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Ozet

Hikayeler tarih boyunca insanlarin deneyimlerini, bilgilerini aktarmak veya herhangi bir mesaj vermek icin
kullanilan giiglii iletisim araglaridir. Bu 6zellikleriyle egitimin icerisinde siirekli var olan hikayeler, teknolojinin,
ozellikle de Web 2.0 araglarinin, gelisimiyle birlikte dijital ortamlara tasginmigtir. Boylelikle ortaya cikan dijital
hikayeler &gretmenlerin ve arastirmacilarin dikkatini ¢ekmis ve egitim ortamlarina teknolojinin entegre
edilebilmesi igin siklikla kullanilan bir yontem olmaya baslamustir. Teknolojinin basarili bir sekilde egitime
entegre olabilmesi i¢in 6gretmenlerin teknolojiyi entegre edebilecek yontemlere hakim olmasi gerekmektedir. Bu
¢alismanin amaci, 6gretmen adaylarmin dijital hikaye anlatimiyla tanismalarmi ve dijital hikaye anlatimini
teknoloji kabul modeli ¢ergevesinde degerlendirmelerini saglamaktir. Bu amag¢ dogrultusunda 30 sinif 6gretmeni
aday1yla ¢ocuk haklari baglaminda dijjital hikaye anlatimi uygulamasi yapilmistir. Veriler analiz edilirken temalar
teknoloji kabul modeline gore belirlenmistir. Analizler incelendiginde Ogretmen adaylarmin dijital hikaye
anlatimi uygulamasint kolay bulduklar1 ancak hikayenin teknolojik kurgusunu yaparken zorlandiklari,
ogrencilere ozellikle 21. Y{izy1l becerilerinin kazandirilmasinda olumlu katkilar1 olacag: ve gelecekte siniflarinda
dijital hikaye anlatim1 siirecini kullanma niyetlerinin olustugu sonuglarina ulagilmigtir. Arastirmanin bulgulari,
alanyazindaki ilgili ¢alismalarla benzer sonular icermektedir.
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Giris

I¢inde bulundugumuz yiizyilda teknolojinin degisimi ve gelisimi, insanlarda farkli becerilerin
gelismesi gerekliligini ortaya ¢ikartmistir. Genel olarak 21. Yiizyil becerileri seklinde tanimlanan bu
beceriler pek ¢ok egitim arastirmasinin da en énemli konu basliklar1 arasinda kendine yer bulmustur
(Binkley et al., 2012). Egitimciler bu becerileri gelistirmek icin Ogretimlerini sekillendirmeye
calismaktadir (Bellanca ve Brandt, 2010; Griffin, McGaw ve Care, 2012). Bu degisim esnasinda
geleneksel 6gretim yontemlerinin 6grenciyi pasif kilan anlayist da degismekte ve 6grencinin 6grenme
ortaminda aktif rol almasi 6nem kazanmaktadir. Ayrica bireyler 6grenme ortamina aktif katihm
saglarken, kendi iiriinlerini ortaya ¢ikarabilecekleri yontemlerin kullanilmasi 21. yiizyil becerilerinin

gelismesi icin gerekli goriilmektedir.

Ogrenenlerin dgrenme ortaminda aktif olduklari ve kendi iiriinlerini kendi &grenme
yasantilar1 sonucunda ortaya ¢ikarabildikleri yontemlerden bir tanesi dijital hikaye anlatim
yontemidir (Condy, Chigona, Gachago, Ivala ve Chigona, 2012; Robin, 2008; Yang ve Wu, 2012). Dijital
hikaye anlatimi siirecinde 6grenenler baglama uygun olacak sekilde kendi senaryolarin olusturup, bu
senaryoyu c¢oklu ortam bilegenlerini kullanarak dijital hale déniistiirmektedir. Ozellikle kullamim
kolaylig1 ve basit kullanici arayiizii sunan web 2.0 araglar1 ile 6grenenler ¢ok kolay bir sekilde
hikayelerini  dijitallestirebilmektedir. =~ Alanyazinda dijital hikaye anlatiminin 6grencilerin
motivasyonlari, akademik basarilar1 ve derse bagliliklar1 iizerine olumlu etkisinin ortaya koyuldugu
pek ¢ok arastirma bulunmaktadir (Chun-Ming Hung, Hwang ve Huang, 2012; Nam, 2017; Sadik,
2008). Ancak bu yontem hala pek ¢ok 6gretmen ve 6gretmen aday: tarafindan bilinmemekte (Karatas,
Kukulve Ozcan, 2018), dolayisiyla simif ortaminda uygulanamamaktadir. Bu nedenle, 6gretmen aday1
ve Ogretmenin dijital hikaye anlatim siireci ile tamismasini saglamak, smif ortaminda uygulanmasi

agisindan bir 6n kosuldur.

Alanyazinda Ogretmen adaylarimi dijital hikaye anlatimi uygulamas: ile tamistirmak icin
yapilmis arastirmalara rastlamak miimkiindiir (Islim, Ozudogruve Sevim-Cirak, 2018; Karatas et al.,
2018; Kilic ve Sancar-Tokmak, 2017; Kocaman-Karoglu, 2014; Sancar-Tokmak, Surmelive Ozgelen,
2014; Sancar-Tokmak ve Yanpar-Yelken, 2015; Yuksekyalcin, Tanrisevenve Sancar-Tokmak, 2016). Bu
arastirmalar incelendiginde Ogretmen adaylarinin teknolojik pedagojik alan bilgileri {izerine
arastirmalar yapildigi (Sancar-Tokmak ve digerleri, 2014; Sancar-Tokmak ve Yanpar-Yelken, 2015) ve
Ogretmen adaylarmin dijital hikaye anlatimi ile ilgili goriislerinin alindig1 (Islim ve digerleri, 2018;
Karatas ve digerleri, 2018; Kocaman-Karoglu, 2014) goriilmektedir. Ancak Ogretmenlerin bu
teknolojiyi  gelecekte kullanma niyetlerini belirlemek ve bunu davranisa donistiiriip
dontistiirmeyeceklerine iliskin aragtirmalarin yapilmadigr goriilmektedir. Her ne kadar 6gretmen

adaylarinin gelecek siniflarinda kullanma niyetleri ile ilgili bulgulara yer verilse de (Islim ve digerleri,
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2018; Karatas ve digerleri, 2018), bu bulgu tek basina davranisi anlamak i¢in yeterli degildir. Teknoloji
Kabul Modeli (TKM) gibi bir ¢erceve kullanim davranisini daha kapsamli bir sekilde anlamak igin
yararli olabilir. Bu dogrultuda bu g¢alismanin amaci aldiklar1 dijital hikaye anlatimi egitiminin
sonunda Ogretmen adaylarmin dijital hikaye anlatimi siireci ile ilgili goriislerini TKM cercevesinde

degerlendirmektir. Bu amag¢ dogrultusunda asagidaki sorulara yanit aranmistir;
o Ogretmen adaylar dijital hikaye anlatimini faydasi bakimindan nasil degerlendirmektedirler?

e Ogretmen adaylari dijital hikaye anlatimini kullamim kolayhig1 bakimindan nasil

degerlendirmektedirler?

) égretmen adaylar1 dijital hikaye anlatimini gelecek siniflarinda kullanma konusundaki

goriisleri nelerdir?
Dijital Hikaye Anlatimi

Dijital hikaye anlatiminin tarihi 1980’lerin sonlarina kadar uzanmaktadir (Robin, 2008). Dana
Atchley ve Joe Lambert bu alanda calismislar ve sonrasinda ve Dijital Hikdye Anlatimi Merkezini
(Center for Digital Storytelling) kurmuslardir (Karoglu, 2015). Teknolojideki gelismelerle artik pek ¢ok
kisi kendi akilli cihazlariyla igerik iiretmeye baslamis ve bu igerikleri farkli ortamlarda paylasmaya
baslamistir. Teknolojideki hizli gelisim ve insanlarin teknolojiyi kullanma sikliklari 6gretmenleri de
teknolojiyi smif ortamina entegre etmek icin yontem arayisina itmistir. Bu noktada dijital hikaye
anlatimi1 teknolojinin smif ortamina entegrasyonunda kullanilabilecek etkili bir yontem olarak
karsimiza ¢ikmaktadir. Hem 6grenciler hem de 6gretmenler icin pek ¢ok firsati beraberinde getiren
(Islim ve digerleri, 2018; Karatas ve digerleri, 2018) dijital hikaye anlatiminin tanimi en basit sekliyle
yapilacak olursa; ¢oklu ortam bilesenlerinin kullanilmasiyla anlatilan bilgisayar temelli hikayelerdir
(Robin, 2008). Dijital hikaye anlatimi, 6grenenlerin genellikle web 2.0 araclarini kullanarak video,
resim, ses, grafik ve animasyon gibi coklu ortam 6gelerini bir araya getirerek kendi 6zgiin hikayelerini

olusturmalarini saglar (Karoglu, 2015).

Tiirkiye’de 2005’ten bu yana benimsenen ve giincel 6grenme kuramlarinin pek cogunun temel
aldig1 yapilandirmaci yaklasimin, 21. Yiizyil becerilerinin kazanimi i¢in en uygun yaklasim oldugu
diisiiniilmektedir. Bu yaklasima gore ogrenenlerin kendi deneyimlerine bagl olarak 6grenmeleri,
dolayisiyla 0grenme ortaminda aktif olmalar1 beklenmektedir. Dijital hikaye anlatimi, teknolojinin
smif ortamina entegre etmenin yani sira, 6grenme ortaminda 6grencinin de aktif katihm sagladigi,
kendi 6grenmesini kontrol edebildigi bir etkinlik olarak goriilmektedir (Islim ve digerleri, 2018; Robin,
2008). Ogrencilerin dijital hikaye olusturma siirecinde yaratici fikirler gelistirmelerine ve bu fikirlerini
iirline doniistiirmelerine olanak saglamaktadir (Condy ve digerleri, 2012; Robin, 2008). Bu yoniiyle

yapilandirmaci 6grenme yaklasimi igin uygun bir yontem olan dijital hikaye anlatiminin (Yang ve
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Wu, 2012) o6grencilerin yaraticiliklarini, problem ¢ozme becerilerini, isbirligine dayali ¢alisma
becerilerini gelistirmekte oldugu (Karatas ve digerleri, 2018; Nam, 2017) ve derse Kkarsi
motivasyonlarini ve akademik basarilarini artirdig: belirtilmektedir (Chun-Ming Hung ve digerleri,
2012; Sadik, 2008). Dijital hikaye olusturma siirecine katilan 6gretmen adaylarinin dijital hikayeler ile
O0grenme ortaminin daha eglenceli hale geldigini belirtmektedirler (Karatas ve digerleri, 2018). Bu
ylizden, hizmet Oncesi ve hizmet i¢i 0gretmenlerin bu yenilik¢i yaklasimi kullanmalarina yonelik

uygulamalar yapilmasi ihtiyaci vardir.
Teknoloji Kabul Modeli

Teknolojideki hizli gelisim, doniisiim 6grenme yaklasimlarini etkiledigi gibi 6gretmenlerden
beklenenleri de farklilagtirmistir. Ogretmenlerden, dgrencileri sinif ortaminda aktif kilacak yontemleri
kullanmalariin yam sira gelisen teknolojiyi smuf ortamina entegre etmeleri beklenmektedir.
Boylelikle 6grencilerin 21. yiizyil becerilerine uygun sekilde {ireten bireyler olmasi hedeflenmektedir.
Ancak oOgretmenlerin teknolojiyi entegre etme noktasinda sorunlar yasadiklar1 ve hala geleneksel
yontemlerle derslerine devam ettikleri goriilmektedir (Ursavas, Sahin ve Mcllroy, 2014). Teknolojinin
smnif ortamlarina basarili bir sekilde entegre edilebilmesinin Ogretmenlerin bilgi, beceri ve
motivasyonlariyla iligkili oldugu diisiiniildiigiinde (Ursavas, Sahin ve Mcllroy, 2014), hala geleneksel
yontem kullanmalarinin nedeninin bu degiskenlerden hangisinden kaynaklandigini ortaya koymak
gerekmektedir. Bu durumun anlasilabilmesi igin alanyazinda insan davranislarinin sebeplerini

anlamaya calisan pek ¢ok kuram veya model kullanilmaktadir. Bu modellerden bir tanesi de TKM'dir.

TKM, 1975 yilinda Fishbein ve Ajzen tarafindan insanlarin bir davranisi sergilemelerinin
altinda yatan sebepleri arastirdiklar1 sebepli davranis teorisini temel almistir. Davis (1989) yapmuis
oldugu calismalarla kisilerin bilgi teknolojilerini kabuliinii etkileyen faktorler {izerinde galismaya
baslamistir. Temeli 1989 yilinda atilan TKM ilerleyen yillarda yapilan ¢alismalarla TKM-2 (Venkatesh

ve Davis, 2000) ve TKM-3 (Venkatesh ve Bala, 2008) olarak giincellenmis ve kapsami genisletilmistir.

Algilanan Fayda

T~

T Kullanim Niyeti

Algilanan Kullanim /
Kolaylig

Sekil 1. Teknoloji kabul modeli (Vakatesh ve Davis, 2000)

- 5 Davranis
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TKM; gore kisilerin teknolojinin kullanimini kolay bulmalarinin, teknolojiyi faydali olarak
algilamalarinin yam sira ilerde kullanma niyetlerini etkiledigini belirtilmektedir. Ayrica, kullanim
kolayligindan bagimsiz olarak teknolojinin faydali olarak algilanmasi da ilerde kullanim niyetini
etkilemektedir. Teknolojiyi kullanmaya niyeti olan bireylerin, teknolojiyi kullanma davranis
gostermeleri de beklenmektedir. Bu noktadan hareketle bireylerin teknoloji hakkindaki bilgi ve
kullanma Dbecerilerinin gelistirilmesi ile teknolojinin kullanimi kolay ve faydali olarak
algilanabilecektir. Boylelikle teknolojiyi kullanma niyetleri artacak ve teknolojiyi kullanma davranisi

gostereceklerdir.

Bu ¢alismanin odagi olan dijital hikaye anlatimi, bilgisayar destekli bir yéntem olmasi ve buna
bagli olarak teknoloji kullanimini gerektirmesi nedeniyle, 6gretmen ve Ogretmen adaylarinin bu
yontemi kullanmalar1 igin ilgili teknolojileri kabul durumlar1 bir 6n kosuldur. Bu nedenle, bu
calismada veri toplama, analiz, bulgularin sunulmas: ve tartisilmas: icin TKM bir cergeve olarak

kullanilmistur.
Yontem
Arastirma Deseni

Bu arastirmanin amaci, 6gretmen adaylarmin dijital hikaye anlatimina iliskin goriislerini TKM
cercevesinde incelemektir. Bu amaca yonelik, nitel aragtirma yaklasimlarindan nitel durum ¢alismasi
deseni kullanilmistir. Creswell (2007), durum g¢alismasini, sinurli bir sistemde bir veya daha fazla
durumla bir konunun incelenmesine yonelik nitel bir yontem olarak tanimlamis ve belirli bir zaman
diliminde bir durumu veya durum temelli temalar1 tanimlamak icin ¢oklu veri kaynaklarinin
kullanildig1 bir arastirma deseni olarak tarif etmistir. Bu ¢alismada, durum calismas: tiirlerinden,
aragsal durum calismasi kullanilmistir. Bu durum calismas: tiiriinde; arastirmaci, bir konuya veya
soruna odaklanir ve konuyu veya sorunu tanimlamak i¢in smirli bir durum seger (Creswell, 2007).
Secilen durum, bir program, olay veya etkinlik olabilir. Bu ¢alismada segilen smirli durum, bir
TUBITAK 4004 projesi kapsaminda gergeklestirilen egitim siirecidir. Projede verilen egitimin kapsami,
¢ocuk haklaridir. Bu egitimin bir parcasi olarak, 6gretmen adaylar1 ¢ocuk haklar1 konusunda dijital
hikayeler olusturmuslardir. Calisma kapsaminda odaklanilan konu ise, 6gretmen adaylarmin bu
egitim siirecinde dijital hikaye anlatimina iliskin goriislerinin belirlenmesidir. Arastirmanin ¢oklu veri
kaynaklarini, egitim sonrasi 6gretmen adaylarina TKM cergevesinde sorulan agik uglu sorular ve

arastirmacinin dijital hikaye yaratma siirecinde aldig1 gozlem notlar1 olusturmustur.
Katilimcilar

Aragtirmanin katilimcilari, incelenen aragtirma konusu {izerinde farkli perspektiflerin ortaya

¢ikarilmasi i¢in amagcli 6rnekleme stratejilerinden biri olan maksimum amacgh 6rnekleme yontemiyle
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secilmistir (Creswell, 2007). Bu stratejiyle, egitime katilan biitiin 6gretmen adaylar:1 arastirmaya dahil
edilmiglerdir. Arastirmamn katilimcilari, 17 farkli iiniversitenin Sinif Ogretmenligi programina kayitl
30 dgretmen adayindan olusmaktadir. Ogretmen adaylariin 24’ii (%80) 3. Smif, 6's1 (%20) ise 4.
Sinif'a devam etmektedir. Ayrica, katilimcilarin 20’si (%66.7) Kadmn, 10'u (%33.3) Erkek O6gretmen
adaylarindan olugsmaktadir. Ogretmen adaylarmin sadece 5'inin (%16.67) dijital hikaye deneyimi

varken, 25'inin (%83.33) dijital hikaye deneyimi olmadig1 belirlenmistir.
Arastirmanin Baglami

Aragtirma TUBITAK tarafindan desteklenen bir proje kapsaminda planlanmigtir. Proje
kapsaminda smif 6gretmenlerine ¢ocuk haklar ile ilgili bes giin, 40 saat siiren bir egitim verilmistir.
Egitim kapsaminda yaratici drama ile egitsel oyunlar, dijital hikaye anlatimi ile cocuk haklar1 6gretimi
gibi oturumlar planlanmistir. Bu kapsamda dijjital hikaye anlatimi oturumu sekiz saat stirmiistiir.
Oturumun ilk boliimiinde 6gretmen adaylarina dijital hikaye anlatiminin ne oldugu konusunda bilgi
verilmis ve daha once 6gretmen adaylar: tarafindan hazirlanmis 6rnek dijital hikayeler izletilmistir.
Oturumun ikinci boliimiinde dijjital hikaye olusturma siirecinin asamalar1 g6z Oniinde
bulundurularak o6gretmen adaylarmin gocuk haklariyla ilgili hikayeler gelistirmeleri istenmistir.
Gelistirilen hikayeler smnif ortaminda projede egitim veren diger akademisyenlerin de katildig1 bir

oturumda sunulmustur.
Veri Toplama Araglan

Arastirma verileri agtk uglu sorulardan olusan bir form ile toplanmistir. Bu form,
arastirmacilar tarafindan 6gretmen adaylarinin dijital hikaye olusturma yontemini ve teknolojilerini
kabul diizeylerinin incelenmesi amaciyla olusturulmustur. Veri toplama aracindaki sorular TKM
cercevesinde sorulmustur. Bagka bir deyisle, TKM'de yer alan algilanan fayda, algilanan kullanim
kolayligr ve niyet boyutlar1 bu form aracilifiyla incelenmistir. Buna gore katilimcilara asagidaki

sorular yoneltilmistir;

o Dijital hikaye olusturma siirecinin zorlugu hakkinda ne diisiiniiyorsunuz? En ¢ok hangi

asamada zorlandimiz? Neden? (Kullanim Kolaylig1)

e Sizce, dijital hikaye olusturma siirecinin Ogrencilere ne gibi katkilar1 olur? Neden?

(Algilanan Fayda)

e  Gelecekte simiflarmizda dijital hikaye olusturma siirecini kullanmay diisiiniir miistiniiz?

Neden? (Niyet)

Arastirma verileri birinci aragtirmacinin yaptigi gozlemler ve gozlem notlart ile

dogrulanmistir. Gézlem notlar1 alinirken TKM'nin {i¢ bileseni gercevesinde arastirmaci gozlemlerine
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yer vermistir. Dijital hikaye yaratma etkinliklerine katilan gruplarin ¢alismalarim takip ederek; neler
yaptiklarini, nerelerde zorlandiklarinmi ve nelerde eglendiklerini gézlem notlarinda ilgili alanlara not
etmistir. Gozlem notlar1 hem arastirmanin baglamina iliskin bir anlayis gelistirmek hem de acik uglu

sorulardan elde edilen bulgular1 dogrulamak i¢in kullanilmaistir.
Veri Toplama Prosediirii ve Analizi

Arastirmanin verileri, 2018-2019 akademik yilinin bahar déneminde toplanmistir. Kuramsal
egitimler ve dijital hikaye olusturma uygulamalarinin ardindan 6gretmen adaylarma agik uglu sorular
yoneltilmistir. Bu sorularla birlikte, katihmcilara yoneltilen sorularin ne amagla kullanilacag:
acgiklanmis ve katilimin tamamen gondilliiliik esasina dayali oldugu vurgulanmistir. Katilimcilarin bu
sorulart olusturulan c¢evrimi¢i form ile yamitlamislar ve yanitlama siiresi yaklasik 10 dakika

surmiustur.

Nitel veriler {i¢ asamada analiz edilmistir: (1) verilerin organizasyonu, (2) kodlamayla
verilerin indirgenmesi ve (3) verilerin tablolar ve tartismayla gosterimi (Creswell, 2007). {lk asamada
veriler, form ortamindan disariya aktarilmis ve her bir katilimcmin yanitlari rumuzlarla
isimlendirilmigtir. Tkinci asamada, siirekli karsilagstirmali analiz yontemiyle (Glaser, 1965) veriler
boliimlere ayrilmis ve bu veri boltimleri benzerlikleri ve farkliliklarina gore siirekli karsilagtirilmistir.
Veri boliimleri hibrid isimlendirme kullanilarak kodlanmistir. Bagka bir deyisle veri boliimlerinin
isimlendirmesinde hem ilgili alanyazindan hem de verilerden yola ¢ikilmistir. Bu siirekli karsilagtirma
sonucunda, elde edilen kodlar hem katihmcilarin kendi cevaplar: iginde hem de katihimcilar aras:
cevaplarla karsilastirilarak temalar olusturulmustur. Son asamada ise, elde edilen kodlar ve temalar
tablo seklinde gosterilmis ve kendi baglamlari icinde tartisilmistir. Creswell’in (2007) de tarif ettigi

gibi; bu ti¢ asama dogrusal bir sekilde degil, spiral bir yapida, birbiriyle iligkili bir sekilde ilerlemistir.

Bulgularin inandiriciligini saglamak igin Lincoln ve Guba (1985) tarafindan onerilen ilkeler
takip edilmistir. Oncelikle, arastirmacilar, arastirma ortamini anlamak ve katilimcilarla en optimal
iliskiyi kurmak igin arastirma ortaminda yeterince zaman gegirmislerdir. Agik uglu sorulara verilen
yanitlar, arastirmacinin gozlem notlar1 aracilifiyla dogrulanmistir. Arastirmacilarin, arastirma
problemine yonelik 6n yargilarindan kaginmak icin veriler bagka bir arastirmaci tarafindan da analiz
edilmis ve arastirmacilarla miizakere edilerek sonuglar {izerinde uzlasma saglanmistir. Elde edilen
kod ve temalar kendi baglami iginde ayrintili bir sekilde agiklanarak bulgularin baska baglamlara
aktarilabilirligi saglanmistir. Son olarak, arastirmacilar arastirma boyunca yansitict bir tutumla veri

toplama ve analiz prosediiriinii siirdiirmiistiir.

Bulgular
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Bulgular, TKM'nin ii¢ 6énemli degiskeni temel alinarak ii¢ ana kategoride incelenmistir. Bu
kategoriler; Kullanim Kolayligi, Algilanan Fayda ve Kullanma Niyetidir. Her ana kategori altinda
olusturulan kodlara iliskin frekanslar verilmis ve ayrica katilimcilarin ifadeleri ve birinci
aragtirmacinin gozlem notlar: ile bulgular desteklenmistir. Arastirmanin bulgulari, Sekil 2’"de TKM

cercevesinde sunulmustur.
Kullanim Kolaylig1

Ogretmen adaylarinin vermis olduklari yanitlara gore dijital hikaye anlatimi siirecini genel
olarak kolay bulduklar1 belirlenmistir. Siire¢ igerisinde kendilerini en ¢ok zorlayan kisimlar
belirlenmeye c¢alisilmis, boylelikle gelecek uygulamalarda uygulayicilarin kullanim  kolaylig:
noktasinda nelere dikkat etmesi gerektigi ortaya koyulmaya galisilmistir. Ogretmen adaylari, dijital
hikaye anlatimu stirecini kullanim kolaylig1 acisindan degerlendirdiklerinde, Tablo 1’de gosterildigi
gibi dijital hikaye olusturma siireglerinde iiretim Oncesi ve {iretim asamalarinda zorluk yasadiklar

belirlenmistir.

Tablo 1. Ogretmen adaylarimin perspektifinden kullanima iliskin zorluklar

Temalar n

Uretim Oncesi
Ortam se¢imi ve kullanimi 7

Uygun medya se¢imi ve kullanimi 6

Fikir {iretme 2
Uretim

Kurgu yapma 17

Zaman ¢izelgesi hazirlama 4

Seslendirme 2

Ogretmen adaylarinin tiim siire¢ gdz oniinde bulunduruldugunda en fazla iiretim
asamasinda kurgu yapmada zorlandiklari, {iretim 6ncesi asamasinda ortami segme veya kullanmada
ve uygun medyay1 segmede zorlandiklar1 belirlenmistir. Ogretmen adaylarmin biiyiik ¢ogunlugu
daha once dijital hikaye olusturma tecriibesine sahip olmadiklari i¢in, arastirmacinin tanitti1 Web 2.0
araglarini da kullanamamuslardir. Bu nedenle olusturacak olduklar: dijital hikayeleri hangi ortamda
olusturmalarinin kendileri agisindan daha kolay olacagma karar verememislerdir. Bu durum
Ogretmen adaylarinin ortam se¢iminde ve ortami kullanirken zorlanmalarina neden olmustur. Bu

durumu bir 6gretmen aday1 su sekilde ifade etmistir;

“Kullanlan web sayfalarini anlamakta biraz zorluk cektim ciinkii daha once kullanmanustim ve bu

konu da bir bilgim yoktu.” (PT28)

Bir baska 6gretmen aday1 da PT28’e benzer bir sekilde ortami kullanirken zorluk yasadigini

su sekilde ifade etmistir;
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“Programa yabanct oldugum ve deneyimim olmadigr icin neyi nasil yapaca§im konusunda g¢ok

zorlandim.” (PT16)

Ogretmen adaylarinin iiretim &ncesi asamasinda ortami kullanma disinda, hikayeleri igin
hikayedeki duyguya uygun medyay1 segerken zorlandiklarmi belirtmislerdir. Olusturacaklar:
hikayeler i¢in zamanlarimin smirli olmasi bu asamada zorlanmis olmalarimin bir sebebi olabilir.

Ogretmen adaylarinin bu asamada yasadiklari zorluklari bir 6gretmen aday1 su sekilde ifade etmistir;
“Medyada resim secimi hikayeye uygun olsun diye ararken zorlandim.” (PT21)

Ogretmen adaylarinin en ¢ok zorlandig1 kisim iiretim asamasindaki kurgu yapma asamasi
olmustur. Bu asamada secilen medya Ogeleri, hikayenin seslendirmesi ile birlikte dijital hikayenin
olusturulacag1 ortamda diizenlenmektedir. Baz1 6gretmen adaylarinin bu asamada zorlanmalari,
sectikleri ortami kullanmay1 bilmemelerinden kaynaklanmakla birlikte, ortamdan bagimsiz olarak
kurgu yapmada zorlanan 6gretmen adaylarinin da oldugu goriilmektedir. Ortamdan bagimsiz olarak

kurguda zorlanan 6gretmen adaylarindan ikisi yasamis oldugu zorlugu su sekilde ifade etmislerdir;

“Ses ve fotograflarin gecis siirelerini denk getirme konusunda zorlandim fakat birkac deneme sonras

kolaylikla yapmaya basladim.” (PT29)
“Sesler ve gorsellerin es zamanli uyumlarim ayarlamakta oldukca zorlandim.” (PT12)

Hikayeyi olusturduklar1 ortama bagh olarak kurguda zorluk yasadigini belirten 6gretmen

adaylarindan birisi bu zorlugu su sekilde ifade etmistir;

“Ses wve goriintiiniin birbiriyle uyumlu bir sekilde ilerlemesi ¢ok onemli ve en zorlandigim

noktalardandi.” (PT16)

Birinci arastirmacimin yapmis oldugu gozlemler sonucunda &gretmen adaylarmin genel
olarak teknoloji okuryazarligi konusunda gelisime agik olduklari goriilmektedir. Bu durum
kendilerinin hikayeleri gelistirirken zaman kaybetmelerine neden olmaktadir. Ayrica Ogretmen
adaylarinin seslendirme yapmaktan cekindikleri, bu durumun da ses konusunda zorluk yasamalarina
neden oldugu goriilmektedir. Arastirmacinin gozlem notlarinda bu durum su sekilde ifade

edilmektedir;

“Ogretmen adaylarmda genel olarak teknoloji okuryazarhig konusunda sorunlar mevcut. Kisa siirede
yapabilecekleri islerde cok fazla zaman kaybediyorlar. Akilli cihazlar1 daha yogun kullandiklary icin web
arayiiziinde zorlandiklarini ifade ediyorlar. Ayrica 6gretmen adaylar: kendi seslerini kaydetmeye yanasmuyor,

yanaganlar da birkag sefer deneyerek yapryorlar.”

Algilanan Fayda
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Tablo 2'de yer alan 6gretmen adaylarimin dijital hikaye anlatimi siirecini neden faydali
bulduklarina iligkin arastirma bulgular: incelendiginde bilgi ve beceriler, motivasyon, katilim-baghlik

seklinde {i¢ farkl alt temanin olustugu goriilmektedir.

Tablo 2. Ogretmen adaylarinin perspektifinden algilanan faydaya yonelik bulgular

Temalar n
Bilgi ve Beceriler
Teknoloji okuryazarligini gelistirmesi 13
Yaraticihig1 gelistirmesi 9
Ogrenme firsatlarinin zenginlesmesi 7
Ogrenmeyi kolaylastirmasi 4
Kalict Ogrenme 4
Motivasyon
Dikkat cekmesi 5
Eglenceli hale getirmesi 4
Meraki arttirmasi 1
Katilim-Baglilik (Engagement)
Aktif katilim 4
Sorumluluk alma 2
Uretime katilma 2

Dijital hikaye anlatimi, bireylerin en fazla bilgi ve becerilerine olan katkisindan dolay1
ogretmen adaylar: tarafindan faydali olarak goriilmiistiir. Dijital hikaye anlatiminin bireylerin bilgi ve
becerilerine olan katkis1 incelendiginde teknoloji okuryazarliklarinin gelistirilmesine faydas1 olacag:
diisiiniilmektedir. Ozellikle web 2.0 araglarinin kullanilmasi ve bu araglarin arayiiz tasarimlarmin
gliniimiiz standartlarina uygun olmasi, Ogretmen adaylarinin dijital hikaye anlatimi siirecinin
Ogrencilerin teknoloji okuryazarliklarma olumlu katk: sunacagini diisiinmelerini saglamis olabilir.
Teknolojik okuryazarligin yani sira 21. yiizyil becerilerinden oldugu diisiiniilen yaraticilig:
geligtirecegi diisiiniilerek de faydali bulunmustur. Ogretmen adaylarindan bazilar1 dijital hikaye

anlatimi siirecinin teknoloji okuryazarligina ve yaraticiliga katkisini su sozlerle ifade etmistir;

“Teknolojiyi etkili ve faydali olacak amaglar icin kullanmasina, kendisinin de iiriin olusturabilecegini
gormesine ciinkii giinliik hayatta sik kullanildigint ve bunu nasil olusturdugunu arastivarak iivetme ve 0zgiin

fikirler olusturmasina katkisi olacaktir.” (PT11)

“Teknolojiyi de kullanarak ¢ocuklarim yaraticiliklarini somut bir isleme dokebilmeleri icin giizel bir yol.

Dijital yetkinlikleri kazanmalarina cok giizel bir 6rnek.” (PT19)

“Teknolojiyi yararli bir seyler igin kullanmay: ve onun eseri olan bu etkinlikleri sunmay: da 63renir.”

(PT14)

“Ogrencilerin ilkin dijital hikaye olusturmak icin beyin firtinasi yaparak bir kurgu olusturur ve bu
kurguyu kisa bir siirede etkili bir sekilde nasil verebilecegini diisiinerek ses, efekt, resim vb. etkinlikleri bulup bu

etkinlikleri uygun kullanmak icin ek bir yaraticihik giiciinii kullanir.” (PT13)
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Dijital hikaye anlatiminin, geleneksel 0grenme Ogretme yontemlerinden farkli olmasi,
O0gretmen adaylarinin dikkatini ¢ekmis ve Ogrenenlere yeni firsatlar sunup, daha kolay ve kalicl
ogrenmeler gerceklestirilmesi noktasinda faydali oldugu diisiiniilmiistiir. Ozellikle diger alt temalar
olan motivasyon ve katihmin dijital hikaye ile artmasi bilgi ve becerilerine de olumlu katki

saglayacaktir. Ogretmen adaylarindan ikisi bu durumu su sozlerle ifade etmiglerdir;

“Dijital hikaye olustururken eglenirler. Bu nedenle derse dikkatlerini ceker ve yaparak, yasayarak

ogrenecekleri igin de kalict bir 6§renme gerceklesir.” (PT4)

“Birden ¢ok zeka tiiriine katki saglar ve coklu zeka ortami olusmasina katkist olur. Bunun disinda,
ogrenciler yaparak ve yasayarak ogrenir. Carpict gorsellerin olusu ve ses tonu olayr daha dikkat ¢ekici hale

getirdigi icin kalict 6grenme olur.” (PT25)

Ogretmen adaylar1 kendi deneyimlerinden yola gikarak gelecekteki 6grencileri icin de dijital
hikaye anlatiminin faydali olacagi noktalar belirtmektedir. Ogretmen adaylarmin hepsi siirecte aktif
rol almis ve eglenerek hikayelerini olusturmuslardir. Bu durum arastirmacinin gézlem notlarma su

sekilde yansimstir;

“Ogretmen adaylarmin hepsi siirecte aktif rol alarak hikayenin her asamasina dahil oluyorlar. Ozellikle
fikir asamasinda ortaya cikan yaratici fikirler ve o fikirleri hikayelestirme asamasinda cok e§lendikleri

goriiliiyor.”
Kullanim Niyeti

Ogretmen adaylarinin dijital hikaye anlatimini gelecek smiflarinda kullanmalarini yordayacak
en onemli degisken kullanmaya olan niyetleridir. Eger kullanma niyeti yiiksekse davranisi gosterme

durumu da aym sekilde yiiksek olacaktir (Davis, 1989).

Ogretmen adaylarmin biiyiik ¢ogunlugu kullanim kolaylig1 ve algiladiklar fayda neticesinde,
Tablo 3’de gosterildigi gibi dijital hikaye anlatimini gelecek siiflarinda kullanmaya niyetli olduklarin
belirtmislerdir. Kendilerinin bir 6grenen olarak dijital hikaye anlatim siirecini deneyimlemeleri, kendi
ogrencilerine de boyle firsatlar sunmak istemelerine neden olmustur. Bir 6gretmen adayinin s6zleri bu

¢ikarimi desteklemektedir;

“Evet diisiiniiyorum. Su an ben bile egleniyorsam, cocuklar daha cok eglenecektir. Amacimiz eglenirken

ogretmek oldugu icin bu amaci karsilayacak bir siire¢ olacaktir.” (PT17)

Tablo 3. Ogretmen adaylarinun Kullamim niyetine iliskin bulgular

Kullanim Niyeti n

Evet 28
Hayir 2
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Dijital hikaye anlatimini siniflarinda kullanmaya niyeti olmayan 6gretmen adaylar1 6zellikle
zaman yOnetimi agisindan kendilerine sorun c¢ikartacagimi diistinmektedirler. Kullanma niyeti

olmayan bir 6gretmen aday1 bu durumu su sekilde ifade etmistir;
“Hay1r, zamansal olarak ¢ok fazla vakit alryor ve zor bir uygulama.” (PT20)
Sonuglar ve Tartisma

Bu calismada 6gretmen adaylarinin aldiklar: dijital hikaye anlatimi egitiminin sonunda, dijital
hikaye anlatimi siireci ile ilgili goriislerini TKM c¢ercevesinde degerlendirilmesi amaglanmstir.
Arastirma sonucunda TKM'nin {i¢ bileseni (kullanim kolayligi, algilanan fayda ve kullanim niyeti)

altinda alt temalar ortaya ¢ikartilmis ve Sekil 2’de sunulmustur.

Birinci tema altinda Ogretmen adaylarimin dijital hikaye anlatimi siirecini genel olarak
kullanim kolaylig1 agisindan kolay bulduklari belirlenmis ancak yasadiklar1 zorluklar raporlanarak
gelecekte dijital hikaye anlatimi siirecini kullanacak uygulayacilarin onlemler alabilmesi
hedeflenmistir. Buna gore 6gretmen adaylar1 en ¢ok olusturduklart hikayelerin kurgusal diizenini
yaparken zorluk yasadiklar1 belirlenmistir. Bu durumun pek ¢ok 6gretmen adaymin dijital hikayeyi
ilk kez deneyimlemelerinden kaynaklandig1 diisiiniilmektedir. Ayrica oOgretmen adaylarinin
teknolojik okuryazarliklarinin da bu zorlugu yasamalarina neden oldugu sodylenebilir (Kocaman-
Karoglu, 2014). Ayrica egitim esnasinda tamitilan ortamlara yabanci olmalar1 da ortam sec¢imi ve
segtikleri ortam1 kullanma noktasinda &gretmen adaylara zorluk yasatmistir. Ogretmen adaylart
kullanimi kolay olan ortami se¢gmek i¢in zaman harcamislar ve sonucunda kullaniminin kolay
oldugunu diistindiikleri araca yonelmislerdir. Bu durum alanyazindaki 6gretmen adaylarmn dijital

hikaye anlatimi deneyimleri {izerine yapilan calisma ile paralellik gostermektedir (Islim et al., 2018).
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Bilgi ve Beceriler

-Teknoloji okuryazarhgini
gelistirmesi

-Yaraticihgi gelistirmesi
-Ogrenme firsatlarinin
zenginlesmesi

-Ogrenmeyi kolaylastirmasi
-Kalici Ogrenme saglamasi

Motivasyon

-Dikkat gekmesi
-Eglenceli hale
getirmesi

-Meraki arttirmasi

Katilim -
Baghhk

-Aktif katilim
-Sorumluluk alma
-Uretime katilma

Kullanim Kolayhgi

Uretim Oncesi Uretim
Sonrasi

-Ortam segimi ve
kullanimi

-Uygun Medya
secimi ve kullanimi
-Fikir Gretme

hazirlama

-Kurgu yapma
-Zaman gizelgesi

-Seslendirme
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Kullanim Niyeti

Evet Hayir
%93.34 %6.66

Davranis

Sekil 2. Dijital hikaye anlatiminin teknoloji kabul modeli cercevesinde degerlendirilmesi



KEFAD Cilt 20, Say1 3, Aralik, 2019

Ogretmen adaylari, dijital hikaye anlatimu siirecini {i¢ alt kategoride faydali bulmusglardir: (1)
Bilgi ve Beceriler, (2) Motivasyon ve (3) Katilim ve Bagllik. Bilgi ve beceriler acisindan dijital hikaye
anlatim siirecinin faydalar1 degerlendirildiginde, en fazla teknoloji okuryazarligini gelistirmesi daha
sonra ise yaraticiligl gelistirmesi dijital hikaye anlatimimin en faydali oldugu kavramlar olarak
karsimiza ¢ikmaktadir. Bu sonuglar alanyazindaki pek ¢ok arastirma ile benzerdir (Islim et al., 2018;
Karatas et al., 2018; Kocaman-Karoglu, 2014; Sadik, 2008). Ayrica dijital hikaye anlatimi siireci ile
Ogrencilerin motivasyonlarinin, derse katihmlarinin ve baghliklarinin artacag: diistiniilmektedir. Bu
yoniiyle 6grencilerin 6grenme ortamina aktif katilimlari, hem kendilerinin motivasyonunu olumlu
etkileyecek hem de kendi iirtinlerini ortaya koyabilecekleri firsatlar sunacaktir. Bu sonug
alanyazindaki dijital hikaye anlatimi siirecinin olumlu yonlerinden bahseden calismalar1 (Chun-Ming

Hung et al., 2012; Nam, 2017; Robin, 2008; Robin ve Pierson, 2005) destekler niteliktedir.

Ogretmen adaylarmnin dijital hikaye anlatimi siirecini kolay ve 6grenenler agisindan faydal
bulmalar1 gelecekte siniflarinda bu uygulamay1 kullanma niyetlerini olumlu etkilemistir. Bu niyet,

alanyazinda 6gretmen adaylariyla yapilan diger ¢alismalarla benzerlik gostermektedir.

Bu calisma ile 6gretmen adaylarnin dijital hikaye anlatimi siirecinde yasadiklar1 deneyim
sonucunda dijital hikaye anlatim1 siirecini nasil degerlendirdiklerini ortaya koyulmustur. Ogretmen
adaylar1 kendi teknolojik okuryazarliklari neticesinde kismen zorluklar yasamakla birlikte genel
olarak dijital hikaye anlatimi siirecini kolay bulmuslardir. Bu noktadan hareketle, 6gretmen
adaylarinin teknoloji okuryazarliklarini gelistirecek uygulamalara daha fazla yer verilmesi 6gretmen
adaylarinin smiflarma teknolojiyi entegre etme konusunda faydali olacaktir. Ayrica dijital hikaye
anlatiminin siniflarda kullanimi giiniimiizde siklikla kullanilan yapilandirmaci 6grenme yaklasimina
uygun bir yontemdir. Ogrenenlerin kendi 6grenme deneyimlerini gerceklestirmeleri pek ¢ok agidan
fayda saglayacaktir. Ogretmenlerin 6grenenlere bu firsatlar1 sunmalar1 6grenenlerin ozellikle 21.
ylizyil becerilerinin gelismesi agisindan yararhidir. Arastirma sonuglarinda &gretmen adaylarinin
gelecekte smiflarinda kullanmaya niyetlerinin oldugu goriilmektedir. Ancak wuzun stireli
arastirmalarla Ogretmen adaylarinin bu uygulamalar1 simuflarina tasiylp tasimadiklarmin, eger

tasimiyorlarsa nedenlerinin arastirilmasi onerilmektedir.
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Abstract

Stories have been effective communication tools throughout the history used to covey people’s experiences,
knowledge or any message. With these characteristics, stories, which have always taken part in education, have
been transferred into digital environments with the development of technology, particularly web 2.0 tools. Thus,
the created digital stories have taken teachers and researchers’ attention and have been a method frequently used
to integrate technology into educational environments. Teachers are required to have knowledge and skills about
the methods in order to successfully integrate technology into education. The purpose of this study is to
investigate the introduction of digital storytelling to the pre-service teachers and their digital storytelling
development process within the framework of technology acceptance model. Based on this purpose, a training
was conducted on digital storytelling with the participation of 30 pre-service primary school teachers. The themes
were identified based on technology acceptance model during the data analysis. The findings indicate that the
pre-service teachers have found digital storytelling as easy-to-use. However, they had challenges during the
montage of the stories. The findings further revealed the participant pre-service teachers believe that digital
storytelling would contribute to students” acquisition of especially 21. century skills and they have intention to
use digital storytelling in their future classrooms. These findings indicated similar findings with the prior studies.
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Introduction

Technological change and development in this century have led to the need for individuals to
gain diverse skills. These skills, called in general as 21. century skills, have been a hot topic in a great deal
of educational research studies (Binkley et al., 2012) and educators are in an attempt to reshape their
instructional practices for the acquisition of these skills (Bellanca and Brandt, 2010; Griffin, McGaw, and
Care, 2012). In this change process, the perspective of traditional instructional methods through which
students are in a passive role is in change as well. It gains more importance that students have a more
active role in learning environments. Additionally, the use of instructional methods by which stunts can
develop their own products is considered as essential for the development of 21. century skills while they
actively engage in learning process.

Digital storytelling is one of the methods by which learners are active in learning environment
and develop their own products as a result of their learning experience (Condy, Chigona, Gachago, Ivala,
and Chigona, 2012; Robin, 2008; Yang and Wu, 2012). During the use of digital storytelling, learners create
their own scenarios as appropriate with context and transform these scenarios into digital form using
multimedia elements. Learners can easily digitize their stories via web 2.0 tools, which particularly offer
ease of use and user-friendly interface. There are a great deal of studies in the literature revealing that
digital storytelling positively influences learners’ motivation, academic achievement, and engagement in
courses (Chun-Ming Hung, Hwang, and Huang, 2012; Nam, 2017; Sadik, 2008). However, this method is
unknown by most of the pre and in-service teachers (Karatas, Kukul, and Ozcan, 2018), and could not be
used in classroom environments, consequently. For this reason, it is a prerequisite for its usage in
classroom environment to introduce the process of digital storytelling to more pre and in-service teachers.

It is possible to encounter the studies in the literature conducted to introduce the practice of
digital storytelling to pre-service teachers (Islim, Ozudogruve Sevim-Cirak, 2018; Karatas et al., 2018; Kilic
and Sancar-Tokmak, 2017; Kocaman-Karoglu, 2014; Sancar-Tokmak, Surmelive Ozgelen, 2014; Sancar-
Tokmak and Yanpar-Yelken, 2015; Yuksekyalcin, Tanrisevenve Sancar-Tokmak, 2016). The review of
these studies indicated that the studies focused on pre-service teachers’” technological pedagogical content
knowledge (Sancar-Tokmak et al., 2014; Sancar-Tokmak ve Yanpar-Yelken, 2015) and their perspectives
on digital storytelling (Islim et al., 2018; Karatas et al., 2018; Kocaman-Karoglu, 2014). Nevertheless, the
literature lacks of the studies on the determination of pre-service teachers’ use of this method and whether
they would use it in practice in their future teaching. Although some of the studies provided findings
regarding pre-service teachers’ intention to use in their future classes (Islim et al., 2018; Karatas et al.,
2018), these findings are inadequate to understand their behavior. A model such as Technology
Acceptance Model (TAM) could be a useful framework to comprehensively understand their usage
behavior.

In this regard, the purpose of this study is to investigate the perceptions of pre-service teachers
pertaining to digital storytelling within the framework of TAM at the end of a training on digital
storytelling. Specifically, the study sought to answer the following research questions:

* How do pre-service teachers perceive the usefulness of digital storytelling?
* How do pre-service teachers perceive the ease of use of digital storytelling?

* What are pre-service teachers’ perspectives on the use of digital storytelling in their future
classrooms?
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Digital Storytelling

The history of digital storytelling dates back to the end of 1980s (Robin, 2008). Dana Atchley and
Joe Lambert conducted studies in this field and then established the Center for Digital Storytelling
(Karoglu, 2015). More and more people have now begun to produce content through their own smart
devices with the development of technology and to share them in various platforms. Rapid developments
in technology and people’s frequent usage have created a need for teachers to reconsider instructional
methods to integrate technology into classroom environment. In this respect, digital storytelling is
considered as an effective method to be used in the integration of technology into classroom environment.
Digital storytelling, which creates a great deal of opportunities for both teachers and students (Islim,
Ozudogru, and Sevim-Cirak, 2018; Karatas et al., 2018), can be simply defined as computer-based stories
told through the use of multimedia elements (Robin, 2008). It generally provides learners with the
opportunity of telling their own original stories by integrating such multimedia elements as video, image,
sounf, graphics, and animation via web 2.0 tools (Karoglu, 2015).

The historical examination of learning theories indicates that constructivism is the most
appropriate approach with today’s desired skills. According to this approach, it is expected from learners
to learn as a result of their experience and, thereby to be active in learning environment. In addition to
integrating technology into classroom environment, digital storytelling is considered as an activity in
which learners actively participate in learning environment and control their learning (Islim et al., 2018;
Robin, 2008). This method allows students to produce creative ideas and to transform these ideas into
products (Condy et al., 2012; Robin, 2008). In this manner, digital storytelling, which is appropriate with
constructivist approach (Yang and Wu, 2012), enhances learners’ creativity, problem solving and
collaborative skills (Karatas et al., 2018; Nam, 2017) as well as improving their motivation for courses and
academic achievement (Chun-Ming Hung et al., 2012; Sadik, 2008). Pre-service teachers participated in
digital storytelling development process stated that learning environment has become more entertaining
with digital stories (Karatas et al.,, 2018). Therefore, further efforts are required for pre and in-service
teachers to use this innovative method.

Technology Acceptance Model

The rapid development and revolution in technology have differentiated the expectations from
teachers as they have affected learning approaches. What is expected from teachers is to integrate the
cutting-edge technology into their classrooms as well as using student-centered instructional methods.
Thus, it is aimed for students to be individuals equipped with 21. century skills. Nevertheless, it is argued
that teachers have challenges in technology integration and continue their courses with the traditional
methods (Ursavas, Sahin and Mcllroy, 2014). Considering that successful integration of technology into
classroom environments is related with teachers” knowledge, skills, and motivations (Ursavas, Sahin, and
Mcllroy, 2014), it is a necessity to reveal which of these variables causes their use of traditional methods.
Various theories and models aiming to understand human behaviors and their reasons are available in the
literature to shed light on this current state. One of these models is TAM.

TAM was based on the theory of reasoned behavior, proposed by Fishbein and Ajzen in 1975, to
investigate the reasons behind demonstration of human behaviors. Davis (1989) has begun to examine the
factors influencing individuals” acceptance of information technologies. TAM, which was firstly proposed
in 1989, was updated and expanded in the further studies as TAM-2 (Venkatesh and Davis, 2000) and
TAM-3 (Venkatesh and Bala, 2008).
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Figure 1. Technology Acceptance Model (Venkatesh and Davis, 2000)

According to TAM, individuals” perceptions of usefulness and ease of use regarding a technology
lead to their intention to use it. Besides, as independent from ease of use, perceived usefulness about a
technology affects intention to use it. It is finally expected that individuals with the intention to use a
technology demonstrates actual behavior of using it. Therefore, it is argued that perceptions of ease of use
and usefulness of a technology would be possible through the enhancement of individuals’ knowledge
and skills regarding it. Consequently, their intention to use technology would be improved and they
would demonstrate technology usage behavior.

Adoption of the relevant technologies is a prerequisite for pre and in-service teachers to use this
method since digital storytelling, the focus of this study, is a computer-aided method and requires
technology usage, accordingly. For this reason, TAM was used as a framework during the data collection,
analysis, and presentation of findings.

Methodology

Research Design

The purpose of this study is to examine the perspectives of pre-service teachers pertaining to
digital storytelling within the framework of TAM. Based on this aim, qualitative case study was employed
as the research design. Creswell (2007) defines case study as a qualitative research approach by which a
research issue is investigated through single or multiple cases a in a bounded system and describes it as a
research design used to identify a case or case-based themes in a specified time interval with multiple data
sources. In this study, instrumental case study design, which is a type of case study design, was used. In
this type of case study, researchers focus on a topic or issue and selects a limited case to address the issue
(Creswell, 2007). The selected case might be a program, event, or activity. The restricted case selected in
this study is a training process conducted in a TUBITAK 4004 project. The training covered child rights.
Pre-service teachers created digital stories about child rights as part of this training. The research issue in
this study is to identify pre-service teachers’ perceptions regarding digital storytelling. The multiple data
sources of the study include the open-ended questions raised within the framework of TAM and the
observation notes during the study.
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Participants

The participants of the study were selected by using maximum variation sampling, a type of
purposeful sampling strategies, so as to access the various perspectives on the research problem
(Creswell, 2007). All pre-service teachers participated in the trainings were included in the training as a
requirement of this strategy. The participants are 30 pre-service teachers enrolled in classroom teaching
programs of 17 universities. 24 of them (80%) were junior and 6 of them (20%) were senior students.
Besides, 20 of the participants (66.7%) were female and 10 of them (33.3%) were male students. Five of the
participants (16.67%) stated that they have prior experience on digital storytelling, 25 of them (83.33%)
stated that they do not.

Context of the Study

The study was conducted within a project supported by TUBITAK. A 40-hour training in five
days pertaining to child rights was offered to the pre-service teachers enrolled in classroom teaching
programs within the project. The sessions about the teaching of child rights with creative drama,
educational games, and digital storytelling were conducted in the training. In this regard, the session for
digital storytelling lasted eight hours. In the first part of the sessions, it was introduced to the pre-service
teachers what digital storytelling is and then the example digital stories previously developed by the
other pre-service teaches were displayed. In the second part of the sessions, the pre-service teachers were
asked to develop stories pertaining to child rights by considering the phases of digital story development
process. The developed stories were presented in a session in the classroom environment with the
participation of the trainer academics in the project.

Data Collection Instruments
The data were collected through a form including the open-ended questions. This form was
developed by the researchers to investigate the pre-service teachers’ acceptance levels of digital
storytelling method and technologies. The questions in the form were raised based on the framework of
TAM. In other words, the factors within TAM, namely perceived usefulness, perceived ease of use, and
intention, were investigated through this form. Thus, the following questions were asked to the
participants:

e In your opinion, what are the possible contributions of digital story creation process to students?
Why? (Perceived usefulness)

e What do you think about the difficulty of digital story creation process? At which phase were you
most challenged? Why? (Perceived Ease of Use)

¢ Do you think you will use digital story creation process in your future classes? Why? (Intention)

The data collected in the current study were triangulated with the observations conducted by the first
author. The researcher took observation notes based on the three elements of TAM. He took notes on the
relevant parts of the observation form in terms of what they did, in which stage they had challenges and
fun by monitoring their progress in the digital storytelling development activities. The observation notes
were used both to have an insight into the context of the study and to triangulate the data obtained from
the open-ended questions.

Data Collection Procedure and Analysis
The data were collected in the spring semester of 2018-2019 academic year. After the theoretical
trainings and digital story development practices, open-ended questions were distributed to the
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participant pre-service teachers. The participants were also informed about the usage aim of the asked
questions. Additionally, they were informed that the participation is voluntary. The participants
answered the questions via an online form and their response duration was about 10 minutes.

The qualitative data were analyzed in three stages: (1) organization of the data, (2) reduction of
the data by coding, and (3) demonstration of the data through tables and discussions (Creswell, 2007). In
the first stage, the data were extracted from the form and each respondent was named with a pseudonym.
In the second stage, the data segments were coded and they were compared and contrasted in terms of
their similarities and differences by using constant comparative method (Glaser, 1965). The data segments
were coded by using hybrid names. In other words, the data segments were named by using both TAM
model and the participant responses in the data. As a result of the constant comparison, extracted codes
were compared both within each participants’ responses and between the participant responses. In the
last stage, the generated codes and themes were illustrated as tables and figure, and discussed in their
contexts. As Creswell (2007) described, the three stages were not in a linear, but spiral, and interrelated
with each other.

The guidelines proposed by Lincoln and Guba (1985) were used to provide trustworthiness of the
findings. First of all, the researchers adequately engaged in the study context to have an insight into the
context and established the best rapport with the participants. The participants’ responses to the open-
ended questions were triangulated by the observation notes taken by the researchers during the digital
storytelling practices. To avoid researcher bias, the collected data were analyzed by another researcher
and the findings from both analyses were negotiated to provide a consensus. Transferability was ensured
by providing the detailed explanation of the extracted codes and themes in their contexts. Finally, the
researchers kept a reflective attitude toward the research problem throughout the data collection and
analysis process.

Findings
Findings were presented in three main categories based on TAM. These categories are perceived
ease of use, perceived usefulness, and intention to use. The frequencies of the extracted codes were
presented in each main category and the findings were supported with the extractions from the
participants’ responses and a researcher’s observation notes. The findings of the present study were
presented in Figure 2 based on TAM.

Perceived Ease of Use

According to the responses of pre-service teachers, they found that digital storytelling
development is generally an easy process. It was aimed to identify the most challenging stages
in the process so as to reveal the practical guidelines regarding ease of use that need special
attention by the practitioners in the future uses. According to the evaluation of digital
storytelling development process by the pre-service teachers in terms of ease of use, there are
identified challenges for them categorized as pre-production and production as shown in Table
1.

Table 1. Challenges pertaining to usage from the perspectives of the pre-service teachers

Themes n
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Pre-production

Selection and use of Environment 7

Selection and use of Appropriate Media 6

Idea generation 2
Production

Montage 17

Timeline creation 4

Sound recording 2

Considering the overall process, it was observed that they were mostly challenged by montage in
production phase while they were mostly challenged in pre-production phase by selection or use of
environment and selection of appropriate media. Since the most of the participant pre-service teachers do
not have an experience on digital storytelling, they similarly do not have an experience on the web 2.0
tools, which was introduced to them by the researcher in the trainings. For this reason, they had difficulty
to make a decision on which environment would be easy-to-use to create their digital stories. This
challenge also caused that they were challenged in the selection and use of media. A pre-service teacher
stated this challenge as follows:

“I was a bit challenged to understand the used web pages because I did not previously use it and I did not
have knowledge about this issue.” (PT28)

Another pre-service teacher stated his challenge, similar to PT28, in using the environment as
follows:

“Because I have not familiar with and experienced about the program, I was challenged in what and how to
do.” (PT16)

In the pre-production phase, besides using environment, pre-service teachers also stated that they
were challenged in selecting media appropriate with the emotion in the story for their digital stories. The
reason might be at this stage that they had limited time for their stories. A pre-service teacher explained
their challenge at this stage as follows:

“I had difficulty while searching an image in media appropriate with the story.” (PT21)

In the production phase, pre-service teachers were mostly challenged by montage. The media
elements selected at this stage were montaged in the environment where the digital story was to be
developed together with sound recording. While some of the participants” lack of knowledge regarding
the environment they selected was the reason why they were challenged at this stage, there were also
participants who were challenged as independent of the environment. Two of the participants who were
challenged during the montage as independent of the environment explained their challenge as follows:

“I had difficulty in synchronizing the run time durations of the sound and images. But, I could be able to
easily do it after a few trials.” (PT29)

“I was quite challenged in managing synchronous adjustment of the sounds and visuals.” (PT12)
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One of the pre-service teachers who had difficulty during the montage due to the used
environment to create stories stated this difficulty as follows:

“It is very important to run the sound and image with synchronization and it was one of the most
challenging parts for me.” (PT16)

According to the observation notes during the practice, the pre-service teachers were generally
eager to develop themselves in terms of technology literacy. This caused waste of time during the
development of the digital stories. In addition, it was also observed that the participant pre-service
teachers hesitated to record their sounds and this challenged them in sound tasks. This challenges were
stated in the observation notes of the researcher as follows:

“The pre-service teachers generally have problems about technology literacy. They spent too much time for
the tasks, which would be completed in a short period of time. They stated that they were challenged in web
interface since they use smart devices more. Besides, the pre-service teachers do not want to record their
voices. The ones who do recorded after several trials.”

Perceived Usefulness

According to the findings regarding the perceptions of pre-service teachers about the usefulness
of digital storytelling, three sub-themes were emerged. They were labelled as knowledge and skills,
motivation, and engagement as shown in Table 2.

Table 2. Findings regarding perceived usefulness from the perspectives of the pre-service teachers

Themes n
Knowledge and Skills
Improvement of technology literacy 13
Improvement of creativity 9
Enrichment of learning opportunities 7
Facilitation of learning 4
Persistent learning 4
Motivation
Drawing attention 5
Entertainment 4
Improved curiosity 1
Engagement
Active participation 4
Getting responsibility 2
Participation in production 2

Digital storytelling is perceived more useful by the pre-service teachers in terms of its contribution
to individuals’ knowledge and skills. They think that it supports the improvement of their technology
literacy. Considering particularly the use of web 2.0 tools and the appropriateness of the interfaces of
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these tools with today’s standards, the pre-service teachers had the belief that digital storytelling process
would positively contribute to students’ technology literacy. In addition to technology literacy, it was also
stated that it develops creativity, which has been adopted as one of the 21. century skills. Some of the
participant pre-service teachers stated the contribution of digital storytelling to technology literacy and
creativity as follows:

“[1t will contribute to students’] goals of effective and useful technology usage, belief that they would be
able to create a product because it will make a contribution to production and creation of original ideas by
studying its frequent usage in daily life and how they created this.” (PT11)

“It is a good way for children to transfer their creativity into a concrete process by using technology. It is a
good example for their acquisition of digital competencies.” (PT19)

“[Students] would learn to use technology for the usage of something and to present these
activities as its output.” (PT14)

“Students firstly create a fiction for the development of digital story by brainstorming and use an
additional creativity power to use these activities appropriately after finding sound, effect, image, etc.,
considering how to present this fiction in a short period of time. ” (PT13)

The differentiating features of digital storytelling from the traditional instructional methods have
drawn the pre-service teachers’ attention and they think that it is useful in terms of providing new
opportunities for students and facilitating and persisting learning. They especially believe that the
improvement of the other sub-themes of motivation and engagement with digital storytelling would lead
to positive influences on their knowledge and skills. Two of the pre-service teachers summarized this
finding as follows:

“They [students] would have fun while creating digital stories. For this reason, courses would attract their
attention and persistent learning would be achieved since they will learn by doing and experiencing.” (PT4)

“It contributes to multiple intelligences and contributes to the creation of multiple intelligences
environment. Besides, students learn by doing and experiencing. It provides persistent learning since the
use of impressive visuals and tone of voice could make activity remarkable.” (PT25)

The participant pre-service teachers have a belief that digital storytelling will be useful for their
future students based on their own experiences. All of the pre-service teachers had active role in the
process and created their stories by having fun. This finding was reflected in the researcher’s observation
notes as follows:

“All of the participant pre-service teachers are participating in all phases of stories by having active role in
the process. It is being observed that they have much fun in the phases of producing creative ideas and
storification of those ideas.”

Intention to Use

The most important factor that will predict the participant pre-service teachers’ future use of
digital storytelling in their classroom is their intention to use. In case of high level of intention to use, the
probability of demonstration of actual behavior to use would be similarly high (Davis, 1989).
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The most of the participant pre-service teachers stated that they have an intention to use digital
storytelling in their future classrooms as a result of their perceptions of ease of use and usefulness, as
shown in Table 3. Their experience on digital storytelling process as the learners would lead to their
intention to provide their future students with such an opportunity. A statement of a Pre-service teacher

supports this finding:

“Yes, 1 do. Even If I am having fun right now, children will have more fun. Since our goal is to teach while
having fun, this will me a process meeting this goal. ” (PT17)

Table 3. Findings regarding pre-service teachers’ intention to use

Intention to Use n
Yes 28
No 2

The opponent pre-service teachers to the use of digital storytelling believe that the use of this
method will cause time management problems. An opponent pre-service teacher expressed her ideas as
follows:

“No, it is taking too much time in terms of time and a difficult practice.” (PT20)
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Figure 2. Investigation of Digital Storytelling based on the Framework of Technology Acceptance Model
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Conclusion and Discussion
The current study aimed to investigate the pre-service teachers’ perceptions of digital
storytelling process within the framework of TAM as a result of the training they participated in on
digital storytelling. The study revealed sub-themes under the three elements of TAM (Ease of use,
perceived usefulness, and intention to use) and the findings were presented in Figure 2.

It was identified in the first theme that the pre-service teachers generally found digital
storytelling process easy in terms of ease of use. However, the challenges they faced were also
reported with the aim of informing practitioners so that they can take precautions for their future use
of digital storytelling. Thus, the participant pre-service teachers were mostly challenged by the
montage of the stories they created. It is possibly due to the inexperience of the most of the
participants on digital storytelling. Additionally, it could be argued that the pre-service teachers’
inadequate technology literacy caused these challenges (Kocaman-Karoglu, 2014). Furthermore, their
unfamiliarity with the online environments introduced during the trainings caused a challenge for the
pre-service teachers in terms of selection and use of environments. The participants spent much time
to select a user-friendly environment and are inclined to the easy-to-use environment, consequently.
This finding is consistent with the prior studies on pre-service teachers’ digital storytelling experience
(Faruk Islim et al., 2018).

The participant pre-service teachers found digital storytelling process useful under three
categories: (1) Knowledge and skills, (2) Motivation, and (3) Engagement. In terms of knowledge and
skills, the benefits of digital storytelling process are the improvement in technology literacy as the
mostly underlined benefit and the improvement of creativity. These findings are similar with several
studies in the relevant literature (Islim et al., 2018; Karatas et al., 2018; Kocaman-Karoglu, 2014; Sadik,
2008). Moreover, it is found out that the participants think that students” motivation and engagement
would be improved through the use of digital storytelling. In this respect, students’ active
participation in learning environment positively influence both their motivation and opportunities for
them to reveal their own products. These findings support the previous studies in the literature
underlining the positive influences of digital storytelling (Chun-Ming Hung et al., 2012; Nam, 2017;
Robin, 2008; Robin and Pierson, 2005).

Pre-service teachers’ positive perceptions in terms of ease of use and usefulness of digital
storytelling for students positively affected their intention to use this method in their future
classrooms. This intention have similarities with the other studies conducted on digital storytelling.

The present study revealed how pre-service teachers perceive digital storytelling process as a
result of their experience in digital storytelling process in a training. While they partially faced
challenges as a consequence of their technology literacy, they generally found digital storytelling
process easy to use. Based on this finding, more emphasis on the practices that have the capability to
improve pre-service teachers’ technology literacy will enable them to successfully integrate
technology into their classes. In addition, use of digital storytelling is appropriate with the
constructivist learning approach, which was commonly adopted today’s educational system.
Learners’” management of their own learning experience will have benefits from several aspects. It is
especially critical for teachers to present these learning opportunities to their learners for their
acquisition of 21. century skills. The study findings showed that pre-service teachers have intention to
use this method in their future classes. However, longitudinal studies are suggested to monitor
whether pre-service teachers practice this method in their classrooms and to investigate why they do
not if they do not use it.
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