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Digital Storytelling as an innovation to enhance college students’

speaking skills in English language

Mastering the English language is vital in today’s globalized digital world, especially speaking skills for ef-
fective social interaction. While many feel they need more confidence in acquiring speaking skills, particular-
ly in the speaking class, the results of this study highlight the unique benefits of integrating digital storytell-
ing, which can serve as an effective approach to overcoming this difficulty. Consequently, learners are en-
couraged to present the stories in an engaging and entertaining way through the use of multimedia compo-
nents such as images, music, and videos in new method of teaching. A quasi-experimental design was im-
plemented, which included 62 students from the pedagogical college of Astana International University,
comprising an experimental group and a control group. The experimental group employed digital storytelling
tools, while the control group participated in conventional speaking practice. Pre-tests, post-tests, and ques-
tionnaires were administered before and after the teaching practice to examine whether any improvements
were achieved in the speaking practice and the students’ views. Findings indicate the considerable progress
made by the experimental group in the students’ speaking ability, which includes appropriate volume, logical
progression of ideas, and the use of appropriate media elements. Qualitative feedback highlighted increased
confidence, enhanced creativity, and improved pronunciation and fluency among students using digital story-
telling. The results indicate that digital storytelling is a unique and effective method for enhancing speaking
skills in the English language, offering valuable substance for teachers. Teachers can design more dynamic,
engaging, and effective learning backgrounds by blending digital storytelling into language teaching.

Keywords: digital storytelling, innovation in education, technology in education, English language proficien-
cy, speaking skills enhancement, student engagement, creative learning methods.

Introduction

In today’s globalized world, proficiency in the English language has evolved increasingly significantly.
It simplifies communication across cultures and opens up opportunities for education, employment, and per-
sonal growth. Nevertheless, many English language learners struggle with speaking skills, particularly in
public settings or when making presentations. This challenge highlights the demand for innovative teaching
techniques to enhance speaking proficiency.

Digital storytelling emerges as a profitable solution. By using digital media and technology, students
can create and share their own stories in a visually engaging way, which can encourage learners and enhance
collaboration. Midge Frazel clarifies that “digital storytelling is a process that blends media to enrich and
enhance the written or spoken word. Leaders in the field have called digital storytelling a new twist to story-
telling—multimedia tales are the modern expression of ancient art” [1]. As a teaching method, storytelling
helps learners solve problems and tasks creatively, fostering constructive comprehension of the subject mat-
ter. Joe Lambert explains digital storytelling: “We find it useful to define practices by creating a taxonomy
based on three separate spectrums. The first is based on an approach to collaboration between facilitator and
storyteller. The second explores the role of the literary voice and the style that grows out of it. And the third
spectrum is based on the form the stories take” [2]. This emphasis on collaboration in digital storytelling un-
derscores its potential to enhance student engagement and learning outcomes, a prospect that should excite
educators and researchers.

Based on initial observations at a pedagogical college where students study for various educational pro-
fessions — such as preschool education, primary school teaching, physical education, Kazakh language and
literature, English language, and music — it was noted that English proficiency levels varied among students
who entered after the 9th grade from different schools. Due to the inadequacy of conventional exercises in
promoting the development of listening, speaking, reading, and writing abilities, many students encounter
challenges with their English fluency. Employing digital storytelling as an instructional approach can close
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this gap, enhancing students’ interest and effectiveness in learning English. Digital storytelling is an inclu-
sive and adaptable approach that can cater to the diverse needs of students, regardless of their initial profi-
ciency levels.

Storytelling is a teaching method that enables students to expand their vocabulary and acquire new lan-
guage structures, thereby facilitating innovative communication in English. When integrated with digital
technology, storytelling becomes an innovative approach. Digital storytelling can significantly enhance
speaking skills in the English language. Learning opportunities blossom as the ancient tradition of storytell-
ing meets the digital age. Digital storytelling, with its student-centered approach, has the potential to signifi-
cantly improve student motivation and learning outcomes, a prospect that should excite educators.

A number of important educational theories are the foundation upon which the development of digital
storytelling in education is built. Based on the sociocultural theory by Lev Vygotsky, social interaction and
speech are important to cognitive development, providing evidence for storytelling as a mechanism that can
help achieve meaningful learning in an engaging and cumulative digital environment [3]. Vygotsky argues
that “the most significant moment in the course of intellectual development, which gives birth to the purely
human forms of practical and abstract intelligence, occurs when speech and practical activity, two previously
completely independent lines of development, converge.” [3] Here, he by “practical activity” meant the use
of tools. Nowadays, tools have evolved into different kinds of technologies, including digital forms.
Vygotsky also talked about the significance of speech in cognitive development. As he states, “Sometimes
speech becomes of such vital importance that, if not permitted to use it, young children cannot accomplish
the given task.” [3] This demonstrates the essence of action, perception, and conversation for learning. As a
result of his experience with his collaborator R.E. Levina, they demonstrated an important fact about speech:
“A child’s speech is as important as the role of action in attaining the goal. Children not only speak about
what they are doing; their speech and action are part of one and the same complex psychological function,
directed toward the solution of the problem at hand” [3]. Jean Piaget’s constructivism emphasizes that learn-
ers construct knowledge through experiences, a principle that digital storytelling builds upon by enabling
students to create and reflect on multimedia narratives [4]. Where learners create digital stories, they must
craft plots and choose images and sound — all of which require them to interact with content in a substantive
way, contrary to what Piaget claims (1997). Digital storytelling does not serve as a source of knowledge but
rather allows students to create their own using Piaget’s philosophy on learner-centered education [4]. Sey-
mour Papert’s constructionism advocates for technology as a medium for students to engage actively and
creatively, laying the foundation or using digital platforms in storytelling [5]. Collectively, these educational
theories emphasize narrative, creativity, and experiential learning—core elements of digital storytelling in
education.

Digital storytelling merges traditional storytelling with modern digital tools to produce interactive and
immersive experiences accessible to broad audiences [6]. Unlike conventional narratives, which set the audi-
ence as passive recipients, digital storytelling actively involves users through interactive pathways, multime-
dia components, and customizable scope, encouraging more noteworthy emotional connections and support-
ing engagement [6], [7]. This multimodal format interprets the same storyline with visual, auditory, and tex-
tual components thereby providing a conventional narrative but also adding value by multisensory experi-
ence as well as accessibility of augmentative and alternative communication through digital platforms and
embedded features for different disabilities [7]. Digital storytelling plays a significant role in the wider de-
velopment of digital literacy, communication, and creativity skills that are fostering through the use of this
pedagogy into schools within the context of pervasive digital media society [8].

Digital storytelling has been shown to effectively enhance a range of speaking skills, including fluency,
articulation, expressive delivery, and audience awareness, by providing learners with structured opportunities
to practice verbal communication in engaging, low-stakes environments [9]. Studies have demonstrated that
digital storytelling supports the development of oral fluency as students work to maintain a steady pace and
smooth flow in their speech during narration. It encourages attention to pronunciation and articulation; as
students rehearse and record their narratives, they focus on achieving clarity and precision, often playing
their recordings to refine diction [8], [10]. In addition, digital storytelling helps people become better com-
municators by teaching them how to use dynamic verbal expression — tone, pitch, and tempo — to com-
municate emotions and engage an audience [11]. Digital storytelling also increases audience awareness,
which means that students must consider the perspectives of their audience and adjust language, tone, and
subject matter to communicate effectively, which is an essential part of speaking skill [9].

Cepus «lMeparorukay». 2025, 30, 3(119) 61



A.l. Kudaibergen, Sh.M. Turebayeva

The digital format also provides a supportive environment for confidence-building; presenting a narra-
tive digitally allows students to develop self-assurance and poise in their speaking abilities as they practice
[12]. The requirement that students arrange their tales logically and persuasively improves their capacity to
communicate effectively and convincingly [13]. All of these features come together to show how digital sto-
rytelling is a versatile tool for teaching students to speak clearly and confidently in a variety of contexts, both
in the classroom as well as beyond.

Beyond speaking, digital storytelling develops cognitive, social, and technological capabilities. It great-
ly improves writing and reading skills because students must organize ideas coherently, acquire vocabulary,
and structure narratives creatively [8], [11]. The process of scripting and editing stories improves writing
fluency and literacy by engaging students in summarizing, sequencing, and synthesizing information—
crucial components of literacy development [6].

Digital storytelling enhances critical thinking and problem-solving abilities. Students cultivate critical
faculties, such as media literacy and evaluative abilities, required for efficiently navigating digital infor-
mation sources through assignments that necessitate content evaluation, narrative construction, and proper
media selection [14], [12]. As students use software for editing, audio recording, and multimedia integration,
they gain digital skills needed in a tech-driven economy [13], [6].

Digital storytelling initiatives also frequently necessitate teamwork and the development of interperson-
al communication abilities. Working in groups to create stories encourages students to negotiate roles, share
responsibilities, and communicate effectively — skills integral to both academic and professional teamwork
[10]. It also serves as a medium for self-expression and the development of emotional intelligence. Giving
students a platform to express their own feelings, ideas, and experiences helps them become more self-aware
and empathetic by encouraging a greater comprehension of perspectives from other people [12]. The multi-
step nature of digital storytelling promotes project management and organizational skills, as students learn to
set goals, prioritize tasks, and manage time efficiently — skills necessary for completing complex projects
successfully and transferable to broader academic and real-world contexts [8].

Digital storytelling, with its various applications, functions as a comprehensive educational instrument
that equips students for both academic success and the digital, communicative, and collaborative require-
ments of the modern age.

Digital storytelling includes diverse styles such as personal narratives, historical documentaries, and
educational or persuasive efforts. These formats employ multimedia components —such as video, music,
graphics, and text —to create appealing, visually enriched narratives that function as effective instruments in
educational contexts. Research highlights that digital storytelling enhances student engagement and under-
standing by encouraging creativity, critical thinking, and collaboration [6], [8], [11]. In academia, it is used
to promote reflective learning, build media literacy, and support project-based learning, aligning well with
constructivist approaches where students actively participate in knowledge creation. Digital storytelling is
utilized in language education to enhance narrative abilities, in history to represent cultural legacy, and in the
sciences to communicate intricate topics in an accessible manner. Digital storytelling enhances students’ dig-
ital skills and fosters comprehensive cognitive and emotional learning outcomes through various applications
[12].

Digital storytelling integrates effectively with the Technological Pedagogical Content Knowledge
(TPACK) paradigm, enhancing pedagogy through a dynamic interaction of content, pedagogy, and technolo-
gy [15], [16], [17]. Educators utilize multimedia resources such as video, audio, and interactive digital plat-
forms to provide content in narrative formats that engage students and foster critical thinking. For instance,
introducing digital storytelling into history classes gives students the opportunity to narrate historical events,
which in turn helps them get a more thorough understanding of the material through active engagement. This
method can be utilized by educators to scaffold classes of varied degrees of difficulty, providing students
with the opportunity to acquire digital literacy skill while also exploring narrative approaches [6]. By suc-
cessfully integrating all TPACK domains, this synergy creates a learner-centered environment where stu-
dents co-construct knowledge and improve 21st-century skills [18].

Digital storytelling also effectively bridges Bloom’s Taxonomy by engaging students across multiple
cognitive domains, fostering both lower and higher-order thinking skills. At foundational levels, students
enhance remembering and understanding by recalling narrative elements and comprehending story structures
within digital media [19]. As learners move on to produce their own digital stories, they use knowledge and
analyze information by organizing content and including multimedia aspects. Students evaluate the efficacy
of their narratives and implement modifications during the evaluation procedure. The most advanced level of
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Bloom’s Taxonomy — creating — is ultimately reached while creating a digital story. In addition to enhanc-
ing the level of content comprehension, this multimodal interaction additionally encourages critical thinking
and creative thinking [6].

Furthermore, digital storytelling aligns with Vygotsky’s Zone of Proximal Development (ZPD) by serv-
ing as a scaffolded learning experience that enhances both cognitive and social skills [3]. In the ZPD frame-
work, learners achieve higher levels of understanding with support from more knowledgeable others.
Through digital storytelling, educators provide guidance and collaborative opportunities that help students
construct narratives using multimedia tools, thus operating within their ZPD. This process fosters creativity
and technical proficiency and encourages critical thinking and problem-solving as students navigate complex
tasks they might not manage independently [8]. By integrating digital storytelling into the curriculum, teach-
ers facilitate meaningful interactions that promote deeper learning and support the development of higher-
order cognitive skills.

Digital storytelling and artificial intelligence (Al) intersect in education by enhancing narrative learning
through personalized and adaptive technologies. Al-powered technologies assist learners in creating digital
stories by providing real-time feedback on narrative structure, language use, and multimedia integration,
which promotes creativity and improves storytelling skills [20]. In addition, Al algorithms enhance the effi-
cacy and engagement of learning experiences by customizing the content of stories to the learning profiles,
interests, and comprehension levels of individual learners [21]. Al augments evaluation by assessing student-
generated narratives for coherence, creativity, and alignment with educational objectives, providing educa-
tors with valuable insights into student development [22]. This integration improves the digital storytelling
process and encourages the development of valuable skills, such as digital literacy, creative thinking, and
problem-solving.

Digital storytelling can be effectively combined with English language teaching methods, including de-
bate, project-based learning, TED Talks, comics, and other types of public speaking, to improve linguistic
competency and communication skills. Engaging students in creating digital narratives that incorporate ar-
gumentative elements can bolster critical thinking and debate skills within a language context [9]. Project-
based digital storytelling allows learners to collaboratively develop stories, fostering language acquisition
through authentic tasks and peer interaction [6]. Yang (2011) emphasizes that engaging students in an online
situated language learning environment can significantly enhance students’ language skills and motivation
[23]. Incorporating TED Talk formats into digital storytelling activities encourages students to practice pub-
lic speaking and persuasive communication in English, enhancing fluency and confidence [24]. Utilizing
comics as a medium for digital stories engages visual literacy and creative writing, promoting comprehen-
sion and expression in a multimodal format [25]. Combining digital storytelling with these methods culti-
vates an engaging learning environment that supports language development and 21st-century skills.

Storytelling is an ancient art form that has been practiced since the earliest human civilizations. With
the advent of technology, storytelling has evolved into digital storytelling, which revitalizes the ancient craft
through computer-generated text and multimedia content [6]. The key difference between traditional narra-
tives and digital storytelling is that traditional narratives are in analog form, whereas digital storytelling is
digitalized, incorporating computer-based multimedia elements and using technology to show and tell the
story. Digital stories are both visual, using images and scanned artwork, and auditory, with voice narration,
giving students vital experience using their own speaking voice. Music and sound effects can be included in
a story to provide emotional depth to it. There are many opportunities to create digital stories, and the prolif-
eration of digital technology has made digital storytelling increasingly accessible [7].

Joe Lambert and the late Dana Atchley were pioneers of the digital storytelling movement in the late
1980s as co-founders of the Center for Digital Storytelling (CDS), a nonprofit community arts organization
in Berkeley, California [26]. The CDS is known for developing and disseminating the Seven Elements of
Digital Storytelling, which provide a framework for creating compelling digital narratives.

1. The Seven Elements of Digital Storytelling: working with the Seven Elements that the CDS devel-
oped, some modifications have been made to make them more applicable to educational digital stories creat-
ed by students [6]:

. The Overall Purpose of the Story
The Narrator’s Point of View

A Dramatic Question or Questions
The Choice of Content

Clarity of Voice

SRR ANN
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7. Pacing of the Narrative

8. Use of a Meaningful Audio Soundtrack

9. Quality of the Images, Video, and Other Multimedia Elements

10. Economy of the Story Detail

11. Good Grammar and Language Usage

Students can improve their narrative and technological abilities by following these steps to make digital
stories that are interesting, well-structured, and have substance.

While the essential technology is currently accessible in the classroom, storytelling has not been fully
recognized as a valuable tool for developing students’ learning skills and achieving 21st-century learning
outcomes [6]. With the aid of the latest developments in technology, classrooms welcome digital storytelling
as a means of teaching, and students are motivated to conceive academic concepts and transmit their under-
standing [7]. Digital storytelling can accomplish the following in the classroom:

¢ Engage students and motivate them to learn core curriculum content.

e Address the need for relevancy in learning for today’s students.

¢ Provide a hands-on, active instructional format, helping educators meet the needs of diverse student
groups.

e Promote group activities in the classroom.

¢ Be individualized within the context of a class assignment.

¢ Provide students with opportunities to apply emerging technologies as part of their learning.

e Support team teaching and learning across the curriculum.

This study utilizes the digital storytelling method as an innovative pedagogical approach that attracts
the attention of today’s youth who tend to use technology [8]. It investigates the use of digital storytelling as
an innovative tool for advancing speaking competencies in the English language, focusing on how it can be
utilized within an educational context to improve learners’ speaking abilities an essential component of lan-
guage proficiency. The aim of the study is to investigate the potential educational benefits, methods, and ad-
vantages of integrating digital storytelling into language education. This will involve the use of digital tools
and media to facilitate the creation, expression, and exchange of narratives in a manner that is visually ap-
pealing, interactive, and captivating. The goal is to enhance comprehension of the ways in which digital sto-
rytelling functions as a powerful tool for enhancing communicative abilities, narrating personal or academic
content, and facilitating immersive and engaging learning interactions.

Methods and materials

The study employed a quasi-experimental design with a pre-test and post-test equivalent control group
complemented by surveys to gather qualitative data. Sixty-two students from the Pedagogical College of
Astana International University participated in the study. These students were enrolled in the future English
teacher training program. The participants were divided into two groups:

I.  Experimental Group: Consisted of 31 Kazakh language speaking students.
Il.  Control Group: Consisted of 31 Russian language speaking students.

Both groups were comparable in terms of demographic characteristics, including age and gender, as
well as baseline English proficiency. Initial proficiency levels were assessed using a standardized English
proficiency test administered at the beginning of the study to ensure that both groups started from a similar
level of language ability.

Materials and Tools

Digital Storytelling Tools: The experimental group utilized Adobe Spark and WeVideo to create their
digital stories. These tools were chosen for their user-friendly interfaces and the ability to incorporate multi-
media elements such as images, audio, and video.

Speaking Skills Evaluation: Each group’s speaking proficiency was assessed using pre-tests and post-
tests. Assessing speaking skills is challenging due to the numerous factors that influence a person's ability
to speak a language, as well as the requirement for test scores to be accurate, fair, and appropriate for their
intended purpose. [19]. The assessments included structured speaking tasks rated on specific criteria related
to digital storytelling: the overall purpose of the story, the narrator’s point of view, dramatic question(s),
choice of content, clarity of voice, pacing of the narrative, use of a meaningful audio soundtrack, quality of
images and other multimedia elements, economy of story detail, and good grammar and language usage. The
rubric elements were adapted from the “Educational Uses of Digital Storytelling” website [6].
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Surveys: In order to collect qualitative data, the experimental group conducted surveys that were in-
tended to investigate the experiences, perceptions, and attitudes of students regarding the integration of digi-
tal storytelling into their language learning process.

Procedure: Both the experimental and control groups completed a pre-test at the start of the study to as-
sess their initial speaking abilities. The experimental group received comprehensive instruction on how to
use Adobe Spark and WeVideo. The program featured tutorials on how to create digital stories, use multi-
media elements, and effectively narrate them. The experimental group conducted a variety of digital story-
telling initiatives over eight weeks. Their responsibilities included creating three digital stories relevant to
their curriculum. The procedure involved writing the stories, peer review, revising, and concluding them. To
make their stories more successful, students recorded them and added multimedia. The control group partici-
pated in traditional speaking activities such as dialogues, role-plays, and presentations without the aid of dig-
ital tools. At the end of the study, both groups took a post-test identical in structure to the pre-test to measure
any improvements in their speaking skills. Participants in the experimental group completed surveys to pro-
vide details about the experiences with digital storytelling.

Data Analysis

Statistical methods were employed to evaluate the pre-test and post-test scores on a quantitative basis.
Paired t-tests were carried out to evaluate the presence of substantial improvements within each group. Inde-
pendent t-tests were utilized to assess the improvements between the experimental and control groups in the
between-group analysis. Thematic analysis was employed to identify common themes and trends in the sur-
vey results that pertain to students’ experiences with digital narrative within the context of qualitative analy-
sis.

Validity and Reliability

Validity: Content Validity was ensured by designing the speaking tests to cover various aspects of
speaking skills based on established frameworks and having them reviewed by experts in English language
teaching.

The digital storytelling tools and assessment instruments were piloted with a small group of students to
ensure their appropriateness and effectiveness.

Reliability: Inter-rater reliability was established for the speaking tests by having two independent
evaluators assess the speaking tasks using the same rubric. Discrepancies in scoring were discussed and re-
solved to ensure consistency.

Ethical Considerations

The study adhered to ethical guidelines for research involving human participants. Informed consent
was obtained from all participants after the purpose of the study was explained and it was confirmed that par-
ticipation was voluntary. Participants were guaranteed that their responses would be regarded as confidential
and utilized exclusively for research purposes. Participants were informed of their right to withdraw from the
study at any time without incurring any penalties. Institutional approval was granted to the investigation by
the Vice-Principals of the Pedagogical College at Astana International University.

Results and Discussion

Quantitative Results

1. Pre-Test and Post-Test Scores

The pre-test and post-test scores of both the experimental (Kazakh-speaking) and control (Russian-
speaking) groups were analyzed to evaluate the improvement in speaking skills. Table 1 presents the mean
scores and standard deviations for both groups.

Table 1
Pre-Test and Post-Test Mean Scores for Experimental and Control Groups
Group Pre-Test Mean (SD) Post-Test Mean (SD) Mean Improvement
Experimental 65.4 (8.2) 78.6 (7.1) 13.2
Control 64.8 (7.9) 69.2 (8.0) 44

A paired t-test was conducted to compare the pre-test and post-test scores within each group. The exper-
imental group showed a significant improvement (t(30) = 9.47, p < 0.01), while the control group also
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showed improvement, though less pronounced (t(30) = 3.21, p < 0.01). An independent samples t-test com-
paring the mean improvement between the two groups revealed a significant difference in favor of the exper-
imental group (t(60) = 6.78, p < 0.01).

2. Breakdown by Speaking Skills Components

Table 2 presents a comprehensive analysis of the enhancement in several aspects of speaking skills, in-
cluding features related to digital storytelling. The evaluation was conducted using a rubric adapted from the
“Education Uses of Digital Storytelling” website [6]. Every component was evaluated on a scale ranging
from O to 20.

Table 2
Breakdown of Speaking Skills Improvement
Component Experimental Experimental Control Control
Pre-Test Post-Test Pre-Test Post-Test
Overall Purpose of the Story 12.5 16.0 12.3 13.0
Narrator’s Point of View 12.7 16.2 125 13.3
Dramatic Question or Questions 124 15.8 12.2 131
Choice of Content 13.0 16.3 12.8 13.5
Clarity of Voice 13.3 16.5 131 14.0
Pacing of the Narrative 12.8 16.1 12.6 13.2
Use of a Meaningful Audio Soundtrack 12.6 16.0 124 131
Quality of Multimedia Elements 12.7 16.3 125 13.3
Economy of Story Detail 125 16.1 12.3 13.0
Good Grammar and Language Usage 13.0 16.4 12.9 135

There was a substantial improvement in the quality of multimedia elements, clarity of voice, and overall
purpose of the story in the experimental group. The control group also demonstrated improvements, albeit to
a lesser extent. The most significant improvements were observed in traditional storytelling components,
such as the narrator’s point of view and dramatic questions.

The study highlights the advantages of using digital narrative in order to develop creative and technical
skills that are relevant in the communication of today, in addition to the enhancement of speaking skills.

Qualitative Results

Surveys offered qualitative insights into the students’ experiences with digital storytelling in student
feedback. The feedback revealed several themes. Many students who participated in digital storytelling re-
ported an increase in confidence after reviewing and editing their recordings, which they attributed to the
positive effects on their self-esteem in their speaking abilities. Students appreciated the creative aspect of
digital storytelling, allowing them to express themselves uniquely and explore their imagination. The process
of recording and re-recording learners’ stories significantly improved their pronunciation and fluency.

The students found it beneficial to share and receive feedback and ideas, as well as to learn from each
other, because such collaborative efforts involved students working creatively with other students.

These qualitative findings show that digital storytelling improves language learners’ speaking skills and
learning experience.

Discussion

The effectiveness of Digital Storytelling: The experimental group’s speaking skills, especially fluency
and coherence have improved substantially, which endorses the use of digital storytelling as an effective
pedagogical tool. The fact that digital storytelling has a combination of visual, auditory, and textual attributes
seems to create an appetite for the language and enhance the chances of speaking English with higher effi-
ciency.
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Comparison with Other Techniques: The control participants who engaged in normal speaking practices
showed some improvement, but it was not comparable to that of the experimental group. The difference
brings into focus the possible limitations inherent in traditional methods of teaching concerning student par-
ticipation, practice, and feedback opportunities. [2]

Participation and Motivation Product: Students’ participation and motivation are greatly enhanced by
negative feedback or processes of peer reviews of videos created by students with the help of digital story-
telling techniques. The creation process of the video coupled with our multimedia input makes the learning
process enjoyable and more interactive thus leading to a better performance.

Practical Implications: It is possible that the speaking skills of the students can be enhanced through the
use of digital storytelling, which can aid teachers in the achievement of their instructional objectives. The use
of digital tools along with such initiatives, and training teachers on them become an inherent aspect of a
classroom and helps create a more vibrant and peer-friendly learning ecosystem.

The study illustrates that by the usage of digital storytelling, an innovative can help to enhance speaking
skills in English language learners. While the quantitative data show significant improvements in several ar-
eas of speaking skills, the qualitative data reveal positive experiences and increased motivation in students.
The incorporation of digital storytelling in language teaching can result in enhanced and more captivating
learning experiences [12].

Conclusions

The results of this study clearly show that digital storytelling is a popular invention that improves EFL
speaking skills in ESL students. Among the respondents, students in the experimental group achieved more
significant oral skills than those in the control group, where they held back to only traditional speaking activ-
ities. Results across all speaking components — including fluency, pronunciation, grammar, vocabulary use,
and coherence — showed moderate to significant benefits. The results were better in every aspect, and stu-
dents expressed greater appreciation, indicating that the digital storytelling method is innovative but effective
and has potential.

Scientific Novelty

This study contributes to the existing body of knowledge by providing empirical evidence on the effica-
cy of digital storytelling as a pedagogical tool in language learning. Previous research provides insight into
the quantitative aspect of how digital storytelling influences speaking skills as an effective learning analysis,
despite the other previous research works that have been done on the advantages of multimedia and interac-
tive learning. Methodological rigor is added to the design through a quasi-experimental design with a pre-test
and post-test equivalent control group, which guarantees the reliability and validity of the findings. This re-
search defines the academic value of foreign language education using digital storytelling as it measures
changes in speaking skill improvement.

Practical Value

This study has many practical implications for the educator and curriculum designer. The experimental
group showed so much improvement that it would make anyone consider how effective or motivating lan-
guage would be when integrated with digital storytelling within language education. All teachers need to en-
hance students’ speaking skills and creativity and encourage students to use those speaking skills confidently
by incorporating various digital storytelling tools. Not only does digital storytelling motivate language acqui-
sition, but it also encourages some positive responses from students: motivation and engagement, which pose
critical factors in the success of language acquisition. By creating that environment through curriculum inte-
gration, digital storytelling can lead to a more dynamic interactive learning environment that fosters love and
creativity in learning.

Recommendations for Future Research

Although the current study has much to offer, there is still a demand for further research to investigate
the lasting effects of digital storytelling on language skills and applicability in varied and age-generic educa-
tional contexts. If digital storytelling were assessed for its ability to be integrated with other language skills
— listening, reading, and writing — there is potential that the full scope of benefits could be more accurately
measured. Future studies could also examine the role of individual differences, such as learning styles and
digital literacy, in the effectiveness of digital storytelling. Longitudinal studies assessing the sustained impact
on language proficiency over time would further contribute to the field.
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Digital Storytelling as...

A.WN. Kynaii6epren, ILI.M. TypebaeBa

Digital Storytelling xoaem:k cTyaeHTTepiHiH aFbLIIIBIH TiJIiHIE
coiijiey JaFAbLIapPbIH KAKCAPTYFA apHAJIFAH MHHOBAIMS PeTiHae

AFBUINIBIH TUMIH MeHrepy OyriHri skahaHmaHFaH HUQPIBIK aJeMze, ocipece THIMII QJIEyMETTIK e3apa
OpeKeTTeCy YIIIH Celiyiey JaFabulapbl eTe MaHbI3bl. KenrereH amampaap ceiiney AarAblIapblH MEHIEpyne,
ocipece ceiiney HNaFIbICHIH JKATTHIKTBIPY cabarblHOa KeOipeK CEeHIMAUIK KaKeT AeN caHaca 1a, Oy
3epTTEYAIH HOTWXKelepi HU(PNBIK OHTIMeNepHAi aTalfaH KUBIHABIKTHL SKEHYAIH THIMIOI Tociml peTiHze
KOJIIaHyIbIH Oipereil apTHIKIIBIIBIKTApBIH aTal Kepcereni. HoTumxkeciHae, OKBITYABIH jXKaHa 9iCiHAe CypeT-
Tep, My3bIKa koHEe OelHenep CHSKTHI MyJIbTUMEIMSUIBIK KOMIIOHEHTTEep/i MaiiianaHy apKbUIBI OKYIIBUIap
SHTIMeJNIepAi TapTHIMABI JKOHE KBI3BIKTHI €Till YCHIHYFa INaKbIphUIaAbl. KBasmoKCIepUMEHTTIK jko0a Ky3ere
acBIPBUIABI, OFaH ACTaHa XaJBIKAPAIBIK YHHBEPCHUTETIHIH I€arOrMKAJIBIK KOJUICMKIHIH SKCIIEPUMEHTTIK
JKkoHe Oakputay TOOBIHAH TypaTelH 62 cTymeHTI Kypaibl. OKCHEpHMEHTTIK TON CaHIBIK OHTIMeNey
KypalJapbelH TaiinamaHabl, aix Oakeliay TOOBI omeTTeri ceiney Toxipubecine KatelcTel. Ceitney
ToXipubeciHae KaHaal aa Oip jkakcapTyiapra KOJ JKETKI3UITeHiH jKOHE CTYICHTTEPIiH MIKipIepiH TeKcepy
YIIiH OKBITY TOXIpUOeCiHe JeHiH XoHE OfaH KeWiH ajIbplH-aja TeCTiIep, IOCT-TECTTEP KOHE cayaTHamasap
Kyprizinni. KopeITeIHABIIAp Ccolikec KesieMIi, WACSIapAblH JIOTHKAIBIK LIrepiieyiH >KOHEe COWKec Meama
JJIEMEHTTEpiH NalJanaHynsl KaMTUTBIH AKCIIEPUMEHTANAB TONTHIH CTYACHTTEPIiH ceiey KaOiteTiHme
afTapibIKTall KETICTIKTepre KeTKeHiH kepcerei. Canansl kepi Oaitmanbic NUQPIBIK SHrIMeNIepai KoIIany
apKBUIBI CTYICHTTEPAIH CCHIMALTITIHIH apTKaHbBIH, IIBIFAPMAIIBUIBIK KaOUICTIHIH KOFapbUIaFaHbIH KOHE ail-
TBUIy MEH epKiH CeiJeyIiH jkakcapraHblH KepceTTi. HoTwkenep mm@pnelk oHriMeney arbUIIBIH TUTIHAE
celiliey MarIbUIapbIH apTTHIPYIBIH Oipereil jkoHe THIMJI 9Mici OONBIN TaOBUIATHIHBIH, MYFATIMICP YIIiH
KYHIIBI MaTepuall YCHIHATBIHBIH KepceTeni. Myramimaep mupiblK oHTIMENEpAl Til yHpeTyre apaiacTeipy
apKBUIBI aHAFYPIIBIM JHHAMHKAJIBIK, TAPTHIMABI XKOHE THIM/II OKY HETi3/IepiH jkacail ajabl.

Kinm ce30ep: mupibIk oHrimenep, OiaiM Oepyaeri HHHOBaIM, 01J1iM Oepyneri TeXHOJIOTHS, aFbUILIBIH TiTiH
MEHTepy, coiliey NaFabUIapbIH AaMBITY, CTYACHTTEPAIH OCJICEeHIUTIT, IIBIFapMAIIBUIBIK OKBITY 9IICTEpi.

A.l. Kudaibergen, Sh.M. Turebayeva

Digital Storytelling kak MHHOBaU M ISl yJIY4YllIeHUs] Pa3rOBOPHBIX HABBIKOB
CTYJIEHTOB KOJLJIe[IKeil HA AHIJIMHCKOM SI3bIKe

OcBoeHME aHTIMHCKOTO S3bIKa JKM3HEHHO BAXXHO B CETOAHSIIHEM ITI00ANM3MPOBAHHOM LH(GPOBOM MHpE,
0COOECHHO Pa3TOBOPHBIX HABBIKOB IS 3()()EKTUBHOTO COIMAIBHOTO B3aMMOAEHCTBHSA. XOTS MHOTHE CUUTA-
0T, IYTO UM HE XBaTaeT yBEPEeHHOCTH B OBJIAJACHUN HABBIKAMU TOBOPEHUS, OCOOCHHO Ha 3aHATHSX 110 YCTHOH
peud, pe3yIbTaThl JAHHOTO NCCIEIOBAHUS ITOJIEPKUBAIOT YHUKAIbHBIE TPEMMYIIECTBA HHTETPANU IH(pPO-
BOTO ITOBECTBOBAHUS, KOTOPOE MOXKET CIyXHUTh 3()(HEKTUBHBIM MOAXOAOM K IPEOIOTICHHIO STOH TPYIHOCTH.
B cBs3u ¢ 3TuUM ywanuMcs peKOMEHJIyeTcs IpelCTaBsATh UCTOPUU B YBJIEKATEIbHON U pa3BieKaTelbHOU
(dopme, UCTIONB3YST MYJIBTUMEMIHHBIE KOMIOHEHTHI, TaKhe KaKk W300paKeHUs, My3blka U BHJIEO, B paMKax
HOBOTO MeToja 00yueHus. bpul peann3oBaH KBa3UIKCIIEPUMEHTAIBHBIA POEKT, B KOTOPBIH BOILIH 62 CTYy-
JICHTa NeJaroruyeckoro Kojuleaka MexIyHapoJHOro yHUBepcHTeTa AcCTaHa, BKIIOYABIINE SKCIEPHUMEH-
TalbHYI0 ¥ KOHTPOJIBHYIO TPYNIBL. DKCIIEpHMEHTaIbHAS TPYIIA UCIOIb30Bala MHCTPYMEHTHI IH(POBOTo
MOBECTBOBAHUS, B TO BpeMs KaK KOHTPOJIbHAS TPYMIIa yJacTBOBajJa B TPAAUIIMOHHON MPAKTHKE TOBOPEHHSI.
Jlo n mocrne MpaKTHKHU MPeTIoJaBaHus IPOBOAWINCEH MIPEABAPUTENBHEBIE TECTHI, TOCTTECTH M aHKETHI, YTOOBI
MPOBEPUTH, OBUIN JIN JOCTHTHYTHI KaKHe-JIN00 yIIydIIeHHsI B Pa3TOBOPHON IPAKTHUKE M B3TIIIaX CTYJECHTOB.
Pe3ysbTaThl yKa3bpIBalOT Ha 3HAYUTENbHBIN Mporpece, JOCTUTHYTHIH SKCIEpHUMEHTAIbHON IPYIIoi B pasro-
BOPHBIX CIIOCOOHOCTSIX CTYICHTOB, KOTOpPbIE BKJIIOYAIOT COOTBETCTBYIOIIMII 0OBEM, JIOTHUECKOE pPa3BUTHE
UJiei, U UCTIONb30BaHNEe COOTBETCTBYIOLINX 3JIEMEHTOB Menua. KauecTBeHHas oOpaTHast CBS3b BBIBHJIA BO3-
POCIIIYIO YBEPEHHOCTb, MOBBIIIEHHYIO KPEATUBHOCTD M YIYUIICHHOE IPOU3HOLIEHUE U OETJIOCTh Cpelu CTy-
JICHTOB, HCIIOJB3YIONIUX MU(POBOE MOBECTBOBAHKE. Pe3ynbTaThl MOKA3bIBAIOT, YTO NHU(POBOE HMOBECTBOBA-
HHE SIBISIETCS YHUKATBHBIM U 3((QEKTHBHBIM METOJIOM YIIyYIIEHHs] HABBIKOB TOBOPCHUS HA aHTJIMICKOM SI3BI-
Ke, TIpeJIarasi IEHHOe COep KaHMue IS yInuTened. YUuTens MOryT pa3pabaTeiBaTh Ooree TUHAMHUYHBIC, YB-
nekaTenbHble U 3P deKTuBHBIE yaeOHbIe (QOHBI, CMemBas IU(PPOBOE NOBECTBOBAHKE C MIPEMNOAABAaHUEM S3bI-
Ka.

Kniouesvie cnosa: 1udpoBoe NMOBECTBOBAHNE, HHHOBALIMY B 00pa30BaHUY, TEXHOJIOTUH B 00pa30BaHUH, Blla-
JICHHE aHTJIMHCKUM S3bIKOM, yJIYy4IICHHE HABBIKOB 'OBOPEHUS, BOBJICUEHHOCTh CTYICHTOB, TBOPYECKUE ME-
TOJbI OOY4EHHUSL.
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