CHAPTER V

CONCLUSION AND SUGGESTION

A. Conclusion

The results of this study demonstrate that using digital comics
significantly = improves students’ reading comprehension. This
improvement is evident in the increased post-test scores compared to the
pre-test scores, as well as in the statistical results, which show that the
difference in reading performance before and after using digital comics is
meaningful. Integrating digital comics into the reading process provided an
alternative medium that engaged students more deeply and facilitated a
better understanding of reading material.

Digital comics are unique in that they combine narrative text with
visual elements, offering a multimodal reading experience. The visual
support provided by the comics' illustrations helped students grasp the
meaning of words and sentences more easily, especially when they
encountered unfamiliar vocabulary or complex sentence structures. The
images contextualized the written content, enabling students to infer
meaning, connect ideas, and follow the storyline more effectively.
Combining visual and textual information reduced the cognitive load that
often hinders comprehension, making the reading material more accessible

and less intimidating.
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Furthermore, students found the format and content of digital
comics to be more interesting and appealing than conventional reading
materials. The entertaining nature of comics increased students’ motivation
to read, leading to more focused and sustained engagement with the texts.
When students are more motivated, they tend to approach reading with
greater interest and effort, directly supporting the development of their
comprehension skills. The students in this study demonstrated a greater
willingness to read and a more positive attitude toward reading tasks after
being introduced to digital comics.

In addition to being engaging, digital comics also promote
independent learning. Since the comics were digital, students could read
them individually at their own pace and revisit the content as needed. This
flexibility encouraged students to take control of their learning and spend
more time interacting with the texts outside structured classroom settings.
Repeated exposure and self-paced reading are important for improving
reading ability because they allow students to naturally practice and
internalize reading strategies over time.

Overall, the use of digital comics in this study served as an
innovative way to present reading material and effectively enhanced
students’ text comprehension. The combination of visual context, narrative
structure, and an engaging format created a supportive environment for
reading development. Therefore, it can be concluded that digital comics

are a valuable and effective tool for improving the reading comprehension
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of junior high school students, especially when thoughtfully integrated into

the learning process.

B. Suggestion

Based on the conclusions drawn from this study, several suggestions
are offered to the various stakeholders involved in teaching reading

comprehension at the junior high school level.

1. For English teachers, it is suggested that they consider using digital
comics as supplementary reading material in their instructional
activities. This study's findings have shown that digital comics can
effectively enhance students’ reading comprehension ability. Teachers
are encouraged to explore a variety of age-appropriate, curriculum-
aligned digital comics to help students understand texts more easily.
The visual elements in comics help bridge comprehension gaps,
especially for students who struggle with traditional texts.
Additionally, digital comics can foster a more enjoyable and engaging
reading atmosphere in the classroom, which may lead to increased
motivation and active participation.

2. For students, digital comics offer an accessible, interactive medium for
improving reading comprehension both in and out of the classroom.
Students are encouraged to develop independent reading habits by
using digital comics that are entertaining and educational. By choosing

comics that align with their interests and reading level, students can
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increase their exposure to English vocabulary, grammatical structures,
and contextual understanding in an enjoyable way. As this study
demonstrates, using comics can reduce reading anxiety and create a
more positive attitude toward reading in English.

3. For future researchers, it is recommended that they expand upon the
findings of this study by exploring the use of digital comics in broader
and more varied educational settings. Further research could involve
larger sample sizes, different grade levels, or more diverse geographic
locations to strengthen the generalizability of the findings.
Additionally, future studies could examine the long-term effects of
using digital comics on language learning aspects such as vocabulary
acquisition, critical reading, and reading fluency. Researchers should
also investigate integrating digital comics into blended learning models
or mobile-assisted language learning platforms to examine their

effectiveness in modern, technology-enhanced classrooms.

In response to junior high school students' ongoing challenges in
developing adequate reading comprehension, particularly in English as a
foreign language, educators, curriculum developers, and researchers must
seek innovative, engaging materials aligned with students' cognitive and
emotional development. As demonstrated in this study, digital comics hold
strong potential as one such medium and deserve further attention and

application in English language teaching.
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