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Brief description
This document presents in detail the lesson plans for BONDS project target groups: mothers/caregivers and children. Specifically, the learning outcomes included in this document have
been defined according to the results of the field research performed in O1- BONDS survey
framework and report. These results confirmed some training needs already taken into account
in the project elaboration (soft skills for social inclusion and well-being, communicational and
intercultural competences).
The educational model we developed aims to offer to migrant mothers/caregivers and
children a mix of soft skills as well as language/cultural/social and civic competences. These
competences will also provide women and children with opportunities for public voice, which are
fundamental for a real social inclusion in the host community.
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Field
Non formal education (adult and children)
Non-formal education corresponds to a collection of teaching tools and learning schemes
that are seen as creative and innovative alternatives to traditional and classical teaching systems. Via personal interaction and flexibility in problem solving, people can discuss matters
of relevance to their lives as citizens in society and integrate their knowledge. (Parliamentary
Assembly of the Council of Europe, 1999).
We are living in the social media era, where the terms of collaboration, cooperation, networking and open source have new meaning and define a brand new culture. This new culture of
social sharing and dialogue might be the answer for a renovated educational system, as well as
for lifelong learning programs.
Students, educators, institutions, businesses and other peers create together an educational program that combines formal school knowledge with informal self-directed knowledge.
In this document, we argue that we need to rethink the current educational system and move
away from “the institutionalised logic of the school as factory, to the network logic of the learning
community”.
By introducing the social media culture in the whole learning process and using innovative
and creative educational materials, such as comics, we can build a learning dynamic network that
provides not only knowledge but also culture.
We also argue that the art-based approach in leadership education is gaining ground, as
leaders today are facing more complex challenges and crises, and need to be prepared to cope
with them with more flexible and creative ways (Adler, 2006). Olivier (2001) believes that the arts
have much to teach managers about creativity, imagination, vision, communication and dealing
with insecurity.
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Why Comics?
Comics, according to many scholars and educators, not only tell the stories of creatures
with supernatural powers, but they also have this supernatural power to transfer knowledge. Their
relationship with education begun in the 1940s, but it was in the late 80s when comics started
to be considered as an educational tool. According to many researchers, comics can strengthen
“students’ understanding of literary devices such as point of view, themes, symbolism, allusions,
morals, tone and mood, flashback, and foreshadowing”, as well as reading comprehension and
understanding (Gavigan, 2010). Most of the times, comic stories are fictional, and fiction, “can
serve as case studies to enable learners to raise critical questions in personal terms (Badaracco,
2006).
On the other hand, popular entertainment “introduce characters, contexts, and challenges
that textbooks cannot (Fraiberg, 2010, p. 98), while textbooks are limited to “a typical case study
method,” which focuses on applied knowledge rather than “paradox, ambiguity, and contradiction” that is offered through fiction”.
In addition, comics have certain “super powers” that make them an efficient educational-learning tool that also can be applied to leadership training and skills.
At the same time, comics can be used as an efficient tool towards:
Enhancement of the abilities in the foreign language:
Picture books have been used a lot in the past as a teaching tool. Comics are a visual medium, and human beings tend to respond to visual communication, sometimes better than to
verbal communication. In a study comparing comics to text, Sones (232-240) found that comics’
visual quality enhances learning, while Duncan and Smith stated that the increase in comics’ use
in academics, addresses the need to teach different literacies that correspond with the multimodal culture of today’s world, a culture that uses “textual, visual, and aural stimuli simultaneously to
communicate its message” (Krusemark). In addition, their strong visual aspect, helps readers to
easily associate words with images, facilitates readers’ imagination and helps anchor the expressions used by not only putting them in context but making the medium multimodal (Karap, 2017).
Increase of self-esteem, self confidence and independence:
Most of the stories depicted in most comics contain an almost matching and heroic storyline. In most cases, the story involves a cruel villain who is intent on causing catastrophic damage but is stopped by an unlikely hero. In most cases, the superhero possesses some supernatural and extraordinary powers, which he uses to subdue the villainous opponent. However, the
powers are not easily discernible and the hero appears to be normal and ordinary in the eyes of
the villain and the rest of the people requiring his help. Comics offer countless stories that represent unlikely victories where one uses their strengths to overcome seemingly unconquerable
challenges and barriers. Children suffering from low self-esteem can relate to the heroes depicted
in comics to overcome childhood fears and achieve fruitful lives.
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Participation in community activities
Comics, according to McCloud, is a medium that allows the audience to become a “willing
collaborator,” as the reader is asked to fill the gutters between panels, co-creating the story with
the writer. In addition, one must imagine sounds or other effects that cannot be implemented to
reconstruct meaning in the comic story, which is a story full of holes (Groensteen, 1999/2007). On
the other hand, comics creation is usually a collaborative process. During the creation of a comic
story, you might work alone, or you might have to work with others as a team (script writer, penciler, inker, letterer, etc.). Comics creation is nevertheless a co-creation process where one has to
develop different ways of communication and collaboration.
Can storytelling act as a catalyst to a more coherent and participative society? Jonathan
Gottschall, in his book, The Storytelling Animal, (2013), argues that “stories accomplish the same
evolutionary function as religion: defining groups, coordinating behavior and suppressing selfishness in favor of cooperation”.
Improvement of intercultural skills / Integration in the cultural context (making friends,
communicate with teachers)
Stories are not only an effective inspirational, educational or persuasive mechanism, but
also a way for people to understand the world and to construct or reconstruct social reality (Didion, 1979, Berger, 1979, Zipes, 2011). Comics are stories and through them one can better understand different cultures, observe the realities of various groups, and feel empathy as one can
imagine himself/herself as the hero of those stories. By reading, creating, co-creating and sharing
comic stories, groups and individuals are able to identify with the characters and the stories.
Comics can allow us not only to study a case but at the same time “to enjoy the experience of the
case study, which will allow an interpretation that wants not only just an answer, but also an ability
to question the moral and ethical actions occurring in the story”.
Furthermore, one can reveal meanings between the lines and panels of a comic story or
comparing to their real lives and experiences, as according to Badaracco (2006), “literature, unlike reality, gives the reader a chance to view the leader/hero of a novel ‘from the inside’”.
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The history of Comics
Communication is one of the most essential human needs. Thus, from
the moment humans appeared on Earth, they tried to share thoughts and emotions, and tell stories about their everyday lives. Therefore, while language,
writing, and reading, as we know them today, took a long time to develop,
the image was the original medium which filled the need for communication.
Even though comics are a 19th Century invention and their predecessors are
dated back to the Medieval Times, it is a fact that people used juxtaposed
sequential images in order to tell a story, much earlier. Hieroglyphics, painted depictions on Ancient Greek vessels, Trajan’s Column in Rome (113 A.D.),
the Bayeux Tapestry in Normandy (1100 B.C.) - all of these can be considered
great-great-great-great-grandparents of what we now know as comics. Their
themes expand and no longer target the upper echelons of society, but aim
at the working class as well. Actually, the element of satire becomes more and more prevalent,
which leads into the leaflets becoming known as “comicals”, or “comics” for short.
In the 1820s, we already have a satire industry and by the mid-19th Century, with the evolution of printing technology and image processing (imagine that, up to that time, artists had to
copy their works line by line on the bronze printing plates used for reproduction), new magazines
and story leaflets appear. All of them include illustrations, are read by young people, and derive
their topics from the news stories of the time. This all leads to the first comic book, or at least to
one of the publications that claim the title (the English version on The Adventures of Obadiah
Oldbuck is also one of the candidates), Ally Sloper’s Half Holiday, a weekly black & white publication that includes strips, comics, and prose, but more importantly features a main ongoing
character, Alexander Sloper. This publication was met with huge success and paved the way for
comics to establish themselves.
Mass production of such publications began in 1890, when a young publisher, 25-year-old
Alfred Harmsworth, decided to introduce a series of comics that were destined to conquer the
world. His biggest publishing success was Comic Cuts (which was also the first publication that
used the word “comic” in its title), followed by Illustrated Chips. At the end of the 1920s, America experienced a huge financial crisis, which subsequently had larger global effect. The era of
the Great Depression, as it became known, and the economy crash, pushed people to search
for faith and optimism in characters who could give them a sense that things would actually get
better. Approximately at the same time, the first superheroes are introduced, with their flourish
becoming even larger during World War Two, for the same main reasons.
In the following decades, comics had plenty of ups and downs. All of a sudden, in the
mid-40s, comic book publishers who up till then were targeting mostly adults of the working and
middle classes, attempting to comment on the socio-political reality, discovered a new type of
audience: kids. The publishing companies of the era realize that children can become a driving
force for sales. At that time, there is a rise of publications aimed at precisely that audience. Dr.
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Fredric Wertham, with his book Seduction of the Innocent, creates a negative climate regarding
comics’ influence on children, expounding on the theory that comics are responsible for the rapid
rise in juvenile delinquency.
The 60s are the second golden age of superheroes, while in the following decades the alternative comics scene makes its appearance. All these years, comics creators and theoreticians
struggle to place this narrative Medium into its proper position, maintaining that it is not only
about simple funny tales, but for stories that can easily touch upon more mature and serious topics. In 1986, the public’s perception of comics is changed by three books: Alan Moore and Dave
Gibbons’ Watchmen, Frank Miller’s The Dark Knight Returns, and Art Spiegelman’s Maus.
Almost overnight, magazines were filled with pieces on “comics growing up” and the term
“graphic novel” appears in literary dictionaries. Art Spiegelman paved the way for the following
generations with Maus, which revolutionized the Art of comics. Its widespread acclaim and subsequent Pulitzer Prize made it obvious that comics were perfectly suited for the examination of
important topics. In the mid-90s, the first volume of Palestine by Joe Sacco, in which the creator
chronicles events from the war in the Middle East, was met with enthusiasm and was hailed as one
of the pioneer works in the History of the Medium. Palestine set new standards with regards to
the use of comics as a journalistic Medium, and a growing number of cartoonists started working
for newspapers and magazines. The 90s offered another influential comics work. In Understanding Comics, Scott McCloud attempted to give a theoretical background and explain in a more
“scientific” way the language of the Medium.
Keystone in McCloud’s thesis is comics’ communicative ability. In all his research, McCloud
views comics as a Communication Medium and even puts them in a more distinct place due to
their characteristic attributes. Since then, comics have been established not just as reading material for kids, but as a storytelling medium than can tell any type of story.
In the last few years, plenty of comics appear on lists of best-selling literary works, as well
as libraries, schools, and universities. Galleries and museums host comics exhibitions, large cities
have conventions dedicated to the 9th Art, and educators consider comics as one of the most
effective and entertaining learning tools. Production grows steadily, and every day we discover
more of the wealth and dynamic of this unique language.
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Comics as educational tool
Their relationship with the educational environment begun near the 1940s. In particular,
according to a research conducted, during this decade, 95% of children aged between 8-14 and
65% of children aged between 15-18 were reading comics (Sones, 1944). This research was considered important by the academic community and the discussion regarding the educational role
of comics started. Professor W.W.W. D. Sones (1944) of Pittsburgh University states that between
1935 and 1944 “comics evoked more than a hundred critical articles in educational and nonprofessional periodicals”. Since then, comics invaded schools and university classrooms, and organizations and institutions have started using comics vocabulary and heroes in order to raise and
discuss current social issues. As expected, educators and public opinion lined up in two sides:
those who supported comics as an alternative, new teaching tool and those who considered
comics as a bad influence for children and young adults. Until 1970 educators remained skeptical
towards comic books.
In 1980 three books changed the way public opinion perceived comics: Frank Miller’s Batman: The Dark Knight Returns, Alan Moore’s Watchmen and Art Spiegelman’s Maus. Those comics or graphic novels were able to underline the fact that comics are a very rich narrative medium
that can talk about any issue.
Since then, creators started working on more “adult” comics addressing topics such as
drugs, violence, racism, war etc. Nowadays we can find comics that have won multiple awards
(even Pulitzer), teachers, parents and librarians are using them more and more, universities and
schools add them to their curricula and scholars are publishing researches and books regarding
their educational role.

Their special powers:
Which are, however, those elements that make comics an efficient educational-learning
tool? In a research conducted by Hutchinson in 1949, 79% of teachers supported that comics
are a strong motive for learning and that increased individual participation. In addition comics
might present certain advantages as a learning process as they rely on the power of images. More
specifically:

•• The use of images makes every subject, even the difficult ones, more accessible to everyone

•• Reading a comic requires the parallel reading both of images and words. That process
helps children learn how to decode and re-decode visual messages and how to think
synthetically

•• Also during reading a comic, the reader develops a participation factor. The gutter, the
space between comic panels, lets each of us to create a story within the story

•• Another important element is the power of storytelling in the learning process. Researches have shown that the information lying inside a story stays in memory easier

•• Another element is the gamification factor that makes learning easier
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In addition, comics have certain “super powers” that make them an efficient educational-learning tool that also can be applied to soft skills training such as storytelling, visual literacy,
collaboration, critical thinking, creativity, leadership, team work, empathy, intercultural understanding.
The dynamics of comic language can be a crucial motive and in addition a complete educational tool that may replace student’s “I must read, search, learn” with “I want to read, search,
learn”.
Decoding the medium’s mechanisms, the possibility of participation and intervention during the reading process, overcoming every cultural and linguistic barriers using the power of
images, the approach of sensitive issues with an easier way, the development of critical thinking,
the practice in creativity and mostly the motivation for further search of knowledge are some of
the things comics can offer to the contemporary educational system. As Sugata Mitra supports,
“if children get interested, knowledge results spontaneously”.
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The methodology
The model will focus not only on the improvement of immigrants’ key competences for
social inclusion but also on the enhancement of their emotional dimension.
The main methodology to be used is Collaborative Comics Storytelling based on the
following key concepts:

•• Comics is a narrative form that combines two other forms of expression, words and pictures.

•• Comics creation is nevertheless a co-creation process.
•• Comics storytelling is a tool to foster collaboration, teamwork and creativity.
Our risky and fast changing society demands a flexible and more innovative educational
and lifelong learning system, in order to prepare students, young and more experienced professionals to adapt easier to the new ecosystem of global crisis and digital economy.
Arts based teaching programs are gaining ground as they “teach us to judge in absence
of rules, to appraise the consequences of one’s choices and to revise and then to make other
choices” (Eisner 2004).
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Learning outcomes – mothers (caregivers)
Knowledge
•• Methodologies for enhancing self awareness and self confidence, management of emotions.

•• Written communication in host country language.
•• Oral communication in host country language.
•• Methodologies and tools for intercultural communication.
•• Methodologies and tools for empowering community participation and collaboration.
Skills
•• Understanding emotions.
•• Understanding her/his own strengths and weaknesses.
•• Express oneself in various ways.
•• Understanding and managing intercultural differences.
•• Organize and apply comics storytelling workshops.
•• Become more open to participate to community activities.
Competences
•• Manage emotions for building self awareness and self confidence.
•• Host language - Understand the main points of clear standard input on familiar matters
regularly encountered in work, school, leisure, etc.

•• Host language - Produce simple connected text on topics which are familiar or of personal interest.

•• Host language - Describe experiences, events, dreams, hopes and ambitions, and briefly give reasons and explanations for opinions and plans.

•• Deal constructively and address positively with intercultural differences.
•• Communicate effectively in private and public spheres of daily life.
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Learning outcomes – children
Knowledge
•• Tools and methodologies for enhancing self awareness and self confidence, management of emotions.

•• Tools and methodologies for dealing with communication in intercultural environment.
•• Written communication in host country language.
•• Oral communication in host country language.
•• Tools and methodologies for empowering participation to community activities and
better social integration (making friends).

Skills
•• Understanding his/her own emotions.
•• Recognising cultural differences.
•• Communication and presentation skills.
Competences
•• Basically manage his/her own emotions.
•• Deal constructively and address positively with intercultural differences.
•• Communicate effectively with adults and peers.
•• Host language - Understand the main points of clear standard input on familiar matters
regularly encountered in school, leisure, etc.

•• Host language - Produce simple connected text on topics which are familiar or of personal interest.

•• Host language - Describe experiences, events, dreams, hopes and ambitions, and briefly give reasons and explanations for opinions and plans.
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Proposed Curricula
Non Verbal Comics- Strengthening Oral and Written Communication.
Superhero Comics- Team work and collaboration, self esteem, intercultural understanding,
community participation, emotions management.
Autobiographical Comics- Understanding emotions, intercultural understanding, sharing
emotions, hopes, dreams.
The above was the result of a co-creation process. Comicdom Press Team in collaboration
with Melissa Network run testing workshops with two groups of mothers/children refugees. The
aim of the workshops was to co-create the stories and identify the best comic format for each
gained skill. Based on the above structure, we produced five original comic stories to be used as
the main educational tool.
Although, each story mainly corresponds to a certain group of competences, all stories are
designed to address all of them.
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Lesson Plans
All workshops begin with a brief introduction to comics and a presentation on how to create
a story.
Useful Material:

••

The history of Comics

••

What is a graphic novel

••

Basic Comic Terminology

••

Raising a Reader

1. Strengthening Oral and Written Communication
a. Mothers/Caregivers
Brief Description and Objectives: This workshop aims to help participants to strengthen
their oral and written skills. Using a non verbal comic, participants are asked to interact with
the story adding words. Then, they are becoming creators developing their own comic.
Gained Skills and Competences: Written and oral communication (describe experiences,
events, dreams, hopes and ambitions, produce simple connected text on topics which are
familiar or of personal interest), express oneself, teamwork and collaboration, intercultural
understanding.
Educational Tool:
- New Place (coloured version)
- New Place (grayscale version)

Material and Equipment Needed: Flipchart, markers, blank papers, pencils, coloured pencils, comics, photocopies of the comics designed for the module.
Estimated duration: 3 hours
Suggested comics and reading material:
- A list of wordless comic s
- The arrival
- Blood Song
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Lesson Outline:
• Begin with a warm up introductory game. For example ask the participants to tell their
names and their favourite flavour.
• Ask them if they have ever read comics. If yes, ask them to name which they have read. If
not, show some comics, give them comics to browse through.
• Ask them if they are familiar with comics heroes, writers, stories from their countries.
• Briefly explain that comics is a narrative form that combines words and pictures. Guide
them through the history of comics.
• Warm Up Exercise: Draw a picture of a woman talking on the phone. Ask them to put words
to the picture. Explain, how the combination of words and pictures change the meaning of
the story.
• Briefly guide them through the basics of comics: panels, gutter, balloons
• Warm Up Exercise: Draw one panel picturing a phone ringing. Ask them to draw the next
panel. Explain how gutter works.
• Show them the “New place” comic.
• Ask them to tell the story orally (both in their language and the host country’s language)
• Ask them to write the story (both in their language and the host country’s language)
• Ask them to add balloons with words to the comic.
• Ask them if they have been in a similar situation. Discuss feelings, challenges, experiences.
• Ask them now to continue the story. In teams of four (max) they have to create their own
comic in four panels.
• Translanguage exercise: Ask them to write the words in different languages (their own, host
country, English, other language they use).
• Display the comics and discuss the stories.
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b. Children
Brief Description and Objectives: This workshop aims to help participants to strengthen
their oral and written skills. Using a non verbal comic, participants are asked to interact with
the story adding words. Then, they are becoming creators developing their own comic.
Gained Skills and Competences: Written and oral communication (describe experiences,
events, dreams, hopes and ambitions, produce simple connected text on topics which are
familiar or of personal interest), express oneself, teamwork and collaboration, intercultural
understanding.
Educational Tool: Fox (coloured version) and Fox (grayscale version)
Material and Equipment Needed: Flipchart, markers, blank papers, pencils, coloured pencils, comics, photocopies of the comics designed for the module.
Estimated duration: 3 hours
Suggested comics and reading material:
- Owly
- Petit Poilu
- Unspoken: A story from the Underground Railroad
- The Girl and the Bicycle
- The Snowman
- The Only Child
- The Lion and the Mouse
Lesson Outline:
• Begin with a warm up introductory game. For example ask the participants to tell their
names and their favourite animal.
• Ask them if they have ever read comics. If yes, ask them to name which they have read. If
not, show some comics, give them comics to browse through.
• Ask them if they are familiar with comics heroes, writers, stories from their countries.
• Briefly explain that comics is a narrative form that combines words and pictures. Guide
them through the history of comics.
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• Warm Up Exercise: Draw a picture of a kid waiting at a bus station. Ask them to put words
to the picture. Explain, how the combination of words and pictures change the meaning of
the story.
• Briefly guide them through the basics of comics: panels, gutter, balloons
• Warm Up Exercise: Draw one panel picturing a phone ringing. Ask them to draw the next
panel. Explain how gutter works.
• Show them the “Fox” comic.
• Ask them to tell the story orally (both in their language and the host country’s language)
• Ask them to write the story (both in their language and the host country’s language)
• Ask them to add balloons with words to the comic.
• Ask them if they have been in a similar situation. Discuss feelings, challenges, experiences.
• Ask them now to continue the story. In teams of four (max) they have to create their own
comic in four panels.
• Translanguage exercise: Ask them to write the words in different languages (their own, host
country, English, other language they use).
• Display the comics and discuss the stories.

2. Self Esteem/Teamwork and Collaboration/Intercultural Understanding
Mothers/Caregivers
Brief Description and Objectives: Fantastic Four, Avengers or X-Men are some from the
most popular superhero teams. What makes them so successful? And how can we be inspired by superhero teams in real life? If, for example, we take Avengers or X-Men, we can
see the main characteristics of a successful team, as well as the stages of the development of
a group turning into a team. “But, a group of individuals does not necessarily make a team.
Teams customarily have members with complementary skills and generate synergy through
a coordinated effort which allows each member to maximize his/her strengths and minimize
his/her weaknesses” (McGhee, 2001). Through this workshop we explore strengths, weaknesses and the power of collaboration.
Gained Skills and Competences: self awareness and self confidence, understanding her/
his own strengths and weaknesses, teamwork and collaboration, intercultural understanding,
empowering participation to community activities and better social integration.
Educational Tool:
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- Superhero Comic (Coloured version) Superhero Comic (Grayscale version)
Material and Equipment Needed: Flipchart, markers, blank papers, pencils, coloured pencils, comics, photocopies of the comics designed for the module.
Estimated duration: 3 hours
Suggested comics and reading material:
- X-Men
- Wonder Woman
- Qahera
- Ms Marvel
- Black Panther
- List of Middle Eastern superheroes
- 12 Teams that Defined Superhero Storytelling
Lesson Outline:
• Begin with a warm up introductory game. For example ask the participants to tell their
names and a superpower they wanted to have.
• Ask them if they have ever read comics. If yes, ask them to name which they have read. If
not, show some comics, give them comics to browse through.
• Ask them if they are familiar with comics heroes, writers, stories from their countries.
• Briefly explain that comics is a narrative form that combines words and pictures. Guide
them through the history of comics.
• Warm Up Exercise: Draw a picture of a woman talking on the phone. Ask them to put words
to the picture. Explain, how the combination of words and pictures change the meaning of
the story.
• Briefly guide them through the basics of comics: panels, gutter, balloons
• Warm Up Exercise: Draw one panel picturing someone in need to make a call and has low
battery. Ask them to draw the next panel. Explain how gutter works.
• Talk about superheroes and show them some related comics. Discuss the need of people
to create superheroes. Ask them, who are their superheroes in real life.
• Exercise: Ask them to create their own superhero, deciding the powers, the name, the
costume. Then ask them to draw the superhero and share it with the group. Finally, ask them
to create a short story in four panels about the superhero’s origin story (how he/she got the
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powers, what he/she decided to do with those powers). Discuss the stories. Do the stories
relate to their own personal story? Do the heroes have similar characteristics with the participants?
• Exercise: Divide the group in teams of four. Show them the “Superhero Comic”. Ask them
to choose one character from the comic. Then, ask them to continue the story by solving the
challenge. Note that they have to combine their powers.
• Display the comics and discuss the stories. How did they collaborate? Is collaboration and
teamwork important? Why? Have they ever collaborated in order to address a challenge in
everyday life?
b. Children
Brief Description and Objectives: Fantastic Four, Avengers or X-Men are some from the
most popular superhero teams. What makes them so successful? And how can we be inspired by superhero teams in real life? If, for example, we take Avengers or X-Men, we can
see the main characteristics of a successful team, as well as the stages of the development of
a group turning into a team. “But, a group of individuals does not necessarily make a team.
Teams customarily have members with complementary skills and generate synergy through
a coordinated effort which allows each member to maximize his/her strengths and minimize
his/her weaknesses” (McGhee, 2001). Through this workshop we explore strengths, weaknesses and the power of collaboration.
Gained Skills and Competences: self awareness and self confidence, understanding her/
his own strengths and weaknesses, teamwork and collaboration, intercultural understanding,
empowering participation to community activities and better social integration.
Educational Tool: Superhero Comic (coloured version) and Superhero Comic (grayscale version)
Material and Equipment Needed: Flipchart, markers, blank papers, pencils, coloured pencils, comics, photocopies of the comics designed for the module.
Estimated duration: 3 hours
Suggested comics and reading material:
- Scooby Doo Team Up
- Tiny Titans
- Shazam: Captain Marvel
- Spider-Man
- List of Middle Eastern superheroes
- Superman Family Adventures
- Zita the Spacegirl
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Lesson Outline:
• Begin with a warm up introductory game. For example ask the participants to tell their
names and a superpower they wanted to have.
• Ask them if they have ever read comics. If yes, ask them to name which they have read. If
not, show some comics, give them comics to browse through.
• Ask them if they are familiar with comics heroes, writers, stories from their countries.
• Briefly explain that comics is a narrative form that combines words and pictures. Guide
them through the history of comics.
• Warm Up Exercise: Draw a picture of a woman talking on the phone. Ask them to put words
to the picture. Explain, how the combination of words and pictures change the meaning of
the story.
• Briefly guide them through the basics of comics: panels, gutter, balloons
• Warm Up Exercise: Draw one panel picturing someone in need to make a call and has low
battery. Ask them to draw the next panel. Explain how gutter works.
• Talk about superheroes and show them some related comics. Discuss the need of people
to create superheroes. Ask them, who are their superheroes in real life.
• Exercise: Ask them to create their own superhero deciding the powers, the name, the costume. Then ask them to draw the superhero and share it with the group. Finally, ask them
to create a short story in four panels about the superhero’s origin story (how he/she got the
powers, what he/she decided to do with those powers). Discuss the stories. Do the stories
relate to their own personal story? Do the heroes have similar characteristics with the participants?
• Exercise: Divide the group in teams of four. Show them the “Superhero Comic”. Ask them
to choose one character from the comic. Then, ask them to continue the story by solving the
challenge. Note that they have to combine their powers.
• Display the comics and discuss the stories. How did they collaborate? Is collaboration and
teamwork important? Why? Have they ever collaborated in order to address a challenge in
everyday life?
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3. Intercultural Understanding / Understanding and Managing
Emotions
a. Mothers/Caregivers
Brief Description and Objectives: The particular workshop aims to highlight the power and
importance of sharing stories. Participants are guided through the basics of the sequential
narrative and then they are becoming themselves creators.
Using autobiographical comics we discuss emotions, hopes and dreams. At the same time,
by creating their own comics they exercise in presentation skills.
Gained Skills and Competences: intercultural understanding, understanding and managing
emotions, express oneself, presentation skills.
Educational Tool: Dolmades (coloured version) and Dolmades (grayscale version)
Material and Equipment Needed: Flipchart, markers, blank papers, pencils, coloured pencils, comics, photocopies of the comics designed for the module, needle, thread.
Estimated duration: 3 hours
Suggested comics and reading material:
- Persepolis
- Embroideries
- Maus
- Relish: My Life in the Kitchen
- The Arab of the Future
- Welcome to the new World
Lesson Outline:
• Begin with a warm up introductory game. For example ask the participants to tell their
names and their favourite food or recipe.
• Ask them if they have ever read comics. If yes, ask them to name which they have read. If
not, show some comics, give them comics to browse through.
• Ask them if they are familiar with comics heroes, writers, stories from their countries.
• Briefly explain that comics is a narrative form that combines words and pictures. Guide
them through the history of comics.
• Warm Up Exercise: Draw a picture of a woman talking on the phone. Ask them to put words
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to the picture. Explain, how the combination of words and pictures change the meaning of
the story.
• Briefly guide them through the basics of comics: panels, gutter, balloons
• Warm Up Exercise: Draw a panel of someone entering the bus and realizing it’s the wrong
one. Ask them to draw the next panel. Explain how gutter works.
• Show them the “Dolmades” comic.
• Discuss the story. Ask them if they have ever been in a similar situation.
• Discuss the power of telling your own story. Why is it important to share your story?
• Ask them to create in six panels their own personal story.
• Display the stories and discuss them. Are there similarities/differences?
• Ask them to create a new story (six panels) of how they imagine their life in five years from
now.
• Follow the instructions to create their own comic book. Make photocopies and share with
others within the community or/and set up a mini exhibition. Take photos of the comics and
post online.
b. Children
Brief Description and Objectives: The particular workshop aims to highlight the power and
importance of sharing stories. Participants are guided through the basics of the sequential
narrative and then they are becoming themselves creators. Using autobiographical comics
we discuss emotions, hopes and dreams. At the same time, by creating their own comics they
exercise in presentation skills.
Gained Skills and Competences: intercultural understanding, understanding and managing
emotions, express oneself, presentation skills.
Educational Tool: Stupid hit (coloured version) and Stupid hit (grayscale version)
Material and Equipment Needed: Flipchart, markers, blank papers, pencils, coloured pencils, comics, photocopies of the comics designed for the module, scissors.
Estimated duration: 3 hours
Suggested comics and reading material:
- El Deafo
- Smile
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- Ordinary People Change the World
- Anya’s Ghost
- American Born Chinese
Lesson Outline:
• Begin with a warm up introductory game. For example ask the participants to tell their
names and their favourite game.
• Ask them if they have ever read comics. If yes, ask them to name which they have read. If
not, show some comics, give them comics to browse through.
• Ask them if they are familiar with comics heroes, writers, stories from their countries.
• Briefly explain that comics is a narrative form that combines words and pictures. Guide
them through the history of comics.
• Warm Up Exercise: Draw a picture of a woman talking on the phone. Ask them to put words
to the picture. Explain, how the combination of words and pictures change the meaning of
the story.
• Briefly guide them through the basics of comics: panels, gutter, balloons
• Warm Up Exercise:Draw a panel of someone entering the bus and realizing it’s the wrong
one. Ask them to draw the next panel. Explain how gutter works.
• Show them the “Stupid hit” comic.
• Discuss the story. Ask them if they have ever been in a similar situation.
• Discuss the power of telling your own story. Why is it important to share your story?
• Ask them to create in six panels the story of their own stupid hit/or the story of their first
toy ever.
• Display the stories and discuss them. Are there similarities/differences?
• Ask them to create a new story (six panels) of how they imagine their life in five years from
now.
• Follow the instructions to create their own comic book. Make photocopies and share with
others within the community or/and set up a mini exhibition. Take photos of the comics and
post online.

Booster the emotional dimension of social inclusion for immigrant mothers and children

30

Booster the emotional dimension of social inclusion for immigrant mothers and children
Project number 2016-1-EL01-KA2004-023586 EDUCATIONAL MODEL Lesson Plans. Erasmus + - KA2 This project has been funded with support from the European Commission.

