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  ABSTRACT 

There is a strong divide between the literacies educators are teaching students in the 

classroom and the twenty-first century literacy skills students need. While the definition for 

literacy is constantly changing it currently refers to anything that is either visual or auditory that 

can be used to make meaning (Wissman & Costello, 2014). Despite this the current education 

system focuses primarily on reading and writing skills (Shaw, 2014; Smith, 2014). In order to 

address this problem, this study focused on the history of multimodal literacy, how it is currently 

being used in classroom, opposition to its uses, and ways to expand multimodal literacy in 

education. This study examined two research questions. First, does incorporating multimodal 

literacy into the English classroom make lessons more engaging and meaningful? Second, does 

multimodal literacy help retention of knowledge? The participants in this study were 33 high 

school students enrolled in junior level English during 2016. The results were compared to 2014 

and 2015 baseline data. Data was collected through regular classroom assessments and student 

surveys. This data lead to the following themes: twenty-first century literacy, student 

engagement, and meaningful learning experiences. These themes will help educators understand 

how to effectively incorporate twenty-first century literacy skills in a way that engages students 

and produces meaningful learning experiences.  

Keywords: Multimodal Literacy, Graphic Novels, Comics, Film, Video Games, and Print 

Text 
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CHAPTER 1 

INTRODUCTION 

 

Something is wrong with American teenagers: they are spending almost two hours and thirty 

minutes watching television daily but only picking up a book for entertainment eight minutes 

every day (United States Department of Labor, 2016). Years of consistently low test scores seem 

to show that the true culprit of the decline of our students’ education is popular culture. Many 

teachers maintain that students are spending too much free time engaging in video games, 

television, movies, and lower forms of reading that have no literary value such as comics 

(Newkirk, 2006). However, the true culprit behind declining literacy in adolescents might not be 

popular culture, but rather a disconnect between the type of literacy employed in classrooms and 

the type of literacy students use in their daily lives and need for their life outside of the 

classroom. Currently, the education system’s focus on literacy encompasses both verbal and 

written language; recently, more emphasis has been put on speaking and listening. This system, 

however, puts many students at a distinct disadvantage because not all students excel at these 

two types of literacy (Shaw, 2014; Smith, 2014).  We have entered into “The Age of Images” 

where “the primary literacy of the twenty-first century will be visual: pictures, graphics, images 

of every kind” (Low, 2012, p. 370).  

 It is in this Age of Images where multimodal literacy, literacy that is not limited to only 

the modes of reading and writing print text, is becoming increasingly important for success. 

Many researchers and educators have begun to recognize the importance of studying how 

multimodal literacy works in classrooms by studying how it can help prepare students for the 

real world by acquiring 21st Century literacy skills (Smith, 2014). However, a majority of their 



 
 

2 
 

research focuses on language acquisition and rote memorization of vocabulary words in younger 

children or children with special needs (Alshaiji, 2015; Sipe & Brightman, 2009; Wissman & 

Costello, 2014.) A number of other studies focus on multimodal literacy at the college level 

(Dukerly-Bean & Bean, 2015; Garcia-Martinez, 2014; Kim, 2016).  There is also a strong need 

for multimodal literacy only to be explored at the high school level, which focuses on more than 

rote memorization especially application of knowledge. Most of the literature surrounding 

multimodal literacy focuses on one type of literacy (either video games or graphic novels), but 

does not look at using a combination of these literacies to engage more students (Brannon, 2012; 

Low, 2012; Newkirk, 2006). The purpose of this study is to evaluate the effectiveness of using 

multimodal literacy when teaching literary terms in junior level English classes. There are two 

research questions that the study will answer. First, does incorporating multimodal literacy into 

the English classroom make lessons more engaging and meaningful? Second, does multimodal 

literacy help retention of knowledge? 
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CHAPTER 2  

LITERATURE REVIEW 

 

Defining Literacy  

“What is literacy?” seems like a simple question. In reality it is actually a complex 

question with an ever changing answer. If this question were posed a mere 20 years ago the 

answer would have been whole language (Leland & Harste, 1994). This movement in learning 

recognizes that students are growing up in a world where they are constantly “surrounded by 

print” before they know how to read (Goodman & Goodman, 1990, p. 223). The role of the 

school is to create a literate environment for students that is meaningful; the role of the teacher is 

to help students understand how the literacy in their school environment connects to the literacy 

of the world.  In order for students to be self-motivated to learn to read and write, they must 

understand that these are useful life skills with real world application. The idea of whole 

language originates from the late 1880s with Comenius, who was one of the first to bring images 

into learning and advocate for real world applications in education (Goodman & Goodman, 

1990).  

Leland and Harste argue for a new definition of literacy, one that moves away from the 

idea of “whole language” to the idea of “whole literacy” (1994, p. 344). “Whole literacy” is 

being able to recognize the relationship between complex ideas and interpret the ideas in 

multiple ways either through language, images, sound, or any other sign system. Under this 

definition of literacy anyone who is able to navigate the world using sign systems is literate. For 

example, a student who is not able to read the word “stop” but is still able to recognize that a red 

sign that is a hexagon means “stop” is literate. Furthermore, they are able to use this existing 
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knowledge and to make meaning of other signs and come to the conclusion that all red traffic 

signs mean stop in some sort of context. This evolution from Comenius’ original ideas into 

whole language and into the definition for whole literacy that Leland and Harste proposed in 

“Multiple ways of knowing: Curriculum in a new key” in 1994 has birthed a new type of 

literacy: multimodal literacy.  

Incorporating multimodal literacy into classrooms has become increasingly important. As 

the world becomes increasingly digital, schools will begin relying on technology heavily to 

educate students; although, as Bomer explains teachers do not have to use technology in order to 

teach multimodal literacy. In fact, a common mistake teachers make is using new technology to 

teach more traditional types of literacy. Bomer states, “Teachers need to know how to think 

beyond the device and to understand the practice” (Bomer, 2011).  Smith (2014) argues the 

standards that most districts in the United States, rely on revolve around reading and writing; 

although, speaking and listening are part of the standards and are becoming more important in 

past years. However, while speaking and listening have received more attention in past years, 

many schools and districts continue to overlook these standards (Palmer, 2014). The state of 

Kansas for example included listening as a portion of its state assessment during 2014 and 2015, 

but during the summer of 2016 they decided to remove the listening portion from the 2016 state 

assessment (KSDE, 2016).  While the standards may take years to change in order to truly meet 

students’ needs, teachers are still capable of teaching multimodal literacy to keep students 

engaged and to help prepare students more effectively for life after education (Smith, 2014). A 

list of the standards that address multimodal literacy are included in appendix B.  
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Defining Multimodal Literacy 

Cope and Kalantzis (2000) define multimodal literacy as: “written-linguistic modes of 

meaning [which] are part and parcel of visual, audio, and spatial patterns of meaning” (p. 5). 

Smith (2014) expands on this definition explaining that multimodal literacy can be, “film, 

images, sounds, games, social media, or any other form of communication not traditionally 

addressed in the English classroom” (p.6). Eisner defines multimodal beautifully when he states, 

as quoted by Wissman and Costello (2014) , “Literacy itself can be thought of not as limited to 

what the tongue can articulate but what the mind can grasp. Thus in this sense dance, music, and 

the visual arts are languages through which both meaning and mind are promoted” (p. 104). Over 

the years other authors, such as Smith (2014) and Eisner, as cited in Wissman and Costello 

(2014), have refined the definition to be more specific, but also more inclusive. Smith, Eisner, 

and Costello’s definitions are a dramatic shift from how Cope and Kalantzis defined literacy in 

2000 in a broad and unspecific way. Now, multimodal literacy refers to anything that is either 

visual or auditory that can be used to make meaning whether that be a ballet dance or a funny 

picture online or a traditional print text based book or anything in between (Wissman & Costello, 

2014). Multimodal literacy currently only refers to two of the five senses, sight and sound; 

however, since the definition for multimodal literacy is constantly shifting and changing it is 

likely that the definition will eventually encompass all five senses.  

History and Current uses of Multimodal Literacy in Classrooms 

Many teachers may be reluctant to incorporate multimodal literacy into their classroom 

because they either believe printed text (textbooks, novels, poems, etc.) to be superior to other 

forms of literacy or they believe that new technology and media is simply a fad that will only be 

relevant for a brief period of time. Furthermore, some teachers believe that since students already 
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pursue these types of literacy in their free time, then class time is better spent on traditional 

modes of literacy. 

A study from the US Department of Labor’s Bureau of Labor Statistics takes a closer 

look at how free time is spent. People ages 15 to 19 spent on average only 8 minutes a day 

reading for pleasure while spending 1.3 hours a day on the computer. When teenagers are on the 

computer a large part of their time is spent on the internet using social media to communicate 

with others and build their digital persona. Teenagers who are using social media are relying on 

more than just print based text, they are also “developing a fluency in expressing themselves 

through multiple types of digital media – including photos, music and video” (Lenhart and 

Madden, 2007).  

Interestingly enough, older citizens, 75-years-old and up, spent 1.1 hours a day reading 

and only 20 minutes a day on the computer. The data were also analyzed looking at levels of 

education; not surprisingly, those who have a bachelor’s degree or higher read the most and 

those who do not have a high school diploma read the least. What these statistics demonstrate is 

that there is a slight disconnect between the older generation, who have a college education, and 

the younger generation who are currently working their way through the education system. 

Teachers, who fit into the first category tend to read more print text and have successfully gone 

through an educational system that focused primarily on print text, therefore, they might not see 

the purpose of incorporating multimodal literacy into their classroom. Hesterman (2011) 

proposes an alternative theory as to why some teachers are reluctant to engage in these new 

forms of literacy; teachers are not as confident when it comes to using new technologies and are 

reluctant to incorporate something that they know little about but their students are experts on. 

Refusing to incorporate multimodal literacy into the classroom creates a gap between the literacy 
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students encounter at school and the literacy they choose to interact with at home. Palmer 

explains this gap by stating, “We probably underuse diverse media in our classrooms. We 

definitely fail to teach all students how to analyze the construction of multimedia 

messages…”(2014, p. 71). When teachers fail to acknowledge the forms of literacy students 

interact with at home such as movies, graphic novels, comics, and video games, it hurts students’ 

overall school performance (Dempster, 2016; United States Department of Labor, 2016; Low, 

2012; Newkirk, 2006).  

Simply ignoring students’ need for adequate 21st century literacy skills can be harmful to 

all students. As previously stated the current education system’s focus on literacy encompasses 

both verbal and written language; recently, more emphasis has been put on speaking and 

listening. This system, however, puts many students at a distinct disadvantage because not all 

students are successful at these two types of literacy, notably English language learners. Simply 

focusing on only two types of literacy does not give an accurate measure of what students are 

capable of outside of the classroom (Shaw, 2014; Smith, 2014).   

There is an increasing global awareness of the need to address twenty-first century 

literacy in the classroom. Australia’s school standards, for example, require teachers to use 

Information and Communication Technologies (ICTs) in the classroom to help support students’ 

literacy needs (Oakley, Howitt, Garwood, & Durack, 2013). Teachers in Israeli schools now 

receive intensive training on how to implement ICTs into their classrooms. These trainings are 

implemented from elementary teachers up to high school teachers and last two years. The 

trainers walk through each step of implementation and require the teachers to design a project for 

their students that implements ICTs. This specific approach to ICT training helps teachers 

properly implement new technologies in an educational way that helps benefit the students 
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(Tondeur, Forksoh-Baruch, Prestridge, Albion, & Edirisinghe, 2016).  The Sri Lanka 

government is also implementing ICTs into their education system, but are experiencing more 

issues because they serve such a large population of students. Before the implementation of ICT 

training in 2012, a majority of Sri Lankan educational technology was focused on lesson 

presentation such as a digital slide show. Sri Lanka is implementing ICT training by specifically 

training preservice teachers. They chose preservice teachers since earlier programs were 

unsuccessful because of teacher attitude towards implementing new technologies (Tondeur, et 

al., 2016).  

Educators who support and advocate for more multimodal approaches in the class argue 

that multimodal literacy “bridges the gap between traditional school-based literacies and real 

world contexts, and thus increases student motivation and learning” (Brannon, 2012, p. 38). 

However, American teachers are encountering restrictions, such as little to no instruction on how 

to incorporate speaking and listening, scripted curricula or conservative standards that focus on 

reading and writing  print text only, and they must find an appropriate balance of meeting these 

curriculum guides and standards while still meeting the realistic needs of the students. Teachers 

who are aware of the different types of literacies students interact with at home, try to 

incorporate these types of literacies into relevant and meaningful learning experiences in the 

classroom (Palmer, 2016 and Sanders & Albers, 2010). The remaining portion of this literature 

review will explore the ways teachers are incorporating multimodal literacies into everyday 

classrooms, while still meeting curriculum standards, student interest, and student literacy needs. 

It will also explore the research that supports the benefits of multimodal literacy and opposition 

teachers have faced when incorporating multimodal literacy into their classrooms.  
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Graphic Novel  

Graphic novels are a specific form of literature that originated from comics. Graphic 

novels are defined as a form because they include all types of genres: romance, science fiction, 

biographies, etc. (Tabachnick, 2009; Cole, 2009). Tabachnick (2009) defines graphic novels as, 

“an extended comic book that treats nonfictional as well as fictional plots and themes with the 

depth and subtlety that we have come to expect of traditional novels and extended nonfictional 

[print] texts” (p.2). The first graphic novel is credited to Frans Masereel with his woodcutting 

book Passionate Journey that was published, without words, in 1919. Graphic novels entered 

higher education in the 1990s; however, it has taken 100 years to gain enough popularity and 

recognition to be included in education at the high school level (Tabachnick, 2009). While 

graphic novels are slowly entering the high school level, Carter (2007) argues that graphic novels 

are just entering their “Golden Age” in education.  

This “Golden Age” is emerging because of educator’s growing awareness for the need to 

incorporate visual literacy into the classroom. Incorporating art and visual literacy into the 

classroom correlates with higher retention rates, increased self-image, and more learning over 

all. Graphic novels are a good avenue to present visual literacy to students because it is a format; 

as a format it encompasses different genres, reading interests, and reading levels (Carter, 2007).  

Graphic novels have become more popular in recent years among teenagers and their popularity 

seems to be increasing. Graphic novel’s popularity can make them more engaging than 

traditional print text based books and is one of the many reasons teachers are beginning to 

incorporate them into classrooms (Brannon, 2012). Tabachnick (2009) explains it by stating, 

“One of the very pleasant discoveries that new teachers of graphic novels will make is that 

students usually do not have to be urged to read them” (p. 3). They are more popular in both 
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classrooms and libraries because teachers are beginning to recognize the benefits of 

incorporating them into their curriculum such as reader enthusiasm and engaging reluctant 

readers. Research suggests that graphic novels can be especially beneficial for students who 

traditionally struggle in school such as boys, English language learners, and students with 

disabilities (Graphic Novels Save the Day, 2015). 

  Graphic novels can be beneficial in teaching higher level vocabulary for all students 

because the context clues are visual. The strong visuals also help increase comprehension. 

Unfortunately, the strong visuals, which is what helps make graphic novels great, are also 

hurting graphic novels. Persepolis, an autobiographical graphic novel that depicts Marjane 

Satrapi’s childhood in Iran during the Islamic Revolution, was removed from Chicago Public 

Schools in 2013. Persepolis was removed because of one image, which depicted torture, on one 

page in the book. The Comic Book Legal Defense Fund, an organization that helps support 

graphic novels and comics in classrooms by dealing with legal issues, reports that the number of 

graphic novels and comic books being challenged and banned in schools is dramatically 

increasing. Graphic novels are banned for the same reasons print text based books are banned, 

but the strong visuals make more of an impact and can make sexuality and violence seem more 

extreme (Alverson, 2014).  

 Early supporters of graphic novels in education tend to view graphic novels as useful 

supplements, but not necessarily as a novel that would warrant enough time for in depth study. 

Fortunately this mindset is beginning to shift and more and more teachers are incorporating 

novel units that are built around graphic novels. Brannon (2012) explains the mindset well when 

she states, “Graphic novels have a place in modern classrooms because they offer students 
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opportunities to develop critical thinking skills that are essential for an increasingly image-

saturated environment” (p. 40).  

Gareth Hinds, an author who predominately focuses on graphic novels, caters specifically 

to teachers with this mindset. His graphic novels are mostly adaptations of classic literature that 

is typically read in high school settings such as: The Odyssey, Beowulf, Romeo and Juliet, 

Macbeth, The Merchant of Venice, and King Lear.  His work is popular among teachers who 

recognize the benefits of reading graphic novels, for example, graphic novels scored higher than 

print text based books in comprehension, enjoyment, and interest (Graphic Novels Save the Day, 

2015). In addition to this, even though students spent 3.5 hours less reading the graphic novel 

version than students who read the print text based version of the same book, the students who 

read the graphic novel had a better understanding of the book and contributed more to class 

conversations about the book. Students were able to spend less time reading because the visual 

context clues made it easier to read (Alverson, 2014). Classic literature can be difficult for 

students to comprehend on their own, but when there are translations of the literature that has 

visual context clues it becomes easier for students to read on their own. Since the brain 

understands and stores images quicker and more easily, students who are reading these graphic 

novels versions are also more likely to remember the story better than the students who read the 

print version (Alverson, 2014).  

A case study completed in Australia by Oakley et al. (2013) took the knowledge that 

graphic novels can help struggling readers and tested it out with an 8-year-old boy named Alex 

who was in second grade. Alex did not read on his own, but was proficient using Google and 

Youtube and enjoyed reciting facts that Alex had learned. The teacher decided to have him write 

his own books to read. He decided on a topic for each book such as Hawaii or the Bermuda 
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Triangle. On each page Alex was required to have one picture, which he could find using 

Google, and one sentence that related to the image that he had to write himself. After completing 

each book Alex had to record himself reading the book. At the start of the project Alex was 

hesitant about this and asked the teacher to help him before recording himself. Towards the end 

of the project Alex was confident in reading out loud and was even willing to read out loud in 

front of the class. 

Comics 

Modern comics originated from Rodolphe Töppfer’s Histoire de M. Jabot. Töppfer was 

the first modern writer to apply “narrative sequence, words, and caricature to the subjects of 

daily lives” (Tabachnick, 2009, p.8).  While graphic novels did evolve from comics they are 

separate formats of literature; however, defining comics is slightly tricky. Scott McCloud 

attempted to define comics in his book Understanding Comics which was published in 1993. 

Little did he know that he would spark a war on the idea of defining comics. Some claim comics 

cannot be defined because that would limit the format and others claim that not clearly defining 

them means too many things that are not comics can fall under unclear definitions. For the 

purpose of illustrating a distinct difference between comics and graphic novels, comics will be 

defined as, “ the basic medium that uses sequential panels and the spaces between them, gutters, 

as its primary means of expression” (Tabachnick, 2009, p. 2).  

 While picture books are widely used in primary level classroom, comics are often looked 

down on as a lesser form of literacy. This is an intriguing double standard as picture books are 

the foundation of literacy for children because the images provide context clues and help 

children make meaning of the story even if they are unable to read every word. Low (2012) 

argues that comic books for older students are very similar to picture books used with younger 
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students. The only true difference between picture books, viewed as a legitimate form of literacy, 

and comic books, viewed as less valuable literacy, is that comic books are written for an adult or 

teen audience. Tabachnick (2009) explains that there is a rich history behind this notion that 

comics are lesser forms of literature. Many of the early comics produced in America had children 

as the main characters, forging this unconscious connection to the idea that comics are for 

children. Tabachnick also explains that in the early days of comics many of them were produced 

using cheap ink and paper giving them a cheap feel.  

Comics, unlike other forms of multimodal literacy, are so much more than just words and 

pictures. Readers of comics must also look at “the panel, the gutter, the frame, and the margin” 

of the comics in order to make meaning of the story (Low, 2012, p. 372). In addition to that they 

must understand how each frame interacts and relies on all of the other frames in order to make 

the story meaningful. Researchers have been examining how turning the page in a picture book 

helps students construct their own meaning of the story. They essentially have to fill in the gaps 

between what happened from image to image. Low (2012) cites Sipe and Brightman’s work on 

pictures books stating, “Encouraging children to speculate about page breaks develops inference-

making and positions them as co-authors, adding another element to their literary repertoires” (p. 

69). Low argues that this page break that is present in picture books is present in comics in the 

blank space between every panel. Allowing students to access comics and encouraging them to 

speculate about these gaps in the story helps increase their literacy and can help them understand 

that these gaps in narrative are present in all types of literature, though they are not always 

visually represented.  

 Teachers are beginning to incorporate comics into the classroom not by allowing students 

to read them, but by asking them to create comics to demonstrate their understanding of a lesson 
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or print text book that was read. Wissman and Costello (2014), for example, had students create 

comics of a particular part of the story for students to reflect on the book The Outsiders. The 

students enjoyed the project because it allowed them to be creative and the teachers commented 

that students often choose colors and images that were symbolic on a deeper level.  

 Teachers need to move beyond simply allowing students to create comics, which as 

previously stated have many beneficial aspects, but incorporate the reading of comics into their 

classroom. As Rosen explains, most students assume they already know how to read comics 

because they read them before but an educator needs to specifically teach how to read images. 

She points out that most teachers either focus on the specific story line being told or they focus 

on the art work; few teachers demonstrate to students how to read both aspects of the text at 

once. Many readers assume that the images are simply to help tell the narrative in a visual way, 

which is true, but the narrative and the images play off of each other and are inseparable. How 

the image is drawn combined with the paneling “can be used to convey mood, indicate character, 

signal movement, and reveal theme” (Rosen, 2009, p. 59). Rosen teaches these ideas by showing 

different panels from various comics and asking students to look at the images and decipher as 

much meaning as possible from them. Rosen also asks students to imagine that the word bubbles 

are empty and to examine the image to see if they would have come to the same understanding of 

the story without the words. She explains that this technique of noticing the word bubbles helps 

students to understand how the illustrator is showing time in a visual way (Rosen, 2009).  

 

Film 

Year after year as low reading scores come in, schools want to put the blame on one 

particular problem: popular culture. A strong focus has been put on television shows, movies, 
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and video games. However, educators need to take a different mindset to this apparent problem 

of too much television and not enough books. Students being immersed in pop culture is not a 

bad thing, Hesterman (2011) argues that it helps give them new ideas and it helps give them 

images they must make sense of. On average 15 to 19-year-olds spend 2.39 hours a day watching 

television compared to 8 minutes a day reading  (United States Department of Labor, 2016; 

Newkirk, 2006). Television, movies, and video games are a form of literacy and Newkirk (2006) 

deems them “media narratives” and explains that they are rich in plot, characterization, effective 

use of puns and satire, etc. They have all of the elements teachers are trying to teach their 

students through print text based books, so why are teachers trying so hard to fight against 

popular media?  

Newkirk (2006) suggests allowing students to use movies and television shows as 

inspiration for when students need to write in class. Fanfiction is a popular and legitimate form 

of writing. Allowing students to explore different types of fanfiction in class can teach them 

about narratives, characterization, and writing for real audiences (Cole, 2009; Newkirk, 2006). 

Hesterman (2011) takes this idea of relying on movies to help students write narratives and 

describes a case study in which 6 and 7-year-old boys in an Australian classroom watched the 

film Star Wars: A New Hope, the first Star Wars movie that was released. After watching the 

movie the boys were told they needed to write scripts for a sequel. After writing their first scripts 

they performed them in front of the class. As the different groups of boys performed their 

elaborate light-saber fights, the feedback was the same from the rest of the class, all of the boys 

were confused about the story line. Having a chance to get up and perform what they had written 

showed the boys the lack of a true narrative and true characterization. This same lesson would 

have been much more difficult if the teacher had instructed the boys to write a story and then 
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turn it in, no one would have been able to see and hear the good and bad parts of their skits. 

Eventually, the boys did multiple rewrites and filmed their final versions where they had to work 

with other teachers in the school for different elements of their film such as lighting and music to 

help add more meaning to their story (2011).  

While many scoff at literary works being turned into movies, it cannot be ignored that a 

movie version is more accessible than print text based books and tends to make the original book 

more popular. The Lord of the Rings sold 14 million copies after the movies were released 

making the same amount money in one year which the books had made in the previous 36 years 

(Cole, 2009). The Lord of the Rings is not the only book to increase in popularity after the 

movies were released; Harry Potter, 21 years after the first book was published, is still popular 

in all forms: books, movies, fan fiction, and videogames (Dempster, Oliver, Sunderland & 

Thistlethwaite, 2016). In a British study, Dempster, et al. (2016) in England examined what role 

the movies had on students’ literacy, choosing the Harry Potter series because of its international 

popularity.  The researchers found many participants of the study chose to read one or more of 

the books after watching the movies. Reading the series, gave many participants a positive 

perception of their reading abilities because the books are so long. Many participants who 

finished the series went on to read more difficult and complex print text that is valued in 

education. Films, which are their own form of literacy, can help encourage students to access 

print text, that are valued more highly in education, outside of the classroom (Dempster, et al., 

2016).  

Many teachers make the mistake of showing movies either as time fillers or right before a 

break to give them a chance to catch up on grading. This in turn sends the message to students 

that movies shown in class have no true educational value. When teachers devalue the literacy 
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that students choose to interact with on their own, it hurts the students’ school performance. 

Dempster et al. (2016) argue that films should be shown in class in an educational and valuable 

manner because it is what students choose to interact with at home and it helps legitimize that 

form of literacy for the students. Teachers can use movies to look at storytelling in a more visual 

way. How does the lighting effect the mood? How do the characters’ clothing contribute to the 

story? How does the camera angle impact the emotion of the story? How does the scene selection 

impact the story? Cole (2009) states, “they [movies] provide an opportunity to reflect on 

different interpretations, what works in adaptations, and what adaptations reveal about society” 

(p. 564). 

Another option for incorporating movies, in an educational way, is reading movie scripts. 

Most curriculum maps require that a play is read every year of English class, but movies scripts 

are written in similar ways. Teachers could tailor the movie choice to what would interest the 

students and then watch the movie critically after reading the script. Many movie guides, which 

include the scripts, also include pictures of filming and trivia making it engaging in multiple 

ways (Cole, 2009). 

 Video Games  

There is an increase in the number of both educational and non-educational video games 

that are being used in classrooms for educational purposes, such as, World of War Craft, Sim 

City 2000, and Minecraft (Nebel, Schneider, & Rey, 2015). The most important thing to 

acknowledge when contemplating the educational value of video games is the simple fact that 

students want video games to be incorporated into the classroom. Video games make lessons 

more interesting and gives students the “the opportunity to improve their computer, reaction and 

problem solving skills, subject knowledge, and the ability to work in teams” (Mifsud, Vella, & 
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Camilleri, 2013, p. 33). There is a correlation between using video games in the classroom, 

increased student motivation to complete the activity, acquisition of decision-making skills, and 

increased curiosity. It should be noted that these video games have multiple educational benefits 

beyond literacy such as real world math and science applications; however, the focus on this 

section will be on the value of educational and non-educational video games in classrooms and 

their impacts on literacy.  

 Alshaiji (2007) reported on a study of kindergarteners that found that video games helped 

promote alphabet recognition, pre-language knowledge, and cognitive development. The video 

games also helped increase kindergarten students’ self-esteem and self-image. Video games offer 

students a more comfortable environment to practice new skills because their mistakes might not 

be as perceptible to other students, and the teacher, in the classroom. Students who were able to 

use video games for learning demonstrated a decrease in fear of engaging in learning and an 

increase in retention of what they were learning. Students who were usually more reluctant were 

also more willing to engage in video games. Video games can teach students how to learn on 

their own, a valuable skill in the twenty-first century (Alshaiji, 2015).  However, Kim (2016) 

cautions that video games are not necessarily better than print based texts, they simply offer an 

alternative that is more actively engaging.   

 Video games that require students to make an avatar, an electronic persona of a real life 

person, require them to interact with other students across the country and even across the world. 

This digital interaction, while it is limited by the digital world the video game creates, is 

incredibly beneficial to students in multiple ways. How students design their avatars and how 

they choose to interact with this digital community helps students gain a better understanding of 

their identity and it helps promote what Kim (2016) describes as transcultural literacy. 
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Transcultural literacy refers to the ability to effectively communicate past cultural barriers. This 

skill of being able to effectively communicate with others around the globe through more than 

just print text is becoming increasingly important in a world that is becoming more connected 

every day. It is also important to note that this is a skill that is difficult to replicate with only 

teacher led instruction in an isolated classroom. As Kim explains, “Multimodal manipulations of 

texts to construct online self-representations align well with how young people enact 

multiculturalism in our rapidly globalizing, networked world; identities are in constant remix, 

especially online” (p. 6).  

 Using videogames to teach foreign languages and vocabulary acquisition is a popular 

trend in foreign countries (Alshaiji, 2015). One example of this can be seen in a case study 

completed by Oakley et al. (2013) which took a student with autism and used video games to 

help him increase his literacy. Cam, a preschooler, only knew 5 letter sounds and did not know 

any letter names at the start of the intervention. A video game app named ComicBook! was used 

to help engage Cam. At first he was reluctant, but after coming to school dressed as Spiderman, 

the teacher took pictures of him with a cartoon filter and uploaded them into app. Once Cam saw 

himself in a comic book format he was engaged, his next task was to fill in the speech bubbles 

using sentence starters. After each page was printed and glued into his existing book, Cam would 

sit down with his instructor and read through the book. While this app increased his literacy, it 

was soon used as a motivator for him to complete other literacy exercises on various ipad apps. 

At the end of the 10 day intervention, Cam knew 20 out of 26 letter sounds, when he originally 

only knew 5 (Oakley et al., 2013).  

Another example of video games teaching language and vocabulary acquisition took 

place in Saudi Arabia. Alshaiji (2015) wanted to test the idea that using video games for 
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kindergarten students helped them learn English vocabulary. She discovered that not only did the 

students who used the video game learn more words, but they were more likely to remember the 

words longer and even the more reluctant students were eager to participate in the learning 

(Alshaiji, 2015).  

An important question to look at when video games are incorporated into the classroom is 

what exactly is the role of the teacher? When teachers choose to use videogames they need to 

shift their mindset from teacher to facilitator. Teachers should allow students to play the game 

without interruption and then find teachable moments to connect the game students are playing 

with the concepts the teacher is teaching in the class. Some researchers who suggest having time 

at the end of the class period to “debrief” students on what they accomplished and how it relates 

to learning objectives. The teacher’s main goal when incorporating video games is to “focus on 

getting the class to think, reflect and make links between what is happening in the game and the 

main learning aims of the class” (Mifsud, Vella, & Camilleri, 2013, p. 34). While the current 

research on video games and literacy clearly shows that there is a strong correlation between 

using educational video games in the classroom and language and vocabulary acquisition, most 

research is focused on young children. There is a need for research on video games and literacy 

at the high school level.  

Nebel, Schneider, and Rey (2015) make it evident that the key to proper implementation 

of non-education, and educational, video games in the classroom is teacher education on the 

value of video games in the classroom and teacher education on how to incorporate video games 

into the classroom. Kim (2016) reports that schools have not always recognized the value of the 

literacy skills students picked up outside of school via digital literacy; however, the students 

themselves reported that they found themselves using the skills in school despite the lack of 
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validation. One teacher, when asked about her willingness to incorporate educational video 

games into the classroom, responded by questioning the purpose of doing so if students already 

spend a large portion of their time on video games at home. The teacher then noted that it is 

impossible to have true teamwork, or cooperative learning, if everyone is simply just sitting in 

front of a computer. While the teacher makes valid claims, the attitude towards implementing 

video games into the classroom demonstrates the need for proper teacher education and for an 

ongoing discussion about the proper way to uses video games in educational settings (Nebel, 

Schneider, & Rey, 2015).  

Pedagogy 

Best practices in education are constantly changing as the world around us changes. As 

an educator I tend to lean towards the constructivism philosophy of teaching. Essentially students 

construct their own meaning and learning. As their educator I introduce the ideas and concepts to 

them, but the students make their own meaning and figure out how it relates to their lives. While 

standards are starting to reflect 21st century literacy learning, they still have a way to go, but 

changes in education are sparked in the classroom by the students and their teachers. Studies 

show that Instagram, a photo sharing and image-based social media site, is the most popular 

social media site for teenagers. Wetta, a librarian, explains how Instagram can engage students in 

reading. Wetta suggested taking pictures of books that teachers have in their classroom library, 

taking pictures of what the teachers are currently reading, or sharing pictures of books that are 

popular in their classroom or library. According to Wetta, there is a specific hashtag for sharing 

artsy pictures of your books: #bookstagram (Wetta, 2016).  

 Social media is a relatively new concept and has exploded in recent years as the quality 

of camera phones steadily increase. While we are in the Age of Images, there is a small amount 
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of research dedicated to how using social media and interacting with these images is shaping our 

youth. A majority of this research looks at connections between posting images of oneself onto 

social media and mental disorders such as narcissism and depression.  I was only able to find one 

publication that looked at how teenagers’ interactions, beyond just posting their own content, 

impacted their lives. This study, by Johnston-Goodstar, Richards-Schuster, and Seth (2014), 

reported positive outcomes of teenagers engaging in social media. Teenagers felt more 

“empowered” and were able to share their passions and opinions on important current events. 

Social media allowed teenagers to find other like-minded individuals in their community and 

were able to come together for “collective action” to help improve their community.  The most 

important idea that this study reported on was “Critical youth media focuses on voice and 

narrative storytelling as a core basis for their work. Through the creation of media, individuals 

and groups find ways for expressing their ideas, telling their stories, and owning their voice” 

(Johnston-Goodstar, et al., 2014, p. 342). Allowing students to create, share, and partake in this 

culture of image gives them the opportunity to have their voice heard on a grander scale and it 

allows them to connect with others throughout our world.  
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CHAPTER 3 

METHODOLOGY 

 

 In order to examine the effectiveness of different types of multimodal literacy the 

researcher incorporated three distinct types of multimodal literacy into the unit plan: video game, 

film, and comics. The unit was taught in a high school classroom in order to examine how 

multimodal literacy operates at the high school level. The purpose of this study was to evaluate 

the effectiveness of using multimodal literacy when teaching literary terms in junior level 

English classes. This research addressed the following questions. Does incorporating multimodal 

literacy into the English classroom make lessons more engaging and meaningful? Does 

multimodal literacy help retention of knowledge?  

Research Design 

 

 The approach for the research was a mixed-method design. Mixed methods research 

combines qualitative and quantitative research into one design. Mixed methods research is an 

approach that gained popularity in the 1990s, and continues to increase in popularity through 

federally funded programs, such as grants, and students writing dissertations (Creswell, 2014). 

Mixed methods was chosen for the research design because the research takes place in an 

educational setting with a large number of students. The researcher felt that evaluating only 

quantitative data would not provide a full picture of the impact of multimodal literacy. Being 

able to evaluate both quantitative and qualitative data was more useful for understanding and 

accurately interpreting the results of the study and for identifying the impact the multimodal 

literacy instruction had on the students’ learning.  
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Setting 

 

 The research took place in a regular education classroom at a public high school located 

in a large mid-western city. It is the only high school in the district and serves between 500 and 

600 students each school year with an average student teacher ratio of 12:1. Approximately one 

third of the school’s population receives free or reduced lunch and 85% of the school’s 

population is white. The school has 100% graduation rate and an average ACT score of 21.2. 

The research took place during the fall school semester; however, quantitative data in the form of 

tests scores from the two previous school years was included as base-line data for comparison. 

The research took place in the same classroom with the same teacher. The class size ranged from 

12 students to 25 students depending on the class period. The base-line data came from two 

different classes in 2014, one of which was a class with in a class (CWC) with a para educator 

present in the classroom. The baseline data for 2015 also came from two different classes, one 

class was a CWC with a para educator present. The current research took place in two classes. 
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None of the classes during the 2016 year was a CWC and no para educators were present in the 

classroom (Kansas State Department of Education).  

Participants 

 

 The participants of this study were all high school students enrolled in junior level 

English. The participants consisted of 33 students, 16 males and 17 females, one student with a 

504 plan, and 32 white students and one student of mixed race. The baseline data from 2014 and 

2015 consisted of 78 students, 47 males and 31 females; eight 504s and three IEPs; 43 white 

students, one Hispanic student, two students of mixed race, and one student who identified as 

Cherokee (American Indian). IEPs and 504s are accommodation plans for students who qualify 

because of health issues, such as concussions, or they meet special education requirements. IEPs 

and 504s are created by the student’s teachers and legally must be upheld at all times   

  2014/2015 Baseline Data  2016 Participants  

78 student scores 33 student scores 

4 classes 2 classes 

47 males and 31 females 15 males and 17 females 

8 504s and 3 IEPs 1 504 

 

Instrumentation 

  

 Students were evaluated using five assessments that were designed by the educator 

administering the assessments. The first two assessments required students to match 30 randomly 

chosen literary terms. The assessment was chunked into three parts with literary terms 1-10 
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being matched with definitions lettered A through J, literary terms 11-20 were matched with 

definitions lettered K through T, and literary terms 21-30 were matched with letters A through J 

(see appendix A). The next three assessments required students to identify the literary terms 

based on the definition provided and no word bank. There were 20 randomly chosen literary term 

definitions that matched those provided during instruction and students wrote the name of the 

literary term (see appendix B). 

 Each assessment was administered by the regular classroom teacher and was timed. The 

first two assessments were timed for 15 minutes, which gave students 30 seconds for each 

literary term. The last three assessments were timed for 10 minutes; this gave students 30 

seconds for each literary term. The time was displayed for students and they were given verbal 

reminders of the remaining time. Directions were displayed on all assessments and the teacher 

verbally read the directions and clarified any questions before starting the time. Verbal directions 

for the first two literary term quizzes were as follows: “You have 15 minutes to complete your 

quiz. In order to complete your quiz, you must match the literary term with the proper definition. 

Please note that the answers for 1-10 will be A-J, the answers for 11-20 will be K-T. Please draw 

a line underneath literary term 10 and the definition for the letter J. On the back of the quiz you 

will match 21-30 with A-J. If you have a question at any point, please raise your hand and I will 

do my best to assist you.”  

Verbal directions for the last three literary term quizzes were as follows, “You have 10 

minutes to complete your quiz. In order to complete your quiz, you must read the definition and 

write the literary term that best fits that definition in the blank. Spelling does not count as long as 

I can tell what literary term you mean. If you have a question at any point, please raise your hand 

and I will do my best to assist you.”  Immediately prior to taking the quiz the class reviewed 
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together via Quizlet.com. Some students who participated in the study had IEPs or 504s that 

required the classroom teacher to provide modified versions of the assessments. The assessments 

were modified in the following ways in order to provide the most reliable and accurate results for 

students with IEPs or 504s. 

 Extended time on the assessment with a minimum time of 30 minutes and maximum 

time of 90 minutes.  

  The assessment was chunked into ten questions at a time. Assessments with thirty 

questions had ten questions placed on separate pieces of paper totaling three pieces of 

paper and assessments with twenty questions had ten questions placed on separate 

pieces of paper totaling two pieces of paper. The student only had one piece of paper 

in front of him or her at a time. Upon completing each piece of paper the student 

exchanged it for the next paper until the assessments were completed.  

 Separate setting during the duration of the assignment that was monitored by either a 

para educator or another classroom teacher was provided.  

 Students needing more than 15 minutes to complete the assessment were allowed one 

break if needed. While on break students were not allowed to study, consult with 

other students, or consult with teachers or paras about the assessment.  

The modifications provided to each student differed depending on the legal requirements set 

forth by their IEP or 504 plan. It was possible that a student required multiple modifications. 

Regardless of the modification all assessments tested the same literary terms. 

The assessments were scored by the classroom teacher.    
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Procedures 

 During the 2016 fall semester the teacher incorporated multimodal literacy into her 

instruction in order to evaluate the effectiveness of multimodal literacy when teaching literary 

terms to junior level English classes. The 61 literary terms that were selected for this unit, were 

selected because they were present in all of the literature that was read in both junior and senior 

English classes. The literary terms applied to all genres of literature as well as literature from the 

early 1700s to post-modern literature. The instruction took the same number of days but 

incorporated the following multimodal literacy approaches: video game instruction, documentary 

that verbally and visually illustrated the literary terms being used, and student design of a comic 

that illustrated literary terms in action. 

  The evaluations began one week after the end of the literary terms unit. The literary 

terms were broken into two categories: literary techniques and persuasive techniques. The video 

game instruction incorporated literary terms from both groups and was used throughout the unit. 

The documentary focused on persuasive techniques and the comic focused on literary 

techniques. The approach taken in planning this unit fits the definition for multimodal literacy 

offered by Cope and Kalantzis (2000) as it incorporated “visual, audio, and spatial patterns of 

meaning” (p.5). It also fit the definition of multimodal literacy offered by Smith (2014) by 

incorporating “Film, images, sounds, [and] games” (p.6). It was also in compliance with the 

district curriculum guide and state standards.  

 Video Game Instruction. The videogame that was used to engage students was 

Quizlet.com. Quizlet.com offers two different games. The first game, called “Match”, displays 

eight literary terms on separate cards and the corresponding definitions on eight other cards. The 

objective of the game is to match the card with the literary term to its corresponding definition 
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by dragging one of the cards and placing it on top of the other card. On the right side of the 

board, a timer is constantly running. The time is displayed in green and changes to.. red if the 

person playing goes past the record time. Since students are playing to beat the clock, it turns the 

game into a competition. “Match” was played before the first and second literary term quiz 

because it simulated the first and second literary term quiz.  

The second game, called “Gravity”, displays a planet at the bottom of the screen. 

Asteroids start falling from the top of the screen with the definitions of the literary terms 

displayed on them. The player must then type in the literary term to make the asteroid disappear 

before it hits the planet. As the game progresses the asteroids begin falling faster and faster. For 

each asteroid that is effectively eliminated and the student’s score goes up, for every asteroid that 

hits the planet the score goes down. The object of the game is to have the highest score. 

“Gravity” was played before the third, fourth, and fifth literary term quiz because it simulated the 

layout of the quiz.  

 The decision to incorporate a video game, Quizlet.com, into the classroom instruction 

this year was to give the teacher a better idea of which words the students knew or did now 

know. As Alshaiji (2015) reported, video games helped increase students’ self-esteem and self-

image. Students were encouraged to play Quizlet.com using their phones in addition to playing 

with the class as a whole. Allowing students to practice their literary terms using a game that 

closely simulated their quizzes gave them a safe environment to practice and/or to make mistakes 

in a way that was not easily perceivable by either their teacher or their peers. When the whole 

class played either “Match” or “Gravity” it offered the opportunity for specific instruction 

because the teacher could visually see which terms students were confusing. After each round 

the teacher was able to clarify literary terms that students frequently missed. Video games were 



 
 

30 
 

incorporated because research also suggests that using video games helps students with retention 

(Alshaiji, 2015). Video games were used with other techniques because Kim (2016) made it clear 

that video games were not necessarily better than print based text, but they offered an avenue to 

learn that some students found more engaging.  

 Documentary. The documentary Divorce Corp. was chosen because the teacher thought 

the subject matter would be something all of the students could relate to, so it would keep them 

engaged. As students were watching the movie they were listening and watching for different 

persuasive techniques. Students then had to explain the purpose behind why the documentary 

employed a specific persuasive literary term (see appendix C). The teacher purposefully showed 

this movie at the beginning of the unit and explained the learning objectives in order to avoid the 

trap many teachers fall into, giving the impression that movies are simply time fillers for the 

teachers to complete their own work. When teachers do this is sends the message to students that 

movies are not a legitimate form of literacy (Dempster et al., 2016).  

 Literary Term Comic Strip. The literary techniques were broken into six groups with six 

literary terms in each group (see Appendix D). Students were assigned partners and were given a 

group of literary techniques. They were then tasked with incorporating all six literary terms into 

a comic strip that had a clear plot (exposition, rising action, climax, falling action, and 

conclusion). On the back of the worksheet they had to explain how each literary technique was 

incorporated into the comic strip (see Appendix D). Comics were incorporated because as Low 

(2012) explains, comics are more than words and pictures. There was a lot of meaning in how 

students chose to illustrate their comic and how many or how few words they chose to 

incorporate. Including a comic strip combined the visual and the spatial elements of multimodal 

literacy to help make it even more meaningful to the students. In addition, since studies support 
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the idea that images are more memorable than print based text, the teacher felt it was important 

to incorporate images in a way that might help students connect the meaning of their literary 

term with a picture (Graphic Novels Save the Day, 2015). Teaching students how to write a story 

for a comic and how to illustrate their comic helps teach them how to read comics properly as 

well. The curriculum, including what is read in the English classroom, is dictated by the district 

and while teachers have influence over what they read, ultimately they are not in control. Since 

comics are still viewed as a lesser form of literary, the teacher must first demonstrate to the 

district that real and meaningful learning can happen using this form of literacy before they will 

allow her to influence the curriculum to include comics (Tabachnick, 2009). 

 Typically, after the literary term unit is completed, students begin reading early American 

literature. As they read, they look for specific literary terms that the instructor identifies before 

they begin reading. Throughout junior level English, students will continue reading American 

literature and every piece of literature they read will focus on specific literary terms, how they 

are used in the text, and the effectiveness of the literary device on the reader. A variety of 

literature is used from non-fiction to fiction, short stories, essays, poetry, novels, and 

autobiographies. 

During 2014 and 2015 the teacher instructed students based on methods employed at the 

school for the previous three years. The unit was taught by providing students with a worksheet 

with all of the literary terms and asking the students to write out the definitions from the back of 

their textbooks. Then the students were assigned one literary term that they had to come up with 

an example for and then draw an illustration for it. The last day all the students presented their 

examples and images to the class. While this sounds like multimodal literacy, since it included 

images, the learning was not meaningful and mostly consisted of students copying images off of 
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the internet and then coloring them in. This teaching approach was hands off and relied on the 

expectation that students would study on their own outside of class in order to learn the literary 

terms. This approach did not offer any meaningful discussion with students about the literary 

terms and it did not allow the teacher to see students using the literary terms. For this approach, 

the only way the instructor knew if the students understood the literary terms was based on quiz 

scores at the end of the week. If a student was struggling with a term, the teacher would not 

know and would not be able to offer one on one instruction. Data was collected from the literary 

term quizzes and stored by the classroom teacher, a regular instructional practice.   

Data Collection 

 

 Data was collected during the fall semester of 2016. Data from 2014 and 2015 provided a 

baseline for how well students scored on the provided assessments when multimodal literacy was 

not incorporated into the instruction of the unit. The 2016 data collection took place as 

multimodal literacy was incorporated into the instruction of the unit and was compared to the 

previous two years. The data was collected in the regular education classrooms by the teacher 

present in the classroom. The data was collected from the six assessments that were previously 

described under instrumentation. This study was limited because it only looked at students’ 

ability to pass quizzes and which methods they enjoyed the most. There was no effort made to 

access whether or not students were able to use the information in subsequent analysis of future 

literature that was studied.  

At the end of the unit of study, students were given an open-ended questionnaire that 

consisted of the following questions.  
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1. Which activity (Quizlet.com, Literary Term Comic Strip, or Persuasive Techniques in 

Divorce Corp) was your favorite? Why? Explain in two or more sentences.  

2. Which activity (Quizlet.com, Literary Term Comic Strip, or Persuasive Techniques in 

Divorce Corp) was your least favorite? Why? Explain in two or more sentences.  

Data Analysis 

 

 The data collected was analyzed using statistical software. The data reflecting test scores 

were analyzed looking for the difference in mean scores between the group of students who were 

instructed using multimodal literacy and the baseline data from the students who were not 

instructed with multimodal literacy.  
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CHAPTER 4 

RESULTS 

This study focused on answering two main research questions. First, does incorporating 

multimodal literacy into the English classroom make lessons more engaging and meaningful? 

Second, does multimodal literacy help retention of knowledge? In order to analyze the results in 

a coherent way, the quantitative data collected from quizzes, and analyzed to determine if 

multimodal literacy helped students retain knowledge, will be examined first. Next, the 

qualitative data will be examined in order to determine if multimodal literacy in the English 

classroom makes lessons more engaging and meaningful for students.  

Quantitative Data 

 The quiz scores for each quiz were averaged together and then converted to percentages. 

Percentages are used because the research took place in an educational setting and most 

educators look at specific percentages and then letter grades to determine if the instruction was 

effective. The baseline date from 2014 and 2015, where the average scores for quiz one was 

79.40%, quiz two was 62.36%, quiz three was 62.95%, quiz four was 65.95%, and quiz five was 

77.25%, was examined and can be seen in Figure 1.1. 
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  The results for 2016 were as follows: quiz one was- 90.02%, quiz two was 89.00%, quiz 

three was 70.00%, quiz four was 75.65%, and quiz five was 80.00%. The average quiz scores 

now spanned “A”, “B”, and “C” letter grades. The difference between averages ranged from 2.75 

points to 26.64 points. The average difference between quiz score averages when averaged 

together was 11.35. When the two outliers were not taken into consideration the average 

difference was 9.12, which is a 9% increase in quiz averages (see figure 1.2).  

Figure 1.1 
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Figure 1.3 

Figure 1.2 
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Qualitative Data 

When students were asked to choose which activity was their favorite (Divorce Corp., 

literary term comic strip, or Quizlet.com) four chose Divorce Corp., 12 chose the literary term 

comic strip, and 16 chose Quizlet.com, and one did not respond. When students explained why 

they chose the activity as their favorite 50% of them stated that they enjoyed Quizlet.com 

because it was quick. One student stated, “Using quizlet [w]as a lot easier way to study for me 

than flashcards.” Another student stated, “I liked learning with visuals and direct examples.” 

Thirty-three percent stated that they enjoyed the literary term comic strip because it allowed 

them to be creative and because in order to illustrate the word they had to understand the word 

first which helped them study. A student who stated that the literary term comic strip was their 

favorite wrote, “The comic strip because it allowed us to be creative with the terms. It also 

showed us that the terms could be fun.” Another student wrote, “It caused me to look up the 

word and have to know the word to be able to draw it”. For a complete list of student responses 

to the question “which activity was your favorite?” please refer to appendix E. 

 

Figure 1.4 
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 When students were asked to choose which activity was their least favorite (Divorce 

Corp., literary term comic strip, or Quizlet.com) 22 chose Divorce Corp., two chose the literary 

term comic strip, and five chose Quizlet.com, one did not respond, and two responded with 

answers that did not apply. When students explained why they disliked Divorce Corp., their 

stated reasons were either they did not like the subject of the movie, they did not enjoy filling out 

worksheets during movies, or the activity was perceived as difficult. One student wrote, 

“Divorce Corp. was my least favorite. Trying to find literary terms through watching people talk 

was very hard.” Another student wrote, “I hated the Divorce Corp. … it was time consuming, 

whereas Quizlet.com only took a few minutes.” Students who selected Quizlet.com as their least 

favorite explained that they either did not like using technology or they did not like doing 

Quizlet.com as a class because other students would answer before they had a chance to. One 

student wrote, “Quizlet because I found it to be boring and it doesn’t give examples. I also like to 

take my time which quizlet didn’t allow.” For a complete list of student responses to the question 

“Which activity was your least favorite” please refer to appendix E. 
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CHAPTER 5  

DISCUSSIONS AND CONCLUSIONS  

Discussion of Results 

The research question does multimodal literacy help retention of knowledge will be 

addressed first. On all five quizzes the average scores from 2016 where higher than the average 

scores from the baseline data. The average difference between the baseline data and 2016 was 

9%. A 9% increase is approximately the difference between each letter grade, which indicates 

that incorporating multimodal literacy did help retention of knowledge. In addition to this, the 

lowest average quiz grade for 2016 was quiz three with a 70%. Quiz three was expected to have 

the lowest quiz grade because the format of the quiz changed to be more difficult. An average 

quiz grade of 70%, which is the equivalent of a “C” letter grade, indicates that all students had a 

basic understanding of the literary terms. The lowest quiz scores for the baseline data which was 

quiz two with a 62.36% closely followed by quiz three with a 62.95%. The scores for quiz two 

and three suggests that students did not have a basic understanding of the literary terms. The 

amount of time that students spent engaging with the terms in class drastically increased from the 

students whose scores were used for the baseline data and the students who participated in the 

2016 study. The increase in the amount of time interacting with the terms may have had a 

positive impact on the 2016 quiz scores. 

The research question does incorporating multimodal literacy into the English classroom 

make lessons more engaging and meaningful will now be addressed. When students filled out the 

questionnaire many of them indicated that they enjoyed the literary term comic strip the most 

because it was hands on and required them to think in a creative way. While students were 
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completing the assignment there was a lot of good discussion going on between partners. 

Students would argue over a legitimate representation of the literary term. I was called on 

multiple times to mediate these disagreements which provided good one on one instruction. 

Students enjoyed showing their work to other classmates and explaining the story line and how 

they had cleverly incorporated some of their literary terms. When I hung up the comic strips, 

many students enjoyed reading them. The favorite comic strip involved a gorilla and life size 

banana being trapped on an island together. The comic ends with irony when the gorilla 

confesses his love for the banana and the banana eats the gorilla in response.  

Students indicated that Quizlet.com was their favorite activity overall. From personal 

observation the game “Gravity” seemed to be their favorite. Students enjoyed beating my high 

score. In one instance, a student went home and played gravity specifically to beat my score. 

That evening, Quizlet.com sent me an e-mail telling me my score had been beaten and who had 

beaten it. The next day in class I told the class the student’s new high score and they decided 

they wanted to beat him. So, we played as a class until we beat his score. He, along with other 

students, vowed they would beat the new high score before the end of the year. This example 

illustrates how invested students were in this game. Not only did they want to play it as a class 

throughout the week, but when they went home they chose to play the game on their own. It 

should be noted that the format of these games mimicked the format of the quizzes students took 

in class which definitely had a positive impact on students’ overall quiz scores.  

The final activity that needs to be addressed is the Divorce Corp. documentary. This was 

overwhelmingly the most disliked activity because of the perceived level of difficulty. In 

addition, multiple students stated that they just did not enjoy watching movies and completing 

worksheets in general.  Students indicated that they thought both the literary term activity and 
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Quizlet.com were easy and enjoyable and that both activities helped them study for their quizzes. 

This suggests that when students perceived an activity to be easy they were more willing to 

participate and were more open to the possibility that it could be fun; however, when an activity 

was perceived as difficult they were more likely to not want to participate and were more likely 

to describe it as boring. There also seems to be a connection between enjoyment and perceived 

learning on the students’ part. This connection between enjoyment and perceived learning on the 

students’ part was also seen in the case study from Australia by Oakley et al. (2013). When Alex 

was able to make his own graphic novels by doing things he was already good at and enjoyed 

doing, such as using Google and YouTube, he was able to learn to read. These results indicate 

that multimodal literacy can make lessons more engaging and meaningful if students perceive 

the activity to be enjoyable before the activity starts.  

Limitations and Weakness 

There were a number of limitations in this study. The study size was relatively small with 

only 39 students, there is a possibility that if the sample size was larger the results might be 

different. Another limitation to the study was the lack of diversity. Thirty-eight of the students 

participating in the study were white with one student participating in the study identifying as 

mixed race. Students also had similar backgrounds in education and religion. Another limitation 

that should be taken into consideration was the variation in instruction. This was the instructor’s 

third year teaching and the baseline data came from her first and second year teaching. Some of 

the results could be attributed to variations in instruction and increased content knowledge of the 

educator. The failure of the educator to fully explain multimodal literacy and the purpose of all 

activities to the students was another weakness of the study. Students were aware that the study 

and activities were centered on multimodal literacy but were only given a brief explanation of 
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multimodal literacy. The study focused mostly on data from quizzes and student feedback on 

enjoyment of activities; however, focusing on quiz scores and student enjoyment was not an 

authentic assessment of what students learned. While student scores were higher during 2016, 

this could also be a result of students spending more time interacting with the terms in class. The 

researcher wanted to make connections between classroom literacy and real world learning, but 

simply using technology that students enjoy to study vocabulary terms may not provide the depth 

of connection with real world learning. Overall the results show that students enjoyed engaging 

with the literary terms and that the methods used to engage with the terms did help improve the 

retention of the literary terms.   

Implications 

  While I categorized my research as multimodal literacy I would now argue upon 

reflection of my study that I barely used multimodal literacy. My research was more interactive 

than basic paper and pencil, which made it more enjoyable for students at times, but I made the 

mistaken Bomer cautions teachers against, I did not “think beyond the device to understand 

practices” (2011). I made the assumption that because I used video games, film, and images that 

it was automatically multimodal literacy. While all of those can be multimodal literacy at times, 

the difference is that video games, film, and images need to help students gain a deeper and more 

meaningful understanding in order for it to be classified as true multimodal literacy. Simply 

incorporating technology does not make it multimodal or innovative. My study examined if 

students knew vocabulary words; my study did not look at meaningful understanding or true 

connections to real world learning.  

Research on multimodal literacy is rapidly increasing and as the literature review shows 

more teachers are incorporating it into their classroom. Keeping that in mind, I would suggest to 
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teachers who are interested in incorporating multimodal literacy into their classroom to first 

make sure what they are using is truly multimodal and does help students gain a deeper 

understanding of the learning objectives. I would also suggest for teachers to keep it simple, just 

because it is an emerging type of literacy does not mean lesson plans need to be complicated.  A 

good place to start would be by reading political cartoons in the classroom and looking at the 

story line, the images, and how the story line and images combine to create a deeper 

understanding. As Rosen, 2009, states, a mistake most teachers make is solely focusing on either 

the story line or the images; only focusing on one or the either takes away the deeper meaning 

that is essential to multimodal literacy. Teachers could also have students read graphic novel 

versions of classic literature and compare it to the print text version by asking students the 

question, “How do the images enhance your understanding of the story”. The author Gareth 

Hinds specifically writes graphic novels versions of classic literature. Teachers could have 

students read graphic novels or political comics that relate to specific historical events and 

teachers could ask students to explore how seeing visual representations of these events is 

different than simply reading print based text about these events. Tales of the Talented Tenth and 

Strange Fruit by Joel Christian Gill are two ongoing graphic novel series about American history 

that visually illustrates how offensive using racial slurs can be along with many other aspects of 

American history. March by John Lewis, Andrew Aydin, and Nate Powell is another good series 

that shows the Civil Rights Movement.  

 Although I think vocabulary is important, in the future I plan to focus less of my energy 

on using multimodal literacy to teach vocabulary. I will continue to use multimodal literacy but I 

will be more careful to make sure what I am asking students to complete is truly multimodal. As 

stated above, most of what I did was not completely multimodal and a majority of my students 
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and I did not completely understand multimodal literacy. My understanding of multimodal 

literacy began to emerge more as the school year progressed and I began compiling the results of 

my study. Now I have new understanding of multimodal literacy and would do the research very 

differently. In English 3, I mostly address the history of American literature, the context in which 

the literature was written, and the literary terms. After the literary term unit was complete, the 

class moved on to annotating Early American Literature looking for the literary terms and 

examining if the literary terms are used in a meaningful way (an annotated example of “Common 

Sense” by Thomas Paine can be found in appendix G). Based on my observations, this year when 

we moved on to annotating students had a much better understanding of how authors used 

different persuasive techniques and literary device to enhance their writing. While I was 

successful at helping students, retain the literary terms and to make connections within texts to 

these literary terms, it is evident that there is still no real world connection or true understanding 

of the connection between the literature we read in class and present day. In order to help 

students make these connections and to make the learning more meaningful, I will decrease the 

amount of attention focused on annotating and literary terms. Instead, I would like to have 

students examine the art work and music from the historical time period we are studying. 

Students can examine how the art and music are similar or different from the literature from that 

time period. They will examine how the art, music, and literature work together to give us a look 

at what that time period was like. Students can also examine how the art, music, and literature 

from that time period are similar or different to contemporary art, music, literature, and social 

media that they engage with.   
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Future Research and Recommendations  

 Future research on this topic should explore a larger sample size and a more diverse 

sample to see if these results can be replicated across different diversities, learning styles, 

districts, and teaching styles. Future research should also focus on more authentic assessments to 

show student understanding by not focusing on quiz or test scores, but rather by having students 

complete assignments that connect with real world learning. Future research should also look at 

different parts of multimodal literacy such as auditory and spatial patterns of awareness.   

Conclusion 

 The idea of what exactly literacy encompasses is constantly changing. While it once only 

included reading and writing that notion is beginning to change. Literacy can be defined as 

anything we can making meaning out of and while that currently only includes audio, visual, and 

spatial meaning, it is possible that the definition of multimodal literacy will eventually evolve to 

include all five senses (visual, audio, taste, touch, smell). While many countries are beginning to 

train teachers on ICTs, which will increase the amount of multimodal literacy in their 

classrooms, teachers in the United States are still grappling with the idea that there is educational 

value in such things as graphic novels, comics, film, and video games. The way to remedy this 

problem is to educate teachers on the value of multimodal literacy and the proper implementation 

of these forms of literacy. When teachers do not incorporate the types of literacy that students 

choose to interact with at home into the classroom, it sends the message that the only valuable 

forms of literacy are reading and writing. When students feel that the forms of literacy they 

choose to interact with are valued in the educational setting they are more likely to view their 

education as meaningful.  
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APPENDIX A 

LITERARY TERM ASSESSMENTS 

Literary Terms 
Matching Definitions 
 

_____ 1.  citing authority A.  a story in which characters, actions, and setting stand for 
something beyond themselves 
 

_____ 2.  symbol 
 

B.  persuasive technique that references expert testimony 

_____ 3.  dynamic character C. a word or phrase that has become lifeless because of 
overuse  

_____ 4.  Comedy  
D.  a story that ends with a happy resolution 

_____ 5.  Opinion  
E.  character that changes dramatically as a result of the 

stories’ action 
_____ 6.  Allegory  

F.  a statement that can be proved true or false 
_____ 7. Cliché  

G.  persuasive technique that uses a general statement to 
encompass all possibilities 

_____ 8.  Fact  
H.  a statement that can not be proven true or false 

_____ 9.  glittering generalities  
I.  question asked for effect and does not require an answer 

_____ 10.  rhetorical question  
J.  person, place, thing, or event that stands for something 

beyond itself 
 

_____ 11.  foreshadow K.   persuasive arguments that rely on intellect and reason 
 

_____ 12.  Tone L.  the emotional highpoint  (tensest moment ) in the story 
 
_____ 13.  overstatement 

 
M.  the problem between the protagonist and the antagonist 

 
_____ 14.  climax 

 
N.   repetition of a similar vowel sounds followed by different 
consonant sounds in words close together 

 
_____ 15.  plot 

 

O.   clues about what will happen later in the plot 
 
_____ 16.  appeals to reason 

 
P.   figure of speech that compares two seemingly unlike things 
in a statement, WITHOUT words such as like or as 

 
_____ 17.  conflict 

 
Q.  an exaggeration for effect 
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_____ 18.  assonance R.  a series of related events in a story 
 
____ _19.  metaphor 

 
S.   speech delivered by one character who is alone on stage 

 
_____ 20.  soliloquy 

 
       T.  the author’s attitude towards a topic, character, or audience 

  

_____ 21.  static character A.  repetition of same or similar consonant sounds in words 
that are close together 
 

_____ 22.  hyperbole 
 

B.  character that can be summed up in one or two personality 
traits 

_____ 23.  statistics  
C.  figure of speech that contains an exaggeration for effect 

_____ 24.  protagonist  
D. the central character in a literary work who drives the action 

of the plot 
_____ 25.  propaganda  

E.  figure of speech that combines contradictory terms in a 
short phrase 

_____ 26.  tragedy  
F.  character that does not change throughout the course of 

the plot 
_____ 27.  oxymoron  

G. systematic promotion of ideas or doctrine 
_____28.  alliteration  

H.  statement about life that is revealed through a literary work 
_____29.  flat character  

I.  story in which the main character dies or comes to some 
unhappy end 

_____ 30.  theme  
J.  persuasive technique that uses data to support an argument 
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Literary Terms 
Fill in the Blank  
 

1.  ___________________ the narrator’s vantage point in the story 
 

2.  ___________________  persuasive technique that uses recommendation from people 
who have experience with the issue 

 
3. ___________________  long speech given by a character who is alone on stage 

 

4. ___________________  clues about what will happen later in the plot 
 
5. ___________________   line of poetry that contains five sets of stressed-unstressed 

iambs 
 

6. ___________________ use of descriptive words to appeal to the senses 
 

7. ___________________  persuasive technique that references expert testimony 
 
8. ___________________  emotional charge of a word 

 

9. ___________________  persuasive technique that uses people’s pre-conceived notion 
 

10. ___________________  repetition of the same or similar consonant sounds in words that 
are close together 

 

11. ___________________     a multi-faceted character with many traits, who seems “real” 
 
12. ___________________    figure of speech that combines opposite or contradictory terms 

in a brief phrase 
 

13. ___________________   writing that ridicules a person or institution to bring about 
change 

 
14. ___________________  long speech given by one character to other characters 
 

15. ___________________  a character with only one or two traits who represents a 
stereotype 

 
16. ___________________   repetition of the same or similar vowel sounds with different 

consonant sounds  in words that are close together 
 

17. ___________________   a figure of speech that has become lifeless because of overuse 
 

18. ___________________ the problem between the protagonist and the antagonist 
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19. ___________________  a reference to a well known event or person from history, 
literature, religion, sports, etc 

 
20. ___________________ a series of related events in a story 
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APPENDIX B 

COMMON CORE STATE STANDARDS ADDRESSING MULTIMODAL LITERACY 

 

CCSS.ELA-Literacy.CCRA.SL.1: Prepare for and participate effectively in a range of 
conversations and collaborations with diverse partners, building on others’ ideas and expressing 
their own clearly and persuasively. 

CCSS.ELA-Literacy.CCRA.SL.2: Integrate and evaluate information presented in diverse media 
and formats, including visually, quantitatively, and orally. 

CCSS.ELA-Literacy.CCRA.SL.4: Present information, findings, and supporting evidence such 
that listeners can follow the line of reasoning, and the organization, development, and style are 
appropriate to task, purpose, and audience. 

 CCSS.ELA-Literacy.CCRA.SL.5: Make strategic use of digital media and visual displays of 
data to express information and enhance understanding of presentations 

 CCSS.ELA-Literacy.CCRA.SL.6: Adapt speech to a variety of contexts and communicative 
tasks, demonstrating command of formal English when indicated or appropriate.  

CCSS.ELA-Literacy.CCRA.SL.4: Present information, findings, and supporting evidence such 
that listeners can follow the line of reasoning, and the organization, development, and style are 
appropriate to task, purpose, and audience.  

CCSS.ELA-Literacy.CCRA.SL.5: Make strategic use of digital media and visual displays of 
data to express information and enhance understanding of presentations.  

CCSS.ELA-Literacy.CCRA.SL.6: Adapt speech to a variety of contexts and communicative 
tasks, demonstrating command of formal English when indicated or appropriate. (CCSS, 2014 
and Palmer, 2014) 
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APPENDIX C 

DIVORCE CORP AND PERSUASIVE TECHNIQUES WORKSHEET 

 

Divorce Corp and persuasive techniques 

As we watch the documentary Divorce Corp, pay attention to the use of persuasive techniques and 
consider how different sides of the arguments use them. Fill in the chart below by identifying an 
example that is presented in the movie and then explain in a complete sentence the purpose behind the 
literary term, what does it demonstrate to the viewer?  

Literary Term Example of Literary term from 
documentary 

Purpose behind literary term 

Statistic  50% of U.S. marriages end in divorce. This fact illustrates that divorce is a wide 
spread problem impacting ½ of marriages.  
 

Appeals to emotion  
 

 

Appeals to reason  
 
 

 

Bias  
 
 

 

Citing authority  
 
 

 

Fact  
 

 

Opinion  
 

 

Glittering 
Generalities 

 
 
 

 

Overstatement  
 

 

Propoganda  
 
 

 

Rhetorical Question  
 

 

Statistics   
 

 

Testimonials  
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  APPENDIX D 

LITERARY TERM COMIC STRIP WORKSHEET 

(This worksheet has been modified slightly to fit within the format of the appendix) 
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Comic Strip Transfer your ideas from your rough draft to this final draft. Make sure all elements of 

plot are included and your literary terms are present. All boxes need to be completely filled in with 

characters and setting, colored appropriately, and demonstrate that effort was put in to create a tidy 

final product. 

Literary term connection Write down the six literary terms you drew on the lines provided 

below. Transfer your ideas from your rough draft and double check to make sure the literary 

terms appear in your comic strip. Explain, in one or more complete sentences, how the literary 

term fits into the comic strip. 

Literary Term Explanation of how the literary term will appear in the comic strip 
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APPENDIX E 

STUDENT COMIC STRIP EXAMPLES 
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APPENDIX F 

STUDENT RESPONSES TO QUESTIONAIRE  

What literary term activity was your favorite (Divorce Corp., literary term comic strip, or 
Quizlet)? Why? Explain in 3-5 sentences.  

 Quizlet was my favorite activity because it helped me learn all of the definitions. It was 
easy to use and I would spend about five minutes studying, and then I would feel 
prepared for the quizzes. Quizlet helped me get good scores on my quizzes.  

 Divorce corp was my favorite was I found it to be interesting and I liked learning through 
movies. I found it easier to understand the words when the movie had examples of the 
words. I like learning with visuals and direct examples.  

 Literary comic strip. It was fun & helped explain more about the terms. 
 Divorce Corp. It was good to watch the interesting video + put literary terms w/ real 

examples 
 The comic strip was my favorite. I liked it because I worked with a partner. I also liked it 

because it had us be creative.  
 Quizlet was my favorite, because it was the most fun and I learned the most.  
 Quizlet was the best one to do. Because it made it like a same. And the whole class did it.  
 Quizlet was my favorite literary term activity. It made things different and had more fun 

learning the terms.  
 Quizlet is my favorite because you can play games. It helps a lot. 
 Quizlet was my favorite cause it’s easier to learn when your trying to hurry and beat the 

clock.  
 Quizlet and practicing in the class. We can interact with the matching questions but the 

gravity was hard to play. I liked participating in class.  
 Quizlet was my favorite, because there were many different activitys you could do to 

learn the terms.  
 Quizlet really helped me. Doing Quizlet 2-3 times a week was helpful. I like Quizlet. 

Quizlet can help you with anything.  
 Literary term comic strip because it allowed us to be creative with the terms. It also 

showed that the terms could be fun. It was fun to read the other peoples comic strips as 
well.  

 The comic strip was my favorite. With the comic strip we had more freedom in what to 
do. Activities like these don’t dumb down students creativity either.  

 My favorite literary term activity was Quizlet, because it helped me memorize all literary 
term definitions. I was focused on each definition and its elements which helped me 
immensely on the quizzes.  

 The Literary term comic strip was better I thought. It gets us engaged and thinking on 
how to express a literary term through a story. It is also more fun than just watching 
videos or studying.  
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 I liked the Divorce corp video, because one it was a video. Another because it was full of 
information. Although it was sad and made me have fresh issues with lawyers I liked it. 

 Literary term comic strip. We got to express our ideas while drawing. You didn’t take it 
like a art class + you thought our drawing were good they were actually horrible.  

 Comic strip because it was fun and learning at the same time. For example the divorce 
cort activity was to complicated and boring. 

 Quizlet was my favorite activity because they had games you could play. Kids want to 
have fun when learning about these literary terms. Quizlet had the biggest impact on my 
grade.  

 Comic stirp. Because I liked to draw. I like to work together. I also like to study without 
sitting down and looking at a piece of paper.  

 Quizlet is my favorite activity for helping me study. It’s a fast and easy acess for when 
you forget your stuff at school. Its right there for you. You can also make your own so 
your more organized.  

 I really liked Divorce Corp because it helped learn some literary terms.  
 Comic strip is my favorite because comics have pictures and characters that can be funny 

and relatable.  
 The comic strip because we had to draw out the literacy terms so it helped me understand 

the literacy terms more. It cause me to look up the word and have to know the word to be 
able to draw it, I liked the Divorce Corp. too.  

 Quizlet was my favorite literary term activity. It was my favorite activity because it got 
everyone involved and kept me entertained. The ways to learn the literary terms vary on 
quizlet which makes it more fun to learn. 

 Quizlet because it is a good studing tool and kinda helps me study for quiz. It is also 
helpful right before class to get a refresher. Quizlet has been for me, used for vocab on 
other studying techniques.  

 I liked the comic strip the best. I think it helped me learn the most. I am not very good at 
memorizing just by reading it, I personally like have a visual too.  

 The comic strip was my favorite activity involved with literary terms. It was a fun 
activity that gave us students the chance to be interactive with our classmates while 
learning at the same time. It was very hands on and the best opporitunity to learn while 
having fun.  

 Quizlet was my favorite. I liked using this because the games were really fun to play and 
they were really helpful the quizzes, using quizlet was a lot easier way to study for me 
than flashcards. 
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What literary term activity was your least favorite (Divorce Corp., literary term comic strip, or 
Quizlet)? Why? Explain in 3-5 sentences.  

 Divorce Corp was my least favorite because it was hard to find the literary terms. If I 
thought I heard or saw a literary term it was gone before I could write it down. Divorce 
Corp did not help me on my quizzes.  

 Quizlet because I found it to be boring and it doesn’t give examples. I also like to take 
my time which quizlet didn’t allow. I also like working alone rather than with the class.  

 Divorce Corp. I didn’t see the point in it & what we were supposed to do.  
 Literary term comic strip, It was time consuming + didn’t provide the examples I needed  
 Divorce Corp. was my least favorite. I didn’t like it because it was depressing.  
 Divorce Corp was my last favorite, because it was boring.  
 Literary terms were the least fav of them all. Because it was the most boring.  
 The Divorce corp was my least favorite because it was extremely boring and it didn’t get 

my attention.  
 My least favorite is Divorce Corp. because we had to watch a video and fired examples 

and its hard to do that.  
 Divorce corp was awful. It was very long and lost my intrest. It didn’t help me much.  
 Divorce Corp. was very tense. I like watching a movie, but it was a bit depressing.  
 My least favorite was the comic strip, because I didn’t really like having to draw the 

comic art.  
 Divorce corp., the movie didn’t really help me learn anything. It is hard for me to watch 

the movie and do lit terms at the same time. Divorce corp. I don’t really think had a lot of 
lit. terms but that might just be me.  

 Divorce corp. was my least favorite because it dragged on. It also was kind of hard to 
pick out certain ones. It was my last favorite because the subject of the video was not 
exactly interesting to me.  

 Divorce corp was my least favorite literary exercise. It was very out and dry work. More 
creativity should be allowed with assignments.  

 The Divorce corp was my least favorite, because I was focused more on how the terms fit 
in than what the definitions actually mean.  

 Divorce corp was my least favorite. Trying to find literary terms through watching people 
talk was very hard. Videos, in my opinion, don’t teach much.  

 I didn’t like the quizlet because you have to do it by yourself. Not everybody had time to 
do so and It wasn’t really fun.  

 Divorce corp. was the worst. We had to try to find literary terms when we were watching 
something we had no idea about.  

 Divorce corp because complicated and boring not a topic we should be worried about at 
this age.  

 I hated the Divorce corp. and the comic strip. They did not help at all. They were both 
really time consuming, where as, Quizlet only took a few minutes.  
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 Quizlet. Because I hate computers. I don’t like having to log on. It takes a really long 
time.  

 My last favorite was the Divorce corp video. This is because I felt like the point of vocab/ 
lit terms were not clear and with little practice w/ the terms it was a challenge.   

 I personally dislike quizlet the most because I can’t really see the board so its hard to read 
and participate.  

 Quizlet is my least favorite because the whole class does it so therefore I don’t get to 
answer and study them personaly other students read and answer it faster so I feel like it 
doesn’t help me.  

 Divorce Corp. was my least favorite literary term activity. It was my least favorite 
activity because I don’t like doing activities during movies.  

 Divorce corp I did not like because my family/mom/dad go divorced and I’m not 
comfortable talking about this. It was interesting but I was not enjoying the time we 
talked about it. It really hard on me.  

 Divorce corp was my least favorite. I just didn’t understand it too well. I don’t like videos 
it doesn’t help me learn. Especially in uniterested things.  

 I did not like the Divorce corp activity. It was very hard to concentrate while watching 
the movie. I couldn’t personally get all the words done because it was hard to pay 
attention.  

 Divorce corp was my least favorite. The movie was really hard for me to follow what was 
going on. It was also hard for me to find literary terms in the movie.  
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APPENDIX G 

AMERICAN LITERARTURE LITERARY TERM ANNOTATION EXAMPLE 
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