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Abstract: The purpose of this study is to analyze the findings of studies on
digital storytelling in the field of classroom education in Turkey using the
systematic review method and determine the type of distribution that exists.
The study analyzed 36 scientific publications made until the end of 2021. ERIC,
Web of Science, Ulakbim, Google Scholar and National Thesis Center
databases of the Council of Higher Education were used in the selection of the
studies. Each of the theses and articles were analysed by content analysis and
the results obtained from the research were examined in terms of digital
storytelling tools. In the interpretation of the data obtained, tables were used
and only frequencies were included numerically in the tables. As a result of the
analysis, it was observed that the outputs of all categories in the studies using
desktop applications were mostly obtained from Photostory. When we look at
the results of the studies in which web-supported tools were used, it was
determined that the cognitive outputs were mostly obtained from the studies in
which Powtoon and Tondoo tools were included in the implementation
process. Similarly, the data revealed in terms of social and teaching aspects
were obtained from studies dealing with Powtoon as a digital storytelling tool.
Goanimate software was generally used in studies involving technological and
affective findings. It was determined that the results evaluated under the
psychomotor title were generally obtained from studies in which Goanimate
and Storyjumper were used. Based on these results, in order to reach web 4.0
technology, virtual libraries that contain digital stories can be created in
schools in Turkey. In rural areas that are unable to access the Internet, mobile
libraries can be prepared.
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Introduction

Advances in technology that have occurred or been experienced have accelerated the
conduct of more scientific studies (Aydin, 2018). As a result of these developments, the
thoughts concerning the characteristics of students began to change (Tumay & Késeoglu,
2011). Therefore, it has been emphasized that today's education should give individuals
life skills such as communication, problem solving and critical thinking, as well as
knowledge skills such as science literacy (ispir & Yildiz, 2021). These skills, which are
generally expressed as 21st century skills, have been among the main topics of many
educational research (Binkley et al., 2012). Therefore, diversity has been provided in
many tools and resources, as well as different methods and techniques in educational
environments (Smeda et al., 2014). In this context, stories have come out as one of the
methods in which students can play an active role in the learning environment and reveal
their own products by doing and experiencing (Robin, 2008).

Kukul and Kara (2019) described stories of various types as effective tools for
communicating any message or passing on people's experiences and knowledge to
future generations. Thus, storytelling has been used throughout history for the
preservation of heritage through learning-teaching strategies (Condy et al., 2012; Wang
& Zhan, 2010). In other words, storytelling, which has been used in the transfer of
knowledge from one generation to the next, has been a popular and effective tool from
ancient times to the present (Smeda et al., 2014). In this context, stories were considered
as the oldest form of education (Reinders, 2011). From this aspect, storytelling has been
considered as a natural way of human communication used to better understand
complex ideas, concepts or information (Chung, 2006). In addition, as Raven and
O'Donnell (2010) stated, the stories were used to strengthen the message given since
the meddahs by making use of dance, poetry and music. However, today, this situation
necessitated creating a different meaning from the current understanding with the
technological explosion and globalization, and traditional life has started to transform
as a necessity. Turkish education policies and system have also been directly affected by
all these changes. Thus, as of 2006, the constructivist approach has been adopted in
the Turkish National Education System and the effective use of technology in education
has become a necessity (YUrik & Aici, 2016). In this respect, stories that are constantly
used in education have been moved to digital environments especially with the
development of technology, and Web 2.0 tools. Thus, recently emerging digital
storytelling has become a frequently used method for integrating technology into
educational environments (Kukal & Kara, 2019).

The foundations of digital storytelling, which has been popular in recent years, are based
on digital storytelling centers established in San Francisco, under the leadership of Joe
Lambert, his wife Nina Mullen, and her colleague Dana Atchley in the mid-1990. Today,
this movement has now spread across the United States to large countries like China
and has rapidly expanded worldwide (Mangal, 2020). In this process, many definitions
and descriptions of digital storylines were made and most of them were shaped around
similar ideas. The aforementioned definitions have often focused on storytelling and the
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integration of different digital media tools. Therefore, digital storytelling can be defined
as modernizing or electronically describing traditional storytelling with technology in the
most basic sense (Rozmia et al., 2014; Reinders, 2011). In addition, digital storytelling
can be expressed as a technology application that is positioned to enable users to take
advantage of the content they contribute and teachers to use the technology efficiently
in their classrooms (Robin, 2008). Digital storytelling, on the other hand, can be
explained as a developing technique that helps people tell their real lives using digital
elements such as text, pictures, audio and video (Song et al., 2012).

Multimedia elements mentioned above are often combined using computer software to
tell stories that are shaped around a theme or subject. Students and teachers can use
free or low-cost, user-friendly, interactive Web 2.0 tools such as Toondoo, Goanimate,
Storyjumper (Nelson et al., 2009; Robin & Mcneil, 2013) and computer software such
as Microsoft Photo Story 3, Microsoft Windows Movie Maker. This allows multimedia
presentations to be combined from scratch or the applications of independent web
service providers to be integrated. These digital stories have a relatively short format and
a length of between 2 and 10 minutes. They are recorded digitally via a computer or
other device that can play video files. In addition, digital stories can typically be uploaded
to the Internet via any popular web browser (Robin, 2016). In this respect, digital
storytelling can be considered a short, personal, esthetic, creative element based on the
use of multimedia tools to create stories and share information (Meadows, 2003; Sawyer
& Willis, 2011). Taking into account the definitions in the literature, digital storytelling
can be described as an artistic and innovative method in which scenarios made on a
particular topic are digitalized using multimedia tools; an effective pedagogical tool that
enables students to develop skills such as communication, collaboration and reflection.
This means that digital storytelling is important for individuals to develop and move
forward and serves different functions.

Developing digital storytelling, above all, allows students to combine digital images and
verbal expressions to tell their own stories (Kajder & Swenson, 2004). Digital storytelling
helps to support all the skills required for the 21st century such as visual literacy and
collaboration. It also encourages creativity and problem solving (McLellan, 2006).
Digital storytelling allows users to interact more and shape the story rather than just
traditional storytelling, where the users are only listeners (Dérner et al., 2002). Digital
storytelling also gives the user the opportunity to apply the story in real life by giving
control to the user and to reinforce it by repetition (Balaman, 2016) and to think about
how to create story content by animating it in their minds. As a result, as the literature
review revealed digital storytelling can be considered a strong model for creating
constructivist e-learning environments. However, the novelty of learning technology, the
difficulty of creating a meaningful narrative, and the combination of the relevant images
and the choice of sounds creates noise when trying to reconcile with the preexisting
schema in the mind (Garcia & Rossiter, 2010). In the digital storytelling process, those
who have not written a story before can have difficulties in making fiction and
determining characters (Erdogan, 2021). In addition, other problems are that digital
storytelling is not appropriate for all levels (Aslan & Kazu, 2021) and is not available for
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its intended purpose if it is perceived as a game (Karaoglan-Yilmaz et al., 2018).
Therefore, studies are being carried out on which steps digital stories will be followed.

In terms of how to create digital stories, researchers have shown different stages with
different numbers and names. Wawro (2012) described the digital story creation process
in six stages. In the first stage, stories for the selected topic are written. The stories that
are written are then recorded. In the third stage, the images should be collected or
created, and in the fourth stage, they should be added to the software. Then, effects are
given to the film if the software is suitable. In the final stage, the work is converted to
video format. Barrett (2009), on the other hand, collects the stages in the process of
creating digital stories under six headings: developing a scenario, audio recording and
editing, collecting visuals, combining sound and footage in a timeline and adding music
tracks, using optional effects, presenting and publishing. Although the process of
creating digital storytelling is explained with different names and stages in the literature,
it is seen that this process consists of basic elements such as creating text, vocalizing,
collecting pictures, adding music and presenting the digital product. This means that
effective digital storytelling is the result of the integration of multimedia sources such as
the appropriate amount of text, audio, image and video (Chung, 2007). In this context,
the specified elements can be combined by using some computer and web software in
the digital storytelling process. In addition, the stages expressed can be discussed in
many areas such as art and health, where digital storytelling is emphasized.

Digital storytelling, which is used in different vocational branches, has also been
integrated into education. Therefore, it is used as a learning tool in schools and teaching
programs. As a result of the changes in students' interests, expectations and needs, it
can be argued that digital storytelling is a powerful tool for students and teachers in
educational environments (Robin, 2006). In this way, students can gain desired
behaviors through digital storytelling, which can be effective in creating change in
individuals. In addition, in digital storytelling, if the stories are not made into a routine
and prepared in different ways, both the motivation and success of the individuals for
the lesson can increase. Digital storytelling applications, which will be created by
considering the listed stages, can enable individuals to be more effective in education
and contribute to more reliable and valid results in research on digital storytelling. An
inclusive framework for creating digital stories is needed to facilitate exploitation of the
stated benefits.

When the literature is examined, it is observed that there has been an increase in
research on digital storytelling in Turkey in recent years. As a result of various researches
on digital storytelling in learning environments, digital storytelling has been determined
to help enrich the learning environment and learning experiences in the classroom (Sadik,
2008), and increase academic success, motivation and learning strategies (Demirer,
2013). Digital storytelling contributes to developing creative thinking (Karakus et al.,
2020; Ozen & Duran, 2021) and thus empowering students intellectually and culturally
(Benmayor, 2008). On the other hand, digital storytelling improves writing performance
(Gider, 2019) and raises the attitude towards the course and the entrepreneurial spirit
(Mangal & Kurtdede-Fidan, 2022). In this respect, the results of digital storytelling studies
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conducted at each stage of the education, including kindergarten (Preradovic et al.,
2016), primary school (Niemi & Niu, 2021), secondary school (Ozen & Duran, 2021),
high school (Ayvaz-Tung, 2017) and university (Aslan & Kazu, 2021) were generally
found to be similar. This shows that the method is suitable for all ages and is versatile.
However, Karademir (2020) concluded that digital storytelling does not make a
significant difference to the development of collaboration and communication subskills
compared to traditional storytelling. This result may be due to the fact that the
technological fiction of the story could not be created effectively or was performed
incorrectly. Thus, it can be said that correct guidance and good preparation can
positively influence the skills that are intended to be gained by increasing both the direct
and indirect impact of digital storytelling.

When the national literature was examined, no systematic review studies were found on
digital storytelling research in the field of classroom education. In addition, there is no
study in the literature that examines the results of digital storytelling in terms of tools. In
this context, it is seen that the software that facilitates digital story development and the
important points about the software are not presented clearly enough. This study is
thought to provide guidance on digital storytelling tools and the results obtained by using
these tools. Since digital storytelling tools are analyzed in depth in the study, it is expected
that the findings will shed light on those who will do research on digital storytelling. In
line with the stated reasons, the aim of the study is to analyze the results of the studies
on digital storytelling in the field of classroom education in Turkey with the systematic
review method and to determine what kind of distribution exists. Within the scope of this
purpose, answers to the following questions were sought:

In Turkey, digital storytelling studies carried out in the field of classroom education;
1. How was it evaluated in terms of the scientific process?

. How was it evaluated socially?

. How was it evaluated in terms of technology?

. How was it evaluated in terms of teaching?

. How was it cognitively evaluated?

. How was it evaluated in terms of psychomotor perspective?

N O 0 A WON

. How was it evaluated in terms of affective perspective?

Methodology
Research Design

This research is a systematic review study. A systematic review is a means of identifying,
evaluating and interpreting all available research on a particular research question,
topic area, or phenomenon of interest (Denyer & Tranfield, 2009; Kitchenham, 2004).
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In systematic reviews, it is known that the data or results obtained from quantitative and
qualitative studies are clearly integrated (Pluye & Hong, 2014). For this reason, a total
of 36 studies, including 16 theses and 20 articles on digital storytelling, conducted in the
field of Classroom Education in Turkey, were analyzed by the researchers. The stages
followed in this process are shown in Figure 1 based on the study of Polat and Ay (2016).

Figure 1.

Stages Followed in the Research Process

DETERMINING
KEY WORDS

DETERMINING i
AND RESEARCH THE WORKS TO %Fgﬁ;g‘r?

QUESTIONS OF BE INCLUDED iN
THE STUDY U

REVIEWING THE THEMES REPORTING THE
COMMON PRQCESS AND
THEMES FINDINGS

THE SUBJECT

Data Collection

As academic publication types, articles and postgraduate theses were included in the
research. In the study, the keywords "digital narrative, digital story, digital storytelling,"
were used for searching. According to the keywords identified, the literature was
searched from the databases of ERIC, Web of Science, Ulakbim (TR Directory), Google
Scholar and the National Thesis Center of the Council of Higher Education. As a result
of the scanning, a total of 48 scientific studies, 24 articles and 24 theses, were identified
in accordance with the selected topic. Subsequently, the abstracts of the publications
were read carefully by the researchers. In cases where the summaries of published
articles and theses were not considered sufficient to make a decision, the entire text was
examined. Thus, studies that did not meet the selection criteria were excluded from the
analysis. In this respect, in addition to classroom education, data collected (n=2) with
different samples and determined to be dated 2022 (n=2) were not analyzed. Although
the phrase "primary school" was mentioned in the title, 6 scientific studies that were not
conducted with primary school students or teachers (n=1) and had the feature of
compilation (n=1) were excluded. In addition, only studies published as articles (n=6)
were taken into account in order not to repeat the data in studies published as both
articles and thesis. For the theses and articles included in the research, the selection
criteria listed below were taken into account and the flow diagram for the inclusion
process of the documents is presented in Figure 2.

e Research is located in ERIC, Web of Science, Ulakbim (TR Directory), Google
Scholar or National Thesis Center of the Council of Higher Education.
e The title, summary or keywords contain one of the phrases “digital story”, “digital

nn

narrative”, “digital storytelling”,”.
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e The research was published by 31 December 2021 at the latest.

e The people who make up the study group are selected only from the field of
classroom education (primary school first level students, classroom teachers or
classroom teacher candidates).

e The research was conducted in Turkey.

e The full text of the research is available or accessible.

e The research is whether an article or a thesis.

e The studies are written in English or Turkish.

e The purpose, method, study group, data collection tools, data analysis, findings and
results should be expressed clearly, and intelligibly in the research.

Figure 2.

Selection of Documents Suitable for Systematic Review

Nurr)ber (_)f

Number of studies Number of studies studies with

published as both determined to be compilation

article and thesis dated 2022 feature

| | [ ] | |
| u .
Total number of The number of studies Number of studies ] Numbe_r of StUdEIS.
studies reached that collected data that do not cover included in systematic
with different samples the first grade of review
in addition to the primary school
classroom education

Coding Process

First of all, the sections related to the categories of each study included in the research
were read in detail in the MaxQda 2022 program. In addition, each study examined
was named as A1, A2, A3... A36 in order to avoid data confusion and these code names
were used in the study. Then, all the documents included in the study were examined
and coded in terms of the main categories considered. All coding was completed in three
stages in a controlled manner. Three stages are classified as open coding, axial coding
and selective coding (Neuman, 2012). Within the scope of open coding, the basic
outputs, findings and results in the studies examined were coded separately for each
study with appropriate concepts. In the axial coding phase, the studies were read in
depth and adding new codes to the first encoding and combining similar codes in
subsequent studies. At the end of this process, the codes were classified in relation to
each other in order to obtain common categories. In selective coding, another selective
reading is performed to identify new codes that may be relevant to previously generated
codes. Classified codes were reviewed, identical codes were deleted, codes that were
not in the appropriate category were removed or revised, and new categories were
created. After the coding processes of the studies included in the research were carried
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out, the frequency values for the main and sub-categories were determined. The stages
followed in the coding process are shown in Figure 3.

Figure 3.

Stages Followed in the Coding Process

Transferring the studies included in the Coding the studies separately with
research to MaxQda program appropriate concepts (open coding) Classifying codes in relation to each other
Assigning variables to the studies Reading the codes, adding new Reviewing the classified codes,
and giving code names codes and combining the similar deleting the separate codes and
codes (axial coding) making new categories (selective

coding)
Data Analysis

A comprehensive content analysis was done with the documents. Content analysis, which
is frequently used in the field of social sciences, is a systematic and repeatable analysis
method in which a text is summarized in smaller categories with certain coding
(BuyUkozturk et al., 2015). The studies examined in the research went through some
stages while being subjected to content analysis. After accessing the publications used in
the research, first of all, the studies were divided into categories in terms of main criteria.
In this respect, tables have been prepared in order to present the studies included in the
research as a summary. The main reason that the data was presented like this is to
provide an idea at first glance about the studies investigated and to increase the visuality.
Only frequencies are given numerically in the tables. The frequencies reached as a result
of the content analysis allow comparisons to be made for the classifications created
during the analysis of the studies. However, numerical expressions are considered
important in terms of revealing whether similar results are obtained if the study is
repeated.

When the results of 36 digital storytelling studies carried out in the field of Classroom
Education in Turkey are considered in terms of the tools, it was seen that no explanation
was made about the digital storytelling tool used in 7 studies (A2, A3, A7, A8, A19, A26,
A27). In another study (A25), it was found that sample tools such as Prezi, Powtoon and
Moovly were introduced before starting the teaching practices, but it was not clearly
specified which digital storytelling tools would be used. However, in 6 studies (A10, A13,
A17, A20, A23, A31), it was found out that two digital storytelling tools were used
together. The stated digital storytelling tools and the number of their use in the studies
are shown in Figure 4.
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Figure 4.

Digital Storytelling Tools and the Number of Tools Used in Studies

00000

Web
Desktop

In addition to the digital storytelling tool, the other components examined in the studies
and used in this research are the sample level and the implementation time. The sample
of the studies that are considered generally consists of primary school students (18
studies in fourth grade, 5 studies in third grade, 4 studies in second grade) and
undergraduate students (6 studies in third grade, 2 studies in second grade, 1 study in
fourth grade). In one study, classroom teachers and undergraduate students were
preferred as samples, but undergraduate degrees were not specified. In addition, when
looking at the studies examined, it was seen that digital storytelling tools were generally
limited to 6-10 weeks (n=15). In addition, it was determined that 6 studies were
completed within 1-5 weeks; 7 studies were carried out for 11-15 weeks and 8 studies
did not directly include the implementation period. Considering the aforementioned
components, a general interpretation was made under each table and the prominent
parts of the studies were discussed according to their importance.

Validity and Reliability of the Research

In order to ensure validity and reliability in this study, the strategies listed by Yildirrm and
Simsek (2018) were used. The research primarily identified the selection, number and
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exclusion reasons for the documents to be used in systematic review. The studies were
examined for three months after they were downloaded from the databases in order to
avoid any errors during coding. Thus, long-term interaction and depth-oriented data
collection processes were carried out in the research. Subsequently, coding was done
considering the research questions. For the validity of the codings, the analysis was
reviewed in line with the main categories for a month and coding were found to be
largely consistent. In addition, after the coding process was completed, necessary
corrections were made by consulting a faculty member who is an expert in his field. The
final version of the coding system and the code names assigned to the studies that
constitute the study group are given additionally.

The purpose and questions of the study were clearly expressed to ensure validity and
reliability. The data collection method and inclusion criteria were clearly explained for
the validity of the findings. In addition, detailed explanations were made about the
number of studies included in the research and their limitations. The analysis of the data
and the creation of common themes are presented in detail. In addition, all the findings
obtained from the studies were conveyed using descriptive expressions and direct
quotations were used with the explanations given under each category.

In order to ensure the coding reliability of the study, a total of 4 publications
(approximately 10% of the studies), 2 theses and 2 articles, were coded by the first
researcher at two different times according to the coding template. The reliability of the
codings and the level of compatibility with each other were calculated with the "inter-
research agreement calculation" formula suggested by Miles and Huberman (1994):

Reliability = Consensus(Na) 100
CHAPIY = | Consensus (Na) + Differences of Opinion (Nd) X

As a result of the calculation done with the above-mentioned formula, it is expected that
the compatibility between the codes will be over 90% (Miles & Huberman, 1994). For
this study, the coding concordance value performed by the researcher at two different
times was determined as 89.5% and the relevant results are shown in Table 1.

Table 1.

Reliability Between Researchers' Codings at Different Times

Data Set Amount of Match (Naj Amount of Mismatch Percen’rogoe of Match
(Nd) (%)

A17 3 0 100.0

A18 11 2 84.6

A30 17 1 94.4

A34 3 1 75.0

Total 34 4 89.5

As a result of the second coding process, it was determined that creative thinking and
enriching the course in the A17 coded study were different from the first coding. In
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addition, it has been determined that communication for A18 coded study and the
efficient use of time for the A30 coded study does not match with the first coding. These
matching values show that the coding system of the study is reliable. All the validity and
reliability measures carried out are presented in Table 2 in a holistic manner.

Table 2.

Practices on the Validity and Reliability of the Research

Strategy Precaution Practices

Expert opinion was sought on the subject of the research

Expert review . .
P and the coding, and evaluations were made.

In order to avoid any errors during coding, the studies were

Internal examined for three months after they were downloaded

Validity :_nofzgc;:iro? from the databases. For the reliability of the coding, the
(Credibility) analyzes were reviewed for one month in line with the main

categories.

. . The results are presented in a descriptive way and direct
Using direct quotes . .

quotations are frequently included.
External All stages of the research process are presented to the
Validity Detailed description  reader in a clear and detailed manner.

(Transferability)

The concordance values of the coding performed at two
different times by the researcher were calculated.

Internal
Reliability
(Consistency)

Compatibility
between coders

In order to verify the findings reached as a result of the
research, all the data obtained, the qualitative analysis of
the data and all the documents related to the study were
kept by the researcher.

External Verifiability of the
Reliability research y Thesis and articles, which constitute the study group of the
(Confirmability) research, and the coding system are shown as an appendix.

The selection of the studies examined within the scope of the
purpose and the reasons for the exclusion of the studies are
stated.

Findings

In Turkey, the results of the digital storytelling studies carried out in the field of Classroom
Education in terms of scientific process, social and technological aspects were examined
in depth in terms of the tools. The general distribution of the data obtained as a result
of the examinations is presented in Table 3.

197



ONLINE ///
Journal of Qualitative Research in Education

Egitimde Nitel Arastirmalar Dergisi

Table 3.

Results Obtained in terms of Scientific Process, Social and Technological

SPC jentific Social Technologic
rocess
Scientific Process, -E:, c 5 § Q 5 _
Social and 8 2 5 i< - 2 > fe]
Technological 8 o 2 -2 o Ke) § P
Outcomes ‘; qg’- 5 = 3 e s
5 S £ & 5§ 8
a § () o =
Powtoon - A21 - A21 2
Tondoo - - - - -
. Goanimate ) A18 ) ) A12, A18 4
g A8 ¢
= MEB Websites - - - - -
Animaker - - - -
Storyjumper - - - -
Storybird - - - - -
Photostory A4,
4
Al16, A30 A30, A30 A30 A33: A36 14
A36 A34,
o A36
é xoviemoker - - - - A31 - 1 15
o etaverse - - - - - - -
O Windows
Photograph i i i i
Adobe  After
Effect i i i i
Adobe
illustratér ) ) ) )
Total 2 5 1 2 9 2 21

Considering Table 3, it has been found out that social outputs are mostly obtained
through desktop applications. It has been seen that only Photostory is used among the
programs. According to the findings in this program, it was seen that cooperation was
supported the most. On the other hand, it was observed that the communication and
relationship dimension were addressed the least. Social outputs obtained through web
software were obtained from studies using Powtoon and Goanimate tools. When the
studies using these software were examined, three conclusions were reached about
cooperation and two about communication. In the document coded A21, which is one
of the related studies, different results were encountered for both cooperation and
communication. For example, in the quantitative part of the study, it was determined that
digital story applications did not have any effect on cooperation and communication
sub-skills. This case was described in the study as, " it was concluded that Digital
storytelling applications performed by the second-grade gifted students in primary school
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did not have any effect on cooperation and communication sub-skills from learning and
renewal skills." In the qualitative part of the same research, based on student opinions
and the diaries that the researcher kept in the process; it has been stated that digital
storytelling contributes to cooperation and communication skills. In another study (A18),
it was underlined that digital storytelling provides peer learning as well as cooperation,
and in this respect, “That they did digital storytelling studies in small groups provided the
students work in cooperation and peer learning.” statement is included. In general, it is
noticeable that cooperation is coded the most among social outputs. In studies where
no digital storytelling tool is specified (A2, A7, A27); cooperation, communication, peer
relations, life and career skills are discussed. It has been observed that the outputs for
these dimensions have positive effects.

On the other hand, considering Table 3, it was determined that technological outputs
are mostly obtained through desktop applications. It has been determined that only
Photostory and Movie Maker are used within the applications. When the findings in these
applications are examined, it has been observed that computer and internet usage is
mostly discussed, and technological literacy is mentioned the least. Similarly, the
technological outputs obtained through web-based applications were only obtained
from studies using the Goanimate software. When the studies using this software are
examined, two conclusions regarding computer and internet usage and technological
literacy have been reached. In general, it is noticeable that the most computer and
internet usage is coded among the technological outputs. It was revealed that both
computer use and technological literacy were the subjects in studies (A7, A25, A28)
where digital storytelling tools were not specified. It has been observed that the outputs
for these dimensions have positive effects. However, in the study coded A31, some
technological difficulties encountered in the digital story creation process were
mentioned and at this point, “As a result of the data analyzes, the difficulties encountered
in the digital story creation process were studied after they had been divided into six
categories, including the audio record not working simultaneously with the images, not
being able to create an ideal scenario, not being able to find an appropriate image for
the scenario, audio disconnection during image ftransition, difficulties in finding
background music, and difficulties in using the program.” statement has been made.
Therefore, a preliminary study can be done for technologically incompetent students to
acquire basic computer skills before using digital storytelling applications.

On the other hand, according to Table 3, it was determined that scientific process outputs
were obtained through desktop applications, and no scientific process output was
obtained in studies where web tools were used. Only Photostory has been found to be
used in desktop applications. When the findings in the aforementioned program were
examined, it was observed that results were obtained only on the ability to conduct
research. In the studies (A3, A26) where no digital storytelling tool was specified, the
ability to interpret was the subject. the outputs for this skill have been determined to
conflict with each other. In the document coded A26, it is stated that digital storytelling
improves students' skills in interpretation. However, in the A3 coded document, it is
claimed that digital storytelling can lead to misinterpretations.
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In Turkey, the results of digital storytelling studies conducted in the field of Classroom
Education were examined in depth in relation to the tools. The general distribution of
the data obtained as a result of the investigations is presented in Table 4.

Table 4.

Results Obtained in terms of Teaching
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Considering Table 4, it has been determined that the teaching outcomes are mostly dealt
with desktop applications. It has been seen that only Photostory, Movie Maker and
Windows Photos are used among the programs. Given the findings in the programs
expressed, it was observed that making the lesson fun and ensuring active participation
were the main subjects. In the study coded A34 a finding is included, by saying “In
addition, students stated that they had fun in science lessons taught with digital
storytelling.” In addition to its positive effects, negative effects such as time-consuming
and exhausting were determined in the studies in which the Photostory program was
used. Since studies are often carried out with primary school students, long and
exhausting practices can adversely affect the level of development and physical health
of students. It has been revealed that the teaching outcomes reached through web
software are obtained from studies using Powtoon, Tondoo, Goanimate, Storybird and
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Animaker tools. When the studies using these software are examined it was observed
that five results were discussed about making the lesson fun, two results about giving a
different perspective to teaching, and one result for active participation and making the
lesson productive. In general, it is striking that among the outputs of the teaching
category, making the lesson fun and ensuring active participation are coded the most.
In studies where it is not clearly stated which digital storytelling tool is used (A2, A3), the
issues of using time efficiently, enriching the lesson, facilitating planning, providing
classroom management, not appealing to all levels, and being boring are discussed
together with other outputs. For these dimensions, it is seen that only the findings of not
complying with the level of all students and causing the student to get bored are negative.

The cognitive results of the digital storytelling studies conducted in the field of Classroom
Education in Turkey were examined in depth in line with the tools. The general
distribution of the data obtained as a result of the examinations is presented in Table 5.

Table 5.

Results Obtained in terms of Cognitive

(o) =
2 > 3 2 ~ T 8o
o < 8 S 'IE _§ S 2 Q E 5 .5
. b = 5 £ —-92 © = 4 £ 6 OB —
Cognitive ‘£ = e £ Bg » o 5§ 2 O 5¢g i<}
Outcomes § 2 g 5 E£8 E S § 5 3B £5 2
- % s £ §° 3 E <2 3 3 28
S O k) a > £ u_% =
<
Powtoon - A21 - A21 Al15 A21 - - 4
Tondoo A23 A20 - A20 - - - A23 4
¢ Goanimate A18 - - - - - - - - 1
%" MEB Websites - - - A35 A35 - - - - A35 3 16
Animaker Ab - Ab - - - - - - - 2
Storyjumper - A22 - - - - - A22 2
Storybird - - - - - - -
Photostory A5,
Al6,
Al4
A30, A4, A30,
A31, Aé] A31 Al4 Al6 A30 A33 A33 Al10 - - 17
A33,
c A34
< Moviemaker A31 A31 A31 - A9 - - - AID 5 og
é Metaverse - A29 - - - - A29 - - 2
Windows
Photograph i -oA2 A4 i i i i i 2
Adobe After
Effect Al3 i i i i i i i i i i ]
Adobe illustrator A13 ) ) ) ) ) ) 1
Total 12 7 5 4 5 2 3 2 2 1 1 44

201



ONLINE ///
Journal of Qualitative Research in Education

Egitimde Nitel Arastirmalar Dergisi

According to Table 5, cognitive outputs have been found to be handled mostly through
desktop applications. Among the desktop applications, Photostory was used the most.
Considering the results of the studies in which digital storytelling applications were
carried out through the aforementioned program, it was observed that learning was
mentioned the most. In addition to its positive effects, in one of the studies (A34) in which
the Photostory program was used, digital storytelling did not have a significant effect on
social-emotional learning skills. Similarly, in the study coded A9, using the Movie Maker
application, it was stated that digital storytelling does not support academic success. This
case was described in the study as, “Digital story-based instruction has been found to
have no effect on students' academic achievement in mathematics.” In one of the studies
(A10), which carried out digital storytelling applications through a program, both
Photostory and Moviemaker tools were used together and it was claimed that digital
storytelling increased visual memory capacity. Similarly, in A13 (Adobe lllustrator, Adobe
After Effect) and A31 (Photostory, Moviemaker) coded documents, two different
applications were used together and it was emphasized that the lessons conducted with
these tools supported learning. In addition, it was stated that creative thinking skills
improved in the study coded A31.

The cognitive output accessed through web software has been found to be mostly from
studies using Powtoon and Tondoo tools. In general, it is noticeable that learning and
creative thinking are coded the most among the outcomes of the cognitive category. In
addition to the outputs shown in Table 5, in studies that did not provide information
about which tools were used for digital storytelling (A3, A19, A25, A27), in addition to
the outputs shown in Table 5, it has often been focused on reducing cognitive load,
eliminating concept misconceptions, inadequate technological-pedagogical content
knowledge, inability to provide self-evaluation, inability to process information,
misunderstanding, and inability to distinguish between fiction and reality. It can be said
that only the findings of cognitive load and misconceptions for these dimensions are
positive. In addition, only studies using Storybird software did not have cognitive findings.

The psychomotor results of the digital storytelling studies conducted in the field of
Classroom Education in Turkey were examined in depth in terms of the tools. The general
distribution of the data obtained as a result of the examinations is presented in Table 6.

202



ONLINE ///
Journal of Qualitative Research in Education

Egitimde Nitel Arastrmalar Dergisi

Table 6.

Results Obtained in terms of Psychomotor
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According to Table 6, it was determined that psychomotor outputs were mostly revealed
through desktop applications. In studies using web software, it was determined that five
psychomotor findings were reached. Considering desktop applications, Photostory has
been used more than other programs. Considering the results of the studies in which
digital storytelling applications were carried out through this program, it was determined
that writing skills and language and speech development were mentioned most
frequently. In a document (A10), which uses a program for digital storytelling
applications, both Photostory and Moviemaker tools were used together and it was stated
that digital storytelling improves writing skills. Likewise, the A13 (Adobe Illustrator, Adobe
After Effect) coded study used two applications together and it was claimed that the
digital storytelling activities applied with these tools contributed to the writing skill.

Psychomotor outputs accessed through web software were found only in studies using
Goanimate and Storyjumper software and MoNE (Ministry of Education) training sites.
In the studies where Storyjumper and Goanimate were used in the digital story creation
process, writing skills improved; in the study, that carries out educational activities with
MoNE education sites, it has been claimed that digital stories do not benefit reading
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skills. However, in one study (A17), both web software (Storyjumper) and desktop
application (Moviemaker) were used together. According to the results obtained from
the study, it can be said that digital storytelling applications improve writing skills. In the
same study, it was stated that collaborative digital storytelling supports language
development, while individual digital storytelling does not contribute to language
development. In the study coded A17 for this situation, it did not support the fourth
hypothesis, which states that “The language development level of gifted students who
receive writing instruction with the individual digital storytelling application is higher than
the students who receive writing instruction with traditional application, it was seen that
the language development level of gifted students who were taught writing with the
collaborative digital storytelling application was higher than the students who were
taught writing with the traditional method, which supported the fifth hypothesis. In this
direction, it can be thought that collaborative work can eliminate the negative effects of
digital storytelling. In general, it is noticeable that the writing skill is coded the most
among the outcomes of the psychomotor category. In studies where digital storytelling
is carried out but the tool used in the process is not specified, positive results were
obtained about listening (A26), writing (A2) and reading skills (A2) and visual skills (A26).

The affective results of digital storytelling studies carried out in the field of Classroom
Education in Turkey were examined in depth in terms of the tools. The general
distribution of the data obtained as a result of the examinations is presented in Table 7.
Table 7.

Results Obtained in terms of Affective
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Considering Table 7, it has been determined that affective outputs are mostly handled
through desktop applications. It has been seen that only Photostory, Moviemaker and
Metaverse are used among the applications. Considering the findings in these programs,
it was observed that motivation and aftracting attention were the main subjects. In the
document coded A27, “At the same time, students were pleased with the applications
and stated that they increased their motivations.” statement is included. In a study (A32)
using the Moviemaker program, in addition to its positive effects, it was found that digital
storytelling did not have any effect on attitude. It has been revealed that the affective
outputs reached through web software are obtained from studies using Goanimate,
Tondoo, Powtoon, Animaker and Storybird tools. When the studies using the mentioned
software are examined, it has been observed that five results related to attracting
attention and interest, four about increasing motivation, three about developing positive
attitudes, and one about increasing excitement and self-confidence were discussed. In
general, it is observed that motivation, attention and interest are coded the most among
the outcomes of the affective category. In studies where no digital storytelling tool was
specified (A3, A19, A25, A26), in addition to the outputs shown in Table 7, the issues of
adding value, reducing anxiety, creating stress and causing attention difficulties were
mentioned. Only stress and attention-difficulty findings for these dimensions are found
to be negative.

Conclusion, Discussion and Recommendations

The aim of this study is to analyze the results of studies on digital storytelling in the field
of classroom education in Turkey using the systematic review method and to determine
what kind of distribution exists. With this purpose, the results of digital storytelling studies
from a social, affective, cognitive, technological and psychomotor perspective have been
examined in depth in terms of scientific process and teaching. When the studies using
desktop applications are examined, it is observed that the outputs of all categories are
mostly obtained from Photostory. Similarly, according to the studies of Turgut and Kisla
(2015) and Ulu (2021), it was stated that the Photostory program is generally used in
digital storytelling research. The reason for this is that Photostory is free, easy to use, and
suitable for students of all levels. In addition, this may be due to the fact that the software
is known more than others and allows voice recording using a microphone (Pape et al.,
2012; Robin & Mcneil, 2013; Wikan et al., 2010; Yilmaz et al., 2017). When we look
at the results of the studies in which web-supported tools were used, it was determined
that the cognitive outputs were mostly obtained from the studies in which Powtoon and
Tondoo tools were included in the application process. Similarly, the data revealed in
terms of social and teaching were obtained from studies dealing with Powtoon as a
digital storytelling tool. The fact that Powtoon has features that can be used by people
of all ages and groups starting from primary school age and that it allows the
preparation of very impressive animation videos by taking little time may cause this result
(Uysal, 2020). However, the presence of tutorials, webinars and articles explaining how
to use the application on the site can be expressed as the reason why Powtoon is
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preferred more than others (Forbes, 2014). Goanimate software was generally used in
studies involving technological and affective findings. It was determined that the results
evaluated under the psychomotor title were generally obtained from studies in which
Goanimate and Storyjumper were used. This result may be due to the fact that
Storyjumper, an alternative to Powtoon, supports creating a free story (Yilmaz et al.,
2017).

Based on the social outputs, it can be said that web-based digital storytelling tools
support collaboration. However, in one study (Karademir, 2020), different results were
encountered for cooperation. As a part of the quantitative findings of the related study,
it was determined that the scores of the students for cooperation skills did not change.
In the study, the fact that primary school second grade students could not choose the
desired characters depending on the version of the Powtoon tool during digital
storytelling applications can be considered as the reason for this. In addition, it can be
said that teachers' practices to increase cooperation in primary school affect
interpersonal skills and therefore cooperation does not make a quantitative difference
between the two groups. Qualitative findings obtained from the same study show that
students cooperate effectively during storytelling practices. The finding in Basdas and
Vural's (2017) study that drama-based digital storytelling affects the development of
children's social skills is generally consistent with the results of this research. Similarly,
according to the findings obtained from this research, it can be said that desktop
applications contribute to the cooperation of students. Therefore, it can be mentioned
that both desktop and web-based applications have a positive effect on collaboration.
In the systematic analysis study conducted by Demirbas and Sahin (2020), the fact that
students work in collaboration as a result of digital storytelling is similar to these results.
This may be due to the fact that students have prior knowledge about multimedia tools,
as required by the age of technology. Sadik's (2008) statement that students with
sufficient technical skills about multimedia tools establish more cooperation supports this
idea. However, as a result of the investigation of Ulu (2021), it has been determined that
there are problems with cooperation in the digital storytelling process.

When examining the technological outputs, it has been observed that computer and
internet use are mostly supported through desktop applications. Based on the outputs
obtained, no negative effects of digital storytelling were found in terms of technology.
Similar to these findings, Davis (2004) demonstrated in a study that students achieved a
variety of technological competencies through digital storytelling. Robin (2008) also
stated that if it is ensured that an individual is actively involved in the digital storytelling
process, their technological skills will improve. In addition, as a result of the literature
review by Turgut and Kigla (2015), the conclusion that the digital storytelling method
increases the students' ability to use technology supports this study. However, in line with
Ulu's (2021) studies, it was concluded that digital storytelling does not affect the
development of technological competencies or literacy. However, according to the data
obtained from the study, it has been revealed that although students have positive
perceptions about technology use, they do not experience problems in computer and
internet use, except for disconnections on the internet network (Alkan, 2019). Thus, it
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can be said that the problems encountered in the digital storytelling process are caused
by technological opportunities or inadequacies (Dayan & Girmen, 2018; Demirbas &
Sahin, 2020). Therefore, it can be stated that it is very important to create the
infrastructure necessary to use in the digital storytelling method, which has scientifically
proven effectiveness and efficiency. In order to achieve this situation, digital storytelling
libraries can be created where stories are written, recorded and shared (Turgut & Kisgla,
2015).

When the outputs obtained in terms of the scientific process are taken into account, it
has been observed that Photostory, which is only one of the desktop applications, helps
the research skills. However, in one of these studies (Erdogan, 2021), it was stated that
students had difficulties in collecting information and images for research in the digital
storytelling process, and thus the story formation process slowed down. This may be due
to the fact that the environment in which digital storytelling applications are carried out
is not suitable for research. in another study mentioned before (Mangal, 2020), students
stated that the working environment is important in creating digital stories by mentioning
the inconvenience of the physical environment and the fact that they could not find a
quiet place.

Given the outputs obtained from teaching perspective, web-based digital storytelling
tools can be said to make the lesson fun. Similarly, based on to the findings of this
research, it can be stated that desktop applications provide an enjoyable lesson. Thus,
it can be said that desktop and web-based tools have a positive effect in terms of
entertainment. However, Ay's (2020) study suggested that digital storytelling can be
boring for disinterested students. It can also be stated that desktop programs enable
students actively participate in the lesson and facilitate the lesson. In the systematic review
study prepared by Demirbas and Sahin (2020), it was concluded that digital stories
support active participation, embody abstract expressions and make the lesson more
understandable. In addition to its positive effects, it has been found that digital
storytelling can be time-consuming and exhausting. In the study prepared by Kukul and
Kara (2019), it is thought that digital storytelling will cause problems especially in terms
of time management. Aslan and Kazu (2021) mentioned that digital storytelling is not
suitable for every student or grade level and stated that there are problems. Considering
that the studies included in this research are generally carried out with primary school
students, it may be necessary to take precautions against the previously mentioned
negative situations. Digital storytelling can be done in shorter time intervals (Demirbasg
& Sahin, 2020) or planning for digital storytelling can be done very carefully.

Based on the cognitive outputs, it can be stated that web-based digital storytelling tools
support learning, creative and critical thinking. However, in the study prepared by Uslu
and Uslu (2021), digital storytelling has no significant effect of on learning skills.
According to the findings obtained from the same research, desktop applications have
found to contribute to students' learning and creative thinking. Thus, it can be mentioned
that both desktop and web-based story creation tools have a positive effect on learning
and creative thinking. The findings of Demirbas and Sahin (2020), Turgut and Kigla
(2015) and Ulu (2021) coincide with the findings of this study. In addition, it was
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determined that academic success and permanence increased thanks to desktop
applications. However, in Cakic's (2018) study, showed that digital story-based
instruction had no effect on students' academic achievement. In the same study, it was
thought that this situation stemmed from the fact that the control group might have been
chosen from students with good levels due to the inability to make an unbiased
assignment in the research. However, the fact that the experimental group students could
not reach sufficient equipment and maturity in digital storytelling due to the limitation of
the research process to 5 weeks may have eliminated the difference in success. In a
different study (Gégen-Kabaran et al., 2019), it was determined that the participants had
problems due to the short duration of the process, which supports this idea.

When outputs were examined from the psychomotor perspective, it was observed that
writing skills improved with desktop and web-based digital storytelling tools. As a result
of the literature research of Turgut and Kigla (2015) and Ulu (2021), the fact that the
digital storytelling method also improves writing skills supports this idea. It was also
concluded that deskitop applications generally support language and speech
development. However, according to the results of Gider (2019), it has been determined
that individual digital storytelling applications do not increase language development
levels. Experiencing problems in terms of classroom and time management in the study
may be the reason for this situation.

Given the outputs obtained from affective perspective, desktop and web-based story
creation software have found to increase the interest, motivation and attitude towards
the lesson. Therefore, unlike the methods that students are used to, learning with digital
storytelling can be an important factor for the development of interest, attitude and
motivation. In YUksel's (2011) study, the fact that students' interest increases as the
classroom environment changes through digital activities supports this idea. However,
in the study conducted by Kilig and Sancar-Tokmak (2017), the fact that digital
storytelling applications cause problems related to attention difficulties does not match
with the findings of this research. In addition, the students' preparation of creative and
original products in the digital storytelling process may have contributed to the positive
development of their motivation and afttitudes. According to studies in the related
literature, digital storytelling has positively affected students' attitudes towards lessons
(Figg & McCartney, 2010; Hung et al., 2012; Salpeter, 2005).

Overall, it has been determined that desktop programs are used more than web-based
applications in digital storytelling studies, but the tools in both types have some positive
aspects and limitations. In addition, it can be said that digital stories realized with both
desktop and web applications directly affect the teaching process. Changes in the
teaching process can indirectly shape students' skills and social life. Oztirk's (2007)
statement that students find the lesson enjoyable during the learning process or that the
pleasure they receive is the primary source of motivation supports this idea.

Taking into account the results of the current study, virtual libraries that contain digital
stories can be created in schools in Turkey in order to reach web 4.0 technology. Mobile
libraries can be prepared in rural areas that cannot access the Internet. It has been

208




ONLINE ///
Journal of Qualitative Research in Education

Egitimde Nitel Arastirmalar Dergisi

determined that research on digital storytelling generally focuses on students and ignores
the teacher dimension. In addition, it is thought that teacher guidance has a critical
importance in achieving desired results in digital storytelling applications. For this reason,
workshop programs and seminars can be organized that will involve teachers in the
digital storytelling process and provide them with sufficient equipment. On the other
hand, in teacher training institutions, it can be ensured that pre-service teachers receive
necessary training on technology-based applications such as digital storytelling and
augmented reality.

References

Aslan, S., & Kazu, H. (2021). Elementary prospective teachers' experiences regarding digital storytelling.
Malaysian Online Journal of Educational Sciences, 9(1), 37-50.

Au, W. (2007). High-staokes testing and curricular control: A qualitative metasynthesis. Educational
Researcher, 36, 258-267.

Ay, T. S. (2020). Sosyal bilgiler 6gretiminde dijital dykileme ile efsanelerden yararlanma: nitel bir
arastrma. Bolu Abant lzzet Baysal Universitesi Egitim Fakiltesi Dergisi, 20(4), 1623-1638.
https://dx.doi.org/10.17240/aibuefd.2020.20.58249-613142

Aydin, A. (2018). Coklu yazma etkinliklerinin ortackul égrencilerinin akademik basarisina ve fen bilimleri
dersine yénelik tutumlarina etkisi (Tez No. 516824) [YUksek lisans tezi, Mersin Universitesi-Mersin].
YUksekogretim Kurulu Ulusal Tez Merkezi.

Ayvaz-Tung, O. (2017). Material development based on digital storytelling activities and assessment of
students’ views. International Journal of Evaluation and Research in Education (IJERE), 6(1), 54-63.

Barrett, H. (2009). How to  create  simple  digital  stories. Erisim  adresi:
http://electronicportfolios.com/digistory/howto.html

Bastas, F., & Vural, R. A. (2017). Drama Temelli Dijital Hikaye Anlaticihigr Programinin 6 Yasg Cocuklarinin
Bazi Sosyal Becerilerinin Geligsimine Etkisi. Adnan Menderes Universitesi Sosyal Bilimler Enstitisy
Dergisi, 5(1), 1-30.

Benmayor, R. (2008). Digital storytelling as a signature pedagogy for the new humanities. Arts and
Humanities in Higher Education, 7(2), 188-204.

Binkley, M., Erstad, O., Herman, J., Raizen, S., Ripley, M., Miller-Ricci, M., & Rumble, M. (2012). Defining
21st century skills. In P. Griffin, B. McGawve E. Care (Eds.), Assessment and teaching of twenty-
first century skills (pp. 17-66). Dordrecht: Springer Science+Business Media BV.
Doi:10.1007/978-94-007-2324-5_2.

Buyukszturk, S., Kilig Cakmak, E., Akgin, O.E., Karadeniz, S. & Demirel, F. (2015). Bilimsel arastirma
yontemleri. Pegem Akademi.

Chung, S. K. (2006). Digital storytelling in integrated arts education. The International Journal of Arts
Education, 4(1), 33-50.

Chung, S. K. (2007). Art education technology: Digital storytelling. Art Education, 60(2), 17-22.

209



ONLINE ///
Journal of Qualitative Research in Education

Egitimde Nitel Arastirmalar Dergisi

Condy, J., Chigona, A., Gachago, D., Ivala, E. and Chigona, A. (2012). Pre-service students' perceptions
and experiences of digital storytelling in diverse classrooms. Turkish Online Journal of Educational
Technology-TOJET, 11(3), 278-285.

Demirbas, 1., & Sahin, A. (2020). A systemic analysis of research on digital storytelling in Turkey.
International Journal of Progressive Education, 16(4), 45-65. DOI: 10.29329/ijpe.2020.268.4

Demirer, V. (2013). ilkégrg_timde e-6ykileme kullanimi ve etkileri (Tez No. 328704) [Doktora tezi,
Necmettin Erbakan Universitesi-Konya]. Yiksekégretim Kurulu Ulusal Tez Merkezi.

Denyer, D., & Tranfield, D. (2009) Chapter 39 Producing a Systematic Review. In: Buchanan, D. and
Bryman, A., Eds., The Sage Handbook of Organizational Research Methods, Editors Sage
Publications Ltd., London, 671-689.

Dérner, R., Grimm, P., & Abawi, D. F. (2002). Synergies between interactive trainingsimulations and digital
storytelling: A component-based framework. Computers and Graphics, 26, 45-55.

Erdogan, E. (2021). The impact of digital storytelling on the academic achievement and democratic
attitude of primary school students. Educational Policy Analysis and Strategic Research, 16(1),
427-448.

Figg, C., & McCartney, R. (2010). Impacting academic achievement with student learners teaching digital
storytelling to others: the atttcse digital video project. Contemporary Issues in Technology and
Teacher Education, 10(1), 38-79.

Forbes, C. (2014). Free web-based tools for information literacy instruction. Library Hi Tech News, 31(10),
1-5.

Garcia, P. & Rossiter, M. (2010). Digital Storytelling as Narrative Pedagogy. In D. Gibson & B. Dodge
(Eds.), Proceedings of SITE 2010--Society for Information Technology & Teacher Education
International Conference (pp. 1091-1097). San Diego, CA, USA: Association for the
Advancement of Computing in Education (AACE).

Gider, B. (2019). Bireysel ve isbirlikli dijital 6ykileme uygulamalarinin Ustin zekali 6grencilerin yazma
performansina ve dil gelisimine etkisi (Tez No. 555861) [YUksek lisans tezi, Kirklareli Universitesi-
Kirklareli]. YUksekogretim Kurulu Ulusal Tez Merkezi.

Gécen-Kabaran, G., Karalar, H., Aslan Altan, B., & Altintas, S. (2019). Sinif 6gretmeni ve sinif 6gretmeni
adaylar dijital 8yki atélyesinde. Cumhuriyet International Journal of Education, 8(1), 235-257.
http://dx.doi.org/10.30703/cije.469461

Géoktas, Y., Kictk, S., Aydemir, M., Telli, E., Arpacik, O., Yildirm, G., & Reisoglu, i (2012). Educational
technology research trends in Turkey: A contentanalysis of the 2000-2009 decade.
EducationalSciences: Theory&Practice, 12(1), 191-196.

Hung, C. M., Hwang, G. J., & Huang, |. (2012). A project-based digital storytelling approach for
improving students’ learning motivation, problem-solving competence and learning achievement.
Educational Technology & Society, 15(4), 368-379.

ispir, B., & Yildiz, A. (2021). Turkiye'de 6grenme amacgl yazma hakkinda yapilan arastirmalarin analizi:
Bir meta-sentez ¢alismasi. OPUS-Uluslararasi Toplum Aragtirmalar Dergisi, 18(41), 3396-3447.
DOI: 10.26466/0pus.906264

Kajder, S. B. & Swenson, J. A. (2004). Digital images in the language arts classroom. Learning and Leading
with Technology, 31(8), 1-4.

210



ONLINE ///
Journal of Qualitative Research in Education

Egitimde Nitel Arastirmalar Dergisi

Karademir, E. (2020). 21. yizyil becerilerinin gelistirilmesinde dijital ykileme uygulamalari: zel yetenekli
ilkokul 6grencileri 6rnekleminde 6grenme ve yenilenme becerileri (Tez No. 649975) [YUksek lisans
tezi, Anadolu Universitesi-Eskigehir]. YUksekdgretim Kurulu Ulusal Tez Merkezi.

Karakug, M., Turkkan, B. T., & Namli, N. A. (2020). Investigation of the effect of digital storytelling on
cultural awareness and creative thinking. Education and Science, 45(203), 309-326.

Karaoglan-Yilmaz, F. G., Goékkurt-Ozdemir, B., & Yasar, Z. (2018). Using digital stories to reduce
misconceptions and mistakes about fractions: An action study. International Journal of
Mathematical Education in Science and Technology, 49(6), 867-898.
https://doi.org/10.1080/0020739X.2017.1418919

Kilig, C., & Sancar-Tokmak, H. (2017). Digital story-based problem-solving applications: preservice
primary teachers’ experiences and future integration plans. Australian Journal of Teacher
Education, 42(12), 21-41.

Kitchenham, B. (2004). Procedures for performing systematic reviews. Keele University.

Kukul, V., & Kara, M. (2019). Dijital hikéye anlahminin 6gretmen adaylarinin gézinden incelenmesi, Ahi
Evran Universitesi Kirgehir Egitim Fakdiltesi Dergisi, 20(3), 1417-1446.

Mangal, K. (2020). insan haklari, yurttaslk ve demokrasi dersinde dijital &ykileme etkinliklerinin
égrencilerin girisimcilik becerilerine ve derse yonelik tutumlarina etkisi (Tez No. 634203) [YUksek
lisans tezi, Afyon Kocatepe Universitesi-Afyonkarahisar]. Yiksekégretim Kurulu Ulusal Tez Merkezi.

Mangal, K., & Kurtdede-Fidan, N. (2022). Digital storytelling activities in the course of human rights,
citizenship, and democracy in primary school. Education and Science, 47(209), 69-94.

McLellan, H. (2006). Digital storytelling in higher education. Journal of Computing in Higher Education,
19(1), 65-79.

Meadows, D. (2003). Digital Storytelling-Research-based Practice in New Media. Visual Communication,
2(2), 189-193.

Miles, M. B., & Huberman, A. M. (1994). Qualitative Data Analysis. Thousand Oaks, Ca: Sage
Publications.

Nelson, J., Christopher, A., & Mims, C. (2009). TPACK and web 2.0: Transformation of teaching and
learning. Tech Trends, 53(5), 80-85.

Neuman, W. L. (2012). Toplumsal arashrma yéntemleri (S. Ozge, Cev. Ed.). Yayinodasi Yayinlari.

Niemi, H., & Niu, S. J. (2021). Digital storytelling enhancing chinese primary school students’ self-efficacy
in mathematics learning. Journal of Pacific Rim Psychology, 15, 1-17.

Ozen, N. E., & Duran, E. (2021). Contribution of digital storytelling to creative thinking skills. Turkish
Journal of Education, 10(4), 297-318. https://doi.org/10.19128/turje.909865

Ozturk, E. (2007). Teaching english to young learners through integrated skills approach (Tez No.
206994) [Yuksek lisans tezi, Gazi Universitesi-Ankara]. Yiksek Ogretim Kurulu Ulusal Tez Merkezi.

Pape, L., Sheehan, T., ve Worrell, C. (2012). How to do more with less: lessons from online learning.
Learning and Leading with Technology, 39(6), 18-22.

Yiksel, P. (2011). Using digital storytelling in early childhood education: A phenomenological study of
teachers” experiences (Tez No. 305105) [Doktora tezi, Orta Dogu Teknik Universitesi-Ankaral.
Yiksek Ogretim Kurulu Ulusal Tez Merkezi.

211




ONLINE ///
Journal of Qualitative Research in Education

Egitimde Nitel Arastirmalar Dergisi

Pluye, P., & Hong, Q. N. (2014). Combining the power of stories and the power of numbers: Mixed
methods research and mixed studies reviews. Annual Review of Public Health, 35, 29-45.

Polat, S., & Ay, O. (2016). Meta-sentez: Kavramsal bir ¢cézimleme. Egitimde Nitel Arastrmalar Dergisi,
4(1), 52-64.

Preradovic, N. M., Lesin, G., & Boras, D. (2016). Introduction of digital storytelling in preschool education:
a case study from croatia. Digital Education Review, 30, 94-105.

Raven, J. & O'Donnell, K. (2010). Using digital storytelling to build a sense of national identity amongst
Emirati students. Education, Business and Society: Contemporary Middle Eastern Issues, 3(3), 201-
217.

Razmia, M., Pouralib, S., & Nozad, S. (2014). Digital storytelling in efl classroom (oral presentation of the
story): a pathway to improve oral production. Social and Behavioral Sciences, 98, 1541-1544,

Reinders, H. (2011). Digital storytelling in the foreign language classroom. ELT World Online Journal, 3,
1-9.

Robin, B. R. (2006). The educational uses of digital storytelling. Technology and teacher education annual,
1,709.

Robin, B. R. (2008). Digital storytelling: A powerful technology tool for the 21st century classroom. Theory
Into Practice, 47(3), 220-228. https://doi.org/10.1080/00405840802153916

Robin, B. R. (2016). The power of digital storytelling to support teaching and learning. Digital Education
Review, 30, 17-29.

Robin, B., & McNeil, S. (2013). The evolution of digital storytelling technologies: From PCs to iPads and e-
Books. R. McBride ve M. Searson (Ed.), Proceedings of Society for Information Technology &
Teacher Education International Conference 2013 (s. 1712-1720). Chesapeake, VA: AACE.

Sadik, A. (2008). Digital storytelling: A meaningful technology-integrated approach for engaged student
learning. Educational Technology Research and Development, 56(4), 487-506.

Salpeter, J. (2005). Telling tales with technology: Digital storytelling is a new twist on the ancient art of the
oral narrative. Technology & Learning, 25(7), 18.

Sawyer, C. B., & Willis, J. M. (2011). Introducing digital storytelling to influence the behavior of children
and adolescents. Journal of Creativity in Mental Health, 6(4), 274- 283.

Song, Q., He, L., & Hu, X. (2012). To improve the interactivity of the history educational games with digital
interactive storytelling. Physics Procedia, 33, 1798-1802.

Smeda, N., Dakich, E. & Sharda, N. (2014). The effectiveness of digital storytelling in the classrooms: a
comprehensive study. Smart Learning Environments, 1(6), 1-21.

Turgut, G., & Kigla, T. (2015). The use of computer-aided story in education: literature review. Turkish
Online Journal of Qualitative Inquiry, 6(2), 97-121.

Tumay, H. ve Késeoglu, F. (2011). Kimya &gretmen adaylarinin argimantasyon odakli &égretim
konusunda anlayiglarinin geligtirilmesi. Tirk Fen Egitimi Dergisi, 8(3), 105- 119.

Ulu, H. (2021). Turkiye'deki dijital dykileme ¢alismalarinin egilimi. Egitim Teknolojisi Kuram ve Uygulama,
11(2), 256-280. hitps://doi.org/10.17943/etku.850209

212



ONLINE ///
Journal of Qualitative Research in Education

Egitimde Nitel Arastrmalar Dergisi

Uslu, A., & Uslu, N. A. (2021). Improving primary school students’ creative writing and social-emotional
learning skills through collaborative digital storytelling. Acta Educationis Generalis, 11(2), 1-18.
https://doi.org/10.2478/atd-2021-0009

Uysal, M. Z. (2020). ilkokul 4. sinif fen bilimleri dersinde web 2.0 animasyon araglari kullaniminin gesitli
degiskenlere etkisi (Tez No. 629901) [YUksek lisans tezi, Omer Halisdemir Universitesi-Nigde].
Yiksek Ogretim Kurulu Ulusal Tez Merkezi.

Wang, S., & Zhan, H. (2010). Enhancing teaching and learning with digital storytelling. International
Journal of Information and Communication Technology Education, 6(2), 76-87.
https://doi.org/10.4018/jicte.2010040107

Wikan, G., Faugli, B., Molster, T., & Hope, R. (2011). Does ms photo story 3 make a difference? the views
and experiences of a group of norwegian secondary school teachers. International Journal of
Media, Technology and Life Long Learning, 7(1), 136-147.

Yildinm, A., & Simsek, H. (2018). Sosyal bilimlerde nitel arastirma yéntemleri (11. Baski). Seckin Yayincilik.
Yilmaz, Y., Ustindag, M. T., & Gunes, E. (2017). égretim materyali olarak dijital hikéye gelistirme
asamalarinin ve araglarinin incelenmesi. Abant Izzet Baysal Universitesi E§itim Fakdiltesi Dergisi,

17(3), 1621-1640.

Yorok, S. E. ve Atici, B. (2017). Dijital 6yko temelli degerler egitimi materyallerinin 6grencilerin deger
kazanimina etkisi. Trakya Universitesi Egitim Fakiltesi Dergisi, 7(1), 56-74.

213


https://doi.org/10.2478/atd-2021-0009

ONLINE ///
Journal of Qualitative Research in Education

Egitimde Nitel Arastirmalar Dergisi

Genisletilmis Torkge Ozet

Dijital &ykUleme, insanlarin gercek hayatlarini metin, resim, ses ve video gibi dijital
dgeleri kullanarak anlatmalarina yardim eden ve gelismekte olan bir teknik olarak
aciklanabilir (Song vd., 2012). ifade edilen multimedya dgeleri, genellikle bir fema veya
konu etrafinda sekillenen hikéyeleri anlatmak icin bilgisayar yazilimi kullanilarak
birlestirilmektedir. Bu siUrecte &grenciler ve &gretmenler; Toondoo, Goanimate,
Storyjumper gibi Ucretsiz veya dustk Gcretli, kullanici dostu, etkilesimli Web 2.0
araglarindan (Nelson vd., 2009; Robin & Mcneil, 2013) ve Microsoft Photo Story 3,
Microsoft Windows Movie Maker gibi bilgisayar yazilimlarindan yararlanabilmektedir.
Boylece dijital oykileme egitimle bUtunlestirilmekte, okullarda ve &gretim
programlarinda bir 8grenme araci olarak kullanilabilmektedir. COnkU égrencilerin ilgi,
beklenti ve ihtiyaglarinda gérilen degisimler sonucunda dijital éykilemenin egitim
ortamlarinda 6grenciler ve 6gretmenler igin gicli bir arag oldugu ileri sirilebilir (Robin,
2006). Olumlu etkilerinden dolayr Turkiye'de, son yillarda dijital &ykGlemeyle ilgili
aragtirmalarin arth@r gézlenmektedir.

Ogrenme ortamlarinda  dijital  dykilemeye yénelik yapilan cesitli  arastirmalarin
sonucunda, dijital hikédye anlahmlarinin; siniftaki 6grenme ortamini ve &3renme
deneyimlerini zenginlestirmeye (Sadik, 2008), akademik basari, motivasyon ve 6grenme
stratejilerini artirmaya (Demirer, 2013) yardimcr oldugu belirlenmistir. Dijital éykileme
yaratici dosinmeyi gelistirmeye (Karakus vd., 2020; Ozen & Duran, 2021) ve bdylece
ogrencileri entelekttel ve kulttrel olarak giglendirmeye (Benmayor, 2008) katki
saglamaktadir. Ote yandan dijital hikdye anlatmi, yozma performansini ilerletmekte
(Gider, 2019) ve derse yonelik tutum ile girisimcilik ruhunu yiUkseltmektedir (Mangal &
Kurtdede-Fidan, 2022). Bu dogrultuda anaokulu (Preradovic vd., 2016), ilkokul (Niemi
& Niu, 2021), ortaokul (Ozen & Duran, 2021), lise (Ayvaz-Tung, 2017) ve Universite
(Aslan & Kazu, 2021) olmak Uzere egitimin her kademesinde gerceklestirilen dijital
dykuleme arastirmalarinin sonuglarinin genellikle benzerlik gésterdigi tespit edilmistir.
Bu durum, yéntemin her yasa uygun ve ¢ok yénli oldugunu géstermektedir. Ancak ulusal
alanyazin incelendiginde, sinif egitimi alaninda yapilan dijital dyktleme aragtirmalarina
yonelik herhangi bir sistematik inceleme calismasina rastlanmamighir.  Ayrica
alanyazinda, dijital dykilemenin sonuglarini arag ekseninde inceleyen bir calisma
bulunmamigtir. Bu cercevede dijital hikéye gelistirmeyi kolaylastiran yazilimlarin ve
yazilimlarla ilgili énemli noktalarin yeteri kadar agik sunulmadigr gérilmustor.
Dolayisiyla ¢alhismanin dijital éykileme araglarina ve bu araglarin kullanimiyla elde
edilen sonuglara iliskin rehberlik saglayacagr dusuntlmektedir. Calismada  dijital
dykuleme araclar, derinlemesine analiz edildigi icin elde edilen bulgularin dijital
dykileme Uzerine arastirma yapacaklara gtk tutmasi  beklenmektedir. Belirtilen
gerekceler dogrultusunda calismanin amaci, Turkiye'de sinif egitimi alaninda dijital
dykuleme ile ilgili yapilmig calismalarin bulgularini sistematik inceleme yéntemiyle analiz
ederek nasil bir dagilim oldugunu saptamaktir.

Akademik yayin turleri olarak makale ve lisansUstU tezler arastirma kapsamina alinmugtir.
Caligmada tarama icin “dijital 6yko, dijital hikéye, dijital dykileme, digital story ve digital
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storytelling” anahtar  kelimeleri  kullanilmighr.  Belirlenen  anahtar  kelimeler
dogrultusunda ERIC, Web of Science, Ulakbim, Google Scholar ve Yiksek Ogretim
Kurulu Ulusal Tez Merkezi veri tabanlarindan alanyazin taramasi yapilmigtir. Tarama
neticesinde, secilen konu baghgina uygun olarak 24 makale ve 24 tez olmak Uzere
toplomda 48 bilimsel calisma tespit edilmistir. Akabinde ulasilan yayinlarin, 6zet
bélumleri aragtirmacilar tarafindan dikkatli bir sekilde okunmustur. Yayinlanan makale
ve tezlerin &zetleri karar vermek igin yeterli gérilmedigi durumda metnin tamami
incelenmistir. Bdylece secim &lgitlerine uygun gérilmeyen aragtirmalar analiz dig
birakilmigtir. Bu kapsamda 2021 yilinin sonuna kadar yapilmig 36 bilimsel yayin
MaxQda 2022 programinda ayrintili olarak okunmustur. Daha sonra calisma
kapsamina alinan bitin dokimanlar disinilen temel kategoriler agisindan incelenerek
kodlanmigtir. Bdylece tez ve makalelerin her biri icerik analizine tabi tutularak
aragtirmalardan ulagilan sonuglar, dijital dykileme araglari agisindan incelenmistir. Elde
edilen verilerin yorumlanmasinda tablolardan yararlanilmig ve tablolarda sayisal olarak
sadece frekanslara yer verilmistir.

incelemeler sonucunda, masaistd  uygulamalarini kullanan  calismalardaki  tom
kategorilere ait ¢iktilarin daha ¢ok Photostory’den elde edildigi gézlenmistir. Benzer
sekilde Turgut ve Kigla (2015) ile Ulu’nun (2021) incelemelerine goére, dijital dykileme
aragtrmalarinda  genellikle  Photostory  programinin  kullanildigr  belirtilmigtir.
Photostory’nin Ucretsiz, kullanilabilirliginin kolay ve her seviyedeki &grenciye uygun
olmasi bunun nedeni olarak dusunulebilir. Ayrica bu durum, yazilimin digerlerine gére
daha fazla bilinmesi ve mikrofon kullanarak ses kaydi yapmaya imkén tanimasindan
kaynaklanabilir (Pape vd., 2012; Robin ve Mcneil, 2013; Wikan vd., 2010; Yilmaz vd.,
2017). Web destekli araglarin kullanildigi calismalarin sonucglarina bakildiginda, biligsel
ctktilara cogunlukla, uygulama surecinde Powtoon ve Toondoo araglarinin yer verildigi
calismalardan ulasildigr belirlenmistir. Benzer sekilde sosyal agidan ve 6gretim agisindan
ortaya cikarilan verilere, dijital éykileme araci olarak Powtoon’u ele alan ¢alismalardan
ulagilmigtir. Powtoon’un ilkokul ¢agindan itibaren her yaostan ve gruptan kisinin
kullanabilecegi 6zelliklere sahip olmasi ve kisa zamanda cok etkileyici animasyon
videolarinin hazirlanmasini saglamasi bu sonucun ortaya ¢ikmasinin sebebi olabilir
(Uysal, 2020). Bununla birlikte sitede uygulamanin nasil kullanilacagini agiklayan
Sgreticilerin, web seminerlerinin ve makalelerin bulunmasi Powtoon’un digerlerine
nazaran daha fazla tercih edilmesinin sebebi olarak ifade edilebilir (Forbes, 2014).
Diger taraftan teknolojik ve duyussal bulgularin yer aldigi calismalarda genellikle
Goanimate yazilimi kullaniimigtir. Psikomotor bashgr allinda degerlendirilen sonuclarin
ise genel olarak, Goanimate ve Storyjumper’in kullanildigi calismalardan elde edildigi
tespit edilmistir. Bu sonucg, Powtoon alternatifi olan Storyjumper’in Ucretsiz olarak hikéye
olusturmayi desteklemesinden kaynaklanabilir (Yilmaz vd., 2017).

Genel olarak ele alindiginda, dijital dykileme caligmalarinda masaistt programlarinin
web tabanl uygulamalara nazaran doha fazla kullanildigi, ancak her iki tire ait
araglarin bazi olumlu yénlerinin ve simirhliklarinin oldugu belirlenmistir. Ayrica hem
masaUsti hem de web uygulomalanyla gergeklestirilen dijital hikayelerin 6gretim
surecini dogrudan etkiledigi sdylenebilir. Ogretim sirecinde yasanan degisimler ise
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dolayli olarak &grencilerin becerilerini ve sosyal hayatini sekillendirebilir. Oztirk’on
(2007) 6grenme sureci boyunca égrencilerin dersi egdlenceli bulmalar veya aldiklari
hazzin, motivasyonun  birincil  kaynagini  olusturdugunu  belirtmesi  bu  fikri
desteklemektedir. Bu sonuglardan hareketle, internete erisim saglayamayan kirsal
bslgelerde mobil kitiphaneler hazirlanabilir.  Ogretmenleri dijital dykileme sirecine
dahil edecek ve onlarin yeterli donanim kazanmalarini saglayacak atdlye programlar
ve seminerler duUzenlenebilir. Ayrica &gretmen yetistiren kurumlarda 6gretmen
adaylarinin dijital éykileme ve artirilmig gerceklik gibi teknoloji tabanli uygulamalar
hakkinda gerekli egitimi almalari saglanabilir.
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