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Development of survey method for learners using manga method
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Manga materials were created as a method to accurately grasp the actual
situation of survey targets by providing them with information related to the survey. In developing
this method, we examined the method of presenting the content of the cartoons and the creation of
pictures and dialogues in order to create guidelines for the type of cartoons that should be
created. As a result, there was no agreement between the subjectivity of the participants” preferred

presentation and the acquisition of information. In addition, removing some of the story-related
dialogue from the pictures and dialogue was more effective in terms of information comprehension. In
addition, the educational materials using this method were applied to athletes and middle and high
school students, and were evaluated as bringing out more of the actual situation than previous
educational materials.
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