
    
      
        
          
        
      

    


Visual Literacy: Digital Comic Media Innovation in English Learning in the New Era of Literacy



    
        
          Visual Literacy: Digital Comic Media Innovation in English Learning in the New Era of Literacy

        

        
        
          Edy Suseno

        

        
          Published by Edy Suseno, 2026.

        

    



  
    
    
      While every precaution has been taken in the preparation of this book, the publisher assumes no responsibility for errors or omissions, or for damages resulting from the use of the information contained herein.

    
    

    
      VISUAL LITERACY: DIGITAL COMIC MEDIA INNOVATION IN ENGLISH LEARNING IN THE NEW ERA OF LITERACY

    

    
      First edition. March 11, 2026.

      Copyright © 2026 Edy Suseno.

    

    
    
      Written by Edy Suseno.

    

    
      10 9 8 7 6 5 4 3 2 1

    

  



  	
  	
			 

			
		
    To my grandchildren, who teach me the true meaning of balance.

      

    



  	
        
            
            Visual literacy is the ability to interpret, negotiate, or make meaning from information presented in the form of an image. It is the language of the new era.

      

    


[image: ]

Sanctions For Violation Of Article 113

Law No. 28 Of 2014 On Copyright

	
Any person who unlawfully violates economic rights as meant in Article 9 paragraph (1) letter I for Commercial Use shall be punished with a maximum imprisonment of 1 (one) year and/or a maximum fine of Rp100, 000, 000 (one hundred million rupiah). 



	Any person who without the right and/or without the permission of the creator or copyright holder violates the economic rights of the Creator as referred to in Article 9 paragraph (1) letter c, letter d, letter f, and/or letter h for Commercial Use shall be punished with imprisonment for a maximum of 3 (three) years and/ or a fine of at most IDR 500,000,000.00 (five hundred million rupiah). 

	Any person who without the rights and/or without the permission of the creator or copyright holder infringes the economic rights of the Creator as referred to in Article 9 paragraph (1) letter a, letter b, letter e, and / or letter g for Commercial Use shall be punished with imprisonment for a maximum of 4 (four) years and/ or a maximum fine of Rp1, 000, 000, 000.00 (one billion rupiah). 

	Any person who meets the elements referred to in paragraph (3) committed in the form of piracy, shall be punished with a maximum imprisonment of 10 (ten) years and/or a maximum fine of Rp4, 000, 000, 000.00 (four billion rupiah).



––––––––

[image: ]


Visual Literacy: Digital Comic Media Innovation in English Learning in the New Era of Literacy

Dr. Edy Suseno, S.Pd., M.Pd.

PREFACE

Praise be to God Almighty for his blessing and guidance, a reference book entitled Visual Literacy: Digital Comic Media Innovation in English learning in this new era of literacy can be completed as a response to concerns as well as optimism about the future of elementary education where linear text is often a barrier to learning English imagination of young learners. Entering the era of 2026, we are witnessing a tremendous cognitive paradigm shift as the alpha generation no longer just reads information, but actively consumes narratives, colors, and dynamic digital interactions. Therefore, this book comes as a scientific bridge that coherently connects classical cognitive theories such as Dual Coding Theory with cutting-edge technologies based on Artificial Intelligence and modern graphic design. Its main focus is to provide practical solutions for educators to tear down students ' affective filters while building permanent memory retention through the intuitive visual power of comics. The author expresses his deep gratitude to all fellow educators, material experts, and media experts who have provided valuable input during the research process and preparation of this work. It is my hope that this book will not only become a static library shelf occupant, but transform into an operational guide in the hands of creative teachers who dare to innovate in the classroom for the sake of igniting a twinkle of curiosity in the eyes of students. Let us believe that each panel of stories we compose is a real step towards creating a generation that is not only linguistically savvy, but also rich in imagination and visual literacy.

Sidoarjo, March 2026

Author

Dr. Edy Suseno, S.Pd., M.Pd.
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CHAPTER 1: New Horizons of Visual Literacy in Language Learning

1.1 Paradigm shift in learning in the Digital Age

Entering the third decade of the 21st century, the face of World Language Education has undergone a radical transformation that changes the fabric of pedagogy from its roots to its shoots. We are no longer just dealing with students who read linear texts passively, but with "visual generation" that processes information through a symphony of images, color spectra, and complexity of symbols that intertwine with each other simultaneously. In the modern English classroom, the fundamental challenge for an educator lies no longer in the limited access to the material, but rather in how the material is able to trigger deep emotional engagement and cognitive resonance for learners who are already exposed to the vast flow of digital information. The old paradigm of viewing text as the sole authority of meaning is beginning to shift toward understanding that literacy is a multisensory practice that involves the ability to critically and creatively interpret visual codes amid the onslaught of fast-paced social media.

During this time, vocabulary or vocabulary is often considered as a single and mechanical foundation in language acquisition, which unfortunately is often taught through conventional methods that are dry and drab. The old approach that relied on memorizing word lists isolated from their functional context proved to be starting to lose its fangs in the face of students who needed real relevance in every word they learned. In the absence of a living context and capable of pulsating in the student's imagination, words are simply empty abstractions or volatile linguistic artifacts of short-term memory immediately after the end of the exam. This is where visual literacy takes on a crucial role as an epistemological bridge connecting the rigid symbols of language with the rich and textured realities of meaning in everyday life. The use of visual elements is not just an aesthetic complement, but a cognitive instrument that helps the brain perform dual coding (dual coding), in which verbal information is reinforced by non-verbal representations that are able to stay longer in human cognition.
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