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Abstract 
 
This article describes how Japanese undergraduates developed transferable writing skills using manga, or 

Japanese comics. All learners in Japan have some familiarity with manga. In this project, learners created 
a manga for a local business to promote their product or service to non-Japanese customers. This project 

therefore not only benefits learners but may also benefit the local community. Learners gathered or created 
information, sequenced the information, developed a story, and conformed to strict guidelines regarding 

copyright, content, layout, and format. The language features of manga were explored using guided 

discourse analysis, enabling learners to identify role language—that is, the linguistic features associated 

with a particular character. Learners then established role language for their manga characters and used 

the best matching expressions and sentence patterns in their speech. This novel approach is enjoyable, 
motivating, and produces tangible outputs that can be shared online or in print. A critical reflection on the 

theoretical underpinnings provides evidence in support of this approach. Through writing manga, learners 

improved their awareness of register. Samples of student-created work show how learners co-constructed 
their text with envisaged audiences and created persuasive narratives. In the present report, we share 

practical tips on adopting this approach and avoiding potential problems.  
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Introduction 
 

This report shows how manga, or Japanese comics, can be used with Japanese undergraduates to raise their 

awareness of academic register and develop transferable writing skills. This study builds on previous 

manga-related studies conducted in Japan by Yasuta (2016, 2018a, 2018b), which focused on raising 

linguistic awareness and basic writing skills. Manga is a genre that is popular not only in Japan but around 

the world from Asia to the United States. Manga is by far the most popular genre in the e-book market in 

Japan, with sales standing at 170 billion yen in 2017 compared to 25 billion yen for books and 20 billion 

yen for magazines (Yamada & Shinohara, 2019). Even in the United States, manga sales have been 

increasing yearly since 2013 and stood at 25% of the total graphic novels market (Anime News Network, 

2019). In many Asian countries and regions, such as Hong Kong, Korea, and Taiwan, most university 

students will have watched anime or read manga during their childhood (Lent, 1999; Wong, 2006). In 

contrast to academic essays, manga comics are more likely to be perceived as enjoyable and positive. Rather 

than throwing students in the deep end of academic register, manga can be used as a vehicle to test the 
proverbial water of shifting registers—for example, from masculine to feminine or from informal to formal. 
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This article begins by describing the institutional context for the students participating in this case study. 

We then introduce the transferable skills related to communication that are the focus of this study, and we 

show their importance. The concept of academic register is illustrated using a corpus-based example. We 

explain the rationale and underpinning theory for the use of manga in English language teaching in Japan, 

focusing on the use of stereotypical language for particular character types or roles. We introduce the first 

author’s case study that is a project-based approach using manga in a college-level English as a foreign 

language (EFL) course. We describe the outcomes and share some sample manga panels created by 

participants. The article concludes with three practical suggestions on using manga in the language 

classroom. These suggestions focus on raising linguistic awareness using a bilingual approach, selecting a 

suitable manga application, and ensuring that writers avoid common pitfalls with role language.  
 

Background 
 

This research was carried out at a public university in northern Japan that specializes in computer science 

and engineering. At this university, undergraduates have to complete an English language requirement of 

15 credits from a combination of compulsory and elective courses. To fulfill the graduation requirements, 

students have to submit a graduation thesis written in English. This thesis takes the form of a short research 

article comprised of 4-6 pages. For third-year students at this university, the average score on the Test of 

English for International Communication (TOEIC) was 420, which is approximately 44 in TOEFL iBT 

(Kaneko et al., 2018). These language proficiency scores fall far short of typical minimum entrance 

requirements, which range from TOEFL iBT 60 to 100, for universities in the United States. Added to this, 

almost all of these students have little to no knowledge of academic registers and have typically never 

written an academic essay in English.  
 

The writing process for academic texts and manga comic strips parallel each other. Initially, writers generate 

ideas and then formulate a plan. Then they collect additional details and primary or secondary data to fill 

in the content. Finally, they write, edit, and proofread submissions for either review or grading, and in some 

cases, the final version may be published. In this paper, we argue that some skills necessary for writing 

academic texts can be developed while working on different text types. The focus is thus on developing 

transferable skills that are necessary in both academic and workplace settings (Fallows & Steven, 2000). 
 

One approach to developing transferable writing skills in Japanese undergraduates is to start with a style of 

writing that is familiar, like manga. In manga, a set of speech features associated with the character types, 

called role language, plays an important role. The register of manga is dominated by role language, which 

includes linguistic appropriateness in a particular context, whereas the register of graduation theses is 

academic and scientific. Data collection by students may be necessary for both genres. In this case study, 

students conducted fieldwork to collect data related to their chosen topic. The overall format of graduation 

theses tends to be prescribed by institutional templates and rules, whereas the format of the manga in this 

project is determined by the project requirements and the assessment criteria. 
 

Writers of manga face similar problems to writers of academic texts: how to convey their intended message 

to their readers. Manga readers expect that the characters who look cute will sound cute, and so any direct 

speech attributed to the character needs to conform to that expectation. Readers of academic writing also 

have expectations, including that the information is factually correct, the language is appropriately formal, 

and the structure adheres to standard conventions. Writers who are more aware of the expectations of their 

audience are more able to adopt a writing style that can meet those expectations. The genre of manga has 

characteristic linguistic features that enable readers to distinguish between different genres. In the present 

study, we used register to describe the perspective in which both the linguistic and situational components 

of a text variety are considered (Biber & Conrad, 2019). Linguistic analysis of the language features that 

occur more frequently and more pervasively in a particular type of writing can help learners better 

understand the concept of register. Users of English as an additional language who are unfamiliar with 

academic register tend to use a form of English that is rather informal and more typical of spoken English 

and, depending on their proficiency level, may exhibit lexical and grammatical errors. Sentence 1 was 
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extracted from an in-house corpus of draft graduation theses. The sentence contains two grammatical errors, 

which are corrected in Sentence 2. 
 

1.  *We found somethings when we was data mining. 

2.  We found something when we were data mining. 

3.  Something was found while data mining. 

4.  A discovery was made while data mining. 
 

Although Sentence 2 is grammatical, in computer science research articles, first person pronouns tend to be 

used infrequently, especially in the results section. Avoidance of personal pronouns helps writers create an 

impersonal impression, conforming to the expectations that computer science researchers have of research 

articles (Blake, 2021). In order to depersonalize the sentence, passive voice can be used to avoid the need 

to state the doer of the first action, as shown in Sentence 3. This sentence is now impersonal, but the lack 

of precision in the term “something” needs to be addressed. Sentence 4 shows one way to resolve this, 

creating a sentence that is more precise. Nominalization of verb phrases (Biber & Gray, 2013) is frequent 

in academic writing. Here the verb “found” in Sentence 1 is replaced by the noun “discovery” and the verb 

“be” is omitted in Sentence 4. There are two verbs in Sentence 1 but only one in Sentence 4. To transfer 

from the informal register of Sentence 1 to the academic register of Sentence 2, learners need to acquire the 

explicit and implicit disciplinary conventions. 
 

Rationale for Using Manga in English Language Teaching 
 

Rather than asking students to work with an unfamiliar genre and register, we chose bilingual manga as the 

vehicle to introduce Japanese learners of English to the concept of register. Manga and comics that contain 

graphics provide a multimodal learning environment and have been used as attractive learning tools that 

are especially beneficial and motivating for low-proficiency learners in the L2 classroom (e.g., Liu, 2004; 

Yasuta, 2016, 2018a, 2018b; Yunus et al., 2011). Although misconceptions may characterize manga and 

comics as an inferior form of literature, they are in fact excellent learning tools in the L2 classroom for all 

ages and different types of learning goals. They are multimodal resources that provide positive learning 

effects, including raising linguistic awareness of language learners and fostering creativity.  
 

Manga and comics are often considered synonymous, with people seeing manga as comics written in 

Japanese. However, they are technically categorized into different subgroups. They have distinctive 

differences in terms of style, stories, background, and targeted readers. Manga target a much wider range 

of readers with a variety of genres, including history, medicine, romance, sports, etc. for men and women 

of all ages, whereas typical Western comics feature superhero stories targeting young children, especially 

boys. Manga themes are closely related to everyday life, customs, and cultural events in Japan, and thus 

can be easily understood and shared with other people, including classmates (Miyahara & Ogino, 2001; 

Miyake, 2002). For these reasons, manga as learning materials could be more powerful than Western 

comics in a Japanese EFL context. L2 teachers can easily find manga to use as learning materials for their 

students who have diverse interests. In the Hong Kong context, manga-style comic strips have been used 

as a stimulus for creativity (Kohnke, 2019), and Ng and Pun (2013) reported using manga to develop 

scientific literacy. 
 

Although some differences exist, both manga and comics provide multimodal learning opportunities in the 

L2 classroom. Combining texts and images, manga can facilitate reading comprehension (Liu, 2004), 

improve students’ writing skills (Yunus et al., 2011), and stimulate learner motivation (Yasuta, 2016, 

2018a, 2018b). In college-level L2 classrooms, manga can provide linguistic comparison activities for 

students’ L1 and L2. By comparing original manga in Japanese and their English versions, learners can see 

how the two languages differ from each other linguistically and sociolinguistically (Miyake, 2004; Sasaki, 

2011). Manga-making activities adopting role language analysis using bilingual manga introduced in 

Yasuta (2016) included all the benefits above. Her approach motivates L2 learners, improves writing skills, 

and fosters linguistic analytic skills that suit college-level EFL learners. 
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Role Language 
 

The role language used in manga is a virtual language that has unique linguistic characteristics that differ 

from language used in real life. This is especially true for Japanese language manga. Role language, or 

yakuwari-go in Japanese, was first identified by Kinsui (2003), who described it as language that harnesses 

“spoken language features (vocabulary and grammar) and phonetic characteristics (intonation and accent 

patterns) psychologically associated with particular character types” (p. 205). Role language reflects the 

gender, age, personality, and social status of the speaker. Japanese is a language that has well-established 

role language, such as the language of men, women, samurai, doctors, and elderly people. Linguistic 

differences associated with the character type (i.e., who the speaker is) are frequently observed in manga, 

drama, and novels, often with exaggeration. Thus, role language is often a virtual language, as people in 

the real world may not necessarily use such linguistic features. Figure 1 and Figure 2 show an unrealistic 

and a realistic example of language in manga. Figure 1 is an example of manga without role language. 

Regardless of the character type, all characters use the identical expression for an apology. Figure 2 shows 

an example of role language in which the apology expression is associated with the character type of the 

speaker. In this way, role language can show the personality of the speaker in manga. 
 

Figure 1 

Manga Without Role Language 

 
 

 

Figure 2 
 

Manga With Role Language 
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Role language exists in all languages. Early studies on gender differences in language identified female 

linguistic features that can serve as examples of role language in English. For example, the language of 

female English speakers has been associated with hypercorrectness, hyper politeness, exaggerated 

expressions, and overused hedges, among other features (e.g., Lakoff, 1973), and these stereotyped 

characteristics could be used as role language in English to emphasize the shyness and uncertainness of 

certain manga characters, not necessarily female characters. Although role language is a virtual language 

and Japanese manga readers are aware of the difference between reality and manga, linguistic associations 

that can cause misconceptions were carefully explained in class to avoid harmful stereotyped ideas.  
 

Although some role language features are unrealistic and may not always reflect how people actually use 

the language, educators can effectively introduce role language in L2 learning. When students try to match 

a manga character’s personality with its language, they acquire not only new vocabulary and sentence 

patterns, but also sociolinguistic appropriateness in a particular context. They must correctly choose 

different expressions that match the characters’ identity such as gender, age, social status, and the situation 

(e.g., chatting with friends versus a job interview). In other words, grammatical correctness is not enough 

when making manga using role language. Choosing appropriate role language must be taken into account. 

Accordingly, using role language in L2 classrooms can keep students active in class and willing to work on 

class assignments by trying new expressions or sentence patterns. Making manga using role language 

encourages students to try different expressions (see Figure 3) and foster linguistic and sociolinguistic 

insights. 
 

The narrative texts in manga also provide transferable writing skills necessary for basic academic writing. 

Narrative writing requires more grammatical competence, such as indirect quotation and more formal 

register, including avoiding contracted forms and casual words. Manga include narrative texts to describe 

the situation or paraphrase the wording in speech bubbles. Indirect quotation that involves paraphrasing the 

original source texts is a skill that writers of both manga and academic texts need to master. Novice EFL 

writers tend to use direct quotations in academic papers when they cite works of others to avoid making 

grammatical mistakes. When converting direct quotation to indirect quotation, students frequently make 

errors in tense, pronoun choice, and word order. Manga-making provides enjoyable practice for indirect 

quotation and appropriate word choice and fosters transferable skills in academic writing. Figure 4 shows 

the usage of different linguistic styles in speech bubbles and a narrative box in manga. The manga format 

encourages EFL learners to realize the linguistic differences in different registers and try to differentiate 

them in writing. The initial version uses direct speech and is error-free. In the second version, the learner 

attempted to use indirect speech but was not able to select the appropriate verb tense and pronoun. The final 

version, however, is appropriate and error-free. 
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Figure 3 
 

Role Language of Different Character Types 

 

 
 

 

Figure 4 
 

Three Versions of a Narrative Text 
 

 
 

Revitalization Manga Project  
 

Aim and Objectives 
 

This project-based study aims to contribute to the revitalization of Fukushima, a disaster-hit community, 

by providing useful information to attract foreign visitors. We expected that the students would find the 

project worthwhile and motivating and they could additionally obtain basic business and social skills 

through interaction with group members and the public. The objectives were to (a) promote English learning 

in an EFL context, (b) develop transferable writing skills, (c) develop interpersonal skills, and (d) contribute 

to the revitalization of Fukushima. 
 



Yasuta & Blake 

 

145 

 

Participants 
 

This study was conducted in Language in Manga, an elective English course offered to computer science 

majors in 2018. This course, taught by the first author, focused on linguistic analysis and acquiring basic 

writing skills through manga. There were 29 participants (27 males and two females) in this study. Twenty-

six were in their third year, and the remaining three were fourth-year students. The average TOEIC score 

was 425 (approximately 44 in TOEFL iBT). 
 

Procedure 
 

The course was comprised of 14 class meetings of 100 minutes each, held over an eight-week quarter. We 

administered a short pre-project survey to gain a better understanding of the participants (Appendix A). A 

post-project survey examined the effectiveness of the manga approach (Appendix B). Figure 5 shows the 

procedure of each class.  

 

Figure 5 

 

Class Procedure 
 

 
 

The participants spent 60 minutes with instructed role language analysis consisting of 1-2 pages of Japanese 

manga that contained particular role language features (e.g., role language of a shy person). Students 

analyzed the manga, looked for linguistic features that could be associated with certain personalities, and 

discussed their findings with their group members. After that, they analyzed the English version of the same 

manga so that they could become aware of linguistic and sociolinguistic similarities and differences in role 

language in Japanese and English. The participants established a set of role language features in Japanese 

and in English in preparation for their manga creation.  
 

After the role language analysis, participants worked on a manga project in groups of three or four for 40 

minutes. During the academic quarter, they worked on making a one-page bilingual manga to introduce 

their favorite local restaurants to foreign visitors in the Aizu district of Fukushima prefecture. The 

participants used an online comic creator Pixton for Schools (https://www.pixton.com) to create bilingual 
manga. This bilingual approach is assumed to be effective in L2 writing for low-proficiency learners, as it 
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allows them to organize their thoughts and ideas before beginning to write in the target language (Ishibashi, 

1997). 
 

In the manga, the participants included narrative texts in rectangles that describe the scene using a style that 

is appropriate for introductory academic writing, and colloquial conversation in speech bubbles using role 

language to reflect the personality of the characters. This approach encouraged the participants to use a 

register appropriate for introductory academic writing (e.g., narrative texts) and expanded their vocabulary 

by using different types of expressions through role language. Figure 6 shows the first panel of a manga 

created by a student group. 

 

Figure 6 

Manga Panel with Speech Bubbles and a Narration 

 
 

After making manga in English, each group submitted a report on role language in English explaining what 

kind of role language they used in their manga, and for what purpose. Additionally, the participants peer 

reviewed manga created by other groups and commented on the appropriateness of grammar, organization, 

and role language. Each group revised their manga according to the peer review. The instructor directed 

participants to follow copyright law, especially regarding images used in their manga, so that their products 

could be published and distributed to the respective restaurants. 
 

Results 
 

Product 
 

Students enthusiastically participated in the fieldwork. Although students were explicitly told that there was 

no need to go to their chosen venues, many groups opted to visit their selected business. Groups that selected 

food and beverage outlets frequently documented their experience using multiple still shots in the same 

style a professional food blogger or vlogger might upload to Instagram. Each group created a manga 

consisting of 9-12 comic panels in Japanese and in English. Figure 7 shows three panels of a manga created 

by one student group. 
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Figure 7 

 

Manga Panels Extracted from a Bilingual Manga 
 

 
 

The bilingual manga language learning project showed many positive effects. Learning English through 

creating manga, a multimodal medium, for a real-life purpose fostered skills that can be transferred to 

academic and business writing—for example, selecting an appropriate register for the context, learning how 

to paraphrase direct speech into indirect speech, and switching between colloquial and formal registers. The 

main outcomes of the manga project were (a) acquiring transferable language skills, such as awareness of 

register, (b) developing social skills, including a sense of teamwork, (c) adhering to copyright law, and (d) 

contributing to the local society. Evidence from the post-project survey supports outcomes (a), (b) and (c), 

whereas the manga produced provide evidence for all outcomes. The use of student-created manga by local 

businesses to promote their service or product is evidence of contributing to the local society. 
 

Outcome 1: Language Skill Acquisition 
 

Through making manga using role language, the participants were guided to include more linguistic 

variation in writing. First, making manga can be used for teaching differences between written and spoken 

registers of English, as manga consists of speeches in speech bubbles and narrative texts that describe the 

scene and the unspoken feelings of the characters. Students must use spoken language based on role 

language in conversations, but the narrative texts must be written in more formal style, ideally without using 

contracted forms and casual colloquial expressions. They were also guided to paraphrase texts in the speech 

bubbles and avoid using direct speech in narration boxes. Novice EFL learners frequently use direct speech 
quotation in academic writing because indirect quotation and paraphrasing requires more complex 

grammar. Also, few students in the course could distinguish words and expressions used in spoken and 

written English. Narrative writing in manga provides excellent practice for paraphrasing, using indirect 
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quotations and selecting appropriate expressions for writing. The post-project survey revealed that 19 

participants out of 29 (65.5%) were more conscious of using indirect quotation in their manga narrative 

texts. Seventeen participants (58.6%) mentioned that they used expressions appropriate for narrative texts, 

avoiding contracted words and casual conjunctions. Since paraphrasing is challenging for novice writers in 

thesis writing, making manga can provide an excellent and enjoyable practice for this transferable skill. 

Manga-making activities provide effective writing exercises that guide students to use colloquial English 

and written English. Manga is not only suitable for developing basic writing skills but can also be used for 

basic techniques of academic writing, such as paraphrasing and summarizing.  
 

Additionally, making manga with the idea of role language encourages students to try new expressions and 

sentence patterns. When role language analysis is required, students cannot make manga using any kind of 

expression because manga characters with different personalities should use different expressions and 

sentence patterns. For example, role language features for a typical (or stereotyped) timid manga character 

may include many hedges and exaggerated expressions, such as exclamations, empty adjectives, and tag 

questions. All of these features require more complex grammar skills and vocabulary knowledge; thus, 

students may acquire more advanced linguistic skills by establishing matching role language. This approach 

also encourages students to be aware of sociolinguistic factors because they learn how to associate 

politeness, friendliness, and other characteristics with certain linguistic expressions. They also had a chance 

to understand the differences between role language and real-world language.  
 

Students also learn how to select and organize necessary information in manga making. In this study, the 

number of manga panels was limited to 9-12. Students had to organize information so that they addressed 

only the necessary information within the limited number of panels. Since manga is a multimodal medium, 

students could utilize images, spoken language (speech bubbles), and narrative texts to address information 

effectively using visual materials and texts. 
 

Outcome 2: Development of Social Skills 
 

The project-based manga activities allowed students to develop social skills that can be transferred to the 

workplace. They learned how to work with others assertively and positively. According to the pre-project 

survey, nine students (31%) mentioned that they hated or strongly hated working in groups. However, in 

the post-project survey, 28 students (96.6%) noted that their group work experience was successful or 

strongly successful. While they were working on the manga project, most participants actively cooperated 

with each other in class. Many of them voluntarily revisited the local restaurant of their choice, ordered 

food to write a better review, took photographs to use in the manga, and interviewed business owners to 

gather more information. It was obvious that the participants were eager to make their manga project as 

perfect as possible. This was likely because the topic of the project was based on a real-life purpose that the 

students were interested in—that is, contributing to the local community revitalization through making 
manga. Since the objectives of the project were familiar to the participants, they were more confident 

sharing their opinions and had plenty of ideas to share with other group members. Additionally, most of the 

students loved manga and were familiar with its style. They had ideas on how to present information using 

images and text effectively in the manga format.  
 

Outcome 3: Understanding of Copyright Law 
 

At the beginning of the academic quarter, the instructor informed the participants that their manga would 

be published in order to provide where-and-what-to-eat information to foreign visitors. Thus, the 

participants knew they had to follow copyright law in creating their manga and ensure that all resources 

they did not violate copyright law. By adhering to the copyright law, the participants learned that they were 

not allowed to use licensed works of others without permission or acknowledgements in the correct format. 

In academic contexts, failing to attribute the words or ideas to the correct source is not a copyright 

infringement but leads to accusations of plagiarism. Through this project, participants learned the 

importance of checking the source of materials, which is also necessary in academic writing to ensure that 
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any borrowed words or ideas are cited correctly and not simply copied. The post-project survey revealed 

that all students used original resources, copyright-free materials, or obtained permission to use the material 

in their manga. Examination of the final manga confirmed that no images infringed copyright. 

Understanding the importance of not copying words and images without permission is another transferable 

skill. 
 

Outcome 4: Contribution to the Local Society 
 

Students produced manga that could be used to promote local businesses. A key effect of the manga project 

is the positive impact on the local community. Making bilingual manga comics that introduce local 

restaurants contributes to local tourism by providing helpful information to foreign visitors. Also, such 

information could be helpful for international students looking for reasonably priced student-friendly local 

restaurants. The project helps promote “hidden gems” that are not listed in published travel guide books. 

This manga project supports such small businesses and gives them an opportunity to attract more customers.  
 

Conclusion 
 

Manga has been used successfully to motivate students to engage with English, write in English, and 

produce publishable-quality work. Through creating manga, students were able to understand the effect of 

register and practice switching between informal spoken language in speech bubbles and the more formal 

written narration style. This increased awareness of register should help students avoid using contractions 

and colloquial language when drafting formal academic texts. Almost all students reported that working in 

teams was a success despite almost one in three stating that they hated teamwork in the pre-project survey. 

Perhaps the combination of a motivating topic and a structured, easy-to-follow approach helped motivate 

students to work together. This project also helped raise awareness of the negative effects of copying—

namely, infringement of copyright in manga and accusations of plagiarism in academic essays. Students 

felt a sense of pride in being able to contribute to the revitalization of local businesses. Students helped to 

create promotional materials that could impact profit margins in real businesses. This is in stark contrast to 

typical classroom activities, which are often designed purely to enhance language acquisition.  
 

We have shown in this report that students can throw themselves wholeheartedly into projects that they find 

motivating. Learners can be motivated when provided with a realistic goal imbued with positive 

associations, such as the pleasure of watching the anime version of a manga or the desire to immerse 

themselves into an alternative manga reality. 
 

We would like to suggest three practical pieces of advice for teachers who want to use manga to help their 

students write. Two are designed to facilitate students’ creation of manga, whereas the third piece of advice 

is a word of caution for teachers. First, if it is possible to start manga in the learners’ first language, using 

a bilingual approach helps to lower learner anxiety. The bilingual approach provides a springboard for the 

focus of the lesson to move to linguistic awareness by comparing learners’ L1 and L2 usage. Second, 

sourcing a digital rights management free manga creation software, app, or tool simplifies the process of 

creating manga. Students with little artistic talent can select ready-drawn characters and backgrounds. Two 

useful suggestions that are copyright free and free of charge (as of December 2020) are Give My Regards 

to Black Jack, a bilingual manga app available at the Apple App store and ComicWalker, an online manga 

available in English, Japanese, and Chinese. Third, as certain types of role language may unintentionally 

lead students into the murky water of offensive speech, teachers should provide guidance on word choice 

in such cases. For example, the speech of non-Japanese characters typically contains numerous grammatical 

errors in manga, which some people may find offensive. Instructors need to guide students to consider the 

feelings that different people might have who read their manga.  
 

To sum up, through collaborating on manga, learners were able to increase their awareness of language, 

develop transferable skills, and contribute to the local society. From the perspective of both the learners 

and the teacher, manga production was an enjoyable and meaningful learning experience. 
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Appendix A. Pre-project Survey 

(Translated from original Japanese) 

1. Write your highest TOEIC score. 

2. Do you like English? 

3. What is your primary purpose of learning English? 

4. When you have questions in class, what do you usually do? 

5. Tell me about your learning style and preference. 

6. Tell me your concerns for group-work activities. 

 
Appendix B. Post-project Survey 

(Translated from original Japanese) 

1. What did you pay attention to when writing narration? 

2. How did the manga-making activity influence your English skills or learning attitude? 

3. How was the group work? 

4. In your project, did you use materials that do not violate the copyright law? 
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