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ABSTRACT

Following the PRISMA framework, this research used a systematic literature observation method by
analyzing 17 peer-reviewed articles from reputable indexed journals. The findings showed that digital comics
effectively improve three key learning domains: reading comprehension, written production, and vocabulary
acquisition. Moreover, this research revealed three prominent teaching methods integrated with digital
comics: project-based learning, task-based learning, and autonomous learning. Furthermore, research results
manifested popular platforms for creating and presenting digital comics: Pixton, Webtoon, and Toondo. A
cross-country analysis highlights that research on digital comics is concentrated in Indonesia (76%), Ecuador,
and Mexico, investigating how digital comics can address common challenges in EFL distance learning: low
literacy rates, limited multimodal media, and bandwidth-friendly materials. A cross-year analysis from 2020
to 2024 reveals that early in the pandemic, digital comics served as a catalyst for crisis teaching, but the
subsequent increase in publications in the post-pandemic period validates the potential of digital comics
in long-term distance EFL learning. Further research is recommended to explore the effectiveness of digital
comics by collaborating with current teaching techniques; increasing the credibility of the SLR main source
selection process with statistical analysis; and expanding the research string to explore more main sources for
this SLR study.

Keywords: Digital comics, distance learning, english learning, educational technology, SLR.

INTRODUCTION

The emergence of technological innovations within the education realm considerably impacts the current
pedagogical system. In the educational domain, technology and information advancement facilitate
more convenient learning experiences for both teachers and students (Naidu, 2017). This is due to the
role of technology in disseminating information as knowledge for the educational aim. Educational media
contributes as tools to support the transmission of knowledge in the learning process.
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Furthermore, the COVID-19 pandemic has dramatically impacted all aspects of life, including education.
The proliferation of COVID-19 has compelled many individuals to engage in online learning systems due
to the closure of schools, universities and other educational institutions (Naidu, 2021). A breakthrough
in the teaching and learning system based on a home-learning program has been created to address this
unprecedented situation. The main goal is to ensure that the learning remains valuable, adaptable and
accessible during the pandemic.

By the end of the pandemic, distance learning became more popular in the post-pandemic period until
recent years (Chernova et al., 2022). However, some challenges arise in implementing distance learning,
particularly distance English learning. Some studies reported that English distance lessons are perceived
as monotonous and boring as the students are exposed to information rapidly and presented in a manner
that is more visually appealing in the outside classroom than the information they get in the conventional
learning context (Derakhshan et al., 2021; Kruk et al., 2022). Moreover, during this distance learning
process, students are engaged in the independent study within the home environment that are less than
conducive with limited self-regulation (Yadaicela et al., 2023).

Innovations and adjustments must be made to distance English classrooms in response to that situation. One
potential solution is integrating technology that fosters autonomy, active participation, and engagement in
English learning (Naidu, 2020). Technology can facilitate the evolution of novel pedagogical approaches
to distance learning. Innovative technological resources, including visual technologies, have also been
recognized for enhancing the English learning experience with rich visual content (Naidu, 2019). One of
the potential visual-based media is digital comics.

Numerous studies underscore the efficacy of digital comics in the context of English acquisition. Some
studies mention that digital comics are an innovative media for establishing technology-enhanced language
education harmonized with learning objectives (Muthmainnah et al., 2022; Nopita et al., 2022; Surya et al.,
2019). In addition, digital comics evoke students” emotional responses and enhance motivation in a diverse
language context. Integrating digital comics has been reported as an integral component of English language
pedagogy.

It is not a novel insight that digital comics are acknowledged in many educational studies. Wulandari et al.
(2019) conducted an analysis that investigated the utilization of Webtoons as a medium to increase students’
vocabulary acquisition. This study found that Webtoon provides various learning features that facilitate
the achievement of learning objectives and elevate students’ motivation. In another area, Fatimah et al.
(2019) discovered that ToonDoo served as a supportive educational application for making engaging visual-
based learning media. Furthermore, the study reported that the use of ToonDoo has positively impacted
the pedagogical development of the researchers as it is reflected in the improvement of teachers’ creativity
in generating learning media in the form of digital comics (Utomo & Ahsanah, 2020). Another study by
Utomo et al. (2024) reported that collaborative projects in English courses through creating digital comics
significantly impact students’ academic improvement, enhancement of collaborative values and digital
technology mastery. Another research reported by Widioko (2021) showed a notable impact of integrating
digital comics to advance students’ writing skills. The study presented a prominent improvement in students
with low writing skills after implementing digital comics as a language-learning media.

Due to the remarkable impact of digital comics in English language teaching, this study attempted to fill
the gaps in the research area, which has not been investigated further. Consequently, there is an apparent
necessity to navigate the promising media of digital comics for distance English learning. This study aims
to delve into the extant literature related to digital comics and examine the factors that contributed to the
successful learning experience in distance English learning. In order to execute the investigation for good
purpose, the existing literature has been meticulously scrutinized by utilizing the systematic literature review
(SLR) methodology. SLR is a widely recognized research method that aligns with the research objective of
presenting the synthesis of digital comics as promising media in distance English learning.

The remaining segments of this study are organized as follows. The research methodology, using a systematic
literature review, is elaborated on in the subsequent section. Then, the third segment presents the synthesis
result yielded from this study. Section 4 outlines the elaboration of the analysis linked to the research
questions. Section 5 discusses concluding remarks, implications, and recommendations for future research.
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METHOD

In this study, the researchers utilized a standard systematic literature review (SLR) methodology, adhering
to the guidelines delineated by (Kitchenham et al., 2009). The SLR approach has numerous advantages as it
is acknowledged as unbiased and trustworthy (Al-Qaysi et al., 2020). Moreover, the data collected through
SLR is highly dependable since it is derived from various references (Kitchenham & Charters, 2007). Three
principal stages are formulated in this SLR study: planning, conducting and reporting (Kitchenham et
al., 2009). The initial two stages are explained in the following two sub-sections, while the third stage is
elaborated in section 3.

Planning

The initial stage of the Systematic Literature Review (SLR) method is characterized by five primary steps,
which are explained in the following sub-sections.

Identify the Research Goal and Research Questions

The main goal of this study is to carry out a systematic review of relevant literature employing the SLR
process(Kitchenham & Charters, 2007). The study is based on three fundamental research questions, which
are delineated below.

1. What English learning domains that use digital comics in distance learning?
2. What teaching methods are integrated in implementing digital comics in distance English learning?

3. What are the applications used to generate digital comics in distance English learning?

Identify the Keywords

The search keywords predominantly affected the selection of the relevant literature as the primary source in
this study. The research questions in the preceding subsection drove the selection of the keywords. Having
identified the keywords, the researchers had to formulate a search string that would work with the search
engine’s database. The search string employed in this SLR study is [“digital comic” OR “online comic”)
AND (“English learning” OR “EFL learning” OR “ESL learning”)].

As evidenced in the search string, the phrase “English learning”, “EFL learning”, or “ESL learning” is
incorporated into the search string to limit the scope of literary sources to the field of English language learning.
Then, the selection of distance learning in the study was conducted through a thorough manual reading review.

Identify the Sources

The subsequent online databases of the literary sources were selected to be utilized for the primary sources
of the present SLR study: SCOPUS, ERIC, ProQuest, EBSCO, Science Direct, Emerald Insight, JSTOR,
Taylor & Francis, Index Copernicus International and SINTA (Science and Technology Index). The
researchers of this study posited that these online databases constitute the primary resources for collecting
academic articles pertinent to digital comics for English learning.

Identify the Inclusion/ Exclusion Criteria

Table 1 delineates the inclusion criteria of this SLR investigation. Each academic article identified in the
search results as the primary source of this study must satisfy these criteria to be considered for inclusion in
the SLR analysis process.

Identify the Data Extraction Strategy

In this study, data were gathered in accordance with the table presented in Table 3. The research articles that
did not contain one of the criteria in Table 3 were eliminated from the study.
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Conducting the Review

The researchers conducted the review analysis process, which became the second stage of the Systematic
Literature Review (SLR) method. This review execution encompasses five steps, as elaborated in the following
sub-sections.

Identify the Research

In this step, the researchers examined the online database by searching the academic articles based on the
search strings elaborated in the previous section. The preliminary search results yielded in the search engine
database are reported in Table 4.

Select the Studies

In the literary investigation, the filtering process of the scholarly articles was conducted based on Preferred
Reporting Items for Systematic Review and Meta-Analysis (PRISMA) guidelines proposed by (Liberati et
al., 2009). The PRISMA guideline elaborated on the progression of information analyzed in the systematic
literature review (SLR) stages. It encompasses the selection stage of the scholarly articles that meet the
inclusion and exclusion criteria and meticulously examines the research articles to confirm the eligibility
for the selection. The selection process entails screening the articles according to the abstracts, keywords,
and reading process to the full-text version of the articles to ensure the appropriateness of the data sources
in the SLR study. The following table summarizes the specific inclusion criteria employed in this Systematic
Literature Review (SLR) to ensure that all selected primary studies are relevant, high-quality, and directly
address the research questions.

Table 1. Inclusion criteria

Inclusion Criteria

It is imperative that the scholarly articles adhere to the keyword criteria

T o

The research must be classified within the realm of digital comics in distance English learning
The research must contain the factors that are being analyzed

The scholarly articles must be available and accessible in full-text format

The scholarly articles must be categorized as a review paper

The scholarly articles must be explicitly published in the post-pandemic period between 2020-2024

@ = 0o a0

The scholarly articles must be written in the English language

Furthermore, a series of exclusion criteria were carried out to meet the quality and criteria of the main
sources in this SLR study

Table 2. Exclusion criteria

Exclusion Criteria

1. The publication is not empirical study (such as: book review, book chapter, editorial view, opinion, a model without
empirical basis)

The full-text of the publication cannot be accessed
The publication is not written in English

The main focus of the study in the learning other than English study

voh W

The setting of the learning context of the publication is conventional learning, traditional learning (not distance
learning)

The media of comic investigated in the study is printed comic and non-digital comic
7. The publication is outside the time frame (before 2020 or after 2024)
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To ensure a systematic and comprehensive data synthesis process, the following data layout (Table 3) was
utilized. This structured approach facilitated the extraction and categorization of key information from the
selected primary studies.

Table 3. Data layout

Criteria Criteria Description
Article ID Each article is assigned a specific ID number so that the researchers can easily identify it
and refer to it during the review process.
Database Source The originating database of the academic articles
Article Title The title of the articles
Journal The name of the journal in which the articles are published
Author The name of the researchers who carried out the study
Year The year in which the articles are published
Country of Research The country in which the research of the articles is conducted
Research Method The research method utilized in the studies including data collection and data analysis
Studied factors found The significant factors investigated in the study
significant

As a result of the selection analysis, the researchers found 19 duplicate articles. Then, according to the
abstract screening, 12 articles failed to adhere to the research keywords and were irrelevant to the thematic
focus of this SLR study. Furthermore, after the full-text assessment, the researchers found that 8 articles were
not investigating the application of comics in digital or online platforms but in conventional paper-based
media. The researchers also found that 21 articles did not analyze digital comics in the distance English
learning setting. Four articles were not conducted from 2020 until 2024, which became the post-pandemic
period as the time focus of this study. Subsequently, 3 articles were identified as journal articles, and 10 were
unavailable in full-text access. Eventually, the researchers compiled a collection of 17 scholarly articles. Those
eligible research articles were then analyzed using the systematic literature review (SLR) method to yield
insights pertinent to investigating the three research questions formulated in the previous sections.

Table 4. Initial Search Results

Online library database Results of the Identified Articles
SCOPUS 18
ERIC 10

ProQuest
EBSCO

Science Direct
Emerald Insight
JSTOR

Taylor & Francis

N U1 W W L1 O

—_

Index Copernicus International
SINTA (Science and Technology Index) 10
TOTAL 63
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Records identified through database scarching
{n=63)

SCOPUS (n=18)
ERIC (n= 10}
ProQuest (n= 6
EBSCO (n= 5)
Scicnce Direet (n=13) Additlonal records
Emerald Insight (n=1) identified through other
ISTOR (n=5) sources {n=1{)

Taylor & Francis {n= 2)

[ndex Copernicus [nternational (n= 1)

SINTA (Secienee and Technology Index) (n=10)

Records after duplicates removed

(n= d4)
Records after titled and Records exeluded
abstracts sereencd (n=12)
(n= 32)
Tatal number of articles
Full-text articles nssessed for exeluded
oligibility (n= 46)
Studies included in SLR Reasons:
analysis Mot using digital or online
comics
{n=17) [n=8)
Not in the setting of English

distance learning

(n=21)

Mot in the period year of
2020-2024
(n=4)

Not journal articles

(n=13)

Mon full-text articles

{n=10)

Figure 1. PRISMA guideline

Assess the Study Quality

In order to evaluate the quality of the selected scholarly articles, the researchers must do an analysis based
on the guided question in Table 5 for each article in the dataset. Notably, the first and second authors of
this research examined the collected research articles through meticulous manual analysis of each scholarly
article. The differences in the analysis results between the two authors were resolved through discussion and
further review of the contested studies.

Accordingly, the responses to the guided questions were allocated in three different scores: Yes (1), Partially
(0.5) and No (0). All scores from the guided questions for each scholarly article are 9. The result is subsequently
transformed into a percentage percentage representation; for example, a total score of 8 out of 9 equals 88.89
%. Data in appendix 2 reported the cumulative scores for all scholarly articles with the percentage outcomes.

As illustrated in table shown in appendix 2, all scholarly articles were retained for the subsequent stages of
SLR analysis.

To enhance the credibility of the main source selection of this SLR study, additional steps were taken to
improve the quality of the sources used. First, the results of the selection of published articles used have
gone through a Focus Group Discussion (FGD) process involving internal experts, namely researchers from
this SLR study. This FGD was conducted to verify and ensure that the main sources of this SLR study have
thematic relevance to the title and scope of this SLR study, thereby minimizing selection bias. Second, the
credibility of the selection process is also strengthened by the multidisciplinary expertise of the research
team: (1) Professors in the field of sociolinguistics who ensure that the main sources and SLR analysis not
only focus on pedagogical value but also pay attention to the social and contextual dimensions of the use
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of digital comics in distance learning, (2) Doctors in the field of language teaching who validate the main
sources of this SLR study in the realm of methodology and the value of their pedagogical impact, (3) PhD
candidates with a focus on Technology Enhanced Language Learning (TELL) who verify that the literature
review used is not only theoretically valid but also in accordance with the needs, trends and challenges of
technology during the pandemic and post-pandemic era. The combination of internal validation from the
researchers involved in this SLR study was able to increase the level of credibility of the main source used.

Table 5. Quality assessment guided questions

Items Questions
Q1 Are the study objectives articulated clearly?
Q2 Is the study described comprehensively?
Q3 Does the study examine the plurality of the contexts and perspectives?
Q4 Do the stated study goals coherently facilitate the derivation of the conclusion?
Q5 Are the study results significant?
Q6 Have the negative or adverse study results been reported?
Q7 Does the study provide an elaboration of the implications of any issues?
Q8 Does the study contribute to the improvement of your knowledge or comprehension?
Q9 Do the study results make a significant contribution to the existing literature?

Extract the Data

In this stage, the pertinent data as the primary sources for Systematic Literature Review (SLR) was meticulously
extracted from the identified research articles. The emphasis of this stage is identifying the answers to each
research question with a particular focus on each research question’s outcomes. The compilation of the data
extraction facilitated the derivation of valuable findings that enabled the researchers to summarize the data
of the research questions. The data extraction results are encapsulated in Table 6 as follows.

Table 6. Data extraction results

Research Question  Research Question 2: Research Question 3:
I: In what
I countries
Research What types of What are the applications
paper What English teaching method used in generating thelrcisedatrch YGE?FS C?f
(RP) learning domain integrated in digital comics in English di ,rtela edto Publication
that use digital implementing digital distance learning? Elgllghcg_rrltlcs n
comics in distance comics in English ngl':ami':‘];nce
o ) P
learning? distance learning? conducted?
RP1 Vocabulary Project-based Not mentioned Ecuador 2023
learning: reading the
comics
RP 2 Reading skill Autonomous learning Ciayo Indonesia 2021
(reading comics) Mangakakalot.
com, Mangareader.
app, Mangazuki.info,
Mangapanda.com.
RP 3 Vocabulary Project-based Canva, Makebeliefscomix, Mexico 2024
learning: creating Pixton
e-comics
RP 4 Writing narrative Teaching writing DIGCONAR (Digital Comic Indonesia 2021
text narrative text online Narrative)

(creating comics)
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RP 5 Writing skill Collaborative project- Pixton Indonesia 2024
based learning
(creating comics)

RP 6 Reading Task-based reading Webtoon Indonesia 2021
comprehension exercise (creating
comics)
RP 7 Material Collaborative project- Pixton, Toondoo, or Indonesia 2024
Development on based learning ComicPo
English inclusive (creating comics)
education
RP 8 Vocabulary Project-based ToonDoo Ecuador 2022
learning: creating
e-comics
RP9 Writing skill Individual project- Pixton Ecuador 2021

based learning ;
creating e-comics

RP 10 Grammar Not mentioned Not mentioned Indonesia 2021

RP 11 Grammar Collaborative project- Not mentioned Indonesia 2020
based learning
(creating comics)

RP 12 Writing skill Project-based Not mentioned Indonesia 2022
learning: creating
e-comics
RP 13 Reading skill Task-based reading Webcomic applications. Indonesia 2023
exercise (reading
comics)
RP 14 English proficiency ~ Task-based learning: Pixton Indonesia 2023
test score doing exercise
RP 15 Reading Autonomous learning webtoons Indonesia 2023
RP 16 English Task-based giving Pixton Indonesia 2020
competence: Test of exercise: reading
English as Foreign e-comics
Language (TOEFL).
RP 17 English Task-based: doing Not mentioned Indonesia 2022
communication the exercises through
skills e-comics

Synthesize the Data

The researchers examined the answers to the research questions in this SLR study by analyzing 17 scholarly
articles. Through the data extraction procedure, they systematically classified the answers and research
outcomes pertinent to each research question derived from the scholarly articles analyzed. The subsequent
section presented an overview of the research outcomes.

FINDINGS

Research question 1: What English Learning Domains Use Digital Comics in Distance
Learning?

Based on the results of the SLR research presented in table 7, the researcher concluded that the main focus
of the scientific articles studied was on reading and writing skills. The two learning domains have the same
percentage, namely 23.5%. These data indicate that researchers in English language learning are interested
in investigating how to improve students’ skills in understanding written texts and expressing their ideas
through written communication. Vocabulary, with a percentage of 17.6%, is also the research focus in
several articles in this study. This shows that some researchers realize the importance of vocabulary mastery in

improving supporting English language skills. Grammar and general English skills (TOEFL) have the same
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percentage, 11.8%. This indicates that researchers in this study are also interested in fundamental aspects of
English language learning, such as understanding grammatical rules and the ability to use language in the
context of English tests, one of which is TOEFL. The final finding with the lowest percentage, namely 5.9%,
is the learning domain of material development and communication skills. The research results show that
from the articles analyzed in this study, the development of teaching materials and communication skills has
not been a top priority in the research study in 2020-2024.

Table 7. English learning domain that uses digital comics in distance learning

LEARNING DOMAIN FREQUENCY (%) REFERENCE
Reading 235 RP2, RP13, RP15, RP6
Writing 235 RP4, RP5, RP9, RP12
Vocabulary 17.6 RP1, RP3, RP8
Grammar 11.8 RP10, RP11
General English Proficiency 11.8 RP14,RP16
Communication skill 5.9 RP17
Material development skill 5.9 RP7

Research question 2: What Types of Teaching Method Integrated in Implementing Digital
Comics in Distance English Learning?

Data from this SLR research analysis shows that 4 teaching techniques are integrated in applying digital
comics in distance English learning. The following teaching techniques are listed in order of frequency from
the most used ones as illustrated in Table 8. With a percentage of 47%, project-based learning techniques
are the methods most frequently used in articles in this SLR study. This high percentage indicates that digital
comics have great potential in facilitating English language learning projects in distance classes. The teaching
technique using task-based learning, with a percentage of 29.4%, is the second technique frequently used
in research in this SLR study. Task-based learning is a significant focus in distance English learning by
integrating digital comics. Independent learning or autonomous learning is an option in distance English
learning using digital comics, with a percentage of 11.8%. This research indicates that digital comics can
facilitate students’ independent learning outside the classroom and without supervision from teachers or
lecturers.

Furthermore, the lecturing or lecture technique has the lowest percentage, namely 5.9%. This shows that
traditional teaching methods through lectures are less prevalent when digital comics are applied in distance
English learning. The final result is that 5.9% of articles do not explicitly mention the teaching methods
integrated in implementing digital comics for distance English learning.

Table 8. Teaching method integrated in implementing digital comics in distance English learning

TEACHING METHOD FREQUENCY (%) REFERENCE
Project-based learning 47 RP1, RP3, RP5, RP7, RP8, RP9, RP11, RP12
Task-based learning 294 RP6, RP13, RP14, RP16, RP17
Autonomous learning 11.8 RP2,RP15
Lecturing 5.9 RP4
Not mentioned 5.9 RP10
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Research question 3: What are the Application Used in Generating Digital Comics in
Distance English Learning?

The data that is the result of this SLR study, presented in Table 9, produces data from various applications that
are used to create or apply digital comics in distance English learning. The most frequently used application
with the highest percentage, namely 24%, is Pixton. Based on this high percentage, Pixton is an immensely
popular and effective tool in creating and implementing digital comics in distance English learning in the
scientific articles of this SLR study. Webtoon and ToonDo have the second highest percentage, namely
8%. These two applications are used quite often in applying digital comics for distance English learning
in the research in this study. Ciayo, mangakakalot.com, mangareader.app, mangazuki.info, mangapanda.
com, canva, makebeliefscomix, DIGCONAR (Digital Comic Narrative), ComicPo, Webcomic App have
the same percentage, namely 4% each. The results of this data show that various types of applications are
used in implementing digital comics for distance English learning, although with low frequency. The results
of this SLR study also show a significant percentage; namely, 20% of articles do not explicitly mention the
application used. These results indicate that these articles do not report detailed information regarding the
specific applications used in their research for various reasons and possibilities.

Table 9. Application used in generating digital comics in distance English learning

NO  APPLICATION USED FREQUENCY (%) REFERENCE

1 PIXTON 24 RP3, RP5, RP7, RP9, RP14, RP16
2 WEBTOON 8 RP6, RP15

3 TOONDO 8 RP7, RP8

4 Ciayo 4 RP2

5 Mangakakalot.com 4 RP2

6 Mangareader.app 4 RP2

7 Mangazuki.info 4 RP2

8 Mangapanda.com 4 RP2

9 Canva 4 RP3

10 makebeliefscomix 4 RP3

11 DIGCONAR (Digital Comic Narrative) 4 RP4

12 ComicPo 4 RP7

13 Webcomic App 4 RP13

14 Not mentioned 20 RP1,RP10,RP11,RP12,RP17

Cross-Country Comparative Finding

Figure 2 depicts the countries where the research, which serves as the primary data source for this SLR study,
was conducted. The data shows that Indonesia contributed the most studies, accounting for 76% of the
total corpus. Research from Ecuador contributed the second-highest proportion of studies, accounting for
18%. Mexico contributed 6% of the total studies in this SLR study. This comparative distribution between
countries indicates that Indonesia dominates academic contributions to studies related to digital comics for
distance learning in EFL.
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Countries

®Indonesia ™ Ecuador ~ Mexico

Figure 2. Cross-country comparative finding

Cross-Year Comparative Finding

Figure 3 highlights a comparative analysis over a specific time period from 2020-2024, namely the pandemic
and post-pandemic periods. In the first year 0of 2020, a number of studies, namely 12%, marked the beginning
of the role of digital comics in supporting distance learning. Then, 2021 saw the peak of the surge in the
number of studies on the use of digital comics with findings of 29% of the total research corpus used. This
finding is in line with the increasing global need for interesting, accessible, and effective distance learning
media. Although the number of publications relatively decreased in the following years, namely 2022 (18%),
2023 (23%), and 2024 (18%), academic interest in investigating the potential of digital comics for distance
EFL learning persists and becomes a significant research focus in the post-pandemic era.

Years

2020 =32021 2022 =32023 =2024

Figure 3. Cross-year comparative finding

DISCUSSIONS AND CONCLUSION
Discussion

The results of the research data analysis in this SLR research are based on scientific articles collected from
2020 to 2024. These scientific articles are a collection of several studies conducted in the post-pandemic
era. The aim of determining the post-pandemic period is to present research that has encountered the
COVID-19 pandemic, which has exposed much technology for education. Three research questions were
discussed in this section.
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Research Question 1: What English Learning Domains that Use Digital Comics in Distance
Learning?

Analysis of the first research question in this SLR research revealed what learning domain was the focus of
distance English learning with the help of digital comics. The research results presented in Table 7 highlighted
a prominent pattern that prioritizes several learning domains, with the top two being reading and writing
skills, with each getting a percentage of 23.5% of the total articles analyzed. The result of reading and writing
skills as getting the highest percentage was in line with pedagogical theory, which stated that receptive
and productive skills were considered equally important, so there was a need for a balanced approach to
the learning process. Reading skills play an important role in second language acquisition because they
can increase vocabulary and stimulate critical and analytical thinking skills (Toste et al., 2020; Sun et al.,
2021). Apart from that, writing skills also play a significant role in establishing effective communication and
conveying ideas as one of the crucial competencies in academic and professional communication(Lailiyah
& Masruroh, 2024). With a percentage of 17.6%, vocabulary was the domain highlighted in this SLR
analysis. These findings emphasized the crucial role of vocabulary in foreign language acquisition receptively
and productively. This analysis was supported by research conducted by (Septianingsi & Atmanegara, 2021;
Assiddig, 2019) who believed that vocabulary was a decisive parameter in understanding reading context
and overall language skills.

Furthermore, the domains that received lower attention were grammar and English Proficiency skills,
especially TOEFL, which received a percentage of 11.8%. These learning domains received lower percentage
results than the three previous ones. This lower percentage reflected a shift in research focus that was more
focused towards an integrative and communicative English language learning approach, where grammar
applications were not learned by memorizing grammatical formulas but were instead applied communicatively
in everyday real-life contexts (Fachruddin, 2020). This domain shift positively impacted the English language
learning process because students could understand and use language structures in authentic contexts, so
they were trained to communicate more effectively and adaptively in various contexts(Wahyuni & Syafitri,
2022).The findings of the SLR research analysis with the lowest percentage, namely 5.9%, were in the
domain of material development and communication skills. These two domains received a low percentage
because digital comic media has not been widely used in distance learning for prospective English teachers
in preparing their teaching materials. Additionally, digital comics were rarely applied in long-distance
English classes, which prioritized improving communication skills. Accordingly, it needed further attention,
considering that communication skills were a person’s key to success in a foreign language.

Research Question 2: What Types of Teaching Method Integrated in Implementing Digital Comics
in Distance English Learning?

The second research question in this study focused on the teaching techniques integrated within the
implementation of digital comic media in distance English learning. The research findings revealed four
primary teaching methods employed in distance English learning. The most prevalent method, accounting
for 47% of cases, was project-based learning (PBL). This high percentage suggested the effectiveness of
combining digital comic media and PBL in creating engaging and interactive distance English language
learning experiences. This finding was supported by studies conducted by Ilhan et al. (2021),which indicated
that PBL integrated with the visual and narrative elements of digital comics could encourage learners to
explore problems and seek solutions, fostering collaborative English language learning through projects.
Moreover, the integrated application of digital comics and PBL significantly enhanced student engagement
and motivation, as the storylines presented in comics offered relevant narrative logic aligned with students’
real-life contexts. Furthermore, the multimodal nature of digital comic by combining visual and narrative
aspects facilitated students’ comprehension of linguistic concepts and enhanced knowledge retention. This
aligns with the research result carried out by of Naidu et al. (2000) which reports that learning occurs
effectively when situated within realistic contexts. In this study, the narrative scenarios within the digital
comics established a framework for such authentic learning environments. These findings further strengthen
the potential of digital comics to improve learning outcomes when integrated with PBL, especially in the
context of distance English learning (Afriliani et al., 2022).
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The teaching method with the second highest percentage was task-based learning (TBL), with a percentage of
29.4%. Integrating task-based learning with digital comics provided a space for students to explore receptive
and productive skills through the assignments given. This was manifested in dynamic student involvement
in completing assignments in creating digital comics and analyzing readings presented in digital comics
(Nugroho et al., 2024). This assignment method enriched students” knowledge of English and improved
their communicative abilities in an authentic context (Almaida & Jaelani, 2021). Moreover, combining
digital comics and task-based learning (TBL) builds collaborative learning. Collaboration was one of the
threats of the COVID-19 pandemic and became one of the biggest challenges in distance learning in (Naidu,
2022b). By utilizing digital comics, English language assignments could also provide a more interactive and
participatory learning experience, thereby increasing student motivation in learning (Fatimah et al., 2019).

Independent learning or autonomous learning was the method that got the third highest percentage, 11.8%.
This finding was closely related to the distance English learning principle, where students must take the
initiative and make independent efforts to achieve their English learning process successfully (Naidu, 2016).
Digital comics played a vital role with attractive visual characteristics, easy to access, and self-paced so
that students could study the material according to their respective speed of understanding (Damanik &
Sipahutar, 2022; Rina et al., 2020). In addition, digital comics could also empower students to be active in
distance English learning through the flexibility provided so that students could comfortably review complex
material to improve their understanding in more depth.

The least used method with the lowest percentage was the traditional lecture technique at 5.9%. These
findings showed that in the post-pandemic period, there had been a shift from conventional teaching methods
to teaching methods that were more interactive and student-centred (Naidu, 2022a). Digital comics were
less suitable for traditional lecture lectures. The findings from this SLR study illustrated the movement of
education towards a more innovative, active and effective realm by focusing on active student involvement.
Several studies were also in line with the findings, which suggested that the lecture method was no longer
appropriate to the teaching context in this post-pandemic era.

Research Question 3: What are the Application Used in Generating Digital Comics in Distance
English Learning?

The third research question in this SLR study analyzed the use of applications in implementing comic
digital media in distance English learning. Using digital comic applications in English language teaching has
become more widespread over time (Rais et al., 2022). The most widely used application with the highest
percentage, namely 24%, was Pixton. Pixton was a reasonably practical media application that was popular
and facilitated the creation and presentation of comics on digital platforms, especially in teaching English.
The success of the Pixton application in supporting English language learning has been proven by its ability
to foster student engagement through attractive visual content, which can significantly increase learning
outcomes (Ilhan et al., 2021).

Furthermore, two applications, namely Webtoon and ToonDoo, got a percentage of 8%. Both applications
also offered attractive visuals, flexibility, and user-friendliness in helping create digital comics, which
will stimulate collaborative learning (Castillo-Cuesta & Quinonez-Beltran, 2022). However, these two
applications were less popular to use when compared to Pixton. Various other applications also had a
percentage of 4% each. The variety of application choices indicated the pedagogical choices and strategies
applied by English teachers. However, 20% of the studies did not mention the applications used in the
English language teaching process with the help of digital comic media. The result reflected that some
scientific research in this SLR study lacked methodological rigour in analyzing applications that contributed
to effective distance English learning.
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Figure 4. Navigation of The Potential Digital Comics for Effective Distance English learning

Figure 4 presents a navigation map of the digital comics’ potential value for distance English learning.
Through in-depth analysis of various research collected in this SLR study, researchers identified three learning
domains that are most often improved through digital comics: reading, writing and vocabulary. In addition,
the three most widely adopted teaching methods simultaneously with digital comics are project-based, task-
based, and autonomous learning. Regarding applications, the three most popular platforms or software used
are Pixton, Webtoon and Toondo. Combining these three elements provides a comprehensive picture of how
digital comics can be utilized effectively in distance English learning.

Cross-Country Comparative Analysis

The results of this SLR study highlight three countries utilizing digital comics for English language teaching:
Indonesia, Ecuador, and Mexico as it is presented in Figure 2. These three countries face challenges in EFL
distance learning, including low literacy, high demotivation, and the digital divide.

1. The challenge of low literacy is a problem faced by Indonesia, the country with the highest percentage of
digital comics utilization, as seen from the number of publications in this SLR study. Many studies highlight
Indonesia’s low reading proficiency scores (Darmawan et al., 2024; Nasrullah et al., 2024; Suyanto et al.,
2024). Traditional EFL learning materials, which are dominated by text, often lead to student boredom.
Digital comic media, present in the learning process, has a positive impact on the EFL learning process.
Digital comics, with their multimodal aspects, make English text materials more comfortable and interesting
for students to access. The appearance of digital comics is different by simplifying reading and presenting it
in text, images, sound, and video. This makes the learning atmosphere using digital comics less intimidating
and more accessible to students. This encourages improvements in the quality of learning and student
reading skills, especially in Indonesia.

2. In Ecuador’s EFL learning, students experienced demotivation (Bayotas, 2023). It was evident in their low
participation in online/distance learning. Learning that did not fully explore the integration of technology
into learning created a less engaging learning dynamic. Under these circumstances, digital comics emerged
as a medium that fostered students’ intrinsic motivation and aligned with the interests of today’s digital
generation. Digital comics are a fun learning medium with visual presentations, story scenarios, and the
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integration of multimodal features. Thus, digital comics were able to address the problem of student
demotivation and increase student active engagement in the distance learning process.

3. The three countries in this SLR study Indonesia, Ecuador, and Mexico faced challenges in infrastructure
that did not support distance learning in EFL. This was evident in poor signal reception in several regions,
particularly in Indonesia, a country with geographical disparities as an archipelagic nation. Indonesia is an
archipelagic nation where internet coverage and quality vary considerably (Saputra et al. 2022). In developing
countries like Ecuador and Mexico, institutional resources are not evenly accessible. Some regions in both
countries have limited budgets, resulting in suboptimal public Wi-Fi Access (Stinson, 2022; Merola, 2025).
Meanwhile, digital comics offer a low-bandwidth medium. They are available on digital platforms and can be
easily accessed without requiring high bandwidth, thus reducing potential barriers to EFL distance learning.

Cross-Year Comparative Analysis

Cross-year analysis plays a significant role in this SLR study. It forms the basis of the context of the role of
digital comics in this SLR study from early 2020 to 2024. The following is a structured analysis based on the
publication year range of 17 selected articles (n=17) in this SLR study, summarized in figure 3. Trend analysis
based on publication year shows that digital comics began to be widely used in 2020 with a percentage of
11.76%. This reveals a strong temporal correlation with the urgent need for distance learning during the
pandemic. Then, the highest spike in research occurred in 2021, namely 29.41%. That year marked a very
significant peak in research results with turbulent increases in the number of studies. The results of this analysis
highlight that researchers in three countries: Indonesia, Ecuador, and Mexico quickly identified digital comics
as a potential and appropriate learning medium to address the challenges of teaching EFL in distance classes.
The clusters in that year demonstrated that digital comics were validated in addressing the critical needs of
the COVID-19 pandemic that occurred in early 2020 (Ilhan et al., 2021). Trend analysis across these two
time periods indicates that digital comics served as a catalyst for distance EFL learning during the COVID-19
pandemic. In the following years, namely 2022, 2023, and 2024, the number of research studies conducted
was more stable at a fairly high level, with 3 to 4 publications per year. This demonstrates the continued
role of digital comics even after the pandemic began to end. As EFL learning began to shift to a hybrid
learning model and entered the post-pandemic era, digital comics remained consistently used, especially in
distance learning. This demonstrates that digital comics are not only an alternative learning medium during
the pandemic, but have proven to be a medium that provides intrinsic pedagogy and supports sustainable
multimodal learning (Belda-Medina, 2024). A cross-year analysis of digital comic use indicates that initially,
digital comics were a strategic solution to the pressing needs of the COVID-19 pandemic. Digital comics
served as a catalyst for distance EFL learning during times of crisis teaching. In subsequent years, a cross-year
analysis of this SLR study highlighted a shift in the role of digital comics from crisis teaching to optimizing
distance learning. This validates the argument that digital comics have the potential to become a long-term
design for distance learning programs, tailored to technological needs.

Conclusions

Using the Systematic Literature Review method, this research reveals the significant potential of integrating
digital comics into distance English learning. The analysis reveals that digital comics can improve the quality
of learning so that students have a more active and dynamic learning experience. This SLR study highlights
three main learning domains that become learning targets from integrating digital comic media in distance
learning: discourse comprehension, written production and vocabulary acquisition. Other findings show
that the results of this SLR study show that three main teaching methods start effectively with digital
comic media. The first method is project-based learning, which allows students to be actively involved
in completing project assignments through collaboration, critical thinking skills and problem-solving in
creating digital comics. The second method is task-based learning, which presents authentic tasks such
as understanding the content of discourse in comics and working on English language exercises in digital
comics. The third method is independent or autonomous learning, where digital comics provide flexibility
and independent learning opportunities, stimulating students to deepen their knowledge of English at their
own learning pace. The final findings from this SLR study identified three platforms that are used effectively
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in creating and presenting digital comics in distance learning: Pixtoon, Webtoon, and Toondo. The results of
this SLR study have important implications in three areas. For educators, digital comics can be an engaging
teaching tool for achieving targeted learning interventions. Educators can strategically utilize digital comics
to achieve specific skills that need to be improved, such as vocabulary, reading skills, speaking skills, and so
on. For curriculum designers, digital comics need to be formally integrated into the EFL learning process
by collaborating with modern pedagogies such as project-based learning, task-based learning, outcome-
based learning, and so on to make it more meaningful. Theoretically, this SLR study validates multimodal
learning theory with the principle of dual-coding theory in the context of technology-assisted learning that
strengthens students’ understanding in the EFL learning process. This SLR study has two limitations: the
credibility of the primary source selection process and the breadth of its coverage. First, this study is limited
by selection bias. This is likely due to the lack of quantitative validation in the selection process for published
articles. Therefore, inter-rater reliability, conducted through statistical analysis using Cohen’s Kappa, is
highly recommended for future research. Second, the findings of this SLR study are quite limited due to the
insufficiently extensive research string search. Therefore, expanding the research string to a broader database
is reccommended. This way, the SLR study can capture relevant studies published from various academic
databases beyond the primary search parameters.
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