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Abstract

The purpose of this paper is designed to explore the effects of using digital storytelling in
after school English classroom on Korean ELL learners’ attitudes; and perception toward
learning in English. In a public elementary school located in Eastern Kyunggi province in
South Korea, 32 ELL learners in the 5th grade participated in 12-week study experiencing
digital storytelling in English class. ‘Digital storytelling’ as a primary teaching and learning
resource was introduced and adapted, which had been designed and developed by the
researcher. And to figure out the impact and effect of digital storytelling, a mixed research
method was conducted for looking to students’ response. Students’ self-evaluation report and
lecture review report gathered for data analysis along with quantitative data which were
pre-/post-survey on the change of students’ learning attitude and reading comprehension. The
findings showed that the potential benefits of digital storytelling brought positive effects on
the S5th grade ELL students’ attitudinal changes in learning English by helping them to have
deeper understanding of the lesson, which led their voluntarily active class participation. The
results also revealed that digital storytelling made students engaged in the content of the story
not only by promoting motivation and interest, but also by providing confidence in learning
English.
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1. Introduction

Now, as information communication technology has dramatically transformed our society into a virtual
space in which digital tools and devices are ubiquitous, it is no longer surprising in our daily life to see people
navigating their smart phones or electronic devices to acquire a new knowledge. Because of the rapid
development of ICT, the form of delivered information to us also has undergone profound changes from in a
paper format to a virtual one. The area of foreign language teaching and learning is not an exception. Today’s
students who are called ‘Digital Natives’ (Pyrensky, 2001a, 2001b) are of a keen interest in using digital
multimedia devices, which are inspiring school teachers to consider the possibility of converting and expanding
their traditional teaching strategy into the virtual ubiquitous environment where students are constantly exposed
(Burmark, 2004; Burn & Reed, 1999; Chu, 1995; Cradler et al., 2002; Pierson, 2001; Pritchard, 2004).

In fact, young students of the digital era are constantly immersing themselves in up-to-date digital electronic
devices such as smart phones, tablet PCs, e-book readers and many more. As they take a great interest in such
tools, school teachers are also encouraged to teach utilizing multimedia (Byrnes & Wasik, 2009; Vincent, 2006).
The reality of this phenomenon encourages particularly non-native English teachers in ESL/EFL situations to use
the computer- and digital- assisted tools and devices as a way of reinforcing students’ negative attitudes toward
foreign language learning. In English language classroom, for example, many of the teachers are using
PowerPoint Presentations in their lessons, and a variety of educational software applications, CDs, DVDs, and
etc, in order to facilitate their lessons. In the age of virtual environment, as Tsou et al. (2006) stressed,
integrating computer technology with foreign language teaching and learning is remarkably useful and necessary
to preparing ELL students to function in a rapidly-changing world.

2. Digital Storytelling

2.1 What is Digital Storytelling?

Traditionally, storytelling itself is regarded as the oldest form of education, and it has been a form of
communicating throughout human history, and has been a way to educate children to be literate. Storytelling
‘digitally’, not ‘orally’ is called digital storytelling which is a kind of practice of using computer- and
multimedia-assisted tools in order to tell stories to others. In digital stories, there are a set of multimodal aspects
and components included such as visual images, written texts, recorded audio narration, music/sound, and video
clips/segments. Lambert (2002) defined digital storytelling as follows.

“It begins with the notion that in the not too distant future, sharing one's story through multiple
medium of imagery, text, voice, sound, music, video and animation will be the principal hobby of

the world's people.”

In other words, the concept of digital storytelling is focused on human narratives using images, narration
and music to frame our memories as powerful stories (Bull & Kajder, 2004; Robin, 2008; Sadik, 2008). Table 1
simply shows several different points between oral and digital storytelling.

With regards to the subject as with a traditional way of oral storytelling, the topic of digital storytelling may
vary but for the medium which combines diverse multimedia components such as graphics, audio, video,
animation and so on. And a sampling of story topics may include from the telling of a personal story to certain
historical events (Judge et al., 2006; Kajder et al., 2005; Tucker, 2006).
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Table 1
Oral storytelling vs. Digital storytelling

Items Oral Storytelling Digital Storytelling
Time of Advent thousands ago in 1994 by Atchley & Lambert at the Center
for Digital Storytelling
Type of main style human voice and gesture multimedia components
(video, image, sound, etc)
Contents delivering verbal communication information devices
(PCs, Tablets, etc.)
Data Forms typically painted or printed paper stored electronically in digital form
Way of learning verbal delivery-centered / one-way multiple way delivery / Interaction &
speaking & listening collaboration
Main character Primarily oral combined with to unfold a highly sensory experience with
gestures and expressions narrative voice, images, sound, and music

into illuminated understandings

2.2 Digital storytelling in Foreign Language Learning

In L2 learning, digital storytelling can indeed be a good vehicle to increasing language performance in that it
has the potential to provide motivation to students by engaging in reflective learning because of the up-to-date
ICT technologies and multimedia functions, which can appeal to young generations. In particular, using visual
and audio effect can be the biggest difference between digital storytelling and oral one (Banaszewski, 2002;
Lowenthal, 2008; Ohler, 2006; Sylvester & Greenidge, 2010).

For instance, in reading/writing session, ELL learners can have more creative opportunities if provided
with sounds, music, graphics, images and animations which expand them to express their creativity. Besides,
students can share their own stories through digital storytelling in ways other than just plain text, so that they can
think more creatively and critically. In addition, learners are expected to have more chances for collaboration
and cooperation work with each other through digital storytelling which helps them gain social and cognitive
development through such sharing experiences. In English class, it is also expected that ELL learners can
develop their listening and speaking skills as well as vocabulary enhancement (Kajder, 2006; Marsh, 2006; Ware,
2006).

2.3 Ten principles of digital storytelling

In terms of adopting and using digital storytelling in the classroom, teachers are encouraged to consider the
ten principles as to how digital storytelling can contribute in students’ learning in ESL/EFL context. They can be
simply called ‘I AM TOP CAMP’ (Interactive-Authentic-Meaningful-Technological-Organized-Productive-
Collaborative-Appealing-Motivating-Personalized) which are enumerated below.

»  Interactive: as digital story is shared with each other, it is possible for student(s)-student(s),
student(s)-teacher, the whole class-teacher to have continuous interaction during the learning process.

»  Authentic: students can create and share their personally meaningful story with others.

»  Meaningful: digital story encourages students to become more conscious of the ability to tell their real
story which catches the attention of audience.

»  Technological: students can gain experience with dealing with digital devices and become more
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proficient at the technical aspects in making their own story.

»  Organized: digital devices helps student to organize their digital stories by creating, editing, add and
deleting.

»  Productive: students can make their own voice, and produce their desired outcome, through their
juxtaposition with visuals, recorded narratives and sounds which deliver their intended message

»  Collaborative: by sharing each other, digital story helps students to work collaboratively as a team.

»  Appealing: digital story provides a pleasure of learning more than any other factors. Students are
expected to gain high academic motivation, engagement, and achievement for further learning.

»  Motivating: digital story allows students to gain personalization of the learning experience by
increasing motivation.

»  Personalized: digital story also includes from the telling of personal stories to any topic related to their
life.

3. Research Method

This current study was designed for young ELL learners to use digital storytelling in after school English
class. The research was carried out for 12-weeks with 32 elementary students from two classes of the fifth grade
in a public elementary school in Korea. In English class, digital storytelling instruction was applied, and the
learners were asked to do with digital storytelling activities, as opposed to being asked to do so with a teacher
who directed storytelling with a storybook. To investigate the effect of digital storytelling, a mixed method
approach was employed by collecting, analyzing, and integrating data both quantitatively and qualitatively. Data
triangulation was then administered in order to cover diverse viewpoints or standpoints and to validate
confidence in the ensuing findings.

3.1 Research questions

The purpose of the study aims to investigate the effects of digital storytelling in after school English class
and how it affects the change of Korean young ELL learners’ attitudes and perception toward learning in English.
Thus, the research questions are as following:

»  How does digital storytelling work for the improvement of reading ability in young ELL learners?

»  In which ways does digital storytelling affect the changes of young ELL learners’ attitude in EFL

English reading class?

3.2 Research Subjects

There were total 32 Fifth Grade ELL learners participants from Eastern Kyunggi Province, South Korea.
The 15 boys and 17 girls were at the age of twelve enrolled in a public elementary school in 2012. The school
was located in former industrial midsize city. And all the participants reported that their home language is not
English. The main reason for choosing the fifth grade student was that most of the participants were skillful
enough to use a computer and type sentences in English. In South Korea, students usually start to learn English
and computer as a required subject from the third grade.
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Table 2
Details of research participants
Items Value
Primary language in class Korean

Primary study materials
Lesson flow
- boys
Participants .
girls
Total number

digital story
interactive (S-T/S-S/C-T)

3.3 Research Instruments

Participants were given two pre-/post- tests to figure out any changes in English reading ability. Later, a

paired-sample t-test was performed with the results, using an initial reading attitude questionnaire. It was

administered at the beginning and end of the research to ascertain any possible attitude changes. Plus,

pre-/post-survey was also administered to find out the change of the affective domains towards English learning.

It consisted of 12 questionnaires that has been used to measure the degree, and has been designed using a 1-5

Likert scale (strongly disagree to strongly agree). Table 3 below shows questionnaires for the affective domain.
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Figure 1. A

of Digital Storytelling

Sample work

In addition to quantitative data, students’ lecture review report was employed after completing the study

using digital storytelling in order to understand how students felt. The lecture review report shown as below is

composed of three parts: 1) thoughts on digital storytelling, 2) efficacy on digital storytelling, 3) necessity of

digital storytelling.
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Table 3

Lecture review report on digital storytelling

Date:

Name:

1. What are your overall thoughts on digital
storytelling?

2. How do you think about English learning using
digital storytelling?

3. Do you think digital storytelling is a good way
in studying English? Why? If not, why do you

think so?

And at the end of the research, a self-evaluation sheet was provided to students, instead of conducting
interviews with all participants. It was also composed of 1-5 Likert scale (strongly disagree to strongly agree),
including four main components such as interest, learner participation, understanding, and self-confidence.
Table 4

A self-evaluation sheet on digital storytelling

Date:
Name:
Evaluation
Category Content
5 4 3 2 1

Interest I enjoyed learning English using digital

storytelling.
Participation I participated in class actively
Understanding I understood the story and comprehended

the overall objects.
self-confidence I could read words and sentences in the

digital story.

1. What was your favorite activity?
2. How do you like it?

4. Results and Discussion

4.1 Results of the reading comprehension scale and attitude change

The reading comprehension test was administered before and after the experiment using digital storytelling.
As shown in Table 5, there was a difference in the highest and lowest scores, and the means on the reading
comprehension after digital storytelling has been adapted. Thus, it can be concluded that digital storytelling had
positive effects on the improvement of students’ reading ability.

4.2 Results of the attitude change

Next, table 6 shows the results from the questionnaire asking about participants’ opinions towards digital
storytelling in after school English class. They were encouraged to choose the degree agreement in 1-5 Likert
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scale. The results were then interpreted as below.

The results from the quantitative data below indicate that the participants had positive attitude change
towards digital storytelling in this experiment research. They strongly agreed that digital storytelling made them
engaged in the content of the story by gaining motivation and interest. Besides, participants answered that they
had more confidence in learning English in that digital storytelling offered them a fun and pleasant educational
experience. In particular, as digital storytelling made them feel less worried and the classroom atmosphere more
enjoyable, it was no doubt that student came to like English study more.

Table 5

Result of reading comprehension test

Result Total scores ~ Highest score Lowest score M SD t
Pre-test 30 18 6 12.6 491 13.62%*
Post-test 30 25 9 18.5 5.00
Table 6
Result of attitude change with digital storytelling

Opinions M SD t Sig.
1. Digital storytelling makes me curious about the story. 3.73 0.78 1.53 0.13
2. Digital storytelling makes me more interested in reading 3.97 0.76 0.954 0.34
process and activity.
3. Digital storytelling makes me understand the story better. 3.90 0.66 0.770 0.44
4. Digital storytelling makes me confident when I was assigned 3.87 0.73 0.791 0.43
to read.
5. Digital storytelling provides me with the opportunity to think 3.70 0.65 1.52 0.84
creatively and critically.
6. Digital storytelling makes me know more from sharing ideas 4.03 0.81 1.22 0.23
with classmates.
7. Digital storytelling makes English learning fun and pleasant. 3.87 0.73 0.386 0.76
8. Digital storytelling makes me more engaged in the lesson. 3.90 0.71 0.706 0.48
9. Digital storytelling makes me happy with reading activity. 3.93 0.69 4.69%* 0.01
10. Digital storytelling makes the class atmosphere more 3.77 0.57 3.04%* 0.01
enjoyable.
11. Digital storytelling makes me like English study more. 3.90 0.71 0.954 0.34
12. Digital storytelling makes me familiar with the story. 3.93 0.64 0.726 0.47

4.3 Result of Lecture Review Report

In order to find out students’ attitudes and feelings about digital storytelling, instead of conducting formal
interviews, completing a lecture review report was given to participants twice throughout the research. Similar
answers from students were then categorized into 5 categories that explained how they felt on digital storytelling.

Participants agreed that one of the most beneficial effects on digital storytelling was helpfulness. By gaining
a sense of satisfaction and confidence, students were strongly motivated, which aided them to have a desire for
further English learning. Based on some excerptsl from students’ reports2 below, it became much clear why
they felt satisfied with digital storytelling.

! Students lecture reviews were originally written in Korean, and then translated into English by the researcher.

2 Pseudonym was used to conceal students’ identity.
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“...At first, I was worried, because I am not good at making a story. But it was fun to work with
my friends. I was able to finish my work and present it in front of the whole class. I loved to
share what I did with my classmates...” (Eunkyung, March 21, 2012)

“... I like to use the visual images in the story, and I can easily understand what it means. I also
record my voice to narrate my own story. To choose music and sound is also very interesting. I
want to make more stories and then share them with friends....” (Jeongja, April 12, 2012)

“... I have been reading books alone, but digital story was very fun to make, to read and to share
with. I can remember the words and the stories longer, and to use a computer and programs in

the classroom is also a pleasant learning experience to me...” (Eunseok, April 20, 2012)

As described above, students enjoyed English reading class using digital stories including multimedia
components. It was obviously different from a traditional reading class depending on the paper storybooks, and
the bottom line is that students were able to have motivation for learning in English class.

Table 7
Categories of Students’ Lecture Review
Category Review Comments n (%)

helpfulness 1. Digital storytelling is helpful to overall English learning 26 (81%)
pleasure 2. Digital storytelling makes reading class fun. 22 (69%)
interest 3. Digital storytelling provides more interest in learning English. 18 (56%)
motivation 4. I want to study English more with digital storytelling 17 (53%)
necessity 5. Digital storytelling is necessary in English class. 15 (47%)

4.4 Result of students’ self evaluation sheet

During the treatment of digital storytelling class, student was asked three times to fill out self-evaluation
sheet for the purpose of seizing the changes of affective domain. Self-evaluation sheet consisted of 4 main
contents which were interest, participation, understanding, self-confidence for learning English using digital
storytelling. Table 8 shows the result of students’ responses.

Table 8

Result of Students’ Self Evaluation

Number of times

Contents (100pts) 1 ) 3
Interest 80 88 98
Participation 69 82 95
understanding 71 79 90
self-confidence 70 84 94

As shown at Table 8 above, students’ interest and understanding for digital storytelling lesson have
escalated over time. They got more involved in the lesson using digital storytelling which triggered
comparatively active participation in the class and made them gain self-confidence, lowering down anxiety in
learning English. To sum up, including digital storytelling as part of reading and writing instruction helped ELL
student learning considerably enhanced, clarifying that digital story was very effective in the sense that the
students were all engaged in, and their attention was focused. As Mayer (2003) stressed, active engagement in
the class helped the students construct their knowledge and organized information into meaningful learning.
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5. Conclusions and implications

This research study was designed to explore the effects of using digital storytelling in elementary school
English classroom and to evaluate the changes of Korean ELL learners’ attitudes and perception toward English
learning. 32 ELL learners in the 5th grade enrolled in a public elementary school in Eastern Kyunggi province,
South Korea participated in 12-week research study with digital storytelling in after school English class. In
order to seize the impact and effect of digital storytelling, a mixed research method was administered in
observing students’ changes and responses.

The results indicate that 1) digital storytelling showed positive effects on the improvement of students’
reading ability, 2) it made them engaged in the content of the story not only by promoting motivation and
interest, but also by providing confidence in learning English, 3) it brought a sense of satisfaction and confidence
to students who ended up being strongly motivated, 4) it helped students to have deeper understanding of the
lesson, which led their voluntarily active class participation. Therefore, it was clear that digital stories provide
ELL learners with powerful literacy learning opportunities.

There are several implications for the future study. First, more diverse teacher training programs are
required in order for in-service teachers to catch the effective digital multimedia technologies suitable for the
current students. Second, the improvement of multimedia facilities in a school is also needed to make teaching
and learning environment better. Third, in a regular English class, a meaningful approach like digital storytelling
should be considered for ELL learners to have a better communicate competence, without paying too much
attention on the test and its score. By doing that, young ELL learners can have a strong sense of motivation to
learn English for communicative purposes.
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