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Annotation: Lewis Carroll’s Alice’s Adventures in Wonderland (1865) is widely 

recognized for its innovative use of language, nonsense, and playful narrative 

structures. While much research has focused on Carroll’s linguistic creativity, less 

attention has been paid to the interaction between text and illustrations. Kozii (2024) 

emphasizes that expressive graphics function as an integral part of Carroll’s literary 

language game, enriching the narrative and creating a multi-layered literary experience. 

This thesis explores how Carroll’s illustrations and textual play together contribute to 

the artistic and pedagogical value of his work for children. 
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Research Problem: Traditional analyses of Alice’s Adventures in Wonderland 

tend to separate visual elements from the text, treating illustrations as supplementary 

rather than essential. However, Kozii (2024) argues that illustrations are not mere 

decoration; they are part of a cohesive system of meaning-making, interacting with 

language to enhance cognitive engagement and imaginative interpretation. The 

problem addressed in this research is how expressive graphics interact with linguistic 

play to construct a unique literary world. 

Objectives: The objectives of this study are to:  

 Analyze the role of expressive graphics in supporting Carroll’s linguistic play 

and narrative techniques.  

 Examine the semiotic relationship between text and illustration in Alice’s 

Adventures in Wonderland.  

 Evaluate how the combination of visuals and language influences children’s 

understanding and engagement with the text. 

 Methodology: This research employs a qualitative and comparative 

methodology, combining the following approaches:  

 Textual Analysis: Close reading of Alice’s Adventures in Wonderland to 

identify points where language, nonsense, and visual elements intersect (Kozii, 2024).  

 Comparative Analysis: Examination of illustrations in Carroll’s work against 

other contemporary children’s literature to highlight their uniqueness (Kozii, 2024). 
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  Semiotic and Linguistic Analysis: Investigation of how images function as 

semiotic elements that reinforce or extend textual meaning (Kozii, 2024).  

 Interpretive Method: Evaluation of the effect of visual-textual interaction on the 

reading experience, focusing on cognitive and imaginative engagement of young 

readers (Kozii, 2024). 

Findings and Discussion: 

 Integration of Graphics and Language: The study confirms that Carroll’s 

illustrations are carefully integrated with textual content. Graphics reinforce nonsense 

elements, making abstract or paradoxical language accessible to young readers. For 

example, the depiction of the Cheshire Cat visually enhances the playful ambiguity and 

philosophical undertones present in the text (Kozii, 2024).  

 Support for Imaginative Engagement: Visual elements serve as cognitive 

anchors, helping children navigate the complex narrative and linguistic play. 

Illustrations translate abstract linguistic games into concrete images, facilitating 

understanding while maintaining the sense of wonder and absurdity (Kozii, 2024). 

  Creation of a Language Game: Carroll’s combination of text and graphics 

exemplifies the concept of a language game. Both semiotic systems—visual and 

verbal—operate together, challenging conventional storytelling and encouraging 

critical thinking and interpretive skills (Kozii, 2024). 

  Pedagogical Value: The integration of visual and textual play makes the text 

more engaging for children, fostering imaginative thinking, language awareness, and 

interpretive skills. Expressive graphics are not only artistic additions but also essential 

teaching tools that enhance comprehension and aesthetic appreciation (Kozii, 2024). 

Conclusion 

This research demonstrates that expressive graphics are a vital component of 

Carroll’s literary artistry. They work in tandem with textual nonsense, wordplay, and 

narrative structure to create a layered reading experience that stimulates imagination, 

critical thinking, and cultural literacy. Kozii (2024) highlights that Carroll’s work 

cannot be fully understood without considering the synergy between images and 

language. The findings underscore the importance of analyzing children’s literature as 

an integrated multimodal system, where illustrations and text together construct 

meaning and aesthetic value. 
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