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7 Chapter Seven: Diagnosis  

7.1 Introduction 

The objective of the research conducted in this study is to develop guidelines for 

creating digital graphic novels portraying emotional social phenomena using critical 

systems heuristics and human-computer interaction principles. This chapter reports 

on the diagnosis phase of the action research cycle adopted in this study. The purpose 

of this chapter is to explore the various stories and experiences of Robben Island 

Prison that ex-political prisoners believe should be included in the digital graphic novel. 

Section 7.2 presents an initial reflection on the 12 boundary questions developed by 

Ulrich (1987:279).  

As a result of the boundary reflection and to involve the identified affected parties in 

the digital graphic novel, the ex-political prisoners were invited to participate in the 

process. Data was collected through focus groups and an interview held with ex-

political prisoners of Robben Island Prison. The data collection process will then be 

reported in Section 7.3.1. Data analysis will be discussed in Section 7.3.2 according 

to the various phases of the content analysis process. The conclusions that are gained 

from the coded data will be presented in Section 7.4. This chapter will conclude with 

a summary that is presented in Section 7.5.  

7.2 Initial answers to boundary questions 

In Chapter 3, the researcher answered Ulrich’s 12 boundary questions that served to 

represent the researcher’s perspective of the study as a whole. The researcher felt 

that by identifying the boundary judgements held by the researcher, the study could 

be conducted in both a fair and unbiased manner. Table 3.3 contains the researcher’s 

answers to the 12 boundary questions as given by Ulrich. These answers are mapped 

to the phases in the research cycle. We will discuss each answer to the boundary 

questions in Table 3.3 in the following sections. 



175 | Chapter 7: Diagnosis 

 

7.2.1 Sources of motivation 

As discussed in Chapter 3, the first three questions as given by Ulrich deal with the 

sources of motivation – the question of where the sense of purposefulness and value 

of a system comes from. The first question in Table 3.3 addresses who ought to be 

the clients (or beneficiaries) of the system. The researcher believes that there are two 

beneficiaries of the digital graphic novel being developed in this study. Firstly, the ex-

political prisoners are also beneficiaries of the digital graphic novel as they are granted 

a medium through which they can make their stories heard. Secondly, the young 

adults are beneficiaries as they will be able to learn about an important part of South 

Africa’s history through a medium that they find interesting. 

The second question relating to the source of motivation addresses what the purpose 

of the system ought to be. In other words, what should the system achieve in order to 

serve the beneficiaries? In order to benefit the ex-political prisoners, the digital graphic 

novel should serve as a fair representation of their experiences in Robben Island 

Prison. The researcher believes that the two aforementioned goals can be achieved 

through the formulation of design guidelines for the development of digital graphic 

novels that portray emotional social phenomena.  

The final question pertaining to sources of motivation addresses what measure of 

success ought to be used on the system. Due to the fact that one of the purposes of 

digital graphic novels is to be a fair representation of the experiences of ex-political in 

Robben Island Prison, another measure of success should be the degree to which the 

experiences of the ex-political prisoners are fairly related. Similarly, because the digital 

graphic novel should be an exciting medium for young adults, the researcher believes 

that one measure of success should be the level of satisfaction of the readers of the 

target audience. Finally, because of the purpose of the formulation of design 

guidelines for the development of digital graphic novels that portray emotional social 

phenomena, the researcher believes that the final measure of success should be the 

appropriate application of critical systems heuristics and HCI principles in the 

development of a digital graphic novel. This will correctly portray emotional social 

phenomena while providing an engaging medium through which readers can learn 

about emotional social phenomena. 
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7.2.2 Sources of control 

The next set of questions presented by Ulrich deals with the sources of power or 

control. These questions are aimed at identifying who is in control of what is going on 

and what is needed for a system’s success. The first question in this set discusses 

who ought to be the decision taker and therefore have the power to change the 

measure of improvement of a system. The researcher believes that there are multiple 

owners of the digital graphic novel that is constructed in this study. Firstly, a 

representative of the Mandela27 project team will be considered as an owner, as the 

digital graphic novel being developed will have to correlate with the aims and 

objectives of the project as a whole. Secondly, the ex-political prisoners will be 

considered owners because they will contribute to the content of the digital graphic 

novel. A representative of ex-political prisoners of the general cells will be selected as 

an owner, as well as a representative of ex-political prisoners of maximum-security 

cells. This is due to the fact that the experiences of ex-political prisoners in general 

cells may differ from the experiences of those in maximum-security cells. The 

researcher believes that in order for a fair portrayal of the experiences in Robben 

Island Prison to be related, it is important to consider both types of ex-political 

prisoners of Robben Island Prison. Finally, the researcher believes that she will be an 

owner of the digital graphic novel, as she will be responsible for the appropriate 

application of CSH and HCI principles in the development of a digital graphic novel to 

correctly portray emotional social phenomena and to provide an engaging medium 

through which readers can learn about emotional social phenomena.  

The second question in the ‘sources of control set’ discusses what components of the 

system should be controlled by the decision taker. The representatives of the ex-

political prisoners will be responsible for making recommendations for the content of 

the storyline of the digital graphic novel. The representative of the Mandela27 team 

will ensure that the look-and-feel of the digital graphic novel ties in with the Mandela27 

project as a whole while also providing additional content for the digital graphic novel. 

Once the digital graphic novel is completed, the Mandela27 representative will be 

responsible for the implementation of the digital graphic novel as per the Mandela27 

project plans. Lastly, the researcher will be responsible for the design of the digital 
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graphic novel as a whole, which will include the co-ordination of the programming, 

artwork, sound recordings, project management and storyline.  

The final question regarding the sources of control addresses what resources and 

conditions should be part of the system’s environment and subsequently not controlled 

by the decision taker. The timeline being addressed in the Mandela27 project as a 

whole is beyond the control of any of the aforementioned decision takers and is 

therefore considered part of the environment. Furthermore, the accounts given by the 

ex-political prisoners cannot be controlled by the Mandela27 representative, the 

researcher and her supervisors, and to a certain degree, the ex-political prisoners 

themselves. Therefore, the account of the ex-political prisoners is also considered as 

part of the environment. Finally, the project deadlines of the Mandela27 project will 

also be considered as part of the environment as they are beyond the control of all of 

the decision takers. 

7.2.3 Sources of expertise 

The third set of questions proposed by Ulrich deals with what experiences and 

expertise support the claims made in the system. The first question posed in this set 

addresses who should be involved as the designer of the system. The researcher 

believes that she will be the designer of the system as it will be her responsibility to 

incorporate all the ideas of the clients into the digital graphic novel.  

The second question deals with the kind of expertise that should flow into the design 

of the system. This question addresses who should be considered as an expert and 

what the role of the expert should be. The researcher believes that she should be 

considered as an expert because of the current research study and the resulting 

formulation of design guidelines for the development of digital graphic novels that 

portray emotional social phenomena. The roles of the researcher will then be to 

develop a storyboard for the digital graphic novel, as well as co-ordinate and manage 

the development of the digital graphic novel. Programming is also necessary in the 

development of a digital graphic novel as it is not a collection of static pages, but rather 

a compilation of various coding techniques. Therefore, the programmer of the digital 

graphic novel should also be considered as an expert as he is responsible for ensuring 

that the coding structure of the digital graphic novel delivers a fully-working and stable 
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product. Due to its digital nature, it is important for the digital graphic novel to abide by 

HCI principles. As a result, an HCI scholar should be included in the design of the 

digital graphic novel in order to ensure that the final product does not violate any HCI 

principles and is a usable product. Due to the graphic nature of a digital graphic novel, 

it is important to bear the artwork in mind during the design of a digital graphic novel. 

Therefore, an artist should be considered as an expert whose role is to provide the 

artwork that adequately represents the content of the storyboard of the digital graphic 

novel. When dealing with emotional social phenomena that occurred during an 

important part of a country’s history, it is very important to ensure that all the facts and 

statements incorporated into the storyline are accurate and a true representation of 

actual events. For this reason, the researcher believes that a historical consultant 

should be considered an expert and should be incorporated in the design of the digital 

graphic novel. The responsibility of the historical consultant will be to validate the 

events and experiences incorporated into the storyline.  

The final question relating to the sources of expertise in a system addresses where 

the designer of the system will seek the guarantee that the system will be implemented 

and prove successful according to the previously defined measures of success. The 

researcher believes that the guarantee that the digital graphic novel will be 

implemented and distributed will be offered by the Mandela27 project team. This is 

due to the fact that the digital graphic novel forms part of the Mandela27 project as a 

whole which, once completed, will be hosted online and displayed at various museums 

and libraries around the world. The correct use of CSH will also guarantee that the 

experiences of the ex-political prisoners will be accurately portrayed in the storyline of 

the digital graphic novel and should therefore be considered a guarantor. Similarly, the 

appropriate application of HCI principles should also be considered as a guarantor of 

the success of the digital graphic novel. Another factor that will serve as a guarantor 

of the digital graphic novel is the social relevance of the subject matter. In the instance 

of the Mandela27 digital graphic novel, the history of South Africa coupled with the 

struggles experienced by others in a similar position as Nelson Mandela during the 

identified period will serve as a guarantor of the success of the digital graphic novel. 

Finally, the researcher believes that another guarantor of the digital graphic novel will 

be the renewed popularity of the comic book medium amongst the young adults of 

today. 
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7.2.4 Sources of legitimation 

The final set of questions given by Ulrich deal with where the legitimacy of the system 

lies. The first question in this set addresses who among those affected should be 

involved in the development of the system. The researcher believes that the historical 

consultant should also be involved as an additional source of legitimation to the stories 

related by the ex-political prisoners. In addition to this, researcher believes that the ex-

political prisoners representing both those who were in imprisoned in the general cells 

and those who were in the maximum security cells should be involved in the 

development of the digital graphic novel. This is to ensure that the experiences 

common to all ex-political prisoners of Robben Island prison are accurately portrayed 

in the digital graphic novel. The researcher believes that members of the target 

audience of the digital graphic novel should be included in the development of the 

digital graphic novel. Members of the target audience should be involved in order to 

offer recommendations for the design of the digital graphic novel. These 

recommendations can be incorporated into the final design in order to ensure that the 

completed digital graphic novel is appealing to its target audience.  

The second question relating to legitimation addresses the degree and manner in 

which the affected will be given a chance of emancipation from those who are involved. 

Through the involvement of the historical consultant and representatives of the ex-

political prisoners, the ex-political prisoners will have their stories accurately portrayed 

through the storyline of the digital graphic novel. Through the involvement of members 

of the target audience, the users will receive an engaging medium that provides a 

larger enjoyment factor than the use of mere textbooks or the plain printed word.   

The final question relating to the sources of legitimation addresses the world-views 

upon which the design of a system is based. There are three world-views incorporated 

into the design of the Mandela27 digital graphic novel. The first world-view is that that 

the Mandela27 digital graphic novel will relate the stories of the ex-political prisoners 

to the rest of the world. This is as a result of the digital graphic novel being placed 

online and being made available all over the world. The second world-view is that 

young adults want to learn about historical events in an engaging way. This world-view 

stems from a review of literature conducted in Chapter 4 as well as observation of 

current trends amongst the youth. The third world-view is that digital graphic novels 
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may be used in the education of young people regarding emotional social phenomena. 

A review of the literature conducted in Chapter 4 found that graphic novels are an 

effective medium for relating more ‘adult’ topics in a manner in which young adults will 

be able to relate to – for example, Maus (Spiegelman, 1986) which deals with the plight 

of those who lived through the Holocaust.  

7.3 Research design – Diagnosing phase 

The diagnosis phase is the first phase of the action research cycle. In this phase, the 

researcher hopes to determine the core elements that the ex-political prisoners found 

important to relay in their stories about the emotional social phenomenon they 

experienced. This phase implements the first principle of the design of a narrative of 

a digital graphic novel (N1 in Table 6.1), which states that the author should determine 

the emotions, worldviews and the purpose for developing the narrative (McCloud, 

1994:170). The researcher will attempt to achieve this by conducting focus groups and 

an interview with ex-political prisoners from both the general and maximum-security 

sections of Robben Island Prison. The literature review conducted in Chapter 2 guided 

the researcher in further understanding the data that is collected through the 

interpretive methods. At the end of this phase, the researcher will identify themes in 

the data that should be included in the design of a digital graphic novel portraying 

emotional social phenomena. 

7.3.1 Data collection 

Prior to the commencement of this research study, the Mandela27 project team held 

discussions with ex-political prisoners of Robben Island Prison to ascertain key factors 

of prison life during incarceration on Robben Island. These discussions were 

organised by the Robben Island Museum, a collaborative partner in the Mandela27 

project. The discussions were held by the lead partner of the Mandela27 project, 

Coventry University. A delegation from Coventry University met with the ex-political 

prisoners to discuss their world-views of life in Robben Island Prison in order to 

develop a scope for the project. At the end of these discussions, the Mandela27 project 

team were able to isolate the five key factors listed in Table 7.1. 
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Table 7.1: Key factors of prison life during incarceration in Robben Island Prison. 

Code Key factor 

F1 Prisoners were not allowed to see children under the age of 16, as they were not 

allowed on the island. 

F2 The importance that prisoners attached to physical activity in order to keep their 

bodies healthy. 

F3 The extent in which communication to their loved ones was censored and how this 

drove the prisoners to smuggle documents and other notes to the outside world. 

F4 The fact that they made use of hunger strikes to rally for better prison conditions 

and basic human rights in the island prison. 

F5 The struggle for obtaining the right to education and how the older prisoners 

made use of their sessions of hard labour at the quarries to educate the younger 

prisoners (even teaching them to read and write). 

 

The researcher formulated questions for the focus groups and interview based on the 

aforementioned key factors. The questions were designed to help the researcher gain 

a better understanding of the events and experiences that resulted in the above-

mentioned factors. In addition to the key factors, the researcher also structured the 

questions around principles regarding the narrative and characters in digital graphic 

novels identified in Chapter 4. The principles incorporated in the structuring of the 

questions are given in Table 7.2.  

Table 7.2: Principles for the design of the narrative and characters in a digital graphic 
novel. 

Narrative 

N1 The author should determine the emotions, worldviews and the purpose for 

developing the narrative (McCloud, 1994:170). 

N2 Make readers care about the narrative either by the content itself or through the 

intensity of its presentation (McCloud, 2011:53). 

N3 Exploit the common experiences or heritage of the target group of the digital 

graphic novel to provoke emotions such as suspense, sadness and joy (McCloud, 

2011:150). 

Character 

C1 Characters should engage in novel and attention-grabbing conflicts with 

themselves, other characters and the world around them (McCloud, 2011:150). 

C2 Characters should be designed as believable and vivid human beings (McCloud, 

2011:62). 

 



 Chapter 7: Diagnosis | 182 
 

By applying the aforementioned principles to the identified key factors, the researcher 

was able to structure questions that not only addressed the key factors, but also 

defined elements that would be crucial to the narrative and character development in 

the digital graphic novel. All questions posed to the participants are given in Table 7.3 

alongside which key factor and/or principles they are derived from.  

Table 7.3: Questions posed to the participants of the focus groups and interviews. 

 Question posed to participants Factor Principle 

1 What was the process leading to your imprisonment?  N1, N2, 

N3, C1, C2 

2 What was the sequence of events from arriving at the harbour 

to being assigned a cell? 

 N2, C1, C2 

3 Were you allowed to see your children while you were in 

Robben Island Prison? 

F1 N1, N2, 

N3, C1, C2 

4 What types of punishments were there in Robben Island 

Prison? 

 N1, N2, 

N3, C1 

5 Were there any punishments relating to meals? F4 N2 

6 Where would you eat your meals?  N2, C2 

7 Did you ever take part in any hunger strikes? F4 N2, C1 

8 Was it common to have hunger strikes in Robben Island 

Prison? 

F4 N2, C1 

9 Did you have to wake up at a specific time?  N2, C2 

10 Were you discriminated against with regard to the meal card? F4 N1, N2, N3 

11 How was information passed around the prison?  N1, N2, C1 

12 When were lawyers allowed to visit you in prison? F3 N2, C1 

13 Besides individual exercise, were there any team sports 

played in the prison? 

F2 N2,C2 

14 Was there education in Robben Island Prison? F5 N1, N2, C2 

15 What was the motivation for educating fellow inmates? F5 N2, C1, C2 

16 Did you experience censorship of letters? F3 N2, N3 C1, 

C2 

 

As presented in Table 7.3, some questions were not directly related to the identified 

key factors discussed earlier. These questions were required to assist the researcher 

in composing a narrative that was both interesting to the reader and historically 
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accurate. The development of believable and relatable characters also influenced the 

researcher’s decision not to base questions solely on the identified key factors. Due 

to the limited availability of the participants, subsets of the questions given in Table 

7.3 were posed in the focus groups and interviews. 

7.3.1.1 Process and participants 

Once the researcher had structured and finalised the questions, interviews with the 

ex-political prisoners were held at the Robben Island Museum in order to provide the 

ex-political prisoners with an opportunity to tell their stories about their experiences 

around the period of their incarceration in Robben Island Prison. The process followed 

for the focus groups and interview is given in Section 7.3.1.2 and the details of the 

participants are given in Section 7.3.1.3. 

7.3.1.2 Focus groups and interview process 

The focus groups and interview were held in a venue at the Robben Island Museum 

in the Victoria and Alfred Waterfront development in Cape Town as this was the most 

central location for all participants. These meetings were held in the initial stages of 

the Mandela 27 project and were not facilitated by the researcher but a representative 

of the Mandela27 project using the guidelines and questions formulated by the 

researcher.  

Most of the participants worked at the museum and agreed to take part in the focus 

groups or interview while they were on lunch or whenever they had an opening in their 

schedule. The focus groups and interview were open-ended and semi-structured, 

which allowed the participants to discuss and digress from the posed questions. This 

resulted in the facilitator not having sufficient time to ask all the questions listed in 

Table 7.3 in each focus group and interview. To compensate for this, the facilitator 

asked a subset of the listed questions at each focus group or interview. For example, 

if the participants of the first focus group answered Question 1, 2, 3 and 4, the facilitator 

omitted these in the subsequent focus group and interview. 

Although this method may be unconventional, the researcher believes that it was 

important to allow the participants to speak freely about all ideas and experiences 

pertaining to the questions. By doing so, the researcher is able to achieve a richness 
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in the data rather than a rushed answer by each participant. If the facilitator felt that a 

certain topic was not sufficiently discussed, the same question would be posed to 

another group or individual to further enrich the data. The researcher found that in the 

focus groups additional questions were asked amongst the participants. The facilitator 

allowed the participants to discuss these questions and their answers amongst 

themselves. The researcher believes that this greatly contributed towards the richness 

of the data. These questions and their answers proved extremely helpful in the 

developing of the storyline. 

7.3.1.3 Participant detail 

The participants involved in this study preferred to remain anonymous, as they believe 

that openly speaking about such a sensitive topic may result in animosity amongst 

their peers. For the purposes of this study, five ex-political prisoners referred to as P1 

–P5 were involved in the data collection. Most of the ex-political prisoners were 

hesitant to talk about their experiences, which resulted in the small number of 

participants. To further substantiate the stories of the ex-political prisoners, a senior 

employee of the Robben Island Museum in the role of a historical consultant was also 

included in the focus groups referred to as P6. The details of the participants of the 

focus groups and interviews are given in Table 7.4. The age and year imprisoned of 

each participant is given in the form of ranges in order to preserve anonymity. The 

details of the participants may assist in clarifying an individual’s answers as not all of 

the participants were imprisoned during the same period. It is also important to note 

that one of the participants (P1) was incarcerated in the maximum-security prison. This 

participant offered valued insight into some concepts that the other participants did not 

address and vice versa. Although there was only one representative of the ex-political 

prisoners of Robben Island Prison, the researcher believes that it is important to 

elevate his story to hold the same importance as those who served their time in the 

general cells. From a critical systems heuristics approach, this is an example of 

involving a person from a specific group of affected people. Unfortunately, P1 was not 

available during the times of the focus groups and therefore an individual interview 

was conducted with P1. 

The interview with P1 was conducted prior to the focus groups. There were two focus 

groups. The first focus groups contained three prisoners (P2 – P4) and the historical 
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consultant (P6). The second focus group consisted of one ex-political prisoner (P5) 

and the historical consultant (P6). It was decided to view this meeting as a focus group 

since the consultant gave rich information in the discussion of the questions. 

Table 7.4: Details of participants of focus groups and interview. 

Atlas.ti Doc 

Reference 

Document  

Name 
Age Year Imprisoned 

P1 Interview 55-60 1975-1980 

P2  Focus Group 1 55-60 1985-1990 

P3 Focus Group 1 45-50 1985-1990 

P4 Focus Group 1 50-55 1980-1985 

P5 Focus Group 2 55-60 1975-1980 

P6 
Focus Group 1 

Focus Group 2 
50-55 Not applicable 

 

7.3.2 Data analysis 

The content analysis of the data collected in the focus groups and interview will be 

analysed in a directed manner. The number of theories on a phenomenon may be 

limited and may increase upon further study. Directed content analysis focuses on the 

description and validation of theories on a phenomenon (Hsieh & Shannon, 

2005:1279).  

The textual analysis of the data in this study will by cyclic in nature. In this study, the 

whole body of text that will be analysed will be the focus groups and interview. The 

parts of this whole will be the questions, separate focus group or a participant’s 

response. By understanding each of these individual parts, the researcher will be able 

to gain a better understanding of the text as a whole. Therefore, the mode of textual 

analysis that will be used in this study is hermeneutics. 

The data analysis in this study took place according to the eight step process of 

performing content analysis as proposed by Zhang and Wildemuth (2009:3). Table 7.5 

provides an overview of the eight steps proposed by Zhang and Wildemuth (2009:3) 

as well as how each step has been applied in this research. 
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Table 7.5: Adapted summary of the content analysis process as summarised from 
Zhang and Wildemuth (2009:3). 

1. Prepare the data This step was completed by transcribing the focus groups and 

interview and removing any identifying data as discussed in 

Section 7.3.2.1. 

2. Define the unit of 

analysis 

The chosen unit of analysis for this research is response per 

participant per question as discussed in Section 7.3.2.2. 

3. Develop categories 

and a coding scheme 

Key factors isolated by the Mandela27 project team (Table 7.2) 

were combined with principles for the design of the narrative and 

characters in a digital graphic novel (Table 7.3) in order to 

develop the questions asked in the focus groups and interview. 

The bulk of the categorisation of the data takes place during the 

coding phase discussed in Section 7.3.2.5. 

4. Test your coding on a 

sample of text 

One focus group was coded as an initial sample. An excerpt of 

this sample is presented in Section 7.3.2.4. 

5. Code all the text The other focus group and interview were then coded. A 

summary of all codes is given in Section 7.3.2.5. 

6. Assess your coding 

consistency 

The coding consistency was assessed by applying newer codes 

to the entire body of text. The researcher also merged codes that 

had very similar meanings. In a further attempt to prevent 

inconsistency, the researcher grouped the codes into code 

families according to the topics to which they were related. 

7. Draw conclusions 

from the coded data 

Once the codes were grouped into code families, the researcher 

isolated themes, which are further discussed in Section 7.4. 

8. Report your method 

and findings 

Chapters 2, 7 and 8 serve as the report of the methods and 

findings. 

 

This section covering data analysis will discuss steps 1 through 6 of Table 7.5. Step 7 

will be discussed in Section 7.4 titled “Conclusions from the data” and step 8 will be 

discussed in Chapter 10. 

7.3.2.1 Prepare the data 

The first of the eight steps proposed by Zhang and Wildemuth (2009:3) was completed 

as described in Table 7.5 and discussed in Section 7.3.1. The focus groups and 

interview were transcribed and edited in order to ensure that no identifiable data was 

present in any of the responses. The transcriptions of the focus groups and interview 

do not contain any changes in terms of grammar or colloquialisms in an attempt to 

make the environment of the focus groups and interview transparent to the reader. 
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7.3.2.2 Define the unit of analysis 

The next step in the data analysis process will be to define a unit of analysis. This step 

corresponds to Step 2 in Table 7.5. Due to the fact that not all questions were asked 

to all participants as well as the fact that not all participants were imprisoned in the 

same section, the researcher will analyse each answer with respect to the other 

answers given by the participants and the general discussion in the focus group. This 

process is supportive of the interaction ideas of hermeneutics.  

7.3.2.3 Develop categories and a coding scheme 

As discussed in Section 7.3.1, the Mandela27 project team held discussions with ex-

political prisoners of Robben Island Prison. As a result of these discussions, the 

Mandela27 project team isolated five key factors present in the world-views of the ex-

political prisoners regarding incarceration in Robben Island Prison. Principles 

regarding the narrative and characters in digital graphic novels identified in Chapter 4 

and discussed in 7.3.1 were applied alongside the key factors to develop questions 

for the focus groups and interviews. Although the key factors and principles regarding 

the narrative and characters in digital graphic novels served as categorisation of the 

questions, final categories could only be developed once the content analysis was 

completed. 

7.3.2.4 Test your coding scheme on a sample of text 

As directed content analysis in being used, the text is coded in a directed approach 

according to the selected unit of analysis. The chosen unit of analysis is response per 

participant per question.  

In order to test the directed coding method, the one focus group was coded. Due to 

the fact that not all participants answered the same questions, the researcher tested 

the coding scheme on the responses of a participant to a particular question. Code 

Excerpt 7.1 demonstrates the coding of P3’s response to P6’s question of P3’s 

experience of Jetty One. 
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Code Excerpt 7.1: Codes for P2’s response to P6’s question of P2’s experience of 
Jetty One. 

Codes:  
[Daily Life - While awaiting trial, individuals were tortured and interrogated. - Family: Daily Life in 
Apartheid] [Life in Robben Island Prison - Prisoners waited on Jetty One to be loaded onto the boat 
and taken to Robben Island Prison. - Family: Life in Robben Island Prison]  
 

P6: Okay, tell us about Waterfront. Jetty one? 

P3: That would be jetty one, ya, where, uhm, we didn’t even uhm, stay at the jetty one for long, I think it was 
about 30 minutes, then, with them taken from those holding cells into the boat to the Island. So that’s why I’m 
saying, generally it will be something like that, ya, where it’s police station for interrogation, torture and everything 
but immediately when they charge you then they transfer you, as an awaiting trial prisoner, now, to uhm, a 
particular prison. 

 

The researcher was able to categorise two codes from P3’s response that offered 

insight into the first experiences of a convicted political prisoner awaiting incarceration 

in Robben Island Prison. This example demonstrates the richness of data achieved by 

allowing participants to interact amongst themselves and granting them sufficient time 

to relate their stories. By analysing the responses of each participant and then applying 

the analysis to the interpretation of the entire collection of data, the researcher was 

able to achieve a holistic understanding.  

7.3.2.5 Code all the text 

In the fifth phase of content analysis, codes were created in a directed manner as they 

were discovered within the text. The researcher used Atlas.ti to code the focus groups 

and interview. Once all the text was coded, codes discovered at the end of the analysis 

were reused on the text analysed at the beginning of the analysis in order to ensure 

consistency. Table 7.6 shows the code counts of the most frequent codes discovered 

in the focus groups and interview.  

All the codes of the focus groups and interviews are included on the Data CD. Answers 

or portions of answers that related to a specific concept were categorised into codes. 

All of the codes will be given and grouped in themes in the discussion of the findings 

in Section 7.4. 
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Table 7.6: Summary of most frequent codes discovered in focus groups and interview. 
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Youth - a generation grew up during the midst of Apartheid and viewed bad living 
conditions as a norm. 

10 0 0 
1
0 

Life in Robben Island Prison - The ballie16 that Mandela used was not the same as the 
others. 

0 4 5 9 

Youth - Beginning of the youth uprisings. 8 0 0 8 

Youth - The younger generation of the Apartheid era would take part in the riots. 7 0 0 7 

Meals - The inmates shared their food with each other even though each race group was 
assigned their own menu. 

2 2 2 6 

Daily Life - The living conditions are compared to that of a war zone. 5 0 0 5 

Daily Life - The passes were a big source of resentment within the black community. 5 0 0 5 

Daily Life - A sense of fear gripped those who were living in the Apartheid era. 4 0 0 4 

Life in Robben Island Prison - Even though there were attempts to create separation 
between the race groups in Robben Island, the inmates did not dwell on it and always 
stood together. 

3 0 1 4 

Meals - Were eaten in the passage at first and then were allowed in cells in later years. 0 0 4 4 

 

Due to the unstructured nature of the focus groups and interview, the participants were 

free to address multiple topics per response. An example of this is demonstrated in 

Code Excerpt 7.2 where the P4 addressed the topics punishment, lawyers and cases 

in one response. 

Code Excerpt 7.2: Example of response that addresses multiple topics. 

P 6: Focus Group 2 - 6:110 [P4: Then they will put a repor..]  (58:58)   (Super) 
No codes 
No memos 
 
P4: Then they will put a report in, you will also send your report uhm, in your report you will call your lawyers to 
come and represent you. So you would tell them what you, what you, about your story. So the lawyers were 
allowed to come in and then you present your story uhm, to the lawyers. And this question of, of three meals 
uhm, spare diet, comes in when you are sentenced now uhm, with the representative of you, if they found you 
guilty. On most cases, there are cases they found you guilty in their cases. The lawyers was not, so powerful, 
uhm, in, in, in actually winning the cases in most cases. Most cases are won by, by warders. 

 

                                            
16 A ballie is a small metal bucket with a lid that prisoners used as a toilet in Robben Island Prison. 
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7.3.2.6 Assess the coding consistency 

In this step, the entire body of text was re-evaluated by coding the previous focus 

groups and interview based on the new codes. Codes were also re-evaluated for 

consistency.  

Many new codes were introduced in each focus group and interview. This is due to 

the fact that not all participants in the focus groups and interview answered or 

addressed the same question in their discussions. It is also interesting to note the 

richness of the data achieved by allowing the participants freedom to express their 

thoughts and digress from the topic if needed. This richness is evident in the code 

categories obtained during the analysis. Some codes were not initially considered by 

the researcher, but form a crucial role in the true portrayal of experiences of ex-political 

prisoners of Robben Island Prison.  

Once the entire body of text had been coded, the researcher reviewed all codes in 

order to ensure that no codes represented the same concept. In this revision, the 

researcher isolated two codes that could be merged into one. These codes are given 

in Table 7.7. The merged codes retained the code name of the code with the most 

instances. 

Table 7.7: Codes merged due to high degree of similarity. 

 In
te

rv
ie

w
 

F
G

 1
 

F
G

 2
 

T
O

T
A

L
S

: 

Punishment - prisoners were not given food and placed in isolation for an entire day as 
punishment (only water was provided) 

0 3 0 3 

Punishment - prisoners were placed in isolation cells for the whole day without food. 0 1 0 1 

 

In the coding process, many codes related to similar topics. In order to prevent these 

from becoming inconsistencies, codes were grouped together into families. Families 

are codes that are grouped according to their similar topics. Code Excerpt 7.3 is an 

example of a code family. The Data CD contains the entire code family list. These 

families form the themes in the data analysis. Each theme is discussed in the following 

section. 
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Code Excerpt 7.3: Example of code families 

Code Family: Censorship 

Created: 2015-09-27 21:41:16 (Super)  
Codes (3): [Censorship - letters found with forbidden content were destroyed] [Censorship - letters were 
censored if prisoners asked questions about anyone else besides the person they were writing to] [Censorship 
- Prisoners were not allowed to discuss other people with their visitor during their visiting session.] 

Quotation(s): 3 
______________________________________________________________________ 

Code Family: Meals in Robben Island Prison 

Created: 2015-09-27 21:44:19 (Super)  
Codes (5): [Meals - Prisoners did not receive real coffee.] [Meals - Prisoners prepared and served the 
meals.] [Meals - The inmates shared their food with each other even though each race group was assigned their 
own menu.] [Meals - Were eaten in the courtyard.] [Meals - Were eaten in the passage at first and then were 
allowed in cells in later years.] 

Quotation(s): 15 
______________________________________________________________________ 

 

From Code Excerpt 7.3, one can see all the codes within both the Censorship and 

Daily Life in Apartheid code families. There are three codes in the code family 

Censorship and fifteen codes in the code family Meals in Robben Island Prison.  

The quotations listed at the bottom of each code family indicate how many quotes from 

the entire body of text fall under the specific family. The code groups are useful when 

analysing data with the view of developing themes. 

7.4 Conclusions from the data 

Step 7 of the content analysis process according to Zhang and Wildemuth (2009:3) is 

to draw conclusions from the coded data. By making use of code families as discussed 

in the previous section, the researcher was able to distinguish twelve themes that were 

present in the data. These themes are discussed in the sub-sections of this section. 

The discussion of each theme will begin with a short summary of the theme. The codes 

that support this theme and form part of its code family are then presented in table 

format along with the number of their occurrences in each primary document. One of 

the most frequently occurring codes is discussed and finally, conclusions are drawn 

from the analysis of the data.  
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7.4.1 Theme 1: Daily life in Apartheid  

Although the discussions held in the Diagnosing phase were meant to centre on life 

inside Robben Island Prison, the researcher believes that she needs to understand 

the context of the participant in order to write a narrative that exploits the common 

experiences or heritage of the target group of the digital graphic novel to provoke 

emotions such as suspense, sadness and joy (N3). The participants lived in the 

Apartheid era and were removed from their daily lives in apartheid. The researcher 

believes that it is important to represent their lives before incarceration. It was clear 

from the data that the participants were motivated to talk about their daily lives during 

Apartheid. The interview with P5 was conducted first. From this interview, it became 

clear that if not managed, participants would primarily speak about life in Apartheid 

before their incarceration. As a result of this, the facilitator guided the focus groups 

away from this topic. 

During the analysis of the data, the researcher found a large number of codes relating 

to daily life during the Apartheid era. This theme was represented mainly in the 

interview with a total of 53 code occurrences. Each code addressing daily life during 

the Apartheid era was grouped into the code family Daily life in Apartheid. The code 

occurrence frequencies of each code in the Daily life in Apartheid code family are given 

in Table 7.8.  

Table 7.8: Code occurrence frequencies for codes in the Daily life in Apartheid code 
family. 
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Daily Life - A sense of fear gripped those who were living in the Apartheid era. 4 0 0 4 

Daily Life - activists were not afraid to die for their cause. 3 0 0 3 

Daily Life - Anyone in possession of banned material was deemed dangerous. 1 0 0 1 

Daily Life - Despite the dismal circumstances, there was a hope for a better future. 2 0 0 2 

Daily Life - Discrimination was pre-programmed into individuals to such an extent that it 
was not considered wrong. 

1 0 0 1 

Daily Life - Entire families were intimidated if one family member was deemed dangerous. 2 0 0 2 

Daily Life - Marches in solidarity with other freedom fighters were held. 2 0 0 2 

Daily Life - Men would hide in their houses after hearing of a shooting or violent incident 
to avoid the risk of being imprisoned. 

2 0 0 2 
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Daily Life - Music was a source of motivation for the activists. 2 0 0 2 

Daily Life - Participation in riots resulted in long-term sentences. 1 0 0 1 

Daily Life - Politicians were deemed as very dangerous in the Apartheid era. 2 0 0 2 

Daily Life - Possession of banned material resulted in long prison sentences. 1 0 0 1 

Daily Life - Prisoners were not immediately charged. 1 0 0 1 

Daily Life - Prisoners were only taken to Robben Island after being charged. 2 0 0 2 

Daily Life - Rebellion still took place in the midst of hope for positive change. 1 0 0 1 

Daily Life - Soldiers would raid the houses of African men in order to remove all objects 
they deemed dangerous or a potential weapon. 

2 0 0 2 

Daily Life - Some activists were killed. 2 0 0 2 

Daily Life - Some who were caught were held up to 6 months with no trial. 0 1 0 1 

Daily Life - The generation who grew up in Apartheid developed a sense of anger 
towards the soldiers as they witnessed how their fathers were being treated. 

2 0 0 2 

Daily Life - The living conditions are compared to that of a war zone. 5 0 0 5 

Daily Life - The passes were a big source of resentment within the black community. 5 0 0 5 

Daily Life - The police infiltrated the resistance in order to get information and proof for 
trials against prisoners. 

0 2 0 2 

Daily Life - The political leaders were given longer sentences. 1 0 0 1 

Daily Life - The radio was a main source of information for the black community during 
the Apartheid years. 

3 0 0 3 

Daily Life - The solidarity marches were organised events and not violent marches. 3 0 0 3 

Daily Life - Those deemed dangerous were ostracised by the community to prevent 
intimidation of others. 

2 0 0 2 

Daily Life - While awaiting trial, individuals were tortured and interrogated. 0 2 0 2 

Daily Life - Young children were deeply impacted by what they witnessed in the Apartheid 
era. 

1 0 0 1 

TOTALS: 53 5 0 58 

 

As seen in Table 7.8, one of the most frequently addressed codes related to the fact 

that the living conditions of the time resembled that of a war zone. From the given 

data, it is also evident to see that this topic is exclusively discussed with the participant 

of the interview. The information supplied by P5 about daily life in Apartheid supports 

general information on the period that is available in historic literature. Code Excerpt 

7.4 shows the responses of the participant of the interview that related to the living 

conditions in the Apartheid era. 
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Code Excerpt 7.4: Participant’s responses related to living conditions in the Apartheid 
era. 

Daily Life - The living conditions are compared to that of a war zone. 
 
Interview - 4:4 [But I remember during this par..]  (6:6)   (Super) 
Codes: [Daily Life - The living conditions are compared to that of a war zone. - Family: Daily Life in 
Apartheid]  
No memos 
 
But I remember during this particular time of day, of days, there were a lot of uhm, helicopters around, around 
us, lot of canons as you were saying, soldiers, all, all over, all the shops were closed, because we could not 
get fo-, uhm, food, and to the extent that there were, there was a time that we had to be given, like there would 
be cars that would give the, the food for, for, for, for the household, because no shops were, were allowed. 
 
 
Interview - 4:5 [No no, in, in, in, in where I ..]  (8:8)   (Super) 
Codes: [Daily Life - The living conditions are compared to that of a war zone. - Family: Daily Life in 
Apartheid]  
No memos 
 
No no, in, in, in, in where I was staying in Nyanga East. Ya. Ya. Because nothing was happening. It was, it 
was, it was like this, it was like uhm, a war. It was like a war because you didn’t see riots, like at a later stage 
where young people would riot. Now there was a clash between the, the soldiers and our fathers. I mean the 
main people who were, who were, who were active during the sixties, it was those that, if you are six years 
old, you see your fathers being, being, being ac-, being active. So for us it was our fathers versus the soldiers. 
 
 
Interview - 4:16 [at one stage it was so quiet a..]  (10:10)   (Super) 
Codes: [Daily Life - Men would hide in their houses after hearing of a shooting or violent incident to avoid the 
risk of being imprisoned. - Family: Daily Life in Apartheid] [Daily Life - The living conditions are compared to 
that of a war zone. - Family: Daily Life in Apartheid]  
No memos 
 
at one stage it was so quiet after the shooting, but all the men were inside the house. If they were caught on in 
the house they would be taken to prison. 
 
 
Interview - 4:18 [and then I also remember but, ..]  (10:10)   (Super) 
Codes: [Daily Life - Soldiers would raid the houses of African men in order to remove all objects they 
deemed dangerous or a potential weapon. - Family: Daily Life in Apartheid] [Daily Life - The living conditions 
are compared to that of a war zone. - Family: Daily Life in Apartheid]  
No memos 
 
and then I also remember but, uhm, what, these soldiers uhm, kicking the, the doors, breaking the doors and 
then coming in just to search everything that is there. The bread knife, you, you should not have the bread 
knife and, and all those things.  
 
 
Interview - 4:20 [And also the anger, the anger ..]  (12:12)   (Super) 
Codes: [Daily Life - The generation who grew up in Apartheid developed a sense of anger towards the 
soldiers as they witnessed how their fathers were being treated. - Family: Daily Life in Apartheid] [Daily Life - 
The living conditions are compared to that of a war zone. - Family: Daily Life in Apartheid] [Youth - The 
younger generation of the Apartheid era would take part in the riots. - Family: Youth in the Apartheid Era]  
No memos 
 
And also the anger, the anger of seeing this young soldier intimidating your father, the anger of not being able 
to walk freely outside, but more than anything even in your own house,  

 

The participants recalled detailed events of life during the uprisings against Apartheid 

in South Africa and compared it to living within a warzone. From the excerpts given 

above, it is clear to see that the ex-political prisoners viewed their lives before 
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incarceration as those of victims of war. They felt as though their fathers were in 

constant conflict with the soldiers of the time. This angered the ex-political prisoners 

and inspired them to take action in order to overcome the regime.  

7.4.1.1 Conclusions drawn on Daily life in Apartheid 

The researcher believes that it is very important to address the events that occurred 

in the day-to-day lives of those living during Apartheid. This is in order to achieve a 

narrative that interests the reader as well as a character the reader cares about. By 

incorporating the experiences of ex-political prisoners that served as a call to action 

for them, the researcher will be able to stimulate emotions and interest in the reader. 

Furthermore, by providing a viable background story with attention-grabbing conflicts 

with the world around him, the character will become a more believable and vivid 

human being with which readers will be able to relate.  

7.4.2 Theme 2: Youth in the Apartheid Era 

The researcher believes that it is important to portray the world-views of the youth of 

the Apartheid era to the target audience of the young adults today. The youth played 

an important role during the Apartheid era. Many of the revolutions and uprisings were 

as a result of their actions. There were many facets to the contribution of the youth 

towards the abolishment of Apartheid. This theme was represented mainly in the 

interview with a total of 33 code occurrences. The researcher included codes that 

contained both the world-views views of the youth at the time as well as the actions of 

the youth into the Youth in the Apartheid Era code family. Table 7.9 demonstrates the 

code occurrence frequencies for each code in the Youth in the Apartheid Era code 

family.  

Table 7.9: Code occurrence frequencies for codes in the Youth in the Apartheid Era 
code family. 
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Youth - a generation grew up during the midst of Apartheid and viewed bad living 
conditions as a norm. 

10 0 0 10 

Youth - Beginning of the youth uprisings. 8 0 0 8 

Youth - The young children felt that their parents were not handling the situation correctly. 3 0 0 3 
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Youth - The young people were angry about the continuous changes in the teaching 
medium in schools. 

4 0 0 4 

Youth - The younger generation of the Apartheid era would take part in the riots. 7 0 0 7 

Youth - Youth felt marginalised with no real future. 1 0 0 1 

TOTALS: 33 0 0 33 

 

The most prominent code in this family is deals with the fact that the youth during the 

time of Apartheid viewed their bad living conditions as a norm. This led to the youth 

becoming resentful of the laws and upholders of the Apartheid regime. Due to the fact 

that they had grown up watching their fathers taking on soldiers on a nearly daily basis, 

it was considered as normal amongst the community to rebel against their so-called 

oppressors in the hope of achieving a better future. Code Excerpt 7.5 shows 

participants’ responses relating to the way that youth growing up in the Apartheid era 

viewed bad living conditions as a norm. 

Code Excerpt 7.5: Participants’ responses related to how the youth viewed bad living 
conditions as the norm during Apartheid. 

Youth - a generation grew up during the midst of Apartheid and viewed bad living conditions as a 
norm. 
 
Interview - 4:8 [Now there was a clash between ..]  (8:8)   (Super) 
Codes: [Youth - a generation grew up during the midst of Apartheid and viewed bad living conditions as a 
norm. - Family: Youth in the Apartheid Era]  
No memos 
 
Now there was a clash between the, the soldiers and our fathers. 
 
 
Interview - 4:9 [if you are six years old, you ..]  (8:8)   (Super) 
Codes: [Youth - a generation grew up during the midst of Apartheid and viewed bad living conditions as a 
norm. - Family: Youth in the Apartheid Era]  
No memos 
 
if you are six years old, you see your fathers being, being, being ac-, being active. 
 
 
Interview - 4:10 [So for us it was our fathers v..]  (8:8)   (Super) 
Codes: [Youth - a generation grew up during the midst of Apartheid and viewed bad living conditions as a 
norm. - Family: Youth in the Apartheid Era]  
No memos 
 
 So for us it was our fathers versus the soldiers. 
 
 
Interview - 4:11 [But at the same time as a youn..]  (8:8)   (Super) 
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Codes: [Youth - a generation grew up during the midst of Apartheid and viewed bad living conditions as a 
norm. - Family: Youth in the Apartheid Era]  
No memos 
 
But at the same time as a young person, it was like a fun, it was like a joke, because as, when you are six 
years old it’s nice, you want to play. So the soldiers would come and then like we would scream, ‘oh, they’ve 
gone away, you’ve hide your, your things’, you see.  
 
 
Interview - 4:14 [our fathers would switch on, s..]  (10:10)   (Super) 
Codes: [Youth - a generation grew up during the midst of Apartheid and viewed bad living conditions as a 
norm. - Family: Youth in the Apartheid Era]  
No memos 
 
our fathers would switch on, so there was a way of switching to that, yeah 
 
 
Interview - 4:19 [as a young child in the sixtie..]  (10:10)   (Super) 
Codes: [Youth - a generation grew up during the midst of Apartheid and viewed bad living conditions as a 
norm. - Family: Youth in the Apartheid Era]  
No memos 
 
as a young child in the sixties, this is what you would observe as a person.  
 
 
Interview - 4:33 [Because instead of enjoying li..]  (32:32)   (Super) 
Codes: [Youth - a generation grew up during the midst of Apartheid and viewed bad living conditions as a 
norm. - Family: Youth in the Apartheid Era] [Youth - Beginning of the youth uprisings. - Family: Youth in the 
Apartheid Era] [Youth - The young people were angry about the continuous changes in the teaching medium 
in schools. - Family: Youth in the Apartheid Era]  
No memos 
 
Because instead of enjoying life as a six-, as, as a young child, you are exposed into the prison, and all these 
things and all these things, and also the education, which is limited as a black child, in Sou-, in, in Cape Town, 
where you’ll find most of these children would end, would have to end up having to go to Eastern Cape to do 
their professional training because there’s no professional training in Cape Town for black people 
 
 
Interview - 4:34 [To be angry and to say, okay l..]  (34:34)   (Super) 
Codes: [Youth - a generation grew up during the midst of Apartheid and viewed bad living conditions as a 
norm. - Family: Youth in the Apartheid Era]  
No memos 
 
To be angry and to say, okay let, let me do something about this because it affects me directly, whether I like, 
whether I close my eyes or not, wherever I go 
 
 
Interview - 4:36 [you go back now to other thing..]  (34:34)   (Super) 
Codes: [Daily Life - The generation who grew up in Apartheid developed a sense of anger towards the 
soldiers as they witnessed how their fathers were being treated. - Family: Daily Life in Apartheid] [Youth - a 
generation grew up during the midst of Apartheid and viewed bad living conditions as a norm. - Family: Youth 
in the Apartheid Era] [Youth - Beginning of the youth uprisings. - Family: Youth in the Apartheid Era] [Youth - 
The younger generation of the Apartheid era would take part in the riots. - Family: Youth in the Apartheid Era]  
No memos 
 
you go back now to other things that were happening, Steve Biko, that happens around this young child, which 
has, which has already kind of formed. But also there were lots of other things that were happening which 
might help form the, the resistance, the anger, and also, because if you remember, the young children felt that 
the parents were not radical enough.  
 
 
Interview - 4:40 [because you could not escape....]  (36:36)   (Super) 
Codes: [Daily Life - A sense of fear gripped those who were living in the Apartheid era. - Family: Daily Life in 
Apartheid] [Youth - a generation grew up during the midst of Apartheid and viewed bad living conditions as a 
norm. - Family: Youth in the Apartheid Era]  
No memos 
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 because you could not escape.. 

 

7.4.2.1 Conclusions from the Youth in the Apartheid Era 

This is in order to portray the world-views that governed their actions and to enforce 

the fact that their struggle was one of extraordinary circumstances. The incorporation 

of these world-views will help to sculpt the personality and world-views of the main 

character of the digital graphic novel in order to make him more relatable to the target 

audience of young adults. In addition, it will provide a platform for the inclusion of 

struggles that are both internal to the character as well as external with the world 

around him. 

7.4.3 Theme 3: Life in Robben Island Prison  

The third theme discovered amongst the data is that of life inside Robben Island 

Prison. This code family is the largest of all the code families as it is comprised of 38 

codes. This theme was represented mainly in the second focus group with a total of 

33 code occurrences. All codes relating to experiences and events occurring within 

Robben Island Prison were grouped into the Life in Robben Island Prison code family. 

Table 7.10 presents all code occurrence frequencies for each code in the Life inside 

Robben Island Prison family. 

Table 7.10: Code occurrence frequencies for codes in the Life in Robben Island Prison 
code family. 
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Life in Robben Island Prison - Once inspection is complete, the prisoners queue for food. 0 0 1 1 

Life in Robben Island Prison - Prison cells were opened at 07:00. 0 0 1 1 

Life in Robben Island Prison - Prisoners from different sections would alternate work 
areas. 

0 0 2 2 

Life in Robben Island Prison - Prisoners must be ready for inspection when the wardens 
come in. 

0 0 2 2 

Life in Robben Island Prison - Prisoners would queue for inspection every morning. 0 0 1 1 

Life in Robben Island Prison - Some prisoners were submissive to the authorities in 
Robben Island while others were not. 

0 0 1 1 

Life in Robben Island Prison - The prisoners were kept in their section groups even while 
working on the island. 

0 0 1 1 

Life in Robben Island Prison - The prisoners worked in the lime quarry. 0 0 1 1 
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Life in Robben Island Prison - The prisoners worked in the stone quarry. 0 0 1 1 

Life in Robben Island Prison - There were different labour tasks on the island. 0 0 1 1 

Life in Robben Island Prison - After eating, prisoners queued to be sent to different parts 
of the prison. 

0 0 1 1 

Life in Robben Island Prison - Children were imprisoned on Robben Island. 0 0 2 2 

Life in Robben Island Prison - Even though there were attempts to create separation 
between the race groups in Robben Island, the inmates did not dwell on it and always 
stood together. 

3 0 1 4 

Life in Robben Island Prison - Not all prisoners were made to work in the stone quarry. 1 0 0 1 

Life in Robben Island Prison - Prison officials laid charges against prisoners who were in 
sections that were not stipulated on their ID cards. 

0 2 0 2 

Life in Robben Island Prison - Prison officials would check if the beds in the cells were 
properly made. 

0 1 0 1 

Life in Robben Island Prison - Prison wardens gave prisoners a briefing of the prison 
before the prisoners were sent to their relevant sections. 

0 0 1 1 

Life in Robben Island Prison - Prisoners had to keep their prison cards with them at all 
times. 

0 1 0 1 

Life in Robben Island Prison - Prisoners in the single cells would wake up when the lights 
went on in order to clean their cells. 

0 1 0 1 

Life in Robben Island Prison - Prisoners used to wake each other up to ensure that 
everything is ready for inspection and that they will not be punished. 

0 0 1 1 

Life in Robben Island Prison - Prisoners waited on Jetty One to be loaded onto the boat 
and taken to Robben Island Prison. 

0 1 0 1 

Life in Robben Island Prison - Prisoners were divided into sections after interrogation by 
the wardens. 

0 0 1 1 

Life in Robben Island Prison - Prisoners were found guilty in most cases filed against 
them in Robben Island Prison. 

0 0 2 2 

Life in Robben Island Prison - Prisoners were given prison cards that were completed for 
them. 

0 1 0 1 

Life in Robben Island Prison - Prisoners were given the prison clothes of Robben Island 
Prison at the registration office. 

0 1 0 1 

Life in Robben Island Prison - Prisoners were moved from open sections to single cells if 
they were seen as too dangerous to be left in the open sections. 

0 0 1 1 

Life in Robben Island Prison - Prisoners were not allowed to see their families in Robben 
Island no matter what they were charged with. 

0 0 1 1 

Life in Robben Island Prison - Prisoners were taken to the registration after arrival. 0 2 0 2 

Life in Robben Island Prison - Prisoners woke up around 04:00 or 05:00 to shower. 0 0 1 1 

Life in Robben Island Prison - Some open sections were deemed to be worse than the 
single cells because they contained the so-called 'radicals'. 

0 1 1 2 

Life in Robben Island Prison - Some prisoners assaulted guards because of the manner 
in which they were treated. 

0 0 1 1 

Life in Robben Island Prison - Some prisoners were not given privacy to change into their 
prison clothes. 

0 3 0 3 

Life in Robben Island Prison - The ballie17 that Mandela used was not the same as the 
others. 

0 4 5 9 

Life in Robben Island Prison - There was a punishment section in Robben Island Prison. 0 0 1 1 

Life in Robben Island Prison - Upon arrival, prisoners were made to wait at the reception 
to be booked into the prison. 

0 0 1 1 

TOTALS: 4 18 33 55 

                                            
17 A ballie was a metal bucket with a lid provided to prisoners to use as a toilet. 
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There is a wide variety of topics discussed within this theme. The most prominent code 

in the Life in Robben Island Prison family relates to the fact that the ballie used by 

Nelson Mandela was not the same as the one that was used by the rest of the 

prisoners. A ballie was a metal bucket with a lid provided to prisoners to use as a toilet. 

The prisoners felt that it was important to note that the taller ballie as displayed in 

Nelson Mandela’s prison cell Robben Island Prison was not the same as the ones that 

the prisoners were given Robben Island Prison. Nelson Mandela was granted the use 

of a taller ballie after special instruction from a doctor due to his height. Code Excerpt 

7.6 shows the participants’ responses relating to the ballie. 

Code Excerpt 7.6: Participants’ responses relating to the ballie. 

B Life in Robben Island Prison - The ballie that Mandela used was not the same as the others. 
 
Focus Group 1 - 5:22 [Because even now, the ballie t..]  (107:107)   (Super) 
Codes: [Life in Robben Island Prison - The ballie that Mandela used was not the same as the others. - 
Family: Life in Robben Island Prison]  
No memos 
 
Because even now, the ballie that we have in Mandela’s cell is not the same ballie that we are using in this 
prison. The ones that we are using in this prison were greyish and a little bit smaller.  
 
 
Focus Group 1 - 5:23 [We all, all of us we agree, it..]  (109:109)   (Super) 
Codes: [Life in Robben Island Prison - The ballie that Mandela used was not the same as the others. - 
Family: Life in Robben Island Prison]  
No memos 
 
We all, all of us we agree, it’s not the one that we are using in this prison. 
 
 
Focus Group 1 - 5:24 [You, you go to I’m sure E-sect..]  (112:112)   (Super) 
Codes: [Life in Robben Island Prison - The ballie that Mandela used was not the same as the others. - 
Family: Life in Robben Island Prison]  
No memos 
 
You, you go to I’m sure E-section, but uhm they only I would say difference uhm, in terms of, of the ballie, the 
short one and the long one… 
 
Focus Group 1 - 5:25 [hm, cause they are using that ..]  (114:114)   (Super) 
Codes: [Life in Robben Island Prison - The ballie that Mandela used was not the same as the others. - 
Family: Life in Robben Island Prison]  
No memos 
 
hm, cause they are using that is the, the short ballies, but uhm, it was difficult for Nelson Mandela that is to 
use that is the shorter one and then he decided that is to apply, to apply, and then he was offered the one that 
is longer than the others. 
 
 
Focus Group 2 - 6:28 [It is not the original ballie]  (92:92)   (Super) 
Codes: [Life in Robben Island Prison - The ballie that Mandela used was not the same as the others. - 
Family: Life in Robben Island Prison]  
No memos 
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 It is not the original ballie 
 
 
Focus Group 2 - 6:29 [It’s, it was a very short ball..]  (94:94)   (Super) 
Codes: [Life in Robben Island Prison - The ballie that Mandela used was not the same as the others. - 
Family: Life in Robben Island Prison]  
No memos 
 
It’s, it was a very short ballie… 
 
 
Focus Group 2 - 6:30 [then Mandela had to go to a do..]  (96:96)   (Super) 
Codes: [Life in Robben Island Prison - The ballie that Mandela used was not the same as the others. - 
Family: Life in Robben Island Prison]  
No memos 
 
 then Mandela had to go to a doctor, to be prescribed a bucket, a bigger bucket because of his le-, uhm, his 
height. 
 
 
Focus Group 2 - 6:31 [Then they gave him that, that ..]  (98:98)   (Super) 
Code: [Life in Robben Island Prison - The ballie that Mandela used was not the same as the others. - 
Family: Life in Robben Island Prison]  
No memos 
 
 Then they gave him that, that bucket. Others were using the same, uhm, small one.  
 
 
Focus Group 2 - 6:32 [he was granted by, permission ..]  (100:100)   (Super) 
Codes: [Life in Robben Island Prison - The ballie that Mandela used was not the same as the others. - 
Family: Life in Robben Island Prison]  
No memos 
 
 he was granted by, permission by the doctor.  

 

7.4.3.1 Conclusions from Life in Robben Island Prison 

Many experiences and events occurred in Robben Island that made a distinct 

impression of the ex-political prisoners. The researcher found that although some of 

these recollections may seem trivial, they played a significant role in the lives of the 

ex-political prisoners. The researcher believes that including many of the aspects of 

Life in Robben Island Prison will benefit both the ex-political prisoners and the readers. 

The ex-political prisoners will feel as though their experiences have been truthfully 

portrayed, while the readers will be given an interesting and historically accurate 

storyline. Furthermore, the experiences of the ex-political prisoners will help to further 

shape a more authentic character. 

7.4.4 Theme 4: Exercise in Robben Island Prison 

Exercise in Robben Island Prison is another theme that arose from the data. This 

theme links closely to the second key factor (F2) identified by the Mandela27 project 
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team. The prisoners used their allocated exercise time to ensure that they kept their 

bodies fit and healthy. For those who were allowed to exercise together, it was used 

as both a recreational and social time as they were allowed to play team sports. This 

theme was represented mainly in the second focus group with a total of 14 code 

occurrences. All codes relating to exercise or sports were grouped under the Exercise 

in Robben Island code family. Table 7.11 shows the code occurrence frequencies for 

each code in the Exercise in Robben Island family. 

Table 7.11: Code occurrence frequencies for codes in the Exercise in Robben Island 
Prison code family. 
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Exercise - Each prisoner was allowed 30 minutes of exercise time. 0 0 1 1 

Exercise - Prisoners broke world records in their internal 'Olympic Games'. 0 0 3 3 

Exercise - Prisoners used the exercise time and sports for various reasons. 0 0 1 1 

Exercise - Single cell prisoners were taken to exercise one at a time. 0 0 1 1 

Exercise - Sports provided a channel for communication between prisoners. 0 0 1 1 

Exercise - Sports served as a platform for building relationships within and outside of 
prison sections. 

0 0 1 1 

Exercise - Sports was a form of stress relief. 0 0 1 1 

Exercise - Sports were used as a medium through which prisoners could speak to 
authorities about their living conditions on the island. 

0 0 2 2 

Exercise - Team sports were played amongst prisoners. 0 0 2 2 

Exercise - The prisoners formed their own 'Olympic Games' on the island. 0 0 1 1 

TOTALS: 0 0 14 14 

 

The most prominent code in the Exercise in Robben Island code family relates to the 

fact that prisoners on the Island managed to break the world records of their time. 

However, due to their incarceration, they were never credited with the achievement. 

Their achievements took place inside the prison and were not broadcasted to the 

outside world. The researcher believes that although this claim is important to the ex-

political prisoners, its incorporation into the digital graphic novel will depend on the 

ability to substantiate these claims with proof. In the event that no proof can be 

sourced, this claim will be omitted from the digital graphic novel in order to preserve 
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its historical accuracy. Code Excerpt 7.7 shows the participants responses relating to 

the breaking of Olympic records within Robben Island Prison. 

Code Excerpt 7.7: Participants’ responses related to the breaking of Olympic records 
within Robben Island Prison. 

Exercise - Prisoners broke world records in their internal 'Olympic Games'. 
 
P 6: Focus Group 2 - 6:86 [World records. We have statist..]  (293:293)   (Super) 
Codes: [Exercise - Prisoners broke world records in their internal 'Olympic Games'. - Family: Exercise in 
Robben Island Prison]  
No memos 
 
World records. We have statistics of that.  
 
 
P 6: Focus Group 2 - 6:87 [SPEAKER: Yes, uhm, for instanc..]  (295:297)   (Super) 
Codes: [Exercise - Prisoners broke world records in their internal 'Olympic Games'. - Family: Exercise in 
Robben Island Prison]  
No memos 
 

P5: Yes, uhm, for instance, Lewis, from America, the uhm, athlete? 

INTERVIEWER: Yes, yes, Carl Lewis yes. 

P5: Ya. Uhm, one prisoner broke his record.  
 
 
P 6: Focus Group 2 - 6:88 [. And so many of them broke th..]  (301:301)   (Super) 
Codes: [Exercise - Prisoners broke world records in their internal 'Olympic Games'. - Family: Exercise in 
Robben Island Prison]  
No memos 
 
And so many of them broke the records of the world records. 

 

7.4.4.1 Conclusions on Exercise in Robben Island Prison 

Exercise inside Robben Island Prison served both as an opportunity to maintain 

physical fitness, but also as a channel of communication, socialisation and stress 

relief. The researcher believes that this theme should be included in the digital graphic 

novel in order to develop the narrative and the character’s interactions with others 

through the medium of exercise in Robben Island Prison. 

7.4.5 Theme 5: Meals in Robben Island Prison  

Meals in Robben Island Prison served as a very important experience for the inmates 

of Robben Island Prison. This theme was represented mainly in the second focus 

group with a total of eight code occurrences. Each code relating to meals in Robben 

Island Prison was incorporated into the Meals in Robben Island Prison family. Table 
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7.12 shows the code occurrence frequencies for each code in the Meals in Robben 

Island Prison family. 

Table 7.12: Code occurrence frequencies for codes in the Meals in Robben Island 
Prison code family. 
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Meals - Prisoners did not receive real coffee. 0 1 0 1 

Meals - Prisoners prepared and served the meals. 0 0 1 1 

Meals - The inmates shared their food with each other even though each race group was 
assigned their own menu. 

2 2 2 6 

Meals - Were eaten in the courtyard. 0 2 1 3 

Meals - Were eaten in the passage at first and then were allowed in cells in later years. 0 0 4 4 

TOTALS: 2 5 8 15 

 

One of the most prominent codes relate to the fact that inmates shared their food with 

each other regardless of race. For the prisoners, this was the opportunity to 

demonstrate their unity. Although different races in Robben Island Prison were given 

different rations, they all brought their food together and shared it amongst 

themselves. For them, it was a symbol of unity in the midst of trial. Code Excerpt 7.8 

shows the responses of participants regarding the sharing of food in Robben Island 

Prison. 

Code Excerpt 7.8: Participants’ responses related to the sharing of food in Robben 
Island Prison. 

Meals - The inmates shared their food with each other even though each race group was assigned 
their own menu. 
 
Interview - 4:79 [although we did not get bread,..]  (274:274)   (Super) 
Codes: [Meals - The inmates shared their food with each other even though each race group was assigned 
their own menu. - Family: Meals in Robben Island Prison]  
No memos 
 
although we did not get bread, but other comrades would share their bread with us.  
 
 
Interview - 4:81 [then said you don’t have bread..]  (278:278)   (Super) 
Codes: [Meals - The inmates shared their food with each other even though each race group was assigned 
their own menu. - Family: Meals in Robben Island Prison]  
No memos 
 
 then said you don’t have bread but okay, you can half of my sugar. You don’t have sugar, you can have half 
of my sugar.  
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Focus Group 1 - 5:8 [Then when you are back in your..]  (33:33)   (Super) 
Codes: [Meals - The inmates shared their food with each other even though each race group was assigned 
their own menu. - Family: Meals in Robben Island Prison]  
No memos 
 
Then when you are back in your cell, it will depend whether your inmates have spared something that is for 
you, so you can… 
 
 
Focus Group 1 - 5:10 [veryone who was taken out and ..]  (35:35)   (Super) 
Codes: [Meals - The inmates shared their food with each other even though each race group was assigned 
their own menu. - Family: Meals in Robben Island Prison]  
No memos 
 
Everyone who was taken out and taken that is to the isolation cell when you’ll be there, that is the whole day, 
and then they’ll bring you later, when they, when they, they knew that, all the meals have been served, now 
you’re not going to get anything, then it will depend, that is your inmates, if they spare something that is for 
you that is, to, to have something 
 
 
Focus Group 2 - 6:44 [when you were here, you would ..]  (145:145)   (Super) 
Codes: [Life in Robben Island Prison - Even though there were attempts to create separation between the 
race groups in Robben Island, the inmates did not dwell on it and always stood together. - Family: Life in 
Robben Island Prison] [Meals - The inmates shared their food with each other even though each race group 
was assigned their own menu. - Family: Meals in Robben Island Prison]  
No memos 
 
when you were here, you would not notice that the coloured is get-, getting different from you. You only notice 
when they get the [inaudible], the bread with the jam on. But uhm, what they used to do is they used to share it 
equally amongst ourselves. Uhm, the spirit was one. Because they were also brought into the camp where 
uhm, this other groups that were brought onto Robben Island, the coloured, Asians, and Africans. So there 
was no way that we could have, uhm, different from one another. So everything, they done it together. Even if 
you belong to that political persuasion, things were done together. 
 
 
Focus Group 2 - 6:46 [You would also not note when a..]  (147:147)   (Super) 
Codes: [Meals - The inmates shared their food with each other even though each race group was assigned 
their own menu. - Family: Meals in Robben Island Prison]  
No memos 
 
You would also not note when a person is getting G diet. There’s a diet which is, was called G diet. That’s a 
doctor prescription diet. It, it, uhm, because people share, they just wanted to share amongst themselves. It 
rotate also. 

 

7.4.5.1 Conclusions of Meals in Robben Island Prison 

The researcher believes that the unity demonstrated by prisoners in Robben Island 

regarding the meals is an important theme to demonstrate. The ration card was 

developed to create inequality within Robben Island Prison, the very thing against 

which those inside its walls were fighting. In order to combat this, the inmates shared 

their food with each other, once again cementing their unity and their struggle for 

equality. The incorporation of this theme into the digital graphic novel will contribute 

towards both the narrative and character by further enhancing the world-views and 

subsequent actions of those incarcerated in Robben Island Prison. 
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7.4.6 Theme 6: Hunger Strikes in Robben Island Prison 

Hunger strikes were often used as a method of protest in Robben Island Prison. 

Prisoners of Robben Island Prison used it to protest against living conditions, visitation 

policies and education in Robben Island Prison. This theme was mainly represented 

in the second focus group with a total of 19 code occurrences. All codes regarding the 

hunger strikes that took part in Robben Island Prison were grouped into the Hunger 

Strikes in Robben Island Prison code family. The code occurrence frequencies for 

each code in the Hunger Strikes in Robben Island Prison family is given in Table 7.13. 

Table 7.13: Code occurrence frequencies for codes in the Hunger Strikes in Robben 
Island Prison code family. 
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Hunger Strikes - Prison officials intimidated and ridiculed prisoners taking part in hunger 
strikes. 

0 0 1 1 

Hunger Strikes - Prisoners gave each other signs to indicate the start of a hunger strike. 0 0 3 3 

Hunger Strikes - Prisoners performed hunger strikes at the same time. 0 0 2 2 

Hunger Strikes - Were a common occurrence in Robben Island Prison. 0 0 1 1 

Hunger Strikes - Were organised through secret messages. 0 0 1 1 

Hunger Strikes - Were successfully used to amend the visiting policies on Robben 
Island prison. 

0 0 1 1 

Hunger Strikes - Were successfully used to attain permission for prisoners to study 
beyond matric level. 

0 0 3 3 

Hunger Strikes - Were successfully used to change the diet in Robben Island prison. 0 0 2 2 

Hunger Strikes - Were used by prisoners in order to improve their living conditions in 
Robben Island prison. 

0 0 2 2 

Hunger Strikes - Were used to attain permission for lawyers to visit their clients in 
Robben Island Prison. 

0 0 2 2 

Hunger Strikes - Were used to demand the release of prisoners. 0 0 1 1 

TOTALS: 0 0 19 19 

 

One of the most prominent codes in the Hunger Strikes in Robben Island Prison family 

relates to the successful use of hunger strikes to attain permission for prisoners to 

study beyond matric level. Code Excerpt 7.9 shows the responses of participants 

relating to the successful use of hunger strikes to attain permission for prisoners to 

study beyond matric. 
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Code Excerpt 7.9: Participant’s responses related to the successful use of hunger 
strikes to attain permission for prisoners to study beyond matric. 

Hunger Strikes - Were successfully used to attain permission for prisoners to study beyond matric 
level. 
 
Focus Group 2 - 6:76 [It had a great, uhm, achieveme..]  (257:257)   (Super) 
Codes: [Hunger Strikes - Were successfully used to attain permission for prisoners to study beyond matric 
level. - Family: Hunger strikes in Robben Island Prison]  
No memos 
 
It had a great, uhm, achievement, because uhm, for the first time uhm, workers, I mean the prisoners were 
allowed to study beyond matric level in that hunger strike, uhm. 
 
 
Focus Group 2 - 6:103 [Then the hunger strike of ’81,..]  (339:339)   (Super) 
Codes: [Hunger Strikes - Were successfully used to attain permission for prisoners to study beyond matric 
level. - Family: Hunger strikes in Robben Island Prison]  
No memos 
 
Then the hunger strike of ’81, actually made it possible, for, for, for, for students who were at matric to study 
beyond matric le-, level… 
 
 
Focus Group 2 - 6:104 [Yes. Correspond. You could onl..]  (343:343)   (Super) 
Codes: [Hunger Strikes - Were successfully used to attain permission for prisoners to study beyond matric 
level. - Family: Hunger strikes in Robben Island Prison]  
No memos 
 
Yes. Correspond. You could only correspond when you already at university through Unisa. Ya. Now we, that 
was a, a point where people had to s-, be stuck there at the level of matric. But uhm, broaden their scope with 
different kinds of book from the library, but uhm, and that 1982 made it possible for us to go beyond matric 
level. 

 

7.4.6.1 Conclusions from Hunger Strikes in Robben Island Prison 

In an environment in which they did not have any authority, one of the prisoners’ only 

methods to enforce change was hunger strikes. The researcher believes that hunger 

strikes in Robben Island Prison played an important role in the lives of the ex-political 

prisoners of Robben Island Prison and should therefore be included in the narrative of 

the digital graphic novel. 

7.4.7 Theme 7: Censorship in Robben Island Prison 

Although there were only a few codes relating to censorship, the researcher felt that it 

should have its own theme as the censorship of information in Robben Island Prison 

was the third key factor (F3) identified by the Mandela27 project team. Censorship 

took place in the form of crossing out information in letters and the prohibition of 

prisoners to discuss certain topics with their visitors. This theme was mainly 

represented in the second focus group with a total of three code occurrences. All codes 
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relating to censorship were grouped into the Censorship in Robben Island Prison code 

family. The code occurrence frequencies for each code in the Censorship in Robben 

Island Prison code family is shown in Table 7.14. 

Table 7.14: Code occurrence frequencies for codes in the Censorship in Robben 
Island Prison code family. 
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Censorship - Letters found with forbidden content were destroyed. 0 0 1 1 

Censorship - Letters were censored if prisoners asked questions about anyone else 
besides the person to whom they were writing. 

0 0 1 1 

Censorship - Prisoners were not allowed to discuss other people with their visitor during 
their visiting session. 

0 0 1 1 

TOTALS: 0 0 3 3 

 

One of the forms of censorship that were present in Robben Island Prison was the 

censorship of letters. If the inmates were writing to a specific person, they were not 

allowed to ask any questions about anyone besides the person to whom the letter is 

addressed. This rule must have been especially hard on fathers or inmates who left 

sick family members behind. Code Excerpt 7.10 shows the response of a participant 

regarding the censorship of letters. 

Code Excerpt 7.10: Participant’s responses related to the censorship of letters. 

Censorship in Robben Island Prison - Letters were censored if prisoners asked questions about 
anyone else besides the person to whom were writing. 
 
Focus Group 2 - 6:106 [To, to, to be honest sometimes..]  (357:357)   (Super) 
Codes: [Censorship - Letters were censored if prisoners asked questions about anyone else besides the 
person they were writing to. - Family: Censorship]  
No memos 
 
To, to, to be honest sometimes, and also not looking on their side, although you were ignorant of that. When 
you are s-, you’re writing your letter and say pass my greetings to my neighbour, that was not allowed. You 
could not talk about your neighbours or somebody in your area. But if you say ‘how is so and so at, at, at 
home’, your mother, or your father, or part of the relatives, it, uhm, I’m definitely sure although I was not with 
them when they do this thing, they will censor that part. 

 

7.4.7.1 Conclusions of Censorship in Robben Island Prison 

Being in Robben Island Prison and leaving behind loved ones for what you believe is 

for the best of the country was a challenge that many prison inmates faced. The 
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inability to communicate with certain loved ones and the missed opportunity of seeing 

those dear to them weighed heavily on the hearts of inmates. The researcher believes 

that it is important to capture these emotions and experiences in the digital graphic 

novel in order to add richness to the storyline and to shape the personal struggles of 

characters in the story. 

7.4.8 Theme 8: Punishment in Robben Island Prison  

There were many forms of punishment in Robben Island Prison. Prison officials used 

punishment to deter any behaviour that they deemed to be ‘inappropriate’. This theme 

was mainly represented in the second focus group with a total of 10 code occurrences. 

All codes relating to punishment in Robben Island were grouped in to the Punishment 

in Robben Island Prison code family. Table 7.15 shows the code occurrence 

frequencies for the all the codes in the Punishment in Robben Island Prison code 

family. 

Table 7.15: Code occurrence frequencies for codes in the Punishment in Robben 
Island Prison code family. 
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Punishment - Disrespecting or assaulting a warden resulted in prisoners receiving 
'spare diet'. 

0 0 1 1 

Punishment - Prisoners did not like being disrespected in front of people by wardens 
and would retaliate which lead to punishment. 

0 0 1 1 

Punishment - Prisoners were given 'spare diet' if they were found guilty of misconduct 
within the prison. 

0 0 2 2 

Punishment - Prisoners were not given food and placed in isolation for an entire day as 
punishment (only water was provided). 

0 4 0 4 

Punishment - Right to letters were taken away for a certain period. 0 0 1 1 

Punishment - Right to study was taken away for a certain period. 0 0 1 1 

Punishment - Right to visitors was taken away for a certain period. 0 0 2 2 

Punishment - Was given to prisoners in the single quarters. 0 0 2 2 

TOTALS: 0 4 10 14 

 

One of the prominent codes in the Punishment in Robben Island Prison code family 

relates to the punishment in which prisoners were not given food and placed in 

isolation for an entire day as punishment with only water being provided to them. A 

prisoner who received this punishment will not receive the three meals of the day. This 
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punishment could result from many different actions. Code Excerpt 7.11 shows the 

responses of participants relating to the aforementioned punishment. 

Code Excerpt 7.11: Participants’ responses related to the punishment in which they 
did not receive food for a day whilst placed in isolation. 

Punishment - Prisoners were not given food and placed in isolation for an entire day as punishment 
(only water was provided). 
 
Focus Group 1 - 5:5 [what is happening is that ther..]  (27:27)   (Super) 
Codes: [Punishment - Prisoners were not given food and placed in isolation for an entire day as punishment 
(only water was provided). - Family: Punishment in Robben Island Prison]  
No memos 
 
what is happening is that there was a punishment that was called “drie maaltye18”… 
 
 
Focus Group 1 - 5:6 [“drie maaltye”, that is where ..]  (29:29)   (Super) 
Codes: [Punishment - Prisoners were not given food and placed in isolation for an entire day as punishment 
(only water was provided). - Family: Punishment in Robben Island Prison]  
No memos 
 
“drie maaltye”, that is where you’re missing that is your three meals and you’ll be taken that is in a, in isolation 
cell. 
 
 
Focus Group 1 - 5:7 [Only you’ll be supplied with w..]  (32:32)   (Super) 
Codes: [Punishment - Prisoners were not given food and placed in isolation for an entire day as punishment 
(only water was provided). - Family: Punishment in Robben Island Prison]  
No memos 
 
Only you’ll be supplied with water 
 
 
Focus Group 1 - 5:38 [everyone who was taken out and..]  (35:35)   (Super) 
Codes: [Punishment - Prisoners were not given food and placed in isolation for an entire day as punishment 
(only water was provided). - Family: Punishment in Robben Island Prison]  
No memos 
 
everyone who was taken out and taken that is to the isolation cell when you’ll be there, that is the whole day, 
and then they’ll bring you later, when they, when they, they knew that, all the meals have been served, now 
you’re not going to get anything 

 

7.4.8.1 Conclusion of Punishment in Robben Island Prison 

Prison officials used punishment to ensure that prisoners behaved in what they 

deemed to be an appropriate manner. The researcher believes that the punishment 

experienced in Robben Island Prison should be included in the narrative of the digital 

graphic novel in order to portray the emotional climate of life in Robben Island Prison.  

                                            
18 ‘Drie maaltye’ is an Afrikaans phrase that translates into ‘three meal times’. 
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7.4.9 Theme 9: Lawyers in Robben Island Prison 

Although there were only two codes relating to lawyers in Robben Island Prison, the 

researcher believed that it belonged in its own theme because access to a lawyer was 

a basic human right that ex-political prisoners of Robben Island Prison were not always 

granted. This theme was mainly represented in the second focus group with a total of 

two code occurrences. Codes relating to the role of lawyers in Robben Island Prison 

were grouped into the code family Lawyers in Robben Island Prison. Table 7.16 shows 

the code occurrences of each code in the Lawyers in Robben Island Prison code 

family. 

Table 7.16: Code occurrence frequencies for codes in the Lawyers in Robben Island 
Prison code family. 
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Lawyers - Were allowed to represent the prisoners in cases occurring inside the prison. 0 0 1 1 

Lawyers - Were not so powerful within Robben Island Prison. 0 0 1 1 

TOTALS: 0 0 2 2 

 

Contrary to the air of authority that most lawyers hold, the lawyers in Robben Island 

Prison did not have much power. Lawyers were allowed to represent prisoners in 

cases against prison officials, but in most of these cases, the prisoner’s lawyers lost 

the case. Code Excerpt 7.12 shows the response of a participant relating to lawyers 

in Robben Island Prison. 

Code Excerpt 7.12: Participant’s responses related to lawyers in Robben Island 
Prison. 

Lawyers - Were not so powerful within Robben Island Prison. 
 
Focus Group 2 - 6:21 [The lawyers was not, so powerf..]  (58:58)   (Super) 
Codes: [Lawyers - Were not so powerful within Robben Island Prison. - Family: Lawyers in Robben Island 
Prison]  
No memos 
 
The lawyers was not, so powerful, uhm, in, in, in actually winning the cases in most cases.  
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7.4.9.1 Conclusions on Lawyers in Robben Island Prison 

The researcher believes that it is important to include lawyers in Robben Island in the 

narrative of the digital graphic novel. The juxtaposition of a powerless lawyer may 

serve for as an interesting element. On the other hand, lawyers may be included in the 

digital graphic novel for a different role completely. Key factor 3 (F3) states that some 

documents from the loved ones of prisoners were smuggled into the prison. The 

researcher believes that the lawyers can be incorporated into the narrative of the 

digital graphic novel as the link between the prisoners and the outside world. 

7.4.10 Theme 10: Secret messages in Robben Island Prison 

Secret messages were a prominent aspect in Robben Island Prison. Due to the 

separation of inmates into sections, incarcerated political leaders had to rely on secret 

messages to communicate with their comrades and inform them of any actions that 

they planned on taking – for example, hunger strikes. This theme was mainly 

represented in the second focus group with a total of 24 code occurrences. All codes 

relating to secret messages in Robben Island Prison were grouped into the Secret 

Messages in Robben Island Prison code family. The code occurrence frequencies for 

each code in the Secret Messages in Robben Island Prison code family is given in 

Table 7.17. 

Table 7.17: Code occurrence frequencies for codes in the Secret Messages in Robben 
Island Prison code family. 
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Secret messages - Each section had an inmate who was the assigned contact person 
to receive the secret messages. 

0 0 4 4 

Secret messages - Enabled leaders in each prison section to communicate with each 
other. 

0 0 1 1 

Secret messages - Messages were spread to inmates in other sections by those 
working in the kitchen via the pots. 

0 0 4 4 

Secret messages - Messages were wrapped in plastic and placed under the porridge. 0 0 1 1 

Secret messages - There were only a few people who knew who they people involved 
in carrying messages were. 

0 0 4 4 

Secret messages - Those transporting the message did not know you it was for in 
particular. 

0 0 0 0 

Secret messages - Those transporting the secret messages did not know what they 
said or who they were from or to in order to prevent the exposure of the content. 

0 0 4 4 

Secret messages - Were encoded in another language. 0 0 2 2 
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Secret messages - Were encoded so that prison officials were unable to read it if found. 0 0 1 1 

Secret messages - Were spread via tennis balls that were hit across sections. 0 0 1 1 

Secret messages - Prisoners could be pen-friends with other prisoners. 0 0 2 2 

TOTALS: 0 0 24 24 

 

One of the most prominent codes in the Secret Messages in Robben Island Prison 

code family relates to the spreading of secret messages via pots by the inmates who 

worked in the kitchen. Hiding messages in pots was one of the most inconspicuous 

ways of spreading messages as all prisoners were granted meal times. Code Excerpt 

7.13 shows the responses of participants that relate to the spreading of secret 

messages via pots. 

Code Excerpt 7.13: Participants’ responses related to the spreading of secret 
messages via pots. 

Secret messages - messages were spread to inmates in other sections by those working in the kitchen 
via the pots 
 
Focus Group 2 - 6:49 [I happened to work in the kitc..]  (163:163)   (Super) 
Codes: [Secret messages - messages were spread to inmates in other sections by those working in the 
kitchen via the pots - Family: Secret messages in Robben Island Prison]  
No memos 
 
I happened to work in the kitchen, uhm, so we were instrumental in disseminating information in the pots. 
 
 
Focus Group 2 - 6:50 [No, what happened is that if I..]  (167:167)   (Super) 
Codes: [Secret messages - each section had an inmate who was the assigned contact person to receive the 
secret messages - Family: Secret messages in Robben Island Prison] [Secret messages - messages were 
spread to inmates in other sections by those working in the kitchen via the pots - Family: Secret messages in 
Robben Island Prison] [Secret messages - messages were wrapped in plastic and placed under the porridge - 
Family: Secret messages in Robben Island Prison]  
No memos 
 
No, what happened is that if I involve in disseminating information, I don’t know what is happening inside that, 
that spoed. We called it spoed because it’s called speed. Spoed in Afrikaans means speed. So, it is wrapped 
in that plastic and put underneath the porridge. So each and every section you’ve got a contact person in that 
section.  
 
 
Focus Group 2 - 6:51 [so when information came, you ..]  (169:169)   (Super) 
Codes: [Secret messages - each section had an inmate who was the assigned contact person to receive the 
secret messages - Family: Secret messages in Robben Island Prison] [Secret messages - messages were 
spread to inmates in other sections by those working in the kitchen via the pots - Family: Secret messages in 
Robben Island Prison]  
No memos 
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 so when information came, you will bring the pots along and so, and then you, as you put the pot, that person 
already is around in the, in the courtyard, so he knows what, which pot. He, uhm, we don’t know what is he 
going to do with it. 
 
 
Focus Group 2 - 6:61 [the person at the kitchen will..]  (187:187)   (Super) 
Codes: [Secret messages - messages were spread to inmates in other sections by those working in the 
kitchen via the pots - Family: Secret messages in Robben Island Prison]  
No memos 
 
the person at the kitchen will tell me, this is the, uhm, pot. That you, uhm, as a person who deliver. 

 

7.4.10.1 Conclusions on Secret Messages in Robben Island Prison 

The spreading of secret messages in Robben Island Prison was a very well thought 

out process. There were specific individuals who had specific jobs and no one person 

knew anything more than they needed to. However, incorporating the entire process 

of the secret messages may violate the narrative principle given by Lutz & Huitt 

(2003:3), which states that complex information should not be presented in the 

narrative. To account for this, the researcher believes that the easiest method of 

incorporating the secret messages will be to replicate the spreading of them in the 

pots. 

7.4.11 Theme 11: Education in Robben Island Prison 

Education was very important to the prisoners incarcerated in Robben Island Prison. 

This was also identified as a key factor (F5). The importance of education to the 

inmates of Robben Island was so much so that they fought for the right for education 

through hunger strikes. This theme was mainly represented in the second focus group 

with a total of 13 code occurrences. All codes relating to education in Robben Island 

Prison were grouped into the Education in Robben Island Prison code family. The code 

occurrence frequencies for each code in the Education in Robben Island Prison code 

family is given in Table 7.18. 

Table 7.18: Code occurrence frequencies for codes in the Education in Robben Island 
Prison code family. 
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Education - Certain prisoners taught certain subjects. 0 0 1 1 

Education - Prison officials invigilated the exams to make sure that no messages were 
being passed. 

0 0 1 1 
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Education - Prisoners in Robben Island had varying levels of education. 0 0 1 1 

Education - Prisoners learned in groups. 0 0 1 1 

Education - Prisoners placed a high degree of importance on education. 0 0 1 1 

Education - Prisoners taught each other how to read and write in the quarry in order to 
help them read and write letters to loved ones. 

0 0 1 1 

Education - Prisoners were allowed to write external exams. 0 0 2 2 

Education - Prisoners who had a more advanced education shared their knowledge 
with other prisoners. 

0 0 1 1 

Education - Prisoners who were allowed to study through the education department 
educated their fellow prisoners in their cells at night. 

0 0 2 2 

Education - Those imprisoned for political reasons were not allowed to study electronics 
as it could be used for terrorist activity. 

0 0 1 1 

Education - Viewed as a method of empowering prisoners. 0 0 1 1 

TOTALS: 0 0 13 13 

 

One of the most prominent codes in the Education in Robben Island Prison code family 

relates to the fact that prisoners who were allowed to study educated their fellow 

prisoners at night. According to key factor five (F5), this is how many of the inmates 

learnt how to read and write. Code Excerpt 7.14 gives participants’ responses related 

to prisoners teaching their comrades that which they have learnt. 

Code Excerpt 7.14: Participant’s responses related to prisoners teaching their 
comrades that which they have learnt. 

Education - Prisoners who were allowed to study through the education department educated their 
fellow prisoners in their cells at night. 
 
Focus Group 2 - 6:98 [people who were allowed to buy..]  (321:321)   (Super) 
Codes: [Education - Prisoners who were allowed to study through the education department educated their 
fellow prisoners in their cells at night. - Family: Education in Robben Island Prison]  
No memos 
 
people who were allowed to buy their books when they enroll with the education department, I mean the study 
office here, were allowed to, to, to apply for their studies, then you will be granted permission to study. Then 
after they, you were granted permission to study, they will go then to the section, and these leaders will take 
them through the process. At night there will be classes that were conducted in different corners. 
 
 
Focus Group 2 - 6:99 [Ya, yes they are selected by t..]  (323:323)   (Super) 
Codes: [Education - Certain prisoners taught certain subjects. - Family: Education in Robben Island Prison] 
[Education - Prisoners who were allowed to study through the education department educated their fellow 
prisoners in their cells at night. - Family: Education in Robben Island Prison]  
No memos 
 
Ya, yes they are selected by the leaders [inaudible]. You’re supposed, you know this so you’re supposed to 
uhm, teach, uhm, prisoners in this level. Other would teach English, others would teach, uhm, teach this, and 
this. Then the end of the year, you will go and write your exams, uhm, as you were taught by these people.  
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7.4.11.1 Conclusions of Education in Robben Island Prison 

Education played an important role for the inmates in Robben Island Prison as it was 

seen as a method for empowering prisoners. The researcher believes that the 

importance that the political prisoners placed on education is a powerful message to 

relay to the target audience of young adults. The researchers feels that the 

camaraderie exhibited by prisoners with a more advanced education in imparting their 

knowledge to others will contribute to the narrative by introducing different characters 

an imparting a positive experience of learning in Robben Island Prison. 

7.4.12 Theme 12: Views of Ex-political Prisoners 

During the analysis of the focus groups and interview, the researcher identified specific 

views that the ex-political prisoners had. These views ranged from advice for the future 

generation to what they think should be included in the design of the digital graphic 

novel. The researcher felt that it was important to include these views into their own 

theme in accordance with the answer provided to the first boundary question dealing 

with the sources of legitimation given in Table 3.3. In other words, the ex-political 

prisoners should be among the affected who are involved in the design of the digital 

graphic novel. This theme was mainly represented in the interview with a total of 14 

code occurrences. All codes relating to the views of ex-political prisoners were 

grouped into the Views of Ex-political Prisoners code family. Table 7.19 shows the 

code occurrence frequency for each code in the Views of Ex-political Prisoners code 

family. 

Table 7.19: Code occurrence frequencies for codes in the Views of Ex-political 
Prisoners code family. 
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Views of ex-political prisoners - Ex-political prisoners recall hearing 'Stilte in die gang!'19 
and 'Keep quiet!' and believe they should be included. 

0 3 0 3 

Views of ex-political prisoners - In the single cells, prison officials would shout 'Word 
wakker!20 Wake up!' in the mornings and this is an important sound. 

0 1 0 1 

                                            
19 ‘Stilte in die gang!’ is an Afrikaans phrase that can be translated into ‘Silence in the passage!’ 
20 ‘Word wakker!’ is an Afrikaans phrase that can be translated into ‘Wake up!’ 
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Views of ex-political prisoners - Knocking and banging of doors is an important sound to 
include. 

0 2 0 2 

Views of ex-political prisoners - People should learn from South Africa's struggle for 
freedom rather than repeat it. 

1 0 0 1 

Views of ex-political prisoners - Robben Island symbolises the triumph of the human spirit 
to the ex-political prisoner. 

3 0 0 3 

Views of ex-political prisoners - South Africans should move forward as 'good people'. 3 0 0 3 

Views of ex-political prisoners - The actual ration card should be shown in the digital 
graphic novel. 

1 0 0 1 

Views of ex-political prisoners - The digital graphic novel should incorporate as much 
real-life items as possible. 

1 0 0 1 

Views of ex-political prisoners - The events that transpired as a result of Apartheid should 
not happen in another country. 

1 0 0 1 

Views of ex-political prisoners - The importance of guarding one's spirit is emphasised. 1 0 0 1 

Views of ex-political prisoners - There is a sense of pride in achieving equality without 
resorting to civil war. 

3 0 0 3 

TOTALS: 14 6 0 20 

 

Code Excerpt 7.15 provides an example of the view of ex-political prisoners regarding 

the fact that people should learn from South Africa’s struggle for freedom rather than 

repeat it. 

Code Excerpt 7.15: Example of a view of an ex-political prisoner. 

Views of ex-political prisoners - People should learn from South Africa's struggle for freedom rather 
than repeat it. 
 
Interview - 4:52 [it is actually what, what the,..]  (62:62)   (Super) 
Codes: [Views of ex-political prisoners - People should learn from South Africa's struggle for freedom rather 
than repeat it. - Family: Views of Ex-political Prisoners] [Views of ex-political prisoners - Robben Island 
symbolises the triumph of the human spirit to the ex-political prisoner. - Family: Views of Ex-political Prisoners] 
[Views of ex-political prisoners - South Africans should move forward as 'good people'. - Family: Views of Ex-
political Prisoners] [Views of ex-political prisoners - The events that transpired as a result of Apartheid should 
not happen in another country. - Family: Views of Ex-political Prisoners]  
No memos 
 
it is actually what, what the, it is the significance of Robben Island and also it’s based on what people like 
Mandela and people like Ntate Sisulu said, after, after all their years on Robben Island it, it was for them they 
were saying what happened on Robben Island, it should not, like Mandela would say, what happened on this 
land of ours, should never be repeated. In, and, and Ntate Sisulu saying it should be turned around to be the 
education. 
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7.4.12.1 Conclusions of Views of Ex-political Prisoners 

The researcher believes that in keeping with critical systems heuristics, it is important 

for the views and opinions of the affected to be heard and addressed by including the 

ex-political prisoners in the design of the digital graphic novel. The incorporation of 

these views will not only serve to benefit the ex-political prisoners, but will also 

contribute towards the authenticity of the digital graphic novel as a true portrayal of the 

emotional social phenomenon. 

7.5 Summary 

The Diagnosing phase of the action research cycle of this study was discussed in this 

chapter. The chapter began with a review of the initial answers to the boundary 

questions and their impact upon the study and certain aspects in this phase. The 

research design phase was then addressed in which the interview development, data 

analysis and conclusions from the data was examined. Key isolated factors identified 

by the Mandela27 project team were coupled with principles for the design of the 

narrative and characters in a digital graphic novel in order to develop the questions 

that would be asked in the focus groups and interviews. The data was then analysed 

according to the eight step process for performing content analysis given by Zhang 

and Wildemuth (2009:3). In this process, code families were identified and transformed 

into themes from which conclusions were drawn regarding the content of the digital 

graphic novel. 

In the following chapters, the identified themes in this chapter will be combined with 

the proposed guidelines for creating digital graphic novels portraying emotional social 

phenomena using critical systems heuristics and HCI principles given in Chapter 6. 

The aforementioned will be used to inform the creation a digital graphic novel 

portraying an emotional social phenomenon. 
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8 Chapter Eight: Action Planning and Action Taking 

8.1 Introduction  

The aim of this study is to formulate a set of guidelines to aid in the development of 

digital graphic novels that will be used to portray emotional social phenomena using 

critical systems heuristics and HCI principles. In this chapter, the proposed set of 

guidelines given in Chapter 6 will be combined with answers to Ulrich’s 12 boundary 

questions discussed in Chapter 7 in order to create a digital graphic novel.  

The creation of the digital graphic novel takes part within the Action Planning and 

Action Taking phases of the research structure of this study (Figure 8.1). The chapter 

will follow the steps of the design science research process as described by Peffers 

et al. (2006:93). The chapter will begin with the problem identification in Section 8.2. 

The motivation for the creation of the digital graphic novel will be discussed in Section 

8.3. The objectives the digital graphic novel will then be discussed according to the 

definition of objectives of a system as given by Checkland and Scholes (1999:39) and 

the answers to the corresponding boundary questions given by Ulrich (Section 8.4). 

The design and development of the digital graphic novel will be discussed in Section 

8.5. Also in Section 8.5, the literature reviews of digital graphic novels (Chapter 4), 

HCI principles (Chapter 5) and emotion and emotional social phenomena (Chapter 6) 

will be incorporated into the design science research process as descriptive and 

prescriptive knowledge. Examples of the development process of the digital graphic 

novel will also be given in Section 8.5. 

The chapter will conclude with a summary in Section 8.6. 
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Figure 8.1: An adaptation of the action research cycle (Baskerville, 1999:14) and the 
design science research process (Peffers et al., 2006:93) to represent the  research 
structure of this study. 
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8.2 Problem identification 

According to the founders of the Mandela27 project, although most people are familiar 

with the Apartheid regime that inspired many cultural events, little is known in the 

European Union about historic cultural events in South African and vice versa. The 

Mandela27 projects aims to promote intercultural dialogue amongst the European 

Union and South Africa. In order to draw interest to the project, the Mandela27 project 

consists of a physical display of Nelson Mandela’s cell that will house three screens 

and photographic displays around the cell. The screens will display a digital cultural 

timeline that can be edited by those who have stories to share regarding cultural 

events in the European Union and South Africa. Another screen will provide a virtual 

tour of Robben Island Prison. The third screen will display a digital graphic novel that 

should inform young adults about the conditions of prison life during the time of Nelson 

Mandela’s incarceration in a medium that they find engaging and entertaining. Only 

the digital graphic novel will be reported on in this chapter. 

8.3 Motivation for the development of a digital graphic novel 

The medium of a digital graphic novel was chosen due to the popularity of comic books 

and digital media amongst young adults. Besides other benefits discussed in Chapter 

4, an added advantage of presenting the stories of ex-political prisoners in digital form 

is the ability to immerse the reader in the story through sounds and movement. By 

interacting with the digital graphic novel, readers will be able to hear sounds that the 

prisoners themselves experienced during their incarceration. The camera movement 

between frames is also a fresh break away from the static pages of a digitised comic 

book. The digital medium of the digital graphic novel also lends itself to the seamless 

dissemination between all the partners in the Mandela27 project as well as the rest of 

the world. Unlike comic books, which need to be printed and physically distributed, the 

digital graphic novel can be downloaded on Windows, Apple and Android devices.  

8.4 Objectives of a solution 

Checkland and Scholes (1999:39) define the objectives of a system as the measure 

of performance of a system in terms of efficacy (the systems does what it is supposed 

to do), efficiency (the use of resources is optimised), and effectiveness (achieves the 
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higher goals). The researcher will discuss the objectives of the digital graphic novel 

with regard to its efficacy, efficiency and effectiveness. 

In order to guarantee the efficacy of the digital graphic novel, the researcher needs to 

ensure that the digital graphic novel does what it is meant to do. According to the 

answers provided to the 12 boundary questions in Chapter 3 and Chapter 7, the 

identified purposes of the digital graphic novel being developed are: 

 The fair portrayal of the experiences of the ex-political prisoners in Robben 

Island Prison. 

 An exciting medium through which to learn about emotional social 

phenomena. 

The researcher will ensure that the experiences of the ex-political prisoners are fairly 

portrayed by incorporating the themes identified in Chapter 7 into the storyline of the 

digital graphic novel. The researcher will also create a digital graphic novel that will 

serve as an engaging medium for the target audience by applying the guidelines 

isolated from the literature reviews conducted in Chapters 4, 5 and 6.  

In order to preserve efficiency whilst attempting to achieve the identified measures of 

success of the digital graphic novel, the researcher will also have to account for and 

optimally use the resources present in the environment of the digital graphic novel. 

According to the answers provided to Ulrich’s sixth boundary question in Chapter 7, 

the resources that form part of the environment of the digital graphic novel are: 

 The period addressed in the storyline. 

 The accounts given by the ex-political prisoners. 

In order to optimise on the period that should be addressed in the storyline of the digital 

graphic novel, the researcher found prisoners incarcerated between 1970 and 1990. 

This period was chosen by the Mandela27 project team as is coincides with the period 

in which Nelson Mandela was incarcerated in Robben Island Prison. The accounts 

given by the ex-political prisoners were optimised by the means in which the focus 

groups and interviews were structured in Chapter 7 in order to achieve richness of the 

data. Finally, the researcher abided by the Mandela27 project deadlines and ensured 

that the development of the digital graphic novel would be based on sound 

methodological guidelines.  
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The digital graphic novel will be evaluated in Chapter 9 in order to determine its 

effectiveness in achieving its higher goals of the fair portrayal of ex-political prisoners 

of Robben Island Prison and providing an engaging medium for young adults to learn 

about emotional social phenomena. 

8.5 Design and development 

In this phase of the design science research process, concepts isolated from a 

literature review of digital graphic novel design (Chapter 4), HCI principles (Chapter 5) 

and emotion (Chapter 6) will be implemented in the design and development of the 

digital graphic novel.  

In order to study the research topic under investigation, the researcher needs to 

identify what is known about the environment, as well as what existing knowledge can 

be drawn upon in order to further understand the environment. As discussed in 

Chapter 2, knowledge that is known about an environment is called descriptive 

knowledge (Ω knowledge) and existing knowledge that is drawn upon in order to aid 

the research process is called prescriptive knowledge (Λ knowledge). The descriptive 

knowledge (Ω knowledge) that will inform the design and development of the digital 

graphic novel will be the guidelines for creating digital graphic novels (presented in 

Chapter 4). The prescriptive knowledge (Λ knowledge) that will be incorporated in the 

design and development of the digital graphic novel will be the guidelines isolated from 

the literature reviews of HCI principles (Chapter 5) and emotion (Chapter 6). The 

aforementioned guidelines are given in Table 6.2. 

The role of the researcher in the design and development of the digital graphic novel 

was to: 

 Identify and study a suitable methodology to guide the design and 

development of the digital graphic novel (action research) (Chapter 2). 

 Take ownership of the execution of the selected methodology (All chapters). 

 Conduct a thorough literature review that results in guidelines 

o Digital graphic novels (Chapter 4)  

 N1-N3, C1-C5, P1-P7, A1-A4 

o Human-computer interaction (Chapter 5) 

 N4-N7, P8-P13, I1-I14, S1-S2 
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o Emotions and emotional social phenomena (Chapter 6) 

 E1-E17 

 Create the narrative after analysing the data collected in the Diagnosing 

phase of the study (Chapter 7). 

 Manage the design and development of the digital graphic novel (Chapter 

8). 

 Propose changes and implement them based on the evaluations of the 

digital graphic novel (Chapter 9). 

 Facilitate focus groups consisting of young adults who tested the digital 

graphic novel and analyse the data collected from the focus groups (Chapter 

9). 

 Specify final guidelines for creating digital graphic novels portraying 

emotional social phenomena using critical systems heuristics and HCI 

principles (Chapter 10). 

Although the researcher was responsible for the design and development of the digital 

graphic novel, it was important to include experts in the process to compensate for 

skills that the researcher lacked. For example, although the researcher conceptualised 

and guided the artwork that belonged in each frame, the talents of an art student were 

required to draw the images. Therefore, in order to ensure an artefact of the highest 

quality, the researcher incorporated an array of experts into the design and 

development of the digital graphic novel. These experts and their expertise are listed 

in the answer to Ulrich’s eighth boundary question discussed in Chapter 7. Table 8.1 

maps each expert to the guidelines that they assisted the researcher in implementing 

as well as how they were involved in the process. 

Table 8.1: Roles of each expert in the design of the digital graphic novel. 

Expert Role played in the design of the digital graphic novel 

Historical Consultant  

 

N1 – assisted the researcher in determining the emotions and 
worldviews that were incorporated into the narrative. 

N2 – assisted the researcher in deciding which content would give 
more emotional pull to the narrative. 

C1 – assisted the researcher to formulate the conflicts that the 
main character would engage in with either himself or the world 
around him. 
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C2 – assisted the researcher in creating characters that are 
believable and vivid human beings by offering historical insight 
during the storyboarding process. 

S2, E10 – assisted the researcher in identifying sounds that ex-
political prisoners would have experienced during incarceration. 

Language Consultant 

 

N2, N3, N4, N5, N6, N7 – assisted the researcher in determining 
the content and flow of the narrative.  

C1, C2 – assisted the researcher in scripting interesting internal 
and external character conflicts resulting in the creation of 
believable characters. 

E1, E12, E16 – assisted the researcher in incorporating emotional 
content into the storyboard of the digital graphic novel. 

HCI Scholar I1, I3, I4, I5, I6, I7, I8, I9, I10, I11, I12, I13 – advised the researcher 
about the correct application of HCI principles within a digital 
graphic novel. 

E2, E3 – advised the researcher about the overall look-and-feel of 
the digital graphic novel. 

Art Student A1, A2, A3, A4 – worked closely with the researcher to create 
images that effectively communicated the content and emotional 
climate of the digital graphic novel. 

C2, C3, C4, C5 – worked closely with the researcher to create 
vivid, believable characters.  

P3, P8, P9, P10, P11 – worked closely with the researcher to draw 
panels and frames that elicit emotion from the reader and are 
visually stimulating to the reader. 

E2, E3, E4, E6, E7, E8, E9, E12, E13, E14, E15, E14 – worked 
closely with the researcher to portray the emotions of the emotional 
social phenomena through design, colour, and imagery. 

Programmer I1, I3, I4, I5, I6, I7, I8, I9, I10, I11, I12, I13 – assisted the researcher 
in implementing HCI principles into the digital graphic novel. 

S1, S2 – assisted the researcher by ensuring that the sounds were 
coded into the right places in the digital graphic novel and at the 
right volumes. 

E2, E3, E10, E11 – assisted the researcher by creating the 
emotional and affective qualities of the digital graphic novel by 
programming sounds, colours and other components of the overall 
look-and-feel of the digital graphic novel. 

 

To further increase the accuracy of the digital graphic novel, the researcher 

incorporated photos of Robben Island taken by the Mandela27 team into certain 

frames of the digital graphic novel. The incorporation of these images not only provide 

a fair representation of the experiences of ex-political prisoners of Robben Island 

Prison, but are also recognisable entities that readers who subsequently visit Robben 
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Island will be able to identify. Figure 8.2 illustrates the incorporation of actual entities 

into the digital graphic novel. 

 

Figure 8.2: Example of the incorporation of actual entities on Robben Island in the 

digital graphic novel. 

The development of the digital graphic novel took part frame by frame and then page 

by page. Figure 8.3 shows the development of the first frame and Figure 8.4 shows 

the development of a page by combining frames. Both figures are followed by a brief 

summary that addresses the themes, codes and principles that informed their design 

and development. 
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Figure 8.3: The first frame of the digital graphic novel. 

Themes: Daily Life in Apartheid, Youth in the Apartheid era 

Codes: Daily Life - Marches in solidarity with other freedom fighters were held, Daily 

Life - Young children were deeply impacted by what they witnessed in the Apartheid 

era, Youth - a generation grew up during the midst of Apartheid and viewed bad living 

conditions as a norm. 

Principles incorporated: 

N5, N2: The author aims to make the readers care about the narrative by presenting 

the first frame from the viewpoint of a participant in the march. In doing so, readers 

feel part of the march as they look at the young boy watching on from the entrance of 

his shack.  

N3: Many young adults in South Africa and abroad can identify with historic marches 

against oppressive governments, ideals and laws. 

N4, N6: This frame clearly encapsulates the essence of the three codes it represents 

through a combination of carefully selected words and imagery.  
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N5, N7, E16: The words of the narrative in this frame elicit a feeling of sympathy 

towards the child who had to grow up amongst this unrest.  

C1, C5, A3, E12, E14, E15: The raised fists of the characters in the march show their 

determination and anger. In contrast, the child leaning against the door of his shack 

shows his uncertainty and fear to be outside his home. This frame represents the 

character’s personal struggle as a child growing up in this emotional climate. 

P3, P5, A1, A2: The images used in this frame represent an aspect and moment that 

is important to the narrative. This aspect and moment of the young child looking on as 

crowds of adults took part in a protest march was carefully selected in order to both 

elicit emotions from the readers and portray emotions to the readers.  

P12, P13: The text of the digital graphic novel is presented in a negative contrast and 

with standard capitalisation rules in order to simplify the reading process. The word 

‘amandla’ was presented in full capitals in order to show that it is being shouted out. 

A4: An intersecting combination of images and the narrative text is used. In this frame, 

the words state that it was the only kind of life that the child had ever known. The 

image paints the picture of the kind of life to which the child is referring.   

E6, E7, E8: Shades of orange were used in order to portray the distressed and upset 

child and members of the riot. Black was incorporated into the frame to represent the 

bad conditions against which protesting and the grim emotional climate. 

This is the first frame of the digital graphic novel. In this frame, the main character is 

introduced as a child. The story begins with the main character explaining his youth. 

In this frame, the researcher incorporated the themes and codes mentioned above 

either through explicit references or through the artwork in the frame. For the first 

iteration of the digital graphic novel, there were no sounds as the researcher wanted 

to confirm whether sounds would be distracting to the readers. At this stage, powerful 

images and strong sentences were used within the narrative to attempt to elicit 

emotion from the reader. The researcher and the artist agreed to not use too much 

detail at first in order to give the feel of the frames a hazy, memory-like feel. This frame 

would be incorporated into the first page of the digital graphic novel. 
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Figure 8.4: The first page of the digital graphic novel. 

Themes: Daily Life in Apartheid, Youth in the Apartheid era 

Codes: Daily Life - Marches in solidarity with other freedom fighters were held, Daily 

Life - Young children were deeply impacted by what they witnessed in the Apartheid 

era, Daily Life - Soldiers would raid the houses of African men in order to remove all 

objects they deemed dangerous or a potential weapon, Participation in riots resulted 

in long term sentences, Rebellion still took place in the midst of hope for positive 

change, Youth - a generation grew up during the midst of Apartheid and viewed bad 
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living conditions as a norm, Youth - Beginning of the youth uprisings, Youth - the 

younger generation of the Apartheid era would take part in the riots. 

Principles incorporated:  

N2, N5, E12: The author aims to make the reader care about the narrative through the 

choice of words and images used in the page. The series of images shows the growth 

of the character from child to young adult.  

N3: Young adults in South Africa and abroad can identify with historic marches against 

oppressive governments, ideals and laws. Many may have learnt about the actions of 

their parents and grandparents against sources of oppression as well as the resulting 

punishment. 

N4, N6: The frames in this page capture many facets of the themes Daily life in 

Apartheid and Youth in the Apartheid era through the use of carefully selected 

narrative text and imagery.   

N5, N7, E16: The narrative on this page of the digital graphic novel was written in a 

manner that showcased the events from the character’s childhood until awaiting 

incarceration at Jetty One. The inclusion of this sequence of events promotes 

meaningfulness as it provides a look into the events in early childhood that shaped the 

life of the character. 

C1, C2, C3, C5, E1, E17: This allows the reader to witness the conflicts that the 

character has with both himself and the world around him as he decides to join in the 

fight for freedom. The facial expressions and body language of the character in the 

frames of this page further enhance the emotional climate as they show his confusion 

as a child, determination as a young adult, and sadness as a prisoner awaiting 

incarceration. The combination of the aforementioned aspects help shape the 

character into a believable human being that readers can relate to. 

P1, P2, P7: The panels (frames) in the page flow easily from one to the other as the 

narrative progresses. The page also makes use of the standard left-to-right and top-

to-bottom flow that readers are accustomed to. 
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P3, P5, A1, A2: The images in each frame represent aspects and moments that are 

important to the narrative. These aspects and moments were carefully selected in 

order to both elicit emotions from the readers and portray emotions to the readers. The 

images clearly and compellingly tell the story of the important life events that led to the 

character’s decision to take part in the fight for freedom and his subsequent 

incarceration. 

P6, E12, E13: The first four frames of the novel as more or less the same size while 

the last frame spans the width of the page. The first four frames are almost equal in 

size as they all represent memories that were of equal importance to the character. 

The last slide spans the width of the page because it represents a major turning point 

in the character’s life and the wide view symbolises his last view of freedom while 

awaiting incarceration on Jetty One. 

P8, P11: Characters in the frames are drawn at different sizes to represent their 

positions in 3-dimensional space. For example, in the third frame, the little child 

cowering behind the couch is in the background hiding from the action occurring in the 

foreground of the picture. 

P12, P13: The text of the digital graphic novel is presented in a negative contrast and 

with standard capitalisation rules in order to simplify the reading process.    

A3, E12, E13 E14, E15: The pictures used in the frames of the page were used to 

evoke specific emotions to create a sense of immersion in the digital graphic novel. In 

the first two frames, the reader feels part of the march while looking on in sympathy 

with the confused young child standing at the door of his shack. In the third frame, the 

readers feel as though they are inside the house that the soldiers have entered. The 

fourth frame is from the viewpoint of a member of the march looking up to the 

confident, determined character. In the final frame, the reader feels like one of the 

prisoners awaiting incarceration along with the main character. 

A4: An intersecting combination of images and the narrative text is used. In this page, 

the narrative text states important aspects of the story, while the images paint a clearer 

picture of what they entailed. For example, in the third frame, the narrative text states 

that the character did not feel safe in his own home. This could have been for various 

reasons, such as: 
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 The structure of the shack could have been unstable. 

 The character could have been afraid of the marches that took place outside 

his doorstep. 

The picture clears up the meaning of the narrative text and contributes towards the 

narrative by illustrating that as a child, the character did not feel safe in his own home 

when it was penetrated by soldiers. 

E6, E7, E8: Shades of orange were used in order to portray the distressed and upset 

child, members of the riot, occupants in the house and prisoners awaiting 

incarceration. Black was incorporated into the frame to represent the bad conditions 

against which protesting and the grim emotional climate. The incorporation of blues in 

the final frame not only symbolise the ocean, but the fact that the character witnessed 

his last blue sky on the shores of freedom as he awaited his incarceration.  

Figure 8.4 is the first page of the digital graphic novel. At this stage, the researcher 

incorporated guidelines pertaining to the panels and pages of a digital graphic novel. 

A variety of other codes were incorporated into the page, but the overarching themes 

(Daily life in Apartheid and Youth in the Apartheid Era) remained similar in each frame.  

At this point, the researcher and all experts who were involved in the design of the 

digital graphic novel felt that the first page was complete and ready to be tested by the 

readers. Due to time constraints, the researcher decided to develop only one page of 

the digital graphic novel for the demonstrations and evaluations of the target audience. 

Once the themes of the recommendations are identified and implemented, 

development of the entire digital graphic novel will take place. A more comprehensive 

demonstration of the completed digital graphic novel will take place in Chapter 9.  

8.6 Summary  

The Action Planning and Action Taking phases of the research study were discussed 

in this chapter. The problem that will be addressed by the creation of the digital graphic 

novel was discussed in Section 8.2. The motivation for the development of the digital 

graphic novel was given in Section 8.3 and the objectives of the digital graphic novel 

were discussed according to the answers to the relevant boundary questions in 
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Section 8.4. Finally, the design and development of the digital graphic novel was 

discussed in Section 8.5 

The demonstration and evaluation of the digital graphic novel will be discussed in 

Chapter 9. 
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9 Chapter Nine: Demonstration and Evaluation 

9.1 Introduction  

The objective of the research conducted in this study is to develop guidelines for 

creating digital graphic novels portraying emotional social phenomena using critical 

systems heuristics and human-computer interaction principles. In this chapter, a digital 

graphic novel created using the guidelines proposed in Chapter 6 will be demonstrated 

and evaluated.  

The demonstration phase falls under the design science research process which forms 

part of the Action Taking and Action Planning phases of the overarching action 

research cycle incorporated in this study (Figure 9.1). The Evaluating phase falls under 

both the design science research cycle as well as the action research cycle adopted 

in this study. Data was collected through focus groups held with participants from the 

target audience of the digital graphic novel. The development of the questions posed 

in the focus groups will be discussed in Section 9.2. The data collection process will 

be discussed in Section 9.2.1. The methods of data analysis that will be used in the 

Evaluating phase will be discussed in Section 9.2.2. 

The demonstration of the first version will be reported on Section 9.3. This section will 

include a report on the coding and themes identified in the data as well as the 

improvements identified from the data analysis process. The second and third versions 

will be reported on Section 9.4. This section will include a demonstration of the 

improvements made to the original version, a report on the coding and themes 

identified in the data as well as the further improvements identified from the data 

analysis process. 

The incorporation of the themes identified in the data analysis process of all focus 

groups will be discussed in Section 9.5. The final version of the digital graphic novel 

will be demonstrated in Section 9.6. This will be followed by a report on the 

implementation of the digital graphic novel in Section 9.7. The chapter will conclude 

with a summary in Section 9.8. A copy of the Mandela27 digital graphic novel is 

included in the Data CD. The digital graphic novel is saved as both Windows and iOS 

application files. 
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Figure 9.1: An adaptation of the action research cycle (Baskerville, 1999:14) and the 
design science research process (Peffers et al., 2006:93) to represent the  research 
structure of this study. 
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9.2 Research design – Evaluating phase 

The Evaluating phase is the fifth stage of the design science research cycle, and the 

fourth stage of the action research cycle. In this phase, the views of members of the 

target audience concerning the digital graphic novel are determined. This correlates 

with proposed guideline I1 which states that the interface of a digital graphic novel 

should be tested on a member of the target audience and then altered to 

accommodate their preferences. The views of members of the target audience will be 

determined by conducting focus groups. The identified views will help to inform the 

design and development of the digital graphic novel as the recommendations collected 

from each focus group regarding the first developed page of the digital graphic novel 

will be considered and implemented in the subsequent version. The literature review 

conducted in Chapter 2 guided the researcher in further understanding the data that 

is collected through the interpretive methods. At the end of this phase, the identified 

themes in the data should be addressed in the design and development of the digital 

graphic novel portraying emotional social phenomena created in this study. 

9.2.1 Data collection 

The researcher made use of the focus groups to address issues of importance 

regarding the design and development of the digital graphic novel. Although every 

effort was taken to produce an artefact that incorporated the identified guidelines 

(Chapter 6 Section 6.7), it was important to address particular issues with members of 

the target audience. The questions for the focus groups were structured around the 

main headings of the proposed guidelines given in Chapter 6 Section 6.7. Table 9.1 

links each of the five open-ended questions posted to participants of the focus groups 

to the heading with which it corresponds. 

Table 9.1: List of questions mapped to headings of proposed guidelines. 

 Question Heading 

1 What do you think of the design of the digital graphic novel? Pages and Panels 

2 What are your opinions on the artwork? Artwork 

3 What are your opinions on the camera movement? Interface 

4 What are your opinions on the addition of sound/narration in the 

digital graphic novel? 

Sound 

5 Would you enjoy reading this digital graphic novel? Emotion 
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Although the questions posed during the focus groups appear broad, it was deemed 

necessary to pose the questions in order to avoid prompting the participants by asking 

guideline specific questions. For example, although the fifth question in Table 9.1 asks 

a participant whether they would enjoy reading the digital graphic novel, the real 

purpose of the question is to determine whether a participant experienced a certain 

emotion without prompting. As in Chapter 7, subsets of the questions given in Table 

9.1 were posed in the focus groups. 

9.2.1.1 Process and participants 

Once the questions were structured and finalised, focus groups with members of the 

target audience were held. The process followed for the focus groups is given in 

Section 9.2.1.2 and the details of the participants are given in Section 9.3.1 and 

Section 9.3.2. 

9.2.1.2 Focus group process 

One focus group was held after the first development of the first page (which contained 

five frames) of the digital graphic novel in order to inform the design and development 

of the artefact. The second and third focus groups were held after the second 

development of the first page of the digital graphic novel in order to identify whether 

the changes made to the first version were acceptable to other members of the target 

audience. The recommendations identified from the second and third focus groups 

provided further insight for the development of the digital graphic novel as a whole. 

The first focus group was held in the hall of a high school in Three Rivers, Vereeniging. 

The remaining two focus groups were held in the development labs of the Serious 

Games Institute – South Africa at the North-West University (Vaal Triangle Campus) 

in Vanderbijlpark.  

Each focus group consisted of participants who were between the ages of 16 and 25. 

Participants in the first focus group knew each other and were a little more casual in 

their responses in comparison to the participants of the second and third focus groups. 

In general, however, there was a lack of feedback from the participants in the focus 

groups conducted in this phase of the study. The researcher suggests that the age 

group of the participants was one that lent itself heavily to peer pressure. As a result, 

many participants were too shy to offer long, detailed answers and many responded 
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with a simple ‘yes’, ‘no’ or nod of agreement. In these cases, conclusions were made 

based on statements made that led to the responses of the participants.  

In order to compensate for the social climate within the focus groups, a relaxed 

environment was created in which the participants felt comfortable to share their views. 

This was accomplished in many ways including thanking participants for their valuable 

input, giving each participant an opportunity to respond and sometimes by even talking 

about ‘awesome comic book hero movies’. In some cases where the respondents 

were especially shy, possible answers were offered in order to encourage participants 

to formulate their own. Once again, open-ended and semi-structured focus groups 

were used to allow participants to talk amongst themselves. Participants were also 

free to digress from initial questions as the researcher believes that it is important to 

allow participants to speak freely about all ideas stemming from the original question 

as this contributes towards a richness in the data.  

As mentioned previously, some respondents were extremely shy to answer a question 

directly. In these cases, a question was asked and then a possible answer was given 

after waiting for a sufficient amount of time. Some participants were unable to 

formulate their thoughts into arguments or comments. These participants found it 

helpful to agree or disagree with an answer provided by the researcher. Although out 

of the ordinary, the aforementioned methods allowed the participants to engage in a 

conversation with the researcher and other participants regarding the digital graphic 

novel. 

9.2.2 Data analysis 

The content analysis of the data collected in the focus groups will be done in a directed 

manner. The number of theories on a phenomenon may be limited and may increase 

upon further study. Directed content analysis focuses on the description and validation 

of theories on a phenomenon (Hsieh & Shannon, 2005:1279).  

The textual analysis of the data in this study will by cyclic in nature. In this study, the 

whole body of text that will be analysed will be the focus groups and interview. The 

parts of this whole will be the questions, a specific participant’s response and the 

responses of other participants. Characteristics of the focus groups conducted in the 

evaluation phase were: 
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 Simple statements of agreement or disagreement such as ‘yes’ or ‘no’. 

 Incomplete sentences that could either be a statement or an incomplete 

thought. 

For example, one of the responses received by a participant was “I like.” In order to 

understand whether this was a statement or an incomplete thought, the researcher 

had to look at the statement made before the response. A review of the transcript 

showed that the researcher asked the participants if they are satisfied with what they 

have seen of the digital graphic novel. Also, to be certain that it was not an incomplete 

thought, the researcher returned to the audio files and listened to the focus group in 

order to hear the intonation with which the response was made. After reviewing the 

transcript and listening to the audio file, the researcher was able to determine that the 

participant was expressing approval of the overall design of the digital graphic novel. 

Therefore, by understanding each individual part of the focus groups, the researcher 

will be able to gain a better understanding of the text as a whole and vice versa. Each 

response in the focus group will be analysed in chronological order with the aim of 

reconstructing the meaning of each response. The overall climate of the focus group 

will also be used to interpret certain responses. This process reflects the ideas of 

hermeneutics. 

The data analysis in this study took place according to the eight step process of 

performing content analysis as proposed by Zhang and Wildemuth (2009:3). Table 9.2 

provides an overview of the eight steps proposed by Zhang and Wildemuth (2009:3) 

as well as how each step has been applied in this research. 

Table 9.2: Adapted summary of the content analysis process as summarised from 
Zhang and Wildemuth (2009:3). 

1. Prepare the data This step was completed by transcribing the focus groups and 
removing any identifying data as discussed in Section 9.2.2.1. 

2. Define the unit of 
analysis 

The chosen unit of analysis for this research is response per 
participant per question as discussed in Section 9.2.2.2. 

3. Develop categories 
and a coding scheme 

Questions are derived from elements of the principles for the 
design of a digital graphic novel (Section 9.2.1). The bulk of the 
categorisation takes place in the coding phase discussed in 
Section 9.3.2, and 9.4.2. 

4. Test your coding on a 
sample of text 

The researcher gained experience in applying this method in 
Chapter 7 and was able to code the text of each focus group. 
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5. Code all the text All focus groups were coded. A summary of all codes per focus 
group is given in Section 9.3.2 and 9.4.2. 

6. Assess your coding 
consistency 

The researcher coded the data once and then set the codes 
and transcripts aside for two weeks. After two weeks, the 
researcher once again coded all the data again and compared 
the codes of the second round of coding with that of the first. 
Differences in codes were investigated. Codes that were not 
picked up in the first or second round of coding were included 
in the final list and codes that were similar were merged into 
one code. 

7. Draw conclusions 
from the coded data 

Once the codes were grouped into code families, the 
researcher isolated themes which are further discussed in 
Section 9.3.4 and 9.4.4. 

8. Report your method 
and findings 

Chapters 2, 7 and 10 serve as the report of the methods and 
findings. 

 

9.2.2.1 Prepare the data 

The first of the eight steps proposed by Zhang and Wildemuth (2009:3) was completed 

as described in Table 9.2 and discussed in Section 9.2.1. The focus groups and 

interview were transcribed and edited in order to ensure that no identifiable data was 

present in any of the responses. The transcriptions of the focus groups and interview 

do not contain any changes in terms of grammar or colloquialisms in an attempt to 

make the environment of the focus groups and interview transparent to the reader. 

9.2.2.2 Define the unit of analysis 

The next step in the data analysis process was to define a unit of analysis. This step 

corresponds to Step 2 in Table 9.2. Due to the fact that not all questions were asked 

to all participants, the researcher will analyse each answer with respect to the other 

answers given by the participants and the general discussion in the focus group.  

9.2.2.3 Develop categories and a coding scheme 

Although the categories of the proposed guidelines served as categorisation of the 

questions, final categories could only be developed once the content analysis was 

completed. 
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9.2.2.4 Test your coding on a sample of text 

The researcher made used of the coding experience acquired in Chapter 7 and applied 

it to the coding of each of the focus groups. 

9.3 First demonstration 

The digital graphic novel was developed in the Unity game engine. The proposed 

guidelines from Chapter 6 were combined with the stories of the ex-political prisoners 

(Chapter 7) in order to develop the digital graphic novel. Due to the time constraints 

imposed by the Mandela27 project deadlines, the researcher was unable to develop 

multiple iterations of the entire digital graphic novel for each evaluation. In order to 

compensate for this, the researcher opted to develop five frames, test them on a focus 

group consisting of the target audience and then redevelop the frames according to 

the themes discovered in the evaluation.  

Figures 9.2 – 9.6 demonstrates each frame of the first page of the digital graphic novel. 

Figure 9.7 demonstrates the first page of the digital graphic novel as shown to the 

participants of the focus groups. 
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Figure 9.2: The first frame of the demo page. 

 

Figure 9.3: The second frame of the demo page. 

 

Figure 9.4: The third frame of the demo page. 

 

Figure 9.5: The fourth frame of the demo page. 
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Figure 9.6: The fifth frame of the demo page. 

 

 

Figure 9.7: The first version of the demo page. 

 



Chapter 9: Demonstration and Evaluation | 244 
 

9.3.1 Participant detail 

The first focus group consisted of high school learners of a school in Three Rivers, 

Vereeniging. This school was selected because the environment is known to the 

researcher. Her familiarity with the school allowed her to obtain permission to conduct 

a focus group with the learners and her familiarity with the learners motivated many 

participants to attend as they were not intimidated by the researcher. The participants 

of the first focus group consisted of the principal and seven female senior high school 

learners. Permission was obtained from the school principal to conduct the focus 

group. An example of the letter of consent is presented in Appendix A. The focus group 

was conducted in the hall of the school with the principal present at all times. The 

participants were given context of the Mandela27 project. The participants were shown 

a demo page which contained five frames. The participants were asked questions after 

the demonstration in order to assist the researcher in refining the digital graphic novel 

into an exciting medium through which the target audience can learn about an 

emotional social phenomenon.  

9.3.2 Code all the text 

Responses from the first focus group were coded according to their relative topics. 

Table 9.3: Summary of all codes from the first focus group. 

  Focus 
Group 1 

TOTALS: 

Artwork - Finer detail would be preferred in the artwork. 3 3 

Artwork - The chosen art style works well for the target audience. 2 2 

Camera Movement - between frames is too distracting. 1 1 

Camera Movement - Makes reading difficult. 1 1 

Camera Movement - Needs to be more subtle. 1 1 

Camera Movement - Suggested that the player controls the timing 
of the camera movement themselves. 

1 1 

Camera Movement - The angles during movement distorts text. 1 1 

Camera Movement - The camera zooms in and out too much. 1 1 

Camera Movement - Timing between frames need to be slowed 
down as it transitions too fast. 

3 3 

Character - Enjoys the character. 1 1 

Colours - Feels that the colours should remain the same. 1 1 

Colours - Helped elicit emotions mirroring the ominous nature of 
the content. 

1 1 

Colours - In favour of the colours used. 1 1 

Colours - Indifferent to colours used. 1 1 
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Colours - Would prefer a wider array of colours. 4 4 

Design - Approves of the overall look and feel of the digital graphic 
novel. 

4 4 

Design - Approves of the simulated 3D effect of the graphics. 1 1 

Design - The digital graphic novel communicates better to the 
target audience than plain audio or text. 

2 2 

Design - Would like to select their own character 2 2 

Narration - feels that subtitles should accompany the narration. 2 2 

Sounds - Prefer higher volumes at more intense scenes. 1 1 

 

9.3.3 Assess the coding consistency 

The researcher coded the data once and then set the codes and transcripts aside for 

two weeks. After two weeks, the researcher once again coded all the data again and 

compared the codes of the second round of coding with that of the first. Differences in 

codes were investigated. Codes that were not picked up in the first or second round 

of coding were included in the final list and similar codes were merged into one code. 

In the coding process, many codes related to similar topics. In order to prevent these 

from becoming inconsistencies, codes were grouped together into families. Families 

are codes that are grouped according to their similar topics.  

9.3.4 Conclusions from the data 

Step 7 of the content analysis process according to Zhang and Wildemuth (2009:3) is 

to draw conclusions from the coded data. By making use of code families as discussed 

in the previous section, the researcher was able to distinguish six themes that were 

present in the data. These themes are discussed in the sub-sections of this section. 

The discussion of each theme will begin with a short summary of the theme. The codes 

that support this theme and form part of its code family are then presented in table 

format along with the number of their occurrences in each primary document. One of 

the most frequently occurring codes is discussed and finally, conclusions are drawn 

from the analysis of the data.  

9.3.4.1 Theme 1: Artwork 

The participants of the focus groups expressed their views toward the art style used 

in the digital graphic novel. The art style relates to the way in which all the graphic 
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content is presented. The researcher chose to discuss colour and artwork separately 

as it seemed that the participants treated them as different entities in their responses. 

For example, a participant may have approved of the art style but not of the colours. 

An example of this is taken from the second focus group and presented in Code 

Excerpt 9.1.  

Code Excerpt 9.1: Example of a participant’s separation of artwork and colour. 

P 3: Evaluation - Focus Group 2 - 3:15 [R7: Uhm, I like the [inaudible..]  (75:75)   (Super) 
Codes: [Colours - Would prefer a wider array of colours. - Family: Colour] [Design - Approves of the overall 
look and feel of the digital graphic novel. - Family: Design]  
No memos 
 
R7: Uhm, I like the cartoony stuff, but can’t there be like more colours? 

 

The researcher combined all codes relating to the artwork and art style into the code 

family called Artwork. Table 9.4 demonstrates the code occurrence frequencies for 

each code in the Artwork code family. 

Table 9.4: Code occurrence frequencies for codes in the Artwork code family. 

 Focus 
Group 1 

TOTALS: 

Artwork - Finer detail would be preferred in the artwork. 3 3 

Artwork - The chosen art style works well for the target audience. 2 2 

TOTALS: 5 5 

 

Although some participants enjoyed the art style, the most prominent code in the 

Artwork code family deals with the fact that finer detail would be preferred in the 

artwork of the digital graphic novel. Code Excerpt 9.2 shows participants’ responses 

regarding the need for finer detail in the artwork of the digital graphic novel. 

Code Excerpt 9.2: Participants’ responses regarding the need for finer detail in the 
artwork of the digital graphic novel. 

P 1: Evaluation - Focus Group 1 - 1:4 [Are the characters gonna be mo..]  (92:92)   (Super) 
Codes: [Artwork - Finer detail would be preferred in the artwork. - Family: Artwork]  
No memos 
 
Are the characters gonna be more detailed than that or is that the… 
 
 
P 1: Evaluation - Focus Group 1 - 1:21 [Does he have hair? Is he bald?..]  (176:176)   (Super) 
Codes: [Artwork - Finer detail would be preferred in the artwork. - Family: Artwork]  
No memos 
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 Does he have hair? Is he bald? 

 

P 1: Evaluation - Focus Group 1 - 1:30 [And more detail? Who wants mor..]  (129:130)   (Super) 
Codes: [Artwork - Finer detail would be preferred in the artwork. - Family: Artwork]  
No memos 
 
And more detail? Who wants more detail on the characters faces? 

[Respondents saying “yes, yeah”] 

 

9.3.4.1.1 Conclusions from Artwork 

The art style used in the digital graphic novel should be more detailed in order to cater 

to the preferences of the target audience. By adding more detail to the current art style, 

the digital graphic novel will appeal to a larger portion of the target group. This will 

increase the size of the audience to which the stories of the ex-political prisoners of 

Robben Island Prison will be relayed.  

9.3.4.2 Theme 2: Camera Movement 

The participants of the focus groups expressed their views toward the camera 

movement incorporated within in the digital graphic novel. The camera movement 

relates to the way in which the reader’s view is guided from frame to frame in the digital 

graphic novel. The researcher combined all codes relating to the camera movement 

into the code family called Camera Movement. Table 9.5 demonstrates the code 

occurrence frequencies for each code in the Camera Movement code family. 

Table 9.5: Code occurrence frequencies for codes in the Camera Movement code 
family. 

 Focus 
Group 1 

TOTALS: 

Camera Movement - between frames is too distracting. 1 1 

Camera Movement - Makes reading difficult. 1 1 

Camera Movement - Needs to be more subtle. 1 1 

Camera Movement - Suggested that the player controls the timing of the 
camera movement themselves. 

1 1 

Camera Movement - The angles during movement distorts text. 1 1 

Camera Movement - The camera zooms in and out too much. 1 1 

Camera Movement - Timing between frames need to be slowed down as 
it transitions too fast. 

3 3 

TOTALS: 9 9 
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The most prominent code in the Camera Movement code family deals with the fact 

that the camera movement between frames is too fast for readers. Code Excerpt 9.3 

shows participants’ responses regarding the need for slower camera movement in the 

digital graphic novel. 

Code Excerpt 9.3: Participants’ responses regarding the need for slower camera 
movement in the digital graphic novel. 

Evaluation - Focus Group 1 - 1:13 [Like, it went on the first one..]  (139:139)   (Super) 
Codes: [Camera Movement - Timing between frames need to be slowed down as it transitions too fast.]  
No memos 
 
 Like, it went on the first one, and then it moves to the second, but then it goes away, and then it goes back to 
the third one.  
 
 
Evaluation - Focus Group 1 - 1:12 [The movements are too, too fas..]  (137:137)   (Super) 
Codes: [Camera Movement - Timing between frames need to be slowed down as it transitions too fast.]  
No memos 
 
The movements are too, too fast. 
 
Evaluation - Focus Group 1 - 1:10 [Ya, it’s distracting. The firs..]  (132:132)   (Super) 
Codes: [Camera Movement - between frames is too distracting.] [Camera Movement - Timing between 
frames need to be slowed down as it transitions too fast.]  
No memos 
 
Ya, it’s distracting. The first one was a bit hectic. 

 

9.3.4.2.1 Conclusions from Camera Movement 

The researcher included camera movement into the digital graphic novel in order to 

guide the view of the reader. The responses from the focus group indicate that the 

camera movement is not optimised as it is perceived as distracting and too fast. The 

camera movements will have to be readjusted in order to facilitate a smooth flow from 

frame to frame and to allow for a positive reading experience. 

9.3.4.3 Theme 3: Character 

Although there was only one response that covered the topic of the character, the 

researcher believed that it was important to report on it as a theme on its own. This is 

attributed to the fact that guidelines relating to characters in a digital graphic novel are 

in a category of their own. The researcher created the code family called Character to 

contain the code relating to the main character of the digital graphic novel. Table 9.6 

demonstrates the code in the Character code family and Code Excerpt 9.4 shows the 

participant’s response. 
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Table 9.6: Code occurrence frequencies for codes in the Character code family. 

 Focus 
Group 1 

TOTALS: 

Character - Enjoys the character. 1 1 

TOTALS: 1 1 

 

Code Excerpt 9.4: Participant’s response regarding the main character of the digital 

graphic novel. 

P 1: Evaluation - Focus Group 1 - 1:28 [you’ve got a good character he..]  (225:225)   (Super) 
Codes: [Character - Enjoys the character. - Family: Character]  
No memos 
 
you’ve got a good character here… 

 

9.3.4.3.1 Conclusions from Character 

Even though there were no questions posed regarding the character of the digital 

graphic novel, a participant expressed satisfaction with the character. The researcher 

believes that this is an important response as it demonstrates the fact that members 

of the target audience enjoy the manner in which the main character is portrayed. 

Therefore, the author, designer and artist need to ensure that the method of portrayal 

of the main character remains the same style throughout the digital graphic novel. 

9.3.4.4 Theme 4: Colours 

The participants of the focus groups expressed their views toward the colours used in 

the digital graphic novel. As stated earlier, the researcher chose to discuss colour and 

artwork separately as it seemed that the participants treated them as different entities 

in their responses. The researcher combined all codes relating to the colours in the 

digital graphic novel into the code family called Colours. Table 9.7 demonstrates the 

code occurrence frequencies for each code in the Colours code family. 

Table 9.7: Code occurrence frequencies for codes in the Colours code family. 

 Focus 
Group 1 

TOTALS: 

Colours - Feels that the colours should remain the same. 1 1 

Colours - Helped elicit emotions mirroring the ominous nature of the 
content. 

1 1 
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Colours - In favour of the colours used. 1 1 

Colours - Indifferent to colours used. 1 1 

Colours - Would prefer a wider array of colours. 3 3 

TOTALS: 7 7 

 

The most prominent code in the Colours code family deals with the fact that 

participants would prefer a wider range of colours in the frames of the digital graphic 

novel. Code Excerpt 9.5 shows participants’ responses regarding the need for the use 

of a wider array of colours in the digital graphic novel. 

Code Excerpt 9.5: Participants’ responses regarding the need for the use of a wider 
array of colours in the digital graphic novel. 

P 1: Evaluation - Focus Group 1 - 1:29 [R4: is the colour scheme gonna..]  (119:121)   (Super) 
Codes: [Colours - Would prefer a wider array of colours.]  
No memos 
 
R4: is the colour scheme gonna stay this brown black and white? 

R5: It should stay like that. 

R4: No 
 
 
P 1: Evaluation - Focus Group 1 - 1:8 [I think it’s good like that, b..]  (123:123)   (Super) 
Codes: [Colours - Would prefer a wider array of colours.] [Design - Approves of the overall look and feel of 
the digital graphic novel.]  
No memos 
 
 I think it’s good like that, but if it changes it would be even… 
 
 
P 1: Evaluation - Focus Group 1 - 1:15 [Ya, I don’t like the colour.]  (165:165)   (Super) 
Codes: [Colours - Would prefer a wider array of colours.]  
No memos 
 
Ya, I don’t like the colour.  
 
 
P 1: Evaluation - Focus Group 1 - 1:16 [You must have more orange]  (171:171)   (Super) 
Codes: [Colours - Would prefer a wider array of colours.]  
No memos 
 
 You must have more orange 

 

9.3.4.4.1 Conclusions from Colours 

The colours used in the digital graphic novel were selected with the aim of portraying 

the sombre, ominous emotions felt by the ex-political prisoners. However, many 

participants of the focus group felt that there should be a wider array of colours used. 

Different hues will be incorporated into the next version of the first page of the digital 
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graphic novel in order to make the colour scheme more appealing to members of the 

target audience. 

9.3.4.5 Theme 5: Design 

The participants of the focus groups expressed their views regarding the design of the 

digital graphic novel. The researcher combined all codes relating to the design of the 

digital graphic novel into the code family called Design. Table 9.8 demonstrates the 

code occurrence frequencies for each code in the Design code family. 

Table 9.8: Code occurrence frequencies for codes in the Design code family. 

 Focus 
Group 1 

TOTALS: 

Design - Approves of the overall look and feel of the digital graphic novel. 4 4 

Design - Approves of the simulated 3D effect of the graphics. 1 1 

Design - The digital graphic novel communicates better to the target 
audience than plain audio or text. 

2 2 

Design - Would like to select their own character 2 2 

TOTALS: 9 9 

 

The most prominent code in the Design code family deals with the fact that participants 

approve of the overall design of the digital graphic novel. Most of the responses 

regarding the design of the digital graphic novel were positive. There was a 

recommendation for further improving the design of the digital graphic novel by 

allowing the readers to select their own character. However, the researcher believes 

that doing so will complicate the digital graphic novel and violate proposed guideline 

N4 which states that complex information should not be presented in the narrative. 

Code Excerpt 9.6 shows participants’ responses regarding their approval of the overall 

design of the digital graphic novel. 

Code Excerpt 9.6: Participants’ responses regarding their approval of the overall 
design of the digital graphic novel. 

P 1: Evaluation - Focus Group 1 - 1:5 [It’s really good.]  (117:117)   (Super) 
Codes: [Design - Approves of the overall look and feel of the digital graphic novel.] [Design - The digital 
graphic novel communicates better to the target audience than plain audio or text.]  
No memos 
 
It’s really good. 
 
 
P 1: Evaluation - Focus Group 1 - 1:8 [I think it’s good like that, b..]  (123:123)   (Super) 
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Codes: [Colours - Would prefer a wider array of colours.] [Design - Approves of the overall look and feel of 
the digital graphic novel.]  
No memos 
 
 I think it’s good like that, but if it changes it would be even… 
 
 
P 1: Evaluation - Focus Group 1 - 1:22 [I like …]  (52:52)   (Super) 
Codes: [Artwork - The chosen art style works well for the target audience. - Family: Artwork] [Design - 
Approves of the overall look and feel of the digital graphic novel.]  
No memos 
 
I like … 
 
 
P 1: Evaluation - Focus Group 1 - 1:1 [R4: It’s really cool [others c..]  (17:18)   (Super) 
Codes: [Artwork - The chosen art style works well for the target audience. - Family: Artwork] [Design - 
Approves of the overall look and feel of the digital graphic novel.]  
No memos 
 
R4: It’s really cool 

[others chorus agreement]. 

 

9.3.4.5.1 Conclusions from Design 

Many participants of the first focus group approved of the overall design of the digital 

graphic novel. Therefore, it is important to ensure that the design of the following 

version of the first page of digital graphic novel is consistent with the design 

demonstrated at the focus group. 

9.3.4.6 Theme 6: Sound 

The participants of the focus groups expressed their views regarding the use of sound 

within the digital graphic novel. The participants were asked about their views about 

the inclusion of narration. The researcher combined all codes relating to the use of 

sound within the design of the digital graphic novel into the code family called Sound. 

Table 9.9 demonstrates the code occurrence frequencies for each code in the Sound 

code family. 

Table 9.9: Code occurrence frequencies for codes in the Sound code family. 

 Focus 
Group 1 

TOTALS: 

Narration - feels that subtitles should accompany the narration. 2 2 

Sounds - Prefer higher volumes at more intense scenes. 1 1 

TOTALS: 3 3 
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The researcher mentioned the fact that there were plans to implement narration in the 

digital graphic novel. The most prominent code in the Sound code family relates to the 

fact that narration incorporated in the digital graphic novel should be accompanied by 

subtitles. Code Excerpt 9.7 shows participants’ responses regarding their views of 

narration and subtitles in a digital graphic novel. 

Code Excerpt 9.7: Participants’ responses regarding their views of narration and 
subtitles in a digital graphic novel. 

P 1: Evaluation - Focus Group 1 - 1:18 [I was gonna ask uhm, with the ..]  (227:227)   (Super) 
Codes: [Narration - feels that subtitles should accompany the narration. - Family: Sound]  
No memos 
 
I was gonna ask uhm, with the narrate, narrating, are you gonna have subtitles? Cause sometimes you can’t 
hear properly and then it’s starts to be… 
 
 
P 1: Evaluation - Focus Group 1 - 1:20 [And for deaf people.]  (229:229)   (Super) 
Codes: [Narration - feels that subtitles should accompany the narration. - Family: Sound]  
No memos 
 
And for deaf people. 

 

9.3.4.6.1 Conclusions from Sound 

The researcher interpreted the word ‘subtitles’ to mean text boxes which were already 

implemented in the digital graphic novel. Therefore, the researcher concluded that 

although the narrative may be narrated to the reader, it is still important to have a 

textual representation of the narrative being told through text boxes. This helps to cater 

to users who may have difficulty hearing. 

9.3.5 Improvements identified through the data analysis of the first evaluation 

The researcher viewed each code and theme in order to identify possible improvement 

areas for the digital graphic novel. The identified areas of improvement for the first 

page of the digital graphic novel were: 

1. Add more detail to the images. 

2. Camera movement should be optimised. 

3. Text should be legible throughout camera movement. 

4. The reader should control the camera movement. 

5. A wider array of colours should be used. 

6. Sounds at more intense scenes should be increased. 
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9.4 Demonstration of second version 

Before the changes were made, the researcher reflected on the changes in terms of 

the literature. This was to observe how the proposed changes correlated to the 

proposed guidelines and to develop ideas for the improvement of the second version 

of the first page of the digital graphic novel. Table 9.10 maps each proposed change 

to the proposed guideline with which it correlates. 

Table 9.10: Proposed changes and the guidelines to which they correlate. 

Proposed change Guideline 

Add more detail to the images. C3, 

Camera movement should be optimised. P1, P5, I1 

Text should be legible throughout camera movement. I1, I13 

The reader should control the camera movement I9 

A wider array of colours should be used E4,  

Sounds at more intense scenes should be increased S1, S2, E10 

 

The aforementioned recommended improvements were made in the second version 

of the first page of the digital graphic novel. Figure 9.8 – Figure 9.11 show the changes 

made to the frames of the first version of the first page of the digital graphic novel. 

Figure 9.12 illustrates the second version of the first page of the digital graphic novel. 
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Figure 9.8: Changes made to the colours of the first frame of the digital graphic novel. 

 

Figure 9.9: Changes made to the colours and detail in the second frame of the digital graphic novel. 
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Figure 9.10: Changes made to the colours and detail in the third frame of the digital graphic novel. 

 

Figure 9.11: Changes made to the colours of the fourth frame of the digital graphic novel. 
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Figure 9.12: The second version of the demo page. 
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In Figure 9.8 - 9.11, the addition of more detail and a wider array of colours to the 

frames are demonstrated. The detail added to the frames is in the form of darker 

outlines of the facial features of characters as opposed to the orange outlines used 

before. This keeps with the hazy, shadowy look-and-feel of an early memory as the 

main character recalls memories of his past. Other changes made that are not evident 

in the figures include: 

1. The path of the camera angle between frames was made to be more subtle. 

2. The camera angles ensured that the text was always visible. 

3. The reader was granted control of the camera movement through the 

incorporation of navigation arrows on the screen and navigation through the 

arrow keys on the keyboard. 

4. The volume of the sound in the first screen was increased.  

9.4.1 Participant detail 

The second and third focus groups were held on the same day. These focus groups 

were conducted during a mini-open day at the North-West University: Vaal Triangle 

Campus. Individuals who expressed interest in the Serious Games Institute – South 

Africa (SGI-SA) were asked if they would be willing to participate in the focus groups. 

The second focus group consisted of four male high school learners. The third focus 

group consisted of two female and six male high school learners. Participants of these 

focus groups signed consent forms. An example of these consent forms can be found 

in Appendix B. The focus groups were held in the SGI-SA labs. This demonstration 

was held after changes were made to the first page of the digital graphic novel 

according to the feedback received from the first focus group. The redesigned version 

of the first page of the digital graphic novel was demonstrated to each of the focus 

groups on plasma TVs. The participants were asked questions after the demonstration 

in order to assist the researcher in further refining the digital graphic novel into an 

exciting medium through which the target audience can learn about an emotional 

social phenomenon. 
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9.4.2 Code all the text 

The second and third focus groups were analysed together as they were conducted 

on the same day. Responses from the second and third focus groups were also coded 

according to the their relative topics. 

Table 9.11: Summary of all codes from the second and third focus groups. 

 
 

Focus 
Group 2 

Focus 
Group 3 

TOTALS: 

Artwork - Finer detail would be preferred in the artwork. 4 0 4 

Artwork - The chosen art style works well for the target 
audience. 

4 2 6 

Camera Movement - Keeps the attention of the reader. 0 1 1 

Camera Movement - Makes reading difficult. 5 1 6 

Camera Movement - Text should remain in a static 
position while camera moves. 

1 2 3 

Camera Movement - The angles during movement 
distorts text. 

1 0 1 

Camera Movement - Timing between frames need to 
be slowed down as it transitions too fast. 

2 0 2 

Colours - Helped elicit emotions mirroring the ominous 
nature of the content. 

1 0 1 

Colours - Would prefer a wider array of colours. 1 1 2 

Design - Approves of the overall look and feel of the 
digital graphic novel. 

2 0 2 

Design - Approves of the simulated 3D effect of the 
graphics. 

1 0 1 

Design - Would prefer movement in the frames of the 
digital graphic novel. 

0 2 2 

Narration - feels that subtitles should accompany the 
narration. 

0 2 2 

Narration - If narration is used, certain text can be 
omitted from the frames. 

0 1 1 

Narration - In favour of the use of narration in the digital 
graphic novel. 

2 2 4 

Sound - Would prefer sounds to accompany frames. 0 1 2 

TOTALS: 24 15 39 

 

9.4.3 Assess the coding consistency 

The coding consistency was assessed according to the methods discussed in Section 

9.3.3. 
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9.4.4 Conclusions from the data 

Step 7 of the content analysis process according to Zhang and Wildemuth (2009:3) is 

to draw conclusions from the coded data. By making use of code families as discussed 

in the previous section, the researcher was able to distinguish five themes that were 

present in the data. These themes are discussed in the sub-sections of this section. 

All themes identified in the second and third focus groups were present in the data 

analysis of the first focus group. The discussion of each theme will begin with a short 

summary of the theme. The codes that support this theme and form part of its code 

family are then presented in table format along with the number of their occurrences 

in each primary document. One of the most frequently occurring codes are discussed 

and finally, conclusions are drawn from the analysis of the data.  

9.4.4.1 Theme 1: Artwork 

The participants of the focus groups expressed their views toward the art style used 

in the digital graphic novel. The art style relates to the way in which all the graphic 

content is presented. As mentioned earlier, the researcher chose to discuss colour 

and artwork separately as it seemed that the participants treated them as different 

entities in their responses. An example of this is given in Section 9.4.3.1. The 

researcher combined all codes relating to the artwork and art style into the code family 

called Artwork. Table 9.12 demonstrates the code occurrence frequencies for each 

code in the Artwork code family. 

Table 9.12: Code occurrence frequencies for codes in the Artwork code family. 

 
 

Focus 
Group 2 

Focus 
Group 3 

TOTALS: 

Artwork - Finer detail would be preferred in the artwork. 4 0 4 

Artwork - The chosen art style works well for the target 
audience. 

4 2 6 

TOTALS: 8 2 10 

 

The most prominent code in the Artwork code family deals with the fact that the chosen 

art style works well for readers. Although more detail was added to the frames of the 

first page of the digital graphic novel, participants still requested that more detail be 

added. It is also interesting to note that although the participants recommended more 
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detail in the artwork, many expressed satisfaction with the current art style. Code 

Excerpt 9.8 shows participants’ responses regarding their approval of the chosen art 

style. 

Code Excerpt 9.8: Participants’ responses regarding their approval of the chosen art 
style. 

P 2: Evaluation - Focus Group 3 - 2:4 [I like, I like the drawing sty..]  (16:16)   (Super) 
Codes: [Artwork - The chosen art style works well for the target audience. - Family: Artwork]  
No memos 
 
I like, I like the drawing style. I, I speak from experience, it’s not easy to get a sort of drawing style that looks 
real. 
 
 
P 2: Evaluation - Focus Group 3 - 2:5 [Uhm, I like the drawings and s..]  (38:38)   (Super) 
Codes: [Artwork - The chosen art style works well for the target audience. - Family: Artwork] [Camera 
Movement - Keeps the attention of the reader.]  
No memos 
 
 Uhm, I like the drawings and stuff. I’m not too big a reader, so I like to speed read through things, and uhm, if, 
if it catches my attention I’ll read it, and this kind of catches my intentions because it’s a unique drawing style, 
and uhm, the way it moves, keeps my eye busy on it. 
 
 
P 3: Evaluation - Focus Group 2 - 3:3 [But then the art, I think it’s..]  (19:19)   (Super) 
Codes: [Artwork - The chosen art style works well for the target audience. - Family: Artwork]  
No memos 
 
But then the art, I think it’s nice for me. I 
 
 
P 3: Evaluation - Focus Group 2 - 3:9 [I really liked your artwork, e..]  (52:52)   (Super) 
Codes: [Artwork - The chosen art style works well for the target audience. - Family: Artwork] [Colours - 
Helped elicit emotions mirroring the ominous nature of the content.]  
No memos 
 
 I really liked your artwork, especially the colours of it, It gives a, an ominous feel to it, at that time, how his life 
was. 
 
 
P 3: Evaluation - Focus Group 2 - 3:13 [Uhm, the graphics [inaudible]...]  (58:58)   (Super) 
Codes: [Artwork - Finer detail would be preferred in the artwork. - Family: Artwork] [Artwork - The chosen art 
style works well for the target audience. - Family: Artwork]  
No memos 
 
Uhm, the graphics is ok. But their heads, those people I don’t like their heads. 
 
 
P 3: Evaluation - Focus Group 2 - 3:18 [And I’m going to differ with t..]  (81:81)   (Super) 
Codes: [Artwork - The chosen art style works well for the target audience. - Family: Artwork]  
No memos 
 
And I’m going to differ with this guy who said he wants to see the hair and everything, the comic feel is all 
about, it’s abstract, it’s plain, it’s not going to be too vivid, because then it loses the comic feel.  

9.4.4.1.1 Conclusions from Artwork 

Although they approve of the art style, participants still require a higher level of detail 

in the images. By analysing the two versions of the first page of the digital graphic 
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novel, the researcher determined that the detail that participants wanted was not only 

the use of darker colours in facial features, but rather the outlines of each of the 

elements within the image.  

9.4.4.2 Theme 2: Camera Movement 

The participants of the focus groups expressed their views toward the camera 

movement incorporated within in the digital graphic novel. The camera movement 

relates to the way in which the reader’s view is guided from frame to frame in the digital 

graphic novel. All codes relating to the camera movement were combined into the 

code family called Camera Movement. Table 9.13 demonstrates the code occurrence 

frequencies for each code in the Camera Movement code family. 

Table 9.13: Code occurrence frequencies for codes in the Camera Movement code 
family. 

 
 

Focus 
Group 2 

Focus 
Group 3 

TOTALS: 

Camera Movement - between frames is too distracting. 0 0 0 

Camera Movement - Keeps the attention of the reader. 1 0 1 

Camera Movement - Makes reading difficult. 1 5 6 

Camera Movement - Needs to be more subtle. 0 0 0 

Camera Movement - Suggested that the player controls the 
timing of the camera movement themselves. 

0 0 0 

Camera Movement - Text should remain in a static position 
while camera moves. 

2 1 3 

Camera Movement - The angles during movement distorts 
text. 

0 1 1 

Camera Movement - The camera zooms in and out too 
much. 

0 0 0 

Camera Movement - Timing between frames need to be 
slowed down as it transitions too fast. 

0 2 2 

TOTALS: 4 9 13 

 

The most prominent code in the Camera Movement code family deals with the fact 

that the camera movement makes reading difficult for readers. Although the camera 

movement between the frames of the first page of the digital graphic novel were made 

to be more subtle, participants still found reading to be difficult. Code Excerpt 9.9 

shows participants’ responses regarding their difficulty reading because of the camera 

movement. 
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Code Excerpt 9.9: Participants’ responses regarding their difficulty reading because 
of the camera movement. 

P 3: Evaluation - Focus Group 2 - 3:11 [And if I can make a suggestion..]  (52:52)   (Super) 
Codes: [Camera Movement - Makes reading difficult.] [Camera Movement - Text should remain in a static 
position while camera moves.]  
No memos 
 
And if I can make a suggestion about the camera. I think, I like it when it turns, but if you do it that if the 
background turns, like the words still stay the same, then it does this whole thing with it. That will make it really 
nicer. 
 
 
P 3: Evaluation - Focus Group 2 - 3:2 [Definitely with that (?), caus..]  (17:17)   (Super) 
Codes: [Camera Movement - Makes reading difficult.] [Camera Movement - The angles during movement 
distorts text.]  
No memos 
Hyper-Links:  

3:1 Uhm, the camera, how it moves,.. <supports> 
 
Definitely with that (?), cause it’s hard, it’s hard to read, I cannot, like see clearly. You can see the first 
paragraph but then when you come to the next one you cannot see,  
 
 
P 3: Evaluation - Focus Group 2 - 3:1 [Uhm, the camera, how it moves,..]  (11:11)   (Super) 
Codes: [Camera Movement - Makes reading difficult.]  
No memos 
Hyper-Links:  

<supports> 3:2 Definitely with that (?), caus.. 
 
Uhm, the camera, how it moves, uhm, it’s uhm, not easy to read. So, just, like that one now, uhm, when it 
turns, it goes to, uhm, the side, so it’s uhm, hard to read. 
 
 
P 3: Evaluation - Focus Group 2 - 3:4 [the camera movement]  (27:27)   (Super) 
Codes: [Camera Movement - Makes reading difficult.]  
No memos 
 
 the camera movement 
 
 
P 3: Evaluation - Focus Group 2 - 3:16 [Okay I’m gonna agree with Mehi..]  (81:81)   (Super) 
Codes: [Camera Movement - Makes reading difficult.] [Camera Movement - Timing between frames need to 
be slowed down as it transitions too fast.]  
No memos 
 
Okay I’m gonna agree with [name omitted], sorry if I pronounce, pronounce it wrong, [speaking at once]. Okay, 
uhm, the speech bubbles, they move too fast so you don’t get enough time to read it, so maybe if you could 
just determine the reading speed of the person who’s going to read this comic beforehand, that would be 
good.  

9.4.4.2.1 Conclusions from Camera Movement 

Although the camera movement was made to be more subtle during frame changes, 

it may be necessary to change the camera angles so that the readers see the text 

boxes in a ‘front-view’ rather than at a slightly off-centred angle. Also, the camera 

should keep the frame’s text in view at all times to accommodate readers who may not 

read fast. 
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9.4.4.3 Theme 3: Colours 

The participants of the focus groups expressed their views toward the colours used in 

the digital graphic novel. As stated earlier, the researcher chose to discuss colour and 

artwork separately as it seemed that the participants treated them as different entities 

in their responses. All codes relating to the colours in the digital graphic novel were 

combined into the code family called Colours. Table 9.14 demonstrates the code 

occurrence frequencies for each code in the Colours code family. 

Table 9.14: Code occurrence frequencies for codes in the Colours code family. 

 
 

Focus 
Group 2 

Focus 
Group 3 

TOTALS: 

Colours - Helped elicit emotions mirroring the ominous 
nature of the content. 

0 1 1 

Colours - Would prefer a wider array of colours. 1 1 2 

TOTALS: 1 2 3 

 

The most prominent code in the Colours code family deals with the fact that 

participants would still prefer the use of a wider array of colours in the digital graphic 

novel. Code Excerpt 9.10 shows participants’ responses regarding their preference for 

a wider array of colours. 

Code Excerpt 9.10: Participants’ responses regarding their preference for a wider 
array of colours. 

P 2: Evaluation - Focus Group 3 - 2:6 [Okay, uhm, I would have prefer..]  (40:40)   (Super) 
Codes: [Colours - Would prefer a wider array of colours. - Family: Colours]  
No memos 
 
Okay, uhm, I would have preferred a bit more colour. It’s a bit grey.  
 
 
P 3: Evaluation - Focus Group 2 - 3:15 [R7: Uhm, I like the [inaudible..]  (75:75)   (Super) 
Codes: [Colours - Would prefer a wider array of colours. - Family: Colours] [Design - Approves of the overall 
look and feel of the digital graphic novel. - Family: Design]  
No memos 
 
R7: Uhm, I like the cartoony stuff, but can’t there be like more colours? 

9.4.4.3.1 Conclusions from Colours 

Although more colours were added to the images of the digital graphic novel, the 

participants still felt the need for the incorporation of a wider variety of colours in the 

digital graphic novel. By analysing the two versions of the first page of the digital 
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graphic novel, the researcher determined that the participants not only wanted more 

colours, but they wanted brighter more saturated colours in particular. 

9.4.4.4 Theme 4: Design 

The participants of the focus groups expressed their views regarding the design of the 

digital graphic novel. All codes relating to the design of the digital graphic novel were 

combined into the code family called Design. Table 9.15 demonstrates the code 

occurrence frequencies for each code in the Design code family. 

Table 9.15: Code occurrence frequencies for codes in the Design code family. 

 
 

Focus 
Group 2 

Focus 
Group 3 

TOTALS: 

Design - Approves of the overall look and feel of the digital 
graphic novel. 

0 2 2 

Design - Approves of the simulated 3D effect of the graphics. 0 1 1 

Design - Would prefer movement in the frames of the digital 
graphic novel. 

2 0 2 

TOTALS: 2 3 5 

 

Once again, participants expressed approval of the overall design of the digital graphic 

novel. One of the most prominent codes in the Design code family deals with the 

recommendation for the incorporation of movement within the frames of the digital 

graphic novel. Due to the involvement of the Serious Games Institute – South Africa 

in the creation of the digital graphic novel, Mandela27 team members wanted to add 

a slight gaming element to the digital graphic novel by allowing users to move and 

interact within a frame. The researcher decided to acquire the opinions of participants 

regarding movement within the frames. Code Excerpt 9.11 shows participants’ 

responses regarding the incorporation of movement in the digital graphic novel. 

Code Excerpt 9.11: Participants’ responses regarding the incorporation of movement 
in the digital graphic novel. 

P 2: Evaluation - Focus Group 3 - 2:13 [So, uhm, okay, one more thing ..]  (66:67)   (Super) 
Codes: [Design - Would prefer movement in the frames of the digital graphic novel. - Family: Design]  
No memos 
 
I: So, uhm, okay, one more thing that we wanna say is that we’re also gonna add a little bit of motion into the 

picture, so like, when you get to the frame, if there is action, he will come and he’ll like push her. 

R1: Ya, that would be nice. 
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P 2: Evaluation - Focus Group 3 - 2:16 [Ya. If, if you can make it, wi..]  (69:69)   (Super) 
Codes: [Design - Would prefer movement in the frames of the digital graphic novel. - Family: Design]  
No memos 
 
Ya. If, if you can make it, with the 3D effect or just normal 

9.4.4.4.1 Conclusions from Design 

Participants are satisfied with the overall design of the digital graphic novel. 

Participants are also keen to have movement within frames. More interactive scenes 

can be incorporated within the digital graphic novel. 

9.4.4.5 Theme 5: Sound 

The participants of the focus groups expressed their views regarding the use of sound 

within the digital graphic novel. The researcher took the opportunity to ask participants 

about their views about the inclusion of narration. All codes relating to the use of sound 

within the design of the digital graphic novel were combined into the code family called 

Sound. Table 9.16 demonstrates the code occurrence frequencies for each code in 

the Sound code family. 

Table 9.16: Code occurrence frequencies for codes in the Sound code family. 

 
 

Focus 
Group 2 

Focus 
Group 3 

TOTALS: 

Narration - feels that subtitles should accompany the 
narration. 

2 0 2 

Narration - If narration is used, certain text can be omitted 
from the frames. 

1 0 1 

Narration - In favour of the use of narration in the digital 
graphic novel. 

2 2 4 

Sound - Would prefer sounds to accompany frames. 1 0 1 

TOTALS: 6 2 8 

 

Narration was now included in a few of the frames of the first page of the digital graphic 

novel. The most prominent code in the Sound code family deals with the fact that 

participants prefer the use of narration within the digital graphic novel. Code Excerpt 

9.12 shows participants’ responses regarding their preference for narration in the 

digital graphic novel. 
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Code Excerpt 9.12: Participants’ responses regarding their preference for narration in 

the digital graphic novel. 

P 2: Evaluation - Focus Group 3 - 2:17 [Would you enjoy having him tel..]  (55:56)   (Super) 
Codes: [Narration - In favour of the use of narration in the digital graphic novel. - Family: Sound]  
No memos 
 
Would you enjoy having him tell you the story while the frames go past, or would you… 

[respondents saying “yes”, “ya”, talking together] 
 
 
P 2: Evaluation - Focus Group 3 - 2:18 [The lazy people who don’t like..]  (58:58)   (Super) 
Codes: [Narration - In favour of the use of narration in the digital graphic novel. - Family: Sound]  
No memos 
 
The lazy people who don’t like to read… 
 
 
P 3: Evaluation - Focus Group 2 - 3:6 [Narration is always a good ide..]  (35:35)   (Super) 
Codes: [Narration - In favour of the use of narration in the digital graphic novel. - Family: Sound]  
No memos 
 
Narration is always a good idea. 
 
 
P 3: Evaluation - Focus Group 2 - 3:19 [What we’re also gonna plan to ..]  (32:33)   (Super) 
Codes: [Narration - In favour of the use of narration in the digital graphic novel. - Family: Sound]  
No memos 
 
What we’re also gonna plan to do is put some narration in, so the guy like tells you the story while the frames 

are playing. Who, who, do you guys think it’s a good idea or a bad idea if we were to talk about… 

R3: It’s a good idea.  

9.4.4.5.1 Conclusions from Sound 

Participants expressed great approval of the inclusion of narration into the digital 

graphic novel. Each text box or speech bubble in the digital graphic novel should be 

narrated in order to maintain consistency. Furthermore, the participants would like 

sounds to be incorporated in all frames as opposed to only certain frames. The 

inclusion of narration within the digital graphic novel may serve to satisfy this 

recommendation. 

9.4.5 Improvements identified through the data analysis of the second 

evaluation 

The researcher viewed each code and theme in order to identify possible improvement 

areas for the digital graphic novel. The identified areas of improvement for the digital 

graphic novel were: 

1. The outlines of each element with an image must be more pronounced. 
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2. The camera angles should be altered to render text in a ‘front-view’. 

3. The camera should keep the frame’s text in view at all times to accommodate 

for readers with slower reading speeds. 

4. Brighter, more saturated colours must be used in the images of the digital 

graphic novel. 

5. Interactive scenes can be incorporated into the digital graphic novel. 

6. Narration should be included throughout the digital graphic novel. 

9.5 The incorporation of the identified themes into the digital graphic novel 

All pages except the first page of the digital graphic novel were design and developed 

to incorporate the themes identified in the Evaluation phase of this study. The 

motivation for the exclusion of the first page was to preserve the feeling of the 

character relating a hazy, distant memory. As the narrative progresses to the present, 

the pages make use of the themes identified in the Evaluation phase. The following 

sections discuss the manner in which each theme was incorporated into the design of 

the digital graphic novel. 

9.5.1 Incorporation of the Artwork theme 

The overall art style of the digital graphic novel was preserved. The only change made 

to the artwork was the greater definition of the outlines of each element within the 

image. 

9.5.2 Incorporation of the Camera Movement theme 

The camera movement of the digital graphic novel was slowed down in order to assist 

the reader in following the path taken when being guided to the next frame. The 

camera was also stopped at each frame in order to provide a favourable reading 

environment for the reader. Readers are in control of resuming the camera movement 

once they are done with a frame by clicking on the navigation icons or by using the 

corresponding arrow keys on the keyboard. 
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9.5.3 Incorporation of the Character theme 

The way in which the character was portrayed through the narrative was maintained 

as it appealed to members of the target audience. The story is told from the character’s 

point of view and the narrative is written in the first person. 

9.5.4 Incorporation of the Colours theme 

A wider array of colours is used in the digital graphic novel. The colours used are 

brighter and more saturated in order to give the readers a more pleasurable 

experience. This supports principle E5 which states that brighter and more saturated 

colours elicit more pleasure from users. 

9.5.5 Incorporation of the Design theme 

The overall look and feel of the digital graphic novel was maintained as approved by 

the participants of the focus groups. Interactive scenes were incorporated into the 

digital graphic novel in order to provide an added layer of movement and immersion. 

9.5.6 Incorporation of the Sound theme 

Sounds from the actual prison and surrounding environments were recorded and 

incorporated into the digital graphic novel. Narration and dialog were also recorded for 

the entire narrative and incorporated into each frame and interactive scene. 

9.6 Final version of the digital graphic novel  

Screenshots from the final version of the digital graphic novel will be demonstrated in 

this section. Each screenshot will be discussed in terms of the Diagnosis theme and 

code with which it correlates as well as the guidelines which it incorporates. 

This final version of the digital graphic novel was approved by the Mandela27 project 

stakeholders. 

9.6.1 Interface Design 

The design of the main menu interface was not based on any theme or code identified 

in focus groups, but rather on the guidelines gathered in Chapter 5. The interface was 
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tested by an HCI expert who fell within the target audience. Figure 9.13 and Figure 

9.14 will be discussed in terms of their implementation of the proposed guidelines for 

the creation of the interface of a digital graphic novel as given in Chapter 6 and their 

incorporation of themes and codes identified in the focus groups. 

 

Figure 9.13: The main menu of the digital graphic novel. 

Theme: None 

Codes: None 

Guidelines incorporated: 

I1, I2, 13, 14, 16, I10, I11, I12, I13: The target audience of the Mandela27 digital 

graphic novel are young adults in South Africa and across the European Union. Due 

to the language differences, the researcher decided to keep the menu navigation as 

simple as possible by using simple menu options and graphics to guide the user. For 

example, each scene in the digital graphic novel is chronologically represented with 

icons. Tutorials have a question mark for an icon. Users can only advance scenes by 

completing them. The locks indicate scenes that the user has not yet unlocked. When 

users hover over an image, its border is highlighted to show interactivity. The title of 
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the scene also appears at the bottom of the screen when the user hovers over an 

image. For locked scenes, the word ‘locked’ is displayed at the bottom of the screen. 

When the user clicks on an unlocked scene, the camera zooms into the icon to indicate 

selection and navigation. The researcher chose a simple font for the menu options in 

order to enable all intended users to read it clearly. 

I14: The design of the menu interface was evaluated by an HCI expert who fell within 

the age group of the target audience. 

 

Figure 9.14: An example of the interface within the digital graphic novel. 

Themes: None 

Codes: None 

Guidelines incorporated: 

I1, I2, I3, I5, I6, I7, I8, I9, I10, I12, I13:  The navigation between the frames of the digital 

graphic novel itself remained consistent. Left and right arrows were displayed on the 

top left of the screen. Users were able to navigate between frames by either clicking 

on these arrows or by pressing the corresponding arrow keys on their keyboards. The 

incorporation of these arrows in the navigation between frames of the digital graphic 
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novels catered to the need for users to feel in control as stated in the proposed 

guidelines and identified in the focus groups. 

I14: The design of the menu interface was evaluated by an HCI expert who fell within 

the age group of the target audience. 

9.6.2 Daily Life in Apartheid 

Screenshots of frames depicting the Diagnosis theme Daily Life in Apartheid have 

already been demonstrated in Chapter 8 and will therefore be excluded from this 

chapter. 

9.6.3 Youth in the Apartheid Era 

Screenshots of frames depicting the Diagnosis theme Youth in Apartheid have already 

been demonstrated in Chapter 8 and will therefore be excluded from this chapter.  

9.6.4 Life in Robben Island Prison 

 

Figure 9.15: An interactive scene portraying life inside Robben Island Prison. 

Diagnosis code: Life in Robben Island Prison - Prisoners must be ready for inspection 

when the wardens come in. 
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Guidelines incorporated: 

N2, E12: The author aims to make the reader care about the narrative by presenting 

this interactive scene in which the reader views the world through the eyes of the main 

character and feels locked inside a prison cell.  

N6: A simple sentence is used to communicate the fact that ex-political prisoners had 

to ensure that their cells were neat before they were inspected and allowed to go into 

the courtyard. 

P5, P6, P8, P11, E12, E13: Although the reader has a panoramic view within the 

interactive scenes, the placement of the speech bubble guides the reader’s focus to 

the inmate across the hall. Once the inmate finishes speaking, the speech bubble 

disappears and the bed becomes highlighted when the reader hovers over it. The use 

of depth of field helps create the illusion that the other inmate is across the hall. The 

variation of this panel into an interactive scene is used to elicit a feeling of being 

imprisoned. 

P12, P13: The text of the digital graphic novel is presented in a negative contrast and 

with standard capitalisation rules in order to simplify the reading process.    

A1, A4, E5, E12: By using the images of the prison doors and an inmate’s hands 

wrapped around the bars, the reader feels as though they are looking out of their prison 

cell to another cell across the hall. The pictures and narrative are used in an 

intersecting manner as the pictures illustrate the fact that the reader is inside a prison 

cell, while the narrative guides the reader on what needs to be done before prisoners 

could leave their cells. 

I1, I3, I7, I9, I10: The interface of the interactive scene is kept simple in order to guide 

the user to what tasks need to be completed and while still allowing the reader to feel 

in control. 

S2, E10: The sound used in this scene is that of an inmate whispering instructions to 

the reader. In this way, the reader feels that the inmate sees the reader as a new 

prisoner and is trying to prevent the reader from getting punished. The inmate is 
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whispering instructions so as not to be heard by the guards which shows willingness 

to help the reader with the risk of being reprimanded. 

9.6.5 Exercise in Robben Island Prison 

 

Figure 9.16: An interactive scene portraying exercise in Robben Island Prison. 

 

Diagnosis code: Exercise - prisoners broke world records in their internal 'Olympic 

Games'. 

Guidelines incorporated: 

N2, E12: The author aims to make the reader care about the narrative by presenting 

this interactive scene in which the reader views the world through the eyes of the main 

character and feels present in the courtyard amongst other inmates. The reader is able 

to interact with the other inmates.  

N3: The narrative exploits the shared experiences of family and friendship present in 

human beings. The narrative elicits emotions regarding these shared experiences 

through the main character’s interaction with the other characters in the courtyard. 

N4, N6: The most prominent code in the Exercise in Robben Island code family relates 

to the fact that prisoners on the Island managed to break the world records of their 

time. However, it would be too bold to state that world records were broken without 

providing evidence. In order to avoid the incorporation of complex information, the 

dialog between characters was written to refer only to personal records of prisoners. 
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N5, N7, E12: The narrative in this interactive scene was written in a manner that 

presented the feelings and experiences that inmates of Robben Island prison were 

subjected to within the walls of the prison. 

P5, P6, P8, P11, E12, E13: Although the reader has a panoramic view within the 

interactive scenes, the placement of the speech bubble guides the reader’s focus to 

the selected inmate. Once the inmate finishes speaking, the speech bubble 

disappears and the other interactive characters and elements are highlighted when 

the reader hovers over it. The use of depth of field helps create the illusion that 

prisoners are located at different areas of the courtyard. The variation of this panel into 

an interactive scene is used to elicit a feeling of interaction with other prisoners in the 

courtyard of Robben Island Prison. 

P12, P13: The text of the digital graphic novel is presented in a negative contrast and 

with standard capitalisation rules in order to simplify the reading process.    

C2, C3, C5, A1, A4, E1, E5, E12, E17: By using the images of prisoners in various 

poses, the reader feels as though they are observing and interacting with distinct 

individuals. The pictures and narrative are used in a duo-specific manner as the 

pictures illustrate the demeanour of the characters, while the narrative reveals the 

thoughts of the characters in written and spoken form. 

I1, I3, I7, I9, I10: The interface of the interactive scene is kept simple in order to guide 

the user to what tasks need to be completed, while still allowing the user to feel in 

control. 

S2, E10: The sounds used in this scene are the voices of various different inmates 

interacting with each other. In this way, the reader feels as though they are observing 

and interacting with the various characters in the scene. 
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9.6.6 Meals in Robben Island Prison 

 

Figure 9.17: An interactive scene portraying meals in Robben Island Prison. 

Diagnosis code: Meals - The inmates shared their food with each other even though 

each race group was assigned their own menu. 

Guidelines incorporated: 

N2, E12: The author aims to make the reader care about the narrative by presenting 

this interactive scene in which the reader views the world through the eyes of the main 

character and feels present in the courtyard amongst other inmates. The reader is able 

to interact with the other inmates and elements. In this case, the reader clicked on the 

bowl.  

N3: The narrative exploits the shared culture of Ubuntu,21 which is well known in South 

Africa. 

N4, N6: The most prominent code in the Meals in Robben Island code family relates 

to the fact that prisoners shared their food with each other despite the differing rations 

per race. This fact is present simply by a prisoner informing the reader about the 

practice. 

                                            
21 Ubuntu is a term used in South African culture that means ‘humanity towards others’. 
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N5, N7, E12: The narrative in this interactive scene was written in a manner that 

highlighted the camaraderie between prisoners. 

P5, P6, P8, P11, E12, E13: Although the reader has a panoramic view within the 

interactive scenes, the placement of the text box guides the reader’s focus to the 

selected bowl. The text box disappears when the user clicks anywhere on the screen. 

Other interactive characters and elements are highlighted when the reader hovers 

over them.  

P12, P13: The text of the digital graphic novel is presented in a negative contrast and 

with standard capitalisation rules in order to simplify the reading process.    

A1, A4: The bowl is used to represent meals inside Robben Island Prison. The bowl 

and narrative are used in a word-specific manner as the narrative presents all the 

information that the reader needs to know while the picture of the bowl forms part of 

the scene. 

I1, I3, I7, I9, I10: The interface of the interactive scene is kept simple in order to guide 

the user to what tasks need to be completed, while still allowing the user to feel in 

control. 

S2, E10: The sounds used in this scene are the voice of an inmate talking to the main 

character (reader). The reader feels part of a dialog with a fellow inmate who is 

explaining everyday life inside Robben Island Prison. 
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9.6.7 Hunger Strikes in Robben Island Prison 

 

Figure 9.18: An frame portraying hunger strikes in Robben Island Prison. 

Diagnosis code: Hunger Strikes - Were successfully used to obtain permission for 

prisoners to study beyond matric level. 

Guidelines incorporated: 

N2, E12: The author aims to make the reader care about the narrative by making the 

reader aware of the inner feelings of joy felt by the main character as well as the 

revelation that the main character experienced at that precise moment. 

N4, N6: The most prominent code in the Hunger Strikes in Robben Island Prison Island 

code family relates to the fact hunger strikes were successfully used to obtain 

permission for prisoners to study beyond matric level. This fact is simply stated in the 

first text box as though it was the character’s thought. 

N5, N7, E12: The narrative in this interactive scene presented with the main character 

awaiting treatment after falling ill while participating in a hunger strike. The character 

hears the good news while he was not feeling well and the reader gets the chance to 

experience the character’s joy overcome his pain. 

C1, C2, C3, A1, A4, E1, E17: In this frame, the character is seen from the side as 

though the reader were sitting next to him in the waiting room of the clinic. The facial 
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expression of the character shows his surprise and almost disbelief at the news he 

had just heard. The images and narrative are presented in an intersecting manner. 

P3, P5, E12, E13: The specific moment selected for this frame was the instant the 

main character heard that the hunger strike was successful. The view of the frame 

guides the reader to the main character’s face which expresses the surprise and 

almost disbelief that he feels at this moment.  

P12, P13: The text of the digital graphic novel is presented in a negative contrast and 

with standard capitalisation rules in order to simplify the reading process.    

S2, E10: The sound used in this scene is the voice of the main character fondly 

recalling this specific moment in time. The intonation in his voice communicates the 

joy he experience during this time. 

9.6.8 Censorship in Robben Island Prison 

 

Figure 9.19: A frame portraying censorship in Robben Island Prison. 

Diagnosis code: Censorship - Letters were censored if prisoners asked questions 

about anyone else besides the person they were writing to. 
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Guidelines incorporated: 

N2, E12: One of the forms of censorship that was present in Robben Island Prison 

was the censorship of letters. If the inmates were writing to a specific person, they 

were not allowed to ask any questions about anyone besides the person to whom the 

letter is addressed. The author aims to make the reader care about the narrative by 

making the reader aware of the struggles faced by fathers and inmates who left behind 

families on the mainland. 

N4: This complex process of censorship in Robben Island Prison is simply portrayed 

as another inmate’s recollection of events stated in the first text box as though it was 

the character’s thought. 

N5, N7, E12: The narrative of this scene is presented with the image of an unknown 

figure either pulling a letter out of his coat or hiding an envelope in his coat. With this 

view, the reader is not certain as to whether this is a protagonist or antagonist and 

thus shares the feelings of confusion and helplessness experienced by the main 

character. 

C1, C2, C3, A1, A4, E1, E17: In this frame, a mysterious character is seen either 

pulling out an envelope from his coat or hiding an envelope in this coat. His body 

language and the manner in which his face is drawn show that he does not want to be 

identified in the process. The images and narrative are combined word-specific 

manner. 

P3, P5, E12, E13: The specific moment selected for this frame was the instant the 

mysterious character either pulled out an envelope from his coat or hid an envelope in 

this coat. The selection of this specific moment was chosen as it leaves the reader 

intrigued about the role that this new character plays in the story. 

P12, P13: The text of the digital graphic novel is presented in a negative contrast and 

with standard capitalisation rules in order to simplify the reading process.    

S2, E10: The sound used in this scene is the voice of another inmate recalling this 

specific moment in time. The intonation in his voice communicates the difficulty of this 

time for him. 
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9.6.9 Punishment in Robben Island Prison 

 

Figure 9.20: A frame portraying punishment in Robben Island Prison. 

Diagnosis code: Punishment - Prisoners were not given food and placed in isolation 

for an entire day as punishment (only water was provided). 

Guidelines incorporated: 

N2, E12: One of the forms of punishment that was present in Robben Island Prison 

was being put into isolation. The narrative explains the reason behind why the main 

character got himself into trouble as well as the fact that the isolation section was not 

a pleasant place to be. This was done to enable the reader to feel the character’s 

simultaneous determination and apprehensions as he battled between what was good 

for himself and what was good for all the inmates in Robben Island Prison. 

N4: This complex process of prisoners purposefully getting themselves put into 

isolation in order to organise mass movements was represented in a single frame. 

Although isolation consisted of a prisoner being placed in a cell for an entire day 

without food, the researcher believed that this information did not add to the main 

storyline and would therefore complicate the narrative. As a result of this, the 

aforementioned fact was excluded from the narrative. 
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N5, N7, E12: The narrative of this scene is presented in such a way as to show the 

reader the willingness of an inmate to put himself through punishment in order to 

accomplish something that would benefit all inmates of Robben Island Prison. 

C1, C2, C3, A1, A4, E1, E17: In this frame, the main character is seen being escorted 

towards the isolation cells by two prison guards. The body language of the guards 

shows their authority while the body language of the main character shows that he has 

yielded to his fate. The images and narrative are combined in a word-specific manner. 

P3, P5, E12, E13: The specific moment selected for this frame was the instant the 

main character is taken to isolation. The sight of the guards escorting the main 

character to his punishment aims to elicit feelings of anticipation, anxiety and 

suspense from readers. 

P12, P13: The text of the digital graphic novel is presented in a negative contrast and 

with standard capitalisation rules in order to simplify the reading process.    

S2, E10: The sound used in this scene is the voice of the main character recalling this 

specific moment in time. The intonation in his voice communicates the difficulty of this 

time for him. 
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9.6.10 Lawyers in Robben Island Prison 

 

Figure 9.21: A frame portraying lawyers in Robben Island Prison. 

Diagnosis code: Lawyers - Were not so powerful within Robben Island Prison. 

Guidelines incorporated: 

N2, N5, N7, E12: From the data analysed in the Diagnosis phase, it was found that 

lawyers were not very powerful within Robben Island Prison. Key factor 3 (F3) 

discussed in the Diagnosis phase states that some documents from the loved ones of 

prisoners were smuggled into the prison. The researcher incorporated lawyers into the 

narrative of the digital graphic novel as the link between the prisoners and the outside 

world. This was also done to promote the view that the fight against Apartheid was not 

one race against another, but rather one worldview against another. 

N4, N6: This frame shows that the fight against Apartheid was not one race against 

another, but rather one worldview against another. It shows the smuggling in of 

personal documents for prisoners as well as the shared worldview amongst different 

races with a simple image symbolising all of the aforementioned. 
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C1, C2, C3, A1, A4, E1, E17: This frame is the progression of the frame discussed in 

Section 9.7.10. The only difference is that now the reader knows that the mysterious 

character who seen either pulling out an envelope from his coat or hiding an envelope 

in this coat is in fact a lawyer smuggling personal documents to an inmate. His body 

language and the manner in which his face is drawn show that he does not want to be 

identified in the process. The images and narrative are combined in an intersecting 

manner. 

P3, P5, E12, E13: The specific moment selected for this frame was the instant the 

lawyer pulled the personal documents out of his coat. This view was used to show the 

reader the great risks that the lawyers were taking in smuggling in these forbidden 

documents. 

P12, P13: The text of the digital graphic novel is presented in a negative contrast and 

with standard capitalisation rules in order to simplify the reading process.    

S2, E10: The sound used in this scene is the voice of another inmate fondly recalling 

this specific moment in time. The intonation in his voice communicates the great 

impact that this event had on him. 
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9.6.11 Secret Messages in Robben Island Prison 

 

Figure 9.22: An interactive scene portraying secret messages in Robben Island Prison. 

Diagnosis code: Secret messages - Messages were wrapped in plastic and placed 

under the porridge. 

Guidelines incorporated: 

N2, E12: The author aims to make the reader care about the narrative by presenting 

this interactive scene in which the readers view the world through the eyes of the main 

character and therefore feel as though they are cleaning dishes in the kitchen when 

thy stumble upon a secret message.  

N4, N6: The complex process of passing secret messages within Robben Island 

Prison is portrayed simply by this interactive scene which the reader finds a hidden 

secret message a bowl that is about to be washed. 

P5, P6, P8, P11, E12, E13: Although the reader has a panoramic view within the 

interactive scenes, the highlighted hidden note guides the reader’s focus to the secret 

message when the reader uncovers it amongst the dishes while washing. 

A1, E5, E12: By using the interactive images of the bowls which, when clicked, move 

from the soapy water, to the clean water and are then stacked, the narrative of washing 
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dishes before uncovering the secret message is brought to life for the reader. When 

the reader discovers the message, the same sense of surprise as the main character 

will be experienced. 

I1, I3, I7, I9, I10: The interface of the interactive scene is kept simple in order to guide 

the user to what tasks need to be completed, while still allowing the reader to feel in 

control. 

S2: The sound used in this scene is that of running water and dishes being washed in 

order to increase the level of immersion. 

9.6.12 Education in Robben Island Prison 

 

Figure 9.23: A frame portraying education in Robben Island prison. 

Diagnosis code: Education - Prisoners who were allowed to study through the 

education department educated their fellow prisoners in their cells at night. 

Guidelines incorporated: 

N2, E12: The narrative is written in such a way as to show the reader the amount of 

dedication it took to study while in prison. It also puts the learning process in 
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perspective as learning took place slower than usual due to the limited amount of time 

that prisoners had to study. The portrayal of this act of dedication is aimed at helping 

the target audience experience the amount of importance prisoners placed on 

educating themselves. 

N4: This process of learning while in Robben Island prison is demonstrated simply in 

this single frame. 

N5, N7, E12: The narrative of this scene is presented in such a way as to show the 

reader the willingness of inmates to sacrifice their rest time in order to educate other 

prisoners or to be further educated. 

C1, C2, C3, A1, A4, E17: In this frame, the main characters are involved in a teaching 

and learning scenario. The body language of the inmate who is learning makes him 

appear confused and struggling to grasp the content being taught to him. The body 

language of the inmate who is teaching makes him appear to be patiently explaining 

the concepts to the learner.  

P3, P5, E12, E13: The specific moment selected for this frame was the instant the 

main character was struggling to grasp a concept. The sight of the other inmate calmly 

explaining the content to the main character shows the willingness of the more 

educated inmates to educate others. While the sight of the main character struggling 

with the content but not giving up aims to elicit sympathy from readers. 

P12, P13: The text of the digital graphic novel is presented in a negative contrast and 

with standard capitalisation rules in order to simplify the reading process.    

S2, E10: The sound used in this scene is the voice of the main character recalling this 

specific moment in time. The intonation in his voice communicates the difficulty of this 

time for him. 
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9.6.13 Views of Ex-political Prisoners 

 

Figure 9.24 An interactive scene that incorporates views of ex-political prisoners. 

Diagnosis code: Views of ex-political prisoners - Ex-political prisoners recall hearing 

'Stilte in die gang!'22 and 'Keep quiet!' and believe they should be included. 

Guidelines incorporated: 

N2, E12: The author aims to make the reader care about the narrative by presenting 

this interactive scene in which the readers view the world through the eyes of the main 

character who is locked in his prison cell at night. He is communicating with another 

prisoner when the warden hears and orders them to be quiet.  

N4, N6: In the Diagnosis phase it was identified that the ex-political prisoners felt that 

the phrase ‘Stilte in die gang!’ should be incorporated into the digital graphic novel, as 

it was a phrase they heard often. However, the phrase is in Afrikaans and would 

confuse and complicate the reading experience for those not familiar with the 

                                            
22 ‘Stilte in die gang!’ is an Afrikaans phrase that can be translated into ‘Silence in the passage!’ 
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language. In order to eliminate complex information, the researcher translated this 

phrase into English and inserted into the digital graphic novel. 

P5, P6, P8, P11, E12, E13: Although the reader has a panoramic view within the 

interactive scenes, the placement of the speech bubble guides the reader’s focus to 

the inmate across the hall. When the warden hears the talking, the inmate’s speech 

bubble disappears and a speech bubble for the warden appears in the direction in 

which he is sitting. Once again, the use of depth of field helps create the illusion that 

the other inmate is across the hall. The variation of this panel into an interactive scene 

is used to elicit a feeling of being imprisoned. 

P12, P13: The text of the digital graphic novel is presented in a negative contrast and 

with standard capitalisation rules in order to simplify the reading process.    

A1, E5, E12: The fear that inmates had of being caught communicating between cells 

is brought to life using the interactive image of the hands of a fellow inmate trying to 

communicate with the reader between the prison cells as well as the shape of the 

speech bubble which contains the yell of the guard . 

I1, I3, I7, I9, I10: The interface of the interactive scene is kept simple in order to guide 

the user to the tasks that need to be completed, while still allowing the reader to feel 

in control. 

S2: The sounds used in this scene are that of the inmate across the hall 

communicating with the main character and the yell of prison warden ordering the 

prisoners to be quiet. 

9.7 Implementation  

Once the completed digital graphic novel received the approval of the Mandela27 

project stakeholders, the digital graphic novel was placed onto the Mandela27 website 

with options for users to download either Windows or iOS application files so that they 

do not need to be online to read the digital graphic novel.  

The digital graphic novel was exhibited on screens and tablets/laptops accompanying 

the Mandela27 exhibits in venues and museums across the world including: 
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 Robben Island Museum – Cape Town, South Africa 

 Kwa-Zulu Natal – Pietermaritzburg, South Africa 

 Belvue Museum – Brussels, Belgium 

 National Library of South Africa – Pretoria, South Africa  

9.8 Summary  

In this chapter, the demonstration and evaluation of the digital graphic novel was 

discussed. The chapter began with an introduction of the research design used within 

the Evaluation phase. Data collection and analysis methods were then discussed in 

Section 9.2.1 and Section 9.2.2. The first page of the digital graphic novel that was 

demonstrated to the first focus group was shown in Section 9.3. Also in Section 9.3, 

the transcript from the focus group was coded and themes were drawn from the data. 

The recommended improvements concluded from the data in Section 9.3 were then 

implemented and demonstrated in the second version of the first page. This version 

was demonstrated to the second and third focus groups (Section 9.4). Once again, the 

text was coded and themes were drawn from the data. In Section 9.5, the incorporation 

of the identified themes into the digital graphic novel was discussed. Section 9.6 

presented screenshots from the final version of the digital graphic novel. A screenshot 

was presented for each theme identified from the Diagnosis phase. An explanation of 

the proposed guidelines incorporated within each screenshot was also given. The 

implementation of the final digital graphic novel was discussed in Section 9.7. 

The final phase in the action research cycle, Specifying Learning, will be discussed in 

the following chapter. The next chapter will also serve as the final phase in the design 

science research cycle, ‘Communication’. 
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10 Chapter Ten: Specifying Learning 

10.1 Introduction 

This is the final chapter of the dissertation. The aim of this study was to formulate a 

set of guidelines to aid in the development of digital graphic novels that will be used to 

portray emotional social phenomena using critical systems heuristics and HCI 

principles. 

In this chapter, the research aims and objectives of the study will be reflected upon in 

Section 10.2. This will be followed by an evaluation of the research in Section 10.3. 

The research will be discussed in terms of the guidelines proposed in Chapter 6 

(Section 10.4). The final set of proposed guidelines will be presented in Section 10.5.  

Limitations of the study will be discussed in Section 10.6 and further study 

considerations will be proposed in Section 10.7. The chapter will conclude with a 

summary of the chapter in Section 10.8. 

10.2 Reflection on research aims and objectives  

The primary objective of this study was to develop guidelines for the design and 

development of digital graphic novels portraying emotional social phenomena using 

critical systems heuristics and human-computer interaction principles. A digital graphic 

novel was developed to portray the experiences of political prisoners in Robben Island 

Prison from 1970 - 1990. 

Achieving the secondary objectives below ensured that this primary objective was 

achieved. The discussion that follows lists these secondary objectives and how they 

were accomplished. 

10.2.1 Secondary objectives in the Diagnosing phase  

The first secondary objective in the Action Planning phase was: 

To understand how critical systems heuristics can guide the process of 

understanding of the experiences of the ex-political prisoners (Chapter 3 and 7). 
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This objective was accomplished through a literature review conducted in Chapter 3 

and the application of the answers to the boundary questions in each phase of the 

action research cycle (Table 3.3). The boundary questions that discuss the manner in 

which critical systems heuristics guided the process of understanding the experiences 

of the ex-political prisoners in the Diagnosing phase of this study are implemented in 

Chapter 7. 

The answers to the boundary questions which were mapped to the Diagnosing phase 

of the study helped the researcher to determine the beneficiaries, purpose, measure 

of success, decision takers, components, environment, expertise, guarantors, 

witnesses representing the affected, degree and method of emancipation of the 

affected and the worldviews incorporated in the study. 

The second secondary objective in the Action Planning phase was: 

To understand the experiences of the ex-political prisoners who were incarcerated in 

Robben Island Prison (Chapter 7). 

The researcher was able to understand the experiences of the ex-political prisoners 

who were incarcerated in Robben Island Prison through the application of interpretive 

methods. The interpretive data collection methods used were focus groups and an 

interview. The interpretive data analysis used was directed content analysis using the 

content analysis process proposed by Zhang and Wildemuth (2009:3). Table 7.5 

provided an overview on the manner in which the content analysis process was 

implemented in Chapter 7.  

At the end of the Diagnosing phase, the researcher determined twelve themes 

regarding the experiences of the ex-political prisoners in Robben Island Prison. These 

themes are: 

1. Daily Life in Apartheid 

2. Youth in the Apartheid Era 

3. Life in Robben Island Prison 

4. Exercise in Robben Island Prison 

5. Meals in Robben Island Prison 

6. Hunger Strikes in Robben Island Prison 
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7. Censorship in Robben Island Prison 

8. Punishment in Robben Island Prison 

9. Lawyers in Robben Island Prison 

10. Secret Messages in Robben Island Prison 

11. Education in Robben Island Prison 

12. Views of Ex-political Prisoners 

The aforementioned themes were incorporated into the narrative of the digital graphic 

novel. 

10.2.2 Secondary objectives in the Action Planning phase 

The first secondary objective in the Action Planning phase was: 

To plan the first iteration of the digital graphic novel. 

The first version of the digital graphic novel was planned by combining the proposed 

guidelines for creating digital graphic novels given in Chapter 6 with the themes 

identified in the Diagnosis phase (Chapter 7).  

The action-planning phase helped the researcher to identify experts needed in the 

Action Taking phase of the study. 

The second secondary objective in the Action Planning phase was: 

To research the digital graphic novel genre and propose guidelines for creating a 

digital graphic novel portraying emotional social phenomena (Chapter 4). 

This was accomplished through a literature review conducted in Chapter 4. A set of 

guidelines for creating digital graphic novels were proposed at the end of the chapter.  

The third secondary objective in the Action Planning phase was: 

To study human-computer interaction (HCI) principles and further enrich proposed 

guidelines for creating a digital graphic novel portraying emotional social phenomena 

(Chapter 5). 

This was accomplished through a literature review conducted in Chapter 5. A set of 

HCI-enriched guidelines for creating digital graphic novels were proposed at the end 

of the chapter.  
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The third secondary objective in the Action Planning phase was: 

To research emotion and further enrich proposed guidelines for creating a digital 

graphic novel portraying emotional social phenomena (Chapter 6). 

This was accomplished through a literature review conducted in Chapter 6. A set of 

emotion-enriched guidelines for creating digital graphic novels were proposed at the 

end of the chapter.  

10.2.3 Secondary objectives in the Action Taking phase 

The secondary objective in the Action Taking phase was: 

To incorporate the proposed guidelines in the creation of a digital graphic novel that 

portrays the experiences of the ex-political prisoners of Robben Island Prison while 

serving as an engaging medium for the target audience (Chapter 8). 

The proposed guidelines for creating digital graphic novels given in Chapter 6 were 

combined with the themes identified in the Diagnosis phase in order to create a digital 

graphic novel that fairly portrays the experiences of the ex-political prisoners of 

Robben Island Prison while serving as an engaging medium for the target audience. 

Table 8.2 provides an overview on the manner in which each identified expert (except 

the researcher) contributed to the creation of the digital graphic novel in terms of the 

guidelines they helped incorporate. 

10.2.4 Secondary objectives in the Evaluating phase 

The secondary objective in the Evaluating phase was: 

To interpret the reactions of South African members of the target audience toward 

the developed digital graphic novel in order to further refine it (Chapter 9). 

Three focus groups were held with members of the target audience. After the first 

focus group, identified improvements were made and the second version of the page 

of the digital graphic novel was demonstrated to the second and third focus groups. 

Recommendations for possible improvements identified in the second and third focus 

groups were applied to the final version of the digital graphic novel.  
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10.2.5 Secondary objectives in the Specifying Learning phase 

The secondary objective in the Specifying Learning phase was: 

To develop guidelines for the design of digital graphic novels portraying emotional 

social phenomena using critical systems heuristics and human-computer interaction 

principles (Chapter 10). 

In this chapter, guidelines for the design of digital graphic novels portraying emotional 

social phenomena using critical systems heuristics and human-computer interaction 

principles were proposed. These guidelines were formed through literature reviews 

conducted in Chapters 4, 5 and 6. These guidelines incorporated human-computer 

interaction principles and were implemented in the creation of a digital graphic novel 

which was guided by critical systems heuristics. 

10.2.6 Primary objective of the study 

The achieving of these aforementioned secondary objectives resulted in the 

successful development of guidelines for the design and development of digital 

graphic novels portraying emotional social phenomena using critical systems 

heuristics and human-computer interaction principles.  

A digital graphic novel was developed to portray the experiences of political prisoners 

in Robben Island Prison from 1970 – 1990 by incorporating the use of critical systems 

heuristics and the aforementioned principles. Both Windows and iOS application files 

of the digital graphic novel are attached on the Data CD. 

10.3 Research evaluation 

As mentioned in Chapter 1, this study will be evaluated by determining whether the 

principles of Heikkinen et al. (2012:8), Klein and Meyers (1999:72) and Myers and 

Klein (2011:25) have been met. In this section, the researcher will reflect on how the 

aforementioned principles have been met in this study. 
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10.3.1 Principles for validation of action research 

This section will address how the five principles for validation of action research as 

prescribed by Heikkinen et al. (2012:8) have been met. 

 

10.3.1.1 Principle of historical continuity 

This principle evaluates topics such as the analysis of history, i.e. how the action 

evolved historically, as well as emplotment, i.e. how logically and coherently the 

narrative proceeds. 

 

This principle links to the seventh critical social theory principle as given by Harvey 

(1990:19), which states that in critical research, more emphasis is placed on the 

situations surrounding historical facts, rather than on the facts themselves (Chapter 

2). In other words, the researcher needs to be aware of the history of the problem 

environment. 

 

History was a central theme in the study. The researcher took the history of graphic 

novels into account when developing guidelines for the design and development of 

digital graphic novels portraying emotional social phenomena using critical systems 

heuristics and human-computer interaction principles (Chapter 4). As a team member 

of the Mandela27 project, the researcher learnt about life in Robben Island Prison 

during an important era in South Africa’s history. The researcher allowed ex-political 

prisoners to widen her scope of the Apartheid era and life inside Robben Island Prison 

through focus groups and an interview held in the Diagnosing phase of this study 

(Chapter 7).  

 

The timeline and sequence of events in the study were discussed in the ‘Data 

Collection’ sections in Chapter 7 and Chapter 9. 

10.3.1.2 Principle of reflexivity 

This principle evaluates topics such as subjective adequacy, i.e. the nature of the 

researcher’s relationship with his/her object of research, ontologic and epistemologic 
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presumptions, i.e. the researcher’s presumptions of knowledge and reality, and 

transparency, the researcher’s description of his/her material and methods. 

 

The researcher was employed by the Serious Games Institute – South Africa, and was 

part of the team responsible for the development of the digital graphic novel. 

Checkland and Holwell (1998:25) state that an action researcher is involved in the 

problem situation with the aim of bringing about improvement through change. 

Checkland and Holwell (1998:26) further state that the action researcher is capable of 

bringing about change by attempting to understand the problem situation through the 

identified framework of ideas (F) and methodology (M). The researcher achieved this 

by assisting in the creation of a digital graphic novel by proposing guidelines for the 

design and development of digital graphic novels portraying emotional social 

phenomena using critical systems heuristics and human-computer interaction 

principles. The development and application of these guidelines were guided by critical 

systems heuristics (F) and critical social research theory (M). 

 

The researcher incorporated the use of experts in the creation of the digital graphic 

novel. This was due to the fact that although the researcher was responsible for the 

design and development of the digital graphic novel, experts were needed in the 

process to compensate for skills that the researcher lacked. Table 8.2 maps the roles 

of each expert in the design of the digital graphic novel. 

 

The researcher did not conduct the focus groups in the Diagnosing phase herself. 

These focus groups were conducted by a facilitator who was a member of the 

Mandela27 project team. 

 

The researcher made use of directed content analysis and hermeneutics in order to 

identify themes in the data. Answers and portions of answers were coded and 

categorised into themes. The researcher listened to the audio files in order to 

determine the intonation and context of some of the participants’ responses in order 

to ensure that the response was coded correctly. Once the entire text was coded, the 

first primary documents were recoded in order to ensure consistency. The researcher 

also ensured consistency by coding the data, leaving it aside for two weeks and then 
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recoding it. Any discrepancies in the coding were investigated and corrected. All 

codes, code families and quotations are included in the Data CD. 

10.3.1.3 Principle of dialectics 

This principle evaluates topics such as dialogue, i.e. how the researcher’s insight 

developed in dialogue with others, polyphony, i.e. how the report presents different 

voices and interpretations, and authenticity, i.e. how authentic and genuine are the 

protagonists of the narrative. 

 

The embedded goal of critical systems heuristics is to give voice to various 

interpretations. Critical systems heuristics was used to guide the five phases of action 

research incorporated in this study (Table 3.3) 

 

Focus groups and interviews were held with ex-political prisoners of Robben Island 

Prison. A historical consultant was included in the Diagnosing and Action Taking 

phases in order to ensure the authenticity of the ex-political prisoners’ recollections 

according to what is historically documented about experiences of prisoners in Robben 

Island Prison. The researcher included both ex-political prisoners incarcerated in the 

general section and maximum-security section in the focus groups and interview. The 

responses of each of the aforementioned discussions were summarised and 

discussed in Chapter 7. 

 

Focus groups were also held with members of the target audience during the 

Evaluating phase of the study. The focus groups were held in different locations and 

included a mixture of male and female participants. The responses of the focus groups 

were summarised and discussed in Chapter 9. 

10.3.1.4 Principle of workability and ethics 

This principle evaluates topics such as pragmatic quality, i.e. how well does the 

research succeed in creating workable practices; criticalness, i.e. the kind of 

discussion the research provokes; ethics, i.e. the manner in which ethical problems 

are dealt with; empowerment, i.e. does the research make people believe in their own 

capabilities and possibilities to act and thereby encourage new practices and actions. 
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The aim of this study is to develop guidelines for the design and development of digital 

graphic novels portraying emotional social phenomena using critical systems 

heuristics and human-computer interaction principles. A digital graphic novel was 

developed to portray the experiences of political prisoners in Robben Island Prison 

from 1970 - 1990. 

The proposed guidelines given in Chapter 6 were compiled after a review of literature 

on digital graphic novels (Chapter 4), human-computer interaction (Chapter 5) and 

emotion (Chapter 6). These proposed guidelines were incorporated into the design 

and development of a digital graphic novel portraying the experiences of political 

prisoners in Robben Island Prison during the Apartheid era. The digital graphic novel 

was designed and developed according to the five phases of action research.  

 

The content of the digital graphic novel was determined through focus groups and an 

interview held with ex-political prisoners of Robben Island during the Diagnosing 

phase of the study. By doing this, the researcher empowered the ex-political prisoners 

by granting them a platform on which to share their experiences with the rest of the 

world. The aforementioned is discussed in Chapter 7. 

 

Members of the target audience were asked to evaluate the created digital graphic 

novel in the Evaluating phase of the digital graphic novel. In doing so, the researcher 

empowered members of the target audience by including them in the design of the 

digital graphic novel that is intended for their age group. Members of the target 

audience were excited with the concept of the digital graphic novel and were eager to 

give their recommendations on how the initial versions of the digital graphic novel 

could be refined. The aforementioned is discussed in Chapter 9. 

10.3.1.5 Principle of evocativeness 

This principle evaluates the topic of evocativeness, i.e. how well does the research 

narrative evoke mental images, memories or emotions related to the theme. 

 

With the aim of this study being to develop guidelines for the design and development 

of digital graphic novels portraying emotional social phenomena using critical systems 
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heuristics and human-computer interaction principles and to develop a digital graphic 

novel, both emotion and evocativeness played a key role in this study. Ex-political 

prisoners were asked to talk about their mental images, memories and emotions in 

order to enable the researcher to understand their worldviews. Interpretive methods 

were purposefully chosen as they allowed the researcher to develop an understanding 

of the emotions of the ex-political prisoners. 

 

In the Evaluating phase, the researcher experienced difficulties with conducting focus 

groups with individuals between 16-25 years of age. However, the researcher was 

able to develop an understanding of what was required to awaken their emotions and 

encourage them to participate. 

10.3.2 Principles for validation of critical research 

This section will reflect on how the principles of Myers and Klein (2011:25) have been 

met. Table 2.2 presents the application of principles for critical research proposed by 

Myers and Klein (2011:25). 

The principle of using core concepts from critical social theorists was applied by using 

critical systems heuristics to guide the action research phase adopted in this study 

(Table 3.3). The researcher took a value position that ex-political prisoners will benefit 

from having their stories told through the medium of a digital graphic novel. Another 

value position taken by the researcher was that presenting emotional social 

phenomena in the form of a digital graphic novel would be more appealing for youth. 

The researcher revealed and challenged prevailing beliefs by social practices by 

presenting content of a serious nature in an entertaining form. 

Ex-political prisoners were emancipated by being given a medium through which to 

tell their stories. Young adults were emancipated by being granted the opportunity to 

learn about a serious topic through an engaging medium. The principle of 

improvements in society was applied by promoting historical awareness through the 

creation of a digital graphic novel portraying the experience of ex-political prisoners in 

Robben Island. This study demonstrated that critical systems heuristics could be 

applied to the design and development of a digital graphic novel that portrays an 

emotional social phenomenon. 
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10.3.3 Principles for validation of interpretive research 

This section will reflect on how the principles of Klein and Meyers (1999:72) have been 

met. Table 2.3 presented the principles for interpretive field research proposed by 

Klein and Myers (1999:72). 

The fundamental principle of the hermeneutic circle was applied during the analysis of 

the data. During the analysis, participant response was interpreted by observing the 

statement made before the response and listening to the intonation with which it was 

said in the audio files. The responses were analysed chronologically in order to 

reconstruct the meaning of each individual response and were interpreted according 

to the overall climate of the discussion. In doing so, the researcher was able to 

understand the parts of the data, which enabled her to gain a better understanding of 

the whole and vice versa. By understanding each individual part of the focus groups, 

the researcher was able to gain a better understanding of the text as a whole and vice 

versa.  

The principle of contextualisation was applied by providing information about the 

participants in both the Diagnosing and Evaluating phases and about the researcher 

herself. The principle of interaction between the researcher and her participants were 

applied by discussing the process of the focus groups and interviews in the ‘Data 

Collection’ sections of Chapter 7 and Chapter 9. The principle of abstraction and 

generalisation was applied by content analysis in the interpretation, abstraction and 

generalisation of data in the Evaluating phase of the action research cycle adopted in 

this study. The principle of dialogical reasoning was applied by incorporating both 

existing theory and findings obtained in the analysis of the focus groups in the design 

and development of the digital graphic novel created in this study. The principle of 

multiple interpretations was applied by analysing the data twice and providing 

evidence for auditing purposes. Finally, the principle of suspicion was applied by 

accepting that all responses in the Diagnosis phase are a representation of a specific 

ex-political prisoner’s reality that serves as a message that he would like to convey.  
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10.4 Research discussion 

The aim of this study was to develop guidelines for the design and development of 

digital graphic novels portraying emotional social phenomena using critical systems 

heuristics and human-computer interaction principles. The researcher developed the 

guidelines presented in Table 10.1 after conducting literature reviews of digital graphic 

novels, human-computer interaction and emotion. These guidelines were incorporated 

in the design and development of a digital graphic novel portraying the experiences of 

political prisoners in Robben Island Prison during the Apartheid era. 

Table 10.1: Proposed guidelines for creating digital graphic novels portraying 
emotional social phenomena using critical systems heuristics and HCI principles.  

Narrative 

N1 The author should determine the emotions, worldviews and the purpose for developing the 
narrative (McCloud, 1994:170).  

N2 The author should make readers care about the narrative, either by the content itself or through 
the intensity of its presentation (McCloud, 2011:53). 

N3 The author should exploit the common experiences or heritage of the target group of the digital 
graphic novel to provoke emotions such as suspense, sadness and joy (McCloud, 2011:150). 

N4 Complex information should not be presented in the narrative (Lutz & Huitt, 2003:3). 

N5 A goal of the narrative should be to elicit a sense of meaningfulness from the reader (Lutz & Huitt, 
2003:3). 

N6 The narrative text should be presented as concise sentences and not paragraphs (Dix et al., 
2004:30). 

N7 The narrative should be well-written in order to elicit emotions and activate emotional memory in 
readers (Sprenger, 1999:76; Lutz & Huitt, 2003:6). 

Character 

C1 Characters should engage in novel and attention-grabbing conflicts with themselves, other 
characters and the world around them (McCloud, 2011:150). 

C2 Characters should be designed as believable and vivid human beings (McCloud, 2011:62). 

C3 Facial expressions of a character should be used to portray a character’s emotions to the reader 
as well as to elicit emotions from the reader (Eisner, 1990:111; McCloud, 2011:81). 

C4 A combination of and variation in the six basic emotional expressions should be used to represent 
more complex or intense emotions (McCloud, 2011:84). 

C5 The body language of the character should be used to communicate the emotions of a character 
(Eisner, 1990:113; McCloud, 2011:103). 

Pages and panels 

P1 Panels that enable the reader to easily follow the narrative should be used (McCloud, 2011:12). 

P2 Each panel should lead to and support the next (Eisner, 1990:25; McCloud, 2011:14). 
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P3 The specific moment that is represented within a panel should serve to elicit emotions from readers 
or to portray emotion to readers (Eisner, 1990:46). 

P4 Movement represented in panels should be one of six different types as given in literature 
(McCloud, 1994:70; McCloud, 2011:15). 

Moment-to-moment – series of moments portrays a single action. 
Action-to-action – series of actions of a single subject (person, object, etc.). 
Subject-to-subject – single scene with changing subjects. 
Scene-to-scene – moments that transition over significant distances of space or time. 
Aspect-to-aspect – moments transition from one aspect of a mood, place or idea to 
another. 
Non-sequitur – series of seemingly unrelated images and/or words. 

P5 Frames should guide the reader’s focus to aspects that are important to the narrative (McCloud, 
2011:20). 

P6 The variation of the look-and-feel of panels should be manipulated in order to elicit specific 
emotions from readers (Eisner, 1990:46). 

P7 The flow of the digital graphic novel should adhere to the standard that readers will read frames 
from left-to-right and then top-to-bottom (Eisner, 1990:41; McCloud, 2011:32). 

P8 By making use of the familiarity principle depth of field can be simulated within the digital graphic 
novel (Dix et al., 2004:18). 

P9 The thickness of lines and spaces between lines in the digital graphic novel should not fall outside 
an individual’s ability to perceive it (Dix et al., 2004:17). 

P10 Luminance increases an individual’s visual acuity (Dix et al., 2004:17). 

P11 By varying the brightness, size and depth of images within the digital graphic novel, a 2-
dimensional image can be projected as a 3-dimensional image within the digital graphic novel 
(Preece et al., 1994:83). 

P12 The text in the digital graphic novel should not be written in capital letters in order to promote 
legibility and accuracy in reading (Dix et al., 2004:22). 

P13 Negative contrast (e.g. black text on a white background) should be used to increase the legibility 
of the text in a digital graphic novel (Dix et al., 2004:23). 

Artwork 

A1 The artist should decide on images that brings the narrative to life for the reader (Eisner, 1990:89; 
McCloud, 2011:26). 

A2 Images should communicate the narrative clearly and compellingly (McCloud, 2011:26). 

A3 Pictures should be used to evoke specific emotions or sensual responses from readers in order 
to increase immersion within the narrative (McCloud, 2011:118). 

A4 Images should be combined with narrative text in seven distinct categories as given in McCloud 
(1994:153) and McCloud (2011:130). 

Word-specific – words describe everything that a reader needs to know while the pictures 
illustrate the scene described by the words. 
Picture-specific – opposite of word-specific; the pictures provide all the information that 
the reader needs while the words highlight certain aspects of the scene being shown. 
Duo-specific – the same message is portrayed by both words and pictures. 
Intersecting – both words and pictures make individual contributions to the scene while 
also working together in certain aspects to create the scene as a whole. 
Interdependent – neither the words nor the pictures would be able to convey the same 
message/idea on their own. 
Parallel – words and pictures do not seem to support each other or intersect. 
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Montage – words and pictures are combined pictorially within a scene. 

Interface 

I1 Features such as button highlights and page turning animations should help users to consolidate 
kinesthesis without any physical feedback which may affect the performance and comfort of a user 
(Dix et al., 2004:26). 

I2 Research of the target audience of the digital graphic novel should  be conducted in order for it to 
cater to their specific requirements, preferences and abilities (Dix et al., 2004:52). 

I3 The user should be able to determine what is going on and what to do next (Norman, 2002:188). 

I4 Affordances should made to account for a reader’s physical, semantic, cultural and logical 
constraints (Norman, 2002:84). 

I5 The structure and design of the interface of a digital graphic novel should be consistent in order 
to resolve memory problems and promote predictability (Norman, 1983:257; Nielsen & Molich, 
1990:249; Shneiderman & Plaisant, 2005:74; Stone et al., 2005:95; Johnson, 2007:8). 

I6 The interface of a digital graphic novel should cater to universal usability (Shneiderman & Plaisant, 
2005:74). 

I7 The interface of a digital graphic novel should be designed so as to reduce errors (Norman, 
1983:257; Shneiderman & Plaisant, 2005:74). 

I8 The interface of a digital graphic novel should allow for easy reversal of actions (Nielsen & Molich, 
1990:249; Shneiderman & Plaisant, 2005:74). 

I9 The interface of a digital graphic novel should allow users to feel as though they are in control 
(Shneiderman & Plaisant, 2005:75). 

I10 The interface of a digital graphic novel should be task-focused and as simple as possible (Nielsen 
& Molich, 1990:249; Stone et al., 2005:170). 

I11 There should be a help menu to assist readers in understanding the functions of each interface 
element (Nielsen & Molich, 1990:249). 

I12 The content of the interface of a digital novel should be sensibly organised (Stone et al., 2005:170). 

I13 The interface of a digital graphic novel should enable all intended readers to read it regardless of 
environmental conditions or handicaps (Stone et al., 2005:177). 

I14 The interface of a digital graphic novel should be tested on members of the target audience and 
then altered to accommodate their preferences (Johnson, 2007:48). 

Sound 

S1 Sounds used within the novel should fall between the appropriate intensity and frequencies of 
human hearing while not being too similar or too loud (Dix et al., 2004:24; Te'eni et al., 2007:75). 

S2 A digital graphic novel should make use of sounds in order to elicit emotions and activate 
emotional memory in readers (Sprenger, 1999:76; Lutz & Huitt, 2003:6). 

Emotion 
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E1 The six basic emotions sadness, happiness, fear, disgust, anger and surprise are universal, can 
be found in all cultures (Ekman, 1992b:170; Ekman, 1992a:550; Peter & Herbon, 2006:142) and 
should be incorporated into the characters of a digital graphic novel.  

E2 The designer should pay attention to the affective qualities of the beauty, overview, title, shape, 
structure, texture, menu, main images and colour of websites and screens (Zhang & Li, 2005:107). 

E3 The look and feel of the digital graphic novel should be pleasing to the reader in order to attain a 
positive user experience. (Jordan, 2000:13; Norman, 2005:2; Ortony et al., 2005:173).  

E4 The designer should make use of clean lines, balance, colour, shape and texture to enhance the 
look and feel of the digital graphic novel (Rogers et al., 2011:150). 

E5 More saturated and brighter colours should be used to elicit greater pleasure from readers 
(Guilford & Smith, 1959:502).  

E6 Colours which are highly preferred should be linked to emotions which are highly preferred and 
vice versa (Terwogt & Hoeksma, 1995:11). Hues ranging from least preferred to most preferred 
are yellow, orange, red, violet, purple, green and blue (Guilford & Smith, 1959:490). 

E7 Colours should be associated with concepts such as (Wexner, 1954:433; Adams & Osgood, 
1973:145): 

1. Red = exciting, stimulating, strong, active 
2. Blue = secure, comfortable, tender, soothing 
3. Orange = disturbing, distressed, upset 
4. Black = powerful, strong, masterful, bad 

E8 Colours that are less bright and more saturated should be incorporated as they are more 
emotionally arousing than others (Valdez & Mehrabian, 1994:398). 

E9 Large, still versions of images should be used as they are more emotionally arousing than small, 
still versions, small, motion versions and even large, motion versions of an image (Detenber & 
Reeves, 1996:77). 

E10 Sounds should be used to supply further affective information to and elicit emotions from readers 
(Juslin & Västfjäll, 2008:560). 

E11 Visual imperfections should be compensated for through the use of sound (Reeves & Nass, 1996; 
Tajadura-Jiménez & Västfjäll, 2008:69). 

E12 The designer, artist and author of a digital graphic novel portraying emotional social phenomena 
should strive to make a reader experience emotion salient enough for the reader to confide the 
emotional experience to others (Rimé et al., 1998:148). 

E13 Frames should be used to generate emotional involvement from the reader and portray a visual 
perspective of the emotional climate within which a certain action occurs through the variation of 
shape or treatment of frames (Eisner, 1990:46).  

E14 Pictures used within a digital graphic novel portraying emotional social phenomena should evoke 
an emotional response (McCloud, 2011:118).  

E15 The reader should be able to recognise both the meaning and emotional impact of the selected 
image used within a digital graphic novel portraying emotional social phenomena (Eisner, 
1990:13).  

E16 The inner life of a character contains a character’s life history which should help the reader 
emotionally connect with the character while also providing a platform from which differences in 
life experiences of the character and other characters can elicit stories worth being told (McCloud, 
2011:65). 
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E17 Facial expressions in comics are very important in order for the comic artist to portray the emotions 
of the characters to the readers as well as to provoke emotions in the readers themselves 
(McCloud, 2011:81). 

 

10.4.1 Reflection on proposed guidelines 

During the design and development of the digital graphic novel, the researcher noted 

that there were guidelines that appeared to be similar and occurred together. Table 

10.2 shows the guidelines incorporated in each screenshot of the digital graphic novel 

presented in this study.  

 

By observing the table, relationships between guidelines become evident, such as that 

between C1, C2, C3, A1, A4, E1, E17. Although these combinations of guidelines are 

often used together in order to capture emotion and bring the narrative to life for the 

reader, the researcher decided to keep the guidelines categorised according to the 

fundamental requirements for sequential art as given by Eisner (1990:159). This 

promotes ease of use as the designer of a digital graphic novel may apply these 

principles per requirement and may instruct his experts accordingly by presenting 

them with guidelines specific to their role. For example, the programmer (or interface 

designer) can be given guidelines specific to the interface, while the author can be 

given guidelines specific to the narrative. Both the programmer and author may also 

be given the guidelines specific to emotion. 
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10.5 Limitations of the study 

The limitations of this study are: 

1. The researcher was only able to attain a small number of participants for the 

Diagnosing phase. 

2. The researcher was unable to conduct the focus groups and interview in the 

Diagnosing phase herself. 

3. There were time limits on the focus groups and interview. 

4. The researcher was unable to achieve saturation in the focus group and 

interview of the Diagnosing phase due to limited number of participants and 

time. However, the historical consultant was able to verify the stories told by the 

ex-political prisoners. 

5. Due to the time constraints of the Mandela27 project, the researcher was only 

able to conduct two rounds of evaluation in the Evaluating phase. 

10.6 Further study considerations 

Guidelines for the design and development of digital graphic novels portraying 

emotional social phenomena using critical systems heuristics and human-computer 

interaction principles were proposed and applied in this study.  

The proposed guidelines could be applied to the development of another digital 

graphic novel portraying an emotional social phenomenon. The list of proposed 

guidelines can also be reapplied and refined as newer technological developments 

broaden the horizon of possibilities in digital media. 

10.7 Chapter summary 

The aims and objectives of this study were reflected on in Section 10.2. This was 

followed by an evaluation of the research in Section 10.3. The research was evaluated 

in terms of the principles for validation of action research (Section 10.3.1), critical 

research (Section 10.3.2) and interpretive research (Section 10.3.3). The proposed 

guidelines for the design and development of digital graphic novels portraying 

emotional social phenomena using critical systems heuristics and human-computer 
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interaction principles are presented in Section 10.4. The limitations of the study are 

discussed in Section 10.5 with further study considerations presented in Section 10.6. 

This chapter concludes the dissertation. 
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Principal Consent Form 
 

 

I. Purpose 
 
Diane-Lee Pretorius has received permission from   ________________________________________  
 
to conduct a focus group for the research study entitled, Guidelines to design digital graphic novels   
 
portraying emotional social phenomena using critical systems heuristics and HCI principles.  
 
The purpose of the focus group is to:  
 
1. Evaluate the first version of the digital graphic novel by members of the target audience. 
 
 
Your consent has been asked to conduct this focus group on the  _____________________________.  
 
Learner participation in this study is voluntary.  If learners decide to withdraw permission after the study  
 
begins, they are free to leave the focus group and their responses will not be used in the study.  
 

 
II. Confidentiality 

All information is confidential and will only be used for research purposes. Anonymity is assured as 
neither you nor your learners’ names will appear in any written reports that stem from data collected 
from the researcher.  

 
 

III. Informed Consent 
If you have read and understood the information above and consent to the hosting of this focus group, 
print and sign your name below.  
 

 
 
 
 
 
 
 
 
 

 
__________________________________ ________________________________ 
Name of Principal (Please print)   Name of School 
 
__________________________________  
Principal Signature     
 
__________________________________ 
Date 
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