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Abstract. Many studies have discussed effective instructions for teaching speaking skills, but very few studies that
explored students' preferences regarding the appropriate instruction for improving their speaking skills. This paper tries to
fill the research gap by finding out the student's opinions on the use of digital storytelling for their speaking skills
instruction. This study recruited 28 pre-service teachers to be participants. A qualitative approach was employed to answer
the problems in this study. The findings were derived from analyzing the pre-service teacher’s opinions through
observations and interviews. The findings revealed that most pre-service teachers feel satisfied with using digital
storytelling to learn speaking skills. Moreover, those pre-service teachers presume that speaking was no longer boring
activity, it became both fun and challenging and develop their digital literacy. The study suggests that the activities during
creating a digital storytelling project should be well prepared.
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INTRODUCTION

The introduction of the Web 2.0 revolution
adds nuance to education no exception for
foreign language learning and provides more
opportunities for learners to learn the functional
uses of the target language. Language
practitioners consider that developing students'
communicative language skills faces certain
challenges, especially the limited time and space
during teaching so they utilize computer-
mediated communication (CMC) in expanding
target language practices outside the classroom
(Blake, 2011; Mahdi, 2014). Meanwhile
compared to traditional face-to-face learning,
CMC offers an engaging and collaborative
atmosphere since students participate actively in
creating, sharing, and building second language
knowledge together. As an impact, students
strengthen their oral communication skills and
achieve language competency (Kern et al.,
2016).

CMC allows students to contribute equally to
discussions, reduces anxiety, and allows them to
express themselves more confidently than in
face-to-face interactions (Namaziandost et al.,
2021). CMC fosters learner autonomy by
allowing students to participate actively during
their timestamps in virtual communities. CMC
also helps students to develop their decision-
making skills (Lee, 2016). Blogs and podcasts
from asynchronous CMC allow students to

concentrate  more on developing foreign
language skills tracking traces and content
passages indefinitely when compared to
synchronous CMC such as video conferencing.
The consequence of this situation fosters
students to be more reflective and generate more
meaningful responses. However, owing to the
absence of timestamps, a lack of self-discipline
makes students less successful in maximizing
time, and poor interpersonal contact thus this
kind of mode is ineffective in encouraging
students’ social interaction and community
building.

One sort of asynchronous CMC that is now
popular for learning purposes, including foreign
language acquisition, is digital storytelling. For
crafting it, the creator needs several media
combinations for example images, audio, and
video (Robin & McNeil, 2012).  Personal
narratives, historical stories, and discussions on
many themes relating to subjects are all
examples of digital storytelling content. Learners
are empowered by digital storytelling because it
gives them a voice to express and exchange
ideas in an open and participatory setting
(Robin, 2016; Sadik, 2008). Unlike conventional
formats that rely on paper, digital storytelling
requires a wide range of skills integration, from
collecting then arranging materials to writing
scripts and composing sounds, images, and
music, and uploading ready-made versions
online.

625



Endang Sulistianingsih, et. al. / International Conference on Science, Education and Technology 2022: 625-631

Students use a range of literacy skills when
creating digital storytelling, such as multimodal
(integration of voice-over narration) and several
types of multimedia communication (e.g., text,
graphics, sound, video, and animation). They
also use higher-order thinking such as critical
thinking, reflective, and creative thinking to
understand, synthesize, analyze, and implement
knowledge in creating content (Hafford-
Letchfield et al., 2018; Hur & Suh, 2012;
Sylvester & Greenidge, 2009). In other words,
their 21st-century skills (e.g., multiliteracy and
problem-solving) are developed well in the
process of digital storytelling creation. In
addition, digital storytelling encourages student-
centered learning and the creation of
communities of practice. Students enjoy their
writing and feel inspired to participate in the
narrative production and sharing process.
Creating digital storytelling encourages students
to practice the target language in a genuine and
unique mode.

Students combine text, images, audio
recordings, videos, and music to create digital
storytelling that contains certain topics of
narration or personal information. The duration
of stories is typically three to five minutes long.
The stories are created by utilizing simple
applications like Storybird, Animoto, Audacity,
iMovie, and PhotoStory. Because of the several
advantages outlined above, digital storytelling is
gaining popularity among language practitioners.

Nowadays digital storytelling is widely used
as an instruction for English Language Teaching
(ELT). It is employed as language instruction in
the context of ESL and EFL. For instance, some
language practitioners use Digital Storytelling to
help their students for developing speaking skills
(Fu et al., 2021; Lee, 2016; Yang et al., 2022).
Tanrikulu (2021) uses Digital Storytelling to
help his students improve their level of writing
competence, while Skinner & Hagood (2008)
use digital stories to help students build their
writing literacy skills. Several studies also
showed that Digital Storytelling contributed to
others' language skills achievement i.e
vocabulary (Har et al., 2019; Kristiawan et al.,

2022; Sulistianingsih & Aflahatun, 2021),
reading (Rahimi &  Yadollahi, 2017,
Sulistianingsih, 2021), and digital literacy

(Churchill, 2020; Churchill et al., 2008). Several
studies also exposed that digital stories support
students’ listening comprehension (Lim et al.,
2022; Ramirez Verdugo & Alonso Belmonte,
2007; Tabieh et al., 2021). Similarly, Tsou et al.,

(2006) observed that students improved in
narrative ~ comprehension  and  sentence
complexity in tale recall.

Several ESL and EFL research has shown
that teaching models and strategies which is
employed in Digital Storytelling projects in
second and foreign language schools are
successful. However, there has been no research
investigating how Digital Storytelling in the
context of teaching advanced English at the
university level affects speaking skills,
especially among students whose mother tongue
is Indonesian. Students' opinions about the use
of English in improving speaking skills have
also never been studied. Thus, this study aimed
to find out how digital storytelling creation
through project based instruction, encourages the
development of students’ speaking skills based
on students' perceptions.

METHODS

This study recruited 28 pre-service teachers
to participate in the research project. Those pre-
service teachers were 19 female and 9 male.
They were in the fifth semester by the time the
research was conducted. Those participants
studied in the English Education Study Program
at one of the private universities located in
Central Java, Indonesia. The study was
conducted in the EFL context. The study was
done in the ICT in ELT course. The participants
were already familiar with technology (tech
savvy), especially in editing images, audio, and
video. They had already participated in the
creation of a digital storytelling project when
they were in the second semester of the
extensive reading course. Some of them had
already been taught about the creation of Podcast

and  Audiobook projects through the
collaboration of the Startup Company and the
University.

The study was set on one group design which
means there was only an experimental group
consisting of 28 participants. The research
project was started in the early odd semester.
The participants had four meetings, and this
project is still running. The first and second
meetings were filled with materials on how to
create digital storytelling. Even though they had
already created digital storytelling before in their
second semester, the application was expanded
and they found that there was much more
interesting, friendly use, and advanced to choose
from their last application which was used in the
extensive reading course.
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The third and fourth meetings were filled
with discussions on the stories that they would
choose as the content of digital storytelling. The
applications that the students chose were also
discussed in this meeting. Several applications
that they utilized in creating digital storytelling
were Audio Editor, Audacity, Ibis Paint,
CapCut, Gatcha, Autodesk sketchbook, wave
editor, Audio Lab, and Kinemaster. There was
no intervention in students’ preferences in
choosing their application for creating digital
storytelling.

The ICT in ELT class was conducted once a
week, and the duration of each meeting need 100
minutes. Instructors monitored the progress of
students’ digital storytelling creation in class
through the online mode of google meet.
Students were asked to form their groups. Each
group consisted of 3 to 4 students. They were
free to choose friends in the group so that they
feel comfortable  communicating  during
completing the project. In each meeting, two
groups were asked to present their project
progress. They presented the story that was
carried out, and what application was chosen to
edit sound, images, and videos. They were also
asked to demonstrate a sketch of their project.
How they would operate the application and why
the application was chosen among the many
applications available. This was intentionally
done so that students from other groups got
inspiration from their friends who had presented
their sketch projects.

This study obtained data from 28 students not
only from interviews, but the observation also
done during the sessions in class and out of
class. There were 5 weeks of sessions in class
and these sessions would still be continued. In
each session of class, there were two digital
stories were presented by the participants in the
class. The instructor made the observations twice
a week. There had been one and half hours of the
session outside of school hours and outside the
classroom setting from a total of ten
observations. The data collection was from two
semi-structured interviews with 28 pre-service
teachers as a participant. This decision was made
to make sure that participants’ responses reached
saturation point, that was to say the participants
gave responses to all aspects of research
problems on the use of digital storytelling for
their speaking skills that were thoroughly
examined.

The data end up at saturation when a
researcher starts to listen to similar opinions,

viewpoints, and also responses coming from
most or all of the participants (Alam, 2020).
Meanwhile, it also indicates that the researcher
might participate in data collection to assure data
validity. During the interview session, those pre-
service teachers as a participant response were
both in English and Indonesian. These mixed
language responses were allowed intentionally
so that they could express themselves more
clearly and effectively in the language. To
ensure that their replies were thorough for
everyone, all interview transcripts were
translated and recreated in English for data
analysis reasons. Thus, This study's interview
transcripts were an updated version of the
original transcripts. The transcripts were
collected from the interview sessions. They had
been examined and validated by two research
fellow English teachers.

RESULTS AND DISCUSSION

This section explained the research results.
After analyzing the data, it was found what the
students felt about the impact of using digital
storytelling to learn to speak in the target
language. The observations during the process of
making digital storytelling have a positive effect
on their language skills, especially speaking
skills were clear. The participants revealed the
effect of using digital storytelling through the
interview session. In their opinion, the use of
digital storytelling as a tool to learn to speak
positively impacted not only their vocabulary
but also their pronunciation. They also revealed
that their grammar had also gotten better.
Arranging stories that needed moral values was
challenging for them.

“... There are so many new words which is
the first time | know their meaning. | can listen
to my voice and improve my pronunciation, |
think I will learn more, this digital storytelling is
interesting ...” (S1)

“...I like this project, and I can learn to spell
new and old words, and some applications to
edit the voice...” (S2)

“.I can learn more for improving my
spelling...” (S3)

“..Ilearn to listen and talk with my friends
and others with good English...” (S4)

“..I will surely learn more and more words
for speaking...” (S5)

.. first, I listen to those words then I will not
wrongly pronounce them next time...” (S6)

“..it helps me improve my speaking, more
over my grammar...” (S7)
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“..my vocabulary is enriched, and now I
know how to edit my video...” (S8)

The data from the observation indicated
identical to data obtained from interviews. The
researchers found that The students repeated
their pronunciation of vocabulary and learned its
meanings for the majority of the observation
learning sessions. In addition, students were also
seen trying to practice the pronunciation of
words (trying to pronounce them like native
speakers) with enthusiasm.

They seemed very focused and careful in
practicing spelling words. S2 tried editing his
voice while he learned seriously to spell words
correctly. S3 tried to do the same things as S2 in
spelling. S4, S5, and S7 did their best for
speaking English. S6 tried listening and
pronouncing some words. After a while, when
S8 completed the workout, he appeared joyful
and relieved. S8 informed his friends about the
exercise's worth. The researchers could hear that
the participants were happy and talking to each
other about the project’s progress. S6 expressed
how happy they were when they thought that
their pronunciation was almost like a native. S6
and S7 were very proud that their grammar and
vocabulary improved well. Participants appeared
to repeat themselves after spelling and
pronouncing the vocabulary they have acquired
whenever they click on hypermedia and
vocabulary  glosses.  Some  participants
memorized the application's spelling and
pronunciation.

Through observations and interviews, we also
found that students’ vocabulary was enriched
along with the improvements in speaking,
listening, reading, and writing because creating
digital storytelling motivated the students to
learn progressively whether it was during school
hours or outside school hours. The participants
stated that multimedia features that encouraged
them to learn how to use the applications were
animations, voiced narration, hyperlinked
terminology, and multimodal glosses. According
to them, knowing how to use those applications
also improved their digital literacy. As stated by
the students during the interview session,

“...I am motivated to learn more new words,
and edit voice, images and video...” (S9)

“..creating digital storytelling makes me
learn new words in a fun and interesting way”
(S10)

“.I am very excited when drawing my
pictures, | feel so amazing when | heard my
voice, looks like I was somebody else. It releases

me when | know that my pronunciation is like a
native...” (S11)

“..I learn so many new words and also learn
to recall my old words when | want to express
my ideas through the story Iarranged” (S12)

“..I enjoy my music, my voice, and also my
pictures, | feel awesome with my voice, this
digital storytelling helps me improve my
spelling and vocabulary interestingly...” (S13)

“...I enjoy my story, I am satisfied with my
story, and | learn listening and speaking to others
in good English...” (S14)

“...I like using it for learning language skills,
especially for speaking and listening. Sorry, |
mean reading and writing too...” (S15)

“.I will go on creating more and more
stories, it gets me hooked because | love
listening to my voice, and while making it |
learned a lot. My English skills are getting
better, especially my speaking skills...” (S16)

“..Since | was a youngster, I have enjoyed
reading stories. | never imagined that one day I'd
be able to write my stories. My English language
skills, including speaking, listening, reading, and
writing, have improved...” (S17)

“...I like animation since I was a kid, and 1
am proud of myself that now | can create it by
myself. It is also interesting that my voice can be
heard by others. | am willing to learn to speak
English more” (S18)

“..I like drawing and coloring, crafting my
story helps me learn vocabulary, grammar, and
pronunciation at the same time with joy and no
stress...” (S19)

“...learning English while being creative with
animation is an unforgettable fun experience. |
am more motivated to learn more English
outside of school hours...” (S20)

“..it is fun, no need to worry to speak in
English...” (S21)

“..yes, if there are more stories to be created
then | am willing to create them all. It motivates
me to learn English, I like it...” (S22)

“...now I know how to make my speaking get
improve...” (S23)

“..it's nice when your story is seen by other
people, that's why I'm very motivated to spend a
lot of time learning English, especially
spelling...” (S24)

“.yes I will watch the stories more and
more, | enjoy my speaking...” (S25)

“.you can learn reading, listening, writing
and speaking at the same time, it is joyful
activities...” (S26)

“.I enjoy my speaking, and my digital
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literacy also improved since | learn so many
applications that suited my need...” (S27)

“..Ienjoy my project as a wonderful journey,
learning new applications for creating stories
while learning English at the same time such as
killing two birds with one stone...” (S28)

Furthermore, the creation of digital
storytelling in the ICT in ELT class influenced
students' interest and excitement for learning
English. Students learned to create digital
storytelling using a variety of apps. For EFL
learners, motivation in learning was critical since
it impacts their efficacy and accomplishment in
learning. Finally, the effect on language
acquisition could be utilized to demonstrate the
effectiveness of digital storytelling in relevant
English language learning. In other words, with
the creation of digital storytelling, not only
students' speaking skills were improved, but
their reading, listening and writing skills were
also improved. They enjoyed learning English,
especially in speaking skills. They could spell
better, their grammar was also getting better and
their vocabulary was also getting richer. Results
of the interview indicated that their digital
literacy skills increased through learning various
applications to create digital storytelling.

The finding of this research reported that the
use of digital storytelling contributed the most
significant positive influence on vocabulary and
speaking learning (mentioned by most
participants), the positive effect on other
language skills as well as digital literacy could
not be ignored either. The findings related to the
previous studies proved that digital storytelling
affected students’ language learning positively,
as well as high motivation to learn (Hava, 2019;
Parsazadeh et al., 2021; Yang et al., 2022).
Students practice speaking skills in an easy and
fun way from the integration of voice-over
narration in digital storytelling applications.
This was consistent with the Modality Principle
by Rizvic et al., (2019) which stated that
students who learned from visual and verbal
props performed better than those who only
learned from visual props. Therefore, students
could practice their speaking skills after learning
to create digital storytelling. This was caused by
students” being challenged to repeat the
narration after voiceover in telling stories in
different voice intonations, punctuation marks,
exclamations, pauses, spelling, and
pronunciation of the words they had learned.
The students felt it is so ease to practice English
fluently through imitating, and repeating after

the voiceover narration.

In addition, students expressed that practicing
pronouncing the new vocabulary they learned
correctly with a good tone of speech helps them
to speak the target language fluently, this finding
was the same as research reported by Oskoz &
Elola (2016) who stated that storytelling helps
learners at pronouncing words and provides a
personal tone. Through the activity on the
integration of visual and audio elements such as
in voiceover narration and background, students
learn to improve their listening comprehension.
As mentioned by Kim & Lee (2018), creating
digital storytelling provides students to practice
listening comprehension. Creating  digital
storytelling involves visual representations
activity students for example editing animations
and colorful graphics into motion. Later they
combined the audio, visual, and video elements
for their digital storytelling creation. Through
composing the stories, students learn to write
down the sentences with correct grammar and
they learn to listen to their voices. All of those
activities imply that students learn to speak,
listen, write and read at the same time. All of
this evidence was in line with language
practitioners' reports which state that digital
storytelling contributed to students' language
learning skills improvement in general
(Anderson et al., 2018; Chung, 2021; Kim &
Lee, 2018; Liu et al., 2018; Robin, 2008) and
speaking skills particularly (Arroba & Acosta,
2021; Fu et al., 2021). In conclusion, the
creation of digital storytelling empowers
students to learn to speak. These findings also
explain that creating digital storytelling
stimulates students' learning motivation and
digital literacy. The situation where students feel
fun, no stress or pressure placed them in a
relaxing, motivating, and conducive learning
environment. It is believed that students who
learn in a conducive environment will perform
better than those who don’t (Smeda et al., 2014).

CONCLUSION

The study exposed that students enjoy their
project of creating digital storytelling. They felt
fun and there was no anxiety during the process
of the project. During the collaboration doing the
project, they were communicating using two
languages, Indonesian and English. Even if the
target language is not fully used during the
process of creating digital storytelling but at
least they enjoy their work. Speaking English is
not a scary activity for students. Students are
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well motivated to learn by themselves, especially
outside school hours. The study suggests that the
activities during creating a digital storytelling
project should be well prepared, and this study
also recommends further research to use digital
storytelling for teaching other languages, except
English, and explore deeper on students’
competencies such as emotional intelligence.
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