

A1 

Ben 1 – Keep learners focused 

Ben 2 – Colorful multichannel input 

Ben 3 – Closeness to known visual        

input = children books 

TI 1 – Get that mess in order 

TI 2 – Splash-panel word field 

TI 3 – Explore comics 

EL 1 – Self-made Cartoons  

EL 2 – Cartoon Makers 

EL 3 – Stories from Duckburg 

EL 4 – Professor Garfield 

A2 

Ben 4 – Bridge function to tradi-

tional literature 

Ben 5 – Learner motivation 

Ben 6 – Humor 

TI 4 – Grammar Searching 

TI 5 – Story in two panels 

TI 6 – The world of superhe-

roes 

EL 5 – Adulthood is a Myth  

EL 6 – Jedi Academy 

EL 7 – Drawing Comics is Easy 

EL 8 – The Golden Scarab 

B1 

Ben 7 – More democratic class-

room 

Ben 8 – More demanding literature 

Ben 9 – More styles, topics and ti-

tles 

TI 7 – Visual Representation 

TI 8 – Describe the Charac-

ters 

TI 9 – Speech bubbles 

EL 9 – Richtung  

EL 10 – Persepolis 

EL 11 – American Born Chinese 

EL 12 – Moby Dick 

B2 

Ben 10 – Visual culture becomes 

more accessible 

Ben 11 – Approach delicate topics 

Ben 12 – Seldom prefabricated 

material online 

TI 10 – Define the term comic 

TI 11 – Storyboard 

TI 12 – Cover interpretation 

EL 13 – Snowden  

EL 14 – Understanding Comics 

EL 15 – The Common Good 

EL 16 – The Complete MAUS 

C1 

Ben 13 – Can be read in class 

Ben 14 – Stimulated teaching ses-

sions 

Ben 15 – Trigger social interaction 

TI 13 – “Think before you ink” 

TI 14 – Cartoon dictation 

TI 15 – Out of context 

EL 17 – Der Ursprung  

EL 18 – V for Vendetta 

EL 19 – Funhome 

EL 20 – Hark! A Vagrant 

C2 

Ben 16 – Variety of possible criti 

cal approaches 

Ben 17 – Non-“Schoolish” 

Ben 18 – Pleasurable for the 

teacher 

TI 16 – Many was to tell a 

story 

TI 17 – Translation analysis 

TI 18 – Panel analysis 

EL 21 – Economix  

EL 22 – The Tell-Tale Heart 

EL 23 – Footnotes in Gaza 

EL 24 – 3 Sekunden 
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4.2. Level A1 – Primary School 

As explained in the previous section on the CEFR and its language level scale, I will 

use these as a basis for my methodological collection of comics, cartoons and graphic 

novels. However, the level A1 has proven more of a challenge than the other language 

levels, as it appears in many different classrooms and through various age groups. 

This depends on the age when students start to learn English as a foreign language, 

which can happen as late as adult age, but also already at kindergarten age. Therefore, 

I decided to increase the learner age group with each language level and, hence, start 

with A1 at a very low age. Nevertheless, English at kindergarten age can be seen as 

Pre-A1 language learning (ÖSZ-Infofolder). For this reason, the primary school was 

chosen as example classroom since, according to Statistik Austria (Fremdspra-

chenstatistik), 99,8% of the children in Austria learn English as a foreign language at 

this age.  

As a theoretical base for this classroom, I will use the GK2/GK4 descriptors (ÖSZ-

Infofolder) which describe what learners should have learned in English by the end of 

grade 2 (GK2) and grade 4 (GK4), in form of “can do” descriptors. These descriptors 

are closely tied to the concept of the CEFR and work as a competence scale on the 

way to language level A1 described in the CEFR (ÖSZ-Infofolder). Therefore, in com-

parison, not all descriptors used for level A1 in the CEFR also appear in the GK4, 

however, the descriptors are very similar and lead to the same results (CEFR Scales; 

ÖSZ-Infofolder). The following section will provide a thoroughly explained example for 

a possible teaching session at this level. Additionally, an overview of how to use car-

toons at a low learner level and which benefits they introduce to the classroom will be 

presented, together with a selection of cartoons which can be implemented. 

4.2.1. Introducing Cartoons 

The following teaching sequence is situated in a pre-A1 primary school grade 4 setting, 

however, it is easily implementable in an A1 lower secondary classroom setting by 

adapting certain aspects, which will be pointed out. 

Curriculum Requirements 

There are several reasons why cartoons have been chosen for this level and this spe-

cific classroom. The primary school curriculum (BMBWF, “Lehrplan VS” 243) states 

that by the end of grade 4 learners need to have learned to, firstly, understand simple 
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sentences within the topics worked on, secondly, make contact with other learners 

within the language learning context, thirdly, give and receive simple information and, 

finally, express feelings and wishes and describe the personal condition.  

Hence, cartoons, come with manifold opportunities of use for training speaking com-

petences, especially describing in the target language. This is done especially by ful-

filling the curriculums requirement (BMBWF, “Lehrplan VS” 243) to motivate learners 

to acquaint themselves with other languages firstly by reading a cartoon and then trying 

to describe it and speak about it in the target language. As mentioned in the benefits 

section of this chapter, cartoons are a most suitable tool, which by means of multisen-

sorial and colorful but also written input help learners to train various competences and 

literacies. The curriculum for the Austrian primary school (BMBWF, “Lehrplan VS” 

248), furthermore, stresses the use of varying media to support the monolingual Eng-

lish classroom, explicitly mentioning image and word cards and pictorial children’s lit-

erature. The curriculum supports this by arguing that for learning new vocabulary an 

understandable and sensible context must be provided, either by sentences or media 

input such as images (BMBWF, “Lehrplan VS” 248).  

The following activities provide both visual and verbal input, as the teacher provides 

images with verbal stimulus, in form of words and phrases below, to help the learners 

explain what they see in the image (see “A1_Handout 1”). Furthermore, the curriculum 

(BMBWF, “Lehrplan VS” 247) asserts that speaking should be conducted in mini dia-

logs or sketches, which is provided by the complementary sentence structure in the 

handouts, each showing answers to the questions stated on the other persons 

handout. Therefore, this is not a prescribed finished dialog, but the given sentences 

help the learners to create a dialog situation as best they can. Through reading the 

words and phrases on the handouts, the requirements by the curriculum are also met, 

as short texts and sentences are considered suitable, if priorly worked on with the 

teacher (BMBWF, “Lehrplan VS” 247). As writing is supposed to be kept at a minimum 

at this age, the aim of the task is to sketch or draw the cartoon image the partner 

describes and merely fill in the speech bubbles with short verbal items.  
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EL 1 – Self-made Cartoons 

The three cartoons in Fig. 3 and the cartoon strip in Fig. 4 were created by myself on 

the webpage www.makebeliefscomix.com/comix/ as explained in EL 2 and will be used 

for the following teaching sequence. For the full handout with the tasks for these car-

toons see the appendix.  

Teaching Sequence 

Benefits 

Due to the implementation of most language skills and the targeting of most curricular 

competences this activity takes up a lot of time. Nevertheless, it comes with all the 

benefits for cartoons at this level, described in section 4.2.2.  

The learners are presented with a colorful input which challenges them multisensory, 

this keeps them focused without them realizing how many competences they are ac-

tually training, such as hearing, reading, discussing, active listening et cetera. Further-

more, it is a fun activity, as it comes with the closeness to the much-liked genre of 

cartoons and comics, leading to an increased learning outcome, as students learn 

more efficiently when having fun. This exercise can be used with most cartoons and 

comics strips; however, comics of larger extent do not lend themselves well to this as 

Fig. 4: Cartoons_Group 1 (self-made) 

Fig. 3: Cartoon Strip_Group 2 (self-made) 
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they are mostly drawn more elaborately and come with words and utterance which rely 

on the greater context. 

Overview of Teaching Sequence 

Teaching Sequence “Describe the Cartoon”  
Age 9-14 Grade 4-6 # of learners 2-20 Time 30-60 min. 

Skills needed 
Speaking, reading, writing, 

Topic specific describing vocabulary (body, clothing, col-

ors, nature)  

Competences trained 
Reading, spoken interaction, spoken reception, visual lit-

eracy 

Possible Topic pools Colors, family, the body, nature et cetera. 

Material  

2 handouts: 

“A1_Handout 1” (see appendix)  

“A1_Handout 2” (see appendix)  

each with a different cartoon strip with 3 images on page 

1, and 3 empty panels to draw in, on page 2 + useful 

phrases and vocabulary to describe the cartoons) 

Brief description of 
preparation and 
implementation 

First, before the activity begins, the teacher goes over the 

new vocabulary together with the students, and only then 

they hand out the worksheets to pairs of students. Now the 

students take turns in describing their cartoon image by 

image through talking about the characters (size, body-

parts, clothing, colors) and the surrounding (i.e. nature) 

and reading the speech bubbles aloud. The other student 

tries to draw the cartoon as best they can. 

Descriptors 

As briefly mentioned in the above table, this exercise targets various descriptors of the 

GK4 competences. These descriptors and the implementation in the teaching se-

quence will be discussed briefly; however, the full-text descriptors need to be looked 

up in the appendix. Due to the variety of skills applied many descriptors are grazed, 
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and the selection presented here can, therefore, not be regarded as final but merely 

as an indication of possible goals which the teacher wishes to attain.  

The descriptors on hearing and understanding 1c+1e (ÖSZ-Infofolder 3) state that sim-

ple questions and utterance can be understood and simple conversation and dialogs 

can be conducted. These descriptors are worked on whenever the students use the 

words on the handout lists or try to understand them from their partners speaking. As 

soon as they try to answer them with help of the images, the descriptors 1+2 for co-

herent speaking (ÖSZ-Infofolder 3) are trained, stating that with multisensorial support 

learners can give short information in simple language.  

The descriptors for reading and understanding 2 (ÖSZ-Infofolder 4) describe that cor-

rect understanding of simple written utterances, questions and answers is possible, 

provided that correct pronunciation has been practiced. These descriptors are trained 

as soon as the students try to make sense, firstly, of the supporting vocabulary and, 

secondly, when they try to understand the verbal input in the cartoon context.  

Learning to listen to the partners description in detail in order to reproduce the cartoon 

image and answering or inquiring whenever necessary, the descriptors “An 

Gesprächen teilnehmen” 1+2 (ÖSZ-Infofolder 3) are targeted. These state that stu-

dents should be able to undergo spoken interaction with visual and verbal support and 

ask question and give answers. As learners need to learn to listen in detail and respect 

the partners drawing outcome, the descriptors for “Interkulturelle, soziale und perso-

nenbezogene Grundkompetenzen” 2a+2b (ÖSZ-Infofolder 4) are being trained, stating 

that active listening and participation is essential.  

Finally, one competence, writing, which, according to the curriculum is to be mainly 

disregarded, is set on a slightly higher level of difficulty in this exercise (BMBWF, “Lehr-

plan VS” 247). The curriculum and the GK4, in descriptor 1 for writing (ÖSZ-Infofolder 

3), state that if writing is trained it should happen only through copying. However, this 

exercise gives enough context to support the writing process, furthermore, the students 

will compare their work at the end of the lesson, giving quick feedback on the minimal 

writing process.  

Preparation 

In order to be prepared for this activity, the topics fields of body parts, clothing, color 

and nature should have been previously worked on and studied as they will be needed 
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throughout this activity. This is also one of the reasons why this activity is most suitable 

for learners in grade 4. 

As mentioned previously, it is of the essence at this level, that any kind of input is well 

prepared by the teacher and discussed or worked on with the students prior to the 

activity. For this reason, before handing out the worksheets with the cartoons, the 

teacher writes key vocabulary on the board and starts a guessing game with the class. 

Following vocabulary should be worked on in this step: stick figure, speech bubble, on 

the left, on the right, cartoon, he/she/it, draw, speak, move has, wears, says, is, in 

addition to any vocabulary item from the worksheets which the specific learner group 

might not know. Other vocabulary can be added at this point, depending on the level 

of the individual learner group. The teacher writes the English words on the board and 

together with the learners tries to sketch them or find the German words. If this is too 

difficult, the teacher can skip the guessing part and immediately write or draw the trans-

lation on the board. 

Implementation 

After having explained and clarified the potentially unknown and problematic vocabu-

lary, the teacher hands out the first worksheet “A1_Handout 1” (see appendix) to one 

half of the class and the second worksheet “A1_Handout 2” (see appendix) to the other 

half of the class, each coming with two pages. Page 1 consists of the tasks description, 

the cartoons and a list of words to help describe the images. Page 2 comes with empty 

panels and questions to ask the partner about their images/cartoons. 

The teacher, together with one side of the classroom, reads trough the words in the 

lists on both pages and points at the unknown words on the board. If new ones come 

up, for instance pyramid or skirt, the teacher should add these to the board, for later 

reference for the learners. This is then repeated with the other half of the classroom. 

After both sides know all the words the teacher explains the task and tells the students 

that they will describe their cartoon to a partner with the words in the list and help them 

to draw it, by for instance, moving around to show the postures of the characters.  

Now, the teacher tells all the students to find a partner from the other side of the class-

room, telling them to find a number 2 if they are number 1, and vice versa. It is essen-

tial, that the teacher tells the learners not to show their cartoons to the other person, 

as some students might show their cartoon in order to find someone from the other 

group. Alternatively, the teacher can hand out number cards or cartoon images to find 
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the partners by. As soon as everybody has found a partner, the teacher explains again 

how the task works and tells students which page to get ready. It is crucial that the 

teacher also mentions that the drawings are just for fun and do not need to be perfect. 

This is a central aspect of teaching activities including drawing, as the fear of judge-

ment on their drawing skills often discourages students to participate.  

Time management is also highly crucial in this teaching sequence, in order to keep 

learners focused and prevent them from getting bored, but still give them enough time 

to listen, draw and write. Therefore, the teacher needs to decide for their class individ-

ually whether to announce a role change within a group after approx. 15 minutes or 

less. Hence, depending on the learner group, this lesson can take from 30-60 minutes. 

In the scenario at hand, the teacher signals a change after 15 minutes and another 15 

minutes later, which should give enough time to finish the task. However, if this is not 

the case, both intervals can be prolonged.  

It is of the essence that enough time be given to compare the drawings with the original 

and give the students time to correct their own spelling of the words, as there will most 

likely be misspellings. The teacher then shows the cartoons to the class and copies 

the speech bubbles to the board and repeats them together with the students. 

4.2.2. Benefits of Usage at This Level 

Ben 1 - Keep Learners Focused 

As learning at a low age comes with a shorter concentration span in general which can 

be prolonged by giving children interesting and appealing means of learning (Sommer-

Stumpenhorst 2), cartoons are a perfect medium to support learning a foreign lan-

guage in primary school. The reason for this is the apparent support which images lend 

to the comprehension of conjoined words, as the understanding of such imagery 

mostly does not need to be learned (Knigge 24).  

However, the curriculum for primary school foreign language teaching (BMBWF, “Lehr-

plan VS” 247) states that reading should be kept at a minimum as it is supposed to be 

too time consuming and should only be implemented if the used texts have been 

worked on thoroughly. Curtain and Dahlberg (133) argue that reading at such a low 

age can only include new and unknown words if they either have been explained or 

obviously understandable through the context. Hence, by giving images combined with 

words in form of cartoons new and unknown language can be taught. They also state 
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“delaying reading in a new language may be very frustrating to students whose learn-

ing styles are more visually oriented.” Therefore, the needs of such learners would be 

met by using pictorial literature in the classroom (Curtain and Dahlberg 133). 

Hence, the visual support helps to keep learners focused and get bored less quickly 

(Bakis 3). This means that reading can be taught from the beginning and not merely 

after having learned to speak and listen, as the curriculum suggests (Fuchs and 

Zebisch 28). 

Ben 2 - Colorful Multichannel Input 

Another reason for supporting the concentration and focus of learners is the fact that 

cartoons provide multichannel input (Ruck and Weger 118) of various fun and colorful 

elements. The GK2 and GK4 descriptors mention that learners can repeat and speak 

short, simple texts and lead simple conversations if they are supported multisensory 

(ÖSZ-Infofolder, descriptor 2 in “zusammenhängend Sprechen”, descriptor 2 in “an 

Gesprächen teilnehmen”). For this aim, cartoons are especially qualified, supporting 

the process of learning to speak, but also transporting short and fun stories (Broskwa, 

Comics Und Leseförderung 1) and supporting the understanding of these stories to-

gether with the acquisition of new and unknown vocabulary (Broskwa, Comics Und 

Leseförderung 1; Crane-Williams 12). 

Ben 3 - Closeness to Known Visual Input = Children Books 

As mentioned above, many children like cartoons and, therefore, they are likely to trig-

ger reader motivation to learn from them. This arises mainly from the fact that as young 

children they most likely had children books read to them or enjoyed reading comics 

and cartoons themselves in their native language. This great connection between the 

medium and the learners’ real life reading experience gives pictorial literature immense 

power of learners’ concentration and motivation. It lets them draw on previously ac-

quired competences and skills, such as visual literacy or multimodal literacy learned 

when decoding pictorial literature, facilitating their learning and fueling their motivation 

(Bakis 3–4). 

The GK4 descriptors (ÖSZ-Infofolder, descriptor 3 in “Lesen/Verstehen”) mention chil-

dren books by stating that students can read and understand simple texts from such 

books by grade 4. Therefore, cartoons and also some simpler comics can, be used at 

this age to fulfill this goal. At the same time, take learning a little further by confronting 
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the learners with a little more challenging texts in a still manageable and familiar con-

text and, hereby, fulfill a bridge function to more demanding literature at later learning 

stages (Crane-Williams 18; Ruck and Weger 109). 

4.2.3. Teaching Ideas 

The teaching ideas found in this chapter can be used with the GK4 competences, for 

primary school, but also on the base of the CEFR competence grids for level A1, de-

pending whether they are used in primary school or lower secondary school. If adapted 

appropriately, these exercises can be useful and fun even for learners on level B1 and 

higher.  

TI 1 – Get that Mess in Order 

“Get that Mess in Order”  
Age 8-10 Grade 2-4 # of learners 2-20 Time 5-10 min. 

Skills needed Basic reading skills, knowledge of basic topic vocabulary 

Competences trained Reading, spoken reception 

Possible Topic pools Sports, family, food, friendship, school, weather, clock. 

Material  
Handout with images to put in order; or cut out cartoon strip 

panels 

Preparation and Implementation 

This exercise is an easy to prepare reading exercise which can be used with most 

topics. After having established the necessary vocabulary which cannot be inferred 

through the context, the teacher uses either a handout with mixed panels which stu-

dents then label in the correct order or cut out panels which students need to get in 

order. Being a fairly simple and well-known exercise, it scores with being highly versa-

tile. Hence, three variations are presented in order to trigger visual literacy even more 

which, however, vary in implementation time and difficulty. 

Variation 1, for advanced groups: The teacher extracts the words from the speech 

bubbles and has the students match utterances with the pictures. Attention: Only do 

this if the vocabulary is clear to the students, as the context is removed temporarily 

and if the context of the images renders sufficient support to complete the task. 
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Variation 2, as a game: This time the teacher needs to use a longer cartoon, the 

number of different panels must be the number of students or more. Each student 

receives a cartoon image and the aim is to find the correct order in the entire class-

room. Therefore, the learners need to find their position and form a line or circle as a 

group and put the pictures down in the right order. Then the teacher reads the comic 

strip aloud in order to demonstrate the correct pronunciation. Then each student shows 

their image and reads the content of the speech bubble out loud. In order to guarantee 

lasting learning outcome, the entire strip can now be pinned to the classroom’s pin 

board for students to reread the entire strip later. 

Variation 3, with “time” as topic: In groups students receive cartoon images with 

speech, resembling certain actions of the day either visually or in combination with 

words and image. The students need to create a “day-cartoon-strip”, getting the entire 

day in the correct order. For advanced learners, analog or digital clock symbols or 

cards can be added which they need to ascribe to the according actions. 

TI 2 – Splash-Panel Word Field 

“Splash-Panel Word Field”  

Age 8-10 Grade 2-4 # of learners 2-20 Time 10-40 min. 

Skills needed 
Basic reading skills, knowledge of basic topic vocabulary, 

basic prepositions. 

Competences trained 
Spoken production, spoken reception, reading, written pro-

duction 

Possible Topic pools 
Sports, family, food, school, weather, clock, in the park/zoo, 

shopping. 

Material  Handout with splash panel & word field 

Preparation and Implementation 

The teacher prepares a splash-panel, a full or ½ page cartoon panel with many differ-

ent actions happening, such as a shopping scene, a scene in the park, the zoo or at 

home or an image of an entire house in which different events are taking place on each 

floor. Beside this panel the teacher prepares a word field of the topic which the students 

should acquire. There are different variations how this exercise can be conducted var-

ying in increasing difficulty.  
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Variation 1, connecting with lines: The students receive one handout with a splash 

panel and words all around it and must connect the words with the objects or person 

et cetera in the image exercising mainly their visual literacy and reading skills. 

Variation 2, cut’n’glue: The teacher gives the students a separate handout and stu-

dents cut out the words and glue them on the splash panel. This can also be played 

as a game in which students get together in groups of three and each student has a 

different image and different words in their word field (for example different sport ac-

tivities). The students need to ask each other for the words as in the game “Go fishing” 

(explanation: “Daniel, do you have the word basketball?”, “No, sorry, I do not, go fishing 

(pick up a card)!”). With this variation, the students mainly train their reading and 

speaking skills. 

Variation 3, dialog with the teacher: The teacher writes the word field on the board 

and enters a dialog with the students. This is the most difficult variation, as students 

would need to know at least some prepositions to describe the position of the item in 

question, for example, “Where is the…” or “Can you find the…” and students answer-

ing, “Yes, here.” or “Yes, beside the …”. Students then need to write the words into the 

splash panel after having found the correct place. In this activity, all traditional skills 

are trained alongside visual literacy, as the students need to quickly find their way in 

the large panel in order to be quickest. 

TI 3 – Explore Comics 

“Explore Comics”  
Age 9-14 Grade 3-5 # of learners 2-20 Time 20-30 min. 

Skills needed Reading skills, speaking, broader knowledge of vocabulary 

Competences trained reading, spoken interaction 

Possible Topic pools No focus needed 

Material  Entire comic book + blackboard 

Preparation and Implementation 

This activity is one of the few which can be conducted with entire comics at this age, 

as these would normally be too difficult in length and language and too time consuming 

to teach with. Although this activity is probably more suitable for older A1 learners (for 

example, grammar school). However, I have tried this with primary school children 
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myself and the outcome was satisfying, as this is an explorative exercise to foster 

learner interest in reading and the English language. Any comic suitable for level A1 

and the primary school age can be used and the idea is to let the learners skip/ read/ 

skim through the comic book for a given time, for example, 10 min, and search for 

words which they already know or think to know. These words are then collected on 

the board. Attention: It is essential that the teacher explains every word briefly in order 

to prevent confusion and false memorization of words.  

Each student is tasked with finding 3-5 words, depending on the size of the group and 

the blackboard. Through searching for 3-5 words many other words are “read” in the 

process and are probably not understood but still subconsciously read. The words col-

lected on the board can be presented as a positive learning outcome, as the whole 

class already knows enough English words to fill an entire blackboard. If there is 

enough time, students should also be asked to point out the words they have found in 

the comic, so that all the other learners can see the context of the word/ phrase. 

Students will most likely take this as a motivation and might also be intrigued about the 

words the other students know. For that reason, the word collection can be written into 

the vocabulary book. Again, the teacher must ensure that these words have been cor-

rectly understood by all students. I would not recommend these words to be part of 

any testing or assessment process, as the aim of this exercise is to give the students 

the chance to have first contact with a comic book, which might even be the longest 

one they have ever opened in a foreign language, and motivate them to actually try 

and read it. Hence, this positive contact should not be connected with learning pres-

sure. (For possible literature to use this exercise with, see the next section, on example 

literature.) 

4.2.4. Example Literature 

This section on example literature for the level A1 or level pre-A1 respectively in pri-

mary school setting includes literature which can be used throughout the entire process 

of reaching the CEFR level A1. The selection is based, firstly, on the GK4 descriptors 

for reading and understanding (ÖSZ-Infofolder 4) and the CEFR descriptors for A1 

reception/reading (CEFR Scales 5–6) and, secondly, on the topics stated by the pri-

mary school curriculum for foreign languages (BMBWF, “Lehrplan VS” 245). In this 

and in further sections on example literature the descriptors are only a guideline for 
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categorization, as it also depends on length, context and narrative complexity of the 

comics, cartoons and graphic novels. 

EL 2 – Comic / Cartoon Makers 

• www.scholastic.com/kids/games/make-a-comic/ (Make a Comic) 

• www.makebeliefscomix.com/comix/ (Make Beliefs Comix) 

• http://www.toon-books.com/cartoon-makers.html (“TOON Books – Cartoon 

Makers”) 

• http://www.professorgarfield.org/StarSleeper/comiccreator.html (Comic Creator 

- PGF) 

An important and especially fun part in teaching with cartoons is the creation of own 

cartoon images or strips. As this is not always possible due to time restriction or chil-

dren’s or youth’s hesitance to draw in front of peers, the above websites are ideal, 

giving teachers and students the opportunity to do precisely that. There is even the 

option to create up to an entire page of story and, furthermore, all four websites come 

with the feature of saving the created cartoons as PDF, or print them immediately. 

“Make beliefs comix” and the “Professor Garfield” cartoon creator even support mobile 

phone use, which again, makes it more attractive for in-classroom use, as the strips 

can be printed right in the classroom, and can, in certain scenarios, be directly imple-

mented in the teaching sequence. Using such tools, students can experiment with lan-

guage by implementing words in a visual context, fueling the development of visual 

literacy and visual understanding and at the same time making them write short bits of 

language. 
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EL 3 – LTB – English Edition - Stories from Duckburg 

LTB – English Edition 3 - “Stories from Duckburg”  

Author Disney Enterprises Page 269 

 
Fig. 5: Cover_Stories 

from Duckburg 
(Höpfner cover) 

Genre 
Adventure, fantasy, his-

tory, science fiction 
Age 7-11 

ISBN  -------- Grade 2-5 

Content 
8 adventure stories + character file + dictionary 

section 

Story/ Art 
Review 

The English edition series of LTB contains 10 comic books with stories 

set in various genres and dealing with many different topics. Putting a 

lot of weight on visual input the presented stories can often be under-

stood, to a certain extent, without comprehension of all verbal ele-

ments. Hence, these stories, of mostly A2 verbal texts, can still be 

used on level A1 as the rich visual context helps to decipher parts of 

the language. Furthermore, the story world of Duckburg is known to 

many children in German speaking areas, hence, the familiarization 

with characters and narrative strategies is almost entirely omitted. 

The stories have been reworked in order to give children the oppor-

tunity to gain easier access to the English language (Höpfner cover). 

The philosophy of “Learn with a laugh” (Höpfner cover) becomes ap-

parent throughout the stories, as it is not important to understand every 

word in order to still laugh and learn. 

In the 
classroom  

For lower A1 learners, this comic book will almost certainly be too dif-

ficult, however, comic exploring, word searching or describing activi-

ties, as explained in section 4.2.3 can still be conducted. 

The character file and the dictionary section at the end of the comic 

add support by describing characters and providing translations for the 

most difficult vocabulary. They also lend themselves greatly for fun 

activities for both pre- and post-reading such as memory, playing 

sketches, writing summaries, retelling the story, writing alternative 

endings et cetera. 
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EL 4 – Professor Garfield Foundation 

• www.professorgarfield.org (“PGF - Kids Page”) 

Coming with a Kids Page (“PGF - Kids Page”) and a Teacher resource center (“PGF - 

TRC”) this page validates itself as a potentially useful teaching tool, at first glance. The 

Kids Page consists of various activities and games to teach reception in both listening 

and reading and production in both writing and speaking, with help of cartoons, espe-

cially Garfield the cat. Being a collaboration between Paws Inc., the founders of Gar-

field, and Ballstate University together with many other institutions, this is a serious 

educational project which becomes apparent in the content of the Teacher resource 

center (“PGF - TRC”). 

In this section educators can find a vast number of free tools, printables, such as car-

toon alphabet, word cards for the classroom, and other resources to support the car-

toon activities in the learners’ section. Furthermore, the cartoon activities in this section 

are sorted by either learner grade or learning standards, which again helps to facilitate 

the use of cartoon activities in the classroom. 

One salient activity is the “Garfield story book reader”(Story Book Reader - PGF), 

where a Garfield cartoon adventure is accompanied by pre-while-post questions and 

comes with a read aloud function. Further comic books, especially the “Toon Books” 

(Toon Book Reader - PGF) can be read aloud by the application and additionally be 

shown to children on a projector. Other children’s and comic books come with videos 

of famous celebrities reading them aloud, which could also be a fun addition for young 

learners. In total, this page comes with a sound range of tools to use cartoons efficiently 

in the A1 classroom and even up to A2 in some cases. 

4.3. Level A2 – Lower Secondary 

Since students reach level A1 at a very low age, as elaborated in the previous chapter, 

the level A2 is targeted in lower secondary school in various school forms. The curric-

ula for the AHS, grammar school, (BMBWF, Lehrplan AHS), the NMS, neue Mit-

telschule, (BMBWF, Lehrplan Der NMS) and the HS, Hauptschule, (BMBWF, Lehrplan 

HS) state, that the language proficiency level aimed at is A1 at first, but at grade 8, it 

is level A2. As a theoretical basis, the E8 educational standards (BiSt E8) are used, 

describing in detail the levels and descriptors needed to be reached by grade 8. These 
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standards are already the base of most lower secondary foreign language curricula in 

the Austrian public-school system (Horak et al. 19).  

4.3.1. Introducing Adulthood Is a Myth by Sarah Anderson 

The following teaching sequence is not meant for one school type in particular, but 

rather for the entire lower secondary, as, in Austria, the different schools at this level 

come with almost the same curriculum for the first foreign language. The curricula for 

the AHS (lower secondary grammar school), the NMS (neue Mittelschule) and the HS 

(Hauptschule), merely differ in some suggestions for differentiated implementation, in 

order to support various proficiency levels in a classroom (BMBWF, Lehrplan Der HS; 

BMBWF, Lehrplan Der NMS). 

Curriculum Requirements 

Taking the AHS curriculum under closer consideration it becomes apparent, that it is 

not possible to transfer the language levels directly to specific school grades, as the 

CEFR levels of proficiency correspond to various grades. The table below, being the 

same in all three above mentioned school types, however, shows that throughout most 

of the lower secondary, the focus lies on level A2. In grade 5, level A1 is completed 

and, under very positive and beneficial learning circumstances, students can manage 

to learn some competences almost up to level B1 (Horak et al. 20). 

The most significant didactic aims for this level and in the context of comics, are as 

follows, and will mostly be covered by the teaching sequence at hand: Stating commu-

nicative competence as the overall learning goal, balancing the different skills, teach-

ing grammar and vocabulary in a contextualized environment and using differentiated 

working methods, such as portfolios or short presentations. Furthermore, the creation 

of a positive learning environment, the independent use of learning aids, multisensorial 

learning in order to fuel motivation and cognitive performance and the implementation 

of various topic fields. All of these factors should lead to a multilayered psychological 

learning outcome (BMBWF, Lehrplan AHS).   

Fig. 6: Language Levels_Lower Secondary School (Horak et al. 20) 
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EL 5 – Adulthood Is a Myth 

“Adulthood is a myth”  

Author Sarah Anderson Pages 109 

 
Fig. 7: Cover_Adulthood is 

a Myth (Adulthood) 

Genre 
Coming of age, comic 

strips 
Age 13+ 

ISBN 978-1-4494-7419-5 Grade 7-10 

Content 

The book shows the awkwardness and prob-

lems, along with all the suitable emotions, 

with which Sarah lives with, in her coming of 

age years as a young girl. 

Story/ Art 
Review 

Each page gives an independent brief account of one aspect of Sarah’s 

life. These are drawn in black and white, come with, sometimes chal-

lenging, verbal input and are mostly funny, but also critical about cer-

tain aspects of society. 

The age recommendation of 13+ years has been made due to the occurrence of some 

challenging topics, namely the young girl’s period and how she deals with it in certain 

situations, furthermore, certain aspects of relationship which might not be understood 

by younger learners. Especially the topic of Sarah’s period needs to be at least ad-

dressed by the teacher before using this comic for teaching, as probably some boys 

and girls might feel uncomfortable by the funny comic strips on this special topic.  

Regarding the, occasionally challenging, language, it must be said that this comic can 

be used for learning with youth and adults at a higher language level. Having been 

chosen for level A2, the focus cannot be laid on understanding each word, but more 

on understanding the message. This is why the following sequence will focus on cer-

tain topics and the communication about them.  

Teaching sequence 

Benefits 

In reference to the benefits which come from teaching with comics on this level this 

activity implements them all. As it is a quickly read collection of funny comic strips, 

collected in a book, the learners have a lot of material which motivates them to read 

without getting bored. Hence, reluctant readers may have a chance to find the joy in 
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reading first comics and later more extensive literature. Further beneficial learning out-

comes become apparent when specific CEFR descriptors are taken into account, as 

will illustrated in the section on descriptors. 

Overview of Teaching Sequence 

Teaching Sequence “Adulthood is a myth”  
Age 13-15 Grade 7-8 # of learners 5-20 Time 70-100 min. 

Skills needed Reading, speaking, writing 

Communicative com-
petences, activities 
or strategies trained 

Reading for orientation, conversation, informal discussion, 

creative writing, vocabulary range, general linguistic range 

Possible topic pools 
Body and health, childhood and coming of age, thoughts, 

feelings 

Material  

The comic Adulthood is a myth, “A2_Handout 1” (see Ap-

pendix) for each student, A2_Handout 2” (see Appendix) 

single print, photo copy of each page in the comic, or at 

least of as many pages to cover all the adjective on the 

“A2_Handout 1” list, pin board 

Brief description of 
preparation and 
implementation 

First the teacher lets students skim through the comic, then 

distributes handout 1 which comes with a table containing 

a list of adjectives describing how Sarah feels. The stu-

dents are tasked to find pages or panels fitting the adjec-

tives and to note down the page and/ or panel number with 

the according adjective. Then students get together in new 

groups and use the sentences on the bottom of handout 1 

do describe why Sarah feels this way in that precise situa-

tion. The third part of the lesson consists of the teacher 

giving the students copies of some pages of the comic 

book, after having put up cards with the adjectives on the 

pin board. Students should now add pages/ panels to the 

word on the pin board for later reference. 
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Descriptors 

Full text descriptors can be found in the corresponding CEFR file (CEFR Scales) in the 

Appendix. 

Of the communicative competences, activities and strategies from level A2, mentioned 

above, the descriptors for the communicative competence, vocabulary range A2.1 and 

general linguistic range A2.1 (CEFR Scales 27) describe that learners have sufficient 

vocabulary and linguistic repertoire to deal with everyday situations, although very of-

ten having to search for the words. These descriptors are trained thoroughly as stu-

dents repeatedly work with one topic field of vocabulary, and hereby consolidate it. 

Furthermore, the linguistic range is practiced, as learners recurrently use specific con-

structions of explaining.  

In order to reach these two competences in this setting students must learn to apply 

the communicative activities of reading for orientation, stating that at A2 level can find 

certain predictable information in everyday material (descriptor A2.1), in this case with 

visual support. Furthermore, students need to apply conversation and informal discus-

sion, when talking about why Sarah is feeling a certain way. This is supported by the 

A2 descriptors for conversation A2.2+4 (CEFR Scales 13), stating that students can 

understand standard speech on familiar matters and express their feelings in simple 

terms, and the A2 descriptor for informal discussion A2.4+5 (CEFR Scales 14), ex-

plaining that students can agree and disagree and talk about every day practices in a 

simple manner.  

In addition, the required activities of writing and reading on level A2 are described in 

the descriptors for creative writing A2.1+2 (CEFR Scales 23) and reading for orienta-

tion A2.1 (CEFR Scales 11). The CEFR states that at level A2 learners are able to 

write short and basic accounts about everyday life and find specific information in sim-

ple material. Moreover, the descriptor A2.1 for reading as a leisure activity, explicitly 

states that students are able to read “simple stories and comic strips involving familiar, 

concrete situations” (Companion Volume 65). 

Hence, by implementing this comic in the environment of the teaching sequence at 

hand both, CEFR and curriculum requirements, are fulfilled by training suitable com-

petences and following the didactic aims set by the curriculum. 
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Preparation 

Before starting with activity 1 the teacher needs to address that in the comic some 

topics may come up which they might not feel comfortable with, and deal with this 

depending on the individual group. The teacher should also briefly explain how a comic 

looks like, however, the only information which learners need is to know what a panel 

is and that the pages are not connected with each other. The word table on 

“A2_Handout 2” (see Appendix) needs to be cut out prior to the lesson. For the activity 

to sun smoothly, the teacher does not need to prepare anything else. 

Implementation 

Before the teacher hands out the comic books, or let the students open them, they 

need to hand out the “A2_Handout 1” (see Appendix) and clarify whether any words 

are entirely unclear. However, the teacher does not give the students the translation 

but lets them use their mobile phones to look them up. After this the students are 

tasked with activity 1, needing to find suitable panels for the feelings in the table. The 

teacher should tell the students that they do not need to read the comic in detail at first, 

but can go through it and try to visually find fitting pages. This way it is possible to use 

the entire comic in one lesson. Nevertheless, the teacher needs to set a limit of 20 

minutes for this task and tell students to randomly look for the examples and that they 

do not need to find one for each.  

After this the teacher can decide to take 10 minutes to go through the list and ask 

students to tell what they have found and all together look at the pages in the book, or 

let the students go in groups of 4-5 and try to fill their list together. Depending on how 

much time is left the teacher begins with activity 2 and tells students to now explain 

now why she feels like she does in certain situations using the structure of Sarah feels 

happy because… and write 10 sentences either together or individually.  

Again, depending on how fast students are, the teacher now needs the cut-out adjec-

tives “A2_Handout 2” (see Appendix), and the photo copies of the comic book pages. 

First, the adjectives are pinned to the pin board, and the teacher spreads out the photo 

copies on several tables and students choose some they like. Then these copies are 

neatly cut out and pined to the according adjective. These will be left there for future 

reference in case students forget the meaning of some of the more challenging adjec-

tives.  
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In general, the teaching sequence can be conducted in 50 minutes if only activity 1+2 

are used. However, all together it will take up two lessons, especially it the students 

are slow readers or writers. Nevertheless, this teaching proposal has many points in 

which the teacher can either save time or intentionally prolong.  

4.3.2. Benefits of Usage at This Level 

Ben 4 - Bridge Function to “Traditional” Literature 

The first benefit of using a comic to teach English at this level is similar to the third 

benefit mentioned in the last chapter, the closeness to known visual input (children 

books). As mentioned above, this level applies mostly to students of lower secondary 

school, being an age when children’s literature gets less in school and the “real” liter-

ature tends to take over. This is precisely the age where comics have their greatest 

potential to make sustainable improvement, as early comic readers tend to have less 

problems with longer texts and literature at a later point in learning (Broskwa, Comics 

Und Leseförderung 2). According to O’Sullivan and Rösler (qtd. in Ruck and Weger 

109), through the combination of pictures and text such literature can serve as a bridge 

between the real-world experience and literature of young readers and traditional liter-

ature they will be confronted with soon. In this scenario, the bridge should be built from 

simple cartoons and images, commonly used in learning at this level and age, to liter-

ature with little or no imagery. This is done by introducing new challenges for the learn-

ers on an easily accessible level (Hallet 4). Hence, the progression from primary school 

reading and learning to higher level reading. 

Ben 5 - Learner Motivation 

The idea of comics, cartoons and graphic novels fueling learner motivation is wide 

spread among pro-comic pedagogues (Broskwa, Comics Und Leseförderung 2; Ruck 

and Weger 109; Elsner 55). More precisely, Ruck and Weger (118) stress the perfect 

applicability of comics with young learners due to the amount of intrinsic motivation 

these learners produce at a low language level. Due to the various concrete input 

channels (118), the learners minds are triggered, challenged and stimulated to learn 

on various different levels, which leads to enhanced learner motivation.  

As to learners who are already reluctant to read at this level comics tend to have, again, 

a bridge function (Crane-Williams 18) as they bring the students’ “visual culture to the 

classroom” (18) and give them the chance to experience it at their own pace (13), in a 
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medium which they can decipher with their everyday knowledge of symbols (Knigge 

24). This aspect of comics also supports such students for whom mere words are still 

a too abstract concept (Ruck and Weger 107), as content is more easily transferred by 

images (McCloud 28) giving unmotivated learners the possibility for positive reading 

experience. 

Ben 6 - Humor 

A further beneficial aspect of comics at this level ties in greatly with learners’ motiva-

tion, namely humor. Ruck and Weger (107) argue that, in comics humor is intelligible 

across languages, meaning that comics, being “intelligent and funny short stories” 

(Broskwa, Comics Und Leseförderung 1), lend themselves perfectly. This is due to 

them being short texts, as required by the CEFR (CEFR Scales 6) for this level, which 

come easily to the readers and entertain, seldom leaving the young learners bored. 

Ruck and Weger (107), and Elsner (66) support this claim further by stating that in 

comics the verbal part of the input is shorter than in traditional literature, leading to less 

complex text constructions, giving the learner a higher chance of understanding the 

gist of the joke or text. This ensures enhanced motivation of young readers, and in 

further thinking, faster development of reading competences and other related litera-

cies. 
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4.3.3. Teaching Ideas 

The competences mentioned in this section are taken from the CEFR grids (CEFR 

Scales) and the topics for the teaching ideas can be found in the curriculum for lower 

secondary (BMBWF, Lehrplan AHS).  

TI 4 – Grammar Search 

“Grammar search”  
Age 11-13 Grade 5-8 # of learners 1-25 Time 20-40 min. 

Competences trained Reading for orientation, reading for information, grammar 

Possible Topic pools 

Various fields of grammar can be targeted. Specific topic 

fields should be covered at the level A2, such as past/pre-

sent tense, adjective, adverbs, articles et cetera. (CEFR 

Grammar Levels). 

Material  
Comic Book or Graphic novel with several pages in order 

for the exercise to make sense and the students to find dif-

ferent items.  

Preparation and Implementation 

The lower secondary curriculum (BMBWF, Lehrplan AHS) states that the functional 

aspect of grammar should always be foregrounded, and derived by inductive conclu-

sions when reading or communicating. Hence, the teacher gives the students a posi-

tive environment with various input channels, visually and verbally, and sets the task 

to search for similar grammatical structures, such as different verb forms. Various oc-

currences are then noted on the black board; however, the teacher does not yet cate-

gorize. Now the teacher gives the students different colored crayons and tells them to 

find pairs or groups among the grammatical structures and items on the board. After 

the groups have been found the teacher can decide how to further work on the different 

grammatical items, such as searching for verbs in past tense, or adjectives in general 

et cetera. Beside reading for information, Students also learn to deduce meaning from 

a text on a structural level and learn to work as a team.  
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TI 5 – Story in Two Panels 

“Geschichte in zwei Bildern" (Stiftung Lesen 9)  
Age 10-13 Grade 5-8 # of learners 5-20 Time 40-60 min. 

Competences trained spoken interaction, spoken production, visual literacy 

Possible Topic pools 
Nature, food, clothing, hobbies, thoughts, fantasy world, 

society, culture 

Material  Black board, large sheets of paper (A3) 

Preparation and Implementation 

The idea for this task is taken from “Stiftung Lesen – Ideen für den Unterricht in Klasse 

5-8” (Stiftung Lesen), however, the method of implementation is new. The aim of the 

task is to draw a “story” in only two panels, definition of story being, that there must be 

more happening than a person lifting up their arms between panels. One fitting exam-

ple would be a rising and a setting sun, showing the course of a day in only two panels. 

The teacher explains this to the students and draws two large squares on the board, 

resembling the two panels. The teacher now explains to the students that there is a 

space between the two panels called gutter. In this gutter, many things can happen 

and the students will be guessing what is happening in the gutter of their peers’ story. 

After each student has created their story, preferably on a large sheet of paper, each 

learner shows their images and lets the rest guess what happens between the images. 

It is important to stress that, if there is enough space between the panels to interpret, 

then each interpretation is valid. This way, free speaking is practiced without pressure. 

After that the student in focus tells what they had thought about when drawing. The 

images can then be hung up in the classroom.  
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TI 6 – The World of Superheroes 

“Die Welt der Superhelden” (Stiftung Lesen 7)  
Age 10-13 Grade 5-8 # of learners 5-25 Time 50-100 min. 

Competences trained Spoken interaction, spoken production, written production 

Possible Topic pools 
Family, friends, body, clothing, fantasy world, coming of 

age, feelings, values, culture, 

Material  Large sheets of paper (A3), wall pin board 

Preparation and Implementation 

The idea for this task is taken from “Stiftung Lesen – Ideen für den Unterricht in Klasse 

5-8” (Stiftung Lesen), however, the method of implementation has been adapted. As 

many children come into contact with super heroes, be it in comics, movies, or their 

own fantasy, there is great potential for creative output within this topic field. This task 

aims at a collaborative effort of the entire group. Each student is to think of their own 

superhero, preferably non-existent in any known fantasy universe. Then the teacher 

decides to which depth these superheroes are to be developed, ranging from origin 

story to personal preferences on food clothing et cetera, depending on the time at 

hand. If one task would be to write an own origin story for the hero or write a page on 

the day in the life of him/her, then this exercise can be extended up to several lessons. 

Further tasks could be to draw a picture, be interviewed in front of the class by another 

student posing as a reporter et cetera. The goal is to put each A3 paper, showing one 

hero with picture, text and any other information constructed on a large pin board. 

Follow up tasks, such as homework, could consist of taking several pictures of other 

hero’s character sheets and writing a story, newspaper article, dialog et cetera. This is 

also one possible way to increase the task’s difficulty and use it at a higher level.  
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4.3.4. Example Literature 

EL 6 – Jedi Academy 

“Jedi Academy” 

Author Jeffrey Brown Pages 160 

 
Fig. 8: Cover_Jedi Acad-

emy (JA) 

Genre 
Science fiction, coming of 

age 
Age 11-14 

ISBN 978-0-545-50517-8 Grade 6-8 

Content 

The young boy, Roan Novachez, leaves home 

to go to a new middle school, the Jedi Academy. 

Wrestling with the seemingly normal problems 

of a young boy at a new school, Roan gets 

through his first year at the Academy and 

tells/shows readers the most memorable mo-

ments. 

Story/ Art 
Review 

The novel is drawn in black and white and consist of various styles, 

from only written pages to traditional comic pages organized in panels. 

The story is written in form of a diary and each page is designed and 

arranged differently, making the reading experience more exciting.  

In the 
classroom  

Since the comic book is not too long, students can be required to read 

it at home, however, the book lends itself perfectly to be broken up in 

bits, as single pages can be quickly read in class and be immediately 

worked on. For instance, „grammar search”, from the last section, 

could be interesting in this setting, as this comic is written and drawn 

in form of a diary and, therefore, comes with different tenses. Further-

more, on page 159, Roan gives the reader drawn instructions on how 

to write their own diary, which could be a follow up task. Students could 

be asked to draw/ create a page, describing the protagonist’s first day 

in year 2. Students could decide to which extent to use visuals and 

how to combine them with words, teaching them multimodality. 
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EL 7 – Drawing Comics is Easy! 

“Drawing Comics is Easy!” 

Author Alexa Kitchen Pages 87 

 
Fig. 9: Cover_Drawing 
Comics is Easy (DC) 

Genre Instructions comic Age 11-13 

ISBN 0-9710080-6-X Grade 5-7 

Content 

A comic book on how to draw comic books 

made by a 7-year-old, might seem odd at the 

first moment. Yet, Alexa Kitchen shows the 

reader how to draw and perceive comics on a 

very basic level both linguistically and visually 

speaking. 

Story/ Art 
Review 

The entire comic consists of hand drawings and handwritings and 

seems a confusing at first, however, it follows a red line and is broken 

into several chapters, leading to a usable reading experience in gen-

eral. 

In the 
classroom  

As it is written by a young girl, the language is not too elaborate to use 

in an early lower secondary setting. This comic could serve as a prep-

aration for the exercise “A story in two images”, see TI 6, as it gives 

instructions on how to draw simple strips. A while-reading activity could 

be to let students choose one aspect which she describes and explain 

it to the class with an own example on the board, teaching them that 

spontaneous drawing can also serve its purpose. Further, students 

could be asked to draw or write their own instructions on whatever they 

like, such as cooking an omelet, making a paper plane et cetera. This 

comic can also be used with older students if the aim is not of linguistic 

nature but rather to teach in a fun way how to draw a cartoon, as the 

author does describe essential artistic principles. 
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EL 8 – The Golden Scarab 

“The golden scarab” 

Author Barbara Winter Pages 48 

 
Fig. 10: Cover_The 

Golden Scarab (TGS) 

Genre History, detective story Age 11-15 

ISBN 978-1-55448-738-7 Grade 5-8 

Content 

Not believing that the Pharaoh is merely ill the 

princess, Meri, and a slave girl, Layla, embark 

on a dangerous quest. This historical, but fic-

tive, detective adventure set in ancient Egypt, 

shows to young girls struggling against people 

of power to unravel mysteries and reveal the 

truth.  

Story/ Art 
Review 

The historically-themed comic includes many links to real events, and 

contains non-fiction pages to contextualize the events in the story. 

In the 
classroom  

This comic book is suitable for the entire lower secondary level and 

comes with a large amount of complementary teaching material, on 

the one hand, directly from the publisher, via additional material in print 

and online (see Oxford Owl), and, on the other hand, from secondary 

sources, such as the Antolin homepage (see “Antolin-Lesförderung”). 

Furthermore, the novel comes with notes to support the children’s’ 

reading. Concretely, the graphic novel can serve as base for teaching 

historical topics, to encourage discussions or maybe even replay some 

scenes. 

4.4. Level B1 – AHS Grades 9-10 

Due to the curriculum requirements for the AHS, the level B1 is taught and learned at 

grade 9-10. This section will focus, as the curriculum states for the upper secondary, 

less on the quantitative dimension of the development of linguistic competences ac-

cording to the CEFR, but rather on the qualitative dimension, practicing specific com-

municative strategies and competences.  
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4.4.1. Introducing Richtung by Marc-Antoine Mathieu 

Curriculum Requirements 

As the table in Fig. 15 shows, the progression of language proficiency in the upper 

secondary, in comparison to the lower secondary, is faster paced. Only two years are 

needed to proceed to level B1, meaning, that at this level the focus of the teaching 

sequence will be laid on the descriptors and competences pre-determined for grade 

nine and ten.  

During these two years of learning the focus is to be but on further developing linguistic, 

pragmatic and socio-linguistic competences and, to achieve this, providing more com-

plex communicative activities and situations. Furthermore, the curriculum states the 

importance of cross-curricular activities and fostering inter-disciplinary language use 

(BMBWF, Lehrplan AHS 126). 

EL 9 – Richtung 

“Richtung” 

Author Marc-Antoine Mathieu Pages 256 

 
Fig. 11: Cover_Richtung 

(Richtung) 

Genre Philosophy, no words Age 15+ 

ISBN 978-3-95640-021-6 Grade 9-12 

Content 

The nameless protagonist of this highly philo-

sophical graphic novel starts his journey in a 

dark place following the only indication of direc-

tion, an arrow of light. He staggers through a 

world of nothing, empty of any vegetation or hu-

mans, seemingly not going anywhere, but al-

ways following the arrows. 

Story/ Art 
Review 

Drawing in minimalistic style in black and shades of gray, Mathieu 

plays with perspective, often fooling the readers mind and trying the 

limits of creative possibilities in the medium of comic. The reader is 

forced to think and reflect, not only through the absence of words but 

also in light of the seeming absurd narrative.  
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Due to the absence of text this graphic novel could be implemented at any language 

level, depending on what the task is. However, if a deeper understanding of the mes-

sage and the authors intentions is the aim, then a certain intellectual level is a prereq-

uisite for success. Richtung can either be read as a mere adventure trip of a nameless 

man, through a desolated wasteland, following directions, or as a philosophical mirror 

image of life and the struggle for directions and sense.  

Due to the language level and the age of the target students, the aim of this teaching 

sequence will lie somewhere in between these two extremes, depending on how much 

time the students invest in understanding and thinking about the story and its back-

ground.  

Teaching sequence 

Benefits 

Regarding the benefits of using comics at this level, described in section 4.4.2, this 

graphic novel successfully fulfills each. First, it will inevitably lead to discussions in the 

classroom and, due to its highly ambiguous nature, also to a variety of opinions of 

which many will be legitimate interpretations of different aspects of the book. Conse-

quently, leading to the students training their pragmatic and sociolinguistic compe-

tences in the interactions with their peers and the teacher. Second, this book is far 

more demanding than traditional literature on a visual-level and a meta-level, teaching 

the students new aspects of literature. Third, a book, providing the above-mentioned 

benefits, can only come from the area of pictorial literature, hence, being a perfect 

example for the diversity of titles, styles and topics in comics out of which the teacher 

can choose.  
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Overview of Teaching Sequence 

Teaching Sequence “Richtung”  

Age 15-18 Grade 9-12 # of learners 1-25 Time 120 min. 

Skills needed 
Creative writing, visual literacy, critical media analysis, spo-

ken interaction  

Communicative com-
petences, activities 
or strategies trained 

Conversation, informal discussion, interactive communica-

tion strategies, pragmatic language competences, visual lit-

eracy 

Possible topic pools 
Life, loneliness, personality, values, social environment, 

comic art, philosophy 

Material  
The graphic novel Richtung, “B1_Handout” (see Appendix) 

with questions for the reading process. 

Brief description of 
preparation and 
implementation 

After having briefly discussed the first impression of the 

book, the teacher tells students to “read” the comic up to a 

specific scene, then a brief discussion on further impres-

sions is conducted. The aspect of absence of text and 

drawing style need to be addressed. Then the teacher 

gives students the first task: on each page students should 

add speech or thought bubbles in order to give the graphic 

novel a new dimension. Then students get together in 

groups and exchange books and let others read their idea 

of the story and what the character is thinking. At last the 

teacher hands out the worksheet which will be discussed 

and students can start doing in class and finish as home-

work. 

Descriptors 

Full text descriptors can be found in the corresponding CEFR file (CEFR Scales) in the 

Appendix. 

The CEFR document explains the development of competences along “two broad di-

mensions” (CEFR Scales 32) the quantity dimension, meaning “the number of tasks a 

person can perform successfully by language use” (CEFR Scales 32), and the quality 
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dimension, describing “how effectively and efficiently the person can achieve their 

goals through language use” (CEFR Scales 32). 

The curriculum specifically mentions the aim of the English classroom to systematically 

expand and deepen the different competences and skills (BMBWF, Lehrplan AHS 

128), shifting from the quantitative dimension, taught in the lower levels, to the quanti-

tative dimension of the upper language levels. Hence, this activity does not aim at 

addressing as many communicative activities, instead seeks to practice specific com-

municative strategies and competences. 

The communicative activity is described by the descriptors for conversation B1.1-3 

(CEFR Scales 13) and for informal discussion B1.1-3 (CEFR Scales 14). These de-

scriptors state that students learn to enter and maintain discussions, follow what is 

said, express what they think about abstract topics and give comments.  

The communicative strategies competences, which need to be applied, are explained 

in the descriptors for taking the floor or turntaking B1.1-2 (CEFR Scales 25) and coop-

erating B1.1 (CEFR Scales 25), declaring that students intervene in, initiate and main-

tain discussions. Further, the pragmatic competences of thematic development, de-

scriptor B1 (CEFR Scales 30), and propositional precision, B1.1-3 (CEFR Scales 31), 

describing that students can fluently express linear descriptions of aspects and explain/ 

express themselves comprehensibly, are trained.  

All the above mentioned, strategies and competences are exerted and practices while 

discussing the comic, its uncommon nature and its message. Due to discussion in the 

classroom settings on a topic so variably interpretable, students need to learn to dis-

cuss effectively on many different levels. 

Preparation 

In order for this teaching sequence to be successful the students should have learned 

to interpret images and critically evaluate them and conduct discussions to a certain 

extent. Furthermore, it would be beneficial if this is not the first comic or graphic novel 

which students work with, for instance, literature and teaching ides described in the 

previous sections could work as preparation. Any other preparation is not needed, as 

the teacher slowly introduces the graphic novel to the students. 
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Implementation 

At the beginning of the lesson, the teacher lets students look at the outside of the book 

and asks about first impressions on color, material and cover images/text. After this 

the teacher tells students to “read” the graphic novel up to the first sight of the signpost. 

Again, the teacher asks the students about their impressions. The absence of text and 

the drawing style should come up at this moment.  

The teacher now gives the students the first task, namely to add thought or speech 

bubbles to the pages, up to the scene where the character trips over, in order to give 

the story another dimension. This can either be conducted alone or in small groups, 

however, in the latter case the teacher needs to give students more time, as, inevitably, 

discussions will arise as to what the character is thinking, and students need to agree 

on one version. After this, students get together in new groups and exchange their 

ideas.  

Lastly, the teacher hands out the worksheet “B1_Handout” and discusses the first five 

questions together with the students in class. These questions deal with the basic in-

terpretation of the visuals in the novel. Also, the idea of the arrows, giving directions, 

and the character looking for direction, and the meaning of the title are discussed with 

these first few questions. Depending on how much time is left, and how much time the 

teacher wants to invest in class, the students can be tasked with continuing to read the 

novel, either alone or in groups.  

The further questions on the worksheet are in order of appearance in the novel, hence, 

should be worked on parallel to the reading process as to gain deeper understanding 

of the narrative. It is important that the teacher explain to the learners not to read the 

questions all at once, but work on them successively, only moving on when a question 

has been answered. Otherwise there will be spoilers and the fun of finding out the 

mysteries of the story would be lost. Especially the last question, written in the arrow 

language of the book would be a great spoiler. As students would instantly realize, that 

the arrows refer to letters which can be translated using the cover of the graphic novel.  

The teaching sequence should be followed by another, where students and teacher 

discuss the answers and the content of the novel. If the teacher has a double lesson, 

this entire sequence can be done in-class, maybe even in pairs or groups. 
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4.4.2. Benefits of Usage at This Level 

Ben 7 - More Democratic Classroom  

As this language level empowers learners of a language to start stating their opinion 

and discuss on familiar topics and of personal interest (CEFR Scales 6), it is essential 

to give these learners an environment in which there is not one sole correct interpre-

tation, but where learners can utter opinions which are accepted. Rosenblatt (qtd. in 

Bakis 3) argues that the nature of comics being open for interpretation, due to the 

additional visual component, leads to there being more than one way of interpreting it. 

Alone the intentions of the author can be interpreted more diversely, as every stroke 

of the brush in the image can be combined with the verbal input to create many differ-

ent interpretations of the same idea. According to Rosenblatt (qtd. in Bakis 3) this leads 

to a more “democratic classroom” as the students and the teacher need to respect 

many different ways of, literally, seeing the text, compared to traditional literature 

where words give less space for interpretation. Furthermore, as will be shown in the 

teaching sequence, a comic without verbal text gives even more room for interpretation 

as the words can be added in ones own understanding of the text. 

Ben 8 - More Demanding Literature 

Platthaus (3) and Bakis (3) advocate that comics and especially graphic novels are 

more demanding than traditional literature as they combine functional literacy with vis-

ual, multimodal and critical literacy (Elsner 57). To be more specific, in order to under-

stand a book in the traditional sense the reader needs to possess narrative compe-

tence, be able to decode the linguistic system of language and have cultural literacy to 

understand the message and the authors intentions. However, when intending to de-

code pictorial literature, the reader must be able to, in addition to the just mentioned 

competences, apply visual, multilateral and multimodal literacy. As a result, the seem-

ingly simple, and much stigmatized, medium of comic turns out to be more demanding 

on different levels, which together with the fact that they can be read at a faster pace 

if wanted, shows how much more they are suitable for the classroom. Further, Bakis 

(3) emphasizes that, as each graphic novel takes less time to read and teach, the 

teacher can introduce more titles in the same time, giving students the chance to ex-

perience more stories and gain a wider view of literature. 
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Ben 9 - More Styles, Topics and Titles 

Moreover, Mayer (73) adds to Bakis’ argument of being able to introduce more different 

stories in the same time, by pointing out the diversity of titles, styles and topics in the 

field of graphic literature. Ranging from adaptations of literature classics to philosoph-

ical and economic comics, from abstract to highly realistic drawing styles and from 

verbose to non-verbal writing styles the medium of literature includes many directions 

in which to steer students. This is also apparent in the wide array of topics and styles 

covered by the many comics and graphic novels introduced in this thesis. 

The presented diversity is not only beneficial for the teacher, as they can choose comic 

titles to exactly fit the learners and meet the requirements of the curriculum stating that 

a wide range of topics is to be covered (BMBWF, Lehrplan AHS 128). But it is also 

beneficial for the students, as their pleasure in reading will increase and they most 

likely will find a niche in comics which they enjoy reading. According to Bakis (3), this 

leads to students feeling respected for getting to read books they like, in school, and 

not just literature everybody has to read. 

4.4.3. Teaching Ideas 

TI 7 – Visual Representation 

“Visual Representation” (Bakis 18)  

Age 14-18 Grade 8-12 # of learners 5-20 Time 30 min. 

Competences trained 
Visual literacy, multimodal literacy, conversation, informal 

discussion, formal discussion 

Topic aimed at Visual representation in graphic literature 

Material  
Black board, Scott McCloud “Understanding Comics” (22–

30) 

Preparation and Implementation 

This teaching idea was taken from Bakis (18), who applied it in here class on graphic 

novels, and aims at giving the learners a first insight in how visual literature functions. 

First the teacher needs to write the three terms icon, symbol, realistic on the board and 

ask students what they believe they mean. After discussing the teacher explains the 

terms, see McCloud “Understanding Comics” (22–30), for a thorough explanation. 

Then the teacher asks students to “draw realistic and more iconic representations of 
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themselves, as well as symbolic representations” (Bakis 18), see the appendix for a 

student example from Bakis (18). Then students can draw examples on the whiteboard 

and the class can “discuss levels of abstraction” (Bakis 18).  

TI 8 – Describe the Characters 

“Describe the characters”   

Age 13-16 Grade 7-10 # of learners 1-25 Time 20-30 min. 

Competences trained Critical media literacy, creative writing  

Topics aimed at Feelings, personality, appearances, stereotypes 

Material  
Images of main characters of the comic in preparation, or 

images of a variety of comic/graphic novel characters, de-

pending on what the aim is 

Preparation and Implementation 

The teaching idea is described in Panknin and Wieland’s article on teaching the comic 

Bone (17) and adapted to fit this language level. This teaching idea is meant to be 

used as a pre-reading activity to prepare the students for further work on graphic liter-

ature. The teacher shows the learners the images of the characters in question, being 

either portraits or scenes from the graphic novel, and asks them to write a brief text of 

approx. 5-10 sentences on what they see in each of them. Students should include 

descriptions of outer appearance and personality. After having written their account of 

what they believe to see in the images, a number of students explain why they believe 

that the character is the way they describe it and the teacher can ask who interpreted 

the picture in the same way and who thinks differently. This exercise should show that 

stereotypes on a visual level come instantly at the first image of a character, but need 

to be discussed in order to not misunderstand them.  
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TI 9 – Speech Bubbles 

“Speech bubbles”  

Age 11-18 Grade 5-12 # of learners 1-25 Time 15-20 min. 

Competences trained Visual literacy, narrative competence, creative writing 

Topics aimed at Feelings, stereotypes 

Material  
Photo copies of comic pages either with original text or with 

previously cleared speech bubbles. 

Preparation and Implementation 

This activity can be conducted with various variations, of which three will be mentioned 

here. First variation: he teacher, hands the students a comic page with empty speech 

bubbles and students should interpret the happenings on the page and fill their own 

text into the bubbles. Second variation: The original text stays on the page and stu-

dents should add thought bubbles to the panels, making up what characters could be 

thinking. Variation one and two can also be combined. Third variation: students should 

conduct variation two various times, but each time try to give the story or the character 

a different air by applying various modes of speech, such as angry, sad, frustrated, 

happy et cetera. Subsequently, discussions can be conducted, or the different varia-

tions of the comic pages can be pinned up for display in the classroom. The difficulty 

of this activity can be adapted by choosing more/less difficult comics or graphic novels, 

however, difficulty being measured by how demanding visual interpretation turns out 

in order to add suitable text.  
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4.4.4. Example Literature 

EL 10 - Persepolis 

“Persepolis” 

Author Marjane Satrapi Pages  343 

 
Fig. 12: Cover_Persepo-

lis (Persepolis) 

Genre Memoir Age 15+ 

ISBN 978-0-09-952399-4 Grade 9-12 

Content 

Persepolis tells the story of a young girl growing 

up as the daughter of a radical Marxists amidst 

Iran’s Islamic revolution of 1979. It “paints and 

unforgettable portrait of daily life in Iran and of 

the bewildering contradictions between home 

life and public life” (Satrapi blurb). 

Story/ Art 
Review 

Applying a rather simple and iconic style of black and white drawings, 

Satrapi manages to display the contradictions of life not only through 

words but also through the visual accounts of her life. Begin fairly 

loaded with captions, this graphic novel gives the reader high narrative 

support, making it easier to understand the background of the story. 

In the 
classroom  

Persepolis lends its self ideally to work on various topics stated by the 

curriculum (BMBWF, Lehrplan AHS 128) such as migration, friend-

ship, loneliness, stereotypes, social and political issues. Most im-

portantly, cultural and intercultural aspects can be investigated, such 

as comparing the two worlds Satrapi experiences, the “East” and the 

“West”. It provides various possibilities to give students an insight in 

other cultures and train their cultural literacy, as this text is written by 

a member of a culture and society they would normally not be able to 

look into from such a personal point of view. 
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EL 11 – American Born Chinese 

“American Born Chinese” 

Author Gene Luen Yang Pages  233 

 
Fig. 13: Cover_American 

Born Chinese (ABC) 

Genre Young adult, fantasy Age 15+ 

ISBN 978-0-312-38448-7 Grade 9-12 

Content 

Jin Wang, Danny and the Monkey King, all three 

very different characters have the same goal in 

life, to fit in. Going through numerous personal 

crises, will they find a way to fit in, will they find 

themselves, or will they possibly find each 

other? 

Art Review Simplistic color drawing supports the process of understanding. 

In the 
classroom  

In order to investigate cultural conflicts and identity, which are the most 

prominent topics of this graphic novel, students can undertake a panel 

analysis comparing events from the three different story lines. This 

way the parallels between the characters become more apparent. 

Through making hypotheses, identifying perspectives and discussing 

conflicts of identity students can gain a deeper understanding of this 

multifaceted graphic novel (Kimes-Link and Steininger 28–33). 
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EL 12 – Moby Dick 

“Moby Dick” 

Author Roy Thomas Pages  152 

 
Fig. 14: Cover_Moby 

Dick (MD) 

Genre Adventure, classics Age 15+ 

ISBN 978-0-7851-2384-2 Grade 9-12 

Content 

Captain Ahab goes on an adventurous sea voy-

age to hunt the legendary great white whale, 

Moby Dick. Despite everybody around him 

warning him, he still presses on toward his des-

tiny. 

Story/ Art 
Review 

Visual, rather realistic, adaptation of the classic novel by Melville. Due 

to the realistic style paired with physical violence, the publisher rates 

it ”Parental Advisory” (“Marvel Illustrated”), or 15+. As the entire story 

plays on the same vessel, the author constantly changes perspective 

in order to keep the visual input exciting (Wilson). 

In the 
classroom  

The Series consist of 6 comic book issues, which can also be acquired 

for online reading on the publisher’s website (“Marvel Illustrated”), 

making it possible to obtain them inexpensively and also read them in 

class, as the single issues are of suitable length for in-class activities. 

At higher levels a comparative activity can be conducted, contrasting 

parts of the original and the visual adaptation. This way students can, 

for instance, evaluate how the verbal descriptions of people, places 

and events have been realized in the comics and, hereby, fueling their 

understanding of multiliteracy and multimodality. 



Teaching with Comics, Cartoons and Graphic  
Novels in Concordance to the CEFR 

68 

4.5. Level B2 – AHS Grades 11-12 

This section will focus on the level B2, which is taught in grades 11-12 in Austrian 

grammar schools (AHS). Hence, the teaching sequences will be based on the corre-

sponding sections of both the curriculum and the CEFR naming the most important 

descriptors in order to support the use of pictorial literature at this level. The graphic 

novel Snowden by Ted Rall will serve as an elaborate way to work on the topics of 

social media and privacy. 

4.5.1. Introducing Snowden by Ted Rall 

Curriculum Requirements 

As explained, on the basis of the table in Fig. 14, the curriculum requires students to 

reach level B2 in all areas by the end of grade 12. This requires an even stronger focus 

on further developing linguistic, pragmatic and socio-linguistic competences by provid-

ing more complex communicative activities and situations.  

In fact, the curriculum for the upper secondary, grade 11-12, picks up many descriptors 

used in grades 9-10 but explains the necessity of now implementing a variety of topics, 

media, situations and structures for communicative purposes. Hence, students should 

be taught to understand, read, discuss and write ever more complex texts about more 

abstract and unfamiliar topics (BMBWF, Lehrplan AHS 131–33).  

Fig. 15: Language Levels_Upper Secondary School (Horak et al. 20) 
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EL 13 – Snowden 

“Snowden” 

Author Ted Rall Pages 224 

 
Fig. 16: Cover_Snowden 

(Snowden) 

Genre 
Non-fiction, politics, 

biography 
Age 17+ 

ISBN 978-1-60980-635-4 Grade 10+ 

Content 

In this graphic novel, Ted Rall tells the story 

of Edward Snowden’s life, creating an image 

which has not been shown in the media so 

far.  

Story/ Art 
Review 

On the one hand, the author uses a very simplistic style and yet, on the 

other hand, he includes real life images and drawings of such. Also, 

the format and structure of the book are interesting, as there is no tra-

ditional panel structure, but each page seems to be used as one big 

panel. 

In order to give his portrait of Snowden credibility, Ted Rall combines 

a total of 210 sources in order to create this account of Snowden’s life, 

his actions, and the resulting consequences. Hence, it can be consid-

ered a story which focuses on various perspectives of the Snowden 

case. 

Because of the one-panel-page structure of the novel, it is simple to read and lets the 

reader focus on the content, which in this case is no less demanding than reading a 

newspaper article on the topic. However, the visuals on each page provide plenty of 

reading support, mostly making the page look like a frozen TV image of a person mak-

ing statement or a still image being explained by the author. Due to the above men-

tioned, this graphic novel poses as a convenient way to introduce a vast and entangled 

subject matter to students, who are often interested but do not possess the necessary 

knowledge of the field, or the patience to immerse in it.  
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Teaching Sequence 

Benefits 

Due to the importance of social media for young people in today’s society, the issue of 

privacy and public monitoring are of considerable importance. At the same time, these 

issues are often neglected by the public, especially by youths uttering the frequently-

heard comment of not having anything to hide anyway.  

Hence, Snowden is a suitable graphic novel, to introduce young adults to the delicate 

issue of privacy and what importance it carries in their lives. The use of graphic litera-

ture for this purpose draws on the students’ online and everyday experience, as it is 

designed in the same conjunction of visual and verbal, bringing their visual culture into 

the equation. This can help the students to relate to the topic sooner, and hereby gain 

a deeper understanding of what importance it carries for their personal life. Thus, by 

using a familiar genre can be beneficial to introduce such a delicate topic which young 

people often decide to neglect.  

Furthermore, the graphic novel Snowden has only been published in 2015 and the 

Snowden case itself is still young. Therefore, it is less likely for students to find prefab-

ricated information on this topic online which, together with the students’ interest in the 

topic, could result in highly interesting personal accounts and opinions on the topic.  

Overview of Teaching Sequence 

Teaching Sequence “Snowden”  
Age 17-18 Grade 11-12 # of learners 10-25 Time 50-70 min. 

Skills needed 
Reading for information and orientation, stating opinion, 

find information online, writing reports & essays 

Communicative com-
petences, activities 
or strategies trained 

Overall reading, informal discussion, goal-oriented co-op-

eration, sustained monologue, writing reports & essays, 

processing text, cooperating, sociolinguistic and pragmatic 

competences 

Possible topic pools 
Privacy, social media, politics, government programs, pub-

lic surveillance 

Material  
Graphic novel Snowden, worksheet “B2_Handout” (see 

Appendix) 
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Brief description of 
preparation and  
implementation 

In order for this sequence to be successful, students should 

have acquired some knowledge on the topics of social me-

dia, the internet, and politics. This sequence consists both 

of pre-reading and post-reading activities.  

First, students get together in groups and are tasked to find 

as much information as they can about Edward Snowden 

and public surveillance online. Then each group receives 

2-3 minutes to present their findings and opinions. A brief 

discussion follows on the different views of Snowden and 

his actions. 

Then students read the graphic novel at home and, in the 

next lesson, receive the task to write an essay or report on 

Snowden, by looking for additional information online if nec-

essary and using one of the given prompts on the work-

sheet. 

Descriptors 

Full text descriptors can be found in the corresponding CEFR file (CEFR Scales) in the 

Appendix. 

In this teaching sequence most communicative activities are applied, as the curriculum 

prescribes giving equal weight to reception, interaction and production, especially at 

higher levels, where all skills should have been sufficiently trained to use alternatingly 

(BMBWF, Lehrplan AHS 126). 

In particular, this teaching sequence aims at the communicative activities in all three 

fields, reception, interaction and production. First, the overall written reception as de-

scribed in B2 (CEFR Scales 10) is trained when students independently search online 

for information on Snowden and in the further course, read the graphic novel. 

Secondly, the spoken interaction, explained in descriptor B2.2-5 (CEFR Scales 14) as 

students being able to follow discussions and state their opinion, is trained while dis-

cussing the topic, firstly in groups and then in the classroom. While working together 

to find information on Snowden and discussing what information to give to the class, 

the learners comply with descriptors B2.2-3 (CEFR Scales 16) for goal-oriented co-

operation. 
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Thirdly, stating their opinion verbally, descriptors for sustained monologue B2.1-3 

(CEFR Scales 21), and in written form when completing the assignment, descriptors 

for reports & essays B2.1-4 (CEFR Scales 24), students train their productive skills 

through working with this graphic novel. Further strategies and competences which are 

trained are explained in the descriptors for processing text B2.1 (CEFR Scales 26) and 

cooperating B2.1-2 (CEFR Scales 25).  

Obviously, this sequence focuses on students giving their opinion on a topic in different 

forms, while discussing the issues posed in Snowden in the classroom and on paper. 

Preparation 

Before starting the first activity, the teacher should write different webpages of news-

papers, blogs et cetera, such as BBC, CBS, NBC, New York Times, the Guardian, 

edwardsnowden.com, wired.com, YouTube. onto the board in order to give students a 

first hint where to start looking. Then the teacher asks a few questions on Snowden to 

the classroom, aiming at creating a simple cluster on the board, collecting the infor-

mation on various aspects of Snowden’s life. The teacher should take care that various 

aspects of Snowden’s life are mentioned, and, if not, add them. This cluster will be 

amended and replenished at the end of the lesson. Students should be advised to copy 

the cluster on a sheet of paper, as reference for their homework assignment and the 

next lesson. 

Implementation 

After having finished the cluster on the board, students have an overall idea of who 

Snowden is and what his case is all about. Now the teacher arranges groups of 3-4 

students which are assigned to research on the internet, focusing on one part of the 

cluster. Specific areas, such as the public opinion on Snowden, will need more than 

one group researching, as it is a central issue. Students should take notes of what they 

find in order to give a brief presentation of their findings to the class. For their research, 

students can use whatever source of information they find online, they should, how-

ever, take notes for comparison. 

After approx. 20 min., each group receives 2-3 minutes to explain to the class what 

they have found; each group only adding to what the previous groups have stated, so 

as not to repeat basic information. Meanwhile, the teacher adds the new information 

to the cluster if necessary, but in a different color. 
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A brief discussion follows on the different views on Snowden and his actions. Students 

are invited to state what they think about him as a person and what he has done. The 

teacher should indicate the new information on the board and state, that a topic must 

always be researched before forming an opinion. In a case such as Snowden’s, where 

the public is biased, it is ever more important to apply one’s critical media literacy and 

carefully reflect on what is being said and written in public.  

For this reason, students should read the graphic novel, as it is very well researched 

and as objective as it can be on such a multifaceted issue. Students are tasked to read 

the graphic novel at home and add more information to the cluster, maybe even adding 

new branches. 

In the next lesson the teacher will ask students to state in a single sentence, what 

knowledge about Snowden they have newly acquired when reading the novel. Now, in 

order to form a properly structured opinion on Snowden, public privacy and public sur-

veillance students are tasked to write either a report or an essay as a homework as-

signment, choosing one of the writing prompts from the handout.  

4.5.2. Benefits of Usage at This Level 

Ben 10 – Visual Culture Becomes More Accessible 

Elsner (56) argues that through modernization and digitalization today’s young gener-

ation is accustomed to seeing visuals everywhere in their daily life. They even seem 

to depend on the graphic input when making meaning of written text. This visual cul-

ture, also apparent in online social media and many other platforms important to to-

day’s youth, can be brought to the classroom through the use of graphic literature 

(Crane-Williams 15; Hallet 3; Mayer 74). By using this visual culture in the classroom 

and showing students how to critically assess it, it becomes more accessible to them. 

Furthermore, young adults train different literacies which are essential for playing and 

active, shaping role in society, critiquing information, raising questions, analyzing, eval-

uating and generating own ideas and not being manipulated by, for example, adver-

tisement or propaganda (Elsner and Viebrock 18). 
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Ben 11 – Approach Delicate Topics 

According to Hallet (3), the medium comic can often be seen as a cultural process of 

visualizing, structuring and making delicate historical experiences, cultural develop-

ments or complex social processes. By visualizing such delicate and often abstract 

topics in graphic form, through a medium which can be worked on in detail without time 

pressure, the approach becomes easier and more feasible for young learners, not at 

last due to the connectedness of the medium to their lives (Bakis 3; Crane-Williams 

18; Hallet 3). By gaining an easier access to serious topics and events, such as the 

Holocaust (in Maus), homosexuality (in Funhome), government (in Snowden) or cul-

ture (in Persepolis), they can be critically interpreted, and the importance and their 

effect on the reader can be discussed in order to widen the learners’ perspective. 

Hence, the non-“schoolish” medium, comic, can still transfer serious topics without rid-

iculing them (Elsner 58–62). 

Ben 12 – Seldom Prefabricated Material Online 

Bakis (3), emphasizes that due to the young age of most graphic literature titles and 

them not yet being used too frequently in teaching, the chance for students, to find 

prefabricated material online is very small. She argues that it is especially thrilling to 

work with unknown graphic novels, as students become much more engaged in writing 

about them, analyzing them and creating their own opinions about them since they 

have a hard time finding this material online. Hence, the learning outcome when work-

ing with a graphic novel such as Snowden is already positively influenced by the book’s 

recent publication date and there being very little to no work done on it online. In the 

case of The Common Good, the situation is even better, as it has not even been pub-

lished yet.  
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4.5.3. Teaching Ideas 

TI 10 – Define the Term Comic 

“Define the term comic” (Bakis 17)  

Age 15-18 Grade 9-12 # of learners 2-25 Time 30 min. 

Competences trained Multiliteracy, multimodality, thematic development 

Topic aimed at Medium comic, graphic literature 

Material  Understanding Comics by Scott McCloud p 8-9 (see EL 14) 

Preparation and Implementation 

First, the teacher asks students to describe the medium comic in their way and verbal-

ize their understanding of visual literature. After the students have written their defini-

tion of comics, it is compared to Scott McCloud’s definition from his graphic novel Un-

derstanding Comics. Students now try to find similarities and differences in their own 

definition. Through this activity, students should learn that comics include far more 

aspects than they would have assumed in their initial definition. For further details on 

this teaching sequence, please consult Bakis’ The Graphic Novel Classroom (17) 

TI 11 – Storyboard 

“Storyboard” (Schäfers 24–28)  

Age 12-18 Grade 7-12 # of learners 1-25 Time 30 min. 

Competences trained 
Narrative competence, creative storytelling, inferring 

meaning 

Topic aimed at The gutter 

Material  A3 paper, photocopy of the comic page in question, glue 

Preparation and Implementation 

A total of 5-10 consecutive panels, on 1-2 comic pages, is copied from the comic book 

or graphic novel which is being read. These panels are cut out and glued to the A3 

paper in 2 columns. Between each panel, there must be at least space for two lines of 

text (see Schäfers 26 for the design). Students should then fill in the gutter by writing 

down what they believe happened in between the panels. A follow-up activity could be 

to draw additional panels or continue the story in written form. 
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TI 12 – Cover Interpretation 

“Cover interpretation”  

Age 15-18 Grade 9-12 # of learners 1-25 Time 50 min. 

Competences trained Visual literacy, cultural competences, creative writing 

Topic aimed at Visual analysis, learner motivation 

Material  Webpage: “www.goodreads.com” 

Preparation and Implementation 

This activity can either be used in class, taking up an entire lesson, or as home assign-

ment. However, the teacher, together with the students, needs to go to the homepage 

of www.goodreads.com and show them how to create an account. The teacher should 

also tell the students what can be done on this page (reading list, info on books, et 

cetera). Students are then tasked with a search for five graphic novels which they find 

intriguing or interesting and that are unknown to them. Then students should write a 

short text including an interpretation of the cover, its text and its visual, and a prediction 

of the books content. The length of these texts depends individually on the language 

level of the learner group. Follow up activities could be, the students compare and find 

students with the same books discuss their ideas and print a picture of the cover and 

pin it up in class together with the created texts.  
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4.5.4. Example Literature 

EL 14 – Understanding Comics 

“Understanding Comics” 

Author Scott McCloud Pages  215 

 
Fig. 17: Cover_Understanding 

Comics (UC) 

Genre Comic theory Age 15+ 

ISBN 978-0-06-097625-5 Grade 9+ 

Content 

In his most famous Comic book, McCloud 

elaborates on the many ways how comics 

work, shedding light on most aspects that 

one can think of. Starting at the basics such 

as the history of comics, he goes over the 

visual and the verbal aspects and helps 

readers to understand the medium of com-

ics. 

Story/ Art 
Review 

The most interesting aspect in this book is the self-implementation of 

the  

author as the narrator, again posing as the protagonist who leads the 

reader through the process of understanding visual literature. Combin-

ing uncountable different styles and methods, McCloud manages to 

create a highly intriguing work of comic art. 

In the 
class-
room  

Being a graphic novel on graphic novel theory, this book has been often 

used for analysis, and suits this purpose perfectly, as it can be used for 

many different age groups, and every type of comic. Teachers can ei-

ther use single pages to teach isolated aspects of comic theory, or con-

duct a more thorough reading project, where students read the entire 

comic, gaining a firmer grasp on the various aspects hidden in comics 

and graphic novels. Class projects, where each student is assigned one 

such aspect and prepares a short presentation on it, can be conducted, 

for instance, before reading a demanding graphic novel. A very thor-

ough elaboration on teaching McCloud in a high school setting can be 

found in Bakis’ The Graphic Novel Classroom (14–31). 
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EL 15 – The Common Good 

“The Common Good” 

Author Stefan Gutternigh Pages  17 

 
Fig. 18: Cover_The Com-

mon Good (TCG) 

Genre 
Satire, politics, cyberpunk, 

society,  
Age 16+ 

ISBN 978-3-200-05709-8 Grade 10+ 

Content 

The story at hand plays in Vienna, 2035, depict-

ing a confrontation between a young female 

government agent, Cindy Caruso, and a young 

male citizen, Mr. Berger. Society is dictated by 

a government controlling every situation of life 

and it seems like there is no way out. 

Story/ Art 
Review 

The comic is drawn in black and white, contributing to the melancholic 

mood of the dystopian future portrayed. The author seems to put much 

focus on facial expressions, hence the details, and only in very few pan-

els on the actual surrounding, creating a specific visual focus in each 

panel. 

In the 
class-
room  

As the center of attention lies on the conversation between the two pro-

tagonists, and seldom in their actions, this comic lends itself to TI – 15 

(Out of Context). Before reading the entire comic, the teacher could give 

students selected pages with only some speech bubbles containing 

text. The rest of the speech bubbles needs to be filled, inevitably leading 

to discussions in the classroom. To be more specific, most issues dealt 

with in this comic, such as the use of smartphones, being watched and 

controlled by the government at all times or being forced to do some-

thing by authorities are of high socio-political importance, and young 

people might react emotionally. 
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EL 16 – The Complete Maus 

“The complete Maus” 

Author Art Spiegelman Pages  295 

 
Fig. 19: Cover_MAUS 

(MAUS) 

Genre History, autobiography Age 16+ 

ISBN 978-0-14-101408-1 Grade 10+ 

Content 

In this autobiography, Art Spiegelman tells the 

breathtaking story of how his family struggled 

through pre-war time in Poland and later sur-

vived incarceration in Auschwitz during the Hol-

ocaust.  

Story/ Art 
Review 

Using a very simplistic black and white style, Spiegelman backgrounds 

the visuals and foregrounds the topic dealt with. Furthermore, the dif-

ferent nationalities are depicted in form of animals, Jews as mice, Ger-

mans as cats, Poles as pigs and Americans as dogs, leaving much to 

be interpreted on a metaphorical level. 

In the 
classroom  

Due to the sensitive topic, teachers need to carefully prepare the use 

of this graphic novel, however, not be deterred by it. Being an autobi-

ographical, visual account of a part Austrian’s history, which is seldom 

really talked about, this book can give insight on how the situation was 

for people like Vladek Spiegelman, Art’s father. Hereby, students can-

not only be taught comic style and use of metaphors or symbols in a 

language or art setting, but also topics such as war and holocaust in 

the history classroom. For further accounts on holocaust comics in the 

classroom, see Hofer’s thesis on The complete Maus, or find many 

teaching resources online, as this novel has been much taught in 

schools. 
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4.6. Level C1 – Adult Education 

Language level C1, already the first step of mastery in the CEFR, is not taught in sec-

ondary schools anymore. However, adult education centers such as the VHS (Volks-

hochschule), WIFI Österreich, Sprachenzentrum of the University of Vienna or the Brit-

ish Council Österreich, offer courses aiming at level C1. As there are no publically 

accessible curricula explaining the precise aims of the courses, this section will work 

solely with the descriptors from the CEFR. 

The graphic novel Der Ursprung by Marc-Antoine Mathieu will serve to address issues 

such as society & poverty but most importantly, as a base to discuss self-discovery 

and the meta level between comics and reality. 

4.6.1. Introducing Der Ursprung by Marc-Antoine Mathieu 

Curriculum Requirements 

As has been noted, this level is not taught in the AHS anymore, but in special courses 

at language schools or institutions. As these courses are mostly aimed at passing a 

specific test or at dealing with selected topics, such as business, the implementation 

of comics and graphic novels is difficult (VHS-Coursbook). 

Hence, this teaching sequence is not aimed at a particular classroom. However, then 

again, language courses at, for instance, university would be a suitable environment 

to try out this teaching sequence. Therefore, this section will use solely the CEFR de-

scriptors as a theoretical base. Although the level is not taught in secondary school 

anymore, the activities will still show grades such as “9+” meaning, that these activities 

can be used at any age above grade 8, as most teaching ideas can be implemented 

at some point in upper secondary school and are merely adapted to suit levels C1 and 

C2. 
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EL 17 – Der Ursprung 

“Der Ursprung” 

Author Marc-Antoine Mathieu Pages 42 

 
Fig. 20: Cover_Der Ur-

sprung (DU) 

Genre 
Fiction, philosophy, dis-

topia 
Age 16+ 

ISBN 9-783931-377281 Grade 10+ 

Content 

JC Acquefacques lives in a macabre and dark 

world, when suddenly his view of this crowded 

world becomes expanded and his beliefs of 

what the universe is are shattered. 

Story/ Art 
Review 

Mathieu creates a self-reflecting comic game targeting and playing 

basic philosophical questions of where we are from, and where we will 

be going to (Grünewald 57). A monochrome color scheme without 

shades of grey and a basic drawing style, underline the feeling of what 

it would be to live in such a dark and two-dimensional world. 

Although being in German, the comic Der Ursprung can be implemented in the EFL 

classroom at this level, as the words are not the main trigger of questions and discus-

sions, but the visuals and what the author tells us through them. Hence, the first part 

of the activity will rely on the visuals and what feelings and ideas they provoke in the 

students.  

Being the first of four comics in the series Julius Corentin Acquefacques, Gefangener 

der Träume, the teacher has the chance to arouse the students interest for the char-

acter and the story’s outcome, providing many opportunities for profounder discus-

sions and tasks. 

Teaching Sequence 

Benefits 

Due to its length of only 42 pages, this comic can easily be worked with and read 

directly in class, making it possible to use such a philosophical comic at all for teaching, 

as questions can be discussed as soon as they come up. Since this is very often the 

case with the comic at hand, teaching with it will undoubtedly lead to a stimulated 
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teaching session as students might have different theories and predictions of the plot 

and themes. 

Said animation of the students will most likely trigger social interaction and provide 

ground for discussions, being the basic idea of this teaching sequence. 

Overview of Teaching Sequence 

Teaching Sequence “Der Ursprung”  

Age 17+ Grade 11+ # of learners 10-25 Time 90-100 min. 

Skills needed 
Visual literacy, critical media literacy, goal-oriented cooper-

ation 

Communicative com-
petences, activities 
or strategies trained 

Visual literacy, critical media literacy, conversation, infor-

mal discussion, sustained monologue, cooperating 

Possible topic pools Politics, dystopian society, philosophy, ethics 

Material  
Comic Der Ursprung, panels from “C1_Handout” (see Ap-

pendix) 

Brief description of 
preparation and 
implementation 

TI 16 “Out of Context” is applied here. First, the teacher 

pins up the cut-out panels from the handout around the 

classroom, students then walk around in groups of three, 

trying to make sense of the images and taking notes. Then 

each panel is discussed and ideas are compared. Next, the 

Comic is read together in class, and the panels are dis-

cussed in context, the ideas are reevaluated. After finishing 

the comic, students are asked to make predictions of the 

further outcome of the story in groups. 

Descriptors 

Through the interpretation of visuals out of context, the clarification of their meaning 

and insertion back into the context, supports the development of visual literacy and 

critical media literacy. Further linguistic activities and strategies, conversation, informal 

discussion, sustained monologue, cooperating, are described by the CEFR. Full text 

descriptors can be found in the corresponding CEFR file (CEFR Scales) in the Appen-

dix. 
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Whenever students discuss images or ideas in this teaching session, they will train 

conversation, descriptor C1.1 (CEFR Scales 13), and discussion competences, de-

scriptor C1.1 (CEFR Scales 14), on level C1, explained as flexible and effective lan-

guage use and being able to contribute to emotional, abstract, complex and unfamiliar 

topics and follow without problems. 

Furthermore, these activities will nurture the students’ ability to sustain a monolog while 

describing and narrating complex issues, in a clear and detailed manner, as specified 

in descriptor C1.1-2 (CEFR Scales 21). In addition, cooperation among students is 

essential, as the comic is deciphered and understood together as a class, whereby 

every student relates their own ideas and interpretations to those of their colleagues, 

which is described as cooperative strategy at level C1, descriptor C1.1 (CEFR Scales 

25). 

Preparation 

The teacher needs to make sure that the panels, cut out from the handout, are spread 

around the classroom in a random order. Page and panel number should not be visible. 

Best to fold them over, as they will be needed thereafter. Otherwise, this activity needs 

no further preparation but the students’ skill of interpreting images and discussing ab-

stract ideas. 

Implementation 

After having prepared the classroom, the teacher gives the students the instructions to 

walk around in groups of three and look at each panel, while taking notes on whatever 

ideas, predictions, prejudice and explanations come to mind. This will take around 10-

15 minutes. Next, the teacher points at each panel and asks for a brief account of what 

students believe to have deduced from it. Students should make sure to keep the notes 

they had taken for comparison later in the session.  

The teacher now takes down the images and puts them on the table, asking students 

to put them in order as best they can. The students’ opinion on some of the images 

might already change at this point. It is essential that the teacher points out importance 

of context when making meaning from images.  

The next, step is to read the comic together in class telling students to go step by step 

and always stop at the indicated page number, 6,11,15,19,24,29,33 and 39, which the 

teacher should note on the board. These pages represent some of the key moments 
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and turning points of the story where interesting questions might come up and need to 

be discussed. At the end of the comic, the overall impression and the students’ under-

standing of the story addressing the comic meta level between fiction and reality needs 

to be pointed out by the teacher.  

As a final task, students are assigned to make predictions on the plot of the sequel 

comics, including what might happen with the protagonist and his view of the universe, 

and how his world might develop. 

4.6.2. Benefits of Usage at This Level 

Ben 13 – Can Be Read in Class 

Texts which are suitable for this language level are often too complex or too long to be 

read in class. However, as graphic novels combine various literacies, they lend them-

selves for equally demanding discussions or tasks but can be read much faster. Hence, 

pictorial literature, such as most of the titles described in this thesis, can be read in 

total or at least chapter per chapter during class. At lower levels, this fuels learning and 

optimizes the reading process, as the teacher can instantly clarify problem spots before 

these affect reader motivation (Bakis 2). 

Ben 14 – Stimulated Teaching Sessions 

The benefit of being able to read graphic novels in class makes the text and the topic 

under consideration more present, leading to more stimulated teaching sessions, not 

at last due to the multichannel input which learners receive. For this reason, graphic 

literature is more likely to trigger discussions and processes which promote multimodal 

and multiliteracy learning (Bakis 3; Elsner et al. 7; Crane-Williams 18). Furthermore, at 

this level, the CEFR emphasizes the “distinction of styles” (CEFR Scales 6) with re-

gards to written reception, with graphic novels suitably offering new styles in visual and 

written input.  

Ben 15 – Trigger social interaction 

As social interaction weighs heavier than other competences in the development of 

this level (CEFR Scales 28–33), comics and graphic novels are an ideal teaching to 

fulfill the requirements for level C1. As mentioned above, pictorial literature is more 

likely to stimulate teaching sequences, not at last by giving the students common visual 
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ground on which to conduct this interaction (Bakis 3; Crane-Williams 18; Elsner et al. 

7). 

4.6.3. Teaching Ideas 

TI 13 – “Think Before You Ink” 

“Think before you ink” (James Sturm qtd. in Bakis 14)  

Age 14+ Grade 9+ # of learners 10-25 Time 50 min. 

Competences trained Visual literacy, fluency, propositional precision 

Topic aimed at Description, formulating abstract ideas 

Material  Black board, A3 paper 

Preparation and Implementation 

This activity was taken from James Sturm (qtd. in Bakis 14) and aims at engaging 

“students in learning about how to use pictures to communicate” (Bakis 14) and, as a 

consequence, train visual literacy. Bakis explains the activity as follows: First, the stu-

dents get together in groups, then one person is chosen to leave the room. Now each 

group receives a scenario, such as “a blind man mowing his lawn while his seeing-eye 

dog relaxes in a hammock” (14) or “a hippie fish protesting a polluted lake” (14). Each 

group is now tasked with drawing their scenario on the A3 sheet of paper, or on the 

black board. The person which was elected to leave the room will try to describe their 

team’s drawing, and the group whose member comes up with the most accurate de-

scription of the drawing wins. In order to influence difficulty, the time factor and the 

scenarios can be adapted (14).  
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TI 14 – Cartoon Dictation 

“Cartoon dictation”  

Age 14+ Grade 9+ # of learners 5-25 Time 15-20 min. 

Competences trained Visual literacy, critical media literacy 

Topic aimed at Any topic possible 

Material  Blank paper 

Preparation and Implementation 

The teacher chooses a comic strip which, if they like, can be used for further critical 

work after this activity. The first part of the activity consists of the teacher describing to 

the students what he/she sees in the comic strip and reading out any text in the panels. 

The students now should draw what they hear, as accurate as they can. The comic 

strip should clearly not be too simple. Due to the language level, it should include ab-

stract components, changes in perspective and/ or the teacher can circumscribe what 

they see in order to make it more difficult. The second part of the activity is to let stu-

dents get together in groups and compare their drawn interpretations of the dictation. 

The aim is for students to understand that there are many different visual images to 

what one person describes, hereby promoting their critical media literacy. A variation 

could be to let students write a brief but thorough description of what they see in an 

image and hand it to a partner, who then has to draw it, and so on. After several hand-

overs the message will be distorted, again showing how interpretation of visuals and 

text influence the message. 
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TI 15 – Out of Context 

“Out of context”  

Age 15+ Grade 10+ # of learners 10-25 Time 20-30 min. 

Competences trained 
Narrative competence, visual literacy, conversation, critical 

media analysis 

Topic aimed at Critically interpreting visuals 

Material  
Photocopies of different scenes from the comic or graphic 

novel 

Preparation and Implementation 

In order to teach students to critically interpret images which have obviously been 

taken out of context, the teacher uses single panels from a graphic novel. The captions 

and speech bubbles can be deleted if necessary, making the activity more difficult and 

interesting. These panels, which can either be chosen with regards to a certain issue 

of the novel or just at random, making the activity more difficult, are hung up around 

the classroom. Students then move around the classroom in small groups, discussing 

the images and noting down their ideas and interpretations. 

This happens before reading the novel. Hence, students should try to infer meaning, 

predict issues dealt with in the story and describe characters. However, it can also be 

used as a while-reading activity, using panels from later in the book, foreshadowing 

possible issues or events. Nevertheless, this done without the context of the page, 

leaving the students with the need of interpreting the images. Expectations and inter-

pretations can be noted down and later compared with the actual course of the story. 

As a post-reading activity, this can show students how ambiguous images can become 

when visual and verbal context are deleted, making for intriguing discussions. 
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4.6.4. Example Literature 

EL 18 – V for Vendetta 

“V for Vendetta” 

Author Alan Moore Pages 288 

 
Fig. 21: Cover_V for Vendetta 

(VfV) 

Genre Dystopian, political Age 15+ 

ISBN 978-1401208417 Grade 9+ 

Content 

The story takes place in England, in dysto-

pian setting where the entire society has col-

lapsed after war. The protagonist, V, is on a 

mission to take down the fascist leaders of 

the country and liberate society and is, 

herein, accompanied by a young girl, Eve, 

who he saved previously. 

Story/ Art 
Review 

Both in the character development and the art, the characters’ feelings 

are thoroughly and vividly depicted, taking the reader even further into 

how it would feel to live in such a society. In general, the story and the 

art work are rather dark, thereby stressing the dystopian character of 

the book.  

In the 
class-
room  

The book is not well-suited for use as a first-time graphic novel, as there 

are a lot of elements, both visual and in the plot, which could hinder 

both the reading and teaching success. V for Vendetta can be used to 

let students discuss about their own freedom and how it would be to 

live in a totalitarian fascist society. Furthermore, students could un-

dergo a thorough character analysis, especially discussing the question 

whether V is an anarchist or a freedom fighter. This could lead to stu-

dents writing papers comparing and contrasting certain issues of the 

book. If time permits it, a comparative analysis of book vs. movie could 

be conducted (Ma). 
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EL 19 – Funhome 

“Funhome” 

Author Alison Bechdel Pages  232 

 
Fig. 22: Cover_Funhome (FH) 

Genre 
Tragicomic, autobiograph-

ical, coming of age, coming 

out 

Age 16+ 

ISBN 978-0-618-87171-1 Grade 11+ 

Content 

Alison Bechdel tells her personal story, re-

flecting on her relationship with her family, 

especially her father. After coming out as a 

lesbian, she finds out that her father, who 

dies only a few weeks later, was gay. She 

now begins to unravel the mysteries of her 

past, finally gaining a deeper understand-

ing of her ever distant father. 

Story/ Art 
Review 

Bechdel focuses on highly detailed surroundings and backgrounds in 

her surroundings making for rich visual input. As it is an account of her 

past, told by her in captions, the book comes with a fair amount of text, 

often overloading the page. 

In the 
classroom  

Due to sexuality being a central topic, expressed both explicitly and 

implicitly, the target classroom should be determined carefully. Other 

than that, the book deals with many interesting topics, such as family 

relations, society, coming out, and intertextuality. Most of the teaching 

ideas in this thesis can be applied to this graphic novel but, especially, 

character analysis could lead to interesting insights. Furthermore, an 

intertextual analysis can be conducted, tasking students with research-

ing the background of one or more books mentioned in the story and 

how they relate to the plot.  
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EL 20 – Hark! A Vagrant 

“Hark! A Vagrant” 

Author Kate Beaton Pages  166 

 
Fig. 23: Cover_Hark! A 

Vagrant (HAV) 

Genre Satire, history Age 16+ 

ISBN 978-1-77046-060-7 Grade 11+ 

Content 
Beaton takes the reader on an amusing trip 

through history and literature, lampooning fa-

mous authors and historical and political figures.  

Story/ Art 
Review 

Simple caricature and a focus on facial expressions packed into comic 

strips of mostly half to one page length. 

In the 
classroom  

Being satire on a sophisticated language level, reading this comic 

book will contribute to developing the understanding of colloquialisms, 

idioms and various registers, described as a characteristic for level C1 

by the CEFR (CEFR Scales 29). In the classroom, this book can be 

used to discuss the funniest strip or to discuss why jokes are made 

about that specific person or event, taking up on the critical view satire 

often takes on politics and history. Furthermore, activities such as the 

making of a comic strip from the cover of a book, entirely ridiculing the 

content, as Beaton does if often throughout Hark! A Vagrant. Alone 

the interpretation of the cover could encourage discussion. 
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4.7. Level C2 – University 

Proficiency level C2, is the second step of mastering a language, according to the 

CEFR and is taught in adult education or the university sector. This section aims at 

introducing comics and graphic novels which can be used in all of these areas of edu-

cation. In particular, the graphic novel Economix will serve as an example to portrait a 

possible implementation of pictorial literature at this level of linguistic prowess.  

4.7.1. Introducing Economix by Michael Goodwin 

Curriculum Requirements 

Similar to level C1, the second part of language mastery, C2, is taught at multiple dif-

ferent institutions and in many classrooms with differing curricula as many different foci 

can be laid. Hence, this sequence intentionally introduces a graphic novel with can be 

applied on various levels and in various classrooms at this specific level. 

Economix is applicable from level B2-C2, however, depending on how much of the 

novel is used for teaching. It ca be used at grade 12, for instance, if only some panels, 

pages or chapters are used. In full length, this graphic novel would require level C2, 

and a certain amount of motivation to learn about economics, for full comprehension. 

Subsequently, university courses would be the setting to use Economix; either in lan-

guage courses, using single chapters, as the focus would be laid on the visuals and 

the language, or in economics courses, looking at the entire graphic novel and con-

centrating on the content. Given these points, the teaching sequence for C2 will, similar 

to level C1, focus on the CEFR as a theoretical base, and in this case also greatly on 

the multiliteracy theory. 
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EL 21 – Economix 

“Economix” 

Author Michael Goodwin Pages 304 

 
Fig. 24: Cover_Economix 

(Eco) 

Genre 
Nonfiction, economics, 

history, politics, theory 
Age 18+ 

ISBN 978-0-8109-8839-2 Grade 12+ 

Content 

Combining the theories and accounts of many 

of history’s great economists, Goodwin man-

ages to illustrate “how economy works (and 

doesn’t work) in words and pictures”(Goodwin 

subtitle), from the 17th up to the early 21st cen-

tury. This graphic novel describes the devel-

opment of economy and how it got to be as we 

know it today. 

Story/ 
Art Re-
view 

Similar to Scott McCloud, Goodwin graphically implements himself into 

the story as narrator, showing up from time to time. In caricature tech-

nique, he manages to portray famous personalities, bringing the novel to 

life as if one was watching a documentary. Furthermore, Goodwin ap-

plies a simplistic drawing style, making the abstract nature of economics 

more feasible yet, wherever necessary, pays high attention to detail to 

lay special focus on central aspects of an issue. 

Teaching Sequence 

Benefits 

Regarding the advantages this graphic novel grants both teacher and student, it can 

be said that all benefits mentioned in section 4.7.2 come into play. Firstly, this book 

can be used in various different settings, as mentioned above, from different language 

levels to a variety of angles of examination. Moreover, many different critical ap-

proaches can be chosen, focusing on either specific issues or personalities portrayed 

in the novel, or the manner in which this is conducted. Furthermore, pictorial literature 

at this level of language proficiency and topic knowledge comes as a welcome variety 

to both students and teachers, as the usual texts used in class are often highly verbose 
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and abstract. Hence, this non-“university” medium can be more pleasurable for both 

sides and hence, making learning and teaching seemingly effortless. 

Overview of Teaching Sequence 

Teaching Sequence “Economix”  

Age 17+ Grade 12+ # of learners 10-25 Time 90 min. 

Skills needed Visual literacy, multimodal literacy 

Communicative 
competences, activi-
ties or strategies 
trained 

Visual literacy, describing verbally and visually, creative 

writing, linguistic range, control and flexibility 

Possible topic pools 
The teacher can give certain abstract terms/concepts from 

any chosen field, or let students choose themselves. 

Material  
Either the entire graphic novel Economix, or copies of se-

lected pages 

Brief description of 
preparation and 
implementation 

First, the teacher lets students skim through the graphic 

novel letting students get to know it. Then, in groups of 

three, learners are tasked with finding 10-15 pages or pan-

els in which an abstract concept is explained and the expla-

nation is supported graphically. In a further step, students 

should analyze which techniques the author uses to clarify 

abstract issues. Five techniques should be collected. As a 

final step, the group should find an own abstract, process, 

term or concept and describe it, visually by using one of the 

five collected techniques. The results are then discussed in 

the class. 

Descriptors 

As noted earlier, this section focuses on the CEFR and the multiliteracy theory as base 

concepts. Full text descriptors can be found in the corresponding CEFR file (CEFR 

Scales) in the Appendix. 

To begin with, the CEFR contributes descriptions for the relevant language activities 

of reading, spoken interaction and written production on level C2 (CEFR Scales 6). 
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These state, that the learner can understand and decipher virtually every abstract and 

complex literary work, can effortlessly discuss it, and, furthermore, can write about 

such abstract and complex topics in a suitable style conveying also “fine shades of 

meaning” (CEFR Scales 6). These are the basic activities which are trained in the 

teaching sequence at hand, when students try to find, discuss and apply the different 

techniques used by the author. 

However, the success of this teaching sequence for students, is to be found in the 

details and thus in students’ linguistic competences of range, control and flexibility. 

These qualitative aspects of language are described by various descriptors on linguis-

tic and vocabulary range, vocabulary and orthographic control and the pragmatic as-

pect of flexibility (CEFR Scales 27–30). In a nutshell, learners should either strive for 

or already be capable of applying a wide range of linguistic items which they can use 

to reformulate “ideas in differing linguistic forms” (CEFR Scales 7). 

Above all this stands the capability of students to read images, understand visual and 

verbal cues and combine these to make sense of abstract concepts. Hence, visual 

literacy is of the essence and is thoroughly trained both receptively and productively 

helping students to understand and also produce text in a multiliteracy manner.  

Preparation 

No special preparation is needed to conduct this teaching sequence, as students are 

most likely sufficiently familiar with the topics dealt with in the graphic novel in order to 

work with them visually. Nor do the students need any preparation in how to create 

visual text, as the first steps are of analytical nature, where students can gain enough 

insight in order to try themselves in the field of visual storytelling.  

Implementation 

To begin with, the teacher splits up the classroom in groups of three and tells the stu-

dents, that not the entire graphic novel needs to be read now, but only skimmed trough 

in order to get an overview of its content, structure and character in general. After 5-

10 minutes, the teacher explains that 10-15 pages or panels, describing an abstract 

idea or concept with visual and verbal support (see “C2_Examples” in the Appendix), 

should be collected. This step will probably take around 15 minutes, depending on how 

far students are accustomed to visual literature.  
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In the next step, students should analyze their findings and attempt to find 5 different 

techniques which the author applies in order to simplify and clarify abstract notions. 

The three example panels in the “C2_Examples” section of the Appendix show such 

techniques. The first being a juxtaposition of a map filled with visuals and one filled 

with words, describing the causal relationship of slavery and economy. The second 

combines a verbal definition of an abstract concept, supported by characters carrying 

out actions further clarifying this definition. The last example shows the author, visually 

as the narrator, looking at a huge machine made up of synergizing parts, labelled with 

abstract economic terms, visualizing the larger abstract concept of money supply. 

Now the teacher can decide whether random topics should be chosen by the students 

or whether the teaching sequence should serve an overarching thematic goal. To be 

more specific, the students should either chose an abstract idea or concept from a 

selection provided by the teacher, or come up with own ideas. The task is for students 

to choose one of the five techniques which they have previously discovered in the 

graphic novel, and try to apply it to their chosen idea. The aim should be to create a 

multilateral and simplified explanation of an abstract concept, showing students the 

power of visuals.  

The results can then be discussed in class, comparing ides and techniques and 

demonstrating the various methods which can be applied when combining visual and 

verbal literacy. 
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4.7.2. Benefits of Usage at this level 

Ben 16 – Variety of Possible Critical Approaches  

As mentioned at level B1, pictorial literature provides a variety of styles, topics and 

titles to further linguistic development. At this level, however, learners aspire to gain 

mastery in all, linguistic, sociolinguistic and pragmatic competences, by focusing fur-

ther on the qualitative dimension of language development (CEFR Scales 27–33). This 

can be achieved by fostering critical literacy in a variety of subject matters. With graphic 

novels, teachers have the possibility to address many different critical literature ap-

proaches such as text analysis, genre studies, source studies, historical approach, bi-

ographical approach, philosophical approach, formalist approach, archetypical ap-

proach, feminist approach, reader response and cultural studies such as postmodern-

ism, popular culture or postcolonial studies (Guerin), by applying one title. 

Ben 17 – Non-“Schoolish” Medium  

The above-mentioned possibilities for different approaches to criticism work especially 

well with comics and graphic novels as this is a non-“schoolish” medium, but even 

more, at university, where pictorial literature is used even less than in schools. Strik-

ingly, this medium scores as an especially non-“university” medium. I have experi-

enced this, and the adherent positive effect on the learning environment through pic-

torial literature, myself in the university context and must say, that those courses were 

more pleasurable for students to attend and also for the professors to teach. At the 

same time, these courses still met all the curricular demands (Elsner 58; Bakis 4). 

Ben 18 – Pleasurable for the Teacher 

Last but not least, as mentioned above, the benefit of graphic novels also being fun for 

teacher to use in the classroom cannot be forgotten. Aside from all the scientific texts 

which need to be read in order to further linguistic, sociolinguistic and pragmatic de-

velopment, graphic novels are a welcome variety not only for learners, but also for the 

teacher (Bakis 4). 
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4.7.3. Teaching Ideas 

TI 16 – Many Ways to Tell a Story 

“Many ways to tell a story”  

Age 16+ Grade 10+ # of learners 1-25 Time 50+ min. 

Competences trained Visual literacy, narrative competences 

Topic aimed at Analyzing comic form, reinventing an existing comic 

Material  Handout for TI 17 (see Appendix) 

Preparation and Implementation 

The idea and the examples for this exercise were taken from 99 ways to Tell a Story 

by Matt Madden, in which he shows how one story of eight panels (see Appendix 

Handout for TI 16), can be put into various different styles. The handout also shows 

three further examples, each with a different point of view and narrating style. By giving 

the headlines of the different styles which Madden uses, such as “Monologue” (4), 

“Voyeur” (12), “Tense” (26), “Photocomic” (38), “Refraiming” (70), “Inking outside the 

box” (72), “Superhero” (90), “No Pictures” (126), students can be prompted to reinvent 

the story creatively. In his book, Madden comes up with dozens of further style varia-

tions which can be used for the activity itself, or just serve as examples. Students 

should now draw/write the comic on a new page, fitting the prompt they received. This 

formalist exercise is a fun way to gain a broader view on comic style, perspectives, 

and many narrative aspects, such as narrative mode, panel transition and closure. 

TI 17 – Translation Analysis 

“Translation analysis”  

Age 18+ Grade 12+ # of learners 1-25 Time 40-50 min. 

Competences trained Critical media analysis 

Topic aimed at Translation, cultural differences 

Material  
Graphic novel either in two languages, or photocopies of 

the translated Comic 
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Preparation and Implementation 

Ruck and Weger (115) describe this approach as “Übersetzungskritisch” and explain 

that on the basis of this, students can learn to critically assess comics which have been 

translated and assess whether the message has been altered, and if yes why so. Vir-

tually any comic or graphic novel can be used for this exercise, as the aim is to com-

pare the two versions on a semantic level and point out differences. Whenever stu-

dents find occurrences of false or altered text, then these examples can be written on 

the board and discussed. It is essential to also regard the context, the prescribed size 

of the captions and bubbles and cultural meaning of proverbs or sayings, as these 

factors can lead to a new text differing from the original. 

TI 18 – Panel Analysis 

“Panel analysis”  

Age 16+ Grade 10+ # of learners 1-25 Time 30 min. 

Competences trained Narrative competence 

Topic aimed at Intercultural, history, characters, plot, et cetera.  

Material  Panel analysis grid, photocopies of the page in question 

Preparation and Implementation 

This teaching idea is taken from a teaching sequence on The American Born Chinese 

(Kimes-Link and Steininger 32) and, in that context, is aimed at analyzing intercultural 

aspects in a specific situation. However, the idea of panel analysis can be applied to 

address any issue of the story. The only material needed is a analysis grid which con-

sists of a table, with each panel cut out from the photocopies, having its own column 

and each line asking for different details, such as characters, shot tape, foreground, 

background, details, facial expressions, and the effect of these, taken from Kimes-Link 

and Steininger (32). Other aspects, such as symbols, actions et cetera can be added 

in order to shift the focus of the analysis. This exercise, however, cannot be seen as a 

stand-alone activity, as it is merely preparation for further work in form of discussions, 

essay writing, presentations et cetera. 
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4.7.4. Example Literature 

EL 22 – The Tell-Tale Heart 

“The Tell-Tale Heart” 

Author 
Edgar Allan Poe, Gris 

Grimly 
Pages  27 

 
Fig. 25: Cover_The Tell-

Tale Heart (TTTH) 

Genre 
Comic short story, horror, 

Adaptation 
Age 16+ 

ISBN 978-1-4169-5026-4 Grade 10+ 

Content 

The comic tells the story of a mad house keeper 

who killed his old master over his pale white eye 

and in the further course tries to conceal the 

crime but is betrayed by the old man’s heart. 

Story/ Art 
Review 

Grimly created an apt adaptation of Poe’s short story, by adding visual 

developing and showing the madness of the character in such a vivid 

way that it is hard to read the text and not merely follow the images. 

Not following any panel structure and alternating text and images, it 

often becomes confusing to follow the intended course on a page. 

In the 
classroom  

This comic book should serve as an example how young people of 

modern society can be brought closer to classic poetry and short sto-

ries. Usable as soon as poetical English short stories are introduced, 

this type of comic can foster motivation and also understanding, as the 

visuals support the development of the protagonist’s character. As Poe 

is taught and read at university level, this book can serve to introduce 

variety to the reading experience. 

Before reading this story, and others in the book, students could skim 

through the pages and intend to find out recurring themes of the story, 

helping to infer meaning from the title. After reading, it can be dis-

cussed how the visuals support the understanding, and whether they 

take the story to a different level.  
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EL 23 – Footnotes in Gaza 

“Footnotes in Gaza” 

Author Joe Sacco Pages  418 

 
Fig. 26: Cover_Footnotes in 

Gaza (Footnotes) 

Genre 
Non-fiction, visual journal-

ism, history 
Age 18+ 

ISBN 978-0-805-09277-6 Grade 12+ 

Content 

An incident in 1956, where 111 Palestinians 

are killed, is buried deep in the history of 

Gaza. “In a quest to get to the heart of what 

happened, Joe Sacco immerses himself in the 

daily life of Rafah and the neighboring town of 

Khan Yunis, uncovering Gaza past and pre-

sent” (Sacco blurb). 

Story/ Art 
Review 

Sacco makes sure to give very detailed accounts of both what he saw 

and heard, portrayed by the detailed drawing style and the interview 

like dialogs including citations of locals. Frequent explicit violence and 

the sheer length of the book make It impossible to use this book with 

young learners.  

In the 
classroom  

In an adult classroom, this graphic novel can be used to reflect to learn 

about the history of a famous crisis stricken regions and its citizens. 

On a content level, the information given in the novel could be com-

pared to official accounts of the same area and time in order to shed 

light on possible censorship issues et cetera. On a visual level, a panel 

and gutter analysis could be conducted, as Sacco plays with page 

structure and panel borders on every page. 
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EL 24 – 3 Sekunden 

“3 Sekunden” 

Author Marc-Antoine Mathieu Pages  69 

 
Fig. 27: Cover_3 Sekunden (3 

Sek) 

Genre No words, crime Age 16+ 

ISBN 9-783943-143065 Grade 10+ 

Content 

“3 Sekunden. So lange braucht das Licht, um 

900 000 km zurückzulegen, ein Projektil, um 

1 km weit zu fliegen, ein Atemzug, eine 

Träne, eine Explosion, eine SMS” (Mathieu, 

3 Sekunden blurb). 

In a zoom game, the reader follows said ray 

of light, through various scenes and events, 

constantly being reflected. A murder is hap-

pening, the goal is to solve the crime. 

Story/ Art 
Review 

The plot of the story happens over the course of 3 seconds of story time 

which is expanded over 69 pages of discourse time, taking the reader 

through meticulously detailed scenes. All happening is extreme slow 

motion. Without a word, and created as a game of perspective, showing 

the reader different angles on events throughout the course of a ray of 

light bouncing around, this book can amaze readers of many ages. 

In the 
class-
room  

Additional digital material on the books website, a video taking the 

reader through the entire zoom game of the book, without having to turn 

a page, supports the experience. A great way to use this book in class 

is that either all together, or in groups, students “read” it and meanwhile 

discuss what they see, what they believe to be important and what 

crimes and hints on solving them they can find. This makes for a highly 

interactive “reading” experience. Further, own comics, with or without 

text, with the same idea of zooming, could be created. 
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5. Conclusion 

The primary aim of this thesis was to introduce teachers and teachers-to-be to the field 

of comic studies, provide ideas and material for classroom application and determine 

benefits in comparison to traditional literature. As a result of the discussion on multi-

literacies in the English classroom it became apparent that literature teaching needs 

to go beyond the traditional skills of reading, writing, speaking and listening and incor-

porate a broader field of literacies. Those being digital literacy, media literacy, cultural 

literacy and most importantly visual literacy.  

Through digitalization the nature of texts and visual as well as verbal input for children 

in today’s society is constantly changing, resulting in the necessity to adjust modern 

language education. This needs to be done by implementing new texts, new media 

and new objectives for foreign language teaching in the classroom demanding that all 

participants in the teaching and learning process collaborate, teachers, students and 

curriculum designers alike. Only if new, critical and multimodal types of literature, such 

as comics, cartoons and graphic novels are implemented in the classroom can we, as 

educators, lead learners to a deeper understanding of new arising forms of literacy.  

In section 4 this realization becomes apparent when it is shown how beneficial pictorial 

literature can be for young learners as well as youth and adults. This thesis has demon-

strated that by using a comic book, a cartoon or a graphic novel, objectives and teach-

ing aims can be accomplished, which would not be in reach with common, non-visual 

literature. This revelation renders graphic literature as formidable pedagogical tools 

which need to be implemented in order to ensure holistic literacy education. Further-

more, it has been confirmed, that working with comics offers an immense variety of 

possible tasks due to the visual component added to textual elements. In general, it 

can be said, that graphic literature has a highly positive effect on both learner and 

teacher motivation and reading pleasure leading to enhanced learning and teaching 

outcomes.  
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Given these points and the elaboration on the history of comics, cartoons and graphic 

novels the research question posed at the outset of this thesis (Comics, cartoons and 

graphic novels suffer a rather low prestige in the Austrian education system. Which 

benefits arise from using these kinds of pictorial literature for language learning and 

which methods of application ensure these benefits?) has been answered satisfactorily 

in my opinion. Reasons and explanations for the low prestige have been found, suita-

ble literature has been presented together with appropriate teaching activities and the 

resulting benefits for students, teachers and curricula have been elicited. Hence, this 

thesis can be regarded as a useful teaching guide for implementing comics, cartoons 

and graphic novels in the Austrian EFL classroom. 

 



Implementing Comics, Cartoons and Graphic Novels 
in the Austrian EFL Classroom 

105 

6. Bibliography 

Primary Literature 
Andersen, Sarah. Adulthood Is a Myth: A “Sarah’s Scribbles” Collection. Kansas City: 

Andrews McMeel Publishing, 2016. 
Beaton, Kate. Hark! A Vagrant. 1st hardcover ed, Montréal: Drawn & Quarterly, 2011. 
Bechdel, Alison. FunHome: A Family Tragicomic. First Mariner Books edition, Bos-

ton: Mariner Books, 2007. 
Brown, Jeffrey. Jedi Academy. New York: Scholastic Inc, 2013. 
Eisner, Will. A Contract with God. Baronet Books, 1978. 
Goodwin, Michael. Economix: How Our Economy Works (and Doesn’t Work) in 

Words and Pictures. New York: Abrams ComicArts, 2012. 
Gutternigh, Stefan. The Global Organisation For The Common Good. 1.Aufl., Vienna: 

Eigenverlag, 2018. 
Höpfner, Peter, editor. Stories from Duckburg. Berlin: Egmont Ehapa, 2010. 
Kitchen, Alexa. Drawing Comics Is Easy!: (Except When It’s Hard!). Amherst: DKP 

Co., LLC, 2006.  
Madden, Matt. 99 Ways to Tell a Story. London: Jonathan Cape, 2006. 
Mathieu, Marc-Antoine. 3 Sekunden: ein Zoom-Spiel. 2.Aufl, Berlin: Reprodukt, 2012. 
---. Der Ursprung: Julius Corentin Acquefacques, Gefangener der Träume. 3. Aufl, 

Berlin: Reprodukt, 2011. 
---. Richtung. 1. Aufl, Berlin: Reprodukt, 2015. 
McCloud, Scott. Understanding Comics: The Invisible Art. 39. Ed. New York: Harper 

Perennial, 2011. 
Moore, Alan. V for Vendetta. New York: Vertigo, 2012. 
Poe, Edgar Allan, and Gris Grimly. The Tell-Tale Heart and Other Stories. New York: 

Atheneum Books for Young Readers, 2011. 
Rall, Ted. Snowden. New York: Seven Stories, 2015. 
Sacco, Joe. Footnotes in Gaza. 1st ed, New York: Metropolitan Books, 2010. 
Satrapi, Marjane. Persepolis: The Story of a Childhood. New York: Pantheon Books, 

2004. 
Spiegelman, Art. The Complete Maus. London: Pengiun Books, 2003. 
Winter, Barbara, and Jason Loo. The Golden Scarab. Oxford: Oxford University 

Press, 2009. 
Yang, Gene Luen, and Lark Pien. American Born Chinese. 1. New York: Square Fish 

ed, Square Fish, 2009. 
Thomas, Roy, et al. Moby-Dick. Marvel; Diamond, New York, 2008. 
  



Bibliography 

106 

Secondary Literature 
Anstey, Michèle, and Geoff Bull. Teaching and Learning Multiliteracies: Changing 

Times, Changing Literacies. International Reading Association, 2006. 
Baguely, Margaret, et al. “Multiliteracies and the New World Order.” Multiliteracies 

and Technology Enhanced Education. Social Practice and the Global Class-
room, IGI Global, 2010. 

Bakis, Maureen. The Graphic Novel Classroom: POWerful Teaching and Learning 
with Images. New York: Skyhorse Publishing, 2014. 

BMBWF. “Lehrplan Der Volksschule.” BGB l. II Nr.  303/2012, 13 Sept. 2012. 
Broskwa, Sebastian. Comics Und Leseförderung. 2016. 
Crane-Williams, Rachel Marie. “Image, Text, and Story: Comics and Graphic Novels 

in the Classroom.” Art Education 11/2008 (Nov. 2008): pp. 13–19. 
Curtain, Helena Anderson, and Carol Ann Dahlberg. Languages and Children - Mak-

ing the Match: New Languages for Young Learners ; [Grades K-8]. 4. ed., 
Boston: Pearson A & B, 2010. 

Elsner, Daniela, and Britta Viebrock. “Developing Multiliteracies in the 21st Century: 
Motives for New Approaches of Teaching and Learning Foreign Languages.” 
Films, Graphic Novels & Visuals: Developing Multiliteracies in Foreign Lan-
guage Education - An Interdisciplinary Approach. Wien: Lit, 2013. pp. 17–32. 

Elsner, Daniela, et al., editors. Films, Graphic Novels & Visuals: Developing Multiliter-
acies in Foreign Language Education - An Interdisciplinary Approach. Wien: 
Lit, 2013. 

Elsner, Daniela. “Graphic Novels in the Limelight of a Multiliteracies Approach to 
Teaching English.” Films, Graphic Novels & Visuals: Developing Multilitera-
cies in Foreign Language Education - An Interdisciplinary Approach. Wien: 
Lit, 2013. pp. 55–71. 

Etus, Özlem. “New Realms of Meaning Making: Multimodal Literacies in Language 
Class-rooms.” Films, Graphic Novels & Visuals: Developing Multiliteracies in 
Foreign Language Education - An Interdisciplinary Approach. Wien: Lit, 
2013. pp. 33–51. 

Fuchs, Evelin, and Gudrun Zebisch. Kompetenzaufbau Im Englischunterricht Der 
Grundschule - Praxisbeispiele & Unterrichtsvideos Zu Den Grundkompeten-
zen - Lebende Fremdsprache GK4. Graz: ÖSZ, 2014. 

Goodson, Ivor. Cyber Spaces/Social Spaces: Culture Clash in Computerized Class-
rooms. 1. publ.., Palgrave Macmillan, 2002. 

Grünewald, Dietrich. Comics. Tübingen: Niemeyer, 2000. 
Guerin, Wilfred L. A Handbook of Critical Approaches to Literature. 5. ed.., New York: 

Oxford UnivPress, 2005. 
Hallet, Wolfgang. “Graphic Novels - Literarisches und multiliterales Lernen mit Co-

mic-Romanen.” Der fremdsprachliche Unterricht Englisch 117 (May 2012): 
pp. 2–8. 

Hammond, Heidi K. Graphic Novels and Multimodal Literacy: A Reader Response 
Study. Köln: Lambert Academic Publishers, 2009. 

Hangartner, Urs. “Sequential Art to Teach Something Specific. Sachcomics - Defini-
torisches, Historisches, Aktuelles.” Wissen Durch BIlder - Sachcomics Als 
Medien von Bildung Und Information, Bielefeld: transcript Verlag, 2013. pp. 
13–42. 

Hofer, Simone. Holocaust Comics in the EFL Classroom: “The Complete Maus” by 
Art Spiegelman. Universität Wien, 2015. 



Bibliography 

 107 

Horak, Angela, et al. Der gemeinsame europäische Referenzrahmen für Sprachen in 
der Unterrichtspraxis - Bildungsstandards - für höchste Qualität an Öster-
reichs Schulen. Graz: ÖSZ, 2010. 

Kimes-Link, Ann, and Ivo Steininger. “American Born Chinese - Sich anhand einer 
graphic novel mit dem Leben zwischen zwei Kulturen auseinandersetzen.” 
Der fremdsprachliche Unterricht Englisch, 117 (May 2012): pp. 28–33. 

Knigge, Andreas. “Zeichen-Welten. Der Kosmos Der Comics.” Text + Kritik. 
Sonderband V: Comics, Mangas, Graphic Novels, edited by Heinz Ludwig 
Arnold and Andreas Knigge, Münschen: Ed. Text + Kritik, 2009. pp. 5–34. 

Kukkonen, Karin. Studying Comics and Graphic Novels. 1. publ.., Malden: Wiley 
Blackwell, 2013. 

Mayer, Nikola, editor. “Exploring the Cultural Potential of Graphic Novels.” Films, 
Graphic Novels & Visuals: Developing Multiliteracies in Foreign Language 
Education - An Interdisciplinary Approach. Wien: Lit, 2013. pp. 73–85. 

Monnin, Katie. Teaching Graphic Novels: Practical Strategies for the Secondary ELA 
Class-room. Gainesville: Maupin House, 2010. 

ÖSZ-Infofolder: GRUND- KOMPETENZEN FREMDSPRACHE 2. UND 4. SCHUL- 
STUFE (GK2/GK4) Orientierung geben – Kontinuität sichern. ÖSZ, Sept. 
2017. 

Panknin, Christian, and Björn Wieland. “Let’s Get Outta Here - Die Handlung einer 
Graphic Novel nachvollziehen.” Der fremdsprachliche Unterricht Englisch, 
117 (May 2012). pp. 16–21. 

Platthaus, Andreas. Die 101 wichtigsten Fragen - Comics und Manga. München: O-
rig.-Ausg, Beck, 2008. 

Ruck, Julia, and Denis Weger. “Graphic Novels im DaF-Unterricht, Potential und 
praktische Anregungen.” Theorien, Modelle und Perspektiven für den 
Deutsch als Fremdsprachenunterricht, edited by Ulrike Eder, Wien: Praesens 
Verlag, 2015. pp. 103–20. 

Schäfers, Monika. “This Is Not A Diary - Narrative Strategien von grafischer Literatur 
untersuchen.” Der fremdsprachliche Unterricht Englisch, 117 (May 2012). pp. 
22–27. 

Smith, Greg M. “Comics in the Intersecting Histories of the Window, the Frame, and 
the Panel.” From Comic Strips to Graphic Novels - Contributions to the The-
ory and History of Graphic Narrative, edited by Daniel Stein and Jan-Noël 
Thon, Berlin: De Gruyter, 2015. pp. 219–40. 

Sommer-Stumpenhorst, Norbert. “Sich Konzentrieren Können - Konzentration Ler-
nen.” Jahresbericht, Regionale Schulberatungsstelle Warendorf, 1994. p. 13. 

Stiftung Lesen, editor. “Ideenbörse - Thema: Wie Entsteht Ein Comic.” GEOlino 12 
(2012). pp. 14–16. 

The New London Group. “A Pedagogy of Multiliteracies: Designing Social Futures.” 
Harvard Educational Review, 66/1 (Apr. 1996). pp. 60–92. 

Wirthman, Eva-Vera. Didaktische Potenziale von Graphic Novels zur Förderung aus-
gewählter Aspekte der Multiliteralität im Fremdsprachenunterricht. Humboldt-
Universität zu Berlin, 8 Oct. 2012. 

  



Bibliography 

108 

Online Sources 
BiSt E8: Bist_e_sek1_kompetenzbereiche_e8_2011-08-19.Pdf. Bifie, https://www.bi-

fie.at/wp-content/uploads/2017/06/bist_e_sek1_kompetenzberei-
che_e8_2011-08-19.  Accessed 26 Mar. 2018. 

BMBWF. Lehrplan Der Neuen Mittelschule. https://bildung.bmbwf.gv.at/schulen/un-
terricht/lp/lp_nms.html. Accessed 27 Mar. 2018. 

---. Lehrplan Hauptschule - Lebende Fremdsprache. https://bil-
dung.bmbwf.gv.at/schulen/unterricht/lp/lp_hs_lebende_fremdspra-
che_17135.pdf?61ebzw. Accessed 26 Mar. 2018. 

---. Neuer Lehrplan Der HS. https://bildung.bmbwf.gv.at/schulen/unterricht/lp/Haupt-
schulen_HS_Lehrplan1590.html. Accessed 27 Mar. 2018. 

---. Rechtsvorschrift Für Lehrpläne – Allgemeinbildende Höhere Schulen, Fassung 
vom 26.03.2018. https://www.ris.bka.gv.at/GeltendeFassung.wxe?Ab-
frage=Bundesnormen&Gesetzesnummer=10008568. Accessed 26 Mar. 
2018. 

Broskwa, Sebastian. “Comics im Unterricht.” Medienimpulse - Beiträge zur Medien-
pädagogik, no. 2/2013, Feb. 2015, http://www.medienimpulse.at/artic-
les/view/541. Accessed 10 Mar. 2018. 

CEFR Grammar Levels. https://www.examenglish.com/CEFR/cefr_grammar.htm. Ac-
cessed 26 Mar. 2018. 

CEFR Scales: Common European Framework of Reference for Languages:  Learn-
ing, Teaching, Assessment - Structured Overview of All CEFR Scales. Coun-
cil of Europe, https://rm.coe.int/168045b15e. Accessed 15 May 2018. 

Comic Creator - PGF. Professor Garfield Foundation. http://www.professorgar-
field.org/StarSleeper/comiccreator.html. Accessed 23 Mar. 2018. 

Companion Volume: Common European Framework of Reference for Languages: 
Learning, Teaching, Assessment - Companion Volume with New Descriptors. 
European Council, Sept. 2017, https://rm.coe.int/common-european-frame-
work-of-reference-for-languages-learning-teaching/168074a4e2. Accessed 4 
April 2018. 

Fremdsprachenunterricht Der Schülerinnen Und Schüler Im Schuljahr 2015/16. Sta-
tistik Austria, Schulstatistik, 14 Dec. 2017. https://www.statis-
tik.at/web_de/statistiken/menschen_und_gesellschaft/bildung_und_kultur/for-
males_bildungswesen/schulen_schulbesuch/index.html. Accessed 15 Mar. 
2018. 

Kompetenzlandkarte Für Unterrichtsprinzipien Und Bildungsanliegen. Bundesminis-
terium für Bildung, https://www.bmb.gv.at/schulen/unter-
richt/uek/kl_25648.pdf?61ecj0. Accessed 27 Jan. 2018. 

Leseförderung von Klasse 1 Bis 10. Antolin, https://www.antolin.de/all/bookde-
tail.jsp?book_id=110056.  Accessed 26 Mar. 2018. 

Make a Comic. Scholastic. https://www.scholastic.com/kids/games/make-a-comic/. 
Accessed 20 Feb. 2018. 

Make Beliefs Comix. https://www.makebeliefscomix.com/Comix/. Accessed 20 Feb. 
2018. 

Marvel Illustrated: Moby Dick (2007 - 2008). Marvel.Com, http://marvel.com/com-
ics/series/3844/marvel_illustrated_moby_dick_2007_-_2008. Accessed 30 
Mar. 2018. 

Oxford Owl for School and Home. https://www.oxfordowl.co.uk./. Accessed 26 Mar. 
2018. 

PGF-Kids Page: “Welcome to Professor Garfield.” Professor Garfield Foundation, 
http://www.professorgarfield.org/pgf_home.html. Accessed 21 Feb. 2018. 



Bibliography 

 109 

PGF-TRC: “Teacher Ressource Center - Professor Garfield.” Professor Garfield 
Foundation, http://www.professorgarfield.org/parents_teachers/home.html. 
Accessed 21 Feb. 2018. 

Story Book Reader - PGF. Professor Garfield Foundation. http://www.professorgar-
field.org/phonics/fluency/fluency.html. Accessed 23 Mar. 2018. 

Toon Book Reader - PGF. Professor Garfield Foundation. http://www.professorgar-
field.org/toon_book_reader/index.html. Accessed 23 Mar. 2018. 

TOON Books – Cartoon Makers. TOON Books, http://www.toon-books.com/cartoon-
makers.html. Accessed 21 Feb. 2018. 

TOON: “Our Mission | TOON Books – Why Read Comics?” TOON Books, 
http://www.toon-books.com/our-mission.html. Accessed 4 Feb. 2018. 

VHS-Coursebook: Englisch | Alle Kurse Und Veranstaltungen | Die Wiener Volks-
hochschulen. https://www.vhs.at/de/k/sprachen/englisch?q=*&f.sem_grou-
ping=sem_grouping%3Akurs&f.sem_category_names_branch=sem_cate-
gory_names_branch%3ASprachen%5C%3AEnglisch&f.showcourses=buch-
bare&f.sprachniveau=sprachniveau%3AC1. Accessed 6 Apr. 2018. 

Wilson, Chris. “MARVEL ILLUSTRATED: MOBY-DICK.” The Graphic Novel Class-
room, 25 June 2009. http://www.graphicclassroom.org/2009/06/marvel-illus-
trated-moby-dick.html. Accessed 25 Mar. 2018. 

 
Illustrations 
3 Sek. 3 Sekunden Cover. http://3sekunden.reprodukt.com/img/9783943143065.jpg. 

Accessed 5 Apr. 2018. 
ABC. American Born Chinese Cover. https://images.gr-as-

sets.com/books/1442781460l/3354905.jpg. Accessed 30 Mar. 2018. 
Adulthood. Adulthood Is a Myth Cover. https://www.good-

reads.com/book/photo/25855506-adulthood-is-a-myth. Accessed 27 Mar. 
2018. 

Boomerang Media. Get Education Read Comics. 2015. 
DC. Drawing Comics Is Easy Cover. https://images.gr-as-

sets.com/books/1173554242l/302854.jpg. Accessed 25 Mar. 2018. 
DU. Der Ursprung Cover. https://images.gr-as-

sets.com/books/1390383190l/8660840.jpg. Accessed 7 Apr. 2018. 
Eco. Economix Cover. https://images.gr-as-

sets.com/books/1352204586l/13591145.jpg. Accessed 7 Apr. 2018. 
FH. Funhome Cover. https://media.npr.org/assets/bakertaylor/covers/f/fun-

home/9780618871711_custom-
35e485bccd51bc13668a7a937cd29550acf0c058-s200-c85.jpg. Accessed 5 
Apr. 2018. 

Footnotes. Footnotes in Gaza Cover. https://images.gr-as-
sets.com/books/1327888249l/6796708.jpg. Accessed 5 Apr. 2018. 

HAV. Hark! A Vagrant Cover. https://images.gr-as-
sets.com/books/1327877328l/10767466.jpg. Accessed 5 Apr. 2018. 

JA. Jedi Academy Cover. https://images.gr-as-
sets.com/books/1363905495l/17265216.jpg. Accessed 25 Mar. 2018. 

Ma, Ellen. “V FOR VENDETTA.” The Graphic Novel Classroom, 22 Apr. 2012, 
http://www.graphicclassroom.org/2012/04/v-for-vendetta.html. Accessed 1 
Mar. 2018. 

MAUS. The Complete MAUS Cover. https://images.gr-as-
sets.com/books/1327354180l/15195.jpg. Accessed 5 Apr. 2018. 



Bibliography 

110 

MD. Moby Dick Cover. https://images.gr-as-
sets.com/books/1348064227l/3535760.jpg. Accessed 30 Mar. 2018. 

Persepolis. Persepolis Cover. https://images.gr-as-
sets.com/books/1327876995l/991197.jpg. Accessed 30 Mar. 2018. 

Richtung. Richtung Cover. http://www.reprodukt.com/wp-content/up-
loads/9783956400216-366x500.jpg. Accessed 30 Mar. 2018. 

Snowden. Snowden Cover. https://images.gr-as-
sets.com/books/1467304680l/24940344.jpg. Accessed 24 Mai 2018. 

TCG. The Global Organisation of the Common Good Cover. https://www.kick-
starter.com/projects/2139003634/the-common-good-a-satiric-cyberpunk-
comic?ref=user_menu. Accessed 5 Apr. 2018. 

TGS. The Golden Scarab Cover. https://d1w7fb2mkkr3kw.cloudfront.net/assets/im-
ages/book/lrg/9781/5544/9781554487387.jpg. Accessed 22 May 2018. 

TTTH. The Tell-Tale Heart Cover. https://images.gr-as-
sets.com/books/1347302441l/10277843.jpg. Accessed 5 Apr. 2018. 

UC. Understanding Comics Cover. https://images.gr-as-
sets.com/books/1328408101l/102920.jpg. Accessed 5 Apr. 2018. 

VfV. V for Vendetta Cover. https://images.gr-as-
sets.com/books/1343668985l/5805.jpg. Accessed 5 Apr. 2018 

 



Implementing Comics, Cartoons and Graphic Novels 
in the Austrian EFL Classroom 

111 

7. Illustration Index 

Fig. 1: Comic Postcard (Boomerang Media) ............................................................... 5	
Fig. 2: Pictorial Literature in a Competence Oriented Classroom (Hallet 7) .............. 16	
Fig. 3: Cartoon Strip_Group 2 (self-made) ................................................................ 30	
Fig. 4: Cartoons_Group 1 (self-made) ....................................................................... 30	
Fig. 5: Cover_Stories from Duckburg (Höpfner cover) .............................................. 41	
Fig. 6: Language Levels_Lower Secondary School (Horak et al. 20) ....................... 43	
Fig. 7: Cover_Adulthood is a Myth (Adulthood) ......................................................... 44	
Fig. 8: Cover_Jedi Academy (JA) .............................................................................. 53	
Fig. 9: Cover_Drawing Comics is Easy (DC) ............................................................ 54	
Fig. 10: Cover_The Golden Scarab (TGS) ................................................................ 55	
Fig. 11: Cover_Richtung (Richtung) .......................................................................... 56	
Fig. 12: Cover_Persepolis (Persepolis) ..................................................................... 65	
Fig. 13: Cover_American Born Chinese (ABC) ......................................................... 66	
Fig. 14: Cover_Moby Dick (MD) ................................................................................ 67	
Fig. 15: Language Levels_Upper Secondary School (Horak et al. 20) ..................... 68	
Fig. 16: Cover_Snowden (Snowden) ........................................................................ 69	
Fig. 17: Cover_Understanding Comics (UC) ............................................................. 77	
Fig. 18: Cover_The Common Good (TCG) ............................................................... 78	
Fig. 19: Cover_MAUS (MAUS) .................................................................................. 79	
Fig. 20: Cover_Der Ursprung (DU) ............................................................................ 81	
Fig. 21: Cover_V for Vendetta (VfV) .......................................................................... 88	
Fig. 22: Cover_Funhome (FH) .................................................................................. 89	
Fig. 23: Cover_Hark! A Vagrant (HAV) ..................................................................... 90	
Fig. 24: Cover_Economix (Eco) ................................................................................ 92	
Fig. 25: Cover_The Tell-Tale Heart (TTTH) .............................................................. 99	
Fig. 26: Cover_Footnotes in Gaza (Footnotes) ....................................................... 100	
Fig. 27: Cover_3 Sekunden (3 Sek) ........................................................................ 101	
 





Implementing Comics, Cartoons and Graphic Novels 
in the Austrian EFL Classroom 

113 

8. Appendix 

Abstract in Deutsch 

Self-designed Teaching Material 

o A1_Handout 1 

o A1_Handout 2 

o A2_Handout 1 

o A2_Handout 2 

o B1_Handout 

o B2_Handout 

o C1_Handout 

o C1_TI 16 Example pages 

o C2_Examples 

Secondary Resources 

o GK4 descriptors 

o CEFR structured overview 

  



Appendix 

114 

Abstract in Deutsch  

Comics und Graphic Novels sind in Österreichs Klassenzimmer nur sehr spärlich ver-

treten und scheinen meist fehl am Platz. Diese Arbeit zielt darauf ab diesen Irrglauben 

zu verwerfen und den vorteilhaften Charakter von grafischer Literatur für das Erlernen 

von Englisch aufzuzeigen. Die zugrundeliegende Forschungsfrage lautet folgender-

maßen: Comics, cartoons and graphic novels suffer a rather low prestige in the Aus-

trian education system. Which benefits arise from using these kinds of pictorial litera-

ture for language learning and which methods of application ensure these benefits? 

Durch das Erstellen einer Sammlung an Unterrichtsideen, Vorteilen und Beispiel Lite-

ratur konnte belegt werden, dass Comics, Cartoons und Graphic Novels durchaus als 

sinnvolle und stattliche pädagogische Werkzeuge eingesetzt werden können. In An-

betracht der multiliteracy Theorie und des GERS (CEFR) konnte eine theoretische Ba-

sis für diese Schlussfolgerung erstellt werden, welche die vielfältigen Vorteile für das 

Erreichen von Lehrplanzielen und das Etablieren und Festigen diverser, so genannter 

literacies (visual literacy, media literacy und cultural literacy) im Österreichischen Eng-

lisch Unterricht. 
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Self-designed Teaching Material 
A1_Handout 1  
 
Explain to your partner what you see in the cartoon, help him/her to draw 
your cartoon pictures. 

    You can speak!       You can move! 
 

 

These words can help you! 
• In the picture, there 

is  
• …a man. 
• …a woman 

 
• He wears… 

o …a red bow tie. 
o …a brown hat. 
 

• She wears… 
o …a green dress. 

• She has… 
o …blond hair. 

 
• The man says: “…” 
• The woman says: 

“…” 
 

• In the picture, there is  
o … a boy. 
o … a girl. 
o …rain. 
o  

• He wears… 
o …a blue hat. 

• He is… 
o …dancing. 
o ...laughing. 
 

• She wears… 
o …a pink skirt. 
o …a pink top. 

• She has 
o purple hair. 

• She is… 
o …angry. 
 

• The boy says: “…” 
• The girl says: “…” 

 

• In the picture, there… 
o …is a man in the 
desert. 
o …is a camel. 
o …are pyramids. 
o …is sand every-
where. 
 

• He has… 
o …black hair. 
o …a camera on his 
arm. 
o …a hotdog in his 
hand. 
o … a bird sitting on 
his hat. 

• He wears… 
o …a blue hat 
o …a white T-shirt 
o …brown shorts 
o …brown shoes 
o …white socks 

• He is… 
o …scared. 

 
• The man says: “…” 

 
 
 
Cartoon created on www.MakeBeliefsComix.com by Daniel Cox.  
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A1_Handout 2  
 
Explain to your partner what you see in the cartoon, help him/her to draw 
your cartoon pictures. 

    You can speak!       You can move! 
 

 

 
These words can help you! 

 

 
 
 
 
 
 
 
Cartoon created on www.MakeBeliefsComix.com by Daniel Cox. 
  

• In the picture, there is 
a dog. 

• It has… 
o …brown fur. 
o …a black nose. 
o …strong arms. 

• It wears… 
o …red boots. 
o …a red cape. 
o …a light blue su-
perhero costume 
with a yellow spot on 
the chest. 
o …a dark blue belt 
with a small yellow 
spot. 

• It is… 
o …smiling. 
o …very big and 
strong. 

• The dog says: “…” 

• In the picture, there is 
the same dog 

• It has… 
o … black eyebrows. 

• It wears… 
o …the same clothes. 

• It is… 
o …looking angry. 
o …very big and 
strong. 
o …lifting a white bicy-
cle in the air. 

The dog says: “…” 

• In the picture, there 
is the same dog 

• It has… 
o … long ears. 

• It wears… 
o …the same 
clothes. 

• It is… 
o …smiling. 
o …flying in the air. 

• The dog says: “…” 
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A2_Handout 1 
 
Activity 1: 
Find out on which page Sarah feels… 
 
 German Page 

number 
 German Page 

number 
lazy   angry    
nervous   cold   
good   embarrassed    
confident   desperate   
funny   scared   
confused   exhausted   
happy   unwell   
in love   bored   
ugly   stressed   
beautiful   unsure   
lonely   tired   

 
Activity 2: 
 
Write 10 sentences. Explain why Sarah is feeling this way. 
 
Example: Sarah feels happy because she likes her clothes. 
 

1. Sarah feels ______________ because ____________________________. 

2. Sarah feels ______________ because ____________________________. 

3. Sarah feels __________________________________________________. 

4. Sarah ______________________________________________________. 

5. ___________________________________________________________. 

6. ___________________________________________________________. 

7. ___________________________________________________________. 

8. ___________________________________________________________. 

9. ___________________________________________________________. 

10. ___________________________________________________________. 
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A2_Handout 2 

lazy angry 
nervous cold 

good embarrassed 
confident desperate 

funny scared 
confused exhausted 

happy unwell 
in love bored 
ugly stressed 

beautiful unsure 

lonely tired 
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B1_Handout 
 

“Richtung” Reading Guide 
 

The following questions help you to gain a deeper understanding of this 
graphic novel, how it works and what the story could mean. 

 
TASK:  
à“Read” the graphic novel, and add speech or thought bubbles whenever you 

find a situation where you think it is important to hear or see what the per-
son is thinking or saying. 

à Answer the questions below while “reading” 
 

IMPORTANT: The questions contain spoilers, so do not read ahead. 
Stay with one questions, answer it, and move on. J  

Don’t want to lose the excitement, do we? 

 
Q1: What does the cover tell you? What could the title of the graphic novel 

mean? 

__________________________________________________________________ 

__________________________________________________________________ 

Q2: Where does the story begin? Where does it take place?  

__________________________________________________________________ 

__________________________________________________________________ 

Q3: What do the arrows mean?  

__________________________________________________________________ 

__________________________________________________________________ 

Q4: Does he always see the arrows? If not, give examples and explain what he 
does in such a situation. 
__________________________________________________________________ 

__________________________________________________________________ 

Q5: How many arrows are there? Can we/do we need to count them?  

__________________________________________________________________ 
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Q6: What does the field of arrows resemble?  

__________________________________________________________________ 

__________________________________________________________________ 

Q7: How does he find his way through the field of arrows?  

__________________________________________________________________ 

__________________________________________________________________ 

Q8: Why does he need to shift perspective when he comes to the second lamp-
post? What does this mean? 
__________________________________________________________________ 

__________________________________________________________________ 

Q9: When he reaches, what looks like car tracks, why does he not follow the 
second arrow back?  
__________________________________________________________________ 

__________________________________________________________________ 

Q10: What does it mean, that he suddenly goes from being in the desert to be-
ing in the sea? 
__________________________________________________________________ 

__________________________________________________________________ 

Q11: By now, do you have a more philosophical idea of what this story could 
resemble? Does it maybe have something to do with life in general? 
__________________________________________________________________ 

__________________________________________________________________ 

Q12: What could the arrows in his body mean?  

__________________________________________________________________ 

__________________________________________________________________ 

Q13: When he reached the desk, why are there suddenly so many arrows 
there? Which direction does he follow now with so many possibilities? What 
could this mean when we think of our lives? 
 
__________________________________________________________________ 

__________________________________________________________________ 
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Q14: How did you fell when you came to the page with the folded paper? Con-
fused, surprised? Did you laugh, or did it feel strange to suddenly see the book 
you were reading inside the book?  
__________________________________________________________________ 

__________________________________________________________________ 

Q15: What do the arrows on the book’s cover mean?  
 
__________________________________________________________________ 

__________________________________________________________________ 

Q16: Why did he leave the stone behind, and take the book instead? What does 
this tell us about life? 
 
__________________________________________________________________ 

__________________________________________________________________ 

Q17: What did you think when the second man appeared? 
 
__________________________________________________________________ 

__________________________________________________________________ 

Q18: By the way? Do you know what his face looks like?  
 
__________________________________________________________________ 

__________________________________________________________________ 

Q19: Why does he kneel before the pile of rubble, after the lightning strikes? 
How does the man seem to you? Happy, sad, et cetera? 
 
__________________________________________________________________ 

__________________________________________________________________ 

Q20: The second field of arrows, what does it remind you of? How does the 
character seem to you now? 
 
__________________________________________________________________ 

__________________________________________________________________ 

Q21: Quick interruption, has the character changed in any way since the begin-
ning? If yes, how?  
 
__________________________________________________________________ 
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__________________________________________________________________ 

Q23: What is the problem with the last arrow the man finds? Why does he not 
continue?  
Why can he not get rid of this arrow, it always seems to stay in front of him? 
What would happen if he walked on? How can this be interpreted? 
 
__________________________________________________________________ 

__________________________________________________________________ 

__________________________________________________________________ 

Q24: Compare the first 5 pages with the last 5 pages of the Graphic novel, what 
do you notice? What could this tell us?  
 
__________________________________________________________________ 

__________________________________________________________________ 

Q25: How would you describe the message of the graphic novel in 1-2 sen-
tences?  
 
__________________________________________________________________ 

__________________________________________________________________ 

__________________________________________________________________ 

 

?                                                                                                                   

__________________________________________________________________ 
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B2_Handout 
 

Writing an ESSAY or a REPORT 
on 

“Snowden”  
 
TASK:  
àChoose ONE of the topics below and write an essay or report of 500 words. 
àAddress each bullet point in a separate paragraph 

IMPORTANT: 
Use the graphic novel as a base, but search for information from different 

sources online. 
 

ESSAY 

Topic 1:  
How did Snowden’s world views and actions affect his life? 

• His image of society as a youth and as an adult. 
• What where the consequences of him blowing the whistle on the NSA? 
•  Do you believe these measures taken against him were okay? 

 
Topic 2: 
What is privacy? Is it something important or just a word? 

• What does privacy mean to you? 
• In which areas of your live could your privacy be disturbed? 
• What would you do to protect your privacy? 

 

REPORT 

Topic 1:  
What was Snowden’s train of thoughts before and while he stole the secrets 
documents from the NSA?  

• What changed his mind, and when? 
• What was his plan? 
• How did he manage to inform the world of what he had found out? 

 
Topic 2: 
How does the system of “big data” collection work, which Snowden unrav-
eled? 

• Which areas of life does it affect? 
• What programs are there? 
• Who is in charge of such programs?  



Appendix 

126 

TI 16 – Examples of exercises taken from “99 Ways to Tell a Story” by Matt Madden 

 
“Template” (Madden 3) 

  
“Sound Effects” (Madden 15) 

  
“Unreliable Narrator” (Madden 33) 

  
“The Critic” (Madden 145) 
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C1_Handout 
 
The following panels taken from Der Ursprung by Marc-Antoine Mathieu. 
 

 
page 2,panel 1  

page 4, panel 4 

 
page 15, panel 4 

 
page 29, panel 5  

page 32, panel 1 
 

page 33, panel 6 
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page 11, panel 3 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 

page 12, panel 5 
 
 

 
 
 
 
 
 
 

 
page 8, panel 1 
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C2_Examples 
 
The following panels are taken from Economix by Michael Goodwin. 

 
 
 
  
 
 
 
 
 
 
 
 
 
 

(page 58 panel 5-6) 

(page 77 panel 5) 
 

 
 
 
 
 
 
 
 
 
 
 
(page 143 panel 4) 
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Secondary Resources 

GK4 descriptors (ÖSZ-Infofolder) 
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CEFR structured overview (CEFR Scales) 
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