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Abstract.
Studies have proven that the use of digital storytelling in classrooms positively impacts
the teaching and learning processes. Considering the varied educational needs, digital
stories can be used for a variety of purposes. Therefore, using digital storytelling in
practicum activities, the current study aimed to analyze teachers’ perception on and
experience with the process, including concept selection, preparation, and execution of
the digital story. The research was carried out using multiple holistic case designs. The
study group consisted of six Initial Teacher Education (ITE) courses with varying levels
of technology disposition. Data were collected through observation, semi-structured
interviews, and document analysis, followed by collective analysis of the data was
done. The findings were organized around two key themes: digital storytelling as
a teaching tool and digital stories as a technology for teachers. The findings were
examined in terms of the benefits of employing digital stories in instructional activities,
as well as the dimensions that need to be improved, digital story constraints, and digital
literacy. The current research has uncovered some information regarding the benefits
of employing digital storytelling in practicum activities – which aspects of them should
be developed and which ones should be avoided? This study recommends using
digital storytelling in classroom teaching and learning processes.

Keywords: digital storytelling, practicum activities, Initial Teacher Education (ITE)
course

1. Introduction

In digitally-rich language learning environments, equipping student teachers with digital
literacy is important in the initial teacher education (ITE) course. An initial teacher
education (ITE) program designed to help prospective teacher students socialize in the
real world of teaching. This initial teacher education (ITE) program is comparable to field
student teaching, mentoring programs, and clinical teaching[1]. Practical experiences
are directed at teaching and learning activities in university-based teacher education
programs to prepare prospective teachers to meet the increasing and diverse demands
of educational needs. Student teachers become acquainted with complex teaching
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activities before beginning to teach [2]. Student teachers must engage in authentic or
real-life teaching in school settings, as well as a reflection on their teaching, at the
pedagogical curriculum level [1].

One of the ways to build and enhance pre-service language teachers’ digital literacy
is by introducing them to digital storytelling. With the rapid development of technology,
storytelling, which existed before printed sources, has been replaced by digital story-
telling. Teachers’ and students’ information-gathering skills, problem-solving abilities,
and attitudes toward collaboration have all been influenced by digital storytelling.
Educators use digital storytelling as a motivational tool to attract students’ attention and
guide them. As a result of these factors, the importance of developing digital storytelling
with pre-service teachers in English language education has been elevated to the top
of the priority list. According to the related literature, digital story creation studies were
conducted with students of various ages, pre-service teachers, or teachers [3]–[5]. It
has been demonstrated that creating a digital story improves both pedagogical content
knowledge and learning, as well as the teaching experience of the stakeholders in
those studies.

Previous research on in-service teachers and digital storytelling is well documented.
[6] researched with teachers, and his research by preparing digital stories was carried
out to increase the efficiency of teachers in teaching and learning processes and to
catalyze the process of technology integration. Another study, conducted by Hung,
Hwang, and Huang [7], confirmed that using project-based digital storytelling to improve
learning performance in science classes improved learning performance in the five
students studied. According to the findings of their study, using project-based digital
stories can enhance students’ motivation, academic success, and problem-solving skills
more than traditional project-based learning. Similarly, Yang and Wu [8] found that
using digital storytelling in tenth graders’ foreign language education can improve their
academic success, learning motivation, and critical thinking skills. Furthermore, this
study indicates that by using this method, both teachers and students are better able
to develop critical thinking skills and learn new things. According to the findings of
this study, most teachers have a positive view toward the process of creating digital
stories and prefer to use creative drama in the design of the scenario, such as the final
presentation, attracting students’ attention, and encouraging students to think about
designing the story.

In practice, the ITE course must not only be able to use technology efficiently but also
serve as a technical accuracy role model for students. Unfortunately, most teachers see
technology as a means of accessing social media, playing games, and accessing social
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media, as well as entertainment [9]. Teachers are currently expected to be able to use
technology optimally in their professional development and for educational purposes,
so there is a need for knowledge and skills to use technology to the fullest while
participating in pre-service teacher, teacher candidate, and in-service teacher programs.
As a result, prospective teachers are expected to be able to use technology effectively to
solve problems in their professional lives. As a result, through undergraduate programs
and field experience initiatives, technology must be integrated into pre-service teacher
education programs [9]. In pre-service teacher education programs, Oigara and Wallace
[10] emphasized the importance of instructors lecturing prospective teachers on how to
effectively integrate technology into the learning process. Furthermore, Giles and Kent
[9] underlined the significance of incorporating technology into pre-service teachers’
education programs such as through undergraduate programs and field experience
initiatives.

Digital storytelling is also used in teacher education. Many pre-service teachers are
enthusiastic about digital storytelling and want to use it in their future classes [11].
The experience of digital storytelling increased their openness to educational technol-
ogy [12]. When it came to introducing pre-service teachers to educational technology,
activating and transferring prior knowledge and skills about technology was just as
important as teaching them how to use specific technological tools in class. Student
teachers can use digital storytelling to transfer their technical knowledge and skills to
educational contexts. However, instructors and student teachers are not required to be
fully proficient in the use of technology [11], [13].

In response to an urgent need for equipping Initial Teacher Education (ITE) with
technological literacy, the incorporation of technology in student teachers in teaching
activities is thought to have a positive effect on the well-known process in which some
problems have been encountered. However, there is a lack of information about the
use of digital stories, which is one of the technologies that can be integrated into
student teachers ‘ teaching activities. In this regard, it is thought important to investigate
the technology integration process by incorporating digital stories into Initial Teacher
Education (ITE) course. In this regard, the current study aims to investigate student
teachers’ perspectives and experiences with the process, which includes selecting
concepts related to the target English language subject, preparing, and implementing
the digital story, with a primary focus on the use of digital stories in student teachers’
teaching activities. The following are the study’s research questions in this context:

(1) In what ways do the use of digital stories in Initial Teacher Education (ITE) contribute
to the learning process?
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Digital Storytelling (DST) as Multimodal Literacy

Digital Storytelling (DST) is defined by Barrett (2005) as a digital video application
and software as a collection of multi-model digital tools that can be used to improve the
reflective practice of the Initial Teacher Education (ITE) course. DST is also commonly
used in Initial Teacher Education (ITE) courses, according to Kajder and Parkes [14],
because it has the potential to move them beyond print-centric written reflection. This
also applies to smartphones and ultra-portable devices (such as the iPad) that require
post-production digital video editing software that is widely available and user-friendly.

Although there are numerous types (genres) of Digital Storytelling, this study adheres
to the DSTmodel, which was created by the Center for Digital Storytelling [15]. According
to Matthews-DeNatale [16], the DST model was created by someone who is not a media
professional; this short video is 3 to 5 minutes long and is based on personal thoughts
and experiences. Digital storytelling is created by combining multimedia components
such as video, music, photos, and narration, which is the author’s voice [3]. The most
important aspect of developing digital stories is narrative design and creation [15],
[16]. Furthermore, no less important is the use of multimedia to enhance narrative
construction and story communication.

Wu and Chen [5] conducted a study on the use of DST education across scien-
tific disciplines, finding that DST was used more frequently in language and literacy
subjects than in humanities and other social science subjects. This statement is also
supported by [17]–[19], who stated that many studies on second or foreign language
courses for students who do not speak the native language, research on literacy
courses for native language students [20], [21], Similarly, [22], [23] researched language
courses aimed at multiliteracies for learners from various linguistic backgrounds. DST
is regarded as an integrated and complex practice that is well suited to language and
literacy classes because Digital Storytelling (DST) involves students expressingmeaning
through spoken, written, or visually presented personal narratives that also involve the
use of language. As a result, students must master technology to realize their language
expression in digital form.

According to Krumsvik [24], developing the ability to use technology, problem-solving
skills, exchanging information, and the ability to assess safely and reflexively are all
important. Digital competence is related to digital, audiovisual, or multimedia media
formats, as well as language techniques and management. Encouragement boosts
innovation, reflexive thinking, and creativity by providing impetus from various commu-
nication and language registers [25].
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1.1. Multimodal Literacy in Initial Teacher Education (ITE)

Multimodal literacies are critical for developing learners’ abilities to interact with, though,
as well as around texts in which language is not the primary form of representation [26];
rather, texts are formed by a ”multimodal ensemble,” that is, ”a designed complex of
different modes” [26], [27].

Kress [27] explains social semiotics theory, which uses semiotic modes as a source
of meaning in social and cultural practices. The key question in social semiotics is to
interrogate the meaning provided by each mode of communication. Kress [27] defines
agents as ”unification of markers” derived from certain shapes or colors of observed
facial expressions, such as danger signs or rejection.

A critical reader can comprehend a text’s concept from a social semiotic standpoint,
according to Lankshear [28], by deconstructing the deep meaning of each text, object,
event, technique, process, image, situation, or statement. A text’s structure reveals vari-
ous social and cultural conditions that can influence signs as they discover themselves
and their relationship with their audience. A good text includes markers that reflect
the signer’s interests and intentions [27]. Tan and Zammit [29] also experimented
with different semiotic modes to represent ideas in texts, with the teacher providing
multimodal literacy development, critical metalanguage, and deconstructing the text’s
relationships between semiotic modes.

Associating literacy theory with multimodality is critical in the new media era [30]. A
multimodal text contains two or more semiotic modes. Semiotic modes such as audio,
visual, linguistic, gestural, and spatial have their system for making meaning [29]. This
multimodal text employs a variety of communication mediums, including websites, radio,
films, and print media [31]. Print media, such as children’s books with pictures, words,
and sound buttons, is a type of multimodal text rather than multimedia. Multimedia, on
the other hand, is always multimodal. This is due to the inherent characteristics of digital
technology, which enable the convergence of different authoring modes in software as
well as the ability to display multimedia texts on various platforms and audiences [32].

Initial Teacher Education students must be able to master pedagogical knowledge
(PK), technological knowledge (TK), and classroom technology knowledge (CK) during
practicum [33]. They argue that by demonstrating the interaction of this knowledge,
Initial Teacher Education (ITE) students will be able to effectively use technology to
improve their teaching practice. According to Fisser, Pareja, Tondelur, Voogt, and Van
Braak [34], TPACK in Initial Teacher Education (ITE) is an important factor that integrates
ICT and learning transformation. According to empirical studies in language education,
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TPACK is critical for the successful implementation of computer-assisted language
learning and mobile-assisted language learning [35].

A few studies on the development of the TPACK assessment instrument for English
teachers focus on teaching English as a second language in addition to the traditional
skills of reading, listening, speaking, and writing. However, they have not seen TPACK
in the context of developing language knowledge and other meaning-making systems
in the Initial Teacher Education (ITE) course. They have not recognized that literacy must
go beyond print literacy/text literacy [36], [37].

2. Method

2.1. Research design

The purpose of this study is to examine Initial Teachers’ experiences with digital stories
in language learning activities through a case study design, a qualitative approach. A
case study is a type of research design that enables the examination of the causes and
effects of the investigated context [38]. The current study was designed using several
holistic case designs, with each initial teacher’s experiences and opinions serving as a
case [39].

2.2. Study group

A purposive sampling technique was used to create study groups [40]. The current
study’s objective is to work with heterogeneous groups in terms of technology dispo-
sition to obtain rich data at the individual case level. In this regard, an open-ended
questionnaire was distributed to 6 students enrolled in a private university in East Java.
This questionnaire contains open-ended questions designed to elicit participants’ expe-
riences with technology and their opinions on its integration into activities. According to
the data collected via this questionnaire, participants were classified as having a high,
medium, or low level of technology disposition, with two participants assigned to each
category; a total of six participants were assigned to the study group. Table 1 contains
information about the six participants who were chosen based on their responses to
the open-ended questionnaire.
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Table 1: Information about the participants.

Participants Take a course
on the use of
technology

know the
computer pro-
gram/application
for primary
teacher education

opinions about the
use of technology

technology
disposition

Initial Teacher 1&2 not taken Program/application
does not know

she doesn’t plan
to use it in her
teaching life

Low (L)

Initial Teacher 3&4 1course Program/application
does not know

thinking to use
the content for
visualization

Medium (M)

Initial Teacher 5&6 1course know more than
one

thinking to use the
content for teach-
ing life

High (H)

2.3. Context

Initial teachers who participate in teaching practice during their final year’s sixth
semester. Initial teachers work for six weeks, every day, in junior high schools as part of
this course. They are required to develop a lesson plan by the 2013 National Curriculum
(Minister of Education and Culture Curriculum 2013, MONEC) and to implement their
plans in public junior high schools. They are required to produce an evaluation report
on the implementation process. The majority of the National Curriculum is based on
rote memorization and drilling, as evidenced by Hawanti, Hardman and A-Rahman, and
Widodo [41]–[43].

2.4. Process

The research was conducted on April-May during the academic year 2020-2021. The
study period is divided into the following stages: conducting prior interviews with par-
ticipants, training participants on how to create digital stories, implementing participant
plans, observing participants, and conducting final interviews. The research process will
be divided into two sections: training and data collection.

2.5. Training

To begin, the researchers will conduct training with participants on how to create
digital stories. The training was completed throughout five stages. The goal of using
technology-assisted learning, its benefits and limitations, the introduction of digital sto-
ries, scaffolded creation of digital stories, digital story creation, digital story presentation,
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and reflection [43]. The purpose of this project is to increase initial teachers’ awareness
of the implementation process for them to evaluate language learning activities that
incorporate digital storytelling or do not. Participants are free to choose a thematic
lesson, determine the stage of the process, and determine how technology will be
integrated into the process. A systemic functional linguistics-inspired genre approach
informed the cycle of training activities, which included:

1. Building knowledge of a digital story

2. Joint story deconstruction

3. Joint story construction

4. Independent story construction

5. Story circles

The participating initial teachers and the researcher went through the following stages
as a group:

Table 2: Stages of a digital storytelling project [43].

Research Questions Data Collection Findings (Themes-
Categories and Codes)

In what ways do the use of
digital

observations The digital story as a mate-
rial for education

stories in pre-service
English language teachers
contribute to the learning
process?

document analysis contribution to the learning
process

In what ways do the use of
digital

interviews Arousing the students’
interest

stories in pre-service
English language teachers
contribute to

observations suitable for personalization

the teaching process? document analysis concretization of the
content

interviews flexibility of use

The digital story as a mate-
rial for education

contribution to the teaching
process

easiness in the activity
management

Making it easier to observe

integrating with different
methods and techniques
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2.6. Data collection

Participants’ observations, informal interviews, and students’ works—photographs and
story drafts—were used to collect empirical data. All data were analyzed interpretively
and narratively. The data were classified into moment-to-moment interactions (between
researchers and initial teachers and between students), characterizations of such inter-
actions (how much both the researchers and the Initial Teacher Education (ITE) course
valued such interactions, characterizations of such interactions (how much both the
teachers and the students valued such interactions), and interactional patterns (how
students interacted with their peers). These three levels of analysis enabled the capture
of several emerging findings pertinent to the three research questions. The purpose
of thematic analysis was to discover, analyze, and report on patterns (themes) within
data [44]. This analysis included becoming acquainted with the data, developing initial
codes, searching for themes within codes, reviewing themes, defining and naming
themes, and producing the final report see [44] for a fuller discussion of each step).
Thus, data were classified and coded according to recurrent themes that represented
data sets pertinent to specific research questions. The categorized data were made
sense of using classroom discourse analysis.

Researchers observed prospective initial teachers engaging in language learning
activities. The observation process employs a non-participatory observation strategy, in
which the researcher observes and records while not participating in group activities
[38], [45]. To ensure the systematic nature of the observations made in this study, a
semi-structured interview form with four dimensions and 15 items was developed. The
dimensions discovered through observation are the classroom’s technical conditions,
the participation of initial teachers, students, and the use of technology. This dimension
has been observed to be particularly focused on the context of using digital stories in the
students of the Primary Teachers Education program. Sample items from the observation
protocol are presented in table 3. Additionally, the researcher video-recorded the plan’s
execution to enable repeated analyses of the observational data.

In qualitative research, the documents to be analyzed may be those created by the
researchers following the start of the research or those that have existed previously [46].
Documents analyzed in this study included language learning activity plans created by
pre-service teachers, digital stories created by initial teachers, and notes taken by the
researcher during observations. In the context of document analysis, the evaluation
of the activity plan takes precedence. In this regard, participants were asked to write
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Table 3: Sample items from the observation protocol.

Technical
condition in
the classroom

Participating pre-
service teacher

Students Using technology

Is there a
computer in
the classroom?

In which period
did the technology
be included in the
activity?

How do the stu-
dents react to the
digital story?

what is the quality
of the digital story
it prepares?

Is there an LCD in
The classroom?

which teaching
methods

Is there a section
that is more attrac-
tive to the

Was a technical
problem

Is there a sound
system in the
classroom?

Did she/he benefit
from it?

the students
during

encountered dur-
ing the use of
technology?

extensively about their awareness of and assessment of the process in a detailed
manner.

Interviews were conducted before and the following implementation to elicit par-
ticipants’ perspectives on the use of digital stories in language learning activities.
Before the implementation of activities, semi-structured interviews were conducted.
The interview was designed to elicit participants’ perspectives on how technology can
be integrated into the educational process, the potential benefits of integration, and
the potential difficulties associated with integration. Interviews conducted following the
plan’s implementation have two distinct objectives. To begin, the planning process, its
implementation, students, and the activity process in which digital storytelling is used
and not used in language learning are discussed. Second, a segment of the video
is viewed and evaluated in collaboration with the initial teachers. This way, it aims to
thoroughly analyze the process and ascertain the reasons for the participants’ behavior.
Each participant was interviewed for on average 59 minutes.

2.7. Data analysis

The content analysis method was used to conduct the data analysis. To approach the
data holistically during the analysis process, all data were analyzed together. In this
regard, each participant’s observation, document analysis, and pre-and post-interview
data were analyzed separately. Then, by combining the obtained codes, categories and
finally, themes were created
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2.8. Trustworthiness

Collecting data from a variety of sources is critical for ensuring a study’s validity [45].
Triangulation strategies and feedback collection were used to ensure the validity of
internal data in this study. External validity necessitates the dissemination of research
findings across a variety of contexts, resulting in more general implications [47]. Thus,
through the use of observation, semi-structured interviews, and documents, a variety
of data collection methods can be ensured. To assess the consistency of the collected
data within the context of the study’s reliability measures, assistance from two distinct
experts was sought. The codes and categories were presented to the experts in the
form of two distinct blocks. Experts were tasked with the task of matching the codes
and classifications. Miles and Huberman’s reliability formula was used to analyze expert
responses [47]. Due to the nature of the research method, interpretive codes were
developed. As a result, unresolved data and codes were reassessed. This study adheres
to ethical research practices. Before the findings, Table 4 summarizes the research
questions, the data collection methods used to address the research questions, and
the research findings. Table 4 summarizes the findings for each research question,
along with the theme, categories, and codes.

3. Findings

The current study’s findings are organized around the themes of the digital story as an
educational tool and the digital story as a technology tool for teachers. The findings are
illustrated with data from participant statements, observations, and documents, by the
explanations made about the content of the categories and codes for the themes.

3.1. The digital story as a material for education

The digital story used in science activities by the Initial Teacher Education (ITE) course
and addressed as educational material was evaluated under this theme in terms of its
contribution to the learning and teaching processes in the current study. To summarize
the study’s findings, Figure 1 presents themes, categories, and codes.
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Table 4: Research questions, data collection methods were used to answer these questions and their
findings.

Research Questions Data Collection Findings (Themes-
Categories and Codes)

In what ways do the use of
digital

observations The digital story as a mate-
rial for education

stories in pre-service
English language teachers
contribute to the learning
process?

document analysis contribution to the learning
process

In what ways do the use of
digital

interviews Arousing the students’
interest

stories in pre-service
English language teachers
contribute to

observations suitable for personalization

the teaching process? document analysis concretization of the
content

interviews flexibility of use

The digital story as a mate-
rial for education

contribution to the teaching
process

easiness in the activity
management

Making it easier to observe

integrating with different
methods and techniques

3.1.1. Contribution to the learning process (Research question 1)

The data indicate that the digital story technology-aided students in their comprehen-
sion of the presented content. At this point, the advantages inherent in the material’s
nature become apparent. The contributions of digital stories to the learning process can
be summarized as follows: they arouse the interest of students, allow personalization,
allow concretization of the content, provide more opportunities for participation, offer
the flexibility of use, make learning permanent and make it possible to present the
content comprehensively.

3.2. Arousing students' interest

The initial teachers stated that digital storytelling engaged students and was critical
for content comprehension. According to the participants, students found digital stories
interesting because they differed from frequently used traditional methods and tech-
niques. Another factor that contributed to students’ interest in digital stories was the
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ability to hear their teacher’s voice. According to initial teachers, when students hear a
familiar voice, they are more receptive to carefully listening to it.

“Students recognize my voice when I tell stories. This arouses their interest, espe-

cially because it is accompanied by interesting animated pictures. They were curious

about how I made it, and their interest was aroused because it was something new and

exciting for them, similar to watching cartoons or videos on YouTube. This is something

that students enjoy doing. That’s one of the ways I make it more appealing to them.”

(ITE 5)

 

Contribution to 

the learning 

process 

Contribution to 

the teaching 

process 

Arousing students’ 

interest 

Suitable for 

personalization 

Concretization of the 

content 

Flexibility of use 

 The digital 

story as a 

material 

for 

language 

d ti  

Easiness in the activity 

management 

Making it easier to 

observe 

Integrating with different 

methods and techniques 

Figure 1: the categories and codes related to the theme of the digital story as a material for education.

According to initial teachers’ perspectives, the captivating nature of the digital story in
the presentation of concepts and contents is closely related to the visual elements used
in stories. The researchers’ classroom observations corroborate these initial teachers’
perceptions. An Initial teacher created several digital stories for a variety of subjects,
including Science, English, Indonesia, Social, etc, Students listened intently to this story.
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Additionally, with each new story, initial teachers improved their ability to incorporate
audio and visual effects into their stories. This resulted in considerable arousal of
students’ interest. The following is the plan evaluation writing of a teacher who has
developed an increased awareness of the issue:

 

Figure 2: The digital stories in several subjects.

“When compared to the story I prepared for teaching the previous week, the story

I prepared for teaching earlier became more interesting for students because it was

more colorful with interesting pictures... (ITE.2)

3.3. Suitable for personalization

It is believed that the experiences gained through teaching-learning activities created
with digital stories can serve as a reflection of the material’s personal ability. The
participants stated that digital storytelling is critical because it enables the creation
of materials that are appropriate for students’ developmental stage, interests, and
needs, as well as having the appropriate content, which is critical for concept teaching.
It is stated that while there are currently available materials, they are unsuitable for
educational purposes for a variety of reasons. The following are the thoughts of an
initial teacher who believes that one of these reasons is the inappropriate content of
currently available materials:

“Students can watch shows on television that contain inappropriate content. I’ve

realized the benefits of using technology; it’s a fascinating tool, so why don’t we put it

to good use in the classroom? I can create digital stories that correspond to the subject

matter of some teaching materials.” (ITE 1)
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The participants emphasized the importance of conveying accurate information to
students during the presentation of the concepts they teach, and how, through the use
of digital stories, misconceptions can be avoided and students can be introduced to
accurate information.

”...there is a significant difference between using the materials I prepared and the

materials that are currently available.” It’s possible that what’s currently available

doesn’t have the most up-to-date information. There could be somemisunderstandings

and misinformation among them.” (ITE. 5)

Another aspect of digital stories’ suitability for personalization is that they enable
the creation of classroom-specific materials. A participant who took advantage of this
feature of digital stories incorporated the class mascot into the story and created unique
material. He/she transformed the class’s mascot, a puppet, into the protagonist of a
story. By posing questions to the students via this puppet, it was discovered that their
participation increased.

Concretization of the content

Another code that participants frequently emphasize is the concretization of several
subjects through digital stories. In this context, participants discussed the benefits of
using digital stories in subject content areas where observation is either impossible or
extremely difficult. The following are the thoughts of a participant who was preparing a
story about recount text:

“Telling a story about a historical event using animation and pictures helps students

visualize the event. Students benefit greatly from being introduced to narrative text.”

(ITE1)

Flexibility of use

During the observations, it was discovered that digital stories were primarily used
to present content. One of the reasons for the widespread use of digital stories in
content presentation is that they enable more effective teaching of concepts within a
context. The participants emphasized that by doing so, students would gain a better
understanding of the material and would feel more at ease. One initial teacher used the
digital story to evaluate the day. The initial teachers and students who created a digital
story using photographs taken during class activities discussed their story during the
evaluation process. The students’ active participation is also critical in this innovative
use of a digital story.
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4. Discussion and results

The current study aimed to investigate the process of integrating technology into
narrative text activities conducted in the primary school using digital stories based
on the experiences of initial teachers. Based on the findings of the current study, the
process was evaluated under two themes: the digital story as teaching material and a
technological tool for teachers. While the theme of the digital story as a material for
the teacher includes discourses about the learning and teaching process, the theme
of the digital story as a means of technology for the teacher includes discourses about
the teacher’s personal and professional development, adoption of the material, and
limitations associated with its use.

The contribution of digital stories evaluated as a material for education was thought
to have stemmed from their potential to draw students’ attention to a large extent.
The discovery that digital stories are appealing to learners is consistent with previous
research [48], [49]. Similar to the current study, Chun-Ming, Hwang, and Huang [50]
discovered that the use of digital stories in the science course of sixth-graders increased
students’ interest and motivation. Because of their limitations in information transfer,
traditional methods used in several materials can lead to decreased motivation [51],
[52]. Though the presence of a well-prepared story cannot replace analytical thinking,
it is such an effective way of conveying information that it can be easily absorbed
[53]. The teachers are unable to make adequate use of original materials and effective
instructional methods in junior high school language learning activities. From this van-
tage point, it is clear that the use of digital stories in classes where quality materials are
not frequently used can improve the learning environment through visual and auditory
stimuli, thereby arousing students’ interest.

By concretizing the content, high-quality visuals presented through digital stories can
make significant contributions to several materials education. A frequently expressed
opinion among initial teachers was that digital stories have a great potential to concretize
the content, a finding that has also been reported by many other studies in the literature
[49], [54]. The primary goal of language learning activities is to expose students to real-
life situations. However, digital stories can be used to teach content that cannot be
addressed through doing-experiencing activities due to safety and economic concerns.
This could have a wide range of positive consequences. While using technology to
teach relatively abstract concepts makes the teaching process easier for the teacher,
the attractiveness of technology makes it easier for students to understand the content.

DOI 10.18502/kss.v7i10.11250 Page 490



ICIGR 2021

When the findings were examined, it was discovered that the Initial Teachers were
able to integrate the digital story in some text in the English classroom such as recount
text, narrative text, procedure text, descriptive text, and report text in studying lan-
guage learning. In this regard, digital stories are understood as material that can be
applied to various texts. Digital stories or DST can have a considerable influence on
the knowledge of learners and language and literacy development [43], [55]. Similarly,
Alisinanolu discovered that pre-service teachers lacked confidence in their ability to
develop materials. Teachers who are unable to create or provide the required materials
are directed to activities that can be completed without the use of materials [56]. As
a result, providing materials for pre-service teachers that can be used for a variety of
concepts and contents can be an effective way to encourage pre-service teachers who
feel incompetent in material development to perform language learning activities using
a variety of materials.

5. Conclusions and Implications

It was determined that initial teachers gained awareness and competence in the use
of technology in the context of the current study. It is well known that the digital
story, which bridges the gap between high and low technology environments, aids
learners in gaining competence in the use of technology [3], [57], [58]. The process
of creating a digital story can be carried out on a basic level without the use of any
additional technology, or it can be enhanced by the use of various applications and
software programs. In this regard, digital stories can be used to combine basic and
advanced technologies in the educational environment. When the implementations of
the participants are examined, it is discovered that they initially created digital stories
with only accessible images. It was seen in the following implementations that they
enriched their stories with the images they created using various software. The process
of creating a digital story is thought to provide an opportunity for initial teachers to
develop their technology literacy and skills for using information technologies in the
context of the current study. By actively participating in the process of creating a digital
story, initial teachers can expand their technical knowledge and skills. Therefore, it can
be stated that the goal of the present study is to make the teaching process easier for
the teacher, and the attractiveness of the technology makes it easier for students to
understand the materials. Thus, through the use of digital storytelling that promotes the
acquisition of technology literacy skills identified as 21𝑠𝑡-century skills [59] in education,
an important contribution to literacy progress can be made [60].
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