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Tiivistelmä
Tämän opinnäytteen tavoitteena oli ottaa selvää kuinka osallistavan muotoilun avulla voitaisiin
suunnitella ja toteuttaa sarjakuvia käytettäväksi ympäristökasvatuksessa, ja kuinka osallistavan
muotoilun prosessi soveltuu keinoksi valmistaa sarjakuvia ympäristökasvatusmateriaaliksi?
Opinnäyteprojekti tehtiin yhteistyössä Maailman luonnon säätiön Suomen toimiston kanssa.
Sarjakuvat liitettiin osaksi koulukiertuetta, jotka ovat osa WWF:n tarjoamaa ympäristökasvatusta.
Opinnäytesarjakuvien valmistaminen tapahtui osallistavan muotoilun prosessin kautta. Tähän
prosessiin osallistui osa WWF henkilökuntaa, koulukiertueen kouluihin tuovat lähettiläät, ja
koulukiertueen kohdeyleisön edustajia.
Projekti antoi mahdollisuuden tarkastella yhteistyöhön perustuvaa ympäristökasvatus sarjakuvien
suunnittelua ja toteutusta. Oletuksena oli että tärkeimpien sidosryhmien, lähettiläiden ja
kohdeyleisön, osallistaminen toisi parhaan lopputuloksen. Prosessin aikana tutkittiin kirjallisuutta
kolmelta osa-alueelta: viestintä sarjakuvan keinoin, ympäristökasvatus, ja osallistava muotoilu.
Prosessin aikana tehtiin myös haastatteluja, järjestettiin kolme työpajaa, ja hyödynnettiin
prototyyppejä.
Projektin lopputulos olivat seitsemän sarjakuvaa ja mahdollisia ehdotuksia kuinka samankaltainen
prosessi voitaisiin toteuttaa sopivammalla tavalla. Projektin johtopäätöksenä todettiin että
projektissa olisi pitänyt antaa enemmän tilaa sidosryhmille ja heidän osaamiselleen määriteltäessä
mikä projektin lopputuloksen tulisi olla. Sidosryhmille olisi pitänyt myös antaa enemmän tilaa itse
määritellä millaisen roolin he osallistavan muotoilun prosessissa ottaisivat. Lisäksi esikuvaanalyysia olisi pitänyt hyödyntää kiinostavien ja motivoivien osallistamistapojen löytämiseksi.
Näihin lopputuloksiin päädyttiin läpikäymällä kuvailtu prosessi ja tarkastelemalla sitä.
Tämä opinnäyte ei anna arviota tuotettujen sarjakuvien vaikuttavuudesta, sillä sarjakuvien
testaamiselle ei ollut aikaa. Voidaan kuitenkin väittää että osallistavan muotoilun keinoin tehdyt
sarjakuvat soveltuvat paremmin WWF:n tarkoituksiin. Prosessin koettiin kehittäneen kykyjä tehdä
sarjakuvaa sekä kykyjä kommunikoida sarjakuvan keinoin.
Esitetyt keinot, joilla vastaavanlaista muotoiluprosessia voitaisiin parantaa, ovat olettamuksia jotka
perustuvat projektin toteuttamisen kautta kehittyneeseen ymmärrykseen. Ilman esitettyjen keinojen testausta niiden toimivuutta ei voida taata.
Avainsanat osallistava muotoilu, sarjakuva, ympäristökasvatus, viestintä
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Abstract
This thesis investigates how to use co-creation to create suitable comics for environmental
education, and how does a co-creative process perform in creating comics for environmental
education?

The thesis project was done in collaboration with the Finnish office of the World Wildlife
Fund for Nature. A place for the thesis comics was found among visitation tours to schools
which are a part of the environmental education provided by WWF. These thesis comics were
created through a co-creation process which involved part of WWF’s staff, as well as ambassadors who would bring visitation tours to schools, and representatives of the target audience for these visitation tours.
The project offered an opportunity to explore a process of creating comics for environmental
education through collaborative methods. It was believed that involving key stakeholders,
ambassadors and target audience, would create the most effective results. The process consisted of examining literature from three areas: communicating with comics, environmental
education, and co-creation. The process also included conducting interviews, organising
three workshops, and using prototypes.
Project’s outcome resulted in seven comics, and possible suggestions of how a similar process could be further executed in a more suitable manner. It was concluded that the process
should have been developed in a way that would have given more space for involving the
stakeholders’ ideas and expertice in discovering what the end result could possibly be. More
freedom should have been offered to them in deciding their roles within the co-creation process. Additionally, benchmarking should have been used in finding interesting and motivating ways of involving the stakeholders. This estimation was reached in the process of going
through and carefully examining the project.

This thesis could not estimate how effective the comics were since testing them was framed
outside the project’s own timeline. However, it can be stated that through involving the
stakeholders in the developing process these comics became better suited for WWF’s specific
needs. The process was seen as beneficial for developing skills in using comics for communication purposes, and creating comics in general.
The presented ways to improve this kind of a process are assumptions based on understandings generated during the project. Without testing these assumptions their functionality can
not be guaranteed.
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1 Introduction
1.1 Formulation of thesis topic
This thesis follows a process of co-creating comics for Maailman luonnon säätiö, the Finnish
office of World Wildlife Fund for Nature. They are to be used for environmental education.

The thesis topic was brought about through the author's interest in comics and the kind of
purposes they could be used for. The initial intention was to create informative comics for an
organisation with a sustainability agenda. The author hoped that this type of project could
help provide an opportunity to combine her interest in comics with knowledge accumulated
during her studies at Aalto University's international Master's Degree Programme in Creative Sustainability. The project was seen as an opportunity to explore comics and to develop
skills in making and using them for communicative purposes. A new challenge for the author
was found in the creation of comics that could be used as education material in an unfamiliar
field. The comics needed to have meaningful and informative content, and to be useful for
educational purposes. Along the way the nature of the process changed from creating alone
to co-creating with others. As a result, the project became an educational one in itself by going through a process different from that of developing them alone. The co-creation process
involved part of WWF's staff, ambassadors for environmental education, and the target group
for the planned visitation tour. The author found this collaborative approach to be a solution
for various challenges found within the thesis project.
Researched literature was gathered to support the described process. Comics were
approached as a medium of communication. Interest was in of how comics have been used
for education, informational purposes, and campaigning; and how they have performed
in given tasks, and what could be learned from former use of comics as well. A brief
examination of environmental education, and goals of this subject, was done to help better
understand this field as well as to help find a place and function for the thesis comics too.
Examination of co-creation was kept mainly on a practical level at first, but later its focus was
also on how to best work with the results from these co-creation methods and to consider
the level of co-creative efforts actually used when making the final comics.

1.2 Environmental education comics for WWF
1.2.1 Context
WWF was initially contacted regarding the possibility of creating comics specifically for WWF
campaign material. Eventually the thesis project was adopted to be part of environmental
education operations because comics were considered by WWF as potentially suitable
material for their visitation tour for schools which they were planning at the time. Visitation
tours consist of free environmental education interactive presentations for schools. Theme
and target group for the visitation tour changes yearly. WWF trains ambassadors who visit
schools and go through a planned 45 minutes class room session with a visual presentation,
various activities and materials. Most ambassadors have backgrounds in working with
children and youth. Many are studying to become teachers themselves, or are studying an
environment related subjects. (WWF web 2.) There were times when the project had to be
adjusted according to changing plans in the development of the visitation tour. It was agreed
that the goals for the thesis project would be development and creation of comics, and
finding a role for them through research and the co-creation process. Possible outcomes were
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planned to be an activity for making comics in the classes with kids, and comics to be used as
material for environmental education.
WWF provides free materials for environmental education on their web page. These
materials are targeted primarily for schools. (WWF web 1.) This includes materials from
ongoing and previous visitation tours, such as digital presentations and printable material
(WWF web 2.). Comics created for the thesis project were added as part of the free material
bank. Comics were a new addition for the Finnish office’s material for environmental
education. According to Joep Cornelissen (2004), all forms of communication used by a
corporation affects the corporation’s image and reputation, and therefore the communication
materials should match what the corporation intends to project concerning its image
(Cornelissen 2004, 8). Through Cornelissen’s writings the author came to belief that the
comics needed to visually match WWF’s materials. It was discovered though that visual
style was not as important as the messages given through the comics. While acknowledging
the facts of climate change and other issues, the aim of WWF was to give hope that a better
future could be accomplished through various measures. WWF states this on their website
when offering information about ambassador visitations: “The message of the lectures is
encouraging: everyone of us can make a difference for the sustainable future of the world.”
(WWF web 2.). Manifesting the WWF brand in the thesis comics was discussed throughout
the project with WWF’s staff. The co-creative process in developing the comics became a
means to navigate away from the author’s tendency in creating more depressing comics.
1.2.2 Project team
Comics were created for WWF as an internship project. Staff members of WWF offered support for the thesis project and had an important role in shaping of the thesis comics.
Responsibilities for the author during the thesis project were to plan the co-creation process,
to facilitate workshops, to organise the gathering of feedback for prototypes, and to draw
comics.

The project started with Sanna Koskinen, an environmental educator for WWF who originally
suggested adopting comics for educational purposes. Koskinen assisted with the workshops
and contacted various participants.
Saana Kemppi was responsible for new content and activities for the visitation tour in
schools. Kemppi had worked as a WWF ambassador for six years. She started working with
WWF after the workshop phase of this project had begun. The project continued under her
supervision after working with Sanna Koskinen.
Essi Aarnio-Linnavuori had started planning the school tour prior to Kemppi who came to
the office as Aarnio-Linnavuori’s substitute. Aarnio-Linnavuori took part in the meeting to
discuss 1. Comics Workshop for ambassadors.
Climate expert Kaarina Kolle attended the 1. Comics Workshop as an energy advisor. Kolle
had previously worked with the European Union on energy issues.
Kati Malmelin and Helka Julkunen from Business Collaboration and Green Office were met
for the purpose of discussing different possibilities for business collaboration. They also gave
feedback concerning the prototype comics during this meeting.
The comics had to be in line with WWF’s brand. This was discussed with Alexandra Antell, a
graphic designer, and Mira Hannuksela from Communications. They took part in developing
the comics and guided the graphical and textual communication used in them.
Through Aalto University the thesis was supervised by Tatu Marttila from Creative Sustainability and Marja Seliger from Graphic Design. The crafting of the comics was tutored by
Tiitu Takalo, a Finnish comics artist. Advisor for English with this thesis preferred to remain
anonymous.
8

1.3 Initial project plan
Reiteration of this plan is described in chapter 3.

Groundwork
Selecting literature to review covered three aspects of the project: comics as a communication tool, environmental education, and co-creation. Immersion in these topics to help
support project execution. Understanding the context provided by WWF. Discussing project
scope with Koskinen.

Interviews
Interviews toward the end of the groundwork stage. Forming an understanding of educators’
perspective and learning about their needs, wishes and ideas for environmental education
methods. Key interviewees: WWF ambassadors, future users of the new material. Other potential sources: environmental educators, people with workshop expertise, and comic artists.
Theme workshop
Finding more focused themes under an energy efficiency theme. Finding effective ways in
better introducing this topic to the target audience by involving WWF’s Nuorisotiimi (Youth
Team). Facilitation by Koskinen, the author, and possibly Kemppi. Starting collaboration with
Kemppi soon after Theme Workshop.
Ideation
Ideating how comics could be used. These ideas would be later tested and developed by
representatives of the target audience. Planning and discussing the project and workshop
outcomes with Kemppi.

Comics Workshop 1.
Workshop for the ambassadors. Finding content through the sub-themes under energy
efficiency. Planning use of comics in classrooms. Identifying educational goals of the comics.
Finding form for the comics.
Comics Workshop 2.
Creating characters and stories for the comics by involving Youth Team. Possibility to test a
comics creating activity.

Analysing data
Meeting with Kemppi and discussing our findings from the workshops. Creating a common
understanding for the direction of the project. Deciding on the role of comics within the materials and in t he visitation tour.
Crafting comics
Crafting comic or comics and instructions for a comics creating activity. Tutoring by comics
artist Takalo. Keeping Kemppi and Koskinen updated during the creative process.
Evaluation
Showing the comics to participants of the co-creation process for feedback to be used in
evaluating the project. Preferably through meeting, but as a second option, sending comics
through email.
Answering research questions
Deliverables: comics and findings concerning the co-creation process. Inquiring what
everyone gained from the process. Answering research questions.
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1.4 Research questions
The planning and executing a co-creation process for developing comics to be used for environmental education purposes was documented in this thesis. Deliverables of the process
were comics and knowledge produced by going through the co-creative project. Through the
process, the following questions were answered:
How to use co-creation to create suitable comics for environmental education?
How does a co-creative process perform in creating comics for environmental education?
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2 Literature review
Literature review was viewed as part of the groundwork for the production phase. Literature
on comics was searched for the purpose of examining the kind of communication tools
comics are, why they have been used for communication purposes before, how have they
been used for educational purposes, and what has been learned from these applications.
This review was done to better understand the possibilities and limitations of the medium.
Comics are viewed as a medium with a possibility to bring something new for WWF’s
educational material.

According to Koskinen, Kemppi, and Antell, the WWF’s environmental education for schools
aims to give hope and ideas on how people could make a difference for the better. Even
though WWF’s take on environmental education was closely followed in the project, there
was a need to understand the field further. Familiarisation with environmental education
was done to better understand the subject and its goals. Tentative speculations were made on
how comics could be used for environmental education.
Co-creation became a continually larger element of this thesis during the process of framing
the thesis topic and by events that took place during the thesis project. The author’s
observations from her limited experiences with co-creation and workshops included messy
scheduling, interesting and useful findings, and difficulties in data gathering, analysis, and
utilization. These challenges were expected from the thesis project itself as well. Enabling
co-creation to take place as productively and effectively as possible was a challenge for the
thesis. The practice of creating together was emphasized in a selection of references for
co-creation and for supporting the process. Focus was on information needed for planning
and executing workshops, and operating as a facilitator and designer through the process
itself. At the time this was estimated to be the most useful focus in order to proceed with the
project.

2.1 Comics
2.1.1 Comics as a medium
The many ways to define what comics are come up in various forms of literature because
there are different types of comics, as well as uses for them. Different words for describing
forms of this medium are, for example: funnies, graphic novels and cartoons. “Comics” is
used in this thesis when referred authors have used other terms or words for comics in their
various forms. Comics are a versatile medium of storytelling and communication. Often both
visual and literal elements are used, but comics can consist of pictures only. The emphasis
can be on a visual or literal side. Comics often tell a story or demonstrate how an event
occurs. Kindred to literature and illustrations of various kinds, they can awaken empathetic
or personal emotions in their own various shapes and forms. The length of comics can vary
from one or two panels, or to thousands of panels.

Defining comics
Providing a definition to comics seems to be an impossible task. Thierry Groensteen (2007)
has written about his dissatisfaction to a number of suggested definitions that seem to rule
out some of the exiting forms of comics, thus failing in finding a definition that includes all of
them. He refers to Roger Odin (1990) who has declared it impossible to create a definition
for cinema that could rule out as well as include the right elements. Similarly, he sees, this is
the case in defining comics as well. (Groensteen 2007, 12-14,17.) Groensteen offers a lens
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through which the medium can be examined,”...one must recognize that any comic: …only
actualizes certain potentialities of the medium, to the detriment of others that are reduced or
excluded” (Ibid., 12).

Scott McLoud (1993) has also worked with defining comics. He provides this definition for
debate: “com.ics (kom’iks)n. plural in form, used with a singular verb. 1. Juxtaposed pictorial
and other images in deliberate sequence, intended to convey information and/or to produce
an aesthetic response in the viewer” (McLoud 1993, 9). McLoud prefers to avoid defining
comics narrowly, concentrating more on understanding what comics are and exploring the
potential of that medium. His comic about comics, Understanding comics The invisible art,
is often referred to in literature when in need of a theory for comics. His book is referred to
in this thesis to help present the elements in which comics are constructed; such as icons,
text, panels, lay-out, symbols, sound effects, characters, environments, simplification, speech
bubbles, closure, transition, and time.

Elements used in comics
McLoud’s findings concerning the elements in comics were used in this thesis for creating
an understanding of the medium. McLoud uses the word icon when referring to images in
comics that represent both visible and invisible content, such as subjects or language. Icons
are visible representatives of things. They can be more or less realistic or abstract according
to tis communicative needs and purposes. (McLoud 1993, 26-28.) Various characters and
environments in a comic page come together through a collection of icons. Panels are frames
that, in a way, work to contain part of the comic’s information within themselves. According
to McLoud, panels are another icon. Panels can be given various shapes and sizes to help
shape rhythm, and to affect a reader’s interpretation. (Ibid., 99.) Panels can also create
various effects through different lay-outs on a single page or spread.

According to McLoud, symbols also give visual form to things that can not be seen, such as
a collection of stars to imply that a character is in pain. New symbols have the potential to
become part of a common language within collections of symbols used in comics. Differences
in symbols used occur between countries. (Ibid., 129, 131.) The differences in using
elements of comics between countries and comics cultures are relevant. Leif Packalén (1999)
highlights the importance of employing local artists to create comics for local settings. From
their work locals are able to understand the meaning of the comics without getting distracted
by confusing symbols or story telling styles from another culture. (Packalén 1999, 9.)
McLoud gives examples of roles text and images can share in comics for communicating, and
explains that the possibilities of using these elements are unlimited (McLoud 1993, 152).
It is not only the amount of images and text used, but their relationship with each other
that matters; and how much space they give to each other in communicating. McLoud gives
examples of this in the following:
Word specific: text contains the story while images add to it.
Picture specific: images contain the story while text is used for added value.
Duo-specific: text and images contain a same story.
Additive: text and images are used to amplify each other’s messages.
Parallel: text and images tell a different story.
Montage: text are part of the images.
Inter-dependent: text and images depend on each other to create meaning. (Ibid.,153-155.)
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Style of illustrations
Characters, environments, language, sound effects, and script are elements that can vary in
abstraction, thus resulting in different styles or story telling within comics (McLoud 1993.,
54, 55). Different styles in visual elements give variations which can help give more power in
communicating messages. For instance, emotions, and what we can perceive through senses,
can be expressed through different styles of lines used in illustrating characters, letters,
and backgrounds (Ibid., 118, 120, 122). Use of colours helps add even more possibilities for
variations of style in comics (McLoud 1993, 190). Visual style can also be used as a method to
help set a general mood within a story (McLoud 1993, 126).
Choices in illustrative styles can be a matter of preference, or a result of a more systematic
approach towards elements in comics. McLoud explains simplification and masking which
can be used for characters, objects, and scenery; among other things. McLoud uses two dots
and a line within a circle (simplification) to demonstrate how our minds create a face from
these elements. Once this drawing has become “a face”, any changes made to these four
elements would then be greatly amplified. (Ibid., 30, 31.) The masking effect works with
simplification. The simplified icon seen as a face can resemble almost anyone (Ibid., 31),
and according to McLoud, this can also result in us seeing ourselves in this “face” (masking).
McLoud makes a comparison using a realistically drawn face. In this image we tend to see
someone else, someone distant from us. This effect can be used for different purposes.
(Ibid., 36.) According to McLoud, masking can be used to influence how we experience the
world illustrated within comics. The realm of concept and the realm of senses are connected
through using icons and masking. A reader begins to sense in their mind the various worlds
created through icons. (Ibid., 42-45.)
Closure and moving from panel to panel
Closure is an essential phenomenon that happens when reading comics. According to
McLoud, closure takes place when we add detail or missing elements to what we perceive
within panels, and in between panels as well. When a reader connects two panels together
by interpreting what occurs between them, they create closure. (McLoud 1993., 63, 66, 68.)
McLoud demonstrates the significance of closure: “Comics panels fracture both time and
space, offering a jagged, staccato rhythm of unconnected moments. But closure allows us
to connect these moments and mentally construct a continuous, unified reality. If visual
iconography is the vocabulary of comics, closure is its grammar.” (Ibid., 67.)

McLoud prefers not to call single panel illustrations comics (Ibid., 5), however he describes
how a single panel can contain multiple moments and work as several panels within one
(Ibid., 97). When single panel illustrations are part of larger collection of single panel comics,
but presented one at a time, a reader could possibly use closure when connecting a world
together from the ones they have read. However, this kind of thinking could possibly strech
the concept of closure happening between two panels. Edwards (1997), Kress, and van
Leeuwen (1996) see narrative potential in single panel comics because readers continue
to narrate from what they perceive within a single panel (Edwards (1997), Kress, and van
Leeuwen (1996) referred by El Refaie and Hörschelman 2010, 202).
McLoud presents different types of transitions from panel to panel which are spaces where
closure can happen:

moment-to-moment:
These transitions require only a small amount of closure. For example, one panel with an icon
of an eye open, followed by another panel with an icon of an eye shut could illustrate the
winking of an eye.
action-to-action:
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These transitions describe action. For example, the pouring a drink, and then someone
drinking it.
subject-to-subject:
These transitions happen within a same scene or idea. Panels of a person running and a hand
with a stop-watch in them create meaning when connected by a reader.
scene-to-scene:
These are “transitions, which transport us across significant distances of time and space” but
the panels are connectable through reasoning.
aspect-to-aspect:
“different aspects of a place, idea or mood” are presented in panels. Christmas, for example,
can be shown through separate panels with a Christmas tree and Santa Claus.
non-sequitur :
No logical connection can be found between panels. (McLoud 1993 70-72).

These transitions are a means to help guide a reader through essential elements that can
form a story. McLoud draws attention to the fact that the creator of a comic has to consider
its readers and make assumptions about their ways of perceiving the comic. The creator
assumes the order in which the panels may be read, and what will be imagined in filling the
space between panels. Creators can choose how much room they leave for interpretation and
use this understanding to help create different responses for the reader. (Ibid., 85, 86.)

Simplification, masking and closure could be considered less identifiable elements of comics,
while icons, panels and speech balloons are easier to spot when looking at comics. The means
of managing time might also be hard to identify at a short glance. McLoud defines time in
comics as a product of movement of eye on pages, panel size, and lay-out. Time flows within a
story while its reader takes time to transform letters into all that may be said within a panel.
Movement of time can be illustrated with icons as well. A reader can also perceive transitions
in time when moving from one panel to another. (Ibid., 94-102.)
Comics as a form of communication
While an essential factor in successful communication relies on the creator’s ability in
how they use the medium, part of the communication is also done by the readers as they
decode the comics themselves. Visual style and creator’s choices in use of elements in
comics potentially affect the reader’s response to them. Pertaining to style and closure,
Randy Duncan raises the question of whether too much design could stifle the reader’s
attention away from story too much towards the mechanisms used in the comic, reducing
the possibility of creating closure (Duncan 10-11). It could be said that if a reader does not
pay attention to a comic’s structure, then it must be working towards its desired purpose.
Packalén points out that story is more important than skillfully drawn pictures (Packalén
1999, 10). Stick figures can be enough for illustrating a good story, but good illustrations in
and of themselves fail to support weak stories.

While recognising the importance of vocabulary within the thesis comics, this thesis does not
aim to explore in detail what kind of comics would specifically work to help communicate
the chosen messages. This type of research would require an involvement of multiple comic
artists to create enough versatility in material for comparison. However, this thesis does
considers the influence of used vocabulary in the thesis comics.
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2.1.2 Why comics?
“The comics deserve the serious consideration of statesmen and educators, politicians and
publicists, psychologists and sociologists, for they reflect what millions are thinking about, what
they want, what they fear and how they feel about matters of social significance” (Matsner
Gruensberg 1944, 213).
The previous chapter helped demonstrate that comics are more than a combination
of illustrations and text, and that the elements of comics offer a variety of ways for
communicating. Comics can be used to communicate various kinds of messages. They can
provide a different approach with communication. When offering comics for WWF the idea
was to provide more options for communicating and reaching their target audience. The
author was motivated in testing possibilities of comics and her skills in crafting and using
comics for communicative purposes. Literature review revealed many reasons others have
used comics for different kinds of communicational needs.

Prejudices
It could be argued that reasons people have offered for using comics, as well as arguments
they have presented against using them, are affected by old assumptions regarding comics.
Some of the referred authors write about the reputation comics have had as material that
corrupts youth and how they have been seen as simple and light reading material for
children. Both assumptions are wrong. Sidonie Matsner Gruenberg’s article The Comics as
a Social Force from 1944 already works to debunk these arguments against comics. “The
instrument itself need no longer be judged as good or bad, whether in taste or in morals;...
...We have to judge only the uses to which it is put- like dynamite, or printing, or science
itself” (Matsner Gruenber 1944, 208). According to Matsner Gruenberg comics can appeal to
people of different ages and education (Ibid., 208). They are a potential medium, alongside
other forms of mass produced media, that are a tool for democraticing science and culture.
Similar to other mediums, comics can reach a wider audience by their entertainment value.
(Ibid., 205, 206.) Matsner Gruenberg’s claims are evidenced through various target age
groups, and genres of contemporary comics. (See more from: (Matsner Gruenberg 1944),
(McLoud 2-6, 140-152, 170, 171), (Tatalovic 2008, 1-2), and (McAllister et. al.2001, 5-7))
This debate has been resolved and will not be discussed in this thesis in detail. It will become
apparent however that prejudices towards comics and their readers continue to linger
and may affect how they are choosen to be used and viewed by communicators and target
audiences. The latter assumption of comics being light reading for children was confronted
during the project.
Attractive, appealing and easy to read
Some authors mention the appeal or attractiveness of comics, or their established popularity
among the target audience as an indication that comics could work as a communications
medium (Murray 2005, 132) (Christensen 2006, 227) (Negrete 2013, 201) (Yang 2008, 187)
(Toledo et al. 2014, 22)(Missiou and Stefos 2012, 2013). As an example, Cornelia Brantner
and Katharina Lobinger (2014) believe that the lowering of the voting age to 16 in Vienna
inspired the use of comics as political campaigning material. It was believed that the use of
comics would appeal to new and younger voters. (Brantner and Lobinger 2014, 248.) When
Curtis Trent and Rachel Kinlaw (1978) created informative comics for the Expanded Food
and Nutrition Education Program their results showed a positive educational outcome from
those who read them, but negative comments were received from participants who normally
did not read comics (Trent and Kinlaw 1978, 20, 21).
Comics have sometimes been chosen for communication purposes because of an assumption
that comics would be easy to read. However, not all comics are easy to read. Readability of
comics depends on the creator’s own abilities and intentions, as well as cultural context as
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described in a a previous chapter. Effortlessness of reading comics is mentioned as an asset
in contexts such as communicating to people who have limited reading abilities (Paclalén
1999, 9) (Murray 2005, 133) (Negrete 2013, 201,202). While this effortlessness could
be an asset, this reasoning behind using comics could be examined critically. Rose Marie
Beck (2006) suggests that it is paternalistic to assume that popular communication forms
(posters, flyers, films, videos, radio, plays, comics, and theater that are designed for the locals
specifically) make reaching the audience easier and more effective. She argues that according
to studies, the assumption about comics as a way to reach illiterates is “... patronising
underestimation of African peoples’ intellectual abilities.” (Beck 2006, 514.) Problems seem
to arise when there are unperceived prejudices concerning the target audience and these
prejudices then end up revealing themselves in the comics created for them. Trent and
Kinlaw touch on the popularity of comics, the reputation of comics, and targeting comics for
an audience with low literacy rate. “...research shows that the educationally and economically
disadvantaged aren’t avid readers of comics” and that they might not want to read or admit
to reading comics because they are perceived as a simple reading format, or for that they are
for kids (White and Abel 1963, referred by Trent and Kinlaw 1978, 20). The role of comics in
different cultures can affect their ability to communicate and impact readers (McAllister et.
al. 2001, 4,5).

Beside their potential use visually, comics can help provide other ways for appealing to
targeted audiences, as well as other reasons that have been mentioned for using them.
Packalén sees comics as a means to add drama and humor to information, thus helping make
informational material more appealing (Packalén 1999, 8). Lila L. Christensen (2006) agrees,
adding excitement, adventure, intrigue, and compassion to what Packalén states (Christensen
2006, 230). Possibility that readers could to relate with stories in comics has also been
mentioned as an asset of comics. “...The success of comics as teaching tool “lies in the fact that
the reader can easily relate to the experience demonstrated”” (Eisner 1985 quoted by Tatalovic
2008, 12). According to Wilhelm (1997):“sequential art also aids “readers who may not
naturally see and experience what they read...”” (Wilhelm 1997, quoted by Christensen 2006,
227). A reader’s ability to relate to the demonstrated experience in comics could be effected
(similarly to understanding comics) by the creator’s skills and reader’s personal preferences
and ideologies.
Identifying with a story
McCloud’s explanation of the masking effect and how readers see themselves in the
characters, and use of closure to help add missing details of the world provided by icons
was offered in chapter 2.1.1. Packalén describes the possibility of a similar phenomenon
taking place through closure between panels. The reader forms a feeling of ownership while
using their imagination. (Packalén 1999, 14.) A reader may also add motives for characters’
actions that are not described through any methods used in a comic; perhaps in an attempt
to understand the character, or if they see themselves in a character depicted in a comic. This
might enable comics to trigger thinking processes, or help create empathy. Packalén credits
comics as a good medium for dealing with sensitive issues. He believes that comics are less
“realistically direct” compared to photographs and video. (Ibid., 10.) Comics as a medium
give the possibility of distancing a reader away from a sensitive issue or moment by allowing
a reader’s imagination to determine the harshness of a given situation. Likewise, a comic can
also be used to force a reader into a more graphic confrontation with an issue or moment.

Using comics for communicating information
It has been suggested that comics might offer an alternative and possibly more
understandable form for explaining scientific data. Making science understandable was
Working for Water’s reasoning behind using comics to help with their environmental
campaign in dealing with unwelcome plants (Murray 2005, 129). Mico Tatalovic (2008) notes
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that when the main purpose is to communicate scientific information, comics may lose some
of their entertainment value (Tatalovic 2008, 3,4). The author saw as important the question
of whether comics could be affective in passing along information to targeted audiences. To
support the choice of using comics for environmental education, it was hoped that results in
favour of using comics for informative purposes could be found from literature used for this
thesis.

Joshua Caldwell (2012) gives an overview of research examining comics and their ability to
communicate information. He focuses on “information comics” which he describes as follows:
“Information comics are comics designed to educate, inform, or teach the reader something.” He
uses McLoud’s Understanding Comics as an example of information comics. (Caldwell 2012,
1,2.) Based on Caldwell’s description, the thesis comics are information comics. Jüngst (2007)
sees little difference between information comics and other types of comics (Jüngst 2007,
referred to by Ibid., 1). According to Jüngst, research exists that indicates narrative might not
be an effective form in communicating information (Jüngst, referred to by Ibid., 4). Caldwell
claims that there are not enough studies to validate claims that visuals and text work better
in helping a reader better understand information compared to text only documents (Ibid.,
5). While evidence is scarce, attitudes towards using comics for communicating information
seem to be positive in studies conducted (Ibid, 5, 6). Caldwell points out a flaw in research
which the author saw occurring in referred materials as well: “To most study participants
comics are a new and novel method of learning, and only used for the duration of the study.”
This short research period is not enough for establishing reliable results. Familiarity with
comics should also be taken into account as Caldwell has seen implications that this might
affect results. (Ibid., 5.)
Ǵorǵ Mallia (2007) conducted an educational experiment in which he tested three forms for
passing along information. They included a comic, a text only version of the content, and a
version of the text which included a few illustrative pictures as well. In the comic, the story
was told through a dialogue between a father and his son. Students (14-15 years old) read
about Maltese history from one of these three options. Differences in performance examined
through use of these documents where small. The illustrated text performed best, the comic
taking second place. Additionally, students were happiest when receiving the comic version.
According the students, the possibility to see directly in the comic what the characters were
talking about helped them in remembering its content. According to Mallia, his test confirms
that comics can be used in education as more than simply attention getters. (Mallia 2007,
3-6.) Cohn (2012), has also made a study in which participants answered questions after
reading either a comic or a text version with the same content. Comics showed potential
in helping participants understand the content, but Caldwell notes that Cohn did not study
the effectiveness of narrative. (Cohn 2012, Caldwell 2012, 5.) These researches encouraged
using comics in WWF’s environmental education efforts. Aquiles Negrete (2013) supports
the claim that narrative would help in remembering information based on her study, and
literature used for her study (Wright 2001, Weitkamp 2007, and Iacono and de Paula 2011,
referred by Negrete 2013, 202, 207). Negrete’s Sustainable Love comic was tested in a group
of 45 participants through using a questionnaire that included four types of questions based
around the RIRC (retell, identify, remember, contextualize) method developed by Negrete
and C. Lartigue. (Ibid., 204-206.) Negrete interpreted that the test results were high enough
to assume that the participants were able to understand and remember the information
introduced in the narrative (Ibid., 206).
Interpreting comics
Elisabeth El Refaie and Kathrin Hörschelmann (2010) studied how, and how well, students
interpret political single panel newspaper comics (El Refaie and Hörschelman 2010, 195
199). Their results were discouraging. However, the intention of political single panel
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newspaper comics is not to pass along information as understandably as possible, but to
entertain those already aware of current political turbulences. According to El Refaie and
Hörschelman, participants of the research struggled in interpreting the meaning of the
comics and suggested varying interpretations for icons used in them. A majority of the
students were not able to link the comic with political incidences. (Ibid., 201-204.) El Refaie
and Hörschelman aimed to show that reading comics requires “multimodal literacy” (Ibid.,
198) meaning that in order to understand the comics, students would need knowledge in
different areas related to both content and vocabulary used in the genre of the medium (Ibid.,
200, 202, 205). El Refaie and Hörschelman suggest that their study gives support to the
following claim:”...interpreting multimodal texts is certainly no less, and often more complex
than reading purely verbal texts”(Ibid., 205). While reading comics does require a certain
amount of literacy from its readers, the testing of political single frame comics may not give
enough data to make conclusions about difficulties in reading comics. Comics are also never
interpreted homogeneously by any selection of readers. Various kinds of comics should have
been tested for more reliable results.
The researched literature offers reasons for and against using comics for the purpose of
passing along information. Findings seem to imply that comics in general can not be judged
suitable or unsuitable in using them for informative purposes, instead properties of each
comic should be explored individually. Target audiences’ attitude toward comics affects the
impact of comics used, along with factors such as how the comics are used by and with them,
or how they are introduced to them. Attributes of a comic selected for each situation matters
as well. This aspect is examined more in chapter 2.1.4.

2.1.3 Comics for education
References show different approaches to utilizing comics in education. Comics have been
introduced as reading material in the form of comic albums, as material inside textbooks,
and as activities tasking students to create their own comics. Cynthia Bolton-Gary (2012)
explains that comics have been used for illustrating concepts, for lightening up a text, and
for capturing interest in textual content (Bolton-Gary 2012, 389, 391). Michael A. Toledo,
Rosanelia T. Yangco, and Allen A. Espinosa (2014) list the following uses for comics in
classrooms: as visual instruction, a medium for students to express their views, stimulating
discussion, practicing critical thinking, pre-testing students’ knowledge, as attention magnet,
as part of presentations, and for assessing students’ understanding of issues. In their
study, comics were used for exploring systemic connections while searching solutions for
environmental issues. (Toledo et al. 2014, 20, 22, 23.) Using comics for education purposes
is not a new concept. According to Trent and Kinlaw comics have been used in classrooms
for decades (Trent and Kinlaw 1978, 18). ”The research on using comics as a pedagogical tool
for teaching and learning dates back to the 1940s and mostly focused on emerging literacy”
(Hutchinson 1949 and Sones 1944, referred by Bolton-Gary 2012, 390). Attention was given
to discoveries made by recent use of comics in classrooms.

Learning by making comics
Giovanni Lo Iacono and Adélia S.A.T. de Paula (2010) studied using comics as a tool to help
demonstrate peer reviewing for students (14-16 years old). Students were tasked to create
comics as a team effort and peer review the results. One goal was to help teach critical
reviewing and argumentation. (Lo Iacono and de Paula 2010, 4, 5.) Lo Iacono and de Paula
report students producing creative story lines with added elements from outside the given
topic (Ibid., 6) and that they had difficulties communicating “the scientific content in an
accurate and effective way” (Ibid., 8). Students themselves estimated that the activities helped
them in understanding the topic (Ibid., 12).
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Edson Rodrigues Santana and Agnaldo Arroio (2011) observed another group of students
(13-14 years old) who were asked to communicate through their own comics about “land
impermeability, droughts and ecological sidewalk”. The students used MKGibi software
instead of drawing the comics by hand. Students had to reconstruct the information used
in the comics, which also served as a motivation towards learning. (Rodrigues Santana
and Arroio 2011, 58.) Creating comics allows students to process scientific concepts, and
teachers can evaluate what the students have learned through comics they make (Toledo et
al. 2014, 25, and Krumenaker 2008, referred by Toledo et al.). The aim of Rodrigues Santana
and Arroio was to help students connect scientific knowledge to social aspects of the theme
presented to them (Rodrigues Santana and Arroio 2011, 50). Bolton-Gary agrees that comics
could possibly be used for connecting theory with real life situations (Bolton-Gary 2012,
390). Perhaps comics could work as a medium that helps connect social aspects to various
themes because comics often share their message through characters whose emotions and
actions relate to a given theme.

Toledo et al. tested whether single panel newspaper comics could be used to help improve
students’ issue resolution skills on environmental topics (Toledo et al. 2014, 19, 20). Toledo
et al. provided single panel newspaper comics and comic strips with varying activities
for one of two high school student groups. The comics were used in individual and group
assignments to help teach critical thinking, to help discuss topics, and to help evaluate
understanding of concepts. (Ibid., 31, 32.) Students created comic strips after exploring
some of the topics introduced to them (Ibid., 33) and created single panel comic about global
warming as well (Ibid., 46). This teaching method was tested through conducting pre- and
post-multi choice tests pertaining to topics introduced, and inquired why the students
answered the way they did (Ibid., 36). The study results were in favour of using comics. The
student group in which comics were used explained their answers with longer and more
detailed explanations (Ibid., 40).

M. Missiou and E. Stefos (2012) set out to find whether they could improve the attitudes of
50 high school students regarding environmental education by tasking them to both read and
create comics. They were instructed to use two websites, Picnic for editing images and text,
and Facebook for sharing their comics. (Missiou and Stefos 2012, 2014). For introduction
to themes used and for analysing comics as an informative medium, students read existing
comics “...to challenge consciousness, to trigger a debate , to increase interest and stimulate
the search for knowledge.” Students searched more information about the environmental
subject used, and comics from the web. Their comics were collected by the teachers and then
discussed by the students themselves. (Ibid., 2014, 1015.) Through creating the comics, the
students became “active producers of messages“ (Ibid., 2019). Results showed improvement
in students’ attitudes towards environmental education (Ibid., 2019). The study results
helped add a possible goal for using comics that included improving attitudes towards
environmental education. The author then considered this to be a possible agenda for WWF’s
90 minutes classes.
Comics for reading material
Teachers have included comics (graphic novels) into study materials by selecting
comics which have suitable themes or stories. These comics do not necessarily have
an educative agenda, but are still being used for educative purposes. Kevin de Laplante
has used Paul Chadwick’s comic, Concrete, Stay tuned for Pearl Harbor, as part of course
readings for environmental philosophy. Concrete contains representations of different
views on environment. This is done through the character Concrete’s monologue on
environmental problems, through character Maureen’s thoughts on her relationship to
nature, and Chadwick’s own illustrations. (de Laplante, 1, 8.) De Laplante has found that
students respond well to Concrete. They are interested in discussing its content. (Ibid., 19.)
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Christensen uses comics as reading material for social studies. She provides a list of comics
that she suggests could be used as material for discussing social issues from around the
world, along with proposed ideas for discussion as well. (Christensen 2006, 227, 228.) Her
list contains works such as, Persepolis 1. by Marjane Satrapi, and Maus: A Survivor’s Tale I
and II by Art Spiegelman (Ibid., 228, 229). Satrapi tells about her own childhood in Iran,
Spiegelman tells a story about his parents as they struggle to survive the holocaust. Both
comics serve to communicate experiences to readers who may gain new information and
perspectives for understanding the presented topics. (More examples: Christensen 2008,
228-230.)

Bolton-Gary studied the use of comics in the context of teaching educational psychology
(Bolton-Gary 2012, 391). Comic strips were chosen based on their ability to demonstrate
themes that would be covered during classes. Students were encouraged to search for, find,
submit comics that were related to the theme. They also needed to provide explanations
on how the comics related to the themes as well. (Ibid., 392.) Found comics were presented
during classes (Ibid., 392). Students thought the use of comics to have been a positive and
effective experience (Ibid., 393, 394).

Tatalovic sees use of “science comics” becoming more frequent in science education (Tatalovic
2008, 4). Tatalovic describes different tactics for reaching readers. Some science comics
could be compared to an illustrated science lecture. Some offer readers chance to think
about a specific scientific issue. Some try to get the reader to play an active part in a story.
(Ibid., 5, 6, 8.) Biotechnology and Biological Sciences Research Council (UK) introduces
real research and researchers from Rothamstead Research Institute through free on-line
comics. (Ibid., 8.) Eco Agents Special Unit series by the EU is a web comic designed to help
activate readers. The comics themselves could be seen as secondary in importance to the
activities provided throughout them. Users create an avatar which becomes a character in
the comic. Extra content is provided within the story through interactive features. The users
get environmental information in the form of eco-tips. The aim is to attract children to act
as real life eco agents. (Ibid., 12.) (More examples from: Tatalovic 2008, 5-8, 12.) Tatalovic
does not offer data on the success of Eco Agents Special Unit. Some suspicion can be
placed on readers’ motivation for staying on the web platform. Tatalovic wonders if various
science comics get read at all. “But who reads these graphic novels and for what purpose? Are
they read in order to learn more about science or primarily for fun? Do people who are not
already interested in science ever read these novels? These are all questions waiting for future
study“(Ibid., 9).
Gene Yang (2008) uses comics frequently as a substitute for his presence when other duties
keep him from teaching algebra (Yang 2008, 187). Yang also sees the strength of using comics
for communicating information in that students can take their time with the material. In
contrast to a traditional lecture, students can read a comic as slow as they want and return to
previous pages to refresh their memory as well. (Ibid., 188, 189.)
But do comics work?
Doubts exist on of how effective comics actually are. Hughes (2005) points out that when
comics have been used as classroom material, comics usually offer students something
different to the usual study methods. Freshness may affect learning more than the actual use
of comics as an educational tool (Hughes 2005, referred to by Tatalovic 2008, 4). However,
studies indicate that adding visual content helps improve learning (Kara 2008, Steel 2006,
Villaruz 2005, and Reyes 2003, referred by Toledo et al. 2014, 20).
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When comics are used in classes, student may have some difficulty in reading them.
Contradictory to the study by El Refaie and Hörschelman (2010), which studied student
interpretation of political single panel comics, Toledo et al. see single panel comics as
readable and appealing to readers as well (Toledo et al. 2014, 20). According to Cagle, “The
ability to interpret an editorial cartoon is being considered as a basic skill, right along with
map and graph reading” (Daryl Cagle, quoted by Toledo et al 2014, 21). Scanlan (2000) and
Ostrom (2004) see comics helping students to understand various topics (Scanlan 2000,
and Ostrom 2004 referred by Toledo et al. 2014, 30). Then again, ways in which comics have
been used in these studies differ. While El Refaie and Hörschelman study whether students
understand comics, Toledo et al. study the use of comics in a situation were discussion and
knowledge have a stronger emphasis. In this context, variations of students’ understanding
and interpreting of used comics may offer more space for discussion. Literature in general
seems to implicate that both the aspects of comics and how they are used affect learning
results.
2.1.4 Communicating with comics
Comics have been used not only for entertainment and education purposes, but as a tool
to help bring new ideas, views, and information to the attention of others. The quantity of
appliances used for comics may in and of themselves speak for the potential this medium has
to offer.

Intentional and unintentional ideology in comics
Comics created for WWF will likely be perceived as containing certain ideologies even
though the comics were intended to be factual rather than ideological. Matthew P. McAllister,
Edward H. Sewell, Jr., and Ian Gordon (2001) explore ideologies in comics; both intentional
and unintentional (McAllister et. al. 2001, 2). They refer to previous research that suggests
ideology in comics already shows itself in the way life is portrayed in them (Ibid., 5). As
an example of a study of ideology in comics, McAllister et al. mention Ariel Dorfman and
Armand Mattelart’s How to Read Donald Duck: Imperialist Ideology in the Disney Comics, from
1971 (Ibid., 7). McAllister et al. claim that comics as a medium offer flexibility in showing
ideologies. But, the shortness of length provided for some comics can be restrictive and affect
the way ideologies are iconised or otherwise chosen to be presented by artists. From there,
these limitations can affect how the comics are interpreted (Ibid., 3). Possible appearance of
ideologies in thesis comics were considered during the developing process with WWF.
Comics and conscientization
Sean Carleton (2014) sees an academic use for comics by engaging students towards
“critical consciousness” through reading and creating comics (Carleton 2014, 177). His
recommendation on using comics is slightly similar to that of educators who use graphic
novels, such as Persepolis, to open a topic up from different points of views. Examples of
comics reviewed by Carleton were intentionally created for commenting and making people
aware of existing problems. It could be said that rather than telling a story, their intention
was to communicate a message. These comics could be referred to as a form of activism.
Carleton sees that attention received by comics commenting on political issues is a sign that
they can be viewed as form of activism, and as such be taken seriously (Ibid., 157, 159).
Carleton pays attention to tactics used in the comics designed to impact readers. He studied
comics as “...tools for promoting critical thinking and informed activism” by binding Paolo
Freire’s (1974) critical consciousness/conscientization theory with the phenomenon of
closure used in comics. He argues that through closure, comics have a potential to trigger
conscientization. (Ibid., 153, 154, 165.) ”Conscientization is a pedagogical process defined
by critical engagement with understanding of the world that leads people to actively reject
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established rationalizations of unequal power relations and oppression ”(Freire 1974,
referred by Ibid., 161). Carleton sees the active involvement of a reader to a comic as a
link between these two concepts, because interpreting comics requires and enables active
engagement from their reader (Ibid., 161, 162). He acknowledges the possibility that
creating conscientization through closure does not always take place. The possibility of
triggering conscientization by presenting an issue through comics is affected by a reader’s
interpretation of the issue at hand. This can be influenced by factors such as literacy on the
subject being introduced. (Ibid., 162, 164, 165.)

Carleton provides a look into the use of closure in The 500 Years of Resistance comic by Gord
Hill and SHIFT IN PROCESS: NOT-SO-COMIC BOOK, an anthology of five comics by different
artists. The 500 Years of Resistance tells an alternative history of colonialism in Americas and
of continuing indigenous resistance (Ibid., 165, 166). Carleton describes Hill’s use of strong,
graphic icons and transitions from subject-to-subject and scene-to-scene (Ibid., 166). Such
transitions give a lot of room for a reader to fill the gaps between panels through the use of
closure. SHIFT IN PROCESS: NOT-SO-COMIC BOOK intents to show that people can improve
conditions in their work life by actively taking part in helping needed changes take shape.
(Ibid., 171, 172, 175.)

Carleton finds these comic artists using mostly scene-to-scene and subject-to-subject
transitions, and less use of action-to-action and aspect-to-aspect transitions. (Ibid., 172, 175).
Judging by Carleton’s analysis of these comics and his own notion that conscientization might
not always transpire, rather than through closure itself, a more likely explanation for the
impact the analysed comics may offer could be the result of many elements working together.
For example, one of these elements could be the use of strong icons. While Carleton analyses
the use of closure based on various theories concerning comics, he does not offer any data on
how readers have responded specifically to these comics. Evidently these comic examples can
possibly create an emotional reaction from a reader, and inform a reader about the presented
issues, but other effects they may have on a reader seem to remain a mystery.
Aika Tsubota’s SECRETS OF THE EARTH could be offered as an example of environmental
activism in comics, and as an example of educational material. SECRETS OF THE EARTH
has been distributed globally to schools by Foundation for Global Peace and Environment.
Tsubota created her comic album as a school project while still in elementary school. Her
parents began sharing her comic with others after Tsubota’s untimely death. She died shortly
after finishing this project. Tsubota intended to both tell how Earth functions, and to inspire
readers to take care of the planet themselves. (Collard 2000.) Along with Tsubota’s skillful
use of the comic medium, the effect her work has had on others could be, in part, due to peer
to peer communication. This would imply that comics created by peers through their own
voice might appeal more effectively to peer related targeted audiences.
Campaign comics
Comics have also been produced for campaign material. Even political actors have used
comics for their campaigns: “Bill Clinton (1996), Obama (2008), Merkel (2009), Putin (2011),
the European Commission (2010), and Poland’s European Union presidency (2011)” (Brantner
and Lobinger 2014, 249). While an activist communicating through comics share what their
thoughts mainly through this kind of work, but campaign comics are linked to other forms
of communication and activities withing a given campaign, similar to the thesis comics. The
campaign comics examined by Rose Marie Beck (2006) and Sally-Ann Murray (2005) have
faced the same struggle as the thesis comics when attempting to reach out to their target
audience.
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Beck compares UNICEF-ESARO’s Sara comics to the local Swahili comic Kingo to help show
that problems may emerge when using comics for campaign work (Beck 2006, 513). An
intention behind Sara comics has been to help give girls skills in dealing with HIV (Neill
McKee 2005, referred to by Ibid., 517) through stories about pre-teen Sara and her friends
(Ibid. 518). Kingo, by James Gayo (Packalén 2001 referred by Ibid., 519) deals with HIV
and AIDS through a story about infidelity with its main goal being to entertain readers.
(Ibid., 521, 522.) Beck evaluates Kingo to be more interesting as a comic, because it uses
the medium in a more creative way (Ibid., 523-527). Sara comics, in comparison, gives an
impression that “the medium was merely used as a disguise for a message” (Ibid., 536).

While the both stories teach lesson about avoiding this type of infection, Beck finds Sara’s
more obvious approach less appealing (Ibid., 527). Sara comics might give less room for a
reader to ponder on different perspectives concerning the subject. Beck examines how in
the campaign assumptions were made about the target audience and of the culture Sara
comics were introduced to. Problematic assumptions in the Sara comics campaign derive
from a lack of understanding concerning the culturally different ways the appearance of HIV
and AIDS are perceived in the community (Ibid., 533, 534). There also seemed to be lack of
understanding regarding the characteristics of a local comics culture concerning the artists
of Sara comics, and their target audience (Ibid., 520-522, 529, 532). Since WWF’s visitation
tours are going to be offered inside Finland exclusively, larger cultural differences were not
anticipated. However, the target audience in Finland was also expected to be diverse in their
comic reading experience which was seen as a potentially complicating factor when creating
the thesis comics for them.

AlienBusters is another comic used for campaigning purposes which also suffered from
the campaigners’ lack of understanding regarding local context. Murray examines the
AlienBusters comic, which was used as their main campaigning tool to help involve the locals
in the prevention of spreading “alien” plants. (Murray 2005, 127.) Murray sees a majority
of aspects in the comic as ill fitted for involving the targeted audience in taking action
concerning their cause (Ibid., 130). The campaign failed in finding appropriate terminology
for communicating the issue, and in matching the story in their comic to the reality of the
problem. Murray describes the story as “Americanised science fiction” (Ibid., 130) and too
militarised (Ibid., 131). Murray explains the problem of terminology in AlienBusters as
follows “...terms such as alien, indigenous, natural and invasive have contested histories of
meaning and use in South Africa,...” (Ibid., 128). Campaigners had only briefly acknowledged
that such words could be associated with xenophilia (Ibid., 138). Murray disapproves of
the use of war terminology for campaign purposes. She believes that the word “war” has
been overused in campaigns and that war terminology brings about negative associations
with whatever it is affiliated with. (Ibid., 135.) Murray prefers campaigns that use methods
encourage positive action instead of rallying people against something (Ibid., 135). Murray
sees too wide a difference between the complex plant situation the comic intended to
deal with and the too simple science fiction story actually used within AlienBusters comic
(Ibid., 143, 144). The thesis comics have goals similar to AlienBusters comic in hoping to
inspire readers to act, and in the case of thesis comics to help save energy as well. As with
AlienBusters comic, The prototypes for the thesis comics also contained superheroes and
stories that were considered to contain too many fictitious elements.
Beck and Murray review character design used in Sara comics and AlienBusters campaign
comics. According to Murray, the possibility for misinterpretation within the campaign
comics towards xenophilia was enhanced by choices in character design that gave alien
plants features associated with negative human aspects, both in personality and appearance
(Murray 2005, 139). Judging from Murray’s description of the heroes, they seem to bear
visual similarities to characters in both DC and Marvel comics. Genders are iconised in a
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way that appears to be either a failed attempt at sarcasm, or an oft repeated distortion
of how either sex is drawn in comics. The female hero Bionic Bug has long hair and a
voluptuous body covered in a tight suit, while the two male characters, one being the
muscular Mechanical Man and the other Chemical Can, are drawn with cliché army pants
and presented using a typical macho body language (Ibid., 134). This style of illustrating
people was avoided in the thesis comics. Beck sees problems with the character designs
used in Sara comics as well. Sara and her friend are described by Beck as flat and featureless,
with personalities that are limited to naive interpretations of a “good” girl (Beck 2006, 528529). Along with that, the “bad” people have been drawn with seemingly more personality
(Ibid., 530). Evaluation of the Sara comics implied that part of the target audience found the
villains in the comics to be more interesting than the rather plain interpretations of the main
characters (UNICEF et al. 2002, referred by Ibid., 532).

This chapter has demonstrated that much attention should be paid to various elements
of communication. These considerations need to include a communicator’s own attitude
toward issues being communicated and target audience, literal and pictorial qualities of the
materials being used for communicative purposes, and goals of attempted communication.
Chosen forms of communication should fit the context in which communication efforts will to
take place. Choices that would work in one given context may not necessarily work in other.
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2.2 Environmental education
2.2.1 Views on environmental education
De Laplante’s descriptions of using comics for teaching environmental philosophy
offered a glimpse to philosophical examination of role the of humans on Earth. This led
to a development of interest in whether possible ideologies could be associated with
environmental education and exploration of a relationship between the terms “environmental
education” and “education for sustainable development”. Even though the latter term is in
use more regularly at present, the environmental education term has been preferred in this
thesis because of terminology used by WWF.
Humans and environment
The need for environmental education could be said to originate from problems with
the relationship of human species to their environment, both altered and unaltered by
humans. “The problem can be seen as psychological rather than ethical, as a failed attempt
to understand self in, and interconnected to environment” (Arne Naess 1989, referred by
de Laplante, 15). De Laplante introduces the following central themes of environmental
philosophy: “(1) Do human beings have moral obligations to protect or preserve the natural
environment? If so, what are they, and to whom, or what, are they owed? How are such
obligations justified? (2) What are the root causes of contemporary attitudes and practices with
respect to the natural environment, and how we change them?”(de Laplante, 2). De Laplante
suggests that environmental philosophy would evolve into “general philosophy of humanenvironment relations” to better serve the examining of the relationship between humans and
nature (Ibid., 19). In environmental education, philosophical examinations concerning this
relationship are encouraged to some extent, while at the same time placing an emphasis on
acquiring skills to help act towards sustainability.
Emphasis on educating young people
Environmental education, as introduced in this thesis, refers to education geared for young
people. This group has been viewed as the main target group for environmental education.
“Main stakeholders are youth between 15 and 24. Today more than one billion people fall
within that age bracket, the largest group ever to make the transition to adulthood” (UNESCO
2014b, 22). UNESCO (2014b) sees these youth as visionaries and shapers of our future
with a potential to greatly impact future societies, and also those to be most affected by
unsustainable development (Ibid., 21, 22). “The youth have the potential to proper sustainable
development more widely and urgently” (Ibid., 21). Madhavi Joshi, Shailaja Ravindranath,
Gobal Kumar Jain, and Keren Nazareth (2007) also emphasise the importance of young
people concerning our future societies. “Young people today, constitute an important group
within society and the habits developed now will play a decisive role in the future. Their
decisions will exercise a growing influence on all sections of the society. Hence they deserve
special attention.” (Joshi et al. 2007, 4).
Environmental education and education for sustainable development
The subject of environmental education inspires in the author questions such as; according
to what logic has its content been decided, does the subject contain ideologies guiding
the role of humans on Earth, and what are planned benefits when offering environmental
education? UNESCO has created guidelines regarding education for sustainable development
while various actors in the field of environmental education have their own individual
perspectives concerning this subject, and terminology they would prefer using themselves.
While motivations and views on environmental education are debated, there does seem
to be a common consensus of the kind of skills students would need in order to act as part
of current and future societies. A brief examination comparing environmental education
and education for sustainable development was done in order to better understand what
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environmental education actually encompasses, and do these two terms represent the same
subject in schools. The examination was inspired in part by an observation made during
studies in a Creative Sustainability programme. It was observed that perspectives varied in
how sustainable development should be understood.

Sirpa Tani, Hannele Cantell, Sanna Koskinen, Hanna Nordström, and Lili-Ann Wolff (2007)
see environmental education as a more neutral term compared to education for sustainable
development because of the possible connections sustainable development has to both
continuous economic growth and viewing nature as a mere utility to be used in benefit
of humans and economy (Tani et al. 2007, 198). Some aims connected with sustainable
development have been disputed because they do not seem to connect with the different
needs and values people have living within various conditional surroundings (Wolff 2004a,
26). Jickling (1994) sees sustainable development, and environmental problems, as contested
concepts that guide students’ thinking towards established goals rather than encouraging the
development of a student’s ability to think (Jickling 1994 referred by Kopnina 2014, 218).
Sustainable development lacks clear definition and is interpreted differently as a result of
varying circumstances (Pigozzi 2003, referred by Wolff 2004a, 25). Joshi et al. have searched
understandings for sustainable development from various sources and have come across
over 30 different definitions (Joshi et al. 2007, 8). The education for sustainable development
term seems to bring about negative associations for some.
The other term, environmental education, also creates associations and expectations
concerning its content. Environmental education has often been seen as an ecological subject
or topic only (Tani 2005, 6, 7). Tani tracks the cause of such reasoning to the occasional
exchanging of ecological with environmental when identifying areas of education for
sustainable development (Ibid., 7). An example of exchanging the words ecological and
environmental is environmental, economical, social, and cultural instead of ecological,
economical, social, and cultural. In effect, it makes it seem that environment would represent
ecological themes only (Ibid., 7). Environment in environmental education was defined by
UNESCO (1978) to cover “-natural and built, technological and social (economic, political,
technological, cultural-historical, moral, aesthetic) environment” (UNESCO 1978 referred by
Ibid., 7).

Lili-Ann Wolff (2004a) offers Hesselink, van Kempen, and Wals’s (2000) parsing of the
relationship of environmental education and education for sustainable development.
Education for sustainable development can be seen as a subject area inside environmental
education, or vise versa. They can be seen as equals that share some of their content with
each other. Education for sustainable development can also be seen as one step in the
development of environmental education. (Hesselink et al. 2000, referred by Wolff 2004a,
27.) Tani et al. add two more ways to see these subjects by McKeown and Hopkins (2003),
they can be seen as completely separate from each other, or as nearly the same (McKeown
and Hopkins 2003, referred by Tani et al. 2007, 196). Wolff doesn’t provide a suggestion
for a suitable use for these terms. She agrees with Leal Filho and Pace (2002) that types of
educational methods used are more important than terminology (Leal Filho and Pace 2002,
referred by Ibid., 27). Wolff notes that education for sustainable development is the most
common term in use in the context of environmental education (Ibid., 27). According to these
findings, the main concern should be on what is actually being taught under a chosen term.
UNESCO, Finnish national curriculum, and education for sustainable development
UNESCO works to promote education for sustainable development. The period of 2005-2014
was declared to be the United Nations Decade of Education for Sustainable Development
(UNESCO 2014b, 8). This promotion was then continued through the Global Action
Programme (Ibid., 4). “Education for Sustainable Development (ESD) empowers everyone to
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make informed decisions for environmental integrity, economic viability and a just society for
present and future generations, while respecting cultural diversity. – UNESCO (213r)” (Ibid.,
21) Tani et al. summarise the most common elements in environmental education as being
relationship to environment, environmental awareness, and acting according to one’s own
values (Tani et al. 2007, 194, 195). Wolff describes a shift that has taken shape within the
Finnish national curriculum. The focus of environmental education from 1985 to 1994 was
primarily on natural science, society, and culture. Sustainable development, and a concern
for biodiversity, were both introduced into this curriculum in 1994. Environmental education
has now been replaced, or molded, into education for sustainable development. (Finnish
national curriculum, Valtakunnalliset opetussuunnitelmat: Peruskoulu 1985, 1994, Esiopetus
2000, Perusopetus 2003, Lukio 2003, referred by Wolff 2004a, 23.)
The target audience of the thesis comics was assumed to have knowledge of environmental
issues and sustainable development based on findings concerning environmental education
in Finland. However, it was unclear how these educational efforts had succeeded. In 2001,
the Finnish national board of education studied how sustainable development had been
practiced in schools. (Antti Rajakorpi and Kaija Salmio (edit.) TOTEUTUUKO KESTÄVÄ
KEHITYS KOULUISSA JA OPPILAITOKSISSA? Arviointi 3/2001) The author was not able to
find more recent studies and assumptions regarding the contemporary situation concerning
the success of environmental education could not be made by using this source material.

2.2.2 Learning and teaching
Similarities can be found in the learning goals set for education for sustainable development
by UNESCO and other referred literature. Some of these goals have been supported through
corresponding arguments by different authors. However, different view points still exist in
regards to the teaching of environmental education.

Content of environmental education
“It is generally recognized that environmental educators must provide students with
opportunities to acquire the knowledge, values, attitudes, commitment, and skills needed
to protect and improve the environment” (UNESCO 1977 referred by Toldedo et al. 2014,
25). Unesco presents learning goals in response to the uncertainty of our future, and the
interconnectedness of global issues. These learning goals include; critical thinking, examining
personal values, imagining alternative futures, thinking systemically, collaborative decision
making, and empowerment for action. As well as, “learning to respond through applied
learning, and learning to explore the dialectic between tradition and innovation”. (UNESCO,
2011a, referred by UNESCO 2014a, 21.)
Dimensions of education for sustainable development (Global Action Programme by
UNESCO):

Learning content:
Including critical issues into curriculum (such as climate change).
Pedagogy and learning environments:
Enabling interactive and learner-centered pedagogy within learning environments that
“inspire learners to act for sustainability”.
Societal transformation:
“Empowering learners of any age, in any education setting, to transform themselves and the
society they live in.” (Economies, cities, jobs, lifestyles, global citizenship)
Learning outcomes:
“Stimulating learning and promoting core competencies, such as critical and systemic thinking,
collaborative decision-making, and taking responsibility for present and future generations.“
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(UNESCO 2014b, 11).

Literature used for this thesis seems to agree on much of the dimensions listed in the Global
Action Programme. Critical thinking was mentioned most often ((Klafki 1997b, referred by
Wolff 2005, 35) (Shaw 2003, 63) (Toledo et al. 2014, 24, 28) (Opetushallitus et al. 2003, 19)
for instance). Because of the uncertainty of our future, and the complexity of various other
issues, have been arguing in favour of the development of critical thinking for their students.
According to Wolff, we can not know what sort of place the world will be in the future. To
help prepare students for this unknown future, they should be given tools to both help
understand the society of today, as well as identify with how they could help change it for
the better. (Wolff 1992, referred by Wolff 2004b, 212.) Carr (1989) describes the complexity
of our problems as follows,”...real-life problems seldom have a simple and rational solution.
Instead they are complicated and arise from conflicting values” (Carr 1989, referred by Wolff
2005, 39,40). It has been recognised as important that students develop their understanding
of various types of issues (mentioned by: (Palmer 1998, referred by Nordström 2005, 17)
(Paloniemi and Varho 2005, 106) (Toledo et al. 2014, 24) for instance).
Students are required to understand interconnectedness of issues on a global scale. Riikka
Paloniemi and Vilja Varho (2005) describe this as providing a means to help understand
environmental issues as ecological, cultural, and political issues as well. Students need
knowledge on how cultural and political aspects influence problem solving, and how to
work with these two aspects when searching affective solutions (Paloniemi and Varho
2005, 106), (Finnish Board of Education also mentions this point (Opetushallitus 2003, 17),
Opetushallitus et al. 2003, 19). Searching solutions and acting for environment was also
frequently mentioned in referred material (Paloniemi and Varho 2005) (Toledo et al. 2014,
28, 29) (Opetushallitus 2003, 20) (Opetushallitus et al. 2003, 19).

Learning goals for target audience
Learning goals are age related. According to Opetushallitus, Opetusalan Ammattijärjestö
OAJ, OKKA säätiö and Hyvinkään-Riihimäen aikuiskoulutuskeskus (2003) while attending
compulsory school, a pupil should develop a motivation and readiness that helps them
to make a positive impact towards the well being of humans and nature through various
undefined themes. Each vocational degree should emphasise sustainable development and
develop a commitment in students for a sustainable lifestyle. Subject, -and field specific
education, should appropriately integrate sustainable development within each individual
subject. (Opetushallitus et al. 2003, 16.) The target audience for WWF’s visitation tour in
schools were students in the fifth to ninth grades. Jeronen and Kaikkonen (2001) listed a few
learning goals for young students and adults. These goals are as follows: they should gain
more knowledge, awareness, and responsibility; as well as develop a capacity for positive
action. (Jeronen and Kaikkonen 2001, referred by Cantell and Koskinen 2004, 64.)

Importance of hope
WWF’s aims for environmental education were a subject of discussion in the development
of the thesis comics. These aims were to help show that hope always exists, and that there
are measures everyone can take to help make our future a better one. The importance of
giving hope has been recogniced in the following literature as well. Steward J. Hudson (2001)
recognised the need to deal with the possible despair resulting from learning about our
history with the environment. Even though we should not downplay the challenges regarding
environmental issues, the offering of hope should not be left out. This can be done through
educating individuals that they can, and do have, a responsibility in helping change things for
the better, and by recognising the accomplishments others have already achieved. (Hudson
2001, 287.) Jane S. Shaw (2003) warns against emphasising threats while neglecting
a scientific understanding of various issues; and not including examples of positive

30

achievements in educational content (Shaw 2003, 61, 62). “Hopelessness and resignation...
leads to apathy (Freire 1998)” (Wolff 2005, 39). Hannele Cantell and Sanna Koskinen (2004)
refer to two sources in favour of supporting people’s ability to make a difference. The 1977
UNESCO conference set goals for education that included the following: helping people to
examine their values and views considering the environment, motivation to act in favour of
environmental issues, helping people to acknowledge and solve environmental problems,
etc (UNESCO 1977, from Äänismaa 2002 translation, Cantell and Koskinen 2004, 60).
Hungerford and Volk (1990) emphasise that people need to believe that they can make a
difference and an understanding of what they can do to help. This kind of empowerment
seems to help support motivation. (Hungerford and Volk 1990, referred by Ibid., 62.)
Ideology, critical thinking, and action
“...all education is necessarily political and there is need for recognition of the difference
between educating students to be active citizens for a cause or without a cause, as a general
competence” (Fien 2000, referred by Kopnina 2014, 220). Fien’s argument might imply that,
like comics,content used for teaching purposes might contain elements of ideologies.
Helen Kopnina (2014) has examined three future scenarios in order to answer the question
of what kind of ideology or view should be adopted for environmental education. Kopnina’s
scenarios are:
The Limits to Growth (the great tragedy and demise),
Sustainable Development and Ecological Modernization (hope and innovation),
and Anthropocene park (tragedy of non-humans)(Kopnina 2014, 219, 220).

Kopnina argues that the probability of these scenarios coming true should affect the forms
of education (Ibid., 218). “Students cannot be expected to “think for themselves” if future
scenarios are not critically examined, and if the “catastrophe” is not identified, but masked
by a multitude of (largely anthropocentric) interpretations of what the problem is” (Ibid.,
225). According to Kopnina the third scenario would most likely come true (Ibid., 227). The
Anthropocene park scenario suggests a future where protection of nature is guided by its
objective value to humans (Ibid., 223). “...this third scenario calls for ethical considerations
in regards to nature”(Ibid., 223). Through her examination, Kopnina recognises a need for
“education for deep ecology” (Ibid., 224).

Regardless of a possible need for intentional ideological teaching, a majority of the referred
literature used for this thesis does not support this type of teaching. Students need to
develop understanding concerning the complexity of issues through critical thinking.
Educators should refrain themselves from promoting ideologies. Cantell and Koskinen point
out that students should acknowledge the existence of the variety of context bound values
and ethics (Cantell and Koskinen 2004, 73). Wolff favours value neutral teaching and argues
that we can not make people change according to our current idea of a sustainable future.
People should learn skills needed to help shape their future through involving themselves
with public issues. (Wolff 2005, 39.) Active learning opportunities can be offered students by
guiding them in how to become actors in the construction of their own desired future, while
the teacher’s role is to help support this through proffering suitable theoretical knowledge
(Ibid., 39); and show that there are alternatives to current lifestyles (Ibid., 43). Jurgen
Matthies (1992) believes students should reflect their own views regarding the environment,
and be taught how to identify potential risks to the environment as well (Matthies 1992, 42,
49). They should be able to critically analyse information received, understanding potential
connections towards politics, society, and limitations of available knowledge (Ibid., 50, 51).
Steward J. Hudson (2001) emphasises the role of science and reasoning when examining
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environmental issues, and ongoing changes. He suggests that without a means to understand
them, unsustainable political agendas might have too much influence on the process of
creating solutions. (Hudson 2001, 283.) Hudson is concerned of movements that aim to
spread distrust over the reliability of scientifically proven environmental problems such as
climate change. He suggests that the teaching science and scientific method should be part
of environmental education and notes that this requires special skills in communicating
science understandably to the public. (Ibid., 284.) Wolff believes that critical thinking skills
are needed for students in seeing and understand that educational mediums contain also
“hidden norms” (Wolff 2005, 41). She points out that people never reach “absolute truth
and perfection”, and as such we have to except this while trying to change things for the
better (Ibid., 43). Milbraith (1989) reminds us that empathy, understanding, and respect are
essential when creating future societies (Milbraith 1989, referred by Tani et al. 2007, 199)

Environmental education is shifting from an emphasis on ideology and activism to
one dealing with decision making and action developing skills (Toledo et al. 2014, 29).
“Responsible environmental behaviour is the ultimate goal of environmental education. It
aims toward the development of learners who are knowledgeable about environmental issues/
problems and are willing and able to make necessary actions” (Ibid., 27). Students need to
feel both an ownership of issues as well as feel that they can change things too (Hungerford
1996 referred by Toledo et al. 2014, 28). Koskinen has developed a model with an emphasis
on involvement and empowerment based on contextual learning. A teacher’s role is closely
akin to that of a facilitator while their students are active in the process of learning and
developing knowledge. (Cantell and Koskinen 2004, 65.) Contextual learning takes shape
when knowledge is acquired in context to that which it can be adapted (Väisänen 2000,
referred by Ibid., 71). Educational goals of Koskinen’s model include an awareness of people’s
values and of their connectedness to environmental issues as well (Ibid., 65). In contrast to
authors who value learning through activities, Shaw sees overemphasising taking action as
harmful to environmental education. She prefers debates on issues backed with scientific
data. (Shaw 2003, 66.)
Approved education methods
Qualities of methods with a potential to teach needed skills are, according to UNESCO,
learner driven, interactive, knowledge exchanging, participatory, and problem-based learning
(UNESCO 2014a, 31). Marc J. Stern, Robert B. Bowell, and Dwan Hill (2014) have surveyed
various studies on what kind of methods work in environmental education, and what kind
of outcomes have been focused in the studies. Methods which allow students to explore and
create knowledge and skills outside traditional classroom settings, with projects based on
actual problems, are considered to work best. (Stern et al. 2014, 583 Table 1, 600.) It was
mentioned that allowing a possibility for social interaction among students was seen as
a success factor (Ibid., 600). Traditional methods showed lower success in the examined
studies (Ibid., 589). The authors make note of the lack of empirical evidence in the studies
(Ibid., 592), but conclude that environmental education does work to help deliver the desired
outcomes (Ibid., 602). Wolff notes that empirical studies have not been able to clearly
determine what causes a person to become environmentally responsible (Wolff 2005, 38).
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2.2.3 Roles for comics
Possible uses for the thesis comics in environmental education were mapped prior to
beginning the co-creation phase of the project. The listing of possible results and existing
knowledge prior to beginning collaborative projects was recommended by Froukje Sleeswijk
Visser, Pieter Jan Stappers, Remko Van Der Lught, and Elizabeth B.-N. Sanders (2005, 125).
Chapter 2.1 already demonstrated variety of uses for comics. Opportunities for using comics
were also found through environmental education literature.

Energy and culture
Hanna Nordström (2005) suggests a cultural perspective for enabling a holistic approach to
environmental education because environmental features also affect the features of cultures
(Garcia and Pugh (1992), Smith and Williams (1999) referred by Nordström 2005, 16), and
because activities of cultures effect the environment as well (Saul 2000, referred by Ibid.,
17). Our understanding of the world and our actions in it are affected through our culture
(Lai and Stimpson (1997), and Reiss (2001) referred by Ibid.,18). Tani et al. suggest that
environment should be examined from a learner’s perspective. For example, how they use the
environment, how they are connected to it, and how they use it as a social arena. (Tani et al.
2007, 199.) Environmental issues become more relevant for students when these problems
can be explored in local settings (Toledo et al. 2014, 47). A cultural perspective was seen as a
possible angle for the thesis comics. Different needs for energy that derive from our culture
were seen as possible topics for thesis comic stories.
Providing distance
Another possible direction for developing the thesis comics was distancing them from reality
to some extent. Drama can provide a safe imaginative setting for discussing serious issues
(Nordström 2004, 120, 121). Drama can also be used in helping create empathy (Tarlington
and Verriour 1991, referred by Ibid., 121). Students might find it easier to empathise with
an imaginary character, and to imagine what might be the reasoning behind that character’s
actions as well. Creating an imaginative setting can also help inspire students to think about
given themes from a new perspective. For example, Koikkalainen (2014) suggests that
students could ponder the question, “How would Adolf Hitler save nature?”
Problem solving
Finnish board of education recommends that students participate in problem solving
exercises, that they practice analysing environmental issues, and that different attitudes and
values are discussed in classes so that students learn how to argue in favour of their own
views (Opetushallitus et al. 2003, 19, 21). As suggested in chapter 2.1, comics could open
up a topic for discussion. The comics could demonstrate one or more sides to a theme, thus
providing an opportunity for students to share their thoughts concerning a presented point
or topic.

Toledo et al. see benefits in using issue-resolution as a teaching method. Students can
propose actions for solving environmental issues as well as consider different point of views
(Toledo et al. 2014, 26). Students could be presented a problem in the form of a comic.
A comic can use visual and textual information to help communicate various sides of a
problem, or purposefully leave something out. Students could be asked to propose actions
from their own perspective, as suggested by Clover (2002). Students should reflect their part
as actors in a society that can collaborate in creating change. (Clover 2002, referred by Wolff
2005, 38.)
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Reflection tool
Advantages for tasking the students with creating their own comics were found among
environmental education literature. Comics can also be used as a tool for reflection. Riikka
Paloniemi and Sanna Koskinen (2005) mention the use of reflection, or self evaluation, in the
context of a participatory project. Self evaluation gives students an opportunity to examine
themselves and the project process. (Paloniemi and Koskinen 2005, 24.) Tools are needed
in helping to support reflection (Moilanen 1999, referred by Ibid., 24), and comics could
potentially help provide one such tool. Art can provide a tool for processing and expressing
experiences (Mantere 1995, referred by Nordtröm 2004, 121).
Even though some possibilities for the use of the thesis comics were already found through
literature researched, an attempt was made to avoid calling too much attention to these
findings during the collaborative phase of the thesis project in order to help keep the project
as co-creative as possible.
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2.3 Co-creation
2.3.1 Creating together
Tuuli Mattelmäki and Froukje Sleeswijk Visser (2011) have investigated the terms cocreation and co-design since there seems to be no consensus on how these two terms are
used (Mattelmäki and Sleeswijk Visser 2011, 1). This thesis uses the term co-creation
because this term was intuitively seen as the more natural choice, and the feeling of the
comics creation process was that of creating together rather than designing together.
However, the results of Mattelmäki and Sleeswijk Visser imply that co-design could have
actually been a more appropriate term. When the authors of the referred material have
used terms other than co-creation, such as participatory design, the original term has been
preserved. Actual terminology related to co-creation was not regarded to be as important
as the understanding the practicalities of involving people to create and develop the thesis
comics. The author suspects that the differences in the meaning of the terms co-creation and
co-design, and the author’s preference to use the term co-creation in this thesis, might have
been, in part, the reason for not using co-design projects as benchmarks in developing the
co-creation process. This topic will be further discussed in chapter 4.4.5.

Co-creation and co-design
Mattelmäki and Sleeswijk Visser examined the kind of terminology various authors have
used in different contexts. According to them, the term co-design can refer to emphasising
user involvement in a design process, methods and tools through which users are involved
for gathering data for the designers, collaboration of users and designers, and including users
and other stakeholders into a design process. (Mattelmäki and Sleeswijk Visser 2011, 5.) The
term co-creation appears to be more open-ended. According to Mattelmäki and Sleeswijk
Visser, co-creation within a co-design context can refer to “creative, mood/mindset and
methods”, and it “is about exchange of ideas, experiences, expertise” (Ibid., 6). The use of the
term co-creation in this thesis resembles Liz Sanders’s (2008) application of the term which
is also mentioned in the review by Mattelmäki and Sleeswijk Visser. Co-creation could refer
to “any act of collective creativity, i.e., creativity that is shared by two or more people” (Sanders
and Stappers 2008, 2) and “a collective creativity as a mindset for collaborative activities
(Sanders)” (Mattelmäki and Sleeswijk Visser 2011, 7).
Nature of co-creation process
According to Elizabeth B.-N. Sanders and Pieter Jan Stappers (2008), co-design process
starts with user involvement in the early phases of a design process in which their role is
to inform, ideate, and develop. The outcome of the design process is majorly affected by
this involvement, in contrast to involving users only to comment on an object designed
by an expert designer. When approaching an end of a design process, product ideas have
evolved from concepts to prototypes that are then adjusted based on feedback. (Sanders and
Stappers 2008, 1-3.) Toni Robertson and Jesper Simonsen (2013) mention the following “two
fundamental aspects of Participatory Design”. One, no knowledge of professional language
should be acquired for contributing to the process. Two, everyone involved should be open to
learning from each other during the process (Robertson and Simonsen 2013, 2, 3).
“...Participatory Design is not defined by formulas, rules and strict definitions but by a
commitment to core principles of participation in design” (Ibid., 3). Tone Bratteteig, Keld
Bødker, Yvonne Dittrich, Preben Holst Mogensen, and Jesper Simonsen (2013) support the
importance of the aspect mutual learning. They argue that in a participatory design process
the users and designers need to trust each other in working towards their goal. Trust can be
build by committing to mutual learning. (Bratteteig et al. 2013, 132.) “...all participants need
to know enough about the whole area in order to recognise and respect each other’s expertise”
(Ibid., 132). Participants’ are experts of their own individual experiences and their different
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experiences should all be appreciated (Sleeswijk Visser et al. 2005, 132).

Involvement
For creating the thesis comics, involvement of both users and target audience was
recognised. Designers should learn how users go about their work (Robertson and Simonsen
2013, 7). This is why the ambassadors need to take part in creating the thesis comics.
Hudson sees a need for designing environmental education for diverse audiences because
societies become more diverse. For creating suitable education programs, he recommends
involving the target audience in the developing process. (Hudson 2007, 285.) The author saw
that Hudson’s recommendation could be applied in the creation of educational materials.
Referred authors present multiple reasons for involving users, which include direct gains for
end product and moral reasons as well. One objective for involving users is in the betterment
of product quality (Robertson and Simonsen 2013, 6). Designed objects effect “ways of being”
(Winograd and Floreś (1986) referred by Ibid., 5). This implies to both responsibility and
necessity for user participation (Ibid., 5). Tapping into people’s diverse experiences helps
provide diverse options for problem solving (Tani et al. 2007, 199). Involving users can
“expand the space for design ideas” because their experiences are different from those of
designers (cf. e.g. Robinson 1993 and Grudin 1994 referred by Bratteteig et al. 2013, 127).
Bratteteig et al. believe that designers’ knowledge of the technicalities of their field does
not give them necessarily give then an understanding of the different practices in using the
designs of their field (Ibid., 132). “Rather than first making and then fixing, it is most efficient
to involve the end-users in the initial design and planning” (Slocum 2003, 10).

There seems to be a certain amount of user involvement needed to justify calling a process
co-creation. Sanders and Stappers clarify a difference between an expert designer- and a
co-creation approach. While an expert designer may ask users’ opinions only for developing
concepts further, co-creation involves users to a greater extent in creating ideas and
developing concepts. (Sanders and Stappers 2008, 1.) Robertson and Simonsen use the term
“genuine participation” to describe a process in which participants are given opportunities
to practice design instead of only informing those who design (Robertson and Simonsen
2013, 5). Bratteteig et al. believe that involvement of users means giving them power and
means to influence and make decisions about the design outcome. Users should use their
experience to influence the created product itself and how they would use it. (Bratteteig et al.
2013, 129.) As will be discussed later in chapter 4.4.6, the author was often concerned about
whether the thesis project was “co-creative” enough. Borum and Enderund’s (1981) insights
on exerting power over a system design process was estimated to be helpful in analysing the
use of power during the thesis project: “agenda control: what is discussed and who decides
the themes; participants: who is invited in; scope: which solutions are possible – and hence,
which problems are defined (and judged relevant) and therefore addressed; resources: time and
people available” (Borum and Enderud 1981, referred by Ibid., 130).

36

2.3.2 Roles
The planning of the co-creation process for this thesis concentrated on understanding the
roles different stakeholders could have within the process, and finding suitable ways to
involve them in creating and developing the thesis comics. A design process can include
different groups of users (Bjerknes and Bratteteig 1995 referred by Bratteteig et al. 2013,
128). The thesis project included members of WWF’s staff and WWF’s Youth team and
ambassadors, as well as local teachers and students.

Participant selection
Vicki L. Wilde and Arja Vainio-Mattila (1995) give suggestions for helping find participants.
Their suggestions were not meant specifically for finding participants to be involved in a
co-creation process. However, the author found their insights valuable for the co-creation
element of the thesis project. The aspects that should be considered when identifying
possible participants include: responsibilities, priorities, motivation for participating, and
wants and needs. (Wilde and Vainio-Mattila 1995.) International HIV/AIDS Alliance (2003)
recommends considering the amount of participants and combinations of people as well
(Int. HIV/AIDS Alliance 2003, 10). Sleeswijk Visser et al. prefer four to six participants per
session. According to them, this amount of participants enables the focusing on participants
individually, as well as dividing them into smaller discussion groups within the group.
(Sleeswijk Visser et al. 2005, 125.) The forming of smaller groups may help with breaking
up power dynamics (Seeds for change, 16). Slocum points out that choosing the workshop
participants in order to represent a larger group is difficult and the selection is always biased
to some extent (Slocum 2003, 19).

Considering role of participants
According to Sanders and Stappers, participants provide expertise of their own experiences
to a design process (Sanders and Stappers 2008, 8). Kirsikka Vaajakallio and Tuuli
Mattelmäki (2014) point out that participants can have changing roles throughout various
phases of a project (Vaajakallio and Mattelmäki 2014, 74). The participants should be well
informed in order to help them be as creative as possible, and they should be aware of the
purpose and meaning of activities they take part in as well (Vidal 2004, 387). Participants
should also be in agreement with the objectives of the activities (Int. HIV/AIDS Alliance
2003, 9). Workshops should be both beneficial and meaningful for participants. (Wilde
and Vainio-Mattila 1995.) Sanders and Stappers have noticed that roles of users and length
of their involvement within a process depends on their creativity. Sanders and Stappers
recognise that there are different levels of creativity from executing a given task to creating
something new. (Sanders and Stappers 2008, 8, 9.) Facilitators of creative processes should
acknowledge different levels of creativity and facilitate accordingly so that everyone can
contribute regardless of their way of being creative (Ibid., 11). René Victor Valqui Vidal
(2004) points out that participants may also have different readiness to take on tasks,
resulting in activity for some and passivity for others, and that this should also be considered
when planning creative activities (Vidal 2004, 404). The participants and other attendants
can be compensated for the effort and time they have given to a workshop (Slocum 2003, 14).
Other considerations when involving participants include: how many, (INMARK; EMF 2010,
6), deciding selection criteria (Vidal 2004, 392), gender balance ( INMARK, EMF 2010, 16),
and including external experts (INMARK, EMF 2010, 6).
Roles for a designer
Concerning the roles for designers in a co-creative process, the planning of this kind of
process and creation of methods for participant involvement were both emphasised in the
referred literature. Eva Brandt, Thomas Binder and Elizabeth B.-N. Sanders (2013) believe
that knowledge of a design process is needed for selecting and providing a suitable means for
involving users; according to situations, participants, and project phase (Brandt et al. 2013,
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175). Sanders and Stappers describe a designer’s role in a co-creation process to include
using their design experience, along with generating tools and methods for participation
(Sanders and Stapper 2008, 12). According to Robertson and Simonsen, participatory design
is about designing a process which makes the involvement of users possible, and designing
the outcome with these users through the shared process as well (Robertson and Simonsen
2013, 8, 9). This process comprises cycles of making and evaluating together (Ibid., 9). Even
though the development of co-design or co-creation methods are considered to be one of a
designer’s roles, the creation of new methods was not focused on in this thesis. As Robertson
and Simonsen point out, various practices for participatory design have been developed, as
well as uses for them (Robertson and Simonsen 2013, 2). Adjusted methods have been used
for the thesis project. The author aimed to become a facilitator of creativity and as such give
more control to the participants as advised by Sanders and Stappers (Sanders and Stappers
2008, 5, 6).

Facilitation
Sleeswijk Visser et al. recommend forming separate roles for two facilitators (Sleeswijk
Visser et al. 2005, 131). Having more than one facilitator brings more facilitation styles,
skills, adaptability, and variety of ideas into workshops, and facilitators can support and give
feedback to each other as well (Seeds for change, 2, 9). Together they should have knowledge
of and experience with the workshop subject (Int. HIV/AIDS Alliance 2003, 12, 13) (Slocum
2003, 23).
Workshops and a co-creation process are both social events in which Vidal recognises two
social processes guided by a facilitator. One of these processes deals with problem solving
(task), and the other deals with relationships between participants during a co-creation
process (trust and identity). (Vidal 2004, 386, 393. )A facilitator’s task is to create these
processes, and see that these two processes support each other (Ibid., 393). As stated in
chapter 2.3.2, participants are experts of their own experiences, and facilitators should
ensure that the participants know their expertise is appreciated. They need to feel that their
contributions are meaningful, and that results are achieved because of their efforts. (Seeds
for change, 16.) The outcomes of the workshops should be created by the participants.
Wilde and Vainio-Mattila (1995) warn against controlling or manipulating participants’
analyses and outcomes. Stating answers to the issues that participants were supposed to
work on, either before or after workshop, is not fruitful. (Wilde and Vainio-Mattila 1995.)
Setting an atmosphere where participants feel respected results in better discussions (Wilde
and Vainio-Mattila 1995). Facilitators should discuss with the participants about what the
participants’ hopes and expectations are regarding a given workshop (Seeds for change,
17). Facilitators can affect the atmosphere by their own actions during the workshop. These
include use of body-language, expressions (Wilde and Vainio-Mattila 1995), way of speaking
(Int. HIV/AIDS Alliance 2003, 9), and confidence shown through these actions (Seeds for
change, 9).
Interacting
Facilitation requires interaction skills that could help make participation easier, and for
understanding participants. Facilitators listen to what participants’ communicate, and then
use summarising and paraphrasing to show that they have made an effort to try and actively
listen to them (Wilde and Vainio-Mattila 1995) (Seeds for change 10). Attention needs to
be paid both to the content and a emotion of discussions (Int. HIV/AIDS Alliance 2003,8).
Summarising and paraphrasing are also a means for the facilitator to keep everyone on track
on what has been accomplished thus far (Wilde and Vainio-Mattila 1995). A facilitator’s
summation should remain open, allowing participants to have an opportunity for making
corrections if needed (Seeds for change, 11). Facilitators can use questions to help activate
participants, to help with focusing (Wilde and Vainio-Mattila 1995), and to help balance
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participation (Vidal 2004, 393). Seeds for change suggests using open and broad questions
to begin with, then continuing with more detailed ones later. Participants should be given
room in help guiding discussion. Questions can be linked to a participant’s own experiences
regarding a given subject so that they may be able to use them in answering questions.
(Seeds for change, 12.)

Facilitators should be flexible (INMARK EMF 2010, 13) (Slocum 2003, 23) and adapt to
participants’ needs (Wilde and Vainio-Mattila 1995). Adapting to a given situation might be
necessary when, for example, chosen methods do not work for participants, or their energy
levels start getting too low (Seeds for change 17). When participants feel comfortable they
tend to participate with more ease (Vidal 2004, 396). Regardless of unexpected changes
within a workshop, facilitators should still pay attention to time spend on various activities
(INMARK EMF 2010, 14), (Int. HIV/AIDS Alliance 2003, 7) and keep the entire process within
the planned time frame (Vidal 2004, 393).
After a workshop
A report containing all notes about the workshop, a description of the workshop itself
(INMARK, EMF 2010, 13), the background and purpose of the workshop, as well as its
outcomes, facilitators’ evaluations of group works, and the whole process, and learning
outcomes (Vidal 2004, 396, 397) should be sent to all those involved with the process
(organisation, participants) (Ibid., 388). The report helps organisations in developing future
activities (Ibid., 388). Content of report and a person responsible for taking notes during a
workshop should be worked out in advance (Int. HIV/AIDS Alliance 2003, 16). “One approach
we found very effective is to communicate the findings by presenting a compilation of carefully
selected raw data... and clues towards interpretations”(Sleeswijk Visser et al. 2005, 135).
2.3.3 Workshop
Workshops were initially considered a major part of co-creative activities during the thesis
project and therefore understanding workshops, and how to make them successful, was
considered important. The thesis project is already be referred to in this chapter, but will be
described in greater detail in chapter 3.

Workshop goals
One of the co-creation goals of the thesis project was to make the visitation tour’s theme
of energy efficiency as approachable, relevant, and interesting for the target audience as
possible. Regarding workshops, Slocum recommends considering “the degree of controversy
surrounding the topic and the degree to which it is present in the public consciousness” (Slocum
2003, 18). “It is difficult to build enthusiasm for topics in which no one has any interest or
that are not presenting some kind of social, environmental or political dilemma within the
society” (Ibid., 18). During the thesis process there was public interest in energy issues.
There was an Energiaremontti campaign focusing on changing the Finnish energy system
through promoting the use of more renewable energy sources (http://energiaremontti2015.
fi accessed 8.6.2015). Also taking place was Suuri energiaväittely, a debate concerning the
production of energy in Finland (https://www.facebook.com/events/1403990873240297/
accessed 8.6.2015) put together by environmental organisations for the purpose of hearing
about the level of commitment from various Finnish parties regarding a possible shift
towards renewable energy. Energy efficiency is both a contemporary and political topic that
concerns everyone, but the author assumed that the targeted age group for the visitation tour
would not be following energy issues. However, it was assumed that they had at least been
made aware of the use of renewable energy and saving energy through their schools.
Another goal was to enable a process that would serve the creation and development of the
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thesis comics. While setting clear goals for creative projects was recommended, these goals
should allow for flexibility as well. “A basic principle is that the setting and solving of the
problem are intertwined and cannot be separated - or put into different phases” (Schön 1983
referred by Ibid., 131). Established goals provide guidance during a research project and help
when sharing results (Sleeswijk Visser et al. 2005, 124). Sleeswijk Visser et al. recommend
mapping what researchers think and understand concerning a given subject before further
exploration through workshops. This documentation helps prevent mixing researcher’s data
and views from those of the users, and also helps with analysing new data as well. (Ibid.,
125.) Slocum suggests mapping what has already been decided and which areas participants
can influence in order to help estimate the extent of, and how the participants would be able
to contribute (Slocum 2003, 14).
Planning of workshop structure
A workshop should have logical structure (Int. HIV/AIDS Alliance 2003, 16) that participants
feel comfortable following. Two examples were found that could be used for planning
shorter workshops. They were Frontal and interactive workshop described by INMARK,
EMF (2010) and Vidal’s description of Vision Conference (Vidal 2004, 385). The frontal and
interactive workshop consists of a frontal part for introducing a focus for a workshop, and
examining how things are presently, and how they could be. The interactive part can consist
of, for example, creating proposals, networking among participants, and system innovation
(INMARK, EMF 2010, 7.) The Vision Conference workshop contains two phases as well, the
divergent phase for creating ideas and the convergent phase for working with selected ideas
from the first phase (Vidal 2004, 388). Generative techniques can be applied in workshop
phases in the form of two or three activities through which the participants gradually explore
and express deeper knowledge and feelings about their experiences as users (Sleeswijk
Visser et al. 2005, 122, 128). Madonik prefers flexible workshop plans because insisting on a
strict schedule could interrupt ongoing creative processes (Madonik 2001, 117).
The International HIV/AIDS Alliance suggests using the following elements within workshop
structures: welcoming everyone, introductions, information regarding various practicalities,
discussing expectations, participants working in groups, using summaries, planning the
next steps, gathering feedback about the workshop, closing the workshop, discussing how
to improve the workshop and its facilitation, and arranging a meeting for facilitators after a
workshop (Int. HIV/AIDS Alliance 2003, 14.) Documenting a workshop plan allows for a later
comparison of the events themselves that occurred during the workshop. Various referred
authors recommend evaluating the workshop (INMARK,EMF 2010, 18) (Vidal 2004, 386).
The evaluation can also be done with the participants (Int. HIV/AIDS Alliance 2003, 14),
Seeds for change 19).
Workshop practicalities
Other practical elements concerning the organising of a workshop were also included in
this chapter because of the impact some of these elements had on the thesis workshops.
Even a detail such as which time during the day a workshop is held can effect who could
attend the workshop, how much energy participants have, and how long the workshop
could last. Locations for the thesis workshops were found in the kitchen and meeting
rooms of WWF’s office. These spaces were free to use and needed materials, such as flip
boards and pens, were readily available. Even with these spaces, there were still elements
to consider. According to Madonik (2001), arranging the physical environment is also a
way of communicating, and these arrangements can affect the mood of the people who
operate within these spaces (Madonik 2001, 99). Madonik (2001) approaches this topic
from the perspective of creating a suitable environment for mediation, but also provides a
comprehensive look at how to prepare spaces where people work together. For example, the
location selected can send messages affecting participants’ comfort level (Ibid., 104), and
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the comfort of participants can also be affected by lighting, a feeling of spaciousness, and
temperature (Ibid., 107). Neutrality and equality can be communicated by the arrangement
of tables, as well as seating and sitting arrangements for participants and facilitators (Ibid.,
109, 110).

A workshop invitation can be used to help communicate the role of participants (Vidal 2004,
388) and the planned workshop process (INMARK, EMF 2010, 16). More participants should
be invited than would be required for the workshop (Slocum 2003, 20). The workshop
budget should include refreshments (Ibid., 14). Eating together gives an opportunity for
participants to socialise and create networks, as well as helping participants to enjoy the
workshop experience (INMARK, EMF 2010, 18). Madonik recommends serving coffee
because this gesture is a welcoming one, and appeals to many senses as well. Serving coffee
brings participants together around a serving table, (Madonik 2001, 106.) and may even
serve as an ice breaker (Ibid., 114).

The beginning of a workshop could include an activity during which participants get to
know each other and could help them feel at ease with one another (Sleeswijk Visser et al.
2005, 131). The author has experienced though that opening ice breakers may not work for
everyone. This activity could be in the form of a game that helps in making the participants
relaxed, energised, and ready to work together (Int. HIV/AIDS Alliance 2003, 5). The activity
can also be used for demonstrating a subject related to the workshop (Int. HIV/AIDS Alliance
2003, 5). Seeds for change recommends checking the participants’ expectations for the
workshop. This will help in determining how, and to what extent, the workshop needs to be
adjusted. (Seeds for change, 17.) After the first thesis workshop, checking expectations was
done, in part, for introduction and ice breaking purposes.
2.3.4 Methods
Finding methods that would both help to produce needed data, and allow enough freedom
for participants to express themselves, was one of the challenges during the thesis project.
The literature regarding this issue implies that there is a need for using different kinds of
methods for collaborative purposes, and offers examples which the author adjusted for the
thesis workshops. Seeds for change recommends including a selection of different methods
for taking into account various learning styles. Learning styles affect how people absorb
information and how they prefer to communicate information as well. (Seeds for change, 3.)
The participants may prefer to observe and take notes, listen and discuss, or learn by doing
(Ibid., 3). Planners tend to favour the kinds of methods suited to their own learning style,
which can be avoided through the selecting of different methods (Ibid., 5.)

Workshop activities should give enough guidance and freedom to the participants so
that they could all take part in the producing of ideas, as well as gradually have more
responsibility and control over the outcomes themselves (Vidal 2004, 386, 387). Insufficient
planning lessens possibilities for reaching successful outcomes, but too much planning
might limit the participants creativity (Ibid., 395). Participants should see how the thread
of activities help in producing outcomes to help avoid confusion (Ibid., 388). The reasoning
behind each workshop activity should be explained beforehand (Seeds for change, 17). “The
primary purpose is to create a room and opportunities for the participants to be creative...”
(Vidal 2004, 387). Leaving room for interpreting rules, and provided props, help activate
participants; and helps make their contribution a more meaningful one for them (Brandt
2006, referred by Vaajakallio and Mattelmäki 2014, 67). Observations of the workshop
process can be documented and used for evaluating the validity of activities used (Vidal
2004, 388).
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Goal of using methods
Participatory methods are created to help answer communicative challenges (Bratteteig et al.
2013, 131), and to help provide participants a means to communicate in their own way (Ibid.,
134). Sleeswijk Visser et al. describe users’ stories as containers of information concerning
their needs and dreams (Sleeswijk Visser et al. 2005, 129). With the help provided through
generative techniques, users make artefacts and share their thoughts about them (Ibid.,
122). These activities are followed by a group discussion, after which these activities can be
repeated using a different technique (Ibid., 131). According to Floyd, Reisin, and Schmidt
(1989), requirements for the outcomes of participatory design process are generated
gradually throughout the process itself rather than establishing these requirements
beforehand. The participatory process consists of “anticipative, constructive and evaluative
steps”. (Floyd, Reisin, and Schmidt 1989 referred by Bratteteig et al. 2013, 122.)
Vaajakallio and Mattelmäki refer to design workshop tools as design games. They are used
in order to give opportunity for the participants to share their knowledge and visions
(Vaajakallio and Mattelmäki 2014, 63, 64). Similar to regular games, design games may have
an element as well that could help motivate participants in continuing to work with them
(Ibid., 68). Design games combine aspects of gaming with design objectives and practice
(Vaajakallio 2012 quoted by Ibid., 64).

Probes, toolkits and prototypes
For choosing the most suitable activities that can be used during a collaborative design
process, Brandt et al. suggest considering possible goals for participatory action, and how
they could be achieved (Brandt et al. 2013, 148), as well as considering the kinds of outcomes
the intended tools and techniques could generate (Ibid., 146). Brandt et al. mention three
forms of creating that are used in participatory design. They are “probes, generative tools”
and “participatory prototyping” (Ibid., 155.) Sanders and Stapper refer to these as “probes,
toolkits and prototypes” (Sanders and Stapper 2014, 9). These three tools have also been
overlapping to some extent (Ibid., 8).

Probes were not used during the thesis project, but description of them was included here
for comparison with other methods. “Probes refer to a design-led approach that invites people
to reflect on and express their experiences, feelings and attitudes in forms and formats that
provide inspiration for designers” (Gaver et al. 1999 referred by Brandt et al. 2013, 155). A
designer prepares and sends probes to participants (Sanders and Stappers 2014, 9). These
probes are used for gathering inspirational data for the designer (Brandt et al. 2013, 158).
Probes can have various forms with varying amount of instructions on how to use them
(Sanders and Stappers 2014, 9). Probes can be, for example, postcards, diaries, and instant
cameras (Gaver et al. 1999 referred by Brandt et al. 2013, 158). Sleeswijk Visser et al.
mention a pre-workshop technique that resembles tools used as probes, but have a different
goal. Instead of being used for gathering data, “sensitizing tools” are sent to participants to be
used for self-reflection. The information gathered from sensitising tools is meant to be used
by the participants during the course of a workshop. (Sleeswijk Visser et al. 2005, 126.)

While design probes are used privately by participants for the purpose of inspiring a
designer, generative toolkits are used by multiple participants in arranged collaborative
situations to help enable the sharing, creating, and expressing of ideas (Sanders and Stappers
2014, 7, 9). Toolkits can contain different kinds of components (Ibid., 9). Users can be given
sets of 2D and 3D objects for expressing their ideas visually (Brandt et al. 2013, 159). “A good
set of generative tools provides a limited set of components that, when used in combination, has
the potential for an infinite variety of expressions about the future ways of living” (Ibid., 159).
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The purpose of participatory tools and techniques is to both create discussions as well as
produce a tangible outcomes during a workshop activities (Ibid., 149, 150). A facilitator
should make an effort to understand various meanings behind produced visual objects and
also help participants to use these objects in sharing their visions through asking questions
regarding the objects (Ibid., 8). Picture stimulation, brainstorming, and mind mapping, as
mentioned by Vidal, could also be seen as visual tools. With picture stimulation participants
examine a problem by using information provided through pictures (Vidal 2004, 401).
Brainstorming allows for free and spontaneous creating, combining of ideas, and developing
them without criticism (Ibid., 391, 399 ). Mind mapping can used with various symbols and
colours, for example, in taking notes or as a planning tool (Ibid., 402, 403). Participants can
also create collages or models of a product (Sleeswijk Visser et al. 2005, 131).

According to Sanders and Stappers, prototypes are unfinished or finalised forms of ideas that
can be shown to stakeholders. Prototypes work as discussion pieces and can also be used
for evaluating ideas. (Sanders and Stappers 2014, 9.) Sleeswijk Visser et al. mention use of
prototypes as a means for involving users in evaluating and reflecting on design concepts
(Sleeswijk Visser et al. 2005, 135). The created suggestions are evaluated by users (Bratteteig
et al. 2013, 133.) and can also evolve through user involvement (Redhead and Brereton 2008
referred by Brandt et al. 2013, 161-16). Users can test prototypes for discovering how these
prototypes work in an intended context (Bratteteig et al. 2013, 139). Prototypes were found
suitable for using in the process of developing the thesis comics. The building and testing
of prototypes is done near the end phase of a development process (Sanders and Stappers
2014, 6). While there were limitations to the amount of prototypes that could be created
within the thesis time frame, use of prototypes was considered valuable in refining the
comics.
2.3.5 Workshop data
According to Sleeswijk Visser et al., design research data works to “...explore the context,
uncover unexpected directions, and widen the view of the design team”. This data can be
gathered in written, video, or audio form. (Sleeswijk Visser et al. 2005, 124.) According
Slleswijk Visser et al. a majority of data is provided through users’ stories regarding the
artefacts the users themselves created. This kind of data is diverse and without structure.
(Sleeswijk Visser et al. 2005, 133.) According to Brandt et al., analysis of data can focus on
different kinds of outcomes along a given process. At first the focus could be on participants’
stories, then later shifted toward the physical objects created by these participants. (Brandt
et al. 2013, 176). Bratteteg et al. note that creating and developing ideas is about both
designing for practices as well as the analysing of practices. The objective is to find new
possibilities through this process. (Bratteteig et al. 2013, 134.)

Sleeswijk Visser et al. suggest a following structure for analysing and finding patterns from
generative research data. This structure is similar to Corbin and Strauss’ (1990) Grounded
Theory approach for analysis. (Sleeswijk Visser et al. 2005, 133.) After proper documentation
and analysis, information gained can be used to help forward the design process (Ibid., 134).
Phase 1: Fixate on the data
Discovered information should be documented soon after a workshop ends. Audio files
should be transcribed into a written format in order to help make the analysing of data
easier. This also helps with finding usable quotes.
Phase 2: Search and be surprised
Data is searched through for “interesting indicators”. Sleeswijk Visser et al. recommend using
all available workshop materials for this phase. Stories are gone over for the purpose of
finding the following elements: mentioned topics, as well as reasons for mentioning them,
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what has been said about these topics, and various “ideals” of the users. “All the impressions
and insights are written down.“
Phase 3: Find patterns and create an overall view
Use of visual means is recommended when seeking patterns from the data. “Determining
recurrent and/or striking themes about the experience creates an overview.” (Ibid., 133.)
Sleeswijk Visser et al. recommend that for generative research more time should be
spent on preparing the research rather than analysing its results. Analysis should at least
consist of going through user stories and identifying the most common themes mentioned
during the workshop (Ibid., 134.) Documented research data should be made accessible
for every member of a team so that all information could be understood, used, and shared
(Ibid., 134). “The information should encourage communication between all members of the
multidisciplinary team” (Ibid., 135).
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3 Project
This chapter follows through the different phases of the thesis project. Descriptions of
the phases mainly follow the order of events within the project. The project itself can be
compared to its initial plan introduced in chapter 1.3. Literature review worked as the
groundwork for the project. The groundwork also included forming an understanding of the
visitation tours, conducting interviews with experts in teaching comics, and a fellow student
regarding the subject of workshops. Constructing the literature review started before the
outlines of the project had been worked out, and continued throughout the thesis process.

Co-creation was used for creating and developing the thesis comics and helping in making
them more suitable for their intended users and target audience. Another reason in using cocreation was for the possibility of producing various ideas for themes, characters and stories.
The author expected this approach to help with creating original and interesting stories. Cocreation activities were planned to take place mainly through a Theme workshop, a Comics
workshop 1., and a Comics workshop 2.. The agendas of these workshops were to find
themes, narratives, characters, and a suitable form for the thesis comics. The author hoped
that a fresh view regarding energy efficiency could also be found during the workshops.
To help keep the process of creating comics stay in line with the nature of co-creation, the
author assumed a certain level of detachment from the thesis comics. Early versions of the
comics were based mainly on the results of Comics workshop 2.. These early versions were
further developed into prototypes which were then used for gathering feedback.

The initial plan was to gather feedback for prototypes from the participants of Comics
workshop 2. and WWF ambassadors exclusively. However, downsides to this plan were
later discovered after re-examining aspects of user involvement, and after doubts had been
expressed concerning the suitability of the thesis comics for their target audience. The
author suspected that participants of the Comics workshop 2. might have been biased in
liking or disliking the results because, unlike a fresh audience, they had taken part in creating
these comics themselves. As a result, the author then believed that a fresh audience had to be
involved in helping develop the comics.

3.1 Ground work
3.1.1 Aiming
Choices concerning the theme, target audience, and the visitation tour were all developed by
WWF while the author herself worked on the thesis project. To help make following of the
project easier, changes regarding its theme and target audience will be briefly gone over in
this chapter. The thesis project started before active planning of the visitation tour began.
Because of the different dead-lines for ending the thesis process and planning the visitation
tour, specific content for the visitation tour started taking shape during the latter phases of
the thesis project. Adjustments were made in the thesis project according to changes made
in plans for the visitation tour. In the beginning of the thesis project the visitation tour was
referred to as My City and its content had not yet been planned. It had been initially agreed
upon that the target audience would consist of junior high school and high school students.
The theme chosen for the visitation tour at the time of the workshops was energy efficiency.
After the Theme workshop the comics themselves received their own sub theme: ways of
making a difference. Kemppi started working on the planning of the visitation tour around
the time of the last two workshops. Towards the end of feedback phase, high school students
were no longer part of the target audience. In replacing the high school students, Kemppi
made the fifth and sixth grade a part of the target audience. When the final versions of the
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comics were developed and crafted, cities, as well as being an active citizen in a city, were
made part of the energy efficiency theme. The various possibilities young people have in
helping make a difference remained an important element of the visitation tour and the
thesis comics. The planning of the visitation tour continued after the thesis comics were
finished.

There were elements in the context provided by the visitation tour that were established
from the beginning. The comics had to find their place within a 45 minute classroom session.
Possible forms for the comics were, for example, short comics used within a presentation,
activities which comics could provide material for, and a booklet that could be handed to
students during the visitation tour. The choosing of form for the comics depended on what
they would be used for. Another idea was to possibly use comic within a planned 90 minute
classroom session which would have contained even more activities. Koskinen proposed
that one activity could be having the students create their own comics. The author gathered
information for helping create this activity, but was not able to finish developing it. There
were difficulties in dividing the time of the workshops to both address the thesis comics and
an activity for making comics. Additionally, the author believed that creation of this activity
required more involvement from the ambassadors than what the author was able to organise
herself. For these reasons, this thesis concentrated on creating material for the 45 minute
classroom sessions only.
3.1.2 Interviews with experts
Less interviews were done than were originally planned due to re-examining of priorities and
difficulties in reaching the interviewees. The author did not approach professionals working
with environmental education other than WWF’s staff and ambassadors. Interviewing other
environmental educators was not considered to be necessary because WWF’s ambassadors
were believed to have the most relevant experience and knowledge for helping create the
thesis comics. Due to contacting and scheduling difficulties, interviews with the ambassadors
could not be done before starting the workshop phase. Consequently, the importance of the
ambassadors’ involving themselves with Comics workshop 1. was greatly amplified. Lilli
Mäkelä was interviewed concerning the planning of workshop activities and how they would
be facilitated. Interviews with comic artists were at first rescheduled, then later canceled,
because of the difficulties in figuring out an appropriate time for these interviews during the
project, and what should be the agenda of the artist interviews as well. Those who taught
others how to make comics were interviewed instead.
Teaching comics and teaching with comics
Petri Koikkalainen (16.12.2014), Hannele Richert (16.12.2014), and Antti Hintsa
(19.01.2015) teach how to make comics through the Comics Center located in Helsinki,
Finland. Basically, they were interviewed to help form a comics creating activity for the 90
minute classroom session. The planning of this activity was never completed, the interview
results were useful in other ways. The author later comprehended that this data could
have helped in planning the ways used for co-creating the thesis comics. Only a part of
this interview data was used for Comics workshop 2.. This part included a character and
story creation exercise described by Hintsa. The exercise described consisted of selecting
three characteristics, forming a character from these characteristics, and generating a story
involving this character as well.

A majority of authors whose research concerning the use of comics in one form or another
that were presented in chapter 2.1 did not mention having any experience in creating comics,
unlike Koikkalainen, Richert, and Hintsa who had. The author hoped these interviewees
to provide yet another view considering the ways comics could be used in classrooms.
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They interviewees were asked to talk about teaching a subject by using comics, the tools
they use for teaching, and what methods they use. Richert and Koikkalainen were asked
if knowledge of comics was required for teaching them. They agreed that teaching comics
without having a deep knowledge of theory was possible. More important were the abilities
to “sell” the exercises to the students and keeping them motivated throughout the exercises
as well. Hintsa added that the activity for the visitation tour should be as self directing as
possible, requiring little guidance from ambassadors after they have explained it. According
to Hintsa, students might later discuss the content with friends, as well as better remember, a
workshop they had fun with.

Koikkalainen and Hintsa have activated students in discussing and thinking about given
topics while the students create their own stories and comics. Koikkalainen recommended
using many kinds of shorter exercises during a session in order to help students avoid
choosing similar and more obvious ways to approach a given topic. As another way to
avoid this, Koikkalainen suggested exploring a theme by adding a twist. As an example he
suggested that students could ponder the question, “How would Adolf Hitler save nature?”
According to Koikkalainen, this helps enable students to better explore the topic, even though
Hitler himself would not end up saving nature in their comics.
The interviewees estimated that 90 minutes would be a very short time for creating comics.
Hintsa’s workshops have lasted anywhere from 2 hours to 6 days. He suggested an activity
through which students would create two or three panel comics for the visitation tour.
Richert recommended using ready drawn panels for helping save time. Koikkalainen has
even used ready drawn stick figures and speech balloons to help save time, and to help
students who are unsure about their drawing skills. Hintsa has used booklets in which he
has drawn a start, middle part, or ending of a comic. These booklets could be circulated in a
classroom, and students can complete the stories themselves.

Interviewees described different kinds of outcomes for comics making activities. Richert’s
students have made booklets or posters together. Koikkalainen added that after comics have
been taught in one class, the whole school can benefit from it if an exhibition was organised
to present the students’ comics. According to Koikkalainen, the prospect of an exhibition
raises the value of a session and helps motivate students. Koikkalainen and Hintsa agreed
that finishing the comics might not be the most desired goal when comics are being used for
the purpose of exploring a topic. Of greater importance would be that students have thought
more about the topic during the activities. Hintsa suspects that students might have already
thought about topics introduced through workshops beforehand. Making comics may give
some an opportunity to process the topics further. Finally, Hintsa noted that there is always
someone who will not find a planned exercise interesting.

Peer counseling
Lilli Mäkelä (20.01.2015) was interviewed because of the author wanting to seek help
from a peer. Mäkelä was contacted because of her experience with planning and facilitating
workshops. The author also wanted advice from someone who freshly remembered the
kinds of struggles and challenges a beginner could face regarding co-creation. The author
was concerned about creating methods and tools for participants that would help enable
their participation in the co-creation process. Other concerns were the many requirements
needed for successful facilitating. Facilitators were described as seemingly superhuman in
the referred material. Mäkelä received an introduction to the thesis project and an estimation
on how the co-creation process would be handled through its three workshops. Mäkelä gave
advices regarding time management, creating activities for participants, and how to help
with getting the desired data from the workshops. Her advice was in line with the referred
literature.
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Mäkelä recommended taking time with the formulation of a workshop plan. She also
suggested that participants should be briefed about content of the planned workshop.
When the actual workshops were held, participants were briefed at the beginning of each
workshop rather than beforehand through email. This was done because it was assumed
that the participants would not read the brief that would have been included in invitation
sent. Mäkelä recommended planning different options for ice breakers and for ways the
participants could introduce themselves.

Mäkelä was concerned about the wideness of the energy efficiency theme and recommended
dividing it into three sub-themes so that the workshop would drag endlessly on because
of possible difficulties in exploring such a wide theme. Mäkelä’s advice could not be taken
advantage of this time because of the uncertainty regarding the content for the visitation
tour. The author did not believe she was authorised to make decisions concerning the theme
or content for the thesis comics, especially because the visitation tour was still in the early
stages of its development. However, Mäkelä was justified in her concerns regarding the
theme. It was discovered that the energy efficiency theme was too wide for exploring it
within the Theme workshop, which ended up lasting longer than originally intended.

When asked about creating workshop activities, Mäkelä shared about a clock task she had
used before, but in a different context. This task was later used during the Theme workshop.
Participants were provided with an illustration of a clock. They used icons and text for
communicating how they used energy during the day, and after this they used icons and text
again to show how they could possibly save energy during the day. For creating activities,
Mäkelä recommended evaluating the workshop tasks through their simplicity; if the task
is difficult to explain, it is difficult to understand. To help make instructions more clear for
the participants, Mäkelä suggested providing instructions in written form as well. Mäkelä
recommended using activities that encourage participants to write down their thoughts. This
would help in documenting and gathering data, especially when facilitating alone. Mäkelä
reminded the author that the activities should also inspire the participants to use their
imagination.

Concerning a designer’s role in co-creation as creator of tools and methods, Mäkelä advised
examining existing methods and tools. As will be discussed later in chapter 4.4.5, these
methods and tools were sought mainly from literature dealing with general co-creation and
workshops instead of using descriptions of co-design projects as a source for finding these
kind of methods and tools. Mäkelä pointed out that created workshop materials and plans are
often the result of a group effort and are based on workshop experience, which the author
felt she was lacking. Mäkelä advised that going through the outcomes of activities should not
take long, around 2 minutes per group. Time should be left for free discussion at the end of
the workshop to allow for an opportunity for questions and feedback.
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3.2 Workshops
3.2.1 Planning the workshops
To support the workshop phase of the project, the practical side of planning and organising
workshops and facilitating them was focused on when seeking references. This was a
decision made according to needs at that time. Literature on the subject was sought after
while planning the workshops. Preparing for the workshops also included interviewing
Mäkelä. Suggestions for workshop plans were shown to Koskinen and adjusted where
needed. Challenges with planning the workshops were in finding activities that would be
easy, enjoyable, and meaningful for participants, and that would helpful with producing
needed data. The workshops that were being planned for the thesis project could not be
more than two to three hours long. This placed quite a few restrictions on the planning of
the workshops concerning the choosing of methods used. In the second and third workshop
plans concerning timetables and activities became more flexible during the course of running
them. Each workshop helped generate data that would both forward the project and help
with planning the following workshop. For example, during the Theme workshop it was
observed that the Youth team’s energy level rose during times of discussion and therefore
it was deemed more efficient for the author to be the one to take notes of their discussions
rather than having them take notes themselves.
Koskinen joined the Theme workshop and Comics workshop 2. as a co-facilitator. Kemppi cofacilitated Comics workshop 1.. Catering and the inviting of participants were both organised
by Koskinen and Kemppi. The workshops were held in WWF’s kitchen and meeting rooms.
According to Madonik (2001, 104) participants can be affected by choices made concerning
location and space. The Youth team was already familiar with these two locations. The
ambassadors were less familiar with these two spaces. The author considered using other
spaces for the workshops, such as working spaces at Aalto University, but decided that
WWF’s office spaces would be better suited because they were easy to get to and less noisy
after office hours.

3.2.2 Participants
The author identified two key stakeholder groups that were believed to be beneficial
for the co-creation of the thesis comics. These two key stakeholder groups were WWF’s
ambassadors who would use the created comics in classrooms, as well as the target audience
who would eventually read them. Initial plan was to involve a class from a local school, but
the author assumed that it would be too challenging finding a suitable time for a workshop
from within a school’s busy schedule. The author was also doubtful of her capabilities
concerning the facilitating of a workshop at a junior high or high school.
Ambassadors
It was decided with Koskinen that the co-creation process would involve ambassadors
who resided not too far from the Helsinki metropolitan area. It was believed that these
ambassadors would be able to easily get to Comics workshop 1. which would last two hours
and be conducted after office hours. The original intention was to interview ambassadors
well before the Theme workshop took place, but this was not possible. The ambassadors’
experience with WWF’s visitation tours, including the use of previous materials from these
tours, was seen as a valuable asset in helping develop suitable comics for environmental
education. Kemppi also had experience in being a WWF ambassador, and it was possible
to rely on her knowledge when there was a need to better understand an ambassador’s
perspective. An objective for involving ambassadors was to help develop a suitable form,
content, and function for the comics.
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Target audience
Both advisors and literature used for this thesis highlighted the importance of understanding
the target audience. The thesis comics and their messages had to be made relevant to the
target audience. Mendehlsohn (1973) had the following to say regarding communicating to
a chosen target audience, “target your messages and set reasonable goals and objectives that
are not only achievable but demonstrate a sound knowledge of the current levels of awareness,
beliefs and behaviours of your target audience.” (Mendelsohn 1973 referred by Cornellissen
2004, 118, 119). Joep Cornellissen (2004) refers to two models on affective communicating,
elaboration likelihood model and framing. Both of these models suggest that an audience
response to messages is influenced by their beliefs concerning the messages and personal
involvement with a given issue as well. (Ibid., 120.) The author’s lack of understanding
concerning the target audience was acknowledged early in the thesis process. By involving
representatives of the target audience in the co-creation process the author hoped to learn
from the target audience, and about them too.
Even though both WWF and the author saw potential in using comics for reaching the target
audience, the junior high and high school students were also considered a demanding
age group to be approached by comics. This was not because they would be too old for
reading comics since there is no age limit for reading comics. The author believed that the
chosen target audience could be quick in noticing any patronising elements within a comic,
even if unintentionally present. It was believed that they would approach the content and
illustrations with a more critical attitude than, for example, that of an elementary school
student. Creating comics for this type of demanding audience was seen as an interesting
challenge. All elements of the thesis comics had to be carefully considered. The author hoped
that the target audience would not think of these comics as a mere lure into the energy
efficiency theme, but as medium that could provide a different option for communication
methods used during classes.

In the beginning of the thesis project WWF’s Nuorten tiimi, referred in this thesis as Youth
team, was introduced as a potential group for collaborating in the creation of the comics.
WWF’s website explains that the Youth team members are volunteers who take part in
projects which they can help with from ideation to implementation. The team members have
to be 17 to 25 year old and live in the Helsinki metropolitan area. Youth team meetings are
held once a month. (WWF web 3.) The team members were older than the target audience
eventually chosen. When high school students were still part of the planned target audience,
some team members were around the same age as some of those of in the target audience
at that time. The Youth team was easy to reach since Koskinen was their contact person
at WWF. The Youth team was involved in the co-creation process for this reason, and also
because the author believed that since they already met regularly, there was a possibility that
they would make a commitment to the process as well.
The author was concerned about a lack of diversity in the Youth team. As volunteers of WWF,
they were assumed to be more concerned about environmental issues than those their age
would normally be. Participants with different levels of interest in environmental topics
could have provided more variety of ideas. In retrospect, more courage should have been
used in finding and involving representatives of the target audience, but at the time a lack
of experience in facilitating workshops, and fear of working with teenagers, influenced the
author’s decision making in this area. Other existing groups of young people could have been
sought. To get more diversity into Comics workshop 2., the Youth team was encouraged to
bring friends of theirs with them.
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3.2.3 Facilitators
The author planned, facilitated, and documented the workshops. Koskinen supported by
reviewing workshop plans and co-facilitating the Theme workshop, and Comics workshop 2..
Kemppi took part in Comics Workshop 1. as a co-facilitator and participant. Using more than
one facilitator was recommended by Sleeswijk Visser et al. (2005, 131), Seeds for change (2,
9), and Int. HIV/AIDS Alliance (2003, 12, 13). Slocum (2003, 23) and Int. HIV/AIDS Alliance
(2003, 12, 13) suggested that the facilitators should have knowledge and experience about
the subject of a workshop. For this reason, the author did some research herself concerning
energy efficiency. The subject was investigated through internet searches in order to form
a general impression regarding energy efficiency. Motiva’s page (http://www.motiva.
fi/) was mostly used for this purpose. To help introduce the energy efficiency theme to its
participants, Kolle joined Comics workshop 1. as an expert concerning energy issues.
Even though it was recommended that participants take part in the evaluation of workshops
(Int. HIV/AIDS Alliance 2003, 14) (Seeds for change 19), the author was never able to
arrange this. There never seemed to be enough time for this. After discussing the results
with them, the participants started indicating that they would like to go home. The
workshops were scheduled to start in the late afternoon, which might have been one reason
for this. After each workshop, the author sent a workshop report containing notes and a
self-evaluation to Koskinen and Kemppi. The activities and results of each workshop were
discussed with either Koskinen, Kemppi, or both. The author also analysed the gathered data
from workshops herself. The analysis was partly done according to the recommendations
suggested by Sleeswijk Visser et al. (2005, 133). Workshop data was written down and
later organised and re-organised in a word-processing program. Colours were used when
combining and re-arranging data produced from different workshops. These analyses were
also sent to Kemppi and Koskinen.

3.2.4 Theme workshop
Goals of the Theme workshop were to find sub-themes under the energy efficiency theme.
The author hoped that by involving the target audience in this phase, sub-themes could be
connected to their interests and experiences. This was believed to help make sub-themes
relative and interesting from the perspective of the target audience. The author also hoped
that the workshop activities would help find sub-themes narrow enough to provide a starting
point for story ideation during Comics workshop 2.. Seven members of the Youth team took
part in this first workshop.
Workshop activities
The finding of sub-themes was approached through three activities. These activities were,
making a four panel long introduction comic, mapping energy use of the participants as
well as mapping how they could save energy, and brainstorming sub-themes. The first
activity was used for the purpose of getting to know the participants. It was also used as an
introduction to the world of comics and as a way of finding out possible responses the target
audience could have towards comics making activities. An activity of mapping the use of
energy during one day was intended to be used as an introduction to the energy efficiency
theme and to help the participants recall their own experiences regarding their use of energy.
The last activity was intended to help find sub-themes through two phases similar to Vidal’s
description of activities during Vision Conference (Vidal 2004, 385).
The introduction comic was adopted from Matt Boyce (2012). His exercise was re-drawn into
a shorter version. The original exercise had a longer introduction to the task of introducing
oneself, and allowed four minutes for drawing. In the workshop participants had five to six
minutes to introduce themselves through using four panels of a comic. It was discovered that
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six minutes was not long enough for them to form a comic, but all participants were able to at
least illustrate something in three of the four panels provided. They had difficulties deciding
on what to draw. In the end, Boyce’s longer introduction might have helped because he gave
very entertaining suggestions as to the kind of things people could share about themselves.
Participants were interested in each other’s comics. They enjoyed the activity too, and the
content of the panels worked well in supporting verbal introductions.
The second activity used Mäkelä’s clock task (mentioned in chapter 3.1.2) which was given
the name “Energy clock”. As previously mentioned, the participants were asked to first map
out how they used energy during within one day, and then add how they could save energy
within that day as well. Participants were not enthusiastic, at all, about this activity at first,
but became slightly more interested in it when going through all the results together. They
had problems deciding the kind of energy use they should describe. The activity produced
data regarding what immediately comes to young people’s minds when the subject of using
energy comes up, and what kind of activities did not work well with the Youth team. Later,
the data regarding energy use was used to help in developing the thesis comics.

Vidal’s description of divergent and convergent phases during a workshop (Vidal 2004,
388) were used when forming the last activity for this thesis workshop. The participants
were divided in two groups. They were asked to come up with ideas, questions, objects, and
situations related to the energy efficiency theme. They were encouraged to produce multiple
ideas because of Vidal’s (2004, 399) insight stating that the chances of finding a suitable idea
increase when producing multiple ideas. After this, the participants examined and organised
their ideas in order to help find possible sub-themes. Participants were asked to give their
sub-themes a name, and to choose two of them for further development. One group was more
motivated in working with this than the other. After the naming sub-themes, the two groups
visited each other’s tables to discuss each other’s results.
Results
The Theme workshop produced the sub-themes, and data for helping develop the following
workshops. Even though the activities were explained, and written instructions were also
provided, it seemed that the instructions remained unclear for the participants. During this
workshop participants were occasionally confused about what the idea of the activities
were, and Koskinen suggested that even more time be used for explaining the point of the
activities. The author tried to avoid confusion in the following workshops by discussing
about the goals of the workshop and the activities with the participants. The participants’
expectations regarding the workshop were asked as part of the introduction. The fact that
the Theme workshop did not proceed smoothly was discouraging. To the author, it appeared
that the activities felt unnatural to the participants. The author then felt that the use of these
types of methods might not be effective in this context. The author had problems “selling” the
activities to the participants, as well as keeping them interested in them.

Seeds for Change (17) warned that if participants do not feel comfortable with a workshop
activity their energy levels might fall. The author concluded that this may have been one
of the reasons for the participants feeling tired, and uninterested at times. Varying types
of activities should have been included as also advised by Seeds for change (5). All of the
activities included the taking of notes; which was a working method preferred by the author,
but not by the participants. More attention should also have been paid to the mood of the
workshop. The mood might have suffered from the lack of communication between author
and participants, and the increasing need of the author’s to get the workshop over with.
Koskinen later estimated during the feedback discussion for the thesis project (chapter 3.7.1)
that the activities might have too closely resembled school activities and therefore been tiring
for the participants.
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Despite difficulties, the workshop did produce data regarding energy use as well as potential
sub-themes for the comics. The sub-themes chosen by participants included: “everyday
choices”, “constructions & infrastructure”, “making a difference”, “public things” (energy
efficiency in public arena), and “saving energy”. The Youth team thought that these could be
potentially suitable themes for the junior high and high school students because they were
both perceived to have a greater impact on energy issues in the near future. In a few short
years they would soon have an affect on the environment through their personal living
choices, and later through their chosen occupations. Results of this workshop can be found in
the appendix.
3.2.5 Comics workshop 1.
Comics workshop 1. was held for the ambassadors of which two were able to attend. Kemppi
joined the workshop as a co-facilitator, and participant and Kolle as an energy expert.
Creating an activity through which students could create their own comics was still part of
the project goals at this phase.

Based on experience that a workshop could easily consume more time than intended if
the topic to be explored was too wide, there was a need to frame the sub-themes before
undergoing the next workshop. This would also help provide ambassadors clearer themes to
both discuss and develop. The discussions held concerning the framing of sub-themes led to
a re-planning of Comics workshops 1. and 2.. The initial plan for Comics workshop 1. was to
start with presenting results from the Theme workshop, and then continue with identifying
important topics under the sub-themes chosen by the Youth team. This would help create
content for the thesis comics. It was initially planned that the ambassadors could think about
how the thesis comics would be used in a classroom, and what could be a suitable form for
them (a booklet, strips, and would they be printed or digital shown within a presentation).
The agenda was to include ambassadors in co-creating educational tools that they would feel
comfortable using themselves.

Change of plans
The chosen sub-themes were considered too wide to be addressed in Comics workshop 1..
With the purpose of finding a sub-theme or themes that could be examined in this workshop,
a meeting was held with Kemppi, Aarnio-Linnanvuori, and Kolle. Results of the Theme
workshop were presented to everyone, along with an explanation of how the sub-themes had
been established through the Theme workshop.
Aarnio-Linnavuori considered the sub- themes too shallow for the energy efficiency
visitation tour. Content of the visitation tour had not yet been decided. Because of this there
were difficulties in deciding which themes should be addressed in the comics. Discussion
during the meeting circulated around the following topics:
Hidden energy, which was also brought up in the Theme workshop discussion.
Making aware the possibilities of where one could get answers to unanswered questions
related to energy efficiency.
Presenting guide lines related to showing what kind of solutions work in saving energy.
Showing that saving energy is the only clean solution possible because renewable energies
are not emission free.
Outlining an individual’s potential in helping make a difference.
Demonstrating that energy is not free, and that it always needs to somehow be produced.
Showing a connection between climate change and energy efficiency.
Presenting various solutions regarding energy efficiency.
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It was expressed that, if possible, the comics would contain something futuristic, something
with a “wow” affect, and something surprising and invigorating. There was a discussion
regarding the fact that young people do not like being told that everything is going to be
destroyed, and that this needed to be considered when developing the comics.

Since a sub-theme for the ambassadors to work with was not found during the meeting, it
was agreed upon that the ambassadors would concentrate on designing themselves how they
would like to use comics in classrooms. There was still a need to discuss energy efficiency in
Comics workshop 1.. Kolle agreed to come and help with the workshop by attending as an
energy expert. Ambassadors were not expected to know all the details concerning energy
efficiency, and the theme was still relatively unfamiliar to the author as well. Changes in
workshop plans raised concerns that would affect Comics workshop 2., and the development
process initially planned to take place in the three workshops. The author was concerned
that creating narratives during Comics workshop 2. would be difficult without a well-defined
theme.
Theme and information
Concerns about finding a suitable theme for the thesis comics was discussed with Koskinen
and Kemppi. Koskinen suggested the theme could be possibilities or opportunities for
making a difference. Kemppi agreed that this theme could be explored within the two
remaining workshops, but added that more themes could be found later on once the content
of the visitation tour had been developed further. Kemppi thought that the theme of making
a difference would be a good choice because showing people that they can make a difference
was one of the key messages in WWF’s visitation tours. She believed that comics could be
used to help enforce this message. Kemppi explained that a checklist of ways through which
one could make a difference had been presented in the previous tour. The author was content
with this theme because helping people in taking action had been highlighted in referred
environmental education literature. When discussing about the thesis project and developing
the comics for it, Kemppi pointed out that finding an appropriate way to approach the target
audience was important. The main goal was to reach those who might be unwilling to listen
and not be interested in environmental topics, which meant that efforts had to be made to
help shape the chosen messages into a form that would be easier for them to accept and
digest. This topic raised by Kemppi was returned to many times during the project.

While considering the objectives for Comics workshop 1. with Kemppi, discussions led to the
form in which the comics would be used as education material. Kemppi pointed out that a
booklet might not be cost efficient considering how little the students might get from it, as
opposed to how much it would cost both financially and in resources used. Kemppi suspected
that some of the students might even throw the comic away without reading it. The author
had not considered this possibility. Kemppi continued then by talking about various logistical
practicalities. If the form for the comics ended up being a booklet, ambassadors would
need to have hundreds of those booklets stored in their homes. They would also need to
carry the booklets and all other materials themselves to the schools they would be visiting.
Ambassadors who did not live near Helsinki would need to have the booklets delivered
for them, which would end up adding to the cost of using booklets. This insight from
Kemppi’s own experience as a former ambassador showed how important the ambassadors’
involvement would be in helping understand the needs of the visitation tour. Kemppi
suggested that instead of a booklet, the comics could be printed on a bookmark or as part of a
poster. While the author considered it a pity that the thesis comics could not be in the form of
a booklet, Kemppi’s points about cost- and material efficiency, as well as logistical difficulties,
ended the idea of using a booklet.
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Workshop activities
The two hour workshop started by asking about participants’ expectations for the workshop,
and presenting workshop activities and goals. Kolle gave an introductory talk about energy
efficiency and other energy related topics followed by a discussion regarding these topics.
The main points of her talk were:

Energy efficiency is profitable to national economy.
Energy efficiency helps with preventing climate change.
Energy efficiency is everywhere and nowhere, it is hard to pinpoint.
Energy efficiency is always near to us.
Habits and customs need to change. We should use energy more prudently, while using it less
at the same time.
Motivating and marketing for energy efficiency is difficult.
Large papers and pens were reserved for the ambassadors to help work their ideas
out. It was intended that they would use a mind map for taking notes and planning as
recommended by Vidal (2004, 402, 403). The author believed that this tool could work
with a smaller number of participants. The ambassadors were asked how they would like to
work, and it was decided that the author would use mind mapping for taking notes during
their discussions. The participants were always asked if their ideas had been documented
correctly.

After the energy efficiency discussion, the making a difference theme was also discussed.
During the discussions it was apparent that the chosen theme for the comics was still
quite broad. The ambassadors presented many ideas dealing with how the theme could be
communicated to the target audience. After discussing the theme itself, the discussion then
shifted into areas of using comics in classroom, ideating activities around comics, and what
kind of form the comics could take. After the discussions the ambassadors were informed of
what the next phases of the project would be, and presented with ideas of how they could
take part in developing the comics themselves. It was agreed that prototypes of the comics
would be sent to all ambassadors for the purpose of getting feedback and development ideas.
Results
The workshop helped to provide form for the thesis comics. They would be used within a
presentation. It also resulted in a list pertaining to approaches regarding energy efficiency.
This list of ideas could be used during the next workshop as well. The theme seemed to
have became wider rather than narrower during Comics workshop 1.. The ambassadors
emphasised the importance of students seeing how they could benefit from knowing more
about energy efficiency. Ambassadors ideated activities through which students would make
their own comics. Regarding ideas for activities, they also thought about which materials
would be needed for ambassadors and students during these activities, and potential uses
for the thesis comics. Unfortunately, planning did not get very far with these topics during
the workshop. Possible use for the thesis comics was defined much later in the development
process of the visitation tour as described in chapter 3.5.4. Results of this workshop can be
found in the appendix.

In order to form an understanding of what kind of material had been produced so far, data
from the first two workshops was merged. It was analysed while keeping in mind the making
a difference theme. A summarised version of this analysis was used as reference material
during Comics workshop 2. The making a difference theme was considered at this point to be
a parallel theme with energy efficiency.
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3.2.6 Comics workshop 2.
Comics workshop 2. was organised with the purpose of involving the target audience in
creating narratives that would relate to energy efficiency and making a difference. The
author hoped that when representatives of the target audience created these stories, energy
efficiency would be approached from their perspective, and as a result be relative to other
young people as well. The author also hoped that through involving the Youth team and their
friends a connection could established between the themes and daily life. It was planned that
characters and stories created by the participants could be used as material for creating the
comics. This could be done by either directly using their material, or somehow combining the
various characters and stories they created. The workshop was also seen as an opportunity
to discuss the kind of visual style that could work best with the stories. The author hoped
there would time enough to get feedback regarding the ideas ambassadors had for comics
making activities.

Workshop activities
The author had problems with getting participants’ attention during the first workshop.
Madonik mentioned communicating “power” and/or “equality” through sitting arrangements
by seating everyone on chairs of the same, or different heights (Madonik 2001, 109-111).
With this understanding, the author started all her communication attempts by standing up
to help communicate “power” through body language. This ended up being a working tactic
for getting everyone’s attention. For example, this helped when needing to briefly disrupt
discussions and communicate with the participants for one reason or another. The workshop
was held in a large room set up for meetings where everyone worked around the same oval
shaped table big enough for seating everyone.
Findings from previous workshops were written on a flip-board to use as reference and in
order to show how the project had been proceeding after the first workshop with the Youth
team. A shortened version of the analysis of the making a difference theme was written on
the flip-board as well. A form for the comics was also introduced to participants. Because
of the limited amount of space within the presentation, it was emphasised that the stories
should be short. To help inspire the creating of characters and stories, a selection of comics
was spread out before the participants. The author believed that the selection of comics
used could also help with discussing how different styles can be used to help create different
kinds of atmospheres in comics. This selection included different types of genres in comics,
different styles of illustration, comics done in both black and white and colour, information
comics, and comics that the author considered to be both good and bad examples of comics
related to energy and living an environmentally friendly life.

During the introduction and expectations discussion at the beginning of the workshop, one
participant pointed out that creating comics that would appeal to the chosen target audience
will be challenging. The author expressed her agreement and explained that involving
the Youth team and their friends was one of the ways believed to help with this challenge.
Another participant suggested creating characters who would represent two extremes in
their actions and attitude towards environmental issues. Many participants decided to use
this idea and created different variations around this concept.
Hintsa’s (2015) character and story creation exercise was used during the workshop.
Participants were asked to come up with three qualities for describing personality, and three
for describing appearance. The author suggested that the personality traits could influence
how the characters see the world and act in it. Three appearance qualities would be enough
to make the characters visually different from one another. Participants were asked to
somehow document the characters, drawing them was not a requirement. The participants
could work alone, in pairs, or in groups. Most worked in pairs and created two to four
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characters.

The participants were given less guidelines for how to create and develop their stories. They
were asked to consider different aspects of the themes and concentrate on one in particular.
They were also asked to consider the personalities of their characters when exploring the
themes. Later the author understood that the planning of the workshop and the instructions
for story creation had not been affective enough in helping connect the stories with reality of
these issues and the lives of young people presently. Participants documented their stories
through text and drawings. Two pairs decided to both write a story as well as draw a comic
based on the story they created. Each pair created one story and shared it with the others.
During the workshop it was decided that the prototype comics would later be shown to the
Youth team so that they could also be a part in helping develop them. The prototype comics
would be vital step in developing the final versions of the comics.
Results
Involving the Youth team and their friends in this phase created more diversity of characters
and stories than could have been created through a single person. Outcomes varied in the
author’s estimation of how much adjustment would need to be done with these characters
and stories. With these adjustments the author could possibly cover more aspects within
these two themes.
The author was surprised to find that the participants were not interested in the selection
of comics presented. They only peeked inside the ones mentioned as good or bad examples.
Reasons for this lack of interest in the comics was not asked amid the workshop activities,
and as a results the reasons for this remained unclear. Either the participants wanted to
immediately get on with the workshop, or the comics themselves did not interest them. The
possibility that the latter was the more accurate interpretation was both interesting and
concerning. It was a stark reminder of the differences in people’s interest regarding comics.

There was no time for discussing the use of comics in classrooms, as well as styles of comics.
Because of this, these topics were planned to be addressed later on when collecting feedback
concerning the prototypes. Results of this workshop can be found in the appendix.
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3.3 From early versions to prototypes
3.3.1 Early versions
Early versions of the thesis comics were created mainly by using material from Comics
workshop 2.. Changes made into the stories were kept small in order to better examine the
material and to discover what could be created directly from it. All characters illustrated
during the workshop were drawn again with the purpose of seeing how they would work
together when drawn in the same style. Re-drawing the characters helped the author in
developing an understanding of the characters themselves. The next step was adopting
stories into early versions which were drawn in an intentionally sketchy style in order to
help save time. A similar practice was used for developing and testing out later versions of
the thesis comics. Early versions were scanned and printed for the purpose of helping with
discussing the development of the comics with Kemppi.

image 2. Sami

Peppi
A cheerful person who does little things for the environment. (image 1.)

image 1. Peppi

Characters
Characters and their descriptions from Comics workshop 2. are introduced here next to
their re-drawn versions. Adaptations of Peppi, Gabriela, Character 1. (Otso), and Character 3.
(Emil), were later used in the final versions of the thesis comics described in chapter 3.6.

Sami
An environment enthusiast who tells Peppi what she could do to have a bigger positive
impact through her actions. Sami was given a cape to emphasise a superhero element of his
description. (image 2.)
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image 3. Gabriela
image 4. Platypus

Gabriela
Assumes she does enough for the environment, but spends more time trying to look like an
environmentalist than actually be one. (image 3.)

Barbara
Green police officer Barbara chases Fabio and directs him towards the right path. Barbara
had a gun, but the author assumed the character could not use a gun in a WWF comic.
(image 5.)
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image 5. Barbara

Platypus
Platypus was discarded at this point because of its resemblance to Perry the Platypus,
a characters already established in the Phineas and Ferb animation series. For the early
versions, the platypus was replaced with an otter in order to still keep the idea of an animal
character in the comic. (image 4.)

image 6. Fabio
image 7. Cermeta and Cermet

Fabio
Villain who robs an Idea bank and plans to cut down all trees. The author had difficulties in
understanding the mindset of this character. (image 6.)

image 8. Character 1.

Cermeta and Cermet
Twins who report Fabio to police officer Barbara. The twin characters were originally
described to have mono-brows and deformed legs, but these elements were not included in
the re-drawn versions. (image 7.)

Character 1.
No interest in protecting the environment. At all. Someone no-one would want to be like. The
author changed this character to be more sceptical rather than uninterested. (image 8.)
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image 9. Character 2.

Character 3.
Wants to protect the environment and has a good enough understanding of environmental
issues for forming bigger plans to help with them. Someone everyone would like to be.
(image 10.)

image 10. Character 3.

Character 2.
Interested in helping protect the environment. Great with smaller ideas, but big ones are
more challenging because of a lack of knowledge concerning environmental issues. Someone
everyone could relate to. (image 9.)

Stories
An attempt was made to cover different ways one could make a difference and various areas
concerning energy efficiency in the comics. Koskinen and Kemppi provided a file containing
WWF’s Nuorten ympäristövaikuttaminen (young people’s possibilities in making a difference
for the environment) presentation. This presentation was to be used as extra material for
exploring the making a difference theme. Ideas that young people could have an impact on
different issues through organising happenings and using media were found in this reference.
The author thought that the stories of Comics workshop 2. created a fictitious world when
combined together. This fictitious world was considered when estimating what could
plausibly take shape within a world were animals talked, people were strongly inspired by
superheroes, and the robbing of Idea banks was a reality. The early versions were all drawn
in a four panel format. This format was formerly used by World Comics (2007) because it
allows the options of arranging panels in a straight line, or split in half to form two rows. This
was assumed to work in a presentation especially if the comics would be accompanied with
text. Stories needed to be changed slightly in order to make them shorter. The goal was that
one story could be presented within one slide. Original stories can be found from within the
results of Comics workshop 2. in the appendix.
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image 11. Classroom Early version

Classroom
Students give suggestions for the kind of projects they could do to help protect the
environment. Character 2. suggests recycling, and Character 3. suggests getting a windmill
which would generate energy for their school. Character 1. originally had no interest in
protecting the environment. In this adaptation he was presented as a sceptic in order to help
give a reason for this attitude. (image 11.)
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image 12. Destroying trees Early version

Destroying trees
Fabio steals an idea from the Idea bank, and being inspired by it wants to destroy all the trees
in the world. The twins call Green police officer Barbara to stop him. Barbara suggests that
Fabio could plant new trees instead of destroying the old ones. Fabio originally had no special
reason in particular for destroying the trees. But, in this version he reasons that humankind
could wake up if he caused an ecological crisis. (image 12.)
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image 13. Sapling Early version

Sapling
A new story. Fabio plants a sapling he got from Barbara. He has made an art project from
the task of planting new trees. Gabriela suggests sharing the project in a blog from where
this idea might spread. The story was created as the second chapter for the Destroying trees
story. It also allowed a chance for creating connections between characters from different
stories. (image 13.)
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image 14. Peppi’s shopping bag Early version

Peppi’s shopping bag
Peppi shows Sami her shopping bag which has the following text written on it, “Use fabric,
save the world”. Peppi’s excitement about her tiny little deed irritates Sami who then lets her
know about bigger, more affective actions she could take that can also help save the world.
Peppi tells him that small deeds are not as insignificant as he thinks. The original story
contained a section in which Sami notices that Peppi has all the lights on in her house and
as a result comes to lecture her about her wasteful use of energy. The author estimated this
story to be too long, and only the shopping bag part was used in the early version.
(image 14.)
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image 15. Gabriela’s flying plans Early version

Gabriela’s flying plans
Gabriela is shown in her room browsing through long distant flight options online with her
tablet. She has many energy consuming devices turned on while she talks with a friend on
her cellphone about recycling tea bags. Suddenly, Otter appears and starts telling Gabriela
how to do things in a more environmentally friendly way. In the last panel, instead of flying
to a distant country for the holidays, Gabriela decides to cycle around locally on country
roads instead. The original story also described how Platypus pulls out an environmental
spy-kit as well as a book entitled, “How to be environmentally friendly for dummies”. In the
last proposed panel, Gabriela is cycling with Platypus and eating an apple. An early version of
this story for the comic planned to somehow connect flying and cycling through a change in
holiday plans. (image 15.)
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image 16. Sami’s work adventure Early version

Sami’s work adventure
Sami starts a new job and takes part in a meeting where someone gives a presentation about
a new and outrageous way to create energy. Sami suggests another, more practical solution.
The original idea was a story about a “genius” who comes up with a complex solution to a
problem that could be easily solved through common sense. This version combined the idea
of using common sense and the possibility to make a difference at the workplace. (image 16.)
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image 17. Discussion Early version

Discussion
A new story. The twins, Bird, and Ant talk different kinds of futures that pop up into their
imagination during the discussion, and which of them would adults most likely believe
could actually happen. The story was strongly inspired by Kopnina’s (2014) three future
scenarios and how the probability of them becoming a reality would influence environmental
education. Discussion was added to hopefully inspire readers to ponder their own idea of the
future. (image 17.)
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image 18. Superheroes Early version

Superheroes
A new story. For including political ways of making a difference, a story was added
of Characters 1., 2. and 3. in which they plan to become superheroes, but after some
consideration they decide on establishing a political party instead. The author did not
consider this story to be a good one, but it was used for the purpose of experimenting with
the world created by the stories of the Comics workshop 2. participants. (image 18.)
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3.3.2 Development discussion for the early versions
The early versions of the comics were discussed with Kemppi and Koskinen. This meeting
covered the development of ideas for characters, stories, and connecting comics with the
visitation tour.

Characters
Kemppi wondered if students reading the comics would have enough time to get to know
and understand the many characters introduced in them. Koskinen pointed out that some
characters and their roles in the stories were quite similar to each other and that some of
them could be merged together in order to help reduce the amount of characters in them.
The author presented all sketches created when making the early versions. These included
Panda in a jumper and another Panda in a superhero costume. Both Kemppi and Koskinen
liked the panda characters and thought that Panda could have a role in the stories. The
option of drawing some, or all of the characters as animals was considered. By drawing
the characters as animals it would have been possible to leave both gender and national
origin regarding the characters a mystery. Kemppi was concerned about Gabriela because
her character design gave a negative impression of a stereotypical tree-hugger. Colouring
was discussed as a possibility to add more diversity among characters. Kemppi would
have preferred either a black and white comic, or black and white with one colour added.
Koskinen preferred a multicoloured option. Drawing styles were considered with Kemppi
through using examples from the author’s sketch book. It was decided that characters would
be drawn in a simple style and with relatively large heads. Backgrounds could have more
details in them compared to the amount of detail used in the characters.

Stories
It was agreed that robbing of the Idea bank would be left out from the Destroying trees story.
Barbara’s dialogue would be extended by adding a line about acting before things develop
into a crisis state. Superheroes was considered to work better if students would organise a
happening in their school instead of forming a political party later on. The Classroom story
was changed in a way that Character 3. would talk about contacting the headmaster and the
city-council in hope of getting a windmill for the school instead of explaining why getting a
windmill would be a good idea. A need was discovered for creating a comic that would be
more closely associated with energy efficiency and saving energy. All stories needed to be
more directly related to school life and opportunities for young people to make a difference.
But, the limitations of using the thesis comics for presenting these themes were understood
as well. Because of this, it was decided that the comics would not attempt to cover all aspects
of the themes. There was no need to try and cover all the various aspects regarding these
themes because the comics would be used along with other content in the presentation and
the themes would be introduced by the ambassadors verbally as well.
Koskinen suggested that one activity of the visitation tour could also include some of the
characters from the comics. Students could think about how characters with different ideas
concerning the environment would act, think, and feel about a given situation. For this
activity the characters would need to have clearly defined personalities that are different
from each other. Character 3., Peppi, Gabriela, and Fabio or Character 1. were considered
suitable character options for this activity.
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3.3.3 Prototypes
The prototype comics were drawn in blue pencil. Two panels were illustrated on one A3
sized paper. This size was chosen to allow for the possibility of later copying the panels
through using a light table in case parts of the comics could be used in the final versions.
Lines of the prototypes were drawn with more care compared to those in the early versions,
but texts in speech bubbles were left less refined. The idea was to both show the kind of
visual style the comics could have, and indicate that the comics were still under development
too. The author believed this combination would help with getting feedback for developing
the stories and various elements of the comics.
Characters
More attention was given to the personalities of the characters. The number of main
characters was lowered to six. Four students were given different levels of interest
concerning environmental issues.

image 19. Gabriela and Panda

Otso (Character 1.), became a character who does not believe anything could be done to
make the world a better place, and therefore he makes no effort to help either.

Gabriela’s character design was changed so that she would not look like a stereotypical treehugger anymore. However, she still remained a character who does only little things for the
sake of helping the environment. (image 19.)
Panda took the place of both Platypus and Barbara, and became a superhero. (image 19.)
Peppi became someone who wants to live in an environmentally friendly way and learn
more.
Emil (Character 3.), remained the same as his original character design.

Sami was to be referred to as “Super Sami”, because he was originally described as one who
can go quite far with his enthusiasm. He became a superhero without any super powers.

Stories
Stories were adjusted to fit the changes made in character choices. These stories were
developed based on suggestions by Koskinen and Kemppi. Story ideas for covering missing
areas of the themes were sought after by going through all workshop results and meeting
notes. The Discussion comic was left out because it did not have as strong a connection to the
themes as the other stories did.
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image 20. Classroom Prototype

Classroom
Some changes were made in characters and dialogue, otherwise the story reminded close to
its original concept. The story tried to show that students can do projects of various degrees
of difficulty and scale in their schools. (image 20.)
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image 21. Destroying trees Prototype

Destroying trees
Fabio’s Idea bank robbery concept was replaced with a story about Panda and Peppi trying
to clear an area of litter. Otso is sceptical about people’s ability to prevent an environmental
crisis and lets them know that their contributions are completely futile. The ending of the
story is similar to the one used in the early version. Panda hints that Otso could plant more
trees. Intention of the story was to help explain that acting for preventing a crisis was better
than doing nothing and losing hope. (image 21.)
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image 22. Sapling Prototype

Sapling
The Sapling story remained close to its original version. Fabio was replaced with Otso.
(image 22.)
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image 23. Peppi’s shopping bag Prototype

Peppi’s shopping bag
This story stayed close to the early version of the comic. The story tried to show that little
actions for helping with the environment have a bigger impact when enough people take
part. Actions that could have an even larger impact are listed in Sami’s dialogue. (image 23.)
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image 24. Gabriela’s flying plans Prototype

Gabriela’s flying plans
Otter from the early versions was replaced with Panda who could suddenly appear in
Gabriela’s room with the use of her superpowers. The comic tried to communicate through
the character’s actions and use of energy that the impact we have on our environment as a
whole is formed from a collection of our individual actions. (image 24.)
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image 25. Sami’s work adventure Prototype

Sami’s work adventure
The dialogue was shortened while Sami’s over the top personality was brought more to the
fore. (image 25.)

80

image 26. City Prototype

City
A new story. City was added in order to include a bigger scale for exploring the use of energy
and other resources. These topics are introduced through discussion between Super Sami
and Panda. (image 26.)
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image 27. Energy use Prototype

Energy use
Story about students wanting to be superheroes and creating a political party was replaced
with a story about creating a happening in school. This was a continuation of the Classroom
story. The message of the story was that energy should be conserved even if it was created by
renewable means. (image 27.)
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3.3.4 Development discussion for the prototypes
Prototypes were first shown to Kemppi who had formed a structure for the visitation
tour presentation, and planned in which places the comics could be used as well. Kemppi
suggested changing the students’ windmill idea to that of trying to get solar panels instead.
It was decided that Kemppi would send the comics to ambassadors in pdf form for collecting
development suggestions. This pdf file was put together by the author. It consisted of a
short introduction explaining what the comics were about and how they were to be used.
It also included questions that could help with examining the comics and information
about collected feedback thus far. All development suggestions they proffered were warmly
welcomed.
3.3.5 Tutoring for the prototypes
Comics artist Takalo guided the creation of the thesis comics. Takalo was contacted on a
recommendation by Vesa Kataisto who is a publisher at Arktinen Banaani. The tutoring
process started with a meeting and continued through email because Takalo was located in
another city. It was agreed that Takalo would guide the work starting with the prototypes,
which were the second phase of developing the thesis comics. The early versions were
created more for the purposes of getting familiar with the material and to help discuss the
direction the comics should take. Prototypes were sent to Takalo before meeting with her.
She also received the same file that was sent to the ambassadors. Later, Takalo continued
tutoring the process of crafting the final comics through email (chapter 3.5.3).

Atmosphere of the comics
Takalo had compared the comics with descriptions for them also provided in the pdf, but had
decided to approach the prototypes by considering how well they worked independently.
Takalo asked why all of the comics were so positive. She recalled that when she was the
same age as the target audience, she thought that the hard facts were the most affective
eye openers for her. Such as the fact that all was not well on this planet. The brand of WWF,
which included hope and making a difference, was then discussed with her. The author had
intentionally tried to avoid the possibility of making anyone depressed by reading the comics.
The author asked Takalo whether the comics appeared childish. She replied that the thesis
comics did not seem like comics for adults, but the use of realistic and detailed backgrounds
helped in directing the thesis comics towards an older audience. Takalo described the
comics as “soft”, but said she was not sure whether that was a bad thing or not. It was agreed
that this could be asked again when gathering feedback. While discussing themes, Takalo
noticed that the issue of over production had not been mentioned in the comics. Production
of various sorts of goods was connected to energy efficiency because production consumes
energy. It was also connected to students and their choices as consumers.
Characters
The author suspected that character design could be one of the elements that made the
comics appear soft. Characters’ ages had to be discussed because the age margin of the target
audience was wide. Takalo had difficulties telling what age the characters were meant to be.
Sometimes they appeared young, but a couple of the stories implied that they were older. For
example, Sami talked to Peppi about not having a car and Gabriela was planning the booking
of long distance flights. Takalo wondered if this was a problem or not since young people
tend to read books which tell about people who are older than themselves. Takalo suggested
reconsidering the stories and developing them to be more natural for different ages within
the target audience. Takalo thought it would be good if students of different ages could
identify themselves with the characters in the stories. Takalo saw the biggest problem as not
being able to clearly identify the adults from amongst the young people in the comics and
suggested changing the body structures and proportions of the adult characters to help with
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this.

The author asked whether the Panda character should be clearly female or not because the
author was aiming for a balance of genders in the comics. The comics at this point had three
male characters, two female characters, and Panda; who was not identified as either. Takalo
did not think that emphasising Panda’s gender was necessary since the comics already
had active female characters. Even after reducing the number of characters from the early
versions, Takalo thought there might still be too many. She pointed out that there was not
much room for character development and chance for readers to get to know the characters
well enough. Takalo suggested either using all the characters more in the stories, or continue
reducing the amount of characters.

Technical advices
Takalo kept an eye out for perspective mistakes in the comics, which she mostly found in
the Classroom and City comics. She recommended paying closer attention to drawing the
perspectives correctly in order to help make the sceneries more believable. Takalo asked
whether the author happened to dislike drawing cars and the author admitted that this
was indeed the case. Takalo then suggested adding more cars and roads into the City comic,
making the city less likeable, and adding more hints of using energy within the city. From
Sami’s work adventure she spotted a violation of a 180 degree rule. Takalo explained that this
was a term film makers use to describe an invisible line cutting through two people who are
facing each other in a shot. The 180 degree rule meant that the camera could move half a
circle from the left shoulder of character A as far as character B’s right shoulder, but it could
not circle over the 180 degree line. According to Takalo, violation of this rule makes a viewer
think the characters have changed places.
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3.4 Feedback
3.4.1 WWF meetings
The thesis comics were discussed in their different phases with WWF’s staff members who
worked on different areas related to the thesis project, or the planned visitation tour. The
thesis comics were mostly developed during specially arranged meetings, but also during
unplanned meetings in the office kitchen. Meetings with Kemppi ensured that the thesis
project was proceeding in the right direction. These and other meetings often took the form
of collaborative work during which everyone gave advice according to their own expertise.
Comics were refined according to the author’s notes from these meetings. It was noticed that
people seemed to enjoy opportunities to discuss and develop the comics.
One meeting was organised for finding business collaboration opportunities to help support
the visitation tour. In this meeting Julkunen expressed doubts concerning the suitability of
the thesis comics for the target audience. The comics were still in their prototype phase at
this time. These doubts were one of the reasons why the author started organising a larger
scale feedback gathering process which involved more representatives from the target
audience.

Julkunen and Malmelin suggested adding a comic addressing the use of cellphones because
they are part of nearly everyone’s lives. Energy use connected to cellphones had been
mentioned by many participants earlier during the Theme workshop. It was suggested that
a comic could have characters talking about ways to minimise energy consumption when
using cellphones. During a meeting with Antell and Kemppi for discussing how Panda should
be drawn and represented in the comics, a suitable story for including cellphones was found.
The discussion had turned to the lack of the cellphones in the thesis comic. Antell noticed a
new “extra effective energy saving mode” in her cellphone and tried in with the effect that the
screen became black and white. This incident was used as a foundation for a cellphone story
to be used in the thesis comics.
The right words to be used in the characters’ dialogue were sought and discussed often
during the thesis project, usually with Kemppi and Koskinen. The aim was to communicate
enough information in a casual tone that would fit the mouths of the characters. The dialogue
also had to work in all parts of Finland in spite of the differences in dialects throughout the
country. As well, the dialogue had to be in line with WWF’s brand and way of communicating.
Kemppi, Malmelin, Hannuksela, and Koskinen took part in a final, half-organised
development meeting to make sure that the texts in the comics were all in order. The texts
had to be spelled right, they had to be clear and understandable, and they had to feel natural.
They could not contain any resemblance of preaching, or making judgements as well.
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3.4.2 Ambassadors
An attempt was made to further involve ambassadors to the development process by asking
them to give feedback regarding the prototype comics. The pdf containing the comics was
sent to the current ambassadors by mail. This way the ambassadors living outside the
Helsinki metropolitan area were given an opportunity to give feedback as well, and to see
the kind of material that was being developed for the next visitation tour. The author was
able to collect feedback from one ambassador only. The author thought these results were
not enough for helping to understand the ambassadors’ perspective in developing the thesis
comics. The feedback from the one ambassador fit in with the feedback already gathered
from others. The characters were approved and the comic about planting new trees was
commented as follows “...everything is shared in social media nowadays!”. The ambassador
suggested changing the looking for flights part in the Gabriela’s flying plans comic, and
suggested removing the mentioning of raw food from the Energy use comic as well because
she believed the raw food element had no clear connection to the message of the comics. The
author did not make further efforts in involving the ambassadors in the co-creation process
because time remaining needed to be reserved for gathering feedback from the target
audience and crafting the final versions of the thesis comics.
3.4.3 Youth team
Feedback from the Youth team was collected during one of their regular meetings. Three
members of the Youth team took part in the feedback discussion. They approved of the
drawing style and liked the detailed sceneries. A member, who was older than the planned
target audience, was concerned that comics in general could be too childish for high school
students. Another member, presently finishing his high school studies, said that there could
always be someone who thinks comics are childish, but that was not what he believed
himself. He added that he would more likely read information that is presented in the form of
a comic. Two of the participants thought that comics could provide snacks for helping lighten
up a topic being covered in a presentation. All characters were approved with the exception
of Peppi. She had became too tall compared to her original design. Super Sami got praise for
being exactly as he was imagined during Comics workshop 2..
3.4.4 Target audience
The author started to wonder if collaboration with WWF’s Youth team had been enough for
understanding the target audience and making the comics relative to them. As a result of the
feedback gathered, there were concerns about how the target audience would respond to the
thesis comics. Opportunities for getting more feedback and involving more representatives
of the target audience were sought after by using social media. Friends were asked if they
knew teachers who were currently working with students of the targeted age group, and who
would be interested in helping gather feedback for the prototypes. Ilmari Vauras, teacher
for an art oriented seventh grade class in Helsinki, and sixth grade teacher Mari Helin from
Espoo agreed to let the author visit their classes. They saw a potential learning opportunity
for their pupils in discussing and developing the thesis comics with them. Elina Harjunpää
and Tiina Hakala gathered feedback from two other schools by using feedback forms
provided for them.
The author prepared materials for gathering feedback that could be used when she was
visiting the classes herself, and that could also be used when she was absent. Information
about the thesis project was provided in a presentation that included the prototype comics.
The prototype comics were also provided as an easily printable file. A printable feedback
form included questions concerning the comics as a whole, and each of them individually as
well. An attempt was made to emphasise the point that the comics were still in the process of
86

development, and any and all feedback and development suggestions were appreciated.

Visits
The author talked with both Vauras and Helin shortly before the feedback sessions. The
author wanted to go through things the pupils could possibly pay attention to in the thesis
comics. She wanted to make sure that the session would be beneficial for the project and for
the pupils as a positive learning experience. Both of these feedback discussions were guided
mainly by the teachers. The author believed that they would have more success in getting
pupils to participate. Pupils were asked what each comic tried to say, how understandable
each one was, and how they would make the comics better themselves. Pupils expressed
their likes and dislikes, and offered ideas for further developing the comics. The visits gave
fresh new results and also helped validate problems that were identified earlier. When the
pupils pointed out a problem that had been discussed earlier, the opportunity was used to
ask what they thought about previously suggested solutions for them. This was done only
when they did not mention the same solutions themselves at first. For example, pupils were
asked whether Gabriela should contemplate going on an inter-rail trip, or consider whether
she should ask a ride from her parents to a nearby location.

Feedback forms
Feedback gathered from the feedback forms was clearly more critical than that of the
feedback gathered during school visits. The feedback in the forms expressed dissatisfaction
with the comics, with some exceptions. All of the comics received both negative and positive
feedback with suggestions for how to make them better. A positive aspect of visiting
classrooms was an opportunity to ask additional questions from pupils. An asset of using
feedback forms seemed to be that more honest and less restricted reactions toward the
comics could be seen. Some of the classes had less time and could not fill out the forms
completely. The author believed that the answers in these incomplete forms could reveal
important first impressions towards the comics. Knowing these first impressions might
be important because the target audience would not have much time to look at the comics
during the visitation tour. When pupils with less time had written feedback it often referred
to all of the prototype comics in general. It was clear that the decision to involve the target
audience this way had been necessary even though the author felt at first that the results
were not very motivating. The pupils’ feedback ended up being useful for developing the
comics further. When going through this feedback, the author noticed that there had been
problems with the structure of the feedback form. For example, there was a problem with the
“Did something delight or irritate you?”- question. Pupils sometimes answered this question
by mentioning an element that did answer this question, but without specifying whether the
mentioned element was irritating to them or delight for them. Understanding the answers
given to this question was often possible by considering the overall feedback a pupil had
written.

Results
None of the forms had students’ names on them, but judging from the handwriting, female
students saw the comics in a more positive light than those of the male students. Students
who expressed an approving attitude toward environmental topics tended to give more
positive feedback. Negative reaction was triggered when students interpreted that the
characters expressed disapproval against something they liked, when they interpreted that
the characters ordered them to be more environmentally friendly, and when they thought
that the characters were not behaving naturally. The target audience was asked about the
general atmosphere of the comics. The students who were already positive about doing
something for the environment perceived the atmosphere of the comics to be a positive one,
while the students who expressed that they did not care for environmental themes wrote
that the atmosphere was an oppressive one. Some of the students reacted strongly when they
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believed criticisms had been made towards their life style habits:

“It was irritating that we should not fly by plane or use machines.” - 9th grade junior high
student’s response to Gabriela’s flying plans
Irritating: “Orders to stop eating meat.” - 1st year high school student’s response to Peppi’s
shopping bag
“Super Sami is expecting too much.” - 7th grade junior high student’s response to Peppi’s
shopping bag
Generally the response was negative when the comics seemed to imply telling the students
what they should, or should not do. Advice found in the reviews of AlienBusters and Sara
comics, discussed in chapter 2.1.4., should have warned of the challenges brought about by
setting good-bad compositions in comics.

Super Sami and Panda received many comments. Super Sami was most liked by some, and
most hated by others. Panda also received both approval and disapproval, but not as much
as Super Sami did. Many students had mentioned both Super Sami and Panda as irritating
characters. They were perceived as childish and preachy. Super Sami could have perhaps
worked better if there had been more space for explaining what the character was about.
Panda’s existence and personality perplexed some of the readers. Panda’s tendency to get
angry when someone was doing something wrong must have helped to create a negative
impression of the character. From the student characters, Otso received the most feedback
as a result of his negativity. Some of the students thought his attitude was realistic, some
thought it was annoying. Other characters were not criticised individually, but some students
had thought all of the characters were either just okay or boring.

The thesis comics in general were often described as dry and boring by the students. The
author agreed that the prototype comics were not funny, but no special effort had been made
to make them especially humorous. The author wondered if part of the target audience was
under the impression that all comics were supposed to be humorous and contain jokes,
and had they expected this from the prototype comics as well. The four panel strip format
used for the prototype comics might have helped to support these kinds of expectations
because strip comics are often used for delivering a joke. A couple of comments seemed to
indicate that at least part of the target audience were used to expecting jokes in comics. Some
students did hope that at some point the comics would be made funnier. The author agreed
that funnier comics might have a better potential for reaching the target audience. Students
were heterogeneous in how well they thought they understood the comics. The same
comic got feedback from some of students stating that the comic was unclear while some
other students thought that they were clearly being spoon-fed the message of the comic.
Sometimes a student had thought all the comics were quite clear, and sometimes a student
had thought all of them were unclear. Part of the students liked that they had to use their
brains before a message in a comic unfolded itself, but there were others that would have
preferred a more straight forward message.
Clear implications from the feedback were: the attitude of the reader toward environmental
issues affected their reading experience, the author would have to develop her skills in how
she used the language of comics, and the thesis comics would need to find a more suitable
way of how they communicate to the target audience. It was hoped that the prototypes could
awaken thought and empathy, as well as help demonstrate themes used. But, there seemed
to be instead the potential for raising objections against the messages the comics had hoped
to communicate. A report of the feedback results was sent to Kemppi and Koskinen. After the
feedback phase, the author doubted her abilities to improve the comics and make them good
enough for the target audience.

88

3.5 From prototypes to final versions
3.5.1 Balancing
Welcoming the feedback gathered from the target audience meant accepting that the thesis
project was not as far along as it was estimated to be. The feedback partially confirmed
the problem points that were already identified, and helped reveal new ones. The author
believed that the nature of the challenge during this development phase was what she would
refer to as balancing. The author tried to make the final comics easily understandable while
at the same time not directly telling their readers what they should do, or stating the obvious.
One challenge was that the students had different understandings of what they thought
was obvious. The comics also needed to be informative without being dull. The author had
noticed that when trying to be as accurate as possible with the information, the amount of
text used for the comics increased and the comics themselves started looking less and less
like an actual comic and more like an illustrated text. The amount of text for the final versions
had to be reduced, while still presenting enough information. The students wanted humour
added, but the author wondered if this could be managed affectively. Would it be worse to try
adding humour and failing, or let the comics be humourless. Feedback visits in classrooms
also revealed that the proportions for the lay-out of the comics should better fit the
proportions of the presentation slides. The comics were changed from a four panel format to
one using different sizes and amounts of panels, and the page lay-out was changed to better
fit the proportions of the presentation slides as well. As a small comfort, during the feedback
phase, high school students were removed from the target audience.
Data gathered from workshops and meetings was re-visited for the purpose of finding
ideas to help with developing the comics from this point on. The idea of organising a new
workshop was abandoned because the author estimated that there would not be enough
time for that. The author had to decide how much the results of Comics workshop 2. would
affect the thesis comics and would it be acceptable to write new stories based on the data
gathered even though these new stories would then be less of a product that resulted from
collaborative efforts. The author was concerned that the stories and ideas would drift so far
from their origins that calling the thesis comics a product of co-creation could not be fully
justified even though the changes would have been based on the ideas of others. The author
concluded at this point that finding data for creating and developing comics was easier than
using it in this co-creative process. The author wanted the target audience’s feedback efforts
to have a real affect on the end results. All of these concerns were considered while working
out the final versions of the thesis comics. Development ideas were written, sketched, and
adjusted in trying to find solutions for all of these perceived problems. The final comics are
presented in chapter in 3.6.

3.5.2 Crafting the comics
Creating the final comics started by adjusting the old ones, and creating new scripts as well.
Because of all the challenges involved, this phase ended up being a rather disconcerting time
for the author. Scripts were abandoned, approved, or adjusted when they were discussed
with Kemppi. Characters went through a similar development process, but on a smaller
scale. Super Sami was discarded because of the strong reactions this character provoked, and
because he did not seem to fit into the less fictitious world the new comics were now set in.
Panda was drawn in a more realistic style making it perhaps easier to associate the character
with WWF’s own iconic panda. There were some difficulties in adjusting drawing style of
the characters. Some students perceived an influence of Japanese comics in the drawing
style used for the characters in the prototype comics and the author wanted to avoid this.
Personalities of the characters were balanced out through a process of avoiding having them
be over enthusiastic, or too negative. Drawing style of the backgrounds was not changed too
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much. The final comics were drawn on paper suitable for liquid ink. Drawings were done
with blue pencil and inked with nib pen and indian ink. The comics were scanned and then
coloured digitally. An existing digital font was used to make possible adjustments faster and
easier.

The closure phenomenon was used in the thesis comics by leaving room for readers to fill
in the gaps in the information provided through the comics. As explained by McLoud (1993,
63, 66, 68), closure happens inside the mind of a reader when they add details to what they
see in panels and form an interpretation of their own regarding the world in the comics.
Closure also takes place when a reader shifts from one panel to another. Some effort was
made to use this phenomenon in the same spirit as described by Carleton (2014) to help
activate readers to think more deeply about the given themes with the possible effect of
conscientization. The thesis comics use different kinds of transitions from panel to panel
which have been described by McLoud (1993, 70-72). The thesis comics mostly use actionto-action transition, except for Examples comic which also uses aspect-to-aspect transitions
when showing different situations in which energy is used. Subject-to-subject transition, to
which more reader involvement is necessary (McLoud 1993, 71) was not used, even though
it might have created a larger impact on the reader than the more straight forward action-toaction transitions. The author felt that more input should have been given in exploring the
possibilities of using closure in order to better benefit from this phenomenon in connection
with conscientization.

Space was provided for the readers’ use of imagination and closure in the thesis comics by
avoiding the providing of straight answers and leaving room for readers to make their own
interpretations of the visual information provided in the comics. This was assumed to be
more motivating than presenting spoon-fed messages towards which part of the students
had a negative reaction to in the prototype comics. The thesis comics used different textimage relationships described by McLoud (1993, 153-155). “Word specific” use of text and
images, in which the text contains the story, was used in the comic entitled Classroom. In this
comic the discussion between the characters carries the story. The comic entitled Examples
contains a “picture specific” relationship. In this comic Emil’s comment adds information to
the silent panels above. “Additive” use of text and images could be seen in Sapling because the
story could almost be interpreted from the images alone. The story could also be interpreted
through the text, but they amplify each others messages. The most common way text and
images were used together was “inter-dependent”. This means that both text and images are
depended on each other to help create meaning. (Relationships of text and images McLoud
1993, 153-155.)
3.5.3 Tutoring for final versions
A summation of the results of the feedback phase was shared with Takalo and new versions
of the thesis comics were sent to her for further feedback and guidance.

Stories
The stories are shortly introduced below, and later in more detail in chapter 3.6.
Settings was a new story added for the purpose of including a story about cellphones. Takalo
thought this was a simple enough and worked as a comic. She thought it also helped with
introducing characters.
News (Destroying trees) replaced the comic in which Otso kicks a tree and Panda gets mad.
Takalo especially liked the first panel, but noticed a lonely character in it. Loneliness of this
background character could raise questions and speculations concerning his story. Because
Takalo was the only one to ever point this character out, extra characters were not added to
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accompany him.

Takalo thought that the re-drawn City looked quite good, however she could not comment
on the text. The author had left text out because it would be formed and refined later with
Kemppi.

Ride (Gabriela’s flying plans) comic was changed into a story about Gabriela and Peppi who
talk about different options for traveling a short distance. Takalo approved of the new script
and that public transport was also mentioned as an alternative to private cars.
Sapling did not change much from its prototype. Regarding one of the Otso’s lines, Takalo
suggested a clearer and shorter option for it which was then used in the final comics.

The story in the prototype version of the Classroom comic told about students who suggest
getting solar panels for their school. Instead of having them give suggestions on how to
protect the environment, in the final version of this comic the students have a discussion
about energy efficiency.

Different situations in which energy is used were illustrated in Examples, a new story. Emil
thinks that since energy is used everywhere there are many opportunities for making a
difference. Takalo liked the third panel in which Gabriela is waiting for a bus and watches an
aeroplane fly above her. Takalo believed that it was a good choice leaving out content that
referred to adult possibilities for making a difference.

Encouragement
Takalo helped coping with stress caused by the feedback data. She estimated that no one
reaches 100 percent satisfaction with their work. She said that perhaps the dissatisfaction
of ones own work might help to make artistic development possible in the first place. Takalo
called panic one of the necessary phases of bigger projects. Takalo reminded the author that
it was impossible to please everyone and referred to something journalist Anne Moilanen
once said, that no matter what one does, 20 percent will not like it. Takalo suspected
that the same rule could apply to co-creation projects as well. Takalo suggested that the
author consider how well the comics work as comics, and keeping in mind what they were
intended for, as well as keeping in mind comments from the workshops. Takalo agreed
that educational comics are a difficult genre. She suggested paying close attention to the
naturalness of dialogue. Takalo was happy with the drawing style, lines, details, scenery, and
perspective. The characters were estimated to be suitably ageless. Takalo approved the new,
more realistic look for Panda and how Panda seemed be “an embodiment of environmental
awareness” amongst the students.

Colours
Antell provided the colour pallet used in WWF’s graphical elements. Colours of the thesis
comics were based on this pallet. Variations were created by multiplying layers and changing
layer opacity in order to infuse the colours, and make them darker or lighter. Various colour
try outs were sent to Takalo and Kemppi. The author had difficulties finding the perfect way
for colouring the comics. Takalo suggested considering what the colours were intended to
bring to the panels and stories, and what could be expressed by using colour. Takalo believed
that the comics could also work in black and white, and warned that lines could drown in
the colours used. The author made one colouring test in which some areas were left without
colour. Takalo thought that this gave the comics an unfinished look.
There were plans to create a poster by using the thesis comics. The comics were each given
their own main colour in order to make it easier for readers to separate stories from one
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another in a poster. Takalo agreed that restrained use of colour worked well in the comics.
Only one colour was used for the characters who were not main characters. In one of the
comics they were coloured green. When this comic was shown to Takalo she pointed out that
our eyes will accept almost any colour used for colouring skin, for example blue and red, but
for some reason green always seems unnatural. Finding the right balance in using colours
seemed to be a never ending battle. Takalo estimated that one of the problems with using
digital colouring was that the colours could be adjusted endlessly.
3.5.4 Comics in context
Inspired by the thesis workshops, Kemppi organised a workshop for the ambassadors in
order to help further develop the visitation tour. Five ambassadors, Koskinen, and the author
took part in this workshop. Kemppi used her proposed visitation tour presentation for
sharing what she had been planning up to this point and asked ambassadors to help with
developing the visitation tour and the presentation. Kemppi had taken the responsibility
of finding places for the comics within the presentation. She had also understood the
need to work out how the ambassadors should act when a comic would come up in their
presentation and students would need a moment or two to read it. For the author, Kemppi’s
way of thinking brought to mind Winograd and Floreś’s (1986) remark that objects can
effect “ways of being” (Winograd and Floreś 1986 referred by Robertson and Simonsen
2013, 5). The workshop was the first time the author saw for herself how the comics worked
within the presentation. The author noticed that an educative atmosphere of the comics was
amplified when they were presented as part of the presentation material. The comics did not
seem to provide a break from the educative atmosphere. Instead, they supported the same
atmosphere, but in a different form.

Kemppi informed the ambassadors that all of the comics would appear in a poster and that
there was no need to use all of them in the presentation. The ones that remained in the
presentation were chosen by the ambassadors. The Sapling comic was not included because
the ambassadors thought the comic did not have enough to do with energy efficiency. The
Classroom comic was not used either because it contained too much text and a natural place
for it was not found within the content of the presentation. Kemppi asked the ambassadors
what they thought would be the best way for them to act during the time a comic was
introduced and read. The following ideas were discussed: ambassadors could point out
rhetoric observations, they could widen the theme in a comic by talking more about it, and
they could ask relevant questions. The Settings comic was seen as a suitable opening for
discussing the use of electric devices. The ambassadors suggested that a poll could be a
possible follow-up for the Ride comic. Students could be asked how they get around, do they
share rides when they go out doing something together, and what distances they would cycle,
if they cycled. Kemppi’s workshop gave a finishing touch to the thesis comics by connecting
them more closely with the presentation and classroom activities.
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image 28. Settings Final version

3.6 The comics

Settings
The idea for including a comic about cellphones came up during a meeting with Kemppi,
Malmelin, and Julkunen. Each of the Theme workshop participants mentioned cellphones
when telling about their use of energy. Cellphones were added to other comics as well, but
had a more trivial role within them. The dialogue for this comic was written after a meeting
during which Antell tried a new energy saving mode on her phone with the affect that
the screen turned black and white. In the comic Panda says that she likes the new energy
saving setting that was tested by Emil. Panda’s statement can be interpreted as a reference
to energy saving, or a new look which matches the colours of a panda. The comic tries to
communicate that people can benefit from saving energy, in this case through a battery that
needs to be charged less often. The comic does not address other cellphone related ways for
saving energy. The main message is that there are ways of using a cellphone in a more energy
efficient manner. (image 28.)
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image 29. News Final version

News
Origins of this comic can be traced back to a story created at Comics workshop 2.. In the
original story, Fabio’s plans to destroy all trees were disrupted by the twins and Barbara who
suggested planting new trees instead. In the prototype, Fabio was replaced with Otso who
only joked about destroying trees. Otso did not believe anything could be done to prevent
the human species from destroying itself. Panda tried to communicate that Otso should try
to help prevent that from happening instead of having a negative attitude about it. The idea
behind the final version of this comic was to acknowledge both the negative and positive
news concerning climate change, energy issues, various other topics, and how they can affect
people’s moods. The idea for this story originated from Fabio’s twisted reasoning in the early
version of this comic. The final comic ends with presenting some positive news. Peppi shows
that using cleaner energy sources is a spreading phenomenon, not an act of wishful thinking
or a small trend. Cellphones were portrayed in this comic as tools for finding information.
(image 29.)
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image 30. City Final version

City
The prototype of the City comic was created in order to help provide a larger picture
concerning the use of resources. During one of the school visits a couple of pupils thought
that it seemed to work well as a change of scenery and as a calm break from the other
prototype comics. The feedback had shown that the message in the prototype had been
appreciated by most of the students who understood it, but there had been many who
thought that the text was too hard to comprehend. The text in the final version of this comic
was refined through a collaborative process. The author wanted to preserve a similar kind
of feeling that had been present in the dialogue of the prototype comic. Efforts were made in
communicating a clear, open, and positive message through character dialogue. The comic
tries to convey that the use of energy and other resources is clearly needed, and efforts are
already being made to help enable smarter uses of these resources. Panda attempts to relay
that everyone can play a part in these needed changes. A pupil commented during one of
school visits that there seemed to be no reason for Super Sami and Panda to be standing on a
roof. This lead the author to add a picnic element to this moment. Adding this element helped
emphasise the scenery because the characters now come on the roof with the intention of
having a picnic together and check out the view from up top. The city scenery was changed
according to Takalo’s suggestions. In the student feedback it had also been suggested that
the city should be more polluted. The city scenery in the final comic was created with the
intention of offering a calm pause and an opportunity for readers to form their own ideas and
opinions regarding the scenery before reading what characters themselves think about what
they see. (image 30.)
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image 31. Ride Final version

Ride
Origins of this comic can be traced back to a story created at Comics workshop 2.. In the
original story Gabriela spends energy in a multitude of ways and a Platypus sets her on
the right path. In the prototype version Platypus was changed to Panda, who could appear
out of nowhere by using her superpowers. Feedback revealed that Panda was seen as an
irritating preacher. Students did not like a character that was telling others what they should
do. Another in the prototype comic was that Gabriela looked too young to be planning a
long distance flight to a distant country. Another problem was her willingness to switch
from taking a long distance trip to backpacking and bicycling locally because this was not
considered believable. A few options for the new script were discussed with Kemppi. In
this final version Gabriela plays a computer game and talks with Peppi. The characters try
to reach an agreement concerning the way they should travel to an unmentioned close by
location. They discuss traveling by car, cycling, and using public transportation. An option to
travel by buss was added to include more transportation possibilities. This was also a way
to provide a compromise concerning the characters’ discussion on how they should travel,
and to help prevent Peppi from being dominating. One panel was left without text in order to
leave Gabriela’s thought process to be imagined by readers. (image 31.)
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image 32. Classroom Final version

Classroom
Origins of this comic can be traced back to a story created at Comics workshop 2.. In the
original story three students with different levels of enthusiasm and knowledge concerning
the environment share their ideas regarding a school project to help with protecting the
environment. In the prototype comic, Emil suggested that their school could try to get
solar panels instead of the windmill mentioned in the early version. The story was changed
almost completely in the final version of this comic. After Kemppi and the author had looked
into real life energy projects in school, it became clear that the actual process of changing
a schools energy system requires the involvement of various stakeholders. The making a
difference theme was more focused on possibilities that concern everyday life. According to
the feedback, students found the story unrealistic and the characters’ behaviour unnatural.
The final version of the comic was the last one the author drew, and the one the author was
least satisfied with. The idea was to create a situation where the characters could discuss
energy in a natural way. Ideas for dialogue were gathered from the results of the Theme
workshop. The dialogue could also work as a short summary about energy issues that were
mentioned during the presentation. The dialogue also takes into account feedback received
for the City prototype. One student did not like that industry was spoken about in a negative
way. Emil mentions industries as a recipient of the benefits of energy efficiency. (image 32.)

97

image 33. Examples Final version

Examples
A new story. This comic formed around an idea to gather all of the characters together in one
comic. The purpose of this comic was to help give examples of different uses for energy. The
comic covers the use of energy through technology, light, food and means of preparing it,
public transportation, air traffic, and use of warm water. Emil also wonders how much energy
has been consumed in making his shoes. This was added as a reminder that creating things
consumes energy too, as pointed out by Takalo. Emil thinks that since energy is everywhere,
there are many opportunities for making a difference. This idea was expressed by Kemppi
during one of the development meetings. Emil’s gaze is directed at the panels in the upper
part of the lay-out to help indicate that energy was consumed in all of the illustrated
situations. The comic could work as summary of making a difference in everyday life. Panels
without text give more room for the readers to interpret what could be done for saving
energy in each of the presented situations. Gabriela’s earlier dreams about flying and her
discussion with Peppi about using public transport have been combined in the third panel.
(image 33.)
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image 34. Sapling Final version

Sapling
The original Sapling story was created to offer an opportunity to combine different
characters and make readers more familiar with them as well. The story continued from
Barbara’s, and later Panda’s, suggestion of planting more trees. The final version of the
Sapling comic remained very similar to its prototype version. One panel was added to the
beginning of the comic, and the last panel was made larger to give room for illustrating future
saplings. Illustrations in the last panel are more symbolic than in other comics. This makes
the way Sapling communicates as a comic slightly different from the other thesis comics.
The feedback given about the prototype of the Sapling comic showed that this comic worked
quite well even though one student wondered who would be crazy enough to observe the
growth of trees. Dialogue was refined when developing the final version of this comic.
(image 34.)
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3.7 Revisiting the project
After the thesis comics had been completed a meeting was held with Kemppi and Koskinen
(25.05.2015) to discuss about the project. For the author, the collaboration with WWF
provided a goal and a purpose for the comics. The opportunity to collaborate with WWF
also helped to give motivation and added pressure to make the results as good as possible.
Everyone agreed that the project started at an inconvenient time because it began before
the active planning of the visitation tour took place. There was no message, goal, or use for
the thesis comics yet which could have helped with the planning of the co-creation process.
For the author, this gave time to gather information about environmental education and
co-creation before the more active phase of the project began. The process might have been
easier if there had been clear guidelines from the beginning, but going through a process
with clear guidelines early on might have provided less learning opportunities. Koskinen’s
insight based on her experience with earlier projects was that messy projects can produce
interesting and better results. Kemppi also thought that the freedom allowed in the thesis
project had been a good thing. Koskinen pointed out that in the beginning of the process it
had been impossible to say how much could be counted on regarding the comics because
there was no telling what the results would be like; even though Koskinen had seen comics
previously created by the author. The “messy” beginning provided time for everyone to adjust
to the idea of the comics being a part of the visitation tour.
Kemppi and Koskinen were happy with the project results. They thought that the work had
been very thorough and said that they had been surprised by the amount of work put into
the comics after the prototypes. They were also happy with the way the documentation
throughout the project had been carried out. Kemppi and Koskinen both thought that in
normal working conditions it would have been necessary to settle for less refined comics.
They also pointed out that the refining of the comics could have been an endless task if time
would have allowed for it. Koskinen estimated that the process took so much time because
this had been the first time for the author to work with educational comics. Kemppi and
Koskinen were told about difficulties of sharing the comic creation process with others, and
also how this became easier for the author both mentally and in practice during the process.
The author shared her thoughts regarding the workshops and how she now saw that the
process should have been composed differently somehow. Koskinen reminded her that
workshops become easier with experience and that their success depends on many factors,
not all of which depend on the one planning them.
Koskinen said that the project had challenged them to think about target audiences in
a different way. Kemppi thought that the chosen theme and the target audience for this
visitation tour were both challenging. It was agreed that for this project it would have been
good if the author had been given a more extensive introduction to WWF’s strategies, views,
and goals regarding environmental education. This would have better helped in supporting
the author’s decision making during the project. After this discussion Kemppi and Koskinen
assessed that the collaboration had been beneficial for them as well.
The process continues
The thesis project ended after completing the thesis comics and forming a general
understanding of how they would be used as part of a poster, and used during the
presentation. Development of of the ways the thesis comics could be used during the
presentation may have continued after the thesis project ended because the development of
the visitation tour continued after the author left the project.
It would have been interesting to gather information about how the thesis comics worked
when used by the ambassadors. This could have been done through observation and
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gathering more feedback from the stakeholders through feedback forms and interviews.
Because the thesis process ended before the thesis comics were put into use, this data
remained ungathered by the author. WWF will receive feedback later about the visitation
tour from their ambassadors and will be able to evaluate how well the comics worked, and if
there will be use for similar material in the future.
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4 Discussion
This chapter presents findings from all three subject areas of this thesis which were explored
in literature review and through the project. Learning outcomes of this thesis were mainly
generated from two areas, comics and co-creation, while environmental education remained
a more distant topic. The author perceived that she did not have enough experience
regarding environmental education to do more than make notes of the thoughts she had
throughout the project. Examination of environmental education before starting the thesis
project was helpful. Partial understanding of this subject helped the author with following
the meetings with professionals working at WWF. Their feedback and development ideas for
the comics concerning education goals and approaches would have made less sense for the
author without familiarisation of the subject.

The author discovered new angles she could use to help with examining comics through
a creation process that she was unfamiliar with. The process used for creating the thesis
comics was both humbling and exciting because it revealed areas in which the author
wanted to develop her skills when working with comics in the future. The project helped
open the author’s eyes to the various possibilities of how different elements in comics could
be used for communicating to and interacting with a reader. The development process of
the thesis comics was longer than what the author had been accustomed to and as a result
was considered to have helped with improving endurance for longer projects. Development
ideas, praise, and critiques received during the project confirmed the importance of receiving
feedback during a creative processes.

In retrospect, the co-creation process could have been easier if more benchmarking had
been done in order to find examples of methods, tools, and practices to help enable user
involvement. More emphasis should have been placed in using these methods and tools to
better understand the target audience and for adding co-creation elements to the process of
creating the thesis comics. The author believed that some of the messiness within the thesis
project could have been avoided by focusing the co-creation part of the literature review on
benchmarking co-design projects which had similarities to the thesis project. This might have
provided more examples regarding how to benefit from, and use ideas generated by, users
and other stakeholders as well. The co-creation process described in this thesis served as a
learning experience.

4.1 Comics
4.1.1 Matters of visual appearance
According to McLoud, visual style can be used in help setting an atmosphere for stories told
through comics (McLoud 1993, 126). Keeping in mind the endless possibilities for comics
regarding visual styles, the author felt that the thesis comics ended up being very “common”
in their visual appearance. The author wondered if a more experimental style could have
worked better in communicating the messages of the thesis comics and appeal more to the
target audience as well. A different style could have been found through a bolder use of lines
and colours. The author had difficulties analysing what kind of an atmosphere the used visual
style had set for the thesis comics. Julkunen seemed to believe that the prototypes did not
have a mature enough approach regarding the themes to be suitable for the target audience.
Takalo seemed to support this concern as well with her estimation of the prototypes not
looking like comics for grown ups. This was a struggle for the author because it was hard to
pinpoint which quality, or qualities, in the comics created this response. One reason could be
the character design discussed later in chapter 4.1.3.
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During the thesis project the author did not experiment with multiple visual styles because
this would have extended the time needed for developing and crafting the comics. For this
reason, trying out any unfamiliar utensils or techniques was perceived a gamble as well.
The thesis comics could have possibly improved had these experimentations taken place.
Visual appearance, along with other elements of communication, affects how messages are
perceived by their audience. The prototype comics would have provided a suitable place
for these types of experimentations. Feedback concerning the visual style could then have
been collected from all stakeholders during the feedback phase. In the actual thesis process,
drawing style was only discussed during a few meetings with Kemppi before making the
prototypes, and discussed afterwards with Takalo. Experimenting with styles for the comics
would have been a learning opportunity for the author as an illustrator. The prototypes
could have provided an opportunity for not only trying out different drawing styles, but also
illustration techniques and panel lay-outs as well. Adding different styles into the prototype
comics would have also offered more elements to talk about during visits when gathering
feedback in the classrooms. This would have enriched both the pupils’ and the author’s
learning experience. A better suited style for reaching the target group might have also been
discovered.

The feedback from students contained approval, and some disapproval, regarding the
detailed drawing style. The author had chosen this style because she assumed that detailed
backgrounds would be more interesting for the readers to look at, and because of her own
fondness for detailed comics. While most of the feedback seemed to support the use of more
detailed backgrounds, the details ended up creating a problem. Drawing in all the details
was both laborious and time-consuming. There would have been an advantage to using a
more simple style not realised at the time. A simpler, less laborious drawing style would have
made the crafting and modifying of the comics easier and faster. This would have allowed
for a greater extend of modification in accordance with development suggestions. The thesis
comics could have gone through even more development phases, and visual changes could
have been made in the later phases of the project if needed.
The relationship between text and images in the thesis comics could have received more
attention. The author could have considered more thoroughly the kind of information that
could have been better communicated through text, and the kind of information could
have been better communicated through images. This could have been an area suitable
for exploring through the prototypes, and earlier during Comics workshop 2.. Decisions
regarding the amount of text used in the thesis comics depended much on the amount of
information they could, and needed to, offer in the short comics, and how much space the
text needed as well. The author used the text mainly for communicating the messages of the
comics. Visual information was used more for communicating the situations in which the
characters interacted, to help with communicating what they were doing in a given situation,
and how they felt.
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4.1.2 One panel versus an album
One challenge for the thesis project was to find an appropriate length for the comics. In
the beginning of the thesis project it was expected that the comic, or comics, would form a
small booklet, but this was not what the visitation tour needed. The idea of a longer comic
was abandoned because of Kemppi’s insight regarding resource efficiency of the booklet.
There was a possibility that after all the trouble involved, students would not even read the
comic. Tatalovic also speculated on the potential of science comics reaching their audience
(Tatalovic 2008, 9). The thesis comics would reach their readers more efficiently when part
of the presentation and in the form of a poster. An ambassador believed that students would
check the poster out during recess. The use of longer comics in classrooms was described
in chapter 2.1.3. Usually, students first read these comics at home after which discussions
followed in the classroom. If a booklet had been made for the visitation tour a similar practice
could not have been used. Reading a booklet in class would have taken too much time away
from the 45 minute session, and ambassadors were not able to give pre-class assignments.
The author later estimated that creating a longer comic through co-creation might have
been quite difficult. Changing just one part of a longer comic according to development ideas
would have required making changes in other parts of the comic as well, and would have
also affected lay-out plans. Still, creating a longer narrative through collaboration would have
been an interesting experience.
The author had some struggles with the short length of the thesis comics. The short length
seemed to allow less room for character development and forming stories. Even more
difficult was building humour amongst the information that needed to be communicated
within the short comics. The author had more experience with longer comics. Because
creating a booklet was not an option, another form had to be found for the comics. The four
panel form used for the early versions and the prototype comics did not seem to work. There
were stories that needed more space, and the author assumed that the four panel format lead
the readers to believe that they would be humour comics. The solution used for this was to
extend the comics, but making them even shorter could have been tested as well. Single panel
comics could have been a suitable starting point for the thesis comics from the beginning.
A one panel format would have worked well within a presentation. Perhaps various single
panel comics could have been created by the users and the target audience, even within the
short time frame allowed for the workshops. They could have also been further developed
through a series of workshops. Had this approach been chosen, comics artist Seppo
Leinonen (http://www.seppo.net) would have been a natural choice as an interviewee.
Leinonen has illustrated and created both single and multiple panel comics for Suomen
luonnonsuojeluliitto (The Finnish Association for Nature Conservation).

4.1.3. Character development
Returning to the thesis comics after a pause led the author to believe that perhaps the
characters in the comics looked younger than intended. The characters were drawn with
big heads because the expressions of the characters had to be visible from the far end of the
classrooms, also when the panels did not show them up close. Unfortunately, there were not
enough adult characters for making a proper comparison and forming an understanding of
the proportions of the bodies used. Simplification and masking effects, described by McLoud
(1993) and mentioned in chapter 2.1.1, were considered when drawing the characters. An
attempt was to made to help make it easier for the readers to identify with the characters.
Simplification of facial features was one of the reasons the author thought the characters
appeared young, and perhaps this effect could have been used to a lesser extent. The
characters also ended up with almost identical body-types, which could have been avoided by
adopting a different drawing style for the characters which would allow for more extremes
used in body proportions.
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Estimating how easily the readers would identify themselves with the characters was
challenging. Would readers find simplified characters more easy to identify with than
characters portrayed in a more detailed and realistic drawing style. When examining Kingo
and Sara comics Beck discovered that at least part of the target audience had considered Sara
and her friend less interesting as characters when compared to the villains of Sara comics.
(Beck 2006, 528-530, 532.) This example shows that simplification and masking do not
always work as intended. In the comic examined by Beck, the characters were drawn in a
simplified style, and they also had very straightforward and simplified personalities. Readers
might relate to complex characters more easily because they could be considered more
interesting. Feedback for the prototype comics revealed that the student characters were
considered easy to identify with and realistic by some, and boring and unrealistic to others.
The characters in thesis comics were quite simple in design, and the stories did not give
many opportunities to help express their personalities.
Some of the character designs created during Comics workshop 2. were interpreted
as stereotypical by the author and Kemppi was concerned about Gabriela’s character
design, too. As narrated in chapter 3.2.6, one participant suggested creating two distinctly
different characters with different attitudes related to caring about the environment.
While using these kind of characters may work in helping bring out issues, they do not
always resonate with reality. When adjusting the characters, an attempt was made to
try and avoid stereotypes. In the prototype comics the characters were designed to have
distinctly different attitudes and knowledge concerning environmental issues. This became
less obvious in the final comics. The author later thought that more time could have been
spent in thinking about character design, and the characters created by the target audience
themselves. Perhaps examples from existing educational comics could have been used to
help with examining different character types. Then again, this would have added an extra
burden on the workshop participants. One character type that might have worked in the
thesis comics could have been a more likeable character who had easily relatable challenges
when attempting to live a more environmentally friendly life. This kind of character was
used by Cyril Pedrosa in his comics AUTOBIO and AUTOBIO 2. Super Sami and Panda, the
more fictitious characters in the prototype comics, seemed to require more explanation for
the readers, but there was not enough space within the comics for this. It seemed that the
more fictitious characters are within a comic, the more explanation and introduction they
would need to work as characters. Julkunen made the same observation as Murray (2005),
that superheroes can be too far removed from reality. In this case, relating to young people’s
possibilities in making a difference.

Murray’s description of the AlienBusters comic as well as its similarities to the thesis comics
were mentioned in chapter 2.1.4. Both had the goal of inspiring people to take action and
the thesis comics contained superheroes in their early versions and prototypes. Later, the
including of superheroes in the thesis comics was perceived to be problematic. Partly for the
same reasons, and in part for different ones, that Murrya discovered in AlienBusters. It could
be stated that using superhero characters for advancement of any cause may be somewhat
problematic. Superheroes might be too easily associated with strong ideologies. However, the
superhero characters themselves are often more complex and not always blind followers of
the ideologies of others, or even their own at times. An ideology may motivate them to take
on extreme actions against villains who often follow an opposing ideology. This may cause a
reader to personally over emphasise a superhero’s ideological side when reading the comic,
even though the comic in question would not aim to strongly promote such an ideology. This
is why including superheroes in stories told in campaign comics could be problematic. If a
reader is against, or not supporting a cause a comic hopes to endorse, the reader might not
then become any more sympathetic towards that particular cause when reading a story with
a superhero in it who seemingly opposes their own views. This kind of presentation might
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be seen by the reader as a type of finger pointing because they have opposing convictions
to those of the superhero in question. Nobody likes being told that they are a bad person.
Also, setting two sides up in opposition with each other may be strongly associated with
war. Murray also advised avoiding the use of war terminology in campaign material (Murray
2005, 133, 135).
4.1.4 Ideology
Strong ideology in context with teaching environmental education may be problematic as
implied in chapter 2.2.2. Promotion of ideologies themselves was hardly ever suggested as a
good teaching policy in the environmental education literature used for this thesis. A more
contemporary practice seems to be that of educators encouraging and helping enable their
students to form and develop their own understanding of various issues. It would have been
interesting to explore different views and ideologies in the thesis comics, but that was not
within the interests and needs of WWF. The prototype comics did not intentionally contain
strong promotion of ideologies, but feedback from the target audience showed that it was
possible to interpret them that way. Some readers of the prototype comics paid particular
attention to, and did not care for, character lines about saving the world and choosing a
vegetarian diet. They also seemed to dwell on perceived criticisms against industries and
flying for a holiday. This made the author pay closer attention to how the comics could be
interpreted by their readers. The author had to consider if her views had been somehow
projected into the prototype comics and had to admit that this could be possible. The author
was indeed tempted to emphasise the deep ecology ideology which was recommended by
Kopnina (2014, 224) and express a critique against techno- and anthropocentric views. This
might have resulted in even more students perceiving the prototype comics as “oppressive”.

Without the discussions with Kemppi, Koskinen, Antell, and Hannuksela concerning ideology
and WWF’s brand, and the feedback phase of the project, the author would have struggled
more in finding an appropriate way to communicate through the thesis comic. Kemppi
emphasised that the comics could not say “do not use air-traffic”, or “do not eat meat”. Instead
they could say that doing these things less is one way to help have a positive impact on the
environment. According to Beck, Sara comics stated directly what was acceptable and what
was not. In the end, the final versions of the thesis comics tried to use a more open ended
approach as Kingo did in order to give more room for readers to think for themselves. (Beck
2006, 533, 534.)
The author could not estimate how ideological the final versions of the thesis comics
eventually were. However, she intentionally included elements that could be seen as
ideological commentary. For example, Gabriela plays a video game in the Ride comic as a
small commentary regarding the ongoing discussion about women and gaming. Another
intentional decision was to show the characters interacting together without gender being an
issue for them. The portraying of female and male students was discussed with Kemppi and
Koskinen. There was joint resentment expressed concerning stereotypical ways both female
and male characters are portrayed in comics and other media.

The final versions of the thesis comics intentionally avoided forming sides concerning energy
issues. For example, by avoiding the portraying of people working for fossil based energy
production, or people promoting the use of fossil fuels as bad; even if some of them might
well deserve it. An example of a good versus bad composition avoided in the thesis comics
was used in EKO-Sofia by Anita Zaramella for EKOenergy (http://www.ekoenergy.org/extras/
ekoenergy-comic/). Murray’s insight based on her examination of the AlienBusters comic was
to avoid making this kind of good versus bad simplification of a complex issue (Murray 2005,
143, 144). The forming of sides in this way was also against WWF’s communication policies.

109

Milbraith (1989) pointed out that empathy, understanding, and respect are essential when
creating future societies (Milbraith 1989, referred by Tani et al. 2007, 199). Developing
one’s ability to feel empathy can help to understand that people have different perspectives,
feelings, and situations through which they view environmental issues. Equally important
should be the ability to feel empathy for all other species. Kemppi’s presentation for the
visitation tour included the fact that climate change influences the lives of other species as
well. The Saimaa ringed seal was used as an example.
4.1.5 Communication
The thesis project demonstrated to the author that any kind of communication attempt
to any audience requires paying close attention to all sorts of elements involved. In the
context of the thesis comics these were, for example, ways of using the language of comics,
visual style, text, characters, the portraying of life, messages in the comics (both chosen
and unintentional), goals of the communication attempt, and qualities of the stories. The
author had to think about her personal attitudes considering the themes, ideologies, and
her assumptions regarding the chosen target audience. The author comprehended before
the feedback phase of the thesis project that the front end of the project should have been
geared more toward understanding the target audience. The feedback phase revealed more
diversity in the target audience than was expected. Diversity of the target audience provided
a challenge in both understanding them, and developing ways to communicate to them.
Comics workshop 2. helped to produce inspiring and usable material to work with, but as
an event for developing characters and stories, it had been more about fun and less about
planning how to communicate to the target audience. The author estimated that needed
level of understanding regarding the target audience had not been achieved during the thesis
project. The author did not manage to find the target audience’s perspective regarding the
energy efficiency and making a difference themes.
Based on findings from the feedback phase, the target audience was diverse in their
experience in reading comics, in their attitude as well as interest concerning environmental
issues, their preferences regarding elements used in the prototype comics, their ability to
understand comics, and their willingness and ability to give constructive feedback. The
author had difficulties considering these differences when working on the final versions of
the comics. The author was concerned that the final versions might have become too bland.
The danger with blandness was that the target audience might be bored with the comics and
therefore might not be receiving to the messages the comics hoped to communicate. When
reviewing the thesis comics after the project, the author assessed that for them to better
work as comics and stories, the thesis comics should have had a lot more edge to them. An
unconfirmed concern the author had was that after trying to create comics that would please
everyone, it would become harder to please anyone with them. An attempt made after the
feedback phase was to avoid elements that created more aggressive reactions. As mentioned
earlier, the author was not able to gather data to determine how well the final versions of the
thesis comics worked in their context and how they were received by the target audience.
Much time was spent with developing the content of the texts in the comics. Character
lines through which many messages were communicated had to be natural and fitting for
the young characters. The texts also had to be easy to understand and in line with WWF’s
brand. Attention was given to what kind of tone different words gave to character dialogue
and messages in them. The text became an increasingly important element to be further
developed by Kemppi and other staff members involved because there was increasingly less
opportunities to change other elements of the comics. Murray (2005) also emphasised the
importance of choosing the right words and terminology in communication as mentioned in
chapter 2.1.4. The process taught that through minor changes made in replacing one word,
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or changing a suggestion into a question instead, it could make a big difference. A sentence
could become easier to agree with, or become more neutral in tone, while containing almost
the same content. This was considered to be a great insight regarding future projects,
inspiring the author to pay better attention to the various ways of communicating with text
in comics.

The thesis project was eye opening in that it helped to consider the different ways
sustainability and environmental issues can, or should, be communicated to people in
general. Kemppi reminded the author repeatedly that people sympathetic to environmental
concerns were already on board, and that the ones who really needed to be reached were
those who were not interested in these issues. For this audience, the message had to be made
easier to digest. People who are already interested in environmental issues respond with
interest to even the harsher facts that have a possibility of triggering negative emotions and
opposing attitudes in others. In the thesis comics this was taken into account by mentioning
that renewable energy solutions and more resource efficient technologies were already in
development. The comics also mentioned that they are currently the more desirable direction
taken by cities and industries because this type of development ends up benefiting everyone.
4.1.6 Humour
Prejudices related to comics were introduced in chapter 2.1.2. It has long since been
understood that comics are a diverse form of communication. Qualities of comics, for
example the target age group or how funny they are supposed to be, are always comic
specific. Potential readers of comics are diverse as well. They have a different understanding
of what comics are based on their reading history with comics and/or what they have
heard about comics. Their own experiences and knowledge of the world may also affect a
reading experience they have with a comic. Feedback from the Youth team confirmed that
readers might either believe that comics are for children, or that they can be suitable for any
age. Feedback forms revealed another comics related pre-conception as well. Some of the
students who gave feedback suggested adding humour in order to help the prototype comics
be more suitable for the target audience. Some pointed out that comics usually contain
humour and said that one reason they did not like the prototypes was because there were
no jokes in them. The author assumed that the four panel format of the prototypes led some
readers to believe that humour and jokes would be a part of them. Work still needs to be
done to clear out prejudices concerning comics, but while they still exist these prejudices still
have to be considered.
The author failed in any attempt to use humour in the thesis comics even though
humour was seen as an important element in making them more interesting. Some of the
feedback implied that the target audience might demand humour to be a part of the final
versions. Packalén (1999, 8) mentioned humour as one of the assets comics could have in
communicating various issues. Tatalovic suspected that when the main purpose of a comic is
to communicate scientific information accurately, they might lose part of their entertainment
value (Tatalovic 2008, 3,4). It would be tempting to assume that the thesis comics had
difficulties in being entertaining because they were meant to be educative. When crafting the
thesis comics it certainly seemed that when a message in a comic was made clear enough,
the comic itself ended up seeming rather dull. The author saw that the lack of humour in
the thesis comics was mainly a result of her own inexperience. Possibly a more experienced
comics artist could have managed to produce more creative results though combining
information with entertainment value. Humour was difficult to communicate affectively.
There were difficulties in finding humourous ways to explore energy efficiency, what
people could do to help save energy, and how they could otherwise be less harmful to the
environment. The author had to consider whether adding humour ineffectively was worse
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than not adding humour at all. People are different in their perception of what is funny. The
author preferred darker humour, which might not have been suitable with WWF’s brand.
4.1.7 Connecting to real life
There were difficulties in connecting the stories created during Comics workshop 2. to
real life. The author thought that these difficulties could have been avoided if the narrative
creation phase of the workshop had been constructed differently. The initial idea behind
involving the representatives of the target audience in creating the stories was to find the
target audience’s perspective concerning the themes, and to find stories that related to
the target audience’s lives. Bolton-Gary pointed out that comics could possibly be used for
connecting theory and real life (2012, 390). The author made too many assumptions and as
such expected that these goals would be achieved by simply asking the target audience to
create the stories themselves by using the reference material concerning the themes. During
the project the author wondered whether the comics could be used to help present situations
related to the themes, as well as explore feelings and aspects related to these situations.
Cultural perspective mentioned by Nordström (2005, 16) could possibly have been used
when examining the themes during the workshops and in the thesis comics as well.
The author understood that the preparation for Comics workshop 2. had been insufficient.
The outcomes of the workshop were mostly fictitious in nature. While the stories were
entertaining and refreshing, they were not helpful enough with finding the target audience’s
perspective concerning the themes of energy efficiency and making a difference. The Comics
workshop 2. should have been planned in a way that would have better supported the
linking of themes to participant stories and real life. The feedback from the target audience
revealed that the students felt that the situations in the prototype comics were unnatural and
seemed unrealistic. The author saw this as a possible implication of the readers wanting the
comics to have a more realistic feel and application to them. Because of this, the author tried
to prune the more fictitious elements when creating the final versions. The only fictitious
element left was a talking animal character named Panda. “...The success of comics as teaching
tool “lies in the fact that the reader can easily relate to the experience demonstrated”” (Eisner
1985 quoted by Tatalovic 2008, 12). As pointed out in chapter 2.1.2, allowing readers to
relate to an experience in a comic requires skills in developing and creating comics, as well
as understanding potential readers. The author hoped that this could happen with the thesis
comics at least once or twice.

Attention was given to sceneries in hopes of helping immerse readers into the world of the
thesis comics. In the City comic a large detailed panel with the scenery of a city was used
to help slow down the reading process and for giving an opportunity for a reader to locate
energy related details before the characters share their own observations regarding the same
view. The Examples comic contains scenery of a small town because not all people live in the
type of cities illustrated in the City comic. The idea to including a small town in the Examples
comic came from Kemppi who had visited various cities and towns when traveling as a WWF
amabassador. The author assumed that the masking effect and closure described by McLoud
(1993), Carleton (2004), and Packalén (1999), could be affective in helping immerse readers
into the thesis comics. Compared to The 500 Years of Resistance Comic Book introduced
by Carleton (2014) in chapter 2.1.4, the thesis comics created a less dramatic affect in their
use of closure and panel to panel transitions. Differences in dramatic affect derive from the
different use of transitions and differences in imagery used as well. The thesis comics could
have used more graphic and powerful imagery too in communicating about various energy
sources, over consumption of resources, and climate change; but this type of approach was
not possible in the context of the thesis comics.
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The author tried to immerse and impact readers through the use of closure and activating
them in their use of imagination. In the Examples comic the first four panels have no text in
order to allow readers to think about what the illustrations could be communicating before
Emil’s thought bubble in the fifth panel connects everything in the previous panels with
the use of energy. In the Ride comic Gabriela’s thought process concerning whether she
and Peppi should travel via a private car or with bicycles was purposefully left out to help
readers imagine for themselves the kind of thought process Gabriela went through before
she suggested using public transportation. Carleton (2014) could not support the claim that
closure could help create conscientization. This thesis does not offer proof either of how
well these tactics worked in the thesis comics. Without feedback regarding the final versions
of the thesis comics there was no way of knowing if the world, stories, and characters
introduced in the final versions remained too far removed from the target audience. It was
also impossible to estimate how great an impact the comics had in inspiring responsible
environmental behaviour in the target audience, which is the goal of environmental
education (Toledo et al. 2014, 27).
4.1.8 Re-examining the thesis comics
In chapter 2.1.4 the author described the difference between story comics and comics that
work as part of campaign materials. It was estimated, based on gathered insights from the
referred material, that comics which want to tell a story work better as comics compared to
campaign comics which are created with the sole purpose of propagating a message. Beck
pointed out that when compared to the Kingo comic the Sara comics, mentioned in chapter
2.1.4, were more obvious in their educative intent which made them less appealing (Beck
2006, 527). The thesis comics can be described as being even more obvious in their educative
intent than the Sara Comics. The author suspected that her inexperience in creating
educative comics, rather than the educative nature of the thesis comics, might have had more
affect on the overall appeal of the comics. Beck describes the Sara comics as a “disguise” for a
message (Ibid., 536). The author would prefer describing both the Sara comics and the thesis
comics as alternative forms for communicating messages rather than being disguises for
them.
When the intention was to make an educative comic, making it appear to be something other
than it was was challenging. The author wondered if the thesis comics should be clearly
education comics, or should more effort be made to make them appear to be something
else instead. This was part of the struggle in making messages of the thesis comics legible.
This was one of the qualities asked of Kemppi for the comics. However, while being legible
the messages could not be too obvious either. Being too obvious seemed to irritate a few of
the readers according to some of the feedback results. The thesis comics had an undeniably
educative feel to them and were intentionally dependent on their context as well. This was
necessary in order for them to work within the visitation tour. As a collection of comics,
they do not tell a particular story when read together. The thesis comics are more a kin to
little peeks into the lives of the characters in various situations, not necessarily stories about
the characters themselves. They would not work as an independent work outside of the
visitation tour context. As part of a poster, they leave room for readers to possibly wonder
whether there could be more to the characters introduced, or even if there was more to the
themes introduced in the comics as well. If the author would have created her own comic
independent of others, the same themes would have been explored through a collection
of longer story lines. In contrast to the way themes were explored in the thesis comics, an
independent comic would have allowed for more freedom in exploring these themes. The
author believed that the co-created comics were more suitable for classroom use compared
to the kind of comic she would have created independently placing more emphasis on story.
The described process of creating the thesis comics shows how important it was to share the
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process with others.
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4.2 Environmental education
4.2.1 Humans, planet Earth, and environmental education
Achieving a comprehensive understanding of environmental education was not possible
during the thesis process. The author felt that she did not gain enough experience during
this process to properly discuss environmental education, but the topic was in itself
thought-provoking. It was easy to get lost in philosophical pondering regarding the rights
and responsibilities of humans presented by de Laplante in chapter 2.2.1. The author also
considered Kopnina’s (2014) examination of possible futures, presented in chapter 2.2.2, to
be an interesting way of examining what should be taught through environmental education.
Philosophical questions concerning the relationship between humans and environment
started to fascinate the author while in university. These questions seemed to always be
present with whatever choices humans made. Perplexingly, humans can be well aware of
some of the consequences their actions will have when choosing to act in a harmful way.
Humans seem to prefer pleasure over responsibility. The author saw this phenomenon as
a challenge for both environmental education and the process of developing a sustainable
future.

Joshi et al. (2007, 4) and UNESCO (2014b) emphasised the roles of young people as a target
audience for environmental education as well as potential actors for helping change the
world. The author did not have the time to investigate whether measures had been done to
help provide environmental education to other possible target groups as well, even though
this question was an interesting one. It is clear that young people have an important role
concerning our future, but the author wondered if investors, employees of various fields, and
other citizens were perceived as target audiences for environmental education by UNESCO
or some unknown actor, or were these groups considered beyond the reach of environmental
education. Assuming current global problems require humans taking action now, it would
seem logical to somehow ensure that those currently in a position to make a difference have
the skills needed to act in a more sustainable way. The author does not assume that the
entirety of the current adult population lack helpful skills that could be provided through
environmental education, but it would be an equally bold assumption to state that each and
every adult person already possessed these essential skills. Supposedly, there are many valid
reasons why people would update their knowledge regarding environmental issues and ways
people could make a difference themselves. In spite of that however, environmental issues
and their connectedness to the operations of humans could afford to be better represented as
a measure of sharing necessary information and helping raise awareness. For example, this
could be done through the media.
Kolle mentioned during Comics workshop 1. that every person is the sum total of the five
people closest to them. With this she wanted to emphasise the power of being an example
to others. The author sees actions of the currently active and influential population as being
examples to young people. Each of us is, both knowingly and unknowingly, an example to
others, and it might be challenging for younger generations to estimate whether we are being
a good or bad example presently. Our actions as examples to others can be explored from an
educational perspective. The older generation needs to live by the same guidelines it teaches
the younger generation. If the older generation does not live by these guidelines themselves
and ensure that their actions do less harm on the environment, why would younger
generations follow these same guidelines? The younger generations need to see through
example that acting in an environmentally friendly way is important and that these actions
can make a difference. A couple of the students who gave feedback concerning the prototype
comics perceived that the City comic unfairly criticised industries and the creation of new
products. In the final versions of the comics the author tried to portray industries in a more
positive light by mentioning them as one of those who also benefit from energy efficiency.
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The idea behind doing this was to take something that might normally be seen in a negative
light, environmentally speaking, and use it as a positive example instead. This could help
enlighten those who might not want to hear about protecting the environment and/or those
who have adopted a more materialistic way of living.
Cantell and Koskinen believe that students should be made aware of a variety of context
bound values and ethics (Cantell and Koskinen 2004, 73). Critical thinking, promoted
often in environmental literature, can be used for examining these values and ethics, and
environmental philosophy. The relationship between humans and nature can be viewed
through many lenses. The referred literature concerning environmental education seems
to imply that students can benefit from these kinds of contemplations. The author believes
that through these types of contemplations various views and ideologies could be better
examined, people could become more motivated to act in helpful ways, debating over issues
could become easer, and empathy could be envoked for other forms of life, as well as people
with different views or living situations.

4.2.2 Hope and critical thinking
It was discovered that people can seldom be approached with demoralising facts concerning
the harm our daily actions cause other life forms, and then told how they should change their
ways. Kemppi and the feedback gathered from students revealed that finding a right angle
for sharing educative information is not an easy task. It was challenging for the author to
communicate facts through various twists and turns instead of presenting them straight on.
Education was seen as a field strongly based on presenting facts instead of being a field of
shaping facts to be presentable. An indirect approach seemed to be the only way to reach the
largest amount of people, which was one of the goals of the thesis comics. It was understood
that a positive approach would help get the best results and hope was a better motivator than
using fear tactics.

Through the thesis project the author learned more about the importance of hope which
WWF emphasises in their environmental education. This did not remove the author’s doubts
regarding the ability of humans to change the way we use resources affectively enough, and
fast enough, in order for them to continue inhabiting Earth in the future under tolerable
conditions. However, a potentially false hope was considered better than no hope at all. In
our current environmental situation, hope helps enable people to change for the better.
“Hopelessness and resignation... leads to apathy (Freire 1998)” (Wolff 2005, 39). The author’s
cynical thoughts influenced the personalities of Fabio in the early versions of thesis comics,
and later Otso in the prototypes. In the Destroying trees comic Panda tries to tell Otso that he
should do something instead of apathetically wait for something bad to happen. This comic
also tried to cover the importance of taking some sort of action over doing nothing. We can
only create a tangible hope through taking positive action. As Wolff pointed out, we don’t
know what things will be like in the future (Wolff 1992, referred by Wolff 2004b, 212).
Wolff mentions the developing of critical thinking skills a type of preparation for an unknown
future (Wolff 1992, referred by Wolff 2004b, 212). According to Matthies, students should
analyse the information they get and understand that our knowledge is limited (Matthies
1992, 50, 51). The thesis comics did not intent on helping readers develop their critical
thinking skills. However, they do leave room for students to think about the presented issues
themselves, but could have challenged the readers to contemplate the issues to a greater
extend. Linking critical thinking exercises with the energy efficiency and making a difference
themes would have increased the level of difficulty in creating the comics. This would have
demanded more from the comics in regards to content and their use within the visitation
tour. A possible way to link these two elements could have been found in offering comics
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as material for a problem solving task as mentioned in chapter 2.2.3. Creating this kind of
activity would have required a high level of involvement from the ambassadors because a
problem solving task would have required a lot of active involvement from them and the
target audience as well.
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4.3 Co-creation
4.3.1 Making room for co-creation
The thesis project was the author’s first attempt to create comics in collaboration with
more than one person. Using methods of co-creation for developing comics was unwieldy at
first, but felt more natural as the process went along. Uncertainties about the method were
overcome by understanding the value co-creation can bring to various designs of all kinds.
Bit still, the collaborative creation process was perceived as both a helpful opportunity, and
a burden. The process of co-creation contained uncertainties different from that of a lone
design process. The author felt uneasy about sharing responsibility in creating the comics
with unfamiliar stakeholders who did not share the responsibility of delivering the desired
results for WWF. Stakeholders’ interest towards the project, ways of being creative, and
willingness to get involved were impossible to estimate before they were actually given an
opportunity to take part in the project. During this process there were occasions when there
was a need to consider how far along the creative process the co-creation phase should
extend. The initial plan was to assume an independent creation process after the three
workshops. Fortunately, after these three workshops, it was possible to continue including
more people in helping develop the thesis comics.

There were difficulties in estimating when it was acceptable for the author to make a lone
decision concerning the thesis comics. Bratteteig et al. describe user involvement as giving
them power and means to influence and making decisions about the created product
(Bratteteig et al. 2013, 129.) There were occasions when the project needed to move
forward, but all necessary decisions had not been made with the involved stakeholders
during a workshop. As a result, the author based her decisions on their documented ideas
she gathered from these workshop. This gave the impression that the workshop participants
had been used for gathering information rather than having them be actively involved in
the decision making process for the comics. In these situations the author made decisions
according to available data and showed the results to Kemppi for evaluation. Borum and
Enderund proposed considering the following questions when considering authority within a
design process: “agenda control: what is discussed and who decides the themes; participants:
who is invited in; scope: which solutions are possible – and hence, which problems are
defined (and judged relevant) and therefore addressed; resources: time and people available”
(Borum and Enderud 1981, Bratteteig et al. 2013, 130). In this project decisions concerning
agenda control, participants, scope, and resources were all influenced by multiple people
including Koskinen and Kemppi. Kemppi was responsible of the whole of the visitation tour,
while the author was in charge of the thesis project implementation as well as considering
what information was needed to help create the thesis comics. The author also decided how
the gathered data was used in the three versions of the thesis comics. These decisions were
examined together with different stakeholders shortly after they were made, and in different
phases of the project.
Slocum (2003, 14) recommended timing and planning workshops according to which parts
of the design participants could influence and what had already been decided. In the case
of the thesis project, the workshops could not be longer than a few hours. This meant that
decisions needed to be made before the workshops began so that the participants could
concentrate on the most relevant elements that needed to be influenced by them. The project
could have been started with less decisions made before involving users and target audience.
Instead of specifically choosing comics as the end product to be created during the process,
the process goal could have been left less defined. The decision concerning the end goal
greatly affected what could be created, and this might have influenced how inviting and
interesting the co-creation project could be for ambassadors and the representatives of the
target audience. A less defined concept for the outcome of the project could have been, for
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example, visual materials for the new visitation tour.
4.3.2 The challenges of the co-creation process
Both schedules and planning were challenges for this thesis. The co-creation process was
underway before Kemppi started developing the visitation tour. This created a challenge for
planning the early co-creation phase. Planning could have been easier had the content of the
tour and composition of the target audience been decided before the thesis project began.
However, the author recognised a bigger challenge regarding her lack of experience with
planning a co-creation process. With more experience the more unclear areas of the project
would not have been much of a challenge and the planned co-creation activities could have
been more affective. These challenges could have also been seen as a blessing.

Co-creation activities generated a growing pool of ideas and data. This information was then
used to help with creating the three versions of the thesis comics and evaluating them. Each
of these developmental steps helped eliminate elements of the comics that were considered
unnecessary, and also refine the ones with some potential. The process came to resemble
the kind of participatory design process described by Foyd, Reisin, and Schmidt (1989).
The requirements for the end results were generated together during the process. (Floyd,
Reisin, and Schmidt 1989 referred by Bratteteig et al. 2013, 122). The author thought that the
process was also similar to Robertson and Simonsen’s description dealing with the cycles of
making and evaluating together (Robertson and Simonsen 2013, 9). Sanders and Stappers’s
description of co-design processes starts from involving users to inform, ideate, and develop
concepts, and continues with evolving these concepts to prototypes that are then adjusted
based on feedback from users (Sanders and Stappers 2008, 1-3.)
The difficult areas in planning concerned developing, choosing, and using methods for cocreation. Activities used during the Theme workshop seemed to confuse participants. After
the Theme workshop simpler activities were chosen for the Comics workshop 1.. For Comics
workshop 2. simple activities were also used in order for participants to have more room
to be creative with. The author suspected that the more detailed and structured activities
used during Theme workshop had limited the participants’ creativity. Vidal mentioned
that planning too much in advance might limit the participants (Vidal 2004, 395). When
comparing the results of the different approaches used in the thesis workshops, the activities
planned with more detail produced more data specific results while the ones less structured
produced more imaginative results. But these more imaginative results did not always
contain data needed. The author also suspected that choosing different tools to be used
during activities might have helped to produce more usable workshop results. For example,
the ambassadors could have used paper and pens to help with ideating the comic creating
activity for students.

Since the time spent with each stakeholder group was short, much time was spent examining
data from the three workshops and the feedback phase in order to find elements that could
be used for creating and developing the thesis comics. Contrary to the recommendation of
Sleeswijk Visser et al. (2005, 134), the amount of time spent in analysing the data was longer
than the time used for planning the activities to produce it.
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4.3.3 Stakeholders in this process
The thesis project involved three stakeholder groups: experts from WWF, ambassadors as
users, and target audience represented by Youth group and the students who took part in
the feedback phase. Experts from WWF were involved with the whole process. Development
discussions concerning the planning of the workshops, and later making the thesis comic
better, continued until the end of the project. Ambassadors took part in ideating ways to
approach the target audience and what sort of comics creating activity could be used during
the visitation tour. Later during Kemppi’s workshop they took part in planning how the thesis
comics could be used during the presentation for the tour. Target audience was involved
with informing and ideating in order to find themes for the comics. Target audience was also
involved with creating characters and stories, and further developing the prototypes. Kolle
joined Comics workshop 1. as an energy expert, but otherwise the possibility of mixing the
stakeholder groups during different phases was never considered and opportunities might
have been missed because of this lack of interaction.

According to Vaajakallio and Mattelmäki, participants can have changing roles during a
design process (Vaajakallio and Mattelmäki 2014, 74). In the thesis project expertise was
sought from the ambassadors, and Kemppi and Koskinen who had knowledge and experience
with the visitation tours. An unsuccessful attempt was made to understand the Youth team’s
perspective on energy use. Later their creativity helped in creating the comics. Students
from local schools were made a part of the process in order to help understand the target
audience, develop the prototypes, and learn what the target audience thought about the
prototypes. WWF’s staff members, who took part in developing the prototypes and adjusting
the final versions of the comics, offered their expertise related to their area of work at WWF
and communicating with text and images.
Target audience
Involvement of target audience and understanding them were areas that suffered the most
from the lack of benchmarking and insufficient planning. The target audience could have also
been studied regarding their knowledge and views concerning energy efficiency and climate
change. This knowledge might have been useful in creating the comics and possibly helpful
with the visitation tour as well. The Finnish national curriculum could have been studied in
more detail. This could have helped the author to understand what information the target
audience may have already been familiar with. It was suspected that the target audience
knew more about environmental issues than the author herself had known at the same age,
but no study was done to confirm this assumption. Then again, if the author had studied the
target audience more thoroughly concerning their knowledge of environmental issues, the
study might not have revealed more than what the feedback answers did: that students are
diverse in both knowledge and attitude. It would also have been interesting to ask students
if they had seen comics used for educational purposes before, and if so, what they thought
about them.
One of the research questions of this thesis was: How to create suitable comics for
educational purposes? A more accurate answer could have been found through planning
the involvement of the target audience in a different way. The target audience should
have been involved earlier in the thesis project. Local schools should had been involved in
finding the themes and creating characters and stories in order to help increase diversity.
This would have also helped in involving people closer to the planned target audience’s
own age. The Youth group could have been asked if and how they would like to take part
in the co-creation process instead of assuming that the project would interest them, and
deciding their role beforehand. The thesis comics could have also been crafted by the target
audience themselves to incorporate an aspect of peer to peer communication. The author
assumed that this kind of communication had been one of the affective qualities within
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Tsubota’s Secrets of the earth comic. If the target audience would have crafted the stories
and illustrations themselves there would have been more visual variation among the comics
and in the visitation tour presentation. Another option could have been focusing Comics
workshop 2. in creating prototype stories with more emphasis on their content and ways of
communication. These stories could have been developed with the participants if another
workshop had been planned, which there would have been time for if the planning of the
workshop phase had been more affective.

Ambassadors
The author had hoped to involve the ambassadors more with the project, but was not able
to organise this. Two ambassadors took part in Comics workshop 1. and one ambassador
provided feedback for developing the prototypes. The author thought that perhaps the
project did not relate to them strongly enough. More ambassadors arrived to plan the
visitation tour in the workshop organised by Kemppi. The planning of a whole tour might
have been a better motivation for traveling to a workshop in the late afternoon compared
to making the same effort to help with the planning of one part of the material used for it.
Fortunately for the thesis project, Kemppi was an experienced ambassador herself and the
author could ask about the ambassadors’ perspective from her. Minimal success in involving
ambassadors meant that developing a suitable use for the comics was not carried far enough
during the thesis project. During Kemppi’s workshop the ambassadors planned on how the
comics would work within a presentation and activities in a classroom.

The author believed that another method or angle could have worked better with involving
the ambassadors, and another angle could have supported the used methods. For example,
the ambassadors’ group in social media was never utilised as a communication channel for
development of the comics and their use. Ambassadors might have seen more reasons to
attend the workshop if the material they were invited to help develop would not have been
comics, but visual material related to the new theme. The developing of visual material would
have influenced Kemppi’s planning with the visitation tour to a greater extent and would
have required a different kind of co-creation process.
4.3.4 Motivating stakeholders
During the thesis project it seemed that the most challenging part of co-creation, beside
planning it, was to motivate people to be a part of the process. Co-creation was perceived
as an uncertain way of creating the comics for WWF partly because motivation and extent
of commitment of participants could not be guaranteed. Wilde and Vainio-Mattila also
recommended considering people’s motivation for participating (Wilde and Vainio-Mattila
1995). The ambassadors were identified as key stakeholders alongside the target audience,
but the author was not able to involve them as much as hoped. The Youth group participated
in the Theme workshop as part of their WWF activities. The ones taking part in Comics
workshop 2. showed more interest in being part of the process. Students who provided
feedback concerning the prototypes did this as part of their school day. The most highly
motivated participants were staff members from WWF and the teachers who saw benefits in
giving an opportunity for their students to review the comics.

Ambassadors would be users of the created material and that was why their involvement
was considered to be important. The author saw direct benefits for them in being a part
of creating comics for education material. The author had more difficulties though with
thinking about what could motivate the target audience in wanting to take part in the cocreation process. While they were considered an important stakeholder group, the ones
taking part in the process might not directly benefit from the results themselves. Slocum
mentioned that participants could be offered a compensation for participating in a workshop
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(Slocum 2003, 14). The workshops themselves could have also been more motivating and
useful for participants as recommended by Wilde and Vainio-Mattila (1995). The author
regretted taking Youth team’s involvement for granted. They were a group that should have
been given more freedom to decide whether they wanted to even be involve with the project,
and if so, how they would have liked to be part of it. They could have possibly helped with
finding a way to involve more representatives of the target audience as well.
Stakeholders could have been offered opportunities to take on bigger roles in creating the
comics. In chapter 4.3.3 it was suggested that the target audience could have created comics
themselves to help enable peer to peer communication. This would have also changed the
role of the author from the one who crafted the comics herself to that of a facilitator and
instructor for others in creating and crafting comics. This could have been an interesting
project for students, with the responsibility for delivering results being a shared one. This
kind of co-creation would have required a much longer commitment from at least one target
audience group, as well as a larger compensation to be given for their work with the project.
4.3.5 Benchmarking, the missing element
In chapter 2.3.2, it was mentioned that creating new co-creation methods and tools was not
a focus for this thesis, but difficulties during the thesis project showed that more attention
should have been given to either creating or adjusting these methods and tools. According
to Seeds for change, workshop planners easily favour methods suited for themselves, which
can be avoided by ensuring that different types of methods are chosen (Seeds for change,
5). Different methods could have been found by examining pre-existing co-design projects.
Benchmarking would have made the thesis process easier and directed the thesis project
towards using more designerly methods than those chosen for the project. This examination
could have answered questions such as, to which extent can a designer work as a sieve or
mixer for the data gathered from users and make decisions based on their experience and
judgement, and how, and to which extent, they should involve others in the decision making.

A possible reason for the lack of benchmarking may have been the affect the planned
activities seemed to have on participants. Participants of the Theme workshop were confused
with why they were doing the activities, and were most active when simply discussing
with each other. During Comics workshop 1. the ambassadors and Kolle did not show any
eagerness in using mind maps. This could have been because they were already chatting and
sharing ideas verbally and might not have seen it necessary to express themselves in other
ways. It would have been beneficial to read how others have inspired participants to use the
methods they did, and toolkits they prepared. Benchmarking would not only have helped
in making decisions concerning the use of methods and tools, but also help with planning
the process as a whole and finding roles for different stakeholders. Of all the tools used, the
author felt most natural working with prototypes. They worked as described by Sander and
Stappers’s (2014, 9), a rough form of ideas and as discussion pieces that were shown to
stakeholders in order to help develop them further.
There was an existing source for methods and tools which was not utilised fully. The
comics courses and techniques mentioned during interviews with Koikkalainen, Richert,
and Hintsa, described in chapter 3.1.2, could have been used for inspiration and as models
when creating activities for the workshops. Participants could have been able to explore the
topics more deeply, and by themselves as well. Through finding and/or developing a suitable
comics making activity for Comics workshop 2., it might have been possible to present a
way to better connect the themes and stories with real life. The author assumed that simply
providing a list of exiting findings for reference material had not been helpful enough for the
participants. Vidal’s (2004, 401) picture simulation, providing information through pictures
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for participants to explore, could have also worked better than presenting a list. One possible
way of involving the target audience could have been through organising a comic workshop
at a local school. Because the comics were examined as a form of communication in this
thesis, other possible directions for benchmarking and research could have been found
through a deeper examination of communication and education literature.
4.3.6 Was this co-creation?
The author often questioned how co-creative the thesis project was because of the amount
of creative decisions made by the author herself when compared to the lesser amount of
active decision making made by others. Especially concerning the early versions, prototypes
and the final versions of the thesis comics. Decisions concerning the thesis comics had to
often be made based on the documentations of information and ideas from the stakeholders
instead of making decisions with them in person. The author wondered how one could tell
the difference between true co-creation and involving people for information gathering
purposes. In this chapter this has been briefly examined by comparing the thesis project with
two other projects. Mattelmäki and Sleeswijk Visser (2011) examined case examples when
studying the use of the co-design and co-creation terms and other related terminology. Two
of these cases have been used here for comparison.

Collaborative creation was used in the textile design case with a similar goal to that of the
thesis project. ”to gain an understanding of the kids’ world, their preferences and to listen to
their opinions in a creative process”. The textile creation process included explaining textile
design to the involved children and providing them with tools to help them be more creative.
Data from the children’s works had been used by the designer to create patterns which were
then evaluated by the children (Mitrunen 2010 referred by Mattelmäki and Seelswijk Visser
2011, 7.) Mattelmäki and Sleeswijk Vissers saw many points of user involvement in this case.
They pointed out that “the designer kept her designer identity and competence and was the one
who was responsible of the final designs – although strongly inspired by the exchange with the
kids”. (Ibid., 8.) Had this case been known earlier in the thesis process, it could have been a
suitable benchmark for planning the co-creation process. The amount of user involvement in
the beginning of the process was greater in this presented case. The case also included tools
that could have been suitable for examining the themes and their relatedness to the lives of
the target audience of the visitation tour. For example, for creating the patterns Mitrunen
(2010) gathered knowledge about children’s lives, hobbies, their homes, and their dream
rooms (Mitrunen 2010, referred by Ibid., 7). This project resembles the thesis project in the
way that Mitrunen created the final designs. However, in the thesis project the finals versions
of the comics were still being developed to some extent with WWF’s staff members involved
with the project.

The design agency (WAACS) case provides an example of “very small user involvement”(Ibid.,
8). The design agency involved users only in an “idea generation phase”. Mattelmäki and
Sleeswijk Visser described the user’s role in this case as being informants. Their role was to
inform the design agency about their lives as they relate to a specific topic. The users did not
take part in designing the result. According to Mattelmäki and Sleeswijk Visser, the design
agency refers to their way of involving users as contextmapping. (Ibid., 8.) When compared
with the Theme workshop organised for this thesis it could be asked whether the role of of
participants was that of an informant or a co-creator.
Mattelmäki and Sleeswijk Visser commented on the diversity of the cases they examined.
“Designers facilitate and enhance the creativity of others, learn with and are inspired from
other co-designers. These cases also illustrate how co-design can vary depending on the
organization and the field of design” (Ibid., 11). “There is also great variety on how they are
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organised including the time span of the engagement and the phases of development process.
There are differences in the level of the contributions from the end users and stakeholders”
(Ibid., 11). Mattelmäki and Sleeswijk Visser seem to recognise the existence of different
levels of co-design. Keeping these different levels in mind, the author continued to seek an
answer to the question “had there been enough co-creation involved to call the thesis comics
a product of co-creation?”
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5 Conclusions
This work was set out to answer the following questions:
How to use co-creation to create suitable comics for environmental education?
How does a co-creative process perform in creating comics for environmental education?
This chapter will answer these questions along with the author’s conclusion concerning the
co-creativeness of the thesis project.

5.1 Yes this was co-creation
The thesis project evolved through both theory and practice. Initially there was the
vague idea of creating comics for informative purposes. Eventually the project covered
understanding and undergoing a collaborative creation process as well as finding reasons
and ways for involving different stakeholders. The stakeholder involvement could have
grown in proportion and quality had the author had more experience with this way of
designing, more time to involve the stakeholders, and using a different approach for involving
them.
The project described in this thesis may not have been a model example of a co-design
project, but the author estimates that it was a co-creation project of sorts. The thesis comics
were not the creation of one person alone, but the end result of a collaborative effort. Once
the creative process was opened to different stakeholders, effort was made to involve them
through interviews, workshops, development of prototypes, and adjustment of the final
versions of the thesis comics. The process could have been improved through spending more
time in trying to understand the potential of each of the stakeholder groups and to consider
ways to better involve them as well. In the end, and partly because of difficulties experienced
during the process, each of the phases of the collaborative creation process was a learning
experience of its own. New perspectives regarding comics and how to create them were also
discovered through these different phases and will be equally valuable for the author in the
future.

5.2 How to use co-creation to create suitable comics for
environmental education?
While the plan and methods used during the project were considered to have been fruitful,
they were not considered as the most advantageous for the creation of comics that would
work as environmental education material. How then to use co-creation to create suitable
comics for environmental education? An answer for this questions was sought throughout
the thesis project. It was only when the effects of the earlier co-creation phases started to
reveal themselves that it was possible to make any estimations regarding the suitability of
the used approaches for achieving the project goals. The author came to believe that the
following elements would be needed in going through the thesis project again:
Forming a preliminary understanding of the stakeholders.
Searching and developing more affective methods and tools for involving and understanding
the stakeholders.
Adjusting the project in accordance with the new knowledge gathered from each phase.
A deeper examining of the themes used in the thesis comics.
Focusing more on the themes the comics needed to communicate.
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Involving stakeholders in a more meaningful way seemed to require a strict focus regarding
both the goals of each phase and key findings from earlier phases. This kind of focusing had
to be combined with allowing room for the stakeholders to take part and be creative in their
own individual way. Flexibility was needed to adjust the process to better suit the people
taking part in it.

As previously mentioned, the benchmarking of co-design projects should have taken place
to help with developing co-creation methods and tools to be used in the project. The project
should have been structured in a manner that would have made it more motivating and
interesting for the ambassadors, Youth team, and the target audience to participate in. Effort
should have been made to involve representatives of the target audience from local schools
in the early phase of the project. Using prototypes for gathering feedback from experts, users,
and target audience was considered recommendable. It was discovered that a feedback phase
should also be motivating and interesting for participants as well. Takalo’s tutoring was
found to be helpful and supportive when crafting the comics.

5.3 How does a co-creative process perform in creating comics
for environmental education?
As mentioned in chapter 4.3.1, co-creation was seen as a potentially helpful opportunity,
but there were uncertainties as to the kind of results that could be achieved through
collaborative efforts. However, uncertainty of the co-creation process also made the project
interesting. The author considered that going through an unfamiliar creation process such
as this could also be a useful learning opportunity. The process produced knowledge and
insights regarding the creating of comics in a collaborative way, as well as helping with
creating comics to be used within a specific context. Documentation of the thesis project
helped to answer the second research question as well: How does a co-creative process
perform in creating comics for environmental education? The end results of this thesis
project were not perfect, but the process demonstrated that when creating comics to be used
within a specific context using co-creation can produce results that would better suited for
their purpose defined by the specific context.

The author had doubts at first regarding how affective co-creation could be in creating
comics. The process showed that creating comics through co-creation was no different from
creating any product with their users once the correct mindset had been found. The author
believed that without participation of the stakeholder groups the comics would have been
very different and less suitable for their purpose. Participants in this process generally
had no experience with drawing comics but they were adept in taking part in creating
and developing the comics. When creating comics certain assumptions have to be made
concerning the readers. The language of comics then has to be used in accordance with these
assumptions to help communicate the intended message. But each reader will interpret these
communicative efforts differently. During the thesis process, co-creation helped to both shed
and form assumptions regarding eventual readers as well as understand how diverse these
reader’s interpretations could possibly be. Considerations regarding how to better use the
language of comics in the thesis comics were partly done in collaboration with stakeholders
as well. In the future it could be interesting to create an even longer comic through some sort
of combined effort.
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5.4 Research limitations and results
Difficulties and miscalculations concerning the planning of the thesis project, as well as
difficulties with utilising data from the workshops, have been documented in this thesis. This
thesis project can be viewed as an example of a project that did not go as originally planned.
However, it also demonstrated that with these kinds of projects changing, adjusting, and
making new plans is always necessary; as pointed out in the literature as well. The author
based her assumptions regarding how the thesis project could have been improved on the
difficulties and challenges perceived during this process. This thesis described how comics
were created for environmental education, but it can work as a benchmark for other kinds
of co-creation or co-design projects as well. A similar process could perhaps be used for
creating other educational or visual material.
The project did not produce or describe the most suitable methods and tools to be used for
co-creating comics. Therefore identifying or developing these methods and tools remained
a relatively unexplored area in this thesis. Suggestions on how suitable methods could have
been found, and on what they could have been as well, were provided in the discussion
chapter.

This thesis did not produce much data for answering the question of how affective comics
are in educational use. Literature referred to in this thesis implied that more data would be
needed to form an understanding of how affective comics can be. Producing data regarding
how affective co-created comics could be might have been one step toward answering this
question. Further study regarding the performance of the thesis comics would have provided
more tools for analysing the implementation of the thesis project and different elements
within the final comics as well.
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Appendix:
Theme workshop
09.02.2015

General notes
Seven members of the Youth Team took part in the Theme workshop.
Not enough time was reserved for briefing and going through the results of all of the
exercises. The Energy clock exercise would also have required more time.
The energy level of the participants dropped during the workshop.
The participants seemed most energetic when they were talking, showing that this group
could have benefited from using more discussive methods.
It was hard to have energy for facilitating when the energy level of the participants was
falling.
There seemed to be difficulties in starting ideating about energy efficiency.
Even though instructions were verbal and written, there was confusion regarding how the
exercise should go.
There were differences between the two groups working for the theme creating activity.
Other was enthusiastic and energetic, the other talked about other topics and seemed tired.
The participants had more energy when presenting results.
Going through the exercise took more than twice the time that was expected.
Introduction with comic
Even though the Youth team had difficulties deciding what to tell about themselves, everyone
was able to draw and write something on at least three of the four provided panels during
5-6 six minutes. The original time given to them was 4 minutes, which was too little.
There could be more examples of what they could tell like in Matt Boyce’s original exercise.
Or the exercise could have been framed more tightly so that the participants could have
decided more quickly what they want to draw.
Participants who didn’t have confidence in their drawing skills managed to fill the panels as
easily as everyone else.
The participants seemed to enjoy telling and hearing about each other’s comics.
At first some of them wondered if they dared to show their comics or not.
There wasn’t enough planning on how to summarise the exercise.
Energy Clock
One participant suggested using a colour coding for the activity. Participants used various
methods for mapping their energy day. Some clocks lacked the markings for showing
possibilities to influencing energy use.
It was noticed that the verbal and the written introduction should be exactly the same,
otherwise the briefing is unclear.
As a facilitator, it was hard to come up with something smart to do while the participants
were busy creating things.
One participant wondered why the exercise was done.
Maybe energy efficiency wasn’t emphasised enough in the briefing of the activity.
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Results of the Energy Clock were collected and roughly categorised for analysing their
content. The areas where energy could be and could not be saved are colour coded. Black
text represents non-marked notes of energy use.
The machines -category gathered most markings. The machines category was further
chopped into smaller categories according to the purpose the use of machines served.
Electrical devices are easy to recognise since they are handled and put on and off by the user.
There are various uses for electrical devices and thus the number of the mentioned devices is
high. Mobile phones and computers were often mentioned.
The moving -category was filled with the use of public transport. There was discussion about
use of bicycle and walking short distances instead of using a public transport.
The food -category gathered markings of the energy used for preparing food. There was
discussion about choosing vegetarian food, eating seasonal food, the transportation of food
globally, and the use of greenhouses.
The water -category shows the use of warm water for showers and bath. Warm water was
also associated to the use of laundry machines.
The living -category consists of the air conditioning, heating, and lights. There was discussion
about shutting the lights down and automatic lighting, heating, how to keep warm by using a
blanket or taking a bath, and using an additional heater if the apartment is too cold.
Later during the workshop there was discussion on hidden energy. The energy used for
creating of the benefits we use. Some of these benefits require further energy when utilised.
In other situation, the clock activity could be continued by placing the paper on larger one
and mapping how the machines, the heating and food is generated by using energy and how
usable energy is refined.

Machines
Knowledge, communicating:
mobile phone, mobile phone, mobile phone, mobile phone, mobile phone, mobile phone,
mobile phone stopping the loading of mobile phone battery in time
laptop, laptop, laptop, laptop
iPad
computer at work, computer at work screen shut when not in use, computer for school work
phone at work
Living:
washing machine
laundry machine
refrigerator, refrigerator
freezer
Entertainment: (could also contain mobile phones and iPad)
TV, TV, TV, TV, TV
gaming devices
Ways to safe energy:
Generic switch
Not keeping machines on stand by
Moving
metro
train
school journey,
buss
walking instead
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Food
breakfast, breakfast
lunch, lunch
coffee, coffee, coffee, coffee safe coffee to thermos
dinner, dinner, dinner, dinner, dinner preparing everything at the same time saves energy
Water
shower, shower, shower, shower, shower, shower
toilet
less baths
Living
heating, heating
lights, lights, lights, lights
lights at work, lights at school, lights at gym
air conditioning
sauna, sauna, sauna
Themes
Chosen themes:
Everyday choices, Constructions & infrastructure, Making a difference, Public things, saving
energy

The chosen themes cover roughly three topics: citizen’s own choices, public operations, and
making a difference through sharing information and through political means. The chosen
themes were considered suitable for the target group, since they have (and will soon have
more) say on the energy matters.
The themes are still quite large. Maybe the workshop should have started with this last
activity in a more refined form, and continued to frame the themes tighter.
The themes include insights and perspectives that provide more interesting takes on energy
efficiency than “this is how you save energy”-instructions. These include: the hidden energy,
the monetary benefits of saving energy, the problems caused by wasting energy, the means to
make a difference, the energy efficiency in public arena which assumingly is usually a more
hidden arena of energy saving and efficiency for the target group.
Group 1.
Random
Do we need to spend so much energy?
new “crazy” ideas - What can future bring
Devices, and every day choices
led lights for street lights
using timers and sensors
energy saving lamps and electronics
shutting down electric devices
vegetarian food
if not public transport, then shared rides
good choices in everyday situations
How to recognise truly energy efficient solutions? hidden energy
Constructions, infrastructure
energy efficiency should be considered in constructions
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insulations in buildings
heat pumps

Making a difference
making a difference through municipal decision makers
how to share information about energy efficiency to home, friends, for instance
the sun
Group 2.
Random things
education, understanding problems, solutions
more city farming
coffee and tea made with manual labour
more raw food, less energy use

Public things
buses and trains, (like trams and metro) should use energy produced by renewable energy
no use of elevators, except for elderly, invalids, pregnant women etc. they could use elevatorcards
energy efficient movie theaters
getting rid of electrified commercial TV\s and screens
Saving energy
increasing renewable energy
shutting lights
Producing energy may cause other problems, environmental problems for instance
saving energy = saving money
general off switches for houses, when leaving for work, all electricity off, except for
refrigerator
timer for loadable electric devices
Designing devices
solar power
designing devices that use less energy
more electric cars
washing- and laundry machine -problem, is the eco-mode actually eco friendly
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Comics Workshop 1.
26.2.2015

General notes
Two ambassadors and Saana Kemppi as co-facilitator and participant
Kaarina Kolle as energy expert
Heta Happonen as facilitator
Workshop description
The two-hour workshop started by asking participants about their expectations regarding
the workshop and briefing them about the workshop activities and possible outcomes.
Kaarina Kolle talked about energy efficiency and attended the first part of the workshop.
During the first part of the workshop we looked into the chosen theme for the comics,
Making a difference, by discussing and making notes of the insights.
When discussion started to change to the use of comics, we switched the topic to using
comics in classroom, ideating activities around comics and what kind of form the comics
could take.
We agreed that prototypes of the comics would be sent to ambassadors for comments and
development ideas.
Making a difference
Notes from the discussion. The theme of energy efficiency and making a difference could
include:

Electricity and electric waste and their significance.
Critical thinking, accepting unpleasant truths, changing the way of thinking, dealing with
emotions, how process of accepting is part of a process of change and how there are always
winners and losers when change occurs .
Searching knowledge, what device would use less energy for example, examples of where to
find more information.
Check out: Board of education’s education plans. These include descriptions of subject
ensembles which have interesting themes from the perspective of the visitation tours, such
as humans and technology, entrepreneurship, and committed citizenship.
Check out: Motiva and the government’s energy efficiency campaign.
It’s necessary to become aware of energy efficiency -related topics for the future, because of
the scarcity of resources, because this knowledge is useful and because this knowledge can
be helpful to an individual when thinking about employment.
The students need to realise the effect of energy efficiency in their own lives. They are
learning for their own sake, not for the sake of the school.
The knowledge offered through the visitation tour has to be connected to the benefits gained
by the students.
Systems thinking: Energy is always needed when producing things. Energy always needs to
be created somewhere, in a power plant of some kind.
Younger generations teach their elders, early understanding and acquiring knowledge
supports change.
The power of an example, a different habit and a normal habit.
Kolle presented an idea that each person is a sum, average, mixed of five people closest to
them. Kolle saw this as a useful perspective when talking about a person’s possibilities of
making a difference.
Writing or making comics to a member in parliament
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When examining energy, students might have difficulties perceiving what kinds of things
consume energy.
The small deeds in everyday life.
Examining and becoming aware of habits and standards of activity.
Comics
We discussed about existing examples of using comics and what kinds of other activities
could be used. The outcomes supported the earlier discussion about the roles for comics, and
new information was generated about different technical possibilities and strategic uses of
comics. We agreed that both the comics and the planned activity should be tested.

Materials: clear instructions, ready drawn panels, information about the equipment needed
from schools.
The activity has to fit to different technical preparedness of schools.
The ambassadors agreed that if the material was finished in time to for their schedules, they
could test it in classes.
Using tablets and comics creating applications.
The activity has to emphasise the topic rather than the technical execution.
The comic activity could consist of an illustrated occurrence with fill-in speech bubbles.
The ways of making a difference need to be addressed by other means besides the comics.
The comics could be used for inspiring discussions.
The activity could have a ready script that the students could illustrate in comics.
The activity could contain a ready-made first panel from which the students could draw
conclusions and develop a story.
The ready drawn panels could be re-usable, such as laminated papers.
The activity could be a group task, and the groups could have different themes.
Groups would circle around and see each other’s comics.
Comics can be used as inspirers for a topic.
A comic can be a tool of storytelling as students tell about the content of their comics.
When information is changed into pictorial form, it might be easier to remember.
Comics can be a part of a short activity.
Comics can be part of the presentation.
Comics can appear in a poster or cover the whole poster. Comics may work better than a
colourful picture in junior high schools and high schools. The poster can be put into a place
where it can capture attention during recess. A poster could have a space reserved for comics
made by the students.
The style of the comics needs to be considered. They can’t look like pictures from
schoolbooks.
The cause and effect needs to be clear in the comics.
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Comics workshop 2.
3.3.2015

9 Participants
Youth team and their friends
Facilitators:
Sanna Koskinen
Heta Happonen

General notes
The main goals of this workshop were creating characters and ideating stories. There were
plans to gather feedback about the findings regarding the planned activity for creating
comics, but there was no time to cover these topics. It was decided that no feedback would be
gathered for the theme, making a difference, because this aspect had been decided already.

Theme, and plans of how comics were intended to be used were presented for the
participants. They were also shown a summary of the findings from the Theme workshop
and Comics workshop 1. One participant pointed out that it would be challenging to create
comics that would appeal to the target audience. Another participant presented an idea that
opposites could be used in creating characters. There could be one character who knows a lot
about environmental things, and another one who doesn’t.
The participants seemed to enjoy the workshop. They chose to work in pairs and often used
the presented idea for opposites in characters. One pair role-played a scene in their comic
script in order to test it out. The workshop got one extra participant through cellphone.
Comics that had been spread on the working table for inspiration got little attention from the
participants.
Antti Hintsa’s method for creating characters with students was used during the workshop.
Participants were asked to think of three qualities to define their character’s personality,
and three qualities that would describe their character’s appearance. These were estimated
to be enough for creating characters which would be distinguishable from one another.
Participants were reminded that they could use the character traits for considering how
their characters view various issues and interact in the world. For ideating the stories, the
participants were asked to consider the given theme.
Notes of the characters and stories were gathered through the notes made by the
participants, and from the presentations of their results.

Peppi and Sami
Both characters mean well in their own way.
Peppi: a girl, innocent, big eyes, sincere, a young woman, a girl who sincerely believes her
actions will save the world, naïve, well-meaning, does small actions for the environment.
Sami: a rascal, radical, spontaneous, tall, eccentric, rebellious, inventive, hobby: saving the
world, Sami goes quite far with his enthusiasm.

Peppi and Sami are neighbours living in an area of detached houses. One evening Sami visits
Peppi to bring her an armful of candles because he thinks Peppi is keeping too many lights
on.
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Sami shoves the candles into Peppi’s arms before she can get a word out. Peppi is bewildered,
but
has no chance to ask why Sami has come before he has already stated the reason of his visit.
Sami sees that Peppi has a fabric bag and starts fishing information about how Peppi is going
to live up to the slogan of the shopping bag:”Use fabric, save the world.” Peppi explains that
the whole world will change through the help of her action. Sami makes a face-palm gesture
and teaches Peppi that there are actions with bigger positive impacts on the world. Peppi
wonders about this and calmly explains that small deeds can also have a great impact.
Fabio, Barbara, Cermet and Cermeta
Fabio: the protagonist, coward, doesn’t understand the effects of his actions, a benefactor/
bank robber (Robin Hood -complex), a big wound on one leg (bullet wound), spiky hair,
cowardly expression.
Barbara: the antagonist, obeys the law (police officer), unscrupulous, a single mother, short,
wears a police bicycle helmet, Ugg shoes, Barbara is a green police officer who shoots if
someone is not acting green, she uses Ugg shoes for keeping warm (instead of wool socks).
Cermet and Cermeta: twins, judgmental of others’ actions, they always have opposite moods,
mono brows, dis-formed feet, children, the twins act as a conscience or as small devils,
Cermeta is a ballerina.

Fabio robs an idea from Idea bank (sector of environment) which suggests destroying all the
trees of the world. The twins stare judgmentally at Fabio from a distance. They tell to Barbara
about Fabios plans: “Fabio is going to destroy all forests!” Barbara chases Fabio and catches
him. Barbara arrives and says: “Do you understand the consequences of your actions? Think
positively instead!”
Fabio thinks: “Plant more trees!”
Gabriela and Platypus
Gabriela: dreadlocks, a wannabe “environmentalist”, a hemp hoodie (rasta colours), a guitar
case, the guitar case is empty because it only works as an accessory, an earth green shoulder
bag, ignorant, tries to get sympathy, lectures to others, Gabriela recycles tea bags and means
well, but she is oblivious.
Platypus: Gabriela’s “conscience”, spy glasses, criticises Gabriela on spending energy, a spykit (supplies for environmentally friendly action: a user script 101, organically grown food,
a small solar panel, a bicycle), wears a second-hand tuxedo, an “How to be environmentally
friendly for dummies”-book.

Gabriela sits in her studio apartment (on the background a TV, a computer and all lights are
on. The contact box is full of electrical cords). Gabriela browses long distance flights with
her tablet while talking on the phone about protecting the environment. Platypus appears
grandiloquently. Gabriela drops her phone. Platypus starts pulling out the content of its
spy-kit and encourages Gabriela to truly act for the benefit of nature. A week later Gabriela is
cycling and eating a Finnish apple. Platypus sits on the bicycle too and looks happy.
Idiot, Average recycler, and Best ideas/Cool
The story will end in a way that all of the following characters will be “the good guys”.
Character 1. Idiot (male): simple, impassive, reluctant, fashionable clothes, a hydrogen
peroxide blond, clean and white one week old sneakers, someone no one wants to relate to.
Character 2. Average recycler (female): gullible, active, enthusiastic, jeans, a hoodie, a
ponytail, someone who is easy to relate to.

144

Character 3. Best ideas/Cool (male): social, everyone’s friend, innovative, handsome, hipster
kind of second hand clothes, someone who everyone would like to be able to relate to.
Teacher or WWF ambassador: Let’s talk about environment!
A teacher gives a task to her bored students to ideate ways to protect the environment in
school. Character 1. is not interested at all and Character 2. and Character 3. (or both of
them together) tell concrete and inspiring reasons about why nature should be protected.
Character 2. suggests a lame way to protect nature (such as morning assembly with a
recycling theme) and Character 3. suggests a good and and effective way (such as installing
solar panels on the roof of the school). The story can contain self-irony.
Comic:
Teacher: “All right students! Today we will protect the environment!”
Character 1.: “Not interested!”
Character 2.: “It is interesting!!! Don’t you know that 3 million people can drown in floods
if YOU just continue playing that Playstation of yours!!! We have to organise a recycling
bulleting so that the world will be saved!”
Character 3.: Recycling is a good idea, but hey! What if we would tell the head master that
we would like to have a wind power plant on the roof? That would save as much as three
detached house’s amount of energy!”
Characters 1. and 2.: “Yes! That’s more like it!”

Other “making a difference” -ideas that the characters could talk about, or compare:
a recycling club, a recycling poster, a solar power school, an environmentally friendly school
lunch, the school sponsoring buss tickets, a locked place for keeping bicycles, borrowable
bicycles to the school.
Genius and common sense
Paper notes containing these characters and story couldn’t be collected. These notes have
been done while the participant told about her ideas during the workshop.
Genius: Innovates and invents.
Common sense: :asks: “ wouldn’t it be enough if...?”
Cynical: Someone who tries to be environmentally friendly but makes wrong choices.

The idea behind the comic would be that Genius would invent something with no sense, but
that would have a positive impact, whereas the Common sense character would suggest an
alternative that would be easier to implement.
Example:
Genius develops a machine that can turn dog poo into environmentally friendly ice cream.
Common sense character reminds that organic ice cream already exists.
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Feedback for Prototypes
Participants
9 classes representing different schools and grades, from sixth to the first year of high school,
took part in the feedback phase of the thesis project.
Feedback group 7: 17 seventh grade students through feedback form
Feedback group 8.1: 11 eight grade students through feedback form
Feedback group 8.2: 16 eight grade students through feedback form
Feedback group 9.1: 12 ninth grade students through feedback form
Feedback group 9.2: 18 ninth grade students through feedback form
Feedback group 9.3: 19 ninth grade students through feedback form
Feedback group H: 22 first year of high school students through feedback form
Visit group grade 6: 26 sixth grade students through school visit
Visit group grade 7: 15 seventh grade students through school visit

General feedback
A summary of all the points in the feedback showed that the reaction toward the comics was
more negative than enthusiastic depending much on the comic in question. The students’
response regarding the comics seemed to continue almost similar from comic to comic.
Either they generally disliked or liked the comics. Nearly all saw something to improve.
Students had more problems with the content than the drawings. Super Sami and Panda
divided opinions, usually they were thought of as irritating. Some students wrote long
answers, some did not fill the form all the way through or replied with very short answers.

Feedback group 7:
The characters should stand out more from the background. I would add colour.
The characters don’t stand out from the background. Add colour.
Saving nature is highlighted too much in these comics. Highlighting it should be reduced a
little.
I would change everything: characters, theme, ideas, artist, designer.
Only high school students would have patience to read these through.
It is good that people try to save nature, but this comic is boring. If you ever manage to get
this into a magazine it would be a miracle. I would change the characters, drawer, stories and
plan.
Feedback group 8.1:
These comics do not work for anyone.

Feedback group 8.2:
The comics are suitable for third graders.

Feedback group 9.2:
I like the comic idea. It is just right for elementary students.
It was irritating that there was too much text.
For high school because of the difficult text.
The comics should have colour.
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Feedback group 9.3:
In some comics the pictures were too different.
The comics were too childish. The words could be changed to be more understandable for
children so that these could be used in elementary school. Super Sami should be made more
normal. He is too weird and irritating.
These could work for 2 and 3 grade students.
The comic goes too far with the nature topic. Many of the comics were unclear. The topics
should be more neutral.
The comics were short and concise.
The comics would suit a younger audience (younger than fifth grader) with easier words.
Nature subject has somehow gone too far and the characters talk over-excitedly about saving
the world. The conclusions of the comics are often icy. I would get rid of the Panda and make
the solutions more neutral, closer to real life.
Visit group grade 6:
Some of the comics could be longer. Both beginning and the ending could be clearer if the
comics were longer. The comics seemed to start from the middle and end in the middle of a
story. The comics were seen as similar and students hoped that they would be sometimes
funnier and sometimes take on a different approach. The students suggested that the
messages would be made easier to read from the comics since taking time to find the
messages was considered to be tiring. One student commented that the comics became less
interesting because understanding them always required reasoning. When comics were
shown to the students, they considered the first comics to be clearer than the last ones,
but after they had seen them all, they considered the first ones to have been more unclear
instead. The author was asked to consider the order of the comics. It was suggested, that one
more comic would be made as a starting comic in which messages would be clear.
Suitable target group
Feedback group 7:
5 and 6: 13, 7 to 9: 2, high school: 4
Feedback group 8.1:
5 and 6: 6, 7 to 9: 3, high school: Feedback group 8.2:
5 and 6: 11, 7 to 9: 4, high school: - +third grade: 1
Feedback group 9.1:
5 and 6: 8, 7 to 9: 4, high school: 3
One student replier thought the comics suitable for younger and older students, but not her
age group.
Feedback group 9.2:
5 and 6: 11, 7 to 9: 4, high school: 1 difficult text
Feedback group 9.3:
5 and 6: 16, 7 to 9: 7, high school: 1 +2-3 grade: 1 with easier text
Feedback group H:
5 and 6: 13, 7 to 9: 11, high school: 4
Atmosphere
Students were inquired about the atmosphere of the comics. One students who had replied
the atmosphere to be oppressive, also thought that in the comic were Panda and Sami talk
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about resources, they should talk about industry in a nicer way. The students also thought
that Gabriela should be able to go flying and that it was annoying that her use of devices was
criticised.
Feedback group 7:
Boring
OK / good / good! / nice
I don’t like the theme.
Personal
unclear / somewhat messy
Unmemorable
Lousy
was depressing

Feedback group 8.1:
Energetic, pun intended.
quite OK / quite OK / quite OK
Feedback group 8.2:
Dreary
Nice / good
Right
Somewhat messy
flat
weird / weird

Feedback group 9.1:
Oppressive / Oppressive
Not interesting enough.
The atmosphere is OK. But the characters would be more convincing if they talked more like
young people do.
The atmosphere was happy and exited, which was good, but close to being artificial.
The atmosphere could be more exiting.
Calm atmosphere, although sometimes also funny.
Little unimaginative.
OK
Feedback group 9.2:
Calm it could be even called a bit childish.
good / quite good / good / good / good
positive
nothing to complain.
Too green hippie like.
OK, quite boring stories.
It was bit unclear.

Feedback group 9.3:
3/5 / 4/5
over exited / over exited / over exited
It was OK / good / good / good atmosphere / good /good
A bit aggressive.
The comics didn’t succeed to make an impression. Too self-evident and over the top.
Peaceful
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awakening
Somewhat childish / somewhat childish

Feedback group H:
Somewhat childish
Sometimes convincing, sometimes cheesy / Sometimes genuine, sometimes too much trying
Quite OK / Quite good / 5/5 / OK
The atmosphere is sometimes confusing.
Sometimes boring
Calm and easy going but informative.
Teaching and matter-of-fact / Educative and easygoing
meh
delightful
Thumb up / Thump up
Characters
When asked about characters, some students answered about them in general, some
highlighted Super Sami or Panda. The characters in general divided opinions:

Feedback group 7:
Boring
Nice / Good / fun design / nice / nice / good
kind of weird / characters were weird, Panda for example.
I liked the characters.
Irritating, weird, pathetic
Good, maybe add more features. I didn’t remember who was who. Everyone was a bit too
similar.
Weren’t catchy
I would draw more real characters.
Feedback group 8.1:
Nice / good / good/ quite OK / quite OK

Feedback group 8.2:
Noobs
Good because it is possible to identify with them.
good / good characters (Panda) / OK
adorable
weird
particular
original / original
Quite spoon-fed and unnatural.
cool

Feedback group 9.1:
Annoying
Super Sami, Panda / Panda is funny. Super Sami? Not so much / Super Sami character is
“most interesting” (and Panda).
They try to be funny.
Suitable for young people.
Well sketched
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Panda was good, it represented environmental issues. Students... well, normal, flavorless.
The faces are quite realistic.
Good characters / Fine

Feedback group 9.2:
Panda and Super Sami are the best ones. Panda should be fatter.
Somewhat cliché. Originality would be good.
best
Some were OK, some were a bit irritating.
OK, Panda could be more like a panda / Panda’s into more realistic size / Panda should be
fatter, the panda’s in nature are fatter.
Weird spooky panda. Why does the panda have a disc on its chest?
Good and clear characters / good
Panda was cute :3
Well drawn
I don’t know.
Feedback group 9.3:
3/5 / 5/5
Super Sami and Panda were a bit weird.
good / good / OK / OK / good / good / good
They were OK. Panda looked funny. Super Sami was a bit weird.
Funny characters / funny
Characters fit to the theme.
They start to irritate along the way.
The characters are somewhat weird.
particular
Panda and Super Sami are special and funny characters.

Feedback group H:
Ok characters (the student complains about Super Sami on the back of the feedback form.)
There is no need to name the characters. / There is something to do with the names.
Characters are well drawn. Cute / Nice looking
Normal, maybe too simple.
Interesting characters
Too childish for high school/grade school.
Quite OK / OK / Good / OK / Nice
Panda and Super Sami are quite random, explanation for them?
Generic
Superheroes do not quite work. Panda is neat but I don’t understand.
Super Sami = Yuck Panda= suitable
Panda is annoying. Super Sami is great. :D
Are OK, Panda and Super Sami.
Visit group grade 7:
As a final question before thanking the students they were asked if there should be less
characters and could they follow the ones that were introduced.
It is nice that there is variation.
It would be boring if there were only two characters.
Panda has a good jumper.
It is good that there are different characters.
Students liked that the characters appeared in different combinations in the comics.
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Drawings
There was worry that the drawing style would contribute to the comics appearing childish
and thus the drawing style was one of the feedback questions. This appeared to be the topic
the students criticised the least.
Feedback group 7:
Well drawn / good / good / nice / OK / funny / funny / drawings were good / well done
The background is too detailed.
lousy / were lousy
Feedback group 8.1:
quite OK / good / good / good
The characters don’t stand out from the background.
Drawing style is very good.

Feedback group 8.2:
Bad because it was black and white.
good / nice / good / clear and good / good / good / OK
Funny drawing style.
Bit messy but nicely original.
Pretty

Feedback group 9.1:
Nice / Nice / Quite good / Great / Good / Fine and clear! / The style is fine.
Quite good. Young characters. Their faces could be more detailed but not over the top. Panda
could look more like a panda and less like a bunny.
In this kinds of comics the drawing style should be more realistic, but the comics were
“boring” except for one.
Drawing style is clear and detailed.
Detailed
Feedback group 9.2:
Good, very good. It could always be better.
Nice / quite nice / good and clear / well drawn / quite good / good / good
Once Panda is fatter everything is fine.
Funny and good, colour could be added? :)
A bit boring.
Quite well executed.
Feedback group 9.3:
4/5 / 5/5
good / good / good and funny / good /
very good / great / the drawings are very good / very good
clear / clear and simple / clear
It was OK. There was too much manga style in the characters.
I liked it
Feedback group H:
Good enough. They should be clearer. Too many details.
Good / Nice / Good / Quite good /OK / Good / OK
Clear, detailed, expressive characters.
I like the drawing style, looks clear.
Quite fine, could be simpler.
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Like it a lot, simple / Love them, great drawings / great / excellent
generic
Nice and comic-like
Funny and perky
Simple and fun

Visit group grade 7:
Vauras asked about students’ opinion about the visual style of the comics:
The characters’ expressions are clear. The illustrations are immersive.
Sometimes I thought Gabriela is a boy.
I like the wrinkles on the teacher’s face. And it is nice that the tables have stuff on them.
It is good that there are many details on the backgrounds.
The illustration style is personal.
The details might look messy but it will help if the comics are coloured.
The illustrations were generally liked.
Comic specific feedback
Students were not provided an answer to what the point of the comics was supposed to
be. They were left on their own to decide if the comics opened to them or not. They were
given four options: too spoon-fed, clear, somewhat unclear, and unclear. Some forms did
not contain answers for all of the comics, while some students had marked two, such as
too spoon-fed and clear. In these cases, the answer has been marked in the following as too
spoon-fed. When both spoon-fed and somewhat unclear or unclear are marked, both marks
have been included

Students were asked if something in the comics delighted or irritated them. Some replies did
not clearly indicate if they reported about irritation or something else. These answers, along
the one asking about how the students would change the comics gave interesting results.
Students were asked how they would change the comics. Some replied with long answers.
Some found some things bothering them, but did not suggest a way to fix the comic. Replies
such as “Nothing” are not listed here.

1. Destroying trees
Is the comic clear?
Feedback group 7:
too spoon-fed: 2, clear: 4, somewhat unclear: 7, unclear: 5, unmarked: 4
Feedback group 8.1:
too spoon-fed: 2, clear: 3, somewhat unclear: 3, unclear: 4, unmarked: Feedback group 8.2:
too spoon-fed: 1, clear: 6, somewhat unclear: 9, unclear: -, unmarked: Feedback group 9.1:
too spoon-fed: 1, clear: 4, somewhat unclear: 5, unclear: 1, unmarked: 1
Feedback group 9.2:
too spoon-fed: 2, clear: 5, somewhat unclear: 8, unclear: 2, unmarked: 1
Feedback group 9.3:
too spoon-fed: 1, clear: 10, somewhat unclear: 4 , unclear: 1, unmarked: 3
Feedback group H:
too spoon-fed: 4, clear: 4, somewhat unclear: 8, unclear: 7, unmarked: 2
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Delighting?
Feedback group 7:
The topic was addressed well.
Feedback group 8.1: Feedback group 8.2: Feedback group 9.1:
Clear, effective and good
Good idea
Caring about environment <3
Feedback group 9.2:
Positivity
Feedback group 9.3: Feedback group H:
The drawing style was nice to look at / Great drawings / I liked the style of the comics.
The scenery etc. was clear and detailed.
Panda was OK.
Quite funny
Good point
:)=comic and relationships of characters.
It was delightful, with hint of irritation.
Irritating?
Feedback group 7:
Otso’s anger could be less visible.
I didn’t understand some points / I didn’t get the point / I didn’t understand / I didn’t
understand the topic.
The comic was boring, I doubt if anyone reads it through.
Feedback group 8.1:
Panda’s reaction is too strong. The message of the last panel is unclear.
Feedback group 8.2:
The teddy was irritating.
Feedback group 9.1:
Little bit weird
Bad
Environmental issues do not suddenly become interesting even when they are “youthfully”
put into comics.
Not effective enough
Feedback group 9.2:
The story is bit unclear.
Irritatingly naive
Feedback group 9.3:
The strong mood change from third panel to the fourth one irritates.
Feedback group H:
The characters didn’t fit the panels.
Size of the text
Event is unrealistic.
Depressing person. No explanation for Panda or humans.
Confusing way to tell about obvious thing.
Good idea but the implementation is confusing / Little hard to understand / Unclear.
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How would you change the comic?
Feedback group 7:
Otso should be less angry.
Feedback group 8.1:
I would change the ending.
Feedback group 8.2: Feedback group 9.1:
The end should be more clear.
Simplify. Maybe change the way they speak. / dialogue
What is the idea of this comic?
Panda could look more like a panda and less like a bunny.
The speech bubbles should contain something funny or shocking so that the comics would
even be mentioned the next day.
Feedback group 9.2:
Couple more panels to make it clearer would be beneficial
The beginning was not clear, it could be started in a different way.
Feedback group 9.3:
The last panel does not work with rest of the comic.
The last panel does not connect with the beginning of the comic.
The bear in the last panel.
Feedback group H:
Comics usually contain a joke.
Should be made clearer, there does not have to be that many details.
Speech bubbles could be more clearly pointed.
Text should be thought more. Maybe some humour or something for young people.
I would make the text bigger.
Panda gets angry too quickly.
I would make this clearer / Make it clearer / The story could make more sense / Story, I
would add one more frame / I would change the story.
Naturally the message could be made catchier with longer story.
Visit group grade 6:
Quite many students raised their hands when asked if they thought they understood
the comic. One commented that some words are difficult to understand. “Eco-crisis and
destruction, what crisis?

Visit group grade 7:
Students seemed generally accepting of the first comic, but they were not as active as with
other comics:
The message of the comic is that we need to do something before something happens.
The drawing style is nice and supports the message.
The comic works fine as it is.
Students were asked if Otso’s change is too sudden to which they replied no.
But did Otso change is opinion because he was scared by Panda, or did he start thinking in a
new way. It was not clear.
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2. Peppi’s shopping bag
Is the comic clear?
Feedback group 7:
too spoon-fed: 6, clear: 2, somewhat unclear: 6, unclear: 3, unmarked: 1
Feedback group 8.1:
too spoon-fed: 2, clear: 2, somewhat unclear: 3 , unclear: 2 , unmarked: 2
Feedback group 8.2:
too spoon-fed: -, clear: 10, somewhat unclear: 4 , unclear: 1, unmarked: 1
Feedback group 9.1:
too spoon-fed: 5, clear: 6, somewhat unclear: 1, unclear: -, unmarked: Feedback group 9.2:
too spoon-fed: 1, clear: 10, somewhat unclear: 4 , unclear: 1, unmarked: 2
Feedback group 9.3:
too spoon-fed: 2, clear: 10, somewhat unclear: 2, unclear: 2, unmarked: 3
Feedback group H:
too spoon-fed: 14, clear: 6, somewhat unclear: - , unclear: 1, unmarked: 2
Delighting?
Feedback group 7:
This was good
Feedback group 8.1: Feedback group 8.2: Feedback group 9.1:
It was OK.
Caring about environment.
Feedback group 9.2:
Super Sami is best
positivity
Feedback group 9.3: Feedback group H:
Girl’s comment “Do not mock a beginner” is good.
Nice characters
Clear message, well executed.
Super Sami was OK, maybe he does appear a bit childish.
Positive atmosphere was nice.
Super Sami name was funny / Super Sami was nice and that the girl knew how to say back to
him.
Irritating?
Feedback group 7:
They talk too much about nature in this one.
Nothing fun
I didn’t understand / I didn’t understand the topic.
Feedback group 8.1: Feedback group 8.2:
Super Sami is not a good name.
Too much saving the world sputter.
Feedback group 9.1:
Somewhat boring
Maybe a bit boring
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This is what we always hear about.
Super Sami?
Sami was irritating.
The idea is unclear.
Feedback group 9.2:
The words are too difficult.
Super Sami is irritating.
Making solar panels consumes nature?
Feedback group 9.3:
The last comment is irritatingly hypocritical.
“Let’s save the world” - irritating.
Feedback group H:
Character’s name is too childish / Super Sami is not a good name.
Getting rid of car is somewhat “hypocritical”.
boring
Orders to stop eating meat. This comic could have been easily replaced with a poster.
Very clear, even simple
:(=Moral story is too spoon-fed.
The comic is too oppressive and started bugging me.
It was annoying, but I am also a notably cynical person.
Too much blaming
How would you change the comic?
Feedback group 7:
Jokes
Feedback group 8.1: Feedback group 8.2: Feedback group 9.1:
There could be some funny moment included.
I would change the dialogue / dialogue
I would make the dialogue more practical and reduce the artificiality.
I would put Sami’s hand down / Sami’s hand should be down.
I would change the Super Sami to just Sami. / Super Sami could be a normal person without
some random cape.
Feedback group 9.2:
Super Sami should float.
Super Sami out, and Panda in.
Feedback group 9.3:
I would change the line in the last panel.
Feedback group H:
More humour / More humour
Super Sami’s name / Super Sami could be Sami / No Super Sami thank you.
I would change the childishness of this comic. And vegan message.
Names and artificiality away.
Maybe the dialogue should be changed.
Cryptic, takes too much thinking to understand.
I would not highlight the comic’s message too much.
Visit group grade 6:
The students thought the comic was somewhat clear but their comments implied that the
importance of small deeds did not come clear from the comic. The students thought the
comic contained quite a lot of text.
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Visit group grade 7:
Judging by students’ feedback, it seemed like they understood that there is no need to do big
things for the environment. That big changes were not necessary:
Interesting.
Why does Super Sami make a face-palm gesture?
The comic’s message is that Super Sami thinks more should be done.
Super Sami is expecting too much.
In the end Sami expects that there is no need to do so much.
Sami understands that it is not necessary to do something big, small actions are good.
This comic is more effective than the first one.

3. Gabriela’s flying plans
Is the comic clear?
Feedback group 7:
too spoon-fed: 3, clear: 1, somewhat unclear: 5 , unclear: 4, unmarked: 4
Feedback group 8.1:
too spoon-fed: 2, clear: 3, somewhat unclear: 3, unclear: 3, unmarked: 1
Feedback group 8.2:
too spoon-fed: 1, clear: 6, somewhat unclear: 6, unclear: 2, unmarked: 1
Feedback group 9.1:
too spoon-fed: 4, clear: 6, somewhat unclear: 1, unclear: 1, unmarked: Feedback group 9.2:
too spoon-fed: 1, clear: 8, somewhat unclear: 5 , unclear: 3, unmarked: 2
Feedback group 9.3:
too spoon-fed: 2, clear: 2, somewhat unclear: 8, unclear: 4, unmarked: 3
Feedback group H:
too spoon-fed: 2, clear: 7, somewhat unclear: 8, unclear: 4, unmarked: Delighting?
Feedback group 7:
This was the best one.
kind of funny
Feedback group 8.1: Feedback group 8.2: Feedback group 9.1:
Maybe too many things, otherwise quite good.
Clearly Panda is some kind of theme? Clever. I like it that the Panda offers better solutions.
The comic sounded nice.
Somewhat childish but good.
The basis is quite good
Feedback group 9.2:
current
easy to read
Feedback group 9.3: Feedback group H:
Some points were nicely highlighted.
Well drawn
Funny and clear
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Irritating?
Feedback group 7:
There are too many things happening.
The comic has to be processed for some time before understanding everything.
Same kind of nature preaching.
Not funny
I didn’t understand / I didn’t understand the story.
Feedback group 8.1: Feedback group 8.2:
Somewhat unclear
Biking and gym are not the same thing.
Feedback group 9.1:
What about if we fly to another country for a holiday?
It was irritating that we should not fly by plane or use machines.
Feedback group 9.2:
The comic tries to tell too many things.
Panda appears from nothing.
Biking does not cover gym things.
Feedback group 9.3:
Also hypocritical
I am not going to give up traveling abroad.
Feedback group H:
The last frame is the only clear one.
The topic was somewhat unclear / I didn’t get it / Had to read it few times to understand
So are holidays forbidden? Further by plane.
Moves to different topics too fast.
What is it with this Panda?
Too cheesy and childish. Be more mature with the message please.
The message is too oppressive.
How would you change the comic?
Feedback group 7:
I would add more frames.
These should be funnier.
Feedback group 8.1:
I would change everything.
Feedback group 8.2:
I would make it clearer.
Feedback group 9.1:
The flow of the story is a bit weird.
They should travel by plane.
Feedback group 9.2:
There are ways to express oneself more naturally, otherwise fine
make it more clear.
Feedback group 9.3:
The first speech bubble doesn’t connect to the rest of the comic.
Teabag has nothing to do with the comic.
I would make this simpler.
Feedback group H:
Three first panels should be more clear and united.
Three first panels are clear, the last should be changed.
Everyone needs a gym card.
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idea
Panda should not suddenly appear to the room.
Artificiality away.
Kids aren’t stupid, make the message hidden, it will be more fun that way.
Panda is irritating for some reason / Panda is irritating and shows off to everyone

Visit group grade 6:
First comment was a question concerning a pad Gabriela uses for looking flights in the
second panel. A student asked if it was a pizza box or traveling guide. Majority of the students
estimated that they understood the comic. One student commented that it had taken some
time to understand the idea of the comic. Sudden appearance of the Panda was thought to be
confusing. One student connected the Panda character to panda icon of WWF.
Visit group grade 7:
When showing this comic, students were informed that this comic had received a lot of
critique before and asked what kind of flaws they saw in it and how they would make the
comic better:
Where does the Panda come from?
The message of the comic is that holiday should not be spent by surfing net and it is good to
go outside instead.
The comic is hard to understand because first they talk about holidays and them about gym.
The message is that you can save money by cycling instead going to a gym.
Vauras shared ideas about different aspects of traveling, such as studying and working in
another country and learning experience, mentioning also that exploring local surroundings
can be exiting.
Students were asked what they thought about the idea that the story would be about
dreaming about traveling, changing flights to inter-railing or about asking a ride from
parents. Students thought that it was best to tell about using car because they thought it to be
appropriate for all age groups, and they could relate with it.

4. Classroom
Is the comic clear?
Feedback group 7:
too spoon-fed: 3, clear: 4, somewhat unclear: 5, unclear: 2, unmarked: 3
Feedback group 8.1:
too spoon-fed: 3, clear: 2, somewhat unclear: 4, unclear: 1, unmarked: 1
Feedback group 8.2:
too spoon-fed: 4, clear: 5, somewhat unclear: 4, unclear: 2, unmarked: 1
Feedback group 9.1:
too spoon-fed: 1, clear: 7, somewhat unclear: 4, unclear: -, unmarked: Feedback group 9.2:
too spoon-fed: 3, clear: 8, somewhat unclear: 3, unclear: 1, unmarked: 3
Feedback group 9.3:
too spoon-fed: 2, clear: 6, somewhat unclear: 6, unclear: 1, unmarked: 4
Feedback group H:
too spoon-fed: 5, clear: 14, somewhat unclear: 1, unclear: 2, unmarked: 2
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Delighting?
Feedback group 7:
Good
Feedback group 8.1: Feedback group 8.2: Feedback group 9.1:
The beginning is good, realistic and funny beginning.
Feedback group 9.2:
right attitude
Feedback group 9.3: Feedback group H:
It is good that the idea came from a “child”.
The topic was good and text was clear.
Funny
Good general idea, partly realistic but the way it goes forward is naive.
Good idea and implementation
Nicely realistic scene
I liked the reality considering the students.
Very nice
Irritating?
Feedback group 7:
The plan/story was unclear
Everyone tells about conserving nature.
I didn’t understand. / I didn’t understand the story.
This is not a good topic for me.
Feedback group 8.1: Feedback group 8.2:
Where did the school get the money for solar panels?
Feedback group 9.1:
What do elementary students know about allowing solar panels?
Realistic. But why does it have to give such a “difficult” picture about trying to protect the
environment?
The scenery was not good.
All this environment thing is irritating
Feedback group 9.2:
Stereotyping young people irritates.
Feedback group 9.3:
Somewhat exaggerated
Feedback group H:
Somewhat boring / Too boring
Negative thought was irritating.
Make it more interesting.
Story is unfinished.
Too serious because they are talking about “adult things” headmaster and city office. / Too
serious, too much talking about “adult things” like city office.
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How would you change the comic?
Feedback group 7:
I would write the plan in the last frame.
Feedback group 8.1: Feedback group 8.2: Feedback group 9.1:
There could be some comic relief in the end.
The students could be older.
Teachers should talk.
Feedback group 9.2:
The speech bubbles should be clearer.
Feedback group 9.3:
Solar panels might not be the best solution in Finland.
Name signs
Feedback group H:
Something needs to added to the end / I would make the comic longer.
I would add more jokes into these comics.
Bit more excitement if you please.
It could be more carefree.

Visit group grade 6:
Almost everyone thought that the comic was clear for them at first. Then students mentioned
difficult words such as city council. The comic was seen as a little unclear since the ending
was left open. The students wished that the ending would be different and the story would
continue further.

Visit group grade 7:
This comic gathered new ideas not mentioned by previous commentators:
The comic could be a little longer. Students get excited about the topic too quickly.
The comic should contain something that makes the characters interested. Now it seems they
get exited from nothing.
The comic could show the solar panels.
If the comic was longer there would be enough space to to show how the students get excited
and make plans for getting the panels.
Otso gets exited too fast.
Could the goal be smaller, solar panels are expensive. Why would they not do something with
recycling?
The message of the comic is that it tries to get students interested.
Otso could get interested in electrical cars.
Maybe someone from outside of school could be talking to the students and get them exited.
It could be some idol.
But not everyone would be interested in that idol.
Would the students then get exited only because of the idol, or because they really get
interested. Like Otso who got scared by Panda.
The students should really change their opinion.
Could the start be more interesting? Now it is quite vague.
Recycling seems like a good topic.
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5. Sapling
Is the comic clear?
Feedback group 7:
too spoon-fed: 3, clear: 5, somewhat unclear: 5, unclear: - , unmarked: 4
Feedback group 8.1:
too spoon-fed: 4, clear: 2, somewhat unclear: 2, unclear: 2, unmarked: 1
Feedback group 8.2:
too spoon-fed: -, clear: 10, somewhat unclear: 3, unclear: 3, unmarked: Feedback group 9.1:
too spoon-fed: - , clear: 9 , somewhat unclear: 3, unclear: -, unmarked: Feedback group 9.2:
too spoon-fed: -, clear: 8, somewhat unclear: 5, unclear: 3, unmarked: 2
Feedback group 9.3:
too spoon-fed: 1, clear: 10, somewhat unclear: 3, unclear: -, unmarked: 4
Feedback group H:
too spoon-fed: 1, clear: 14, somewhat unclear: 1, unclear: 5, unmarked: 2
Delighting?
Feedback group 7:
Very good / good
Feedback group 8.1: Feedback group 8.2:
This was the best one.
Feedback group 9.1:
Quite good
Very contemporary. Changes perspective. Awakens thoughts.
The tree got planted. <3
Feedback group 9.2:
positivity
This was clear.
Natural and modern, the best one of these.
Seems nice, definitely the best one.
This comic was good.
Feedback group 9.3: Feedback group H:
Good and contemporary reference to blogging and photographing.
Scenery in nature
A bit beside the theme but in the end it connects to it.
Reader gets a nice realisation in the last speech bubble.
Well done
:)=about sharing and copyright things.
I liked that photographing (art) was connected nicely to protecting environment.
Good that art and protecting environment were connected.
Pedantic details 5/5
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Irritating?
Feedback group 7:
Not funny / not funny
I didn’t understand / I didn’t understand the story.
Feedback group 8.1:
The message is unclear.
Feedback group 8.2: Feedback group 9.1: Feedback group 9.2:
What kind of an idiot follows as trees grow?
Feedback group 9.3:
I didn’t get the point.
Feedback group H:
Does not have much to do with protecting the environment / I don’t understand how this
relates to the theme.
Text was unclear
Make it more interesting.
I did not quite understand what this comic tried to tell.
Peculiar
How would you change the comic?
Feedback group 7: Feedback group 8.1: Feedback group 8.2: Feedback group 9.1:
It looks like the scenery is different in every panel.
Feedback group 9.2:
The message might be too hard to find.
Feedback group 9.3: Feedback group H:
Don’t use “but” word too much.
There could be one more frame telling about protecting trees for example.
The speech bubbles should be clearer.
I would change the text and the topic somehow.
Why always a blog?
What does this story mean? Is it some kind of a metaphor?

Visit group grade 6:
The students thought that a word ‘but’ was used too much in the comic. Message of the comic
did not open for everyone. One questioned credibility of someone of their age planting trees.
The ending was considered unclear. One student suggested adding a panel between the
first and the second panel. The beginning was thought to start from a middle of a story. One
student asked if reason for planting the trees could be offered in the beginning of the comic.
Visit group grade 7:
Students had most trouble with the idea that Otso’s idea might be stolen and it would be a
positive thing:
It is nice that the ending is open and readers can think about it by themselves.
It bothers a bit that it it would be good if the idea got stolen. Otso’s art project idea can be
used also with other things besides plants.
It would be a good if the idea would spread in social media.
Students were asked if Gabriela should be talking about blogging, or some other medium.
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Students replied that talking about blogging is alright since there are different kinds of blogs.
Vauras added that blog entries get more publicity when people share them through social
media.
Students liked this comic. It was someone’s favourite so far.

6. Sami’s work adventure
Is the comic clear?
Feedback group 7:
too spoon-fed: 1, clear: 3, somewhat unclear: 4 , unclear: 5, unmarked: 4
Feedback group 8.1:
too spoon-fed: 1, clear: 1, somewhat unclear: 6 , unclear: 3, unmarked: 1
Feedback group 8.2:
too spoon-fed: 1, clear: 6, somewhat unclear: 5, unclear: 3, unmarked: 1
Feedback group 9.1:
too spoon-fed: 3, clear: 5, somewhat unclear: 4, unclear: 2, unmarked: Feedback group 9.2:
too spoon-fed: 6, clear: 5, somewhat unclear: 2, unclear: 2, unmarked: 3
Feedback group 9.3:
too spoon-fed: 3, clear: 8, somewhat unclear: 2, unclear: 2, unmarked: 4
Feedback group H:
too spoon-fed: 3, clear: 12, somewhat unclear: 5, unclear: 2, unmarked: 1
Delighting?
Feedback group 7: Feedback group 8.1: Feedback group 8.2: Feedback group 9.1:
Clear and good
Everything was delighting.
The idea is quite nice.
Humorous
Feedback group 9.2:
Good humour, I thought this was the best one.
Humour and Super Sami
Feedback group 9.3:
This was the best comic.
This was the funniest.
Funny but messy
Feedback group H:
One person cannot affect the whole world → good / Good message
Good style
Good idea
Clear and kinda funny
I would not change it.
Comical, random situations / Funny
Super Sami is always awesome. “job interview” was nicely connected to protecting
environment.
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Irritating?
Feedback group 7:
I didn’t quite understand / I didn’t understand / I didn’t understand the story.
I didn’t like it.
Not funny not funny
Feedback group 8.1: Feedback group 8.2: Feedback group 9.1:
Every time real world is mixed with fantasy the result can be cheesy.
Feedback group 9.2:
Can’t manage to read it.
Maybe more suitable for older
Too naive. Super Sami is too naive.
Feedback group 9.3: Feedback group H:
Cheesy, because of Super Sami / A bit childish, superhero- idea does not work /
Childish name on a character / Super Sami is just too naive.
A bit odd
I didn’t catch the idea.
Beside the point in the beginning. Absurd
Too spoon-fed
Inculpatory, children do not know what CV is.
How would you change the comic?
Feedback group 7:
I would put less stuff on the background.
Feedback group 8.1: Feedback group 8.2: Feedback group 9.1:
Sometimes the dialogue is for younger and sometimes for older.
Super Sami again. / Not Super Sami again.
Feedback group 9.2:
The story could be clearer.
make it more clear
Feedback group 9.3: Feedback group H:
Get rid of Super Sami / I would get rid of Super Sami. / I would change Super Sami character
/ No Super Sami, even if here it kind of works.
I would make it clearer.
Logic of employers, who can fly?

Visit group grade 6:
Only a few students thought that the comic was understandable. One student asked why
Super Sami runs. A graph showing Super Sami turning a dynamo did not open to the
students. One asked why miniature Batman was illustrated in the graph. One student thought
that it was unrealistic that the other characters think Super Sami can fly. Students suggested
that the characters could talk about something else. Characters in the background were
considered distracting and the sceneries unclear.
Visit group grade 7:
Surprisingly, students read this comic more easily than older readers who gave feedback for
it. The students did raise some of the same points though:
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Super Sami comes across as a comical character. First I thought that he is childish but now I
like him.
The comic tries to say that even though Super Sami cannot do anything he still needs to try.
Sami can be Super Sami even if he cannot fly or do magic.
Vauras asked if CV was understandable for students. After some discussion and a vote,
students decided that ansioluettelo (resume) was a better word. They suspected that fifth
and sixth graders would not understand what a CV is.
The comic does not tell what the company does.
It might be good if readers knew what the company does.
One student picked up on the gap between the first and second panel pointed out earlier by
Takalo. This gave an opportunity to tell about the 180 degree rule also. This was assumed to
be an interesting detail for art oriented students. After this the students became more active.
The backgrounds should tell more clearly where the characters are.
The picture of Super Sami should be more clearly a picture that is pulled down from
somewhere.
In the beginning, there could be a panel where the company is drawn as a building that
would imply what the company does.

7. City
Is the comic clear?
Feedback group 7:
too spoon-fed: 2, clear: 4, somewhat unclear: 6, unclear: 1, unmarked: 4
Feedback group 8.1:
too spoon-fed: 2, clear: 3, somewhat unclear: 2, unclear: 4, unmarked: 1
Feedback group 8.2:
too spoon-fed: 1, clear: 6, somewhat unclear: 6, unclear: 2, unmarked: 1
Feedback group 9.1:
too spoon-fed: 1, clear: 9, somewhat unclear: - , unclear: -, unmarked: Feedback group 9.2:
too spoon-fed: 1, clear: 10, somewhat unclear: 3, unclear: 1, unmarked: 3
Feedback group 9.3:
too spoon-fed: 1, clear: 10, somewhat unclear: 3, unclear: 1, unmarked: 4
Feedback group H:
too spoon-fed: 2, clear: 14, somewhat unclear: -, unclear: 2, unmarked: 1
Delighting?
Feedback group 7:
good
quite ok, good try
Feedback group 8.1: Feedback group 8.2: Feedback group 9.1:
Effective, summarises things well.
The scenery is good.
Awakens thoughts. Supportive, calm.
Pictures were fine. / Well drawn
The idea is nice.
Brings forward important key issues.
Feedback group 9.2:
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I liked the calm atmosphere.
Second best, Super Sami is not that irritating in this one.
best
Feedback group 9.3:
Great drawing
Feedback group H:
It is nice that characters have been shown further away.
Good topic and nice drawing
Simplicity was a good thing.
Good dialogue, simple
Drawing style was delightful.
Nice scenery
I like this comic because of the angles.
Good story
(Serious!) dialogue on the roof, wishing for change/future, nice
I liked the message that encourages people to work together.
Nice to see Panda and Super Sami together.
Irritating?
Feedback group 7:
Nothing funny
I didn’t understand / I didn’t understand the story.
boring
Feedback group 8.1:
The last panel was too spoon-fed.
Feedback group 8.2: Feedback group 9.1:
It is not possible to build things from nothing.
Maybe little bit boring.
It is irritating that industry couldn’t be good.
Feedback group 9.2:
Always the same angle
too messy
Feedback group 9.3: Feedback group H:
A bit boring / Make it more interesting.
A bit too obvious
Feels distant.
The last sentence got “what?” reaction.
The sentences were sometimes hard to understand.
How would you change the comic?
Feedback group 7:
Students want funny stories.
Feedback group 8.1: Feedback group 8.2: Feedback group 9.1:
It does not go like that. The more money the more quickly things happen. Cruel, but it’s the
truth
They should talk about industry in a nicer way.
Feedback group 9.2:
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I would add more angles.
Make it clearer.
Feedback group 9.3:
The dialogue is too difficult for young people.
Feedback group H:
Wanting a change is not enough, action is needed too.
better story
Make the city more polluted when finishing it.

Visit group grade 6:
Hardly any of the students thought they understood the comic. One student asked why the
characters are on the roof. A word ‘resource’ was not understood. Suggestion was made that
the characters would start making a difference in the end of the comic and that they would
do something in the beginning also. Students thought that changing the angle in the three
first panels would make the comic more interesting. One student suggested making the text
more compact.
Visit group grade 7:
This comic caused polarity in the classrooms according to students’ preference to action
content:
I like the way Sami’s cape and hair react to the wind.
This comic is not as good as the other ones. There is nothing happening. There should be
more action.
They city looks nice.
It is thought inspiring since nothing is happening.
It is good that there is no action, but pondering.
Thought inspiring. Maybe this is the best comic.
It seems like resting time. The characters could continue to action in the last frame.
There is no need for action in the comic.
It makes people think what they could do themselves so that something would happen. The
other comics have pointed towards some action but this does not give any ready solutions.
The characters are just discussing how things are.

8. Energy use
Is the comic clear?
Feedback group 7:
too spoon-fed: 3, clear: 3, somewhat unclear: 3 , unclear: 4, unmarked: 4
Feedback group 8.1:
too spoon-fed: 2, clear: 4, somewhat unclear: 2, unclear: 3, unmarked: 1
Feedback group 8.2:
too spoon-fed: 1, clear: 8, somewhat unclear: 5, unclear: -, unmarked: 2
Feedback group 9.1:
too spoon-fed: 1, clear: 3, somewhat unclear: 4, unclear: 1, unmarked: 3
Feedback group 9.2:
too spoon-fed: 2, clear: 5, somewhat unclear: 6, unclear: 5, unmarked: 2
Feedback group 9.3:
too spoon-fed: 1, clear: 10, somewhat unclear: 1, unclear: 3, unmarked: 4
Feedback group H:
too spoon-fed: 1, clear: 14, somewhat unclear: 1, unclear: 5, unmarked: 168

Delighting?
Feedback group 7:
Very Good
Feedback group 8.1: Feedback group 8.2: Feedback group 9.1:
The beginning and idea are good.
I like that the comics continues from the fourth comic.
Quite nice
Makes you think.
Feedback group 9.2: Feedback group 9.3:
Good point
Feedback group H:
OK topic and clear text
It is good that the topic is contemporary.
I liked this very much. It shows that the solution does not solve the whole problem.
Well made comic
It’s realistic how dumb people really are, you really have to TELL them what to do.
I liked the message that the solutions do not always fix the problem.
Good message
Good
Irritating?
Feedback group 7:
Not funny
I didn’t understand the story.
Feedback group 8.1: Feedback group 8.2: Feedback group 9.1:
Childish and again that kind of “preaching” Does not offer anything concrete.
Little bit weird.
No teenager is like that.
Feedback group 9.2:
Too messy
They talk about too many things at the same time.
Feedback group 9.3: Feedback group H:
I didn’t understand the idea.
It could be simpler.
Too boring
How would you change the comic?
Feedback group 7:
Keep practicing.
Feedback group 8.1: Feedback group 8.2: Feedback group 9.1:
This could be more clear / I did not quite understand / Quite unclear
It sounded similar to some other comic.
They should speak less like that.
Feedback group 9.2:
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Make it clearer.
Feedback group 9.3: Feedback group H:
Last panel is unclear.
Longer!

Visit group grade 6:
Only few students thought the comic was clear. Students thought that the panels were made
interesting by addition of many characters in the corridor. Students thought that the ending
of the comic should tell about solar panels. They thought that the comic could tell more
directly why the school acquired the solar panels.
Visit group grade 7:
Students found this comic to be the most confusing one:
Panda has a lovely jumper.
I did not understand this comic.
I did not get the point of this comic.
There could be a comic about how the solar panels have been acquired. And maybe another
one about how things continue after that.
Even though the school has solar panels the lights have to be turned off.

Extra feedback
One student got inspired enough to write behind the feedback form: “The topic is important
but I think these comics are very dry, boring. Similarly to a last comic in HS with two cars
or are they dogs. I never read it. It makes me bored even though it is only three panels long.
And that character of yours. Super Sami Come on! Maybe some elementary student could get
exited but other readers will not bother. Don’t get depressed about the feedback. The topic
is important but I myself don’t like these sketches at all. Concentrate on saving the world by
other means than unexciting comics.
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