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VK 372.811.111
DIGITAL STORYTELLING AS ASTUDENT-ORIENTED PEDAGOGICAL
TOOL

AumbicOaeBa /Inana MepekeKbI3bl
alpysbayeva.diana@gmail.com
Crynentka 4 xypca ¢punonruueckoro ¢akynsrera EHY um. JI.H.I'ymuneBa, Actana,
Kaszaxcran
Hayunslii pykoBoaurens — Tynerenosa A.M.

The concept of storytelling is older than human history itself. Before the invention of written
language, wisdom, knowledge, and information were passed down orally, and often through what
would today be considered stories. In one sense, storytelling has always utilized the latest available
technology.

The rapid technological advances of the early 21st century have opened up new doors for the
age-old practice of storytelling. While traditional storytelling is still alive and well, the practice of
digital storytelling, a broad concept that encompasses the idea of using digital technology and
multimedia interaction to share stories, is emerging as a useful tool for librarians and educators.

Paul and Fiebich [6] argue that digital stories can be presented in a variety of formats such as
text web pages, a nonlinear interactive website, a digital song, a digital video, an online game, or a
virtual reality world by Shin & Park [7,417]. In particular, virtual reality learning environments
have the potential to provide rich and engaging learning experiences for students that include
investigation, discovery, and creation, Dickey; Park & Baek; Robin [8,9,10].

Storytelling is the original form of teaching, Pedersen [24,33]. It is a simple but powerful
method to help students to make sense of the complex and unordered world of experience by
crafting story lines, Bruner [25].

Within the last 10 years, digital cameras, editing software, authoring tools and electronic
media outlets have encouraged teachers to utilize many more approaches and tools than ever before
to help students to construct their own knowledge and ideas to present and share them more
effectively, Standley [26]. One of these powerful approaches to multimedia production is digital
storytelling.

Meadows [27,189] believes that digital storytelling is the social practice of telling stories that
makes use of low-cost digital cameras, non-linear authoring tools and computers to create short
multimedia stories. The Digital Storytelling Association (2002) describes Digital storytelling as a
modern expression of the ancient art of storytelling. Throughout history, storytelling has been used
to share knowledge, wisdom, and values. Stories have taken many different forms. Stories have
been adapted to each successive medium that has emerged, from the circle of the campfire to the
silver screen, and now the computer screen.

Gils [33,17] suggested many advantages of using digital storytelling in education:

1. to provide more variation than traditional methods in current practice;
2. to personalize learning experience;

3. to make explanation or the practicing of certain topics more compelling;
4. to create real life situations in an easy and cheaper way;

5. to improve the involvement of students in the process of learning.

Digital storytelling owes its structure and elements to traditional storytelling; although it has
considerably enriched its format, presentation and distribution modes with the inclusion of the
newest multimedia technology, which obviously has enlarged its pragmatic dimension. Can we talk
about a new genre? As Duffy [22] explains, there are many genres embedded in digital storytelling:
the video game, interactive cinema, virtual reality, web-based narratives, interactive TV, and a
number of totally new genres of writing. On the one hand, they all share characteristics that are
unique to the genre itself such as the medium of publication as well as the multimedia elements
used in building the stories. On the other, however, digital storytelling can also be considered as
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fitting the profile of a subgenre that lies somewhere between a TV documentary, a report or
personal videos and the more traditional modes of oral and written narratives.

The Center for Digital Storytelling has identified 7 elements that should be present in all
digital stories, the three first for oral narratives of personal experience: point of view, a dramatic
question, emotional content, the gist of your voice, the power of soundtrack, economy, and pacing.
Apart form those elements, that are shared by all digital stories: a) The combination of different
media used to create them, b) the type of action (content and user), c) the open or closed
relationship between the user and the digital story, d) the limitless context through linking to
related, relevant information and, e) the presence of multimodal communication.

Types of digital narratives
The term digital narrative/storytelling can itself be applied to a wide range of genres (interactive vs.
non interactive narrative) and can be of many different types as illustrated by table 1 below.

Table 1.
Narrative Information/Expository Persuasive Environment(s)
Personal Expression Summary Reports Advertisements Participatory
Myths/folk talkes Book reports Describe/conclude Environment
Short story How-to directions Analyze/conclude
Biographies Analyze/persuade
Compare/contrast
Cause/effect

It differentiates between three main groups of narrative: a) Personal Narratives which are one
of the most popular genres ii) Digital Stories that Examine Historical Events; b) Stories that inform
or instruct In what follows we will refer to these categories in order to propose digital storytelling as
an effective tool for EFL instruction.

If Digital Storytelling is to become accepted in today's Kazakh schools, it will be important to
collect data to be able to draw conclusions about the impact that the process has on student learning,
motivation and engagement and how teaching practices and strategies change with technology
integration through digital storytelling.

The general feeling that one gets, however, is that digital storytelling is being welcomed by
many educators, overall in the United States, United Kingdom and Australia, but in Kazakhstan it’s
not well spread. Conferences entirely dedicated to the subject are taking place, lots of different
associations, groups, workshops all over the world are being proposed worldwide, all of them easily
accessible through the WWW. So, all in all, they coincide in that digital storytelling is a satisfactory
activity that succeeds in motivating students and promoting learning through self-reflection.

Its uses and applications are many, as can be guessed from the many different types
mentioned above. We will mention only some of the possible applications and uses of digital
storytelling and provide a brief illustration of why digital stories are a good asset that should
become part of the curriculum. Where possible | will indicate a type of activity related with skill
development for EFL.

Its uses and applications are many, as can be guessed from the many different types
mentioned above. We will mention only some of the possible applications and uses of digital
storytelling and provide a brief illustration of why digital stories are a good asset that should
become part of the curriculum. Where possible I will indicate a type of activity related with skill
development for EFL.

Change increasingly defines the nature of storytelling in an information age. Storytelling is
rapidly and continuously changing as new technologies for information and communication emerge
and users craft new methods for employing these technologies. Moreover, these new technologies
for information and communication permit the exchange of even newer technologies and visions for
their use. We are teachers of 21% century and we have to know how to prepare students for their
virtual reality environment.

2948




Digital storytelling can be used in classroom settings as a means of teaching writing. In the
virtual world, students can visit virtual places without any constraint of time and space. It can
stimulate their imaginations and encourage more creative writing. Then they can visualize the
stories they imagine, by creating objects and changing the forms of those objects, thereby
realistically enacting their stories. Through the visualization, they can see the structure of the whole
story clearly. It will help them to identify and correct mistakes they have made, to construct a solid
logical structure, and to rearrange their thinking in a logical way.

Storybird is an extremely engaging collaborative storywriting website that embodies three
ideas - creating, reading, and sharing. It is also a collaborative storytelling tool that allows students
to focus more on the content of their writing rather than drawing pictures. Students are provided
with the pictures - free collections of art. They just have to add the words to write stories. Once the
art is chosen, students are able to build their story by dragging and dropping pictures and
creating/writing a story to match the pictures chosen. Stories can enclose a variety of genders -
poetry, mysteries, tales, among others.

For teachers it is very easy to use because Storybird requires minimal teacher preparation and
allows them to easily create individual user accounts for students. With that, teachers can view all
story books that students are making. Storybird also has online safety for young students built into
it. Storybird can be used collaboratively with, either with another student in class or school, or with
students from different schools in the region or even from another country.

Storybird can also be used as a way to collaborate between parent and child. For example,
several experiments were made in the USA in order to bridge home and school by having a child
and their parents writing pages in a book. Afterwards schools have a book share day where parents
come to school and read the story with their children to the rest of the class.

Storybird is also excellent for many writing assignments (feature built in the platform) helping
even the most hesitant writers to bring out of their shell as this can be considered an engaging
activity.

Many function- similar collaborative storytelling platforms have emerged. In addition to, the
common characteristics of collage, collaboration and sharing, they all have their unique features.
For instance, in the SPORE creator (http://www.mashon.com/spore/creator/), one is able to create
his own comic book. The storynory (http://storynory.com/) is mainly audio story creations which
provides various languages and is also available in iTune, iPhone and podcast. Moreover,
mixbook.com (http://www.mixbook.com/), although it is mainly about photo book creating, has
similar form as collaborative storytelling platform for its combination of visual images, written text,
and collaborative idea. Among all these choices, here we prefer the storybird (http://storybird.com/)
as the major platform to demonstrate the idea of collaborative storytelling because the images in the
website are neutral, which will delight both girls and boys, and with clear direction, it is very easy
to use. Furthermore, the storybird has provided many artwork resources with several limited way to
use them, instead of giving user total freedom. In this way, you will have to follow the specific
procedures it provides to create a story. In other words, it will be much easy for teachers to control.
Hence, we think using storybird.com can help demonstrate more clearly.
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AHIIIMHACKUNA S3BbIK JTAaBHO TNMPHUOOpPEN CTAaTyC s3bIKa MEKIYHApOJHOTO OOILEHUs, MO3TOMY
Xopollee BiaJeHue UM HeoOXOAMMO B COBpEeMEHHOM Mupe. OIHAKO yMEHHE U3BSCHATHCS — 3TO
elle He yMEHHE roBopuUTh. Peub noimkHa ObITH spKOW M 00pa3HOM, a 4ToOBI CcaenaTh €€ TaKoH,
HE00X0/IMMO HMMETh B aKTHBHOM CJIOBApHOM 3amace XoTs Obl HeOOJbIION 00beM CBOCOOpa3HBIX
BBIPA3UTENBHBIX CPEJCTB: (PPa3eoIOrU3MOB, KPbUIATHIX BHIPAXKEHUI, TOCIOBULL U TIOTOBOPOK.

CroBapHbIil cocTaB JIF0OOOTO sI3bIKa MHpa, MOMHMO BCETrO MPOYEro, COAEPKUT MHOKECTBO
TaKUX YCTOMYMBBIX PEUEBBIX KOHCTPYKIIUH.

AHIIINNCKHAN A3BIK B 3TOM IUIaHE HE UCKJIFOUEHUE: SBISACH OJHUM U3 IPEBHEMILNX SI3BIKOBBIX
o0Opa30BaHMIl ¢ MHOTOJIETHEH UCTOpPHUEH pa3BUTHS U OOTraThIM CIIOBAapPHBIM 3allacoM, OH OTJIMYAeTCs
HEOOBIKHOBEHHBIM MHOT000pa3ueM rpaMMaTiyecKiX U JIEKCHUECKUX eAUHUILL.

Kpovinamule cnoea - 510 «yctoiuuBble, aopuctuyeckre, 0OBIYHO O0Opa3HbIC BHIPAKEHUS,
BOILIE/AIINE B peueBOe YMOTpPeOJeHHWE U3 OIpPEaeIEHHOrO (OIBKIOPHOTO, JHUTEPaTypHOTO,
MyOIUIIMCTUYECKOTO WJIM HAYyYHOTO MCTOYHHMKA, a TaKKe M3PEUEHUs BBIAAIOIINUXCS UCTOPHUYECKHUX
JesTeNel, MOIy4YUBIINE HIMPOKOE pacipocTpaHeHue. [1]

Boipaxkenue «kpbiiaTele cioBa» BocxoauT kK [omepy, B moamax kotoporo «Mnmana»
u «Opaucces» OHO HEOHOKPATHO NMoBTOpsieTcs: «OH KpblIaTOE CI0BO MPOMOJIBUIY; «Mexay coboi
OOMEHSUIHCh CIIOBaMU KPbUIATBIMHU THXO» U Ap. ['oMep Ha3bIBad «KpbUIATHIMU» CIIOBA MTOTOMY, YTO
U3 YCT TOBOPALIETO OHM Kak Obl JIETAT K yXy CiIylIarouiero. I'oMepoBCKOe BBIpaKEHHE CTaJo
TEPMHUHOM $SI3bIKOBEJICHUS M CTUJIMCTHKU. B KadecTBe SI3bIKOBEIYECKOTO TEPMUHA 3TO BbIpAaXKEHHE
OBUIO WCIIONB30BAaHO B HAa3BaHWUM KHUTU HeMenkoro ydeHoro ['‘eopra broxmana (1822-1884)
«Kpsiateie crnoBa» («Geflugelte Wortey), omyb6nukoBanHoi B 1864 r. broxman Ha3zBayl 3TUM
TEPMHMHOM BCE BHJIBI CJIOB, CJIOBOCOUYETAHUM U BBIPAXEHUI, BOLUIEAIINX B PEUb U3 ONPEAEIECHHOTO
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