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ABSTRACT

As the development of IT technology and Web services have changed recently, education
environment combined with high-tech digital content is becoming a new trend with the
demands of educational consumers. In Korea, however, there is no systematic discussion on
the issue, and there is not enough evidence to verify the effectiveness of the research.
Therefore, we will systematically analyze the educational effects of Digital Storytelling to
create an educational environment that meets the new horizon of intelligent web and
personalized service provision in the Web3.0 era, In this study, 12 domestic experimental
studies that verify the educational effects of digital storytelling were systematically analyzed,
compared with overseas cases, and proposed development plans in the Web3.0 era.
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Searching criteria
—publish 2005-2018
—article type: journal

articles, national

setting searching dissertation
criteria(publication year/ -keywords: disital
article type/ keywords) storytelling, prevention

education or program
game contents,
gamification, game based
learning

5,820 of studies searching
through DBPIA RISS,

I.(ISS’ exclusion criteria
NDSL, National Assembly review study
) D1g1fal Library, -Qualitative research
iISEEK, Google Correlate, .
. instrument development
5,319 studies excluded Wolfram Alpha, Virtual, research
with LRC -scenario
exclusion criteria -report of a case

142 studies included in
primary selection

130 studies
excluded due to
duplicates

12 studies included in final
selection

[Fig. 1] Flow chart of study selection process
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[Table 1] Study design and methodological

author Study
contents N .
(year) design
Effects of
Park. Digital-Storytelling-based
SSI Program on Students’ | 122 | CCT
(2017) .
Key Competencies and
Character as Citizens
The Design and Effect
Analysis of the Digital
. Storytelling Learning
Kim. . 52
(2012) En.V1ronmen.ts based on CCT
Multiple Intelligence Theory
: Focused on the Use of
Scratch
Effects of Collaborative
Jung |Digital Storytelling in High
(2018) |  School Literature Class 46 | cCT
The Effect of Design of
Instruction on Subject
Integrated Social Emotional
Lim. | Learning Based on Digital
(2018) Storytelling : Social o4 | CCT
Emotional Competencies
and Learning Satisfaction
Centered
A study on understanding
Park. |about fictiveness of modem 99 oD
(2016) | novel and reconstruction of
time in modern novel
Effects of the Form of
Kim. Digital Storytelling and the
2011) Level of Learners’ 9 | CCT
Self-Directedness on the
Commitment
(A) comparative study of
face-to—face storytelling
Jung .. . .
(2010) and digital storytelling in | 82 OD

elementary students’
English class

. (The) digital-storytelling
Kim& . .
Sone& technique and effectiveness
& reflected on elementary 42 OD
Lee
(2009) EFL learners’
comprehensibility
Effect of Digital
Kim& Storytelling based
P ing E i
Song& rogramm.mgl ducation on 56 | cor
Lee Motivation and
(2009) |Achievement of Students in
Elementary school
A Study on Facilitating
Kang. . .
Reading Education Through| 29 OD
(2007) . .
Digital Storytelling
Kim The Learning Effectiveness
: with Digital Storytelling 43 | CCT
(2005) . . .
Technique in E-learning
HER& | Information Communication
JUN. | Ethics Education Program | 36 | CCT
(2016) | using Digital Storytelling

*CT: Controled Trials
=OD: efficacy studies with either a controlled or an other than
controlled design
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[Table 2] Educational effect outcomes of selected

e}

w&d mel g AAA

12 studies,
author Educational effect ef.fect
(year) size
Park.
ildi <
2017) character building p<.05
Kim. .
<.
(2012) Learning motor level p<.05
Jung . .
<.
(2018) academic excitement p<.05
Learning satisfaction
. Social capacity
Lim. . .
social consciousness p<.05
(2018) . .
Relationship management
capability
Park creative thinking
) i inki <.
(2016) Logical thlr.lklmg p<.05
meta—-cognition
Kim. Absorbed
<.
(2011) self-directive level P05
Jung Learning participation <.05
(2010) & particip e
Kim& ..
Song& proficiency
Lee Improvement of learning p<.05
(2009) comprehension
Kim& .
Song& a learning motor
Lee a scholastic achievement p<.05
(2009) test
(233% a reading attitude p<.05
Kim. Enhancement of Learning <05
(2005) Effect P
HER& .
N | ation Baies | P
(2016)
«note: p<.05: Fel&E(p-value) 0.05 F==ollA 72|t Xio|
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[Table 3] Disital—storytelling Guideline content
Achievement status

Y/N

Guideline content

Research Skills: Documenting the
story, finding and analyzing pertinent
information

YES

Writing Skills: Formulating a point of VES
view and developing a script

Organization Skills: Managing the
scope of the project, the materials
used and the time it
takes to complete the task

YES

Technology SKills: learning to use a
variety of tools, such as digital

cameras, scanners, YES

microphones and multimedia authoring

software

Presentation Skills: Deciding how to VES
best present the story to an audience

Interview Skills: Finding sources to
interview and determining questions NO
to ask

Interpersonal Skills: Working within a
group and determining individual roles | YES

for group members

Problem—-Solving Skills: Learning to
make decisions and overcome
obstacles at all stages ofthe project,
from inception to completion

NO

Assessment Skills: Gaining expertise VES
critiquing their own and others work.

«note: YN: ZLei7Znt A5 |RF
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