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Oz

Bu aragtirmanin amaci, dijital dykiilerle yiiriitiilen sosyal bilgiler dersinin 6grencilerin akademik
basarilari, teknolojiye yonelik tutumlart {izerine etkisini incelemek ve siirece iliskin Ggrencilerin
goriiglerini tespit etmektir. Belirtilen amag¢ dogrultusunda calismada karma arastirma yaklasimi
icerisinde yer alan gomiilii desen kullanilmigtir. Arastirmanin ¢aligma grubunu, toplam 41 ilkokul
dordiincii sinif 6grencisi olusturmaktadir. Arastirmacilar tarafindan gelistirilen akademik basar testi,
teknolojiye yonelik tutum Olcegi ve yar1 yapilandirilmis goriisme formu veri toplama araci olarak
kullanilmistir. Akademik basar testi ve teknolojiye yonelik tutum 6lgeginden elde edilen verilerin
analizinde betimsel ve kestirimsel istatistikler kullanilirken yar1 yapilandirilmis goriismelerden elde
edilen veriler igerik analizi ile ¢ozlimlenmistir. Arastirmadan elde edilen nicel bulgular, akademik
basar1 ve teknolojiye yonelik tutum acisindan deney grubu O6grencileri lehine istatistiksel olarak
anlamli bir fark gosterirken; nitel veriler ortaya ¢ikan farkin nedenlerini agiklayip nicel verileri
destekler niteliktedir. Arastirma sonucunda eglenceli, izleme ve dinlemeye tesvik edici, siirece aktif
katilm imkani saglayan dijital oykiilerin kolay ve kalic1 6grenmelere firsat saglayarak akademik
basariy1 artirdigi, teknolojiye yonelik tutumun gelisminde etkili oldugu tespit edilmistir. Bu sonuca
gore anlaml1 6grenmelerin gergeklestirilmesine zengin bir igerik sunan dijital dykiilerin sosyal bilgiler

derslerinde kullanilabilecek alternatif pedagojik bir yol oldugu ifade edilebilir.

Anahtar sozciikler: sosyal bilgiler dersi, dijital 6ykii, akademik basari, teknolojiye yonelik

tutum.
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Giris

Teknolojinin yogun bir sekilde kullanildig1 giiniimiizde Ogrencilerin aktif &grenme

deneyimleri edinmelerinde sosyal, katilime1 ve zengin ¢oklu ortamlarla desteklenen 6grenme

ortamlarinin saglanmasi zorunluluk haline gelmistir (McLoughlin ve Lee, 2010). Bu
zorunluluk etkili egitim ortamlarimin saglanmasinda Ogrenci ve Ogretmenlerin dijital

teknolojileri etkin bir bi¢imde kullanmasini1 gerektirmektedir (Gonscherowski ve Rott, 2022;

Goktas, 2006; Haleem vd., 2022; Sailer vd., 2021; Seale vd., 2021). Ciinkii dijital teknolojiler

sayesinde Ogrencilerin bilgiye nasil ulastigi, iletisim kurdugu, sinif icinde ve disinda nasil

ogrendigi yeniden sekillenmektedir (Smolin ve Lawless, 2007). Nitekim teknolojiyle
zenginlestirilmis 0grenme ortamlari, Ogrencilerin diisiinme, problem ¢ézme ve dijital
okuryazarlik gibi birgok yetkinliklerini gelistirmelerine yardimei olurken (Partnership for 21st

Century Skills, 2006) motivasyonu artirmakta (Susskind, 2005) daha yenilik¢i 6gretme ve

ogrenme bicimlerini de desteklemektedir (Shapley vd., 2010). Bu destekle 6gretme ve

ogrenme bigimlerinde meydana gelen degisimler (Prensky, 2001) o6grencilerin zengin
deneyimler yasamasini saglayarak 6grenmeye tesvik etmekte (Schunk, 2009) 6gretme ve

ogrenme belirgin bir sekilde gelismektedir (Hew ve Brush, 2007).

Ogrencinin derse karsi olumlu tutum gelistirmesi, derse yonelik motivasyonun
ylikseltilmesi ve derse aktif katiliminin saglanmasi amaciyla O6grenme ve Ogretme
ortamlarinda etkin aktivitelere yer verilmesi olduk¢a 6nemlidir (Yang ve Wu, 2012). Ancak
ifade edilen durumlarin saglanabilmesi bazi dersler i¢in daha zor olabilmektedir. Bu
derslerden biri sosyal bilgiler dersidir (Saritepeci, 2016). Ciinkii yapilan g¢aligmalarda
ogrencilerin sosyal bilgiler dersini monoton, sikici ve ezbere dayali bir ders olarak gordiigii
belirtilmistir (Akengin vd., 2002; Heafner, 2004; Yigit, 2007). Bu durum dikkat ¢ekmede
zorlanma, ilgiyi artiracak etkinliklerin yapilamamasi (Goneng ve Acikalin, 2016) 6grencileri
motive etmede aksakliklar, merak uyandiramama, program i¢eriginin yogun olmasi (Cakmak
ve Aslan, 2016), cok sayida soyut kavram icermesi (Memisoglu ve Tarhan, 2016; Unal ve Er,
2017), sozel agirlikli bir ders olmasi gibi bir¢ok nedenden kaynaklanmaktadir. Var olan bu
olumsuz degerlendirme ve yerlesmis sorunlar sosyal bilgiler egitimcilerini alternatif arayislara

yoneltmistir.
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Ogrenme-dgretme siireclerine hizli bir sekilde entegre edilebilen teknolojik

uygulamalar sosyal bilgiler egitimcilerinin bu arayisina anlamli bir ¢6ziim sunabilir.
Teknolojik uygulamalardan biri olan ve farkli igeriklere uygulanabilirken birgok 21. yiizyil
becerisini kapsayan etkili (Emert, 2014), modern ve ilgi ¢ekici (Psomos ve Kordaki, 2012)
giiclii bir 6grenme deneyimi saglayan (Jakes ve Brennan, 2005) dijital dykiiler, tamamlayict
ve giiclendirici bir arag olarak (Dakich, 2008) sosyal bilgiler dersi konularinin 6gretiminde
alternatif pedagojik bir yontem olarak kullanilabilir (Britt, 2008; Kurtdede-Fidan ve Ozaydin,
2021).

Teorik Cerceve
Dijital Oykii

Evrensel bir uygulama olarak tiim kiiltiirlerde yer alan dykiiler (Dawkins ve O’Neill, 2011),
bilgilerin diislincelerin, farkli kiiltiirlerin anlagilmasinda ve aktariminda (Crane, 2008);
insanlarin ~ ¢evrelerindeki  diinyayr algilamalarina  yardimci  olmakta  kullanilan
(Glassner, 2001) en eski yontemlerden biri olarak kabul edilmektedir (Kulla-Abbott, 2006).
Bu yontem anlasilmasi zor fikir, kavram ve bilgilerin daha iyi anlasilmasi (Xu vd., 2011)
bilgilerin kaliciliginin desteklenmesi (National Council of Teachers of English, 1992),
elestirel diistinme (Saritepeci, 2017) ve hayal giicliniin gelismesinde etkili bir yoldur (Baki,
2019). Ancak teknolojinin hizli gelisimi Oykiilerin dijital ortamlarda kullaniminin
kesfedilmesini saglamis (Robin, 2014) bodylece geleneksel Oykii anlatimi ve g¢esitli
multimedya teknolojileri birleserek dijital dykii ortaya ¢ikmistir (Normann, 2011).

Dijital oykii, geleneksel hikdye anlatim bi¢iminin modernize edilmis hali olarak
diisiintilse de (Razmia vd., 2014) yapilan arastirmalar 6grencilerin 6§renme siirecine ilgisini,
motivasyonunu artirma; 6grenciler arasinda isbirligini ve fikirlerin organize edilmesini
kolaylastirma; karmagik 6grenme igerigini anlayarak bilgileri anlamli bir sekilde sunma firsati
saglamas1 bakimindan geleneksel hikdye anlatiminin 6tesinde oldugunu gostermektedir (Van
Gils, 2005). Dijital 6ykii kavrami, ilk kez 1980’lerin sonlarinda Joe Lambert, Dana Atchley
tarafindan kurulan (Behmer, 2005) Kaliforniya’daki Dijital Oykii Merkezi (Center for Dijital
Storytelling) tarafindan gelistirilerek (Lowenthal ve Dunlap, 2010) Joe Lambert tarafindan
tanitilmistir (Rahimi ve Yadollahi, 2017). Dijital dykiiler sekil, resim, ses, video ve animasyon
gibi ¢esitli multimedya bilesenlerinden meydana gelen kisa (3-5 dakikalik) anlatilardir
(Gregori-Signes, 2014). Anlatilarda kullanilan ¢oklu iletisim bilesenleri 6grenenlerin bilgiyi
oziimsemesi, farkli bilgilerle iliski kurmasi ve bilginin yapilandirilmas: gibi amaclara

ulagsmada fayda sunmaktadir (Garrety, 2008). Bunu saglarken temel hedefi, 6grenme siirecini
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ilgi ¢ekici hale getirerek 6grencilerin etkin katilimini saglamak ve yaparak yasayarak 6grenme

ile konularin daha iyi anlasilmasina yardimci olmak ayrica 6grencilerin kendi 0grenme
sorumluluklarin1 alabilmelerinde onlar1 cesaretlendirmektedir (Bromberg vd., 2013). Bu
baglamda dijital Oykiiler bir mesaj igeren, bilgi veren, diisiincenin degisimi ya da

genisletilmesi gibi iglevlere sahiptir (Atchley, 2010).

Bu islevleri yerine getirebilmek icin farkli alan uzmanlarinca dijital dykiilerde yer
verilmesi gereken unsurlara iligkin birtakim siniflamalar bulunmaktadir. Siniflamalarin ortak
noktalarindan hareketle dijital Oykiilerin sahip olmasi gereken bazi unsurlar vardir. Bu
unsurlar; amag, bakis acisi, dramatik soru, duygu, ritim, gorsel, miizik, seslendirme ve
ekonomidir (Miller, 2014). Yine alan yazinda ifade edilen bu unsurlar kullanilarak dijital
oykiilerin hazirlanmasinin birtakim basamaklara uygun olarak yapilmasi da gerekmektedir.

Farkli arastirmacilar tarafindan olusturulan bu basamaklar Tablo 1’de verilmistir.

Tablo 1

Dijital Oykii Hazirlama Siireci Basamaklar:

Aragtirmaci/lar Basamaklar

Jakes ve Yazma, senaryo olusturma; dykii panosu olusturma; gerekli multi-medya
Brennan araglar1 bulma; dijital 6ykiiyii olusturma; paylasma

(2005)

Barrett (2009)  Bir senaryo yazma ve geri bildirim alma; dijital bir ses diizenlemesi
yapma; hikdyede kullanilacak gorsel secimi ve diizenlemesi; ses ve
goriintiileri bir araya getirme; fon miizigi, basliklar, ge¢isler ve efektler

ekleme; dijital oykiiyii yayinlama

Frazel (2010) Amag belirleme, Oykii-senaryo yazilmasi, Oykii panosu tasarlama,
degerlendirme kriterlerinin belirlenmesi, 6ykii unsurlarinin hazirlanarak
dijital dykiileme araciyla birlestirilmesi, dijital dykiiniin sinif ortaminda
sunulmasi, geribildirim verilmesi, gerekli diizeltmelerin yapilmasi,

cevrimici platformda yayinlanmasi

Lasica (2010)  Anlatilmak istenen Oykiiye karar verme, materyalleri toplama; senaryo

yazma: ekipmanlar1 hazirlama; Oykii panosu olusturma; ekipmanlar
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dijitallestirme; ses kaydmi olusturma; miizigi ekleme; Oykiyii

diizenleme; oykiiyii paylagsma

Morra (2013)  Bir fikir ileri siirerek yazma; arastirma, kesfetme, 6grenme; senaryo
olusturma, Oykii panosu olusturma/yazma; ses, gOriinti ve video
toplama/olusturma: bilesenleri bir araya getirme; paylasma; geribildirim

Ve yansitma

Talan (2021) Konu belirleme, fikir olusturma; senaryo ve goriintiileri dijitallestirme;
parcalar1 bir araya getirme ve diizenleme; yorum almak i¢in hikayeleri

paylagma.

Dijital Oykiiniin Ogrenme Ciktilarina Yansimast

Teknolojik gelismelerin hizli bir sekilde ivme kazanmasiyla birlikte 6grenme stireglerinde yer
alan dijital oykiiler fen egitimi (Hung vd., 2012), dil egitimi (Nishioka, 2016) bilgisayar
egitimi (Bugis, 2018), sosyal bilgiler egitimi (Saritepeci, 2016), ogretmen egitimi (Stenhouse
ve Schafer, 2019) gibi farkli alan ve disiplinlerde; okul éncesi (Smith, 2018), ilkokul (Yoon,
2013), ortaokul (Gordon, 2011), lise (Yang ve Wu, 2012) ve iiniversite (Abdel-Hack ve
Helwa, 2014) gibi farkli 6gretim kademelerinde uygulanma imkénina sahip olmustur. Alan
yazin incelendiginde farkl disiplin ve 6gretim kademelerinde uygulanabilen dijital dykiilerin
ogrenme siireclerinde ¢ok yonlii 6grenme ¢iktilar: sagladig tespit edilmistir. Dijital dykiilerin

ortaya ¢ikardigi 6grenme ¢iktilari biitiinciil bir bakis agisiyla Sekil 1’de sunulmustur.

Pedagojik bir ara¢ olarak goriilen dijital oykiiler anlamli (Tan vd., 2014) ve aktif
ogrenmeyi desteklemektedir. Sadece 6grenmeyi anlamli, aktif hale getirmekle kalmamakta
ayn1 zamanda 6grenmeyi eglenceli (Frazel, 2011), yaratici hale getirerek (Razmia vd., 2014)
ogrencilerin dikkatini ve ilgisini artirmaktadir (Robin, 2008 ). Haliyle bu durum 6grencilerin
derse katilimini, derse kars1 motivasyonunu, tutumunu pozitif yonde etkileyerek basariy1 ve
kalicihi@ saglamaktadir (Hurlburt ve Voas, 2011). Ote yandan dijital dykiiler dgrencileri
teknoloji kullanimina da tesvik ederek (Ming ve digerleri, 2014) onlarin dijital okuryazarligim
desteklemektedir (Sevilla-Pavon vd., 2012). Dijital 6ykiiler 6grenme ¢iktilar1 agisindan bir¢ok
katki sunarken ayni zamanda Ogretmenler ve Ogrenciler acisindan cesitli sinirliklar da
tasimaktadir. Bu smurhiliklar arasinda donanim ve yazilim eksikligi, zaman kisitlamasi
(Dayan, 2017) internet erisimi gibi sorunlarla birlikte (Karakoyun, 2014) 6gretmen ve

ogrencilerin teknoloji kullanimindaki yetersizlikleri, teknolojiye yonelik tutumlar1 da ifade
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edilebilir (Bauer ve Kenton, 2005). Elbette bu sorunlarin giderilmesi dijital 6ykiilerin istenilen

etkileri ortaya ¢ikarmasinda 6nemlidir.

Sekil 1
Dijital Oykiiniin Ogrenme Ciktilar:
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Son yillarda farkli alanlar ve Orneklem gruplari acgisindan dijital Oykiilerin
kullaniminin etkililigine yonelik arastirmalarin sayisinda artis olmasina ragmen sosyal bilgiler
dersinde dijital Oykiilere yonelik arastirmalarin simirli sayida oldugu goriilmektedir. Bu
aragtirmalarin agirlikla ortaokul diizeyinde yapildig1 (Karatas, 2019; Pala, 2021; Saritepeci,
2016; Saripudin vd., 2021; Turan ve Sezginsoy- Seker, 2018; Yigit, 2020) ilkokul diizeyinde
ise oldukca az sayida arastirmanin yapildigi tespit edilmistir (Unlii, 2018; Selanik-Ay, 2020).
Halbuki somutlagtirmanin o6zellikle ilkokuldaki 6nemi goz Oniinde bulunduruldugunda
(Slavin, 2017) somut islemler doneminde olan ¢ocuklar i¢in soyut kavramlar i¢eren sosyal
bilgiler dersinin dijital dykiilerle somutlastirmasi 6nemlidir. Nitekim Robin’e (2008) gore
dijital Oykiiler dersi somutlastirarak daha anlasilir hale gelmesini saglamaktadir. Alan

yazindaki durum g6z Oniine bulunduruldugunda bilhassa dordiincii sinif sosyal bilgiler
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dersinde dijital Gykiiniin etkisini ortaya koyan arastirmalara ihtiya¢ oldugu goriilmektedir.

Oyle ki ¢ogunlukla sunus yoluyla 6grenme stratejileri ile yiiriitiilen sosyal bilgiler dersi igin
dijital oykiiler 6nemli 6grenme ciktilar1 saglayabilir (Saritepeci, 2016). Yine alanyazinda
dijital oykii lizerinden farkli beceriler (motivasyon, problem ¢dzme, yazma beceri, iletisim
vb.) gelistirilmesine ragmen teknolojiye yonelik tutuma iligkin uygulamali ¢alismalarin
(Balaman, 2016; Chan vd., 2017) yeterli diizeyde olmadigi goriilmektedir. Yapilan bu
caligmanin alan yazina bu yonde de bir katki saglamasi beklenmektedir. Bu bilgiler 1s18inda,

caligmada asagida belirtilen arastirma sorularina (AS) cevap aranmistir:

AS.1: Dijital 6ykii kullaniminin 6grencilerin akademik basarilar1 iizerinde anlamli bir
etkisi var midir?

AS.2: Dijital 6ykii kullaniminin 6grencilerin teknolojiye yonelik tutumlar: iizerinde
anlamli bir etkisi var midir?

AS.3: Dijital dykiiler ile yiiriitiilen ders stirecine iliskin 6grencilerin goriisleri nasildir?
Yontem
Arastirmanin Deseni

Bu aragtirma, karma arastirma yaklasimi kullanilarak yiriitilmiistiir. Karma arastirma
yaklagimi, var olan problemi daha iyi anlamak icin nitel ve nicel verilerin basitge bir araya
getirilmesi degildir. Aksine karma arastirmada hem nicel hem de nitel veri setinin birbiriyle
biitlinlestirilmesi ve bu biitiinlesmenin verdigi avantajdan yararlanarak sonuclar ¢ikarmak
esastir (Creswell, 2015). Bu biitiinlesmeyi saglamada [¢esitleme (triangulation), gémiilii
(embedded), agiklayic1 (explanatory) ve kesfedici (exploratory) siniflandirma] (Creswell ve
Plano-Clark 2007) gibi desenler kullanilmaktadir. Bu arastirmada, bahsedilen desenlerden
gomiilii (embedded) desen kullanilmistir (Creswell, 2009). Arastirmanin nicel boyutunda 6n-
test son-test kontrol gruplu yari-deneysel desen kullanilirken (McMillan ve Schumacher,
2014), nitel boyutunda ise nicel veri setini desteklemek amaciyla yar1 yapilandirilmis
goriismeler yapilmistir. Bu arastirmada, dijital 6yki kullaniminin 6grencilerin akademik
basarilar1 ve teknolojiye yonelik tutumlarina etkisini incelemek ve 6grencilerin uygulamaya

iliskin goriislerinin degerlendirilmesi amaglandigi i¢in gomiilii desen tercih edilmistir.
Calisma Grubu

Bu aragtirmanin ¢alisma grubu, 2021-2022 egitim-6gretim yilinda Erzurum ili merkez
ilgesinde bulunan bir ilkokulun iki farkli subesinde 6grenim goren toplam 41 ilkokul dérdiincii

smif 6grencisinden olugmaktadir. Calisma grubunun belirlenmesinde, kolay erisebilir ya da
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amaca uygun olma temelinde bir grubun denek olarak belirlenerek aragtirmanin yiiriitiilmesine

firsat veren amagsal Ornekleme yontemlerinden uygun ornekleme yontemi kullanilmigstir
(McMillan ve Schumacher, 2014). Aragtirmanin yiiriitildigi subelerden birisi dijital
oykilerin kullanildig1 deney grubu [Deney Grubu (DG), n= 21], digeri dijital dykiilerin
kullanilmadig1 kontrol grubu [Kontrol Grubu (KG), n= 20] olarak belirlenmistir. Calisma
grubuna iligkin demografik bilgiler Tablo 2’de sunulmustur.

Tablo 2
Calisma Grubuna Iliskin Demografik Bilgiler

Gruplar Cinsiyet Frekans Yiizde (%)
Erkek 11 52,38
DG
Kiz 10 47,62
Erkek 9 45,00
KG
Kiz 11 55,00
Toplam 41 100

Deney ve kontrol gruplar: belirlenirken hali hazirda var olan gruplar kullanildig: igin
rastgele bir atama yapilmamis ve gruplar hali hazirda var olan gruplar igerisinden rastgele
secilerek belirlenmistir. Arastirmanin nitel verilerini toplamak amaciyla DG’de yer alan

ogrencilerin tamamiyla yar1 yapilandirilmis goriismeler yapilmustir.
Veri Toplama Araclan
Akademik Basar: Testi

Dijital oykiilerle yiirtitiilen bir ders siirecinin 6grencilerin akademik basarilar1 iizerindeki
etkisinin belirlenmesi i¢in arastirmacilar tarafindan dordiincii siif sosyal bilgiler dersi
“Kiiresel Baglantilar” 6grenme alaninin kazanimlarini kapsayan “Akademik Basar1 Testi”
(ABT) hazirlanmistir. ABT i¢in 6ncelikle ilgili 6grenme alaninin konu ve kazanimlarini igeren
(kapsam gecerligi) belirtke tablosu olusturulmustur. Daha sonra Bloom taksonomisindeki
biligsel alan 6grenme basamaklari ile kazanimlar arasindaki iliski dikkate alinarak sorular
hazirlanmistir. Hazirlanan ABT sorularinin, amaclanan hedef ve davranislari ne kadar
oletiigiinli, sorularin Ogrencilerin seviyelerine uygunlugunu ve dilbilgisi agisindan

uygunlugunu belirlemek i¢in uzman goriisiine bagvurulmustur. Uzman goriislerinin doniitleri
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dogrultusunda gerekli diizenlemeler yapilarak toplam 30 sorudan olusan ¢oktan se¢gmeli (dort

secenekli) taslak ABT hazirlanmistir. Daha sonra taslak basari testinin pilot uygulamasi (testin
pilot uygulamasi, kiiresel baglantilar 6grenme alaninda yer alan konulari bir y1l 6nce 6grenmis
toplam 120 besinci simif Ogrencisi ile yapilmistir) gerceklestirilerek, TAP (Test Analiz
Programi) programinda testte yer alan maddelerin madde analizleri (madde giicliik indeksleri,
madde ayirt edicilik indeksleri, madde giigliik ortalama indeksi, madde ayirt edicilik ortalama
indeksi ve KR-20 i¢ tutarlik katsayisi) yapilmistir. Yapilan analiz sonucunda madde giicliik
ve ayirt edicilik indeksleri uygun olmayan 10 madde testten ¢ikarilmis ve 20 soruluk ABT
uygulama igin hazir hale getirilmistir. Ol¢iilmek istenen 6zelligin tam anlamryla dlciilebilmesi
amaciyla basar testleri hazirlanirken testte yer alan maddelerin madde giigliik indekslerinin
ortalamasmin 0,50 olmasi (Kan, 2017); testi olusturan maddelerin madde ayirt edicilik
indeksinin ise ,30 ve lizerinde olmasi istenilen bir durumdur (Atilgan, 2017). Ayrica giivenilir
Ol¢iimler saglayan bir testin Kuder Richorson-20 (KR20) degerinin en az ,70 ve iizerinde
olmasi tercih edilmektedir (Fraenkel, Wallen ve Hyun, 2012). ABT’de yer alan 20 sorunun
ortalama gii¢liigii ,57; ortalama ayirt ediciligi ,47; KR-20 degeri ise ,76 olarak hesaplanmustir.

Teknolojive Yonelik Tutum Olcegi

Ogrencilerin teknolojiye yonelik tutumlarmi belirlemek amaciyla Kenar ve Balci (2012)
tarafindan gelistirilen Teknolojiye Y&nelik Tutum Olgegi (TYTO) kullanilmistir. Toplam 12
madde (Ornek madde: Teknolojiyi etkili ve verimli bir sekilde kullanabilirim), ii¢ alt boyuttan
(ilgi ve hosnutluk, kaygi, gegirilen zaman ve igerigi) olusan dlgek “kesinlikle katiliyorum”
ifadesinden “kesinlikle katilmiyorum” ifadesine dogru 5°1i likert seklinde derecelendirilmistir.
Olgekten alinabilecek en diisiik puan 12, en yiiksek puan 60’tir. Olcegin geneli i¢in Cronbach
Alpha giivenirlik katsayis1 6lgegi gelistiren arastirmacilar tarafindan ,76 olarak belirlenmistir.
Bu aragtirma i¢in arastirmacilar tarafindan 6lgegin Cronbach Alpha gilivenirlik katsayisi ise

,82 olarak hesaplanmuigtir.
Yart Yapulandirilmis Goriisme Formu

Dijital Oykiilerin akademik basar1 ve teknolojiye yonelik tutum tiizerindeki etkisini tespit
etmek amaciyla aragtirmacilar tarafindan yar1 yapilandirilmis goériisme formu hazirlanmistir.
Gorligme formunda yer alan sorular 6grencilerin seviyesine uygun, kisa climlelerden meydana
gelen acik uglu sorulardan olusmaktadir. Goriisme formunda toplam dort soruya yer
verilmistir. Hazirlanan goriisme formu dogrultusunda, deney grubunda yer alan 6grencilerle

goriismeler yapilmistir. Ogrencilere, goriismelerin sadece arastirma amaciyla kullanilacag,
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kimlik bilgilerinin gizli tutulacagi ve isimlerinin kodlanarak (01, 02, 0O3... 021)

kullanilacag1 konusunda bilgi verilmistir.
Materyal Tasarim Siireci

Giliniimiiz teknolojilerinde animasyon tabanli dijital i¢eriklerin iiretilmesi ve diizenlenmesinde
pek ¢ok ara¢ bulunmaktadir. Bu araclarin basinda Pawtoon, Vyond, Platogon, Animaker,
Toontastic, Story Bird, Story Jumper gibi animasyon tabanli programlar gelmektedir. Yine
Movimaker ve imovie araglari da dijital Oykii olusturmada yararlanilan programlardir
(Rossiter ve Garcia, 2010). Bu arastirmada, Jakes ve Brennan (2005) tarafindan olusturulan
dijital 6ykii basamaklar1 temel alinarak aragtirmacilar tarafindan sosyal bilgiler dersi kiiresel
baglantilar 6grenme alaninda yer alan dort kazanimdaki konulara iligkin dijital oykiiler
Pawtoon programinda hazirlanmistir. Pawtoon programi dijital dykiilerin hazirlanmasinda
sablon, karakter, miizik, cesitli animasyon eklentileri olusturan avantajli bir web tabanli
uygulama olmasi dolayisiyla tercih edilmistir (Baki, 2015). Bu dogrultuda dijital oykii

hazirlama basamaklar1 Sekil 2°de sunulmustur.

Sekil 2
Dijital Oykii Hazirlama Basamaklar

Dijital Oykii Basamaklari

Dijital dykii olugturmamn ilk basamag bir taslak senaryo yazmakla baslar.Bu dogrultuda ilk olarak
aragtirmacilar tarafindan dordiincii simf sosyal bilgiler dersi kiiresel baglantilar éfirenme alam
ka daki & I dikkate ahmlarak taslak senaryolar hazirlanmistir. Bu taslaklar ders
kitabindaki bilgileri icerecek sekilde olusturulmustur. Taslak senaryolar olusturulduktan sonra oykii ile
verilmek istenen bilgilerin acikca ifade edilip edilmedigi uzman goriisiine sunularak degerlendirilmistir.

Senaryo Olugturma

Taslak olarak yazilan senaryoya son hali verilmistir.

Coklu Ortam (Geleri Bulma

figili senaryoda kullamlmasi amaciyla internet veya farkh ortamlardan konunun biitiinliiiinii yansitacak
uygun ses, miizik, resim, sekil gibi coklu ortam materyalleri arastirilarak secilmistir. Diizenlenmesi amaciyla
bilgisayar ortamina kaydedilmis, ses kalitesine dikkat edilerek senaryoyu yansitacak vurgu ve duygu icerikli

bir seslendirme yapilmigtir.
Dijital Gykiiniin =
& i et e Dijital dykiiniin paylasiimasi
Rab i akigimin biitiinldgdni

gormek igin bir bykii panosu hazrlanmigtir, Dijital resimler, miizik, seslendirme gibi

Oykii panosu, senaryolurin girsel unsurlarla dijital ykii 6feleri bir web 2.0 araci olan  Hazrlanan dijital dykiiler ders siirecinde ilgili

hiili.inlqtirilrliﬁi bir én ¢aliymadir p“‘_"'t_"‘“'_' 3 “Yﬂ“l““““ﬂ“.d“ bir  araya - konu geldikge dgrencilerle paylagilmigtir,
getirilmistir. Son hali verilmek iizere videolar

gizden gecirilmis ve kaydedilmistir.

Yukarida sunulan dijital 6ykii basamaklar1 temel alinarak sosyal bilgiler dersi kiiresel

baglantilar 6grenme alaninda yer alan “4.7.2. Tirkiye’nin komsular1 ve diger Tiirk
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Cumbhuriyetleri ile olan iligkilerini kavrar” (Milli Egitim Bakanligi [MEB], 2018) kazanima

0zgl hazirlanan dijital 6ykiilerden birinin 6rnegi Sekil 3’te verilmistir.

Sekil 3
Dijital Oykii Ornegi

Ahmet o gun televizyonda
Irak't anlatan bir belgesel
zlemisti. Irak le iigili birgok

yeni sey dgrenmisti.

& sowroon

Ertesi glin 5gretmen, komgularimizdan!
biri olan Irak hakkinda neler bildiklerini
sorunca, Ahmet parmak kaldirip
bildiklerini paylasmaya baglad:.

ﬁgretmenim, Irak'in
basgkenti Bagdat'tir,
Ulkenin niifusu 37
milyondur.

Turkiye ile iliskilerini
saglayan sinir kapisi
Habur Sinir Kapisidir.

Uygulama Siireci

Aragtirmanin uygulamasi, bir ilkokulun iki farkli subesinde [Deney Grubu (DG)==21 ve
Kontrol Grubu (KG)=20] 6grenim goérmekte olan toplam 41 dordiincii simif 6grencisi ile

yuriitiilmistiir. Uygulama siireci Sekil 4’te sunulmustur.
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Sekil 4

Uygulama Stireci

-

Uygulama siireci haftada li¢ ders saati olmak iizere toplam alti hafta silirmustiir.

Uygulamanin ilk haftasinda arastirmanin amaci hakkinda smif 6gretmenine ve ogrencilere
gerekli agiklamalar yapilmistir. Bu agiklamalardan sonra, ABT her iki grupta yer alan
dgrencilere 6n test olarak uygulanirken; TYTO ise DG’de yer alan 6grencilere 6n test olarak
uygulanmigtir. On testlerin uygulanmasi tamamlandiktan sonra, her iki grupta ilgili 63renme
alaninin 6gretimine baglanmistir. Deney grubunda ilgili 6grenme alaninin konular1 dordiincii
sinif sosyal bilgiler ders kitabina ilave olarak akilli tahta iizerinden gosterilen dijital dykiilerle
gerceklestirilmistir. Her dijital dykiiniin izlenmesinin ardindan 6grencilere iilkelerle ilgili
cesitli sorular yoneltilmis ve 6grencilerden cevaplamalari istenmistir. Ayrica 6grencilerin
kendi aralarinda 6grendikleri {ilkelere iliskin bilgilerini paylasmalari istenmistir. Son olarak
ders kitabinda yer alan degerlendirme sorulari 6grencilerle birlikte ¢oziilerek konunun
ogretimi tamamlanmaistir. Kontrol grubunda ise sosyal bilgiler ders kitabi iizerinden konularin
anlatimi 6gretmen tarafindan gergeklestirilmis, Ogrencilere konuya iliskin ¢esitli sorular
yoneltilerek cevaplamalar1 istenmistir. Kitapta yer alan ilgili degerlendirme sorulari
ogrencilerle birlikte ¢oziilerek konunun gretimi tamamlanmustir. Ilgili grenme alaninin
ogretimi tamamlandiktan sonra, ABT her iki grupta son test olarak uygulanirken TYTO ise
DG’de yer alan 6grencilere son test olarak uygulanmistir. Ayrica 6grencilerin dijital dykiiler
ile ylriitlilen ders siirecine yonelik goriislerinin degerlendirilmesi amaciyla deney grubundaki
ogrencilerle goriismeler yapilarak uygulama siireci tamamlanmistir. Goriismeler uygulama
bittikten sonra Ogrencilerle yiiz ylize bireysel olarak gerceklestirilmistir. Okul saatleri
icerisinde dersler devam ederken idarenin belirledigi bir odada Oncelikle yapilacak
goriismelerin amaci ve igerigine yonelik 6grencilere bilgi verilmistir. Ortalama 15-20 dk’lik
bir zaman dilimi icerisinde sorular 6grencilere yoneltilmis ve cevaplamalar1 istenmistir. Bu
sirada anlagilmayan yerlerde agiklamalar yapilmistir. Goriismeler ses kayit cihazi kullanilarak

gerceklestirilmistir.
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Verilerin Analizi

Verilerin analizi i¢in dncelikle veri seti diizenlenerek nicel veriler {izerinde analiz i¢in gerekli
olan varsayimlarin saglanip saglanmadigi kontrol edilmistir. Calisma grubunda yer alan
ogrencilerin sayist1 30’un altinda oldugu i¢in normallik analizi i¢in Shapiro Wilk testi
kullanilmistir (Ak, 2018). Yapilan normallik analizi sonucunda normal bir dagilim gosteren
veri seti lizerinde parametrik testlerden bagimsiz gruplar t Testi ve paired samples t testinin
kullanilmasina karar verilmistir. Paired t testi yapilmadan 6nce verilerin, normal dagilim (fark
puanlar iizerinden), fark puanlarinin birbirinden bagimsiz olmasi varsayimlarini saglayip
saglamadig1 incelenmistir. Bagimsiz gruplar t Testi yapilmadan once ise verilerin normal
dagilim, gruplarin varyanslarinin esit olmasi, her bir verinin digerinden bagimsiz olmasi
varsayimlarint saglayip saglamadigi kontrol edilmistir (Can, 2017). Nicel verilerin analizi
sonucunda etki biiyiikliigli degeri hesaplanmistir. Etki biiyiikliigii degeri i¢in 0,2 kiiciik, 0,5
orta, 0,8 biiyiik etki olarak kabul edilir (Green ve Salkind, 2005). Arastirmada etki biiyiikligii
icin bu degerler dikkate alinmigtir. Bununla birlikte uygulama siirecinin 6grenci goriisleri
acisindan degerlendirilmesi i¢in deney grubunda yer alan 6grencilerle yapilan goriismelerin

analizinde i¢erik analizi kullanilmustir.
Arastirmanmn Etik Boyutu

Arastirmaya baslamadan 6nce arastirmacilar tarafindan gerekli izinler (MEB izin belgesi ve
ilgili kurumdan etik kurul onay belgesi) alinmistir. Ardindan okul idaresi, dersin 6gretment
ve uygulama yapilacak &grenciler siirec hakkinda bilgilendirilmistir. Ogrenciler, siireg
icerisinde olumsuz bir durum ile karsilasmayacaklari, kendilerinden elde edilen verilerin
sadece bilimsel amach kullanilacagi ve kimlik bilgilerinin gizli tutularak arastirmanin hicbir
asamasinda kullanilmayacagi konusunda bilgilendirilmistir. Ayrica 6grencilere arastirmaya

katilimin goniilliik esasina dayandigi ifade edilmistir.
Bulgular

Nicel Bulgular

Akademik Basar Testine Iliskin Bulgular

Dijital Oykiiler kullanilarak ytiriitilen ders siirecinin 6grencilerin akademik basarilar
tizerindeki etkisini tespit etmek amaciyla DG ve KG’de yer alan 6grencilere Akademik Basari
Testi (ABT) on test ve son test olarak uygulanmistir. Dijital 6ykii kullaniminin, 6grencilerin

akademik basarilar iizerinde anlamli bir etkisinin olup olmadigini tespit etmek amaciyla
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yapilan bagimsiz gruplar t testi analiz sonuglar1 ve betimsel istatistik analiz sonuglar1 Tablo

3’te sunulmustur.

Tablo 3

ABT’nin On Test- Son Test Verilerine Iliskin Betimsel Istatistik ve Bagimsiz Gruplar t Testi

Sonuclari
ABT Gruplar N X Ss sd t p
On test DG 21 33,33 10,16
39 ,20 ,84
KG 20 34,00 11,19
Son test DG 21 78.81 14,56
39 -6,70 ,00
KG 20 49.25 13.59

Tablo 3’te ABT’nin 0n testinden elde edilen verilerin tanimlayici istatistikleri
incelendiginde, 6grencilerin On test puan ortalamalarinin (DG; X = 33,33; KG; X = 34,00)
birbirine yakin oldugu ve akademik basar1 agisindan gruplar arasinda istatistiksel olarak
anlamli bir farkliligin olmadigi tespit edilmistir (t;39)-,20, p>0,05). Bu durumda, ilgili grenme
alaninda yer alan konularin 6gretimine baglamadan 6nce deney ve kontrol grubunda yer alan
ogrencilerin akademik basarilarinin birbirine denk oldugu sdylenebilir. Bununla birlikte, ilgili
o0grenme alaninda yer alan konularin 6gretimi tamamlandiktan sonra uygulanan ABT den elde
edilen verilere (Tablo 3) gore, DG’de yer alan dgrencilerin puan ortalamalarinin (DG; X=
78,81) KG’de yer alan dgrencilerin puan ortalamalarindan (KG; X= 49,25) daha yiiksek
oldugu ve ortalamalar arasindaki bu farklilifin istatistiksel olarak anlamli oldugu tespit
edilmistir (t3o)- -6,70, p<0,05). Analiz sonucu hesaplanan etki biiytikliigii degeri d=,53 olarak

hesaplanmis ve bu degerin de orta bir etkiye isaret ettigi gorilmiistiir.
Teknolojiye Yonelik Tutuma Iliskin Bulgular

Dijital oOykiiler kullanilarak yiiriitiilen ders siirecinin 6grencilerin teknolojiye yonelik
tutumlar tizerindeki etkisini tespit etmek amaciyla DG’de yer alan 6grencilere Teknolojiye
Yoénelik Tutum odlgegi (TYTO) 6n test ve son test olarak uygulanmustir. Dijital Sykii
kullaniminin, 6grencilerin teknolojiye yonelik tutumlar: tizerinde anlamli bir etkisinin olup
olmadigini tespit etmek amaciyla yapilan paired samples t Testi analiz sonuglar1 ve betimsel

istatistik analiz sonuglar1 Tablo 4’te sunulmustur.
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Tablo 4

TYTO 'niin On Test ve Son Test Verilerine Ait Tanmimlayict Istatistikler ve Paired Samples t

Testi Sonucglart

TYTO N X Ss sd t P
DG (On test) 21 32,33 4,68

20 -9,02 ,00
DG (Son test) 21 43,33 2,86

Deney grubunda yer alan dgrencilerin TYTO son test puan ortalamalarinin (X= 43,33)
on test puan ortalamalarindan (X= 32,33) yiiksek oldugu goriilmektedir (Tablo 4). Ortalama
puanlar arasindaki farkliliin ise anlamli oldugu tespit edilmistir (tz0=-9,02, p <,05), Analiz
sonucunda etki biiyiikliigii degeri 1,96 olarak hesaplanmis ve bu degerin de biiyiik bir etkiye
isaret ettigi goriilmiistiir. Bu dogrultuda, dijital 6ykii kullantminin 6grencilerin teknolojiye

yonelik tutumlarini olumlu yonde etkiledigi sOylenebilir.
Nitel Bulgular
Uygulama Siirecine Iliskin Ogrenci Goriisleri

Bu boéliimde ilkokul dordiincii sinif sosyal bilgiler dersinde dijital ykiiler izerinden yiiriitiilen
ogretim siirecinin 6grencilerin basarilari iizerinde ortaya ¢ikardig: pozitif degisimin nedenleri
yine 0grenci gorisleri ile agiklanmigtir. Dijital Oykiiler ile yapilan ders siirecine iligskin 6grenci

gorlislerinden elde edilen bulgular Sekil 5’te sunulmustur.

Sekil 5
Dijital Oykiilerle Ogrenme Siirecine Iliskin Ogrenci Goriisleri

[ “Dijital Sykillerle grenme siirecine” iliskin 5grenci gbrusleri ]

(Diiital sykiilerle yiiritiilen ders siireci \ ( Dijital Sykiinin Sgrenmeye etkisi
(=)
asarn
e
I

(b)
= Akademik b
a5 = Dikkat cekrr
A Il
10 sa
svi
l enmeyi
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Sekil 5 incelendiginde; dijital Oykiiler ile ylriitiilen ders siirecine iliskin 6grenci

goriiglerinden elde edilen bulgularin “6gretim siireci, 6grenmeye etki, olumlu etki ve olumsuz
etki” seklinde dort tema etrafinda toplandig1 goriilmektedir. Ortaya ¢ikan bu dort tema 6grenci
goriislerinden alinan dogrudan alintilar ile agiklandiginda; dijital dykiilerin sosyal bilgiler ders
siirecine olan etkilerini degerlendiren O.2 “Bence ders siireci ¢ok giizel gecti. Biitiin iilkeleri
eglenerek, dykiilendirerek, resimleri inceleyerek égrendik.” ifadesine yer verirken O.8,
“Dijital oykiiler ile ders islemeyi ¢ok sevdim. Dersleri hi¢ bu kadar kolay ogrenmemistim.”
seklinde agiklamada bulunmustur. Dijital Oykiilerle islenen ders siirecini kendi deneyimi
iizerinden ele alan O.18, “Giizel ve yavas 6grendik. Videolar: tekrardan izlemek 6grenmemizi
kolaylastirdi. Ulkeleri 6grenmek icin zaman kaybetmedik. Deftere yazmamiza gerek kalmad.
Arkadaslarimizla konusarak birbirimizin fikrinden de 6grendik.” ifadesine yer vermistir.
Dijital dykiilerin kendi 6grenme siirecine etkisini O.17, “Dijital éykiilerle ders yapmak ¢ok
giizeldi. Deftere yazmaktan ezberlemekten daha giizel gegti” ifadesiyle agiklarken O.11,
“Dijital oykiilerle ders islemek sosyal bilgiler dersini sevmemi sagladi. Boylece bende dersi

daha ¢ok dinledim. Ulkelerin ozelliklerini 6grendim.” seklinde degerlendirmistir.

Dijital dykiilerin sosyal bilgiler konularinin 6gretimi veya 6grencilerin ders basarilar
lizerindeki etkisine bakildiginda; O.4 “En basta bu kadar ¢ok iilkeyi 6grenemem sandim. Ama
oykiiler hem eglenceli hem de akilda kalicrydi. Bu sayede basarim artti.” seklinde bir agiklama
yapmustir. Ders basarisinin artisin1 O.4 gibi degerlendiren O.12 de “teknoloji sayesinde
izledigimiz oykiiler ile konuyu daha kolay ogrendik. Sonrasinda basarim artmis oldu”™
aciklamasinda bulunmustur. Dijital dykiilerin ortaya ¢ikardigi bu pozitif degisimin nedeni
ogrenci goriisleri iizerinden degerlendirildiginde, O.5 “Dijital Jykiiler sayesinde sosyal
bilgiler dersinde basarim artti. Ciinkii oykiiler dikkatimi ¢ekti, dersi daha iyi dinlememi
saglady.” ifadesiyle agiklarken O.10, “Dijital éykiiler basarimin artmasim sagladi. Ciinkii
ovkiileri izlemek ¢ok eglenceliydi. Sikilmadan birkag defa izledik. Bu sayede basarim artti.”
aciklamasinda bulunmustur. Benzer sekilde farkli nedenlere yer veren O.15 “Konular:
ogrenirken resimleri de gormek konular: 6grenmemi kolaylastird:. ” ifadesiyle duruma agiklik
getirirken 0.20 “Konular: 6grenirken hi¢ zorlanmadim. Ayrica resimler, dykiiler aklimda
kaldigi icin hatirlamam daha kolay oldu. Benim de ders basarim artt1.” seklinde bir agiklama

yaparak gorselligin 6nemine isaret etmistir.

Dijital dykiilerin sosyal bilgiler dersinde kullaniminin olumlu yonlerine iliskin 6grenci
goriisleri degerlendirildiginde; “Ders cok eglenceli gecti. Ovykiiler dikkatimi cekti. Hatta
videolar: birka¢ defa izledik. Hi¢c sikilmadim.” ifadelerine yer veren .19, yasadigi
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deneyimden hareketle “biitiin dersler boyle olmali” agiklamasiyla da dijital ykiilerin diger

derslerde de kullanilmasina dikkat ¢ekmistir. Dijital dykiilerin farkli bir yoniinii 6ne ¢ikaran
0.8 “Tahtaya yazmaktan, deftere yazmaktan sadece 6gretmeni dinlemekten cok daha kolay
ogrendim.” aciklamasiyla dijital Oykiilerin geleneksel Ogrenme siireglerine alternatif
olabilecegine isaret etmistir. Bu durumu O.8 gibi ele alan O.13, “Dijital dykiiler sayesinde
sosyal bilgiler dersini ¢ok sevdim. Eve gidip ¢alismama gerek bile kalmadi. Izledigimiz
videolar aklimda kaldigi icin basarim artti” ifadesiyle dijital Oykiinlin 6grenme siirecine
olumlu katkilarini kendi kazanimlar iizerinden dile getirmistir. Bunlara ek olarak O.14 ise
“Dijital oykiiler sayesinde konusarak sorular sorarak hem de arkadaslarimin diigiincelerini
dinleyerek ogrendim.” ifadesiyle dijital oykiilerin aktif 6grenme siireglerinin odaginda olan

anlamli 6grenmeleri sagladigini glindeme getirmistir.

Dijital dykiilerin sosyal bilgiler dersinde kullaniminin olumlu ydnlerine iliskin fikir
birligi oldugu gibi az sayida da olsa olumsuz goriisler de s6z konusudur. Bu olumsuz goriisler
degerlendirildiginde; 0.3 “Oykiiler ok giizeldi. Ancak biraz daha uzun olabilirdi.” ifadesiyle
oykiilerin daha uzun olmasina; O.19, “Gykiilerdeki resimler biraz cogaltilsa ¢cok daha giizel
olur.” agiklamastyla dykiilerin gorsel agidan zenginlestirilmesine; O.12 ise “dijital dykiiler
daha uzun olsaydi daha giizel olurdu. Ben simdi iilkelerin baska ozelliklerini merak
ediyorum.” seklindeki agiklamasiyla Oykiilerin igerik agisindan daha kapsamli olmasina

dikkat cekmistir.

Dijital 6ykiilerin sosyal bilgiler ders siirecinde dgrenciler iizerinde ¢ok yonlii etkileri
tespit edildikten sonra dijital dykiilerin 6grencilerin teknolojiye yonelik tutumlarinda nasil bir
degisim sagladigi da Ogrenci goriisleri lizerinden degerlendirilmistir. Dijital Gykiilerin
teknolojiye yonelik tutum tizerine etkilerine iliskin 6grenci goriislerinden elde edilen bulgular

Sekil 6’da sunulmustur.
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Sekil 6

Dijital Oykiilerin Teknolojive Yonelik Tutuma Etkisine Iliskin Ogrenci Goriisleri

“Dijital éykiilerin teknolojiye yénelik tutuma etkisine” iliskin 68renci
gorisleri

( Dijital dykiilerin teknolojiye yonelik tutuma etkisi ‘\

10

m Opretici

W Zevkli bir ugras

@

Zamandan tasarruf

Motice edici

=y

W Teknolojiye aciklik

(]

W |Igi cekici
\O /

Sekil 6 incelendiginde; dijital Oykiiler ile yiiriitiilen ders siirecinin &grencilerin

teknolojiye yonelik tutumuna olan etkisi 6grencilerin goriislerinden alinan dogrudan alintilar
ile aciklandiginda; O.11 “Teknoloji olunca zorlanacagimi diisiinmiistiim. Oysa konular:
ogrenmem ¢ok kolay oldu.” ifadesiyle teknolojinin zor olmadigin1 hatta teknoloji sayesinde
daha iyi 6grendigine dikkat gekmistir. Yine O.18 “Teknoloji kullanilarak konularin islenmesi

2

dersi ¢ok zevkli bir hale getirdi.” agiklamasiyla teknolojinin zevkli bir ugras olduguna
deginirken O.9 “Teknolojiyle dersin islenmesi sosyal bilgiler dersini eglenceli bir hale getirdi.
Eglenirken ayni zamanda 6grendik.” degerlendirmesiyle teknolojinin eglenceli yoniinii 6ne
¢ikarmustir. Dijital dykiiler iizerinden teknolojinin farkli bir y&niinii ele alan O.3 teknolojinin
zaman kaybettirdigine iliskin yaygin kaninin aksine 6grenme i¢in zaman tasarrufu sagladigini
ortaya koymustur. Bunu da yaptig1 “Kisa siirede bir¢ok bilginin daha etkili ogrenilmesini
sagladi.” agiklamasiyla dile getirmistir. O.3 gibi teknolojinin farkli bir yoniine deginen O.17
“Teknoloji ile derslerin islenmesi énce beni korkuttu. Cok zorlanacagimi diisiindiim. Ctinkii
teknolojiye karsi onyargim vardi ancak dersler islendikten sonra ¢ok keyifle bilgiler ogrendim
ve on yargim bitti.” ifadesiyle sosyal bilgiler dersinde tanismis oldugu dijital Oykiilerin

kendisi i¢in 6nemli bir firsat ve adim oldugunu ortaya koyup teknolojiye yonelik tutumunda

pozitif bir degisim oldugunu belirtmistir.
Tartisma

Bu arastirmada sosyal bilgiler dersine alternatif bir siire¢ olarak eklemlenen dijital dykiilerin

ogrencilerin akademik basarilar iizerindeki etkisi incelenip dgrencilerin teknolojiye yonelik
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tutumlarinda bir degisimin olup olmadigina yer verilmistir. Dijital dykiiler ile yiiriitiilen

Ogretim siireci sonunda elde edilen ilk bulgu, akademik basar1 agisindan deney grubunda yer
alan 6grenciler lehine anlamli bir sonug ortaya ¢ikarmistir. Arastirmadan elde edilen ilk bulgu
ile alan yazinda yer alan farkli ¢aligmalarin sonuglar1 benzerlik gostermektedir (Basaran,
2019; Demir, 2019; Erdogan, 2021; Hung vd., 2012; Karatas, 2019; Kirike1 vd., 2020; Pala,
2021; Ulu, 2021; Wu ve Yang, 2008). Farkli 6gretim kademelerinde ve farkli derslerde
ogrencilerin aktif bir sekilde katilimina imkan taniyan dijital dykiilerin (Demirbas ve Sahin
2020) 6grenmeyi kolaylastirip kalici 6grenmeleri saglamasi (Tatan, 2021) bir¢ok arastirmanin

ortak bir paydasi olarak alan yazinda yer almaktadir.

Alan yazin incelendiginde; dijital dykiilerin akademik basari tizerinde ortaya ¢ikardigi
olumlu degisim birgok ampirik ¢alismada yer aldig1 gibi alan yazini biitiinciil degerlendirmeye
tabi tutan meta-analiz ve sistematik analiz arastirmalarina da yansidig: tespit edilmistir. Bu
aragtirmalara bakildiginda; dijital oykii kullaniminin akademik basar1 {izerindeki etkisi
lizerine meta-analiz yapan Akgiin ve Akgiin (2020), dijital Oykiilerin akademik basari
iizerinde etkili oldugunu ve genel etki biiylikliigii degerinin (Hedge’s g = 1,081) oldukga
yiiksek bir degere karsilik geldigini ortaya koymuslardir. Hatta dijital dykiilerin biitiin egitim
kademelerinde akademik basar1 iizerinde olumlu bir degisim sagladigini belirtmislerdir.
Benzer sekilde dijital oykiilerin akademik basari iizerindeki etkisini meta-analiz yolu ile
inceleyen Sahin ve Coban (2020) da dijital dykiilerin 68renci basarisi lizerinde pozitif bir
degisim sagladigin1 bu degisimin etki biiylikliiglinlin yiiksek diizeyde oldugunu ortaya
koymuslardir. Ortaya ¢ikan basariin bir dersten ziyade farkli bircok derste de var oldugunu
tespit etmislerdir. Dijital dykiilerin akademik bagar1 tizerindeki etkisini sosyal bilgiler dersi
iizerinden ele alan bu calismada ise dijital Oykiilerin akademik basari iizerinde orta diizeyde
bir etkiye isaret ettigi tespit edilmistir [d= ,53]. Gerek alan yazindan elde edilen ampirik
bulgular gerekse bu calismanin ampirik bulgularmin dijital Sykiilerin akademik bagari

iizerindeki olumlu etkisi hususunda birbirlerini destekledigini gostermektedir.

Her yas ve sinif diizeyine uygun bir pedagojik arag¢ olarak (Robin, 2006) ifade edilen
dijital dykiilerin, 6grenme siirecinde dgrencilerin akademik basarilari lizerinde pozitif degisim
saglamasinin nitel bulgular ile tespit edilen birka¢ olasi nedeni bulunmaktadir. Bu arastirma
ozelinde ortaya ¢ikan nedenlerin ilki “Dijital 6ykiilerin soyut bir igerikten (bagimsizlik, kiiltiir,
gelenek vb.) olusan sosyal bilgiler konularina goérsel unsurlari katarak icerigi
somutlastirmasidir.” Ayn nedene deginen Turan ve Sezginsoy-Seker, (2018) “soyut

kavramlara yogun bir sekilde yer verilen sosyal bilgiler dersinde dijital dykiiler soyut
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diisiinmeyi somutlastirmada onemli bir aragtir.” ifadesiyle durumu agiklarken Kotluk ve

Kocakaya (2017) ise dijital oykiilerin; 6zellikle sikici, anlagilmasi zor ve karmasik konularin
Ogretiminde, soyut kavramlarin somutlagtirllmasinda ve daha anlasilir hale getirilmesinde
etkili olduguna dikkat ¢ekmektedir. Dijital dykiilerin ortaya ¢ikardigi bu degisimi Turgut ve
Kisla (2015) dijital 6ykiilerin duyma, gérme, hissetme gibi ¢oklu duyular1 harekete gecirerek
kalict 0grenmeyi desteklemesine baglarken Robin (2008) dijital dykii siirecinde gorsel
unsurlarin yazili igerikle biitiinlesmesi, 0grencilerin konuyu daha kolay anlamasini sagladigini

ifade etmistir.

Dijital oykii ve akademik basar1 arasinda one ¢ikan ikinci neden: ogrenme siirecinde
dijital oykiilerin zevkli ve eglenceli bir ogrenme ekosistemi olusturmasidir. Sosyal bilgiler
dersinde dijital 6ykii kullaniminin etkisini inceleyen Demir (2019), dijital dykiilerin dersleri
daha ilgi ¢ekici ve eglenceli hale getirdigini ortaya koyarak bu sayede 6grencilerin derse karst
ilgisinin arttigin1 bunun sonucu olarak da basariy1 artirip kalic1 bir 6grenmenin gergeklestigini
saptamistir. Ayn1 neden ilizerinde duran Mangal (2020), dijital dykiiler ile yiiriitiilen siirecin
cok eglenceli ve zevkli gectigine isaret ederek bdyle bir 6grenme ortaminin daha kolay
Ogrenme i¢in dgrencilere bir firsat oldugunu belirtmistir. Dijital dykii siirecine kapsamli bir
sekilde yaklasan Yiizer ve Kiling (2015) ise eglenceli 6grenme cevrelerinin 6grenmeleri daha
cekici ve kolay kildigin1 vurgulamistir. Ayni neden iizerine yapilan benzer vurgularin farkl
aragtirmacilart ortak neden/ler etrafinda birlestirdigi goriilmektedir. Dijital Oykiilerin
akademik basar1 tlizerinde olumlu etki saglamasinin t¢lincli nedeni: “Dijital oykiilerin
ogrencilerin ilgisini ¢ekmesidir.” Ayni neden iizerine deginen farkli ¢caligmalara bakildiginda;
dijital Oykiilerin sosyal bilgiler ders siirecine sagladigi katkilar1 degerlendiren Saritepeci
(2016), dijital oykiiler ile 6gretim siirecinde dgrencilerin daha aktif olduklari, daha fazla caba
harcadiklari, 6gretmen ve arkadaglari ile iletisim ve etkilesim kurduklarina dikkat ¢ekmis, bu
durumun 6grencileri daha tiretken kildigina, duragan ve sikici goriilen sosyal bilgiler dersinin
daha eglenceli bir hale doniistiiglinii belirtmistir. Bunun da dogal olarak 06grenme
performansina olumlu yansidigini agiklamistir. Bu arastirmanin nitel bulgularia yansiyan
dordiincii neden: “Dijital éykiilerin 6grencilerin motivasyonunu artirarak onlarin é6grenme
stirecinde sikilma hissini azaltmasidir.” Dijital Oykiilere sosyal bilgiler dersinde yer veren
Selanik-Ay (2020), dijital Oykiilerin O0grencileri motive ettigini, dersi daha ¢ekici hale
getirdigini boylece O6grencilerin derse daha aktif katilim sagladiklarim1 ortaya koymustur.
Gomleksiz ve Pullu (2017) ise dijital dykiilerin 6grencileri derse giidiileyip onlarin derse

katilmmi sagladigimi bdylece kalict dgrenmeler ortaya ¢ikardigini belirtmistir. Oyle ki
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akademik basariy1 saglamada derse karsi ilgi duyup siirece motive olmak kilit bir role sahiptir

(Yiizer ve Kiling, 2015). Dijital dykiiniin 6grenci tlizerinde olusturdugu motivasyon hem bu
aragtirmanin hem de farkli aragtirmacilarin ortak tespitidir. Bu arastirmada dijital oykii ve
akademik basar1 arasindaki iligkiye yonelik tespit edilen besinci neden ise “Dijital oykiilerin
ogrencilerin derse katilimina imkdn tanimast ve 6grenme stireglerinde aktif olmalaridir.” Bu
nedeni Bromberg vd., (2013) dijital oykiilerin 6grenci merkezli olmasina Robin (2008),
ogrenme siirecinde 6grencilerin dogrudan yer almasina Demirer (2013), dijital oykiiler ile

yapilandirmaci 6gretim yaklasiminin 6grenme siirecine entegre olmasina baglamislardir.

Yeni bin yilda ¢cocuklar dijital diinyanin tiim iirtinleri (bilgisayar, internet, cep telefonu,
kamera vb.) ile dogup biliylimektedirler (Turan ve Sezginsoy-Seker, 2018). Bu baglamda
cocuklarin teknolojiden hoslanma, teknolojik araclardan kaygilanmama, teknolojiyi etkili ve
verimli kullanma gibi teknolojiye yonelik tutumlarinin (Kenar ve Balci, 2012) gelisimi
olduk¢a 6nemlidir. Arastirmadan elde edilen ikinci bulgu, sosyal bilgiler ders siirecine entegre
edilen dijital oykiilerin 6grencilerin teknolojiye yonelik tutumlarinda olumlu yonde anlamli
bir etki ortaya c¢ikardigini gostermektedir. Ortaya ¢ikan bu olumlu etkinin nedeni yine
ogrencilerden elde edilen nitel bulgular ile goriiniir olmaktadir. O.17. “Teknoloji ile derslerin
islenmesi once beni korkuttu. Cok zorlanacagimi diisiindiim. Ciinkii teknolojiye karsi
onyargim vardi ancak dersler islendikten sonra ¢ok keyifle bilgiler 6grendim ve on yargim
bitti.” 1fadesiyle dijital dykiilerin 6grencilerin teknolojiye yonelik tutumlarindaki degisimi
acik bir sekilde ortaya koymaktadir. Alan yazin incelediginde dijital dykiiler ile teknolojiye
yonelik tutum arasindaki iliskiyi ifade eden sinirli sayida ¢aligma olsa da dijital oykiiler ile
teknolojiye yonelik tutum arasinda bag kuran farkli calismalara rastlanmistir. Bu bag farkli
aragtirmalar iizerinden degerlendirildiginde; 6gretim siirecinde dijital oykii kullaniminin
ogrencilerin teknolojiye yonelik tutumlari iizerindeki etkisini ele alan Balaman (2016), dijital
oykiilerin G6grencilerin 6gretim teknolojileri bilgi diizeyini artirdigi, teknolojiye yonelik
tutumlarim1 olumlu etkiledigini ifade etmistir. Dijital dykii ve teknolojiye yonelik tutum
arasindaki iliskiye deginen farkli bir ¢alismada Chan vd. (2017), 6grencilerin dijital dyki
olusturma siirecinde dogrudan yer almalarinin onlar1 kamera kullanmaya, video ¢ekmeye, ses
kaydr yapmaya, hazirladigi videoyu paylasmaya yonelttigine dikkat cekerek bu sayede
ogrencilerin dijital yeterlilik, dijital kullanim ve dijital doniisiim agisindan gelistirdigini ortaya
koymuslardir. Alan yazinda yer alan farkli calismalarin sonuglari bir biitiin olarak
degerlendirildiginde, dijital Oykiiler araciligiyla sosyal bilgiler dersi iizerinden yiiriitiilen bu

arastirmanin bulgular birbiriyle ortiismektedir.
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Smirhhiklar

Dijital dykiileri 6gretim siirecine dahil eden bu calismanin bulgular1 birtakim sirliliklar
tasimaktadir. Calismanin ilk sinirlilign  ¢alisma grubunun ilkokul dordiinci  sinif
ogrencilerinden olusmasidir. Ciinkii dijital Oykiiler ile yiiriitilen 6gretim siireci bu yas
grubunda anlamli 6grenmelere isaret ederken farkli ¢alisma gruplarinda farkli sonuglar
cikarabilir. Calismanin ikinci sinirhiligir hazirlanan dijital Gykiilerin bu calismaya 6zgii
olmasidir. Oyle ki farkli dijital dykiiler farkli sonuglara isaret edebilir. Calismanin iigiincii
siirliligr ¢calismanin yiiriitildiigii tinite/6grenme alanina yoneliktir. Bu ¢calismada yer verilen
dijital oykiiler dordiincii sinif sosyal bilgiler dersi kiiresel baglantilar 6grenme alanina
yoneliktir. Dijital Oykiiler farkli {inite ve Ogrenme alanlarinda farkli sonuclar ortaya

cikarabilir.
Sonuc ve Oneriler

Ogretim siirecini kolaylastirmak i¢in sinif ekosistemine entegre edilen dijital dykiiler (Bello
vd., 2021) gorsel, ses, video gibi ¢esitli dijital medya 6geleri ya da web 2.0 uygulamalari ile
(Robin, 2008) sosyal bilimlerden fen bilimlerine farkli 6gretim kademlerinde ¢ok yonlii
ogrenme ciktilar1 olusturdugu tespit edilmistir. Bu etki hizli bir sekilde devam etmektedir.
Aktif 6grenme stireclerini sosyal bilgiler dersine entegre etmek 6grencilere etkili bir 6grenme
yasantist kazandirabilir mi? sorusu lizerine kurulu olan bu arastirmada, dijital Oykiiler
ogrencilere eglenceli, merak uyandirici, gorsel, katilimci bir yasanti sunarak 6grencilerin
onemli 6grenme ¢iktilar: (akademik bagari, teknolojiye yonelik olumlu tutum) elde etmelerini

saglamustir.

Aragtirmadan elde edilen bulgular ve arastirma sonucuna bagli olarak su Oneriler

siralanabilir:

o Bu arastirmada dijital Oykiiler arastirmacilar tarafindan hazirlanarak bu
materyallerin etkisi incelenmistir. Farkli caligmalarda dijital 6ykiilerin dogrudan 6grenciler
tarafindan yapilmasina imkén saglanip dijital 6ykii hazirlama siirecinin 6grenciler tizerindeki
etkisi incelenebilir.

. Bu arastirma ilkokul dordiincii sinif 6grencileri ile sosyal bilgiler dersinde
yiirtitiilmiistlir. Farkli ders ve 6grenim diizeylerinde benzer ¢alismalar yapilabilir.

. Bu arastirmanin odaginda akademik basar1 ve teknolojiye yonelik tutum yer
almistir. Farkli calismalarda 6z giiven, 6z diizenleme, motivasyon, yaraticilik, dijital

okuryazarlik gibi ¢esitli degiskenler {izerine arastirmalar yapilabilir.
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Etik Kurul izin Bilgisi: Bu arastirma, Atatiirk Universitesi Sosyal ve Beseri Bilimler Etik

Kurulu Egitim Bilimleri Birim Etik Kurulunun 03/02/2022 tarihli 13 sayili karari ile alinan

izinle yiiriitiilmiistiir.

Yazar Cikar Catismas1 Bilgisi: Yazarlar arasinda herhangi bir c¢ikar c¢atismasi

bulunmamaktadir.
Yazar Katkisi: Arastirmanin tiim asamalarinda yazarlar esit katki saglamiglardir.
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Abstract

The aim of this study is to examine the impact of social studies course conducted through digital
storytelling on students’ academic achievement and attitude towards technology, and to determine
student views on such a learning process. Embedded mixed methods design was used in the study,
consisting of 41 fourth grade students at a primary school. An academic achievement test, an attitude
scale towards technology, and a semi-structured interview form developed by the researchers were
used as data collection tools. Descriptive and predictive statistics were used in the analysis of the data
obtained from the academic achievement test and the scale of attitude towards technology, while the
data obtained from semi-structured interviews were analysed with content analysis. The quantitative
findings showed statistical significance in favour of the experimental group students in terms of
academic achievement and attitude towards technology, whereas the qualitative data explained the
reasons for the difference in a way that supported the quantitative data. The results indicated that digital
stories that are entertaining and encouraging to watch and listen, in addition to enabling active
participation in the process proved to increase the students’ academic achievement by creating easy
and permanent learning opportunities and to be efficacious in developing positive attitude towards
technology. From this perspective, it can be argued that digital storytelling, which offers a rich content
to achieve meaningful learning, is an alternative pedagogical way that can be utilized in social studies

lessons.
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Introduction

With the increasingly intense use of technology, it has now become a necessity to provide
students with the learning environments supported by social, participatory and rich
multimedia so that they can benefit from active learning experiences (McLoughlin & Lee,
2010). This necessity requires students and teachers to use digital technologies effectively for
the purpose of creating efficient educational environments (Gonscherowski & Rott, 2022;
Goktas, 2006; Haleem et al., 2022; Sailer et al., 2021; Seale et al., 2021). The reason for this
is that digital technologies are constantly reshaping how students access information,
communicate, and learn inside and outside the classroom (Smolin & Lawless, 2007). As a
matter of fact, apart from helping students develop many competencies such as thinking,
problem solving, and digital literacy (Partnership for 21% Century Skills, 2006), technology-
enriched learning environments not just increase motivation (Susskind, 2005), but also
support more innovative teaching and learning styles (Shapley et al., 2010). With this support,
desirable changes in teaching and learning styles (Prensky, 2001) can be achieved to
encourage learning by providing students with rich experiences (Schunk, 2009), as a result of

which teaching and learning develops significantly (Hew & Brush, 2007).

Research has shown that it is of great importance to include dynamic activities in
learning and teaching environments in order to develop positive attitude towards the lesson,
to increase the motivation towards the lesson, and to ensure active participation in the lesson
(Yang & Wu, 2012). However, achieving this may be much more difficult for some particular
courses. One of these courses is the social studies course (Saritepeci, 2016). Research has also
indicated that students consider the social studies course as a monotonous and boring one,
based on rote-learning (Akengin et al., 2002; Heafner, 2004; Yigit, 2007). This situation may
be a consequence of many reasons such as difficulty in attracting attention, inability to do
activities to increase interest (Gonen¢ & Acikalin, 2016), failure in motivating students,
inability to arouse curiosity, having an intense program content (Cakmak & Aslan, 2016),
containing many abstract concepts (Memisoglu & Tarhan, 2016; Unal & Er, 2017), and
teaching a verbal-oriented course. Such negative aspects and existing problems have led social

studies educators to seek alternatives to address the issue.
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Technological applications that can be quickly integrated into learning and teaching

processes can offer a practical solution to this quest of social studies educators. As one of the
technological applications to provide an efficacious (Emert, 2014), modern and interesting
(Psomos & Kordaki, 2012) method that offers powerful learning experience (Jakes &
Brennan, 2005) and that can be applied to different content while covering many 21 century
skills, digital storytelling can function as a complementary and empowering tool (Dakich,
2008) to be employed as an alternative pedagogical method in teaching the subject matter of

a social studies course (Britt, 2008; Kurtdede-Fidan & Ozaydin, 2021).
Theoretical Framework
Digital Storytelling

As a universal practice, stories in all cultures (Dawkins & O’Neill, 2011) have always been
considered as one of the oldest methods (Kulla-Abbott, 2006), used in understanding and
conveying information, thoughts and different cultures (Crane, 2008), as well as helping
people perceive the world around them (Glassner, 2001). This method is likely to help better
understand complex ideas, concepts and information (Xu et al., 2011), support the permanence
of information (National Council of Teachers of English, 1992), and develop critical thinking
(Saritepeci, 2017), and is also an effective way to boost imagination (Baki, 2019). The rapid
advancements in technology have enabled the discovery of using storytelling in digital
environments (Robin, 2014), and moreover, traditional storytelling and various multimedia

technologies have been combined to initiate digital storytelling (Normann, 2011).

Even though digital storytelling is considered as a modernized version of traditional
storytelling (Razmia et al., 2014), research shows that it goes beyond traditional storytelling
since it tends to contribute to increasing students’ interest and motivation in the learning
process, facilitating collaboration among students and the organization of ideas, presenting
information in a meaningful way, and enabling students to understand complex content with
ease (Van Gils, 2005). The concept of digital storytelling was first developed by the Centre
for Digital Storytelling in California (Lowenthal & Dunlap, 2010), founded by Joe Lambert
and Dana Atchley in the late 1980s (Behmer, 2005), and finally introduced by Joe Lambert
(Rahimi & Yadollahi, 2017). Digital storytelling comprises using short (3-5 minute) narratives
that consist of various multimedia components such as figures, pictures, sound, videos and
animations (Gregori-Signes, 2014). Such multiple components of communication used in the
narratives benefit the learners with respect to comprehending the information, establishing the

relationships with different information, and to achieving the objectives such as structuring
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the information (Garrety, 2008). In doing so, the main goal is to ensure the active participation

of students by making the learning process interesting and to help students better understand
the subjects through learning by doing, besides encouraging them to take their own learning
responsibilities (Bromberg et al., 2013). In this context, digital storytelling has certain
functions such as containing a message, giving information, changing or expanding the

thought (Atchley, 2010).

In order to fulfil such functions, some classifications of the elements have been made
by different field experts in order to include the specified elements in digital storytelling.
Based on the common points of the classifications, some elements must necessarily be
included in digital storytelling. These elements are purpose, point of view, dramatic question,
emotions, rhythm, visual items, music, vocalization, and economy (Miller, 2014). In addition
to using these elements already reported in the literature, it is also necessary to prepare digital
stories in accordance with some steps. Table 1 demonstrates the steps created by different

researchers in this regard.

Table 1

Digital Stories Preparation Process

Researcher(s) Steps
Jakes & Writing and scripting; storyboarding; finding necessary multimedia tools;
Brennan creating a digital story; and sharing it.

(2005)

Barrett (2009)  Writing a script and getting feedback; editing digital sounds, choosing
and editing the visuals to be used in the story, combining the sound and
footage, adding background music, titles, transitions and effects, and

publishing the digital story.

Frazel (2010)  Setting the aim, writing the story or script, designing the storyboard,
determining the evaluation criteria, preparing the story elements and
combining them with the specified digital storytelling tool, presenting the
digital story in the classroom environment, receiving feedback, making

the necessary corrections and broadcasting it on an online platform.
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Lasica (2010)  Deciding on the story to be told, collecting the materials, writing the
script: preparing the equipment, creating the storyboard, digitalizing the
equipment, creating the sound recording, adding the music, editing the

story, and sharing the story.

Morra (2013)  Writing by putting forward an idea, researching, exploring, learning;
creating scripts, storyboarding/writing; collecting/creating audios, images
and videos: putting components together; sharing; feedback; and

reflection.

Talan (2021) Determining the topic, generating ideas; digitalizing scripts and footage;

putting together and editing the pieces, and sharing stories for comment.

The Impact of Digital Storytelling on Learning Qutcomes

With the rapid acceleration of technological advancements, digital storytelling involved in
learning processes has been used in a variety of fields and disciplines, such as science
education (Hung et al., 2012), language education (Nishioka, 2016), computer education
(Bugis, 2018), social studies education (Saritepeci, 2016), teacher education (Stenhouse &
Schafer, 2019), as well as in preschool (Smith, 2018), primary school (Yoon, 2013),
secondary school (Gordon, 2011), high school (Yang & Wu, 2012), and university (Abdel-
Hack & Helwa, 2014). Research shows that digital storytelling, which can be applied in
different disciplines and teaching levels, are likely to yield multiple learning outcomes in
learning processes. Figure 1 illustrates the learning outcomes of digital storytelling from a

holistic perspective.

Generally considered as a pedagogical tool, digital storytelling supports meaningful
(Tan et al., 2014) and active learning. They not only make learning meaningful and active, but
also transform learning into something fun (Frazel, 2011) and creative (Razmia et al., 2014),
thereby increasing students’ attention and interest (Robin, 2008 ). In this respect, this leads to
higher academic achievement and permanence by positively affecting student participation,
motivation, and attitude towards the lesson (Hurlburt & Voas, 2011). In a similar sense, digital
storytelling encourages students to use technology (Ming et al., 2014) and enhances digital
literacy (Sevilla-Pavon et al., 2012). Despite making many contributions in terms of learning
outcomes, digital storytelling also poses various limitations for teachers and students. Among

these limitations are problems such as lack of hardware and software, and time limits (Dayan,
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2017), poor Internet access (Karakoyun, 2014), lack of knowledge of teachers and students in

the use of technology and their attitude towards technology (Bauer & Kenton, 2005). It is
undeniable that eliminating these problems is necessary to achieve the desired effects of digital

storytelling.

Figure 1
Learning Outcomes of Digital Storytelling
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Despite the increased number of studies on the effectiveness of the use of digital
storytelling in terms of different research fields and sample groups in recent years, it is obvious
that the number of studies on digital storytelling in social studies course still remains limited.
These studies have been conducted mostly at the secondary school level (Karatas, 2019; Pala,
2021; Saritepeci, 2016; Saripudin et al., 2021; Turan & Sezginsoy- Seker, 2018; Yigit, 2020),
along with very few studies conducted at the primary school level (Unlii, 2018; Selanik-Ay,
2020). However, considering the importance of making information concrete especially in
primary school (Slavin, 2017), it is of great importance to concretize the social studies course,

which includes abstract concepts, through digital storytelling for children in the concrete
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operational stage. As a matter of fact, according to Robin (2008), digital storytelling is likely

to make the lesson more understandable due to the opportunity to concretize the lesson. The
literature review has suggested that there is a need for studies to reveal the impact of digital
storytelling, especially in the fourth grade social studies course. Digital storytelling can yield
important learning outcomes for the social studies course, which is often conducted with
presentational learning strategies (Saritepeci, 2016). Although a variety of skills (motivation,
problem solving, writing skills, and communication, etc.) are developed over digital
storytelling in the literature, it is evident that the number of applied studies on attitude towards
technology (Balaman, 2016; Chan et al., 2017) remains insufficient. This study is expected to
contribute to the literature in this regard. In the light of this information, answers to the

following research questions (RS) were sought in the study:

RS.1: Does the use of digital storytelling have a significant impact on students’
academic achievement?

RS.2: Does the use of digital storytelling have a significant impact on students’
attitudes towards technology?

RS.3: What are the students’ views on the course process conducted with digital

storytelling?
Method
Research Design

This study was conducted by using a mixed research approach. This approach is not simply
bringing together qualitative and quantitative data to better understand an existing problem.
In mixed research, on the contrary, it is essential to integrate both quantitative and qualitative
data sets with each other and draw conclusions by taking advantage of the integration
(Creswell, 2015). Some particular research design patterns such as triangulation, embedded
pattern, explanatory and exploratory classification are used to ensure integration (Creswell &
Plano-Clark 2007). This study employed the embedded pattern from among the mentioned
patterns (Creswell, 2009). A semi-experimental design with a pre-test and post-test control
group was used in the quantitative dimension of this study (McMillan & Schumacher, 2014),
while in the qualitative dimension, semi-structured interviews were conducted to support the
quantitative data set. The main purpose for choosing the embedded design for this study was
to examine the impact of using digital storytelling on students’ academic achievement and

attitude towards technology and to evaluate students’ views on the relevant practice.
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Sample Group

The sample group consisted of a total of 41 fourth-grade students studying in two different
classes of a primary school in the central district of Erzurum in the 2021/22 academic year.
As one of the purposive sampling methods, convenient sampling method was used to ascertain
the group since this method allows the study to be conducted by selecting the group members
as subjects on the basis of being easily accessible or suitable for the purpose (McMillan &
Schumacher, 2014). One of the classes was designated as the experimental group in which
digital storytelling were used [ Experimental Group (EG), n=21], and the other as the control
group in which they were not used [Control Group (CG), n= 20]. Table 2 presents the

demographic data about the sample group.

Table 2
Demographic Data About the Sample Group

Groups Gender Frequency Percentage (%)
Male 11 52.38
EG
Female 10 47.62
Male 9 45.00
CG
Female 11 55.00
Total 41 100

Since the existing classes were determined to be included while selecting the members
of the experimental and control groups, no random assignment was made and the groups were
randomly selected from the existing classes. In order to collect the qualitative data, semi-

structured interviews were conducted with all the students in the EG.
Data Collection Tools
Academic Achievement Test

In order to determine the clear impact of a lesson conducted through digital storytelling on the
academic achievement of students, the researchers prepared the “Academic Achievement
Test” (AAT), which covers the intended learning outcomes related to the learning area called

“Global Connections” of the fourth-grade social studies course. For the purposes of the AAT,
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first of all, a specification table was created in a way that would contain the subject matter and

intended learning outcomes of the relevant learning area (content validity). Following this, the
questions were prepared by considering the relationship between the cognitive domain
learning steps and the achievements in Bloom’s taxonomy. Expert opinion was sought in order
to determine to what extent the prepared AAT questions measure the intended goals and
behaviour, as well as the suitability of the questions to the students’ cognitive levels, and of
the grammatical suitability. In line with the expert feedback, necessary arrangements were
made and a multiple-choice (four-choice) draft AAT consisting of a total of 30 questions was
prepared. Then, the pilot trial of the draft achievement test was conducted (with a total of 120
fifth-grade students who learned the topics in the learning area of Global Connections one
year previously), and item analyses in the test (item difficulty indexes, item discrimination
indexes, item difficulty mean index, item discrimination mean index, and KR-20 internal
consistency coefficient) were performed in the TAP (Test Analysis Program). As a result of
the analyses, 10 items that appeared to have no appropriate item difficulty and discrimination
indices were removed from the test and the 20-question AAT was made ready for application.
It is often desirable that the average of the item difficulty indexes of the items in the test be
0.50 while the achievement tests are being prepared in order to accurately measure the target
features (Kan, 2017), and that the item discrimination index of the items forming the test
should be .30 and above (Atilgan, 2017). In addition, it is preferred that the Kuder-Richardson
20 (KR20) value of the test to be at least .70 and above so that it can provide reliable
measurements (Fraenkel, Wallen, & Hyun, 2012). In this study, the mean difficulty of the 20
items in the AAT was .57, mean distinctiveness .47, and the KR-20 value .76.

The Scale of Attitude towards Technology

The Scale of Attitude towards Technology (SATT) developed by Kenar and Balc1 (2012) was
used to determine students’ attitude towards technology. Consisting of a total of 12 items
(Sample item: I can use technology effectively and efficiently) and three sub-dimensions
(interest and satisfaction, anxiety, time spent and its content), the scale was graded as a 5-
point Likert scale ranging from “strongly agree” to “strongly disagree”. The lowest score to
be obtained from the scale was 12, with the highest being 60. The researchers who developed
the scale found the Cronbach’s Alpha reliability coefficient for the overall scale as.76. For

this study, however, we found the Cronbach’s Alpha reliability coefficient of the scale as .82.
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Semi-Structured Interview Form

A semi-structured interview form was prepared by the researchers so as to determine the
impact of digital storytelling on academic achievement and attitude towards technology. The
questions in the interview form consisted of open-ended questions with short sentences
suitable for the level of the students. A total of four questions were included in the interview
form, in line with which the interviews were conducted with the students in the experimental
group. The students were informed that the interviews would only be used for research

purposes, their identity information would be kept confidential and their names be given codes

(S1,S2, S3... S21).
Material Design Process

In modern technologies, various tools exist for the production and editing of animation-based
digital content. Most common of such tools are animation-based programs like Powtoon,
Vyond, Plotagon, Animaker, Toontastic, Story Bird, and Story Jumper. Moreover, Movie
Maker and iMovie are likewise used in creating digital stories (Rossiter & Garcia, 2010). In
this study, the researchers prepared the digital stories related to the four learning outcomes
included in the learning area called, Global Connections, within the social studies course, by
using Powtoon, based on the digital story steps created by Jakes and Brennan (2005). Powtoon
was preferred because it is a useful web-based application that creates templates, characters,
music and various animation add-ons in the preparation of digital stories (Baki, 2015). As can

be seen in Figure 2 below, the steps to making a digital story are as follows:

Figure 2
Steps to Making a Digital Story

Steps to Making a Digital Story

The first step in writing a digital story is to write a draft script, so such scripts were prepared by
the researchers considering the intended learning outcomes as covered within the scope of the
learning area of the Global Connections as part of the fourth-grade Social Studies course. They
were created in such a way as to include the relevant information in the textbook. Next, whether or
not the infor ion to be ¢ ¥ with the story was clearly expressed was evaluated by

submitting it to the expert.
Creating the script

;:‘hl-nscript was given its final form after having being written as a
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Finding multimedia items

Appropriate multimedia materials such as sound, music, pictures and figures were searched and
selected from the Internet or different environments in such a way as to reflect the integrity of the
subject so that they could be used in the relevant scenario. All of them were recorded into the computer
for the purpose of editing, and a voice-over with emphasis and emotion was made to reflect the scenario
by paying attention to the sound quality.

Creating the digital story
A storyboard was prepared to see the
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Based on the steps to make digital stories presented above, Figure 3 below illustrates

an example of one of the digital stories prepared specifically for the intended learning outcome
specified for the learning area of Global Connections, in line with the following statement:
“4.7.2. “At the end of the session, a successful student will be able to recognize Turkey’s
relations with its neighbours and other Turkic Republics” (Ministry of National Education

[MEB], 2018).

Figure 3
An Example of Digital Storytelling
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Implementation Process
As presented in Figure 4, the study was conducted with 41 fourth-grade students studying in
two different classes of a primary school [Experimental Group (EG)==21 and Control Group
(CG)=20].

Figure 4

Implementation Process

» »

The implementation process lasted for a total of six weeks, three course hours per
week. In the first week, the classroom teachers and students were clearly informed about the
purpose of the study. Upon the explanations, while ABT was applied to the students in both
groups as a pre-test; TYTO was applied to the students in DG as a pre-test. After the
implementation of the pre-tests, the relevant learning area began to be taught in both groups.
In the experimental group, the subject matter of the relevant learning area was explained with
digital storytelling displayed on the smart board in addition to covering the information in the
fourth-grade social studies textbook. Having watched each digital story, the students were
asked a number of questions about the countries and to respond accordingly. Moreover, the
students were further asked to share information with each other concerning the countries
about which they learned. Finally, the review questions in the textbook were answered
together with the students and the teaching process was completed. In the control group, on
the other hand, the subject matter was explained by the teacher through the social studies
textbook and the students were asked to answer various questions about the subject. The
related evaluation questions in the book were answered together with the students, after which
the teaching was completed. On completion of the teaching of the relevant learning area ABT
was applied as a post-test in both groups, while TYTO was applied to students in DG as post-
test and the implementation process was completed by interviewing the students in the
experimental group in order to evaluate their views on the lesson process conducted with
digital storytelling. After the implementation was over, face-to-face interviews were
conducted with the students individually. While the classes were continuing during school

hours, the participants were informed about the purpose and content of the interviews to be
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held in a separate room determined by the school administration. During the interview, in an

average of 15-20 minutes, the students were asked questions and expected to respond to them.
In the meantime, necessary explanations were made in places where there seemed a lack of

comprehension. Interviews were conducted by using a voice recorder.
Data Analysis

For data analysis, first of all, the data set was arranged and checked to make sure that the
assumptions required for the analysis on the quantitative data were met. Since the number of
students in the sample group was less than 30, the Shapiro-Wilk test was used for normality
analysis (Ak, 2018). As a result of the normality analysis, the researchers decided to use
independent samples t-test and paired samples t-test for the data set from among parametric
tests since the data set showed a normal distribution. Before the paired t-test was performed,
the researchers examined whether the data provided the assumptions of normal distribution
(over the difference scores) and that the difference scores were independent from each other.
Prior to the independent samples t-test, they also checked whether or not the data provided the
assumptions of showing normal distribution, the groups had equal variances, and each data
was independent of one another (Can, 2017). As a result of the analysis of the quantitative
data, the effect size value was calculated. For the effect size value, 0.2 represents a small
effect, 0.5 a medium, and 0.8 a large effect size (Green & Salkind, 2005). These values were
taken into account for the effect size in the present study. Moreover, content analysis was used
in the analysis of the interviews conducted with the students in the experimental group in order

to evaluate the implementation process with respect to student views.
Research Ethics

Prior to the study, necessary permissions (a permission certificate given by the MoNE and
Ethics Committee approval certificate from the relevant institution) were obtained by the
researchers. Then, the school administration, the teacher of the course and the students to
participate were informed about the process. The students were also informed that they would
not encounter a negative situation throughout the process, that the data obtained from them
would only be used for scientific purposes, and that their identity information would not be
used at any stage of the study by keeping their identity confidential, as well as that

participation in the study was on a voluntary basis.
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Results

Quantitative Results
Results From the Academic Achievement Test

The students in the EG and CG were administered the Academic Achievement Test (AAT) as
a pre-test and post-test in order to determine the impact of the course process conducted by
using digital storytelling on the academic achievement of the students. Table 3 presents the
results of the independent samples t-test analysis and of the descriptive statistical analysis,
which were conducted to determine whether the use of digital storytelling had a significant

impact on the academic achievement of the students.

Table 3
Descriptive Statistics and Independent Samples t-Test Results on Pre-Test and Post-Test Data
Obtained from the AAT

AAT Groups N X Ss sd t p
Pre-test EG 21 33.33 10.16
39 20 .84
CG 20 34.00 11.19
Post-test EG 21 78.81 14.56
39 -6.70 .00
CG 20 49.25 13.59

As can be seen in Table 3, the descriptive statistics of the data obtained from the pre-
test of the AAT indicate that the pre-test mean scores (DG; X = 33.33; KG; X = 34.00) of the
students were close to each other with no statistical significance between the groups in terms
of academic achievement (t;39)=.20, p>0.05). In this case, it can be argued that the academic
achievements of the studentts in the experimental and control groups had been equivalent to
each other even before they started learning about the subject matter in the relevant learning
area. However, according to the data obtained from the post-AAT (Table 3), the mean score
of the students in EG (EG; X= 78.81) was higher than that of those in the CG (CG; X= 49.25),
and such a difference between the mean scores was found statistically significant (t;39)= -6.70,
p<0.05). The effect size value calculated as a result of the analysis was d=.53, a value

indicating a moderate effect.
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Results on Attitude Towards Technology

The students in EG were administered the Scale of Attitude Towards Technology (SATT) as
a pre-test and post-test in order to determine the effect of the lesson process conducted using
digital storytelling on students’ attitudes towards technology. Table 4 demonstrates the results
of the paired samples t-test analysis and descriptive statistical analysis, which were conducted
to determine whether the use of digital storytelling had a significant effect on students’

attitudes towards technology.

Table 4
Descriptive Statistics Results related to the Pre-Test and Post-Test Data Obtained from the
SATT and Paired Samples t-Test Results

SATT N X Ss sd t p
EG (Pre-test) 21 32.33 4.68

20 -9.02 .00
CG (Post-test) 21 43.33 2.86

As can be seen in the given table that the SATT post-test mean scores (X= 43.33) of
the students in the experimental group are higher than their pre-test mean scores (X= 32.33)
(Table 4). The difference between the mean scores was found to be significant (t0=-9.02, p
<.05). As a result of the analysis, the effect size value was calculated as 1.96, which seemed
to indicate a large effect. In this respect, it can be argued that the use of digital storytelling

positively affected students’ attitudes towards technology.
Qualitative Results
Student Views on the Implementation Process

In this section, the reasons for the positive change that the process of teaching through digital
storytelling created in the social studies course in the fourth grade of primary school on the
academic achievement of the students have been explained with the opinions of the students.
Figure 5 presents the results obtained from the students’ views on the course process with

digital storytelling.

As is presented in Figure 5, the students’ views on the lesson process conducted with
digital storytelling are gathered around four themes: “teaching process, impact on learning,

positive impact and negative impact”, which were explained with direct quotations from
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students. In this connection, having evaluated the impact of digital storytelling on the social

studies course process, S.2 said, “I think the lesson went very well. We learned about all
countries by having fun, telling stories, and examining pictures.” S.8 said, “I really loved
learning lessons through digital storytelling. I have never learned lessons so easily.” S.18
discussed the lesson, taught with digital storytelling, through personal experience, and said,
“We learned so well and slowly. Watching the videos again made it easier for us to learn. We
did not waste time learning about the countries. We no longer need to write in the notebook.
We learned from each other’s ideas while we talked to each other.” Regarding the effect of
digital stories on their own learning processes, S.17 said, “It was very nice to study with digital
stories. It was better than writing in a notebook or memorizing”, and S.11 said, “Studying
lessons with digital storytelling made me enjoy the social studies lesson, so I listened to the

lesson more and learned the characteristics of the countries”.

Figure 5
Student Views on The Learning Process with Digital Storytelling
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Considering the impact of digital storytelling on the teaching of social studies subject

matter or on the academic achievement of the students, S.4 said, “A¢ first, I thought I could
not learn about so many countries. However, the stories were both entertaining and
memorable. Thanks to this, I believe that my academic achievement has increased.” Just like
S.4, another student, S.12, who evaluated the increased academic achievement, said, “We
learned the subject more easily with the stories we watched thanks to technology. After that,
I believe my academic achievement has increased”. The reason for such a positive change
induced by digital storytelling was evaluated through students’ opinions since S.5 said, “My
academic achievement in social studies has increased thanks to digital storytelling because
the stories caught my attention and made me listen to the lesson better.” S.10 said, “Digital
storytelling has improved my academic achievement because it was so much fun to watch. We
watched it several times without getting bored. I think my academic achievement has
increased thanks to this.” Presenting more reasons, S.15 said, “Seeing the pictures while
learning the subjects made it easier for me to learn” and S.20 said, “I never had any difficulties
while learning about the subject matter. In addition, pictures and stories became easier for
me to remember as I could keep them in my mind. My academic performance has also

increased”, and pointed out the importance of visual tools.

When it comes to evaluating the students’ views on the positive aspects of the use of
digital storytelling in the social studies lesson, there are some particular examples related to
this evaluation such as S.19 who said, “The lesson was very entertaining. The stories caught
my attention. We even watched the videos several times. I was never bored”, adding that “all
lessons should be like this”, to draw attention to the use of digital storytelling in other lessons.
Highlighting another critical aspect of digital storytelling, S.8 said, “/ learned much easier
than writing on the board, writing in a notebook, or just listening to the teacher”, and
emphasized that digital storytelling can be an alternative to traditional learning processes.
Viewing this situation just as S.8 did, S.13 also said, “I enjoyed the social studies lesson very
much thanks to digital storytelling. I didn’t even have to go home and work. As I could easily
recall what I watched, I believe my academic achievement increased,” stressing the positive
contributions of the digital story to the learning process through personal achievements. In
addition to these, S.14 said, “I learned by talking and asking questions, and listening to the
thoughts of my friends thanks to digital storytelling”, bringing forward that digital storytelling

provide meaningful learning, which is supposed to be pivotal in active learning processes.
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While there was an overall consensus on the advantages of the use of digital

storytelling in social studies lessons, there were also few negative opinions. As an example,
S.3 said, “The stories were very good, but they could have been a little longer”, bringing up
the necessity to keep the stories longer. S.19 said, “It would be much better if there were some
more pictures in the stories ”, apparently with the aim of mentioning that the stories should be
enriched visually. S.12 said, “It would be much nicer if the digital stories were longer. Now I
am curious about other features of the countries”, drawing attention to the fact that the stories

could be more comprehensive in terms of content.

On determining the multiple effects of digital storytelling on students in the social
studies course process, the researchers evaluated through student opinions how digital stories
changed students’ attitude towards technology. Figure 6 shows the students’ opinions on the

impact of digital storytelling on their attitude towards technology.

Figure 6
Student Views on The Impact of Digital Storytelling on Attitudes Towards Technology

Student views on the effect of digital stories on attitudes towards
technology
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As can be seen in Figure 6, the effect of conducting lessons through digital storytelling

on students’ attitude towards technology is explained on the basis of direct quotations taken
from students’ opinions. Among these examples, S.11 said, “/ thought [ would have difficulties
because it is about making use of technology. However, it was very easy for me to learn the
subjects,” pointing out that using technology is in fact not challenging, and that one can learn
better thanks to technology. Moreover, S.18 said, “Learning about the subjects using
technology has made the lesson very enjoyable”, implying that it is enjoyable to deal with

technology. S.9 said, “Learning through technology during the lesson has made the social
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studies course much more fun. We learned while having fun”, highlighting the fun aspect of

using technology as a means of teaching. On the other hand, S.3, who discussed a different
aspect of technology in relation to digital storytelling, revealed that contrary to the common
belief that technology wastes time, it saves time for learning. In particular, S.3 said, “/¢ helped
me learn a lot of information more effectively in a shorter time”. Addressing an important
aspect of technology just like S.3, S.17 said, “Studying with technology scared me at first. 1
thought it would be very difficult because I had a prejudice against technology, but at the end
of the lessons, I realized that I had learned a lot of information with ease, and all my prejudice
was over”, emphasizing that the digital storytelling included in the social studies class were

an important opportunity and step triggering a positive change in technology-related attitude.
Discussion

Having included digital storytelling in the social studies course as an alternative learning
process, the present study aimed to examine the impact of digital storytelling on students’
academic achievement and to explore whether there was a change in students’ attitude towards
technology. The initial results obtained at the end of the teaching process with digital
storytelling revealed a significant outcome in favour of the students in the experimental group
in terms of academic achievement. Our initial results and those of many other studies in the
literature show some similarities (Basaran, 2019; Demir, 2019; Erdogan, 2021; Hung et al.,
2012; Karatas, 2019; Kirikcr et al., 2020; Pala, 2021; Ulu, 2021; Wu & Yang, 2008). Digital
storytelling is believed to enable students to show active participation in learning in different
education levels and different courses (Demirbas & Sahin 2020), facilitate learning besides
providing permanent learning (Tatan, 2021), which all constitute a common basis in many

studies.

In the relevant literature, the positive change brought about by digital storytelling on
academic achievement has been reported in many empirical studies as well as meta-analysis
and systematic analysis studies that subject the relevant literature to a holistic evaluation. As
an example, Akgiin and Akgiin (2020) made a meta-analysis on the effect of digital story use
on academic achievement and reported that digital storytelling was influential on academic
achievement and that the overall effect size value (Hedge’s g = 1.081) corresponded to a very
high value. The researchers even stated that digital storytelling had provided a positive change
on academic achievement at all educational levels. In a similar manner, Sahin and Coban
(2020) investigated the impact of digital storytelling on academic achievement through meta-

analysis, and revealed that digital storytelling led to a positive change on student achievement,
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the effect size of which was high. The researchers concluded that the resulting success existed

in many different courses as well, rather than only one course. Dealing with the impact of
digital storytelling on academic achievement through the social studies course, this study has
revealed that digital storytelling had a moderate impact on academic achievement [d= .53].
Both the empirical results reported in the literature and those of this study support each other

regarding the positive impact of digital storytelling on academic achievement.

Considered as a pedagogical tool suitable for all ages and grade levels (Robin, 2006),
digital storytelling has proven to make positive changes on the academic achievement of
students in the learning process as supported by several possible reasons based on qualitative
findings. The very first of the reasons that emerged in this study in particular is that “Digital
storytelling helps make the content concrete since visual elements are included in the subject
matter of social studies, which consists of an abstract content (independence, culture,
tradition, etc.).” Addressing the same aspect, Turan and Sezginsoy-Seker (2018) explained
the situation with the statement that “digital storytelling is an important tool in materializing
the context of abstract thinking in the social studies course, where abstract concepts are
heavily involved”, while Kotluk and Kocakaya (2017) pointed out that digital storytelling is
especially efficacious in teaching boring, complex, and confusing subject matter, as well as
materializing abstract concepts and making them more comprehensible. Moreover, Turgut
and Kisla (2015) attributed this change caused by digital storytelling to the fact that digital
storytelling promotes permanent learning by activating multiple senses such as hearing, seeing
and feeling, while Robin (2008) stated that the integration of visual elements with written

content in the digital storytelling enables students to understand the subject more easily.

The second reason that stands out for the relationship between digital storytelling and
academic achievement is that digital storytelling is likely to create an enjoyable and
entertaining learning atmosphere throughout the learning process. Examining the effect of
digital storytelling in a social studies lesson, Demir (2019) found that it made the lessons more
interesting and fun, thereby increasing the interest of the students towards the lesson, as a

result of which permanent learning was more likely to be achieved.

Focusing on the same reason, Mangal (2020) pointed out that the learning process with
digital storytelling was so much fun and enjoyable, stating that such a learning environment
was an opportunity for students to learn much more easily. On the other hand, Yiizer and
Kiling (2015) emphasized that fun learning environments were more likely to make the

learning process more attractive and easier. Research shows that similar emphasis has been
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made on the same cause by many different researchers. The third reason why digital

storytelling has a positive effect on academic achievement is that “digital storytelling attracts
students’ attention.” In one of the studies that have addressed the same reason, Saritepeci
(2016) evaluated the contribution of digital storytelling to the social studies course process,
pointing out that students were more active, spent more effort, communicated and interacted
with their teachers and friends while learning through digital storytelling, and that social
studies lesson, which had previously been regarded as dull and boring, turned into a more
enjoyable one. The researcher further explained that this naturally reflected positively on
learning performance. The fourth reason, which was revealed on the basis of the qualitative
findings of this study, is that: “Digital storytelling boosts students’ motivation and reduces
their feeling of boredom in the learning process.” Having included digital storytelling in the
social studies lesson, Selanik-Ay (2020) revealed that digital stories motivated students and
made the lesson more attractive, thereby enabling students to participate more actively in the
lesson. Gomleksiz and Pullu (2017), on the other hand, stated that digital storytelling
motivated students and enabled them to participate in the lesson, thus leading to more
permanent learning. In this connection, it is undeniable that being interested in the course and
being motivated for the process plays a key role in ensuring academic achievement (Yiizer &

Kiling, 2015).

The motivation sparked by digital storytelling activities on students is the common
outcome of both this study and other different studies. The fifth reason for the relationship
between digital storytelling and academic achievement in this study is that “Digital
storytelling allows students to participate in the lesson and students become active in their
learning processes.” Bromberg et al. (2013) attributed this to the student-centred nature of the
digital storytelling process, Robin (2008) to the direct involvement of students in the learning
process, and Demirer (2013) to the integration of digital storytelling and constructivist

teaching approach into the learning process.

In the new millennium, children are born and raised in the environments in which they
can interact with almost all the products of the digital world (computers, the Internet, mobile
phones, cameras, etc.) (Turan & Sezginsoy-Seker, 2018). In this context, children’s attitude
towards technology including such issues as favouring technology, not feeling distressed
about using technological tools, and using technology effectively and efficiently (Kenar &
Balci, 2012) needs to be improved, which is of great importance in a general sense. The second

finding obtained from this study shows that digital storytelling integrated into the social
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studies course process had a positive and significant effect on students’ attitudes towards

technology. The reason for this positive effect was again visible with the qualitative findings
obtained from the students. As an example, S.17 said, “Studying with technology scared me
at first. I thought it would be very difficult because I had a prejudice against technology, but
at the end of the lessons, I realized that I had learned a lot of information with ease, and all
my prejudice was over”; that is, digital storytelling clearly reveals the change in students’
general attitude towards technology. Research also shows that, although the number of studies
expressing the relationship between digital storytelling and attitude towards technology
remains limited, there are different studies that link them to each other. In relation to this
connection as has been evaluated in different studies, Balaman (2016) discussed the effect of
using digital storytelling in the teaching process on students’ attitude towards technology, and
stated that digital storytelling improves students’ level of knowledge about instructional
technologies and positively affect their attitude towards technology. In a different study that
addressed the relationship between digital storytelling and attitude towards technology, Chan,
Churchill, and Chiu (2017) noted that students’ direct involvement in the digital storytelling
process led them to use cameras, shoot videos, record audios and share the videos they
prepared, and thus, students could improve themselves in terms of digital competency, using
digital tools, and digital transformation. Furthermore, a general relevant literature review
shows that the results of the similar studies in the literature seem to overlap those of the present

study conducted on the social studies course through digital storytelling.
Limitations

The results of this study have some limitations, the first of which is that the sample group
consisted of fourth grade students at primary school. The main reason for this being regarded
as a limitation is that conducting the teaching process with digital storytelling is likely to result
in meaningful learning in this age group, while it tends to produce varying results in different
sample groups. The second limitation of the study is that the digital stories prepared are unique
to this study, which is why different digital stories may point to different outcomes. The third
limitation of the study is related to the unit/learning area in which the study was conducted.
The digital stories included in this study were prepared for the purpose of the learning field of
Global Connections in the fourth grade social studies course. Further digital stories can

produce different results in different units and learning fields.
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Conclusion and Recommendations

Being integrated into the classroom atmosphere to facilitate the teaching process (Bello,
Ojebisi & Adebanjo, 2021), digital storytelling has proven to create multiple learning
outcomes in different teaching levels from social sciences to science, through employing a
variety of digital media elements such as visual and audio elements as well as videos, or web
2.0 applications. The impact of digital storytelling spreads rapidly. Based on the question of
whether or not integrating active learning processes into social studies course provides
students with an effective learning experience, the present study revealed that digital
storytelling provided students with a fun, intriguing, visually-based and participatory
experience, enabling them to achieve remarkable learning outcomes (academic achievement

and positive attitude towards technology).

The following recommendations can be made, depending on the findings and results

of the study:

o Digital stories used in this study were prepared by the researchers and their
effects were examined. By enabling students to make digital stories directly in different
studies, the impact of the digital storytelling preparation process on students can be well
examined.

o This study was conducted with fourth grade students at primary school in their
social studies course. Similar studies can be carried out in future studies at different courses
and education levels.

o The focus of this study was academic achievement and attitude towards
technology. Some other variables such as self-confidence, self-regulation, motivation,

creativity, and digital literacy can also be included in future studies.
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