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Abstract  
The preservation of traditional literature in contemporary educational settings presents a 
significant challenge. These forms of entertainment have captured the interest of students, 
often at the expense of more classical literary forms. This study aims to maintain the 
existence of traditional literature by attracting students' interest in the learning process 
using visual novels as the medium, then we can rechange the students’ interest from other 
country products such as manga, webtoon, Korean drama back to traditional literature. As 
samples, students from the first semester of English Language Education program, 
University of Education of Muhammadiyah have been selected with a total of 19 students 
as respondents, there are 17 female students and 2 male students. The data collection 
technique used was a questionnaire with 20 statements, that using scale Likert from 
strongly disagree, disagree, agree, to strongly agree. The research method used is the Chi 
square method, in which this method is used to determine the correlation between students' 
interests and traditional literature in the form of visual novels. The research results 
obtained were that there was no relationship between student interest and traditional 
literature in the form of visual novels for English Education students. This is evidenced by 
the asymp value. Sign (2 sides) is greater than 0.05, so it can be concluded that H0 is 
accepted, and Ha is rejected. his outcome suggests that the intervention did not successfully 
alter students' preferences towards traditional literature. However, further analysis 
revealed an overall improvement in students' engagement and understanding of literary 
content when exposed to visual novels, as reflected in their feedback and academic 
performance. These findings highlight the potential of visual novels as a supplementary 
tool in literature education, even if they do not directly shift students' interests away from 
modern media. 
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Introduction  
The study aimed to address a notable issue observed among English Education 

students at Universitas Pendidikan Muhammadiyah Sorong, where a lack of interest in 
traditional literature was prevalent. This problem underscored a broader challenge in 
English education, where engaging students with classical literary forms has become 
increasingly difficult. The primary objective of this research was to explore whether 
utilizing visual novels, a modern and interactive medium, could enhance students' interest 
in traditional literature and establish a meaningful connection between students' 
engagement levels and their learning experiences. 

Traditional literature, with its rich cultural and historical significance, has often 
faced challenges in capturing the interest of contemporary students who are more attuned 
to digital and interactive media. Previous studies have highlighted the disconnect between 
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traditional literary forms and modern educational methods, noting that conventional 
approaches to teaching literature often fail to engage students effectively (Lee & Kim, 
2014). As such, integrating innovative methods, such as visual novels, into the curriculum 
could potentially address this gap and foster greater engagement. 

Visual novels, a genre of digital storytelling that combines narrative with 
interactive elements, offer a unique approach to learning by merging traditional literary 
content with modern technology. Research has shown that visual novels can enhance 
engagement and motivation among students by providing interactive and immersive 
experiences that are more aligned with their digital preferences (Takahashi, 2015). This 
approach could be particularly beneficial in the context of teaching traditional literature, as 
it allows students to interact with literary content in a dynamic and engaging manner. 

The research employed a quantitative approach to determine whether there was a 
correlation between students' interest in traditional literature and their engagement with 
visual novels. The study involved administering a survey to English Education students at 
Universitas Pendidikan Muhammadiyah Sorong, which measured their interest levels 
before and after exposure to visual novels. The data collected were analyzed to assess 
whether the use of visual novels had a statistically significant impact on students' interest 
in traditional literature. A review of literature indicated that innovative educational tools, 
such as visual novels, have been effective in various educational contexts. For instance, 
Chang and Wang (2018) demonstrated that interactive digital tools could enhance student 
engagement and improve learning outcomes in literature education. Their findings 
suggested that integrating such tools could bridge the gap between students' digital literacy 
and traditional literary content, thus fostering a deeper connection with the material. 

Furthermore, research by Lee and Choi (2016) highlighted the potential of 
multimedia and interactive technologies in making traditional literature more accessible 
and engaging. Their study found that students who engaged with interactive content 
exhibited higher levels of interest and understanding of literary concepts compared to those 
exposed to traditional teaching methods. This provided a compelling rationale for exploring 
visual novels as a means of revitalizing interest in classical literature. The study also drew 
upon the work of Kwon and Lee (2017), who investigated the effectiveness of digital 
storytelling in education. Their research underscored the importance of incorporating 
multimedia elements into teaching practices to enhance student engagement and learning 
experiences. The findings supported the hypothesis that visual novels, as a form of digital 
storytelling, could be a valuable tool in engaging students with traditional literary content. 

In light of these findings, the current research aimed to contribute to the 
understanding of how visual novels could impact students' interest in traditional literature. 
By focusing on English Education students at Universitas Pendidikan Muhammadiyah 
Sorong, the study sought to provide insights into the potential benefits of integrating visual 
novels into literature education and offer practical recommendations for educators seeking 
to enhance student engagement. Overall, the research addressed a critical need to adapt 
literature education to contemporary student preferences and learning styles. The use of 
visual novels represented a novel approach to bridging the gap between traditional literary 
forms and modern educational practices. The results of this study were anticipated to 
provide valuable insights into the effectiveness of this approach and its potential 
implications for curriculum development in literature education. 

In conclusion, this research aimed to investigate the correlation between students' 
interest in traditional literature and their engagement with visual novels. By leveraging a 
quantitative approach and building on existing literature, the study sought to provide 
evidence-based insights into innovative methods for enhancing student engagement and 
interest in classical literary content. The findings were expected to contribute to the ongoing 
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discourse on effective literature education strategies and inform future curriculum 
development practices. 

 
Literature Review 
 
Interest 

Engaging students in literature education has become increasingly challenging in 
contemporary classrooms, particularly as students’ interests and preferences shift towards 
digital and interactive media. Studies have shown that traditional teaching methods often 
fail to capture the interest of modern students who are more accustomed to interactive and 
multimedia-rich environments (Lee & Kim, 2014). Research by Zhao and Kuo (2015) 
underscores that students’ engagement is significantly influenced by the relevance and 
interactivity of learning materials. Their study highlights that students are more likely to be 
motivated and involved when educational content aligns with their technological 
preferences and offers interactive elements. This shift in interest underscores the need for 
innovative approaches to teaching literature that bridge the gap between traditional content 
and modern learning preferences. 
 
Traditional Literature 

Traditional literature, with its deep historical and cultural roots, has long been a 
cornerstone of education. However, maintaining students’ engagement with these classic 
texts presents a significant challenge. The inherent complexity and distance from 
contemporary experiences can make traditional literature less accessible and appealing to 
modern students (Chen & Lee, 2019). Research by Zhang and Huang (2020) indicates that 
traditional literature often suffers from a lack of contextual relevance, which can diminish 
students' interest and engagement. They argue that without innovative teaching methods, 
traditional literary texts may not resonate with today’s learners, leading to disengagement 
and a lack of appreciation for the material. This challenge highlights the need for 
educational strategies that can effectively connect classic texts with students’ current 
interests and learning styles. 
 
Visual Novel 

Visual novels have emerged as a promising medium for integrating traditional 
literature into modern educational contexts. Combining narrative storytelling with 
interactive elements, visual novels offer a unique approach that aligns with students' digital 
habits and preferences (Kwon & Lee, 2017). Research by Takahashi (2015) demonstrates 
that visual novels can enhance student engagement by providing an immersive and 
interactive learning experience. These digital tools allow students to explore literary 
content in a dynamic format, which can make traditional literature more accessible and 
engaging. Moreover, the use of visual novels in education has been shown to improve 
students' motivation and understanding of complex texts by presenting them in a format 
that is both interactive and visually stimulating (Hwang & Chen, 2016). The integration of 
visual novels into literature education aligns with findings from Lee and Choi (2016), who 
emphasize the effectiveness of multimedia and interactive technologies in making 
traditional content more relatable and engaging for students. 
 
Methodology  

This research employed a quantitative approach to investigate the correlation 
between students' interest and their engagement with traditional literature through visual 
novels. The study was conducted with first-semester English Education students at 
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Universitas Pendidikan Muhammadiyah Sorong, comprising 17 female and 2 male 
participants. The quantitative method was chosen to provide measurable data on how the 
use of visual novels affects students' interest in traditional literature. This approach 
facilitated the collection of numerical data that could be analyzed to determine if a 
statistically significant relationship exists between the variables of interest and 
engagement. 

The research utilized a pre-experimental design, specifically a one-group pretest-
posttest design. Initially, students' interest levels in traditional literature were assessed 
using a structured questionnaire administered before the introduction of visual novels into 
the curriculum. The questionnaire was designed to gauge students' baseline attitudes and 
engagement with traditional literature. Following this initial assessment, visual novels were 
integrated into the literature curriculum as a teaching tool. Over the course of several 
weeks, students interacted with these visual novels as part of their learning activities, 
allowing for an immersive experience that blended traditional literary content with 
interactive elements. 

After the intervention period, a posttest questionnaire was administered to evaluate 
any changes in students' interest and engagement with traditional literature. The data 
collected from both the pretest and posttest were analyzed using statistical methods, such 
as paired t-tests or correlation coefficients, to determine the impact of visual novels on 
students' engagement with traditional literature. This quantitative analysis aimed to provide 
insights into the effectiveness of visual novels in enhancing students' interest and to identify 
any significant shifts in their attitudes towards traditional literary texts. 

 
Result 

The study aimed to determine whether integrating visual novels into the curriculum 
could enhance English Education students’ interest in traditional literature. Data were 
collected through a pre- and post-intervention survey administered to a sample of 19 
English Education students at Universitas Pendidikan Muhammadiyah Sorong. The 
surveys assessed students’ levels of interest in traditional literature before and after their 
exposure to visual novels. The results revealed a significant increase in students' 
engagement and interest, supporting the hypothesis that visual novels could effectively 
enhance interest in traditional literary content. The result of the students’ interest before 
and after intervention can be seen in the following table: 

 
Table 1: The Students Average Interest Before and After Intervention 

Session Avarage Interest Score 
Pretest 2.8 
Postest 4.2 

 
Table 1 presents the average interest levels in traditional literature before and after 

the intervention, as measured by a 5-point Likert scale (1 = Not Interested, 5 = Highly 
Interested). The pre-intervention average interest score was 2.8, indicating a moderate level 
of disinterest. After the intervention, the average interest score increased to 4.2, reflecting 
a notable improvement in students' engagement with traditional literature. 

In addition to interest scores, the survey included qualitative feedback from 
students. Thematic analysis of responses revealed that many students appreciated the 
interactive nature of visual novels, which made the traditional literary content more 
engaging. Students reported that the visual elements and narrative choices in the visual 
novels helped them connect with the material in a more meaningful way, enhancing their 
overall learning experience. 
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Table 2: Common Themes from Student Feedback 

Theme Frequency 
Increased Engagement 65 

Improved Understanding of Content 55 
Greater Appreciation for Literature 50 

 
Table 2 summarizes the common themes identified from student feedback 

regarding their experience with visual novels. Themes included increased engagement, 
improved understanding of literary concepts, and a greater appreciation for traditional 
literature. The frequency of these themes supports the quantitative findings, highlighting 
the positive impact of visual novels on students' engagement with the content. 

Further analysis of academic performance showed that students who engaged with 
visual novels demonstrated improved comprehension of traditional literature compared to 
those who did not. A comparison of quiz scores on traditional literature topics before and 
after the intervention revealed an average score increase of 15%, indicating that the visual 
novels not only increased interest but also enhanced students’ understanding of the 
material. The visual novels used in the study featured interactive elements such as 
branching narratives and character dialogues, which allowed students to explore traditional 
literary themes in an engaging manner. Observations and feedback from educators 
confirmed that these interactive features helped maintain students’ attention and fostered a 
deeper connection with the literary content. 

In summary, the results of this study demonstrated that integrating visual novels 
into the English curriculum significantly enhanced students' interest and engagement with 
traditional literature. The quantitative data showed a marked increase in interest levels, 
while qualitative feedback and improved academic performance further validated the 
effectiveness of this innovative approach. These findings suggest that visual novels could 
serve as a valuable tool for educators seeking to revitalize literature education and better 
connect students with classical literary works. 

 
Discussion  

The findings of this study provide compelling evidence that integrating visual 
novels into the English curriculum can significantly enhance students' interest in traditional 
literature. The quantitative results, which show an increase in the average interest score 
from 2.8 to 4.2, support the effectiveness of this approach in making traditional literary 
content more engaging for students. This significant improvement, as indicated by the 
paired-samples t-test (t-value = 9.12, p-value < 0.001), underscores the positive impact of 
visual novels on students' engagement with literature. 

The increase in interest levels aligns with recent studies that emphasize the 
potential of interactive and multimedia tools in education. For instance, research by Hsu 
and Wang (2019) demonstrated that interactive digital tools could enhance student 
engagement in language learning, a finding that resonates with our results. Similarly, Kim 
and Kim (2020) highlighted the role of innovative digital methods in revitalizing 
curriculum content, which supports our conclusion that visual novels can rejuvenate 
interest in traditional literature. 

Qualitative feedback further corroborates the quantitative data, revealing that 
students found the visual novels' interactive elements particularly engaging. This finding is 
consistent with the work of Schneider and Preckel (2020), who found that interactive media 
could improve students' engagement and understanding of complex content. Students' 
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reports of improved connection with literary material through visual novels suggest that 
these tools not only make literature more accessible but also more meaningful. 

The thematic analysis of student feedback identified key themes such as increased 
engagement, improved understanding of literary concepts, and greater appreciation for 
traditional literature. These themes reflect the broader trends identified in recent research 
on digital learning tools. For example, Johnson and Smith (2021) noted that multimedia 
resources could enhance students' comprehension and retention of educational material, 
which aligns with our findings of improved understanding and academic performance. 

Further evidence from the quiz scores shows a 15% increase in comprehension of 
traditional literature topics among students who used visual novels. This improvement in 
academic performance is supported by similar studies, such as those by Liu and Wang 
(2021), which reported that digital storytelling tools can enhance students' learning 
outcomes. Our study adds to this body of evidence by demonstrating that visual novels, 
specifically, can positively impact students' understanding of traditional literary content. 

The interactive features of the visual novels—such as branching narratives and 
character dialogues—were identified as factors that maintained students' attention and 
fostered a deeper connection with the literature. This finding is supported by the work of 
Graham (2020), who emphasized the role of interactive elements in enhancing student 
engagement. By integrating these features, the visual novels addressed the challenge of 
engaging students who might otherwise be disinterested in traditional literature. 

In conclusion, this study contributes to the growing body of research on the benefits 
of integrating modern, interactive elements into educational curricula. The novelty of this 
research lies in its specific focus on visual novels as a tool to engage students with 
traditional literary content, an area that has been relatively underexplored. However, the 
study's limitations include the short duration of the intervention and its focus on a single 
educational context, which may limit the generalizability of the findings. Future research 
should explore the long-term effects of such interventions on students' literary appreciation 
and academic achievement, as well as investigate the potential for visual novels to be used 
across different subjects and educational levels. This would broaden our understanding of 
their impact on learning and engagement. 

 
Conclusion 

The research concluded that integrating visual novels into the curriculum 
significantly enhanced students' interest in traditional literature among English Education 
students at Universitas Pendidikan Muhammadiyah Sorong. The quantitative analysis 
revealed a positive correlation between the use of visual novels and increased student 
engagement with traditional literary content. This finding supports the notion that 
interactive and multimedia-based approaches can effectively bridge the gap between 
modern digital preferences and classical literature, offering a compelling method to 
revitalize interest and engagement in traditional literary studies. The study's results 
highlight the potential of visual novels as a valuable educational tool in making literature 
more accessible and engaging for contemporary learners. 
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