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Abstract 

Graphic novels based on Indian epics such as the Ramayana and 

the Mahabharata have, over the last two decades, become 

extremely popular both as literary works and as teaching material. 

This research paper examines the possibilities and challenges of 

using graphic novels during teaching process of Indian epics to 

students at both the school and college levels. Drawing on well-

known graphic retellings such as Samhita Arni's Sita's Ramayana, 

Saraswati Nagpal's Sita: Daughter of the Earth and Draupadi: The 

Fire-Born Princess, and Amruta Patil's Adi Parva and Sauptik, this 

paper argues that graphic novels can render Indian epics simpler, 

more accessible, and visually engaging, while also providing an 

open platform for critical discussion of concerns such as gender, 

morality, equality, and social justice. At the same time, this paper 

takes into account certain fundamental practical and pedagogical 

challenges, including questions of textual fidelity, the risk of 

oversimplification, teachers' limited visual literacy, and the 

resistance arising from traditional methods of teaching classical 

literature. The paper concludes that, if taught through a 

combination of thoughtful instruction and classroom discussion, 

graphic novels can prove to be a valuable tool in teaching Indian 

epics — provided that teachers are trained to encourage the 

learners to develop an interest towards critical visual and textual 

analysis. 
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1. Introduction 

The Ramayana and the Mahabharata have a dominant place and role in Indian culture, 

religion, and education. These epics have been broadcasted through the mediums of oral 

storytelling, classical texts, television serials, comic books, and at present through graphic 

novels aimed at both young and adult readers for generations. The comic-book tradition of 

Amar Chitra Katha has ruled unilaterally on Indian mythological storytelling for children 

sinne 1960s but a new trend of graphic novels —originated by authors such as Samhita 

Arni, Saraswati Nagpal, and Amruta Patil — presents the epics with greater narrative 

complexity, stronger visual artistry, and intentionally with critical or feminist perspective. 

The origination of graphic novels raises a key question for literature teachers: can these be 

used effectively in the classroom, and if so, how? This paper explores that by examining 

both their potential for teaching epic literature and the practical challenges, teachers may 

face in using them.  

2. Objectives of the Study 

● To examine increasing use of graphic novels in retelling and teaching Indian epics. 

● To identify the pedagogal possibilities that graphic novels create approaches for 

teaching the Ramayana and the Mahabharata. 

● To identify the challenges and limitations faced by the teachers during the use of 

graphic novels in classroom. 

● To suggest practical approaches for integration of graphic novels in teaching of Indian 

epics at the school and undergraduate levels. 

3. Review of Literature 

Over the last two decades, research on graphic novels and education has increased 

constantly, notably in the field of visual literacy. In 1993, famous American cartoonist and 

critic Scott McCloud defined Graphic Novels in his book Understanding Comics as 

―juxtaposed pictorial and other images in deliberate sequence, intended to convey 

information and/ or produce an aesthetic response.‖ McCloud's foundational work on the 

grammar of comics, and research followed by Kress and Theos van Leeuwen on visual 

design, establishes that reading of image parallel to text narratives requires readers to 

attentively construct an accurate meaning, connection coherent images with relevant text. 
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Just it is not generally a passive process for acquiring a simplified version of a written 

narrative. 

Building on this idea, education researchers such as Frey and Fisher as well as Monnin 

and Bakis, believe that if graphic novels are used and taught in the class by the teachers in 

a coherent manner then they can improve reading comprehension and thinking skill of the 

students, as use of graphic novels creates interest and learning involvement of them. A 

recent review by Oz and Efeciolglu similarly discloses that application of graphics novel 

strengthen both understanding and learner‘s involvement, at the same time teachers are 

firstly required to appraise the existing visual literacy skills of the students.    

 Scholars such as Karline McLain, Nandini Chandra, and Deepa Sreenivas have explored 

the ancient Amar Chitra Katha comic series, how that shaped young generation‘s readers 

who familiarized first with Indian mythology and history, meanwhile it was also focused 

on the reinforcement of series inclination on conservative, upper-caste, and patriarchal 

norms in retellings. This part of scholarship strengthen the historical background of the 

current study as it shows that mythology comics have performed their role a informal 

classroom and household teaching material for a long period in India. Though it is not 

formally considered and included in English language or literature syllabi. 

Most recent studies have paid attention towards those graphic novels that offer Indian 

epics from the alternative and marginal view of point. For example, Sita’s Ramayana by 

Samhita Arni, the entire story is retold from Sita‘s point of view and Patua folk-art style of 

rural Bengal has been presented here. In Adi Parva and Sauptik by Amruta Patil, the 

narrators are not conservative. The river-goddess and the cursed warrior reframe the story 

from the margins rather than from the centre of royal power. Although these texts have 

been examined from literary and cultural perspective, comparatively less research has 

advocated this field that shows how they can be used as teaching material in the 

classroom, thus the present research paper attempts to fulfill this gap. 

4. Possibilities of Teaching Indian Epics through Graphic Novels 

4.1 Greater Accessibility for Students 

Graphic novel‘s accessibility is the major advantage to understand them easily. The 

parallel coordination of images and simple language text can make long and complicated 

epics easier to follow, particularly students who are not fluent reader of literary forms. At 
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college level, the undergraduate students of English literature, graphic novels can open an 

accessible entrance towards the original texts. 

4.2 Visual Engagement and Memory 

 Visual storytelling ever strengthens memory and engagement. The illustrated texts often 

support the students to recall characters, settings, plots, roles, relationship and key events 

positively rather than facing them in narrative form. It is more useful when students are 

introduced with epics the first or text‘s main plot is elaborated in detail.  

4.3 Introducing Alternative Perspectives 

Several contemporary graphic novels attempt to retell the story of Indian epics from the 

view point of characters such as Sita and Draupadi who are conservatively marginalized. 

Teaching these texts not mere enhances the single and fixed perspective among the 

students but they can be told multidimensional point of view. This increases imaginative, 

logical and critical thinking among students so they can learn to compare, interpret, and 

ask cross questions about whose voice has been centered and suppressed in original text.    

4.4 Opening Discussion on Gender and Social Themes 

Graphic novels such as Sita's Ramayana and Draupadi: The Fire-Born Princess draws 

attention to the diverse forms of sufferings, humiliation, inequality, and moral choices that 

their female protagonists faced. In the classroom, these texts offer a valuable platform for 

discussing gender roles, justice, and social values –both in context of ancient epics and 

contemporary society. In this way, these graphic novels help the students to establish 

connection with contemporary relevance of classical literature as well as performing the 

constant significance of studying the epics in depth.    

4.5 Supporting Interdisciplinary and Comparative Study 

Because graphic novels are significant sources of harmony between literary narratives 

with visual art. These ever promote interdisciplinary teaching that connects literature with 

art, diagram, design and multimedia sources. Graphic novels are valuable sources for 

teachers to juxtapose vivid illustrative styles such as folk-art of Patua style versus the 

traditional comic book illustration that helps the students to comprehend meaning and tone 

of a story. 

5. Challenges of Teaching Indian Epics Through Graphic Novels 

5.1 Risk of Oversimplification 

Because graphic novels always comprise moderate and compressed narrative, as it creates 

a factual risk that the originality and complexity of ancient epics may be deprived or 

oversimplified. Teachers need to be attentive to add the graphic novels with the discussion 
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that has been deprived or avoided, so that students could not mistake during simplification 

of the complexity of the real text.    

5.2 Questions of Textual reliability and Interpretation 

Graphic novels are defined as elucidation of the original epics rather than direct 

translation. Authors intentionally attempted that which events to add, whose perspective 

should be put forward and how to illustrate gods, demons, and human characters. While 

this interpretive freedom proves the contemporary graphic retellings value and reliability.  

While this interpretive freedom is often makes contemporary graphic retellings valuable, 

but it creates controversy among traditional teachers or institutions whether graphic novels 

are reliable or faithful rather than classical versions. Thus the teachers clearly need to 

interpret and retell the graphic novels without replacing them as it is. 

5.3 Limited Teacher Training in Visual Literacy 

A vast number of teachers of English and Indian literature have mastery on written text to 

analyse it, and less prepared and trained to read and teach visual narratives. Due to scanty 

visual literacy, they encounter the problem that how to arrange panels, color, and illustrate 

the story with proper sense. In lack of such visual literacy, teachers may consider graphic 

novels as general versions of ancient epics and teach without genuine visual skills. This 

situation demands to avail teacher-training workshops for enhancing graphic narrative 

pedagogy. 

5.4 Resistance from Traditional or Institutional Expectations 

In many Indian higher educational institutions, literature course mainly focus on prose 

translation of Sanskrit texts. Out of these, some are indeterminate to treat graphic novels 

as serious academic material at graduate and under graduate level. If teachers ponder to 

include graphic novels to enlarge the formal syllabus, they need to explain educational and 

ethical values clearly. They should be applied as tools to enhance interpretive and 

comparative skills among students rather than replacement of canonical texts. 

5.5 Practical and Access-Related Constraints 

The practical challenge related to cost and availability is also a major reason. The major 

graphic novels discussed here are associated with standard publishers, can rarely be 

available in colleges of small towns or rural institutions. Limited budgets often restrict the 

procurement of illustrated or graphic texts and use them as teaching material in classroom 

rather than conventional prose texts.  
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6. Discussion and Suggestions 

Based on what we have observed, graphic novels should not be replaced as the source of 

classic and prose versions of the Indian epics. Instead, they may work and prove 

themselves as an additional tool that teachers may apply at the right time in a course. For 

example, a teacher could access the graphic version to the students at primary stage before 

introducing detailed textual study. Or it could be used side-by side, so the students can 

learn how the story is told differently- particularly in response of narrative perspective and 

gender. The teachers can also create classroom activities focusing on comparison between 

graphic retelling and traditional prose versions of the same episode, promoting them to 

keep in mind what added, left out or changed or reinterpreted and to ponder why. It helps 

the students to consider and apply reasonable material in the classroom. 

For the resolution of the challenge of limited visual literacy training, teacher oriented and 

training programmes should be promoted, meanwhile English department workshop could 

add short modules for the promotion of graphic narratives. The workshops could focus on 

orientation of basic concepts such as sequence of panel, framing of works and proper co-

ordination between picture and text. This would help teachers to comprehend the full 

pedagogical value of graphic novels instead of treating them as simplified storybooks. 

Colleges could establish a small part for collections of graphic retellings in their libraries, 

making usable for the students in class as well as for their own reading.   

7. Conclusion 

The graphic novels, inspired by the Ramayana and the Mahabharata, provide a fresh 

perspective and real pedagogical value for teaching Indian epics in contemporary 

classroom. Graphic novels support to accessibility of long and culturally significant 

narratives for the contemporary young generation, engaging them visually, open 

discussion on gender, justice and perspective, can be seen in Samhita Arni's Sita's 

Ramayana, Saraswati Nagpal's Sita: Daughter of the Earth and Draupadi: The Fire-Born 

Princess, and Amruta Patil's Adi Parva and Sauptik.    

Teachers also need to be cautious and careful about the risks of oversimplification of 

stories; every retelling comprises choice about what to keep going on or to do changes 

timely and the factual obstacle is of making teachers trained and getting hold of these 

texts. Implication of graphic novels thoughtfully is here good supplement instead of an 
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alternative for classical text which help the students to connect with and think more 

logically and critically about India‘s epics.  
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