VOL.1, NO. 2, 2025 E-ISSN: 3109-3264

L/ NGUA
TECHNICA

Journal of Digital Literary Studies

Understandifig reader navigation patterns in multi-path
hypertext fiction: A case study approach to Patchwork Girl
Nurul Hijja Mazlan et al.

Digital poetics in the classroom: The role of Taroko Gorge in
increasing students’ engagement and critical thinking skills
Bannaga Taha Al-Zubair Hussen, Cut Irna Liyana, Nadifah

Transmedia storytelling in expanding audience’s engagement:
A phenomenological study of Nussa Rara .
Hasan bin Jali, Mawaidi, Lalu Habiburrahman

The role of interactive gamification through Wordwall Apps to
improve students’ engagement and literary comprehension
Najihah Abd Wahid, Farhan, Mualim Wijaya

Virtual reality as narrative medium: The emotional effects of
full immersion in VR-based film Aladin
Arvina Dwi Romadhani

Reimagining textuality: Digital convergence and
literary adaptation in Indonesia
Moh. Atikurrahman

* *
)

ASOSIASI RELAWAN e PENGELOLA JURNAL
LEMBAGA PENDIDIKAN TINGCI
NAHDLATUL ULAMA (ARJUNU)



E-ISSN: 3109-3264

LINGUA TECHNICA
Journal of Digital Literary Studies

o9

il
)ljl l,L;':’TO '

ASOSIASI RELAWAN JURNAL
LEMBAGA PENDIDIKAN TINGGI NAHDLATUL ULAMA
(LPTNU)



Undang-Undang Republik Indonesia No. 19 Tahun 2002 tentang Hak Cipta

Lingkup Hak Cipta
Pasal 2
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1.

Barang siapa dengan sengaja dan tanpa hak melakukan perbuatan sebagaimana dimaksud
dalam Pasal 2 ayat (1) atau Pasal 49 ayat (1) dan ayat (2) dipidana dengan pidana penjara
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sebagaimana dimaksud pada ayat (1) dipidana dengan pidana penjara paling lama 5 (lima)
tahun dan / atau denda paling banyak Rp.500.000.000,00 (lima ratus juta rupiah).
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