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Teaching Effectiveness of Innovative
Digital Storytelling

Abstract

The main purpose of this research was to explore whether the “creative digital
story-telling course” can help to improve story quality, creativity, and writing
attitude, and understand the feasibilities and limitations of teaching similar courses
to higher-grade students in primary schools. The researcher adopted “nonequivalent
pretest-posttest designs” as a quasi-experimental study. Two classes of fifth grade
students from a Kaohsiung school were selected as study samples; one class was
assigned as an “interactive group”, the other as an “appreciation group”. Both
respectively accepted twelve units in a total of 60 experimental courses. The
interactive group took the lessons of “creative digital storytelling” that emphasized
the interaction processes during electronic brain-storming, story sharing and so
classes. The appreciation group took the courses of “appreciating and digitalizing the
stories”, which focused on story demonstration and appreciation.

In this study, the research instruments comprised “tests of creativity thinking in
composition ”, the researcher’s self-created “digital story rating scale” and “writing
attitude rating scale”, and also the collections of qualitative data covering the digital
story works, students’ reflections in response to the teaching courses, and the data of
funny creation exercises. The analyses were conducted by one-way analysis of
covariance for independent samples and dependent samples t-test. The qualitative
data were used as supplementary explanations for the quantity results.

The research resulted in the following findings:

1. In respect of the production of digital storytelling, there were significant
differences between the interactive group and the appreciation group; obviously
the appreciation group performed better than the interactive group.

2. In light of the results from the tests of creative thinking in composition, there
were remarkable differences between the two groups in respect to linguistic

fluency, flexibility and originality; the interactive group was better than the



3. In respect of writing attitude improvement, there was no much difference
between two groups.

4.  The posttest scores were higher than pre-test scores for both interactive group
and appreciation group in all experiments, including the production of digital
storytelling, tests of creativity thinking in composition and writing attitude.

5. It is worthy to promote the creative digital storytelling in composition teaching
for primary school educations.

The researcher made suggestions in accordance with the above research findings,

and served as a reference for educational applications and future studies.
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