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Introduction

Stories can be used as an effective means of learning because they are easy to remember (Yiizer &
Kiling, 2015). Having been used as a knowledge transfer tool from generation to generation, stories are
presented to us in the form of conveying the narrative that is resulted from the triggering of the
imagination on the events taking place (Minga et al., 2014). Having undergone a number of changes
over the years, story-telling has now been transferred to the cyberspace in line with the requirements of
today. Those who are geographically distant from each other use digital stories to tell their life
experiences and thus benefit from the advantages of the internet. At the same time, educators have
also discovered digital storytelling and begun to use it as a tool in educational activities. Storytelling is
dated back to a time before existence of written source, and with the modernization, it was replaced by
written sources consisting of only text, then, by virtual environments including elements such as images,
audio, video, texts, etc. (inceelli, 2005). It appears that how the story is transferred to the next party
varied over time and that storytelling, which used to take place only orally and face to face, is performed
effectively by various means today. Technological innovations have brought about a number of changes
to the storytelling by combining the traditional methods with digital environments.

Digital Storytelling is a version of traditional storytelling modernized through the use of technology
(Razmia, Pouralib, & Nozad, 2014). Digital storytelling involves the use of digital tools such as image,
text, video, and sound to represent stories used in daily life in a virtual environment (Kajder & Swenson,
2004; Menezes, 2012; Skouge & Rao, 2009; Song, He, & Hu, 2012; Yiuzer & Kiling, 2015). According to
Karadag and Tuncg (2013), Digital Storytelling is a learning environment in which a student is allowed to
make a story of a specified subject and verbalize this story by adding visual items, which provides a
student with control of the interactive environment.

Digital stories are the result of the interaction between media tools and technology. Digital stories
help individuals enhance their ability in specific areas such as effective communication, personal and
social responsibility, use of technology, technological knowledge on the subject, curiosity, creativity and
risk-taking (Ming at al., 2014; Razmia et al., 2014). Pavon, Camara and Sanz (2012) emphasized that
Digital Stories develop self-expression, research, writing, organization, technology utilization,
presentation, problem solving, and critical thinking skills. Digital storytelling not only renders learning
enjoyable, interesting and creative but it also contributes to the development of reading, listening,
writing, and speaking skills (Razmia et al., 2014).

The use of digital technologies has a positive effect on students in terms of creation of the
multimedia tools. In addition to being enjoyable, the employment of collaborative learning method is
yet another effective aspect of digital learning in this process (Campbell, 2012). Digital stories can be
generated in a variety of different ways by appropriately adapting various multimedia tools in story
settings. This method aims to ensure that the students think and come up with ideas within the context
of the knowledge, media and technology. Owing to this particular feature, Digital Storytelling is mostly
used in higher education in order to develop students’ critical thinking skills (Malitaa & Martin, 2010).
Although the length of digital stories can have a wide spectrum, the ones that are suited best for
educational purposes last between 2 and 10 minutes (Menezes, 2012).

Nowadays, the mindset of teaching approach has changed and it has become imperative to keep
pace with this mentality. This change has shifted from traditional teaching to teaching supported by
technological devices. Materials used in education mostly appeal to multiple senses in order to make a
subject more relevant and effective (Metin, Coskun, Yilmaz, & Birisci, 2012). Digital Storytelling has the
potential of living up to the expectations of the individuals in the postmodern educational system such
as being an entrepreneur, being cooperative, ability to construct knowledge, ability to integrate
technology into education, etc. Today, the importance of digital storytelling method has increased due
to the need for new approaches in education and the capability of digital storytelling -as a new
approach- to meet such a need (Karadag & Tung, 2013). Digital storytelling is a modern and interesting
method that has been used as a teaching and learning tool in recent years (Psomos & Kordaki, 2012). In
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addition to being a means of transferring knowledge and skills, it is also influential in terms of making
individuals productive and constructive agents (Karadag & Tung, 2013). From this perspective, digital
stories can be considered to be an educational tool. A host of technological devices, including
computers, internet, software, flash disks, cameras, scanners etc., are used while composing digital
stories as a means of knowledge transfer tools. Therefore individuals composing such digital stories may
also develop their computer skills while handling such hardware and software tools.

The properties and operation of technological devices, which have quite functional qualities and are
also used in teaching, can only be learned through the use of such devices. Positive changes can be
observed in students’ attitudes toward these instructional technologies through the implementation of
Digital Storytelling method, which is performed by using Instructional Technologies. Moreover,
university students are thought to be capable of performing Digital Storytelling method due to their
academic qualities, including critical thinking, being enthusiastic about the use of technology, and
drawing skills. Moreover, it is possible to think that students preparing digital stories can use such
method as a learning tool.

Method

This chapter contains details regarding the research model, data collection tools, implementation
process, and data analysis.

Research Model

In the study, a semi-experimental pattern involving a pre-test and post-test model with a single
group was used. Variation was performed by using qualitative and quantitative methods together to
obtain data. Variations enable studies to get more precise results by comparing whether the results
obtained using various methods are similar to each other (Yildirm & Simsek, 2011). Interview method
was used to collect qualitative data. In experimental studies, the aim is to find the effect of the
dependent variable on the independent variable (such as the employed method, tool, teaching manner
etc.) (Buyukoztirk, Cakmak, Karadeniz, Akgiin, & Demirel, 2014). This experimentally conducted study
investigated the effect of Digital Storytelling method on the students’ attitudes towards Instructional
Technologies.

Study Group

The study group consisted of 20 students at Mustafa Kemal University, Kirikhan Vocational School,
Computing Technology Department, who were in their 2" year during spring semester of the academic
year 2014-2015. The study was conducted in System Analysis and Design course. The students in the
study group were assumed to have knowledge about using computers based on the computer courses
they have been taking at the relevant department to the extent which enables them to execute the
implementation. There were a total of seven groups, each consisting of two or three people. The
following themes were designated for each group to perform the relevant stories:

e Harms caused by disregarding parents' advice,

e Harms caused by excessive use of computers and the internet,

e Harms caused by failing to keep the environment clean,

e Harms caused by watching TV until late at nights,

e Harms caused by quarrelling with friends,

e Harms caused by smoking and being next to someone who smokes,

e Harms caused by failing to obey traffic rules.
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Table 1.
Demographic Characteristics of the Study Group.
Group Gender Age
Study Grou Male Female 17-20 21-24 25-28
y Broup 13 7 5 14 1

Data Collection Tools

In collecting the quantitative and qualitative data, the “Attitude toward Instructional Technologies
Scale” and “Interview Forms” were used respectively.

Attitude toward Instructional Technologies Scale:

Attitude toward Instructional Technologies Scale with a reliability coefficient of .94, which was
developed by Metin et al. (2012), was employed to identify students’ attitudes toward Instructional
Technologies. The scale, consisting of a total of 37 items, including 20 positive and 17 negative items,
was applied to prospective teachers by the researchers and revealed 5 factors as a result of a factor
analysis. The factors included not believing in the use of instructional technologies in the classroom
(a=.89), enjoying the use of instructional technologies in the classroom (a=.84), not enjoying the use of
instructional technologies in the classroom (a=.84), reluctance to use instructional technologies in the
classroom (a=.79) and believing in the benefits of instructional technologies (a=.75).

Interview Form:

The interview form was applied to 17 students in the experimental group that received Digital
Storytelling instruction. Questions in the form are about reflections on the students of instructional
technologies used to perform digital storytelling throughout the study and the material generated after
the study. Interview questions comprise a total of 5 semi-structured questions. Karasar (2007) suggests
that interviews composed of semi constructed interview questions are between the constructed and
non-constructed interview questions.

Semi constructed interview questions initially included four questions. The questions were formed
upon consulting the opinion of three PhD candidates whose areas of specialization were educational
sciences and social sciences. The opinions of the experts were sought to determine whether the
questions were grammatically clear and intelligible, served the study’s purpose, should be added or
removed or rearranged. In line with the feedback provided by the experts, the statements sought in the
first question was asked in two separate questions on the grounds that they intended to measure two
different attitudes and thus the number of questions was increased to 5. the 3" question was
rearranged as it was found to be incomplete. Once the questions were arranged based on the expert
opinions, two students were identified out of the experimental group to give their feedback. Having
been informed of the purpose of the Interview Form, the identified students were asked as to whether
they thought the questions were clear and consistent. Consequently, no changes were made to the
questions in line with the feedback received from the two students.

Implementation Process

During the implementation stage, the study group students were informed of the work to be carried
out in the first week. The study took 14 weeks throughout a semester within the scope of System
Analysis and Design course. Due to low participation in the first week and small number of students at
school, actions taken during the 1° week were extended to the 2" week. Digital stories were created
using Photo Story 3 software package. Photo Story 3 software package is an easy and free software
which can be easily used by individuals who have basic computer knowledge.
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Table 2.

Activities Conducted with the Study Group throughout the Implementation Process.

Weeks Activities

1% and 2™ weeks - Students were informed about the study to be conducted.
- Themes of the Digital Stories were identified.

3" week - Students were divided into groups of 2 and 3.
- The identified subjects were distributed among the groups.

4™ and 6" weeks - Thinking up scenarios for the stories, and composing them in a .doc
document.

7" week - Discussion of the written scenarios in the classroom and arrangement of the
scenarios.

8" and 10" weeks - Dividing the scenarios into chapters and drawing descriptive illustrations for
each chapter (drawing the illustrations on paper, not on computer)

11" week - Scanning the drawings into digital picture format.
- Adding the digitized pictures into the Photo Story 3 software program

12" week - Doing voiceovers through microphone by associating the written scenario

with the relevant drawings.
13" and 14" weeks - Evaluation of the work through discussion and making corrections.
- Completion and finalization of the work.

Data Analysis

The quantitative data obtained from the Attitude toward Instructional Technologies scale were
entered into the SPSS 22 software tool and analyses were conducted by running parametric tests.
Various statistical details were included in the analysis of quantitative data and Related Samples t-test,
one of parametric tests, was employed. Descriptive analysis method was used to analyze qualitative
data. The results obtained from analysis of qualitative and quantitative data were compared to
determine the consistency of the findings.

Quantitative data analysis:

Descriptive analysis was employed to establish the distribution of the study group by various
demographic variables and obtain information about normal distribution of data, while Related Samples
t-Test was employed to compare pre-test and post-test data of the experimental group. Descriptive
statistics included Mean (X), Standard Deviation (SD), Median (Med), Peak Value (PV), coefficient of
skewness (CS), kurtosis coefficient (KC). In order to compare the preliminary and final test scores
obtained from the experimental group through the Attitude toward Instructional Technologies Scale,
the data were examined in terms of their compatibility to the parametric tests before performing a t
Test for correlated samples. To this end, the assumptions of the relevant test were tested and the
parametric tests were run upon confirming that assumptions were verified (Kalayci, 2010). According to
this, the assumptions are as follows;

- Data should be intermittent and proportional.

- The scores obtained from the preliminary tests and final test should be distributed normally in
accordance with the groups: By observing the peak, average and median values of the data, the
normality of the data can be ascertained based on their respective relevancy (Can, 2013).

151



Fatih BALAMAN — Pegem Egitim ve Ogretim Dergisi, 6(2), 2016, 147-168

Figure 1. Drawings Pertaining to the Digital Story on the subject of “Harms caused by smoking and
being next to someone who smokes”.

Qualitative Data Analysis

Descriptive analysis method was used to analyze qualitative data. Themes were established in line
with the details obtained from the respondents through descriptive analysis, and the views regarding
such themes were described in a systematic and clear manner. Descriptions obtained were interpreted
and certain conclusions were drawn based on the students' views (Yildirim & Simsek, 2011).
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Results
Findings Obtained From the Quantitative Data Analysis

Prior to the comparison of the preliminary and final test scores of the experimental group, an
evaluation was made to determine whether this score set was consistent with the parametric tests. For
this purpose, the normality of the data distribution was examined.

Table 3.

Descriptive Statistical Results of the Test Scores.

Name of the Test N ¥ Med PV SD CS KC
Preliminary Test 20 105.05 104 93 9.20 .20 .09
Final Test 20 108.60 106.50 104 9.54 .34 -.29

According to the average, median and peak values of the preliminary and final test data, being the
measures of central tendency, there were no significant differences between the preliminary test data

values (X,c. 1est=105.05 = PVre. test =93 — Med,re. e=104) and the final test data values (X, 1es=108.60 —
PViinal test=104 — Medsina 1s:=106.50). It is seen that the values of the coefficients of skewness and kurtosis
are between the spectrums of +1. Based on such findings, it can be argued that the distribution of the
preliminary and final test scores obtained from the Attitude toward Instructional Technologies Scale are
homogenous.

The fact that the distribution of the preliminary score is homogenous and that the data is
intermittent shows that the data is suitable to run the parametric tests. For this reason, a Related
Samples t-Test was performed to determine whether there was a significant difference between the
preliminary and final test scores of the attitude toward Instructional Technologies Scale of the
experimental group.

Table 4.

A Comparison of the Preliminary and Final Test Scores of the Experimental Group.
Name of the Group N X SD t p
Final Test-Preliminary Test 20 3.55 11.55 1.37 .18*
*p>.05

According to the Related Samples t-Test result, there is no significant difference between the
preliminary and final test scores of the group in terms of attitude toward instructional technologies
(p=.18>.05).

The fact that the difference (Hgerence=3.55) between the average scores was positive shows that the
final test score average is higher than the preliminary test score average. This shows that the Digital
Storytelling Method has been influential in improving the students' attitude toward instructional
technologies but the influence has not been significantly high enough.

The change in the study group’s scores in terms of attitude toward Instructional technologies were
examined throughout the implementation and such changes were demonstrated in the Chart 1.
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Chart 1. Changes in the Test Score of the Study Group.

Considering that the highest score obtained from this 37 point scale was 185, the preliminary test
score of 105.05 can be regarded as high as a pre-test score. As for the final test score of 108.60,
however, it can be argued that it did not improve much from the preliminary test score. As a matter of
fact, it can be concluded as a result of the comparison of the average values that difference resulting
thereof was not significant.

Findings Obtained From the Qualitative Data Analysis

When the implementation is considered as a whole, it was established that 4 of the students had
difficulty at first as they had never been engaged in such a practice before. As can be understood from
the statement of the student number 5 who said that “I was thinking that composing a Digital Story
would be difficult, but | saw that it was actually quite easy”, students who had never undertaken such a
task before thought that it would be difficult, but they realized that they could be successful once they
got into it. All the groups were able to complete their work by the end of the implementation. Team
work may have played a role in the completion of the tasks and the analysis of the use of the software
and hardware. However, the statement of Student Number 12 who said that “I never had any difficulty, |
already knew about it." shows that there were also students who already had some technical knowledge
on the use of the software and hardware intended for the practice.

Table 5.
Results of the Interview Analysis — Effect of Digital Storytelling.

Effect of Digital Storytelling

| experienced difficulties as it was the first time | did such work.

Digital Storytelling increased creativity and interest in the subject.

Composing digital stories increased my knowledge of the use of Instructional Technologies
Digital storytelling can be applied to other subjects as well.

Materials prepared can be used for educational purposes. 12

w N W b~

It is established that Digital Storytelling, which facilitates the generation of new material through the
use of software and hardware, has helped increase creativity and interest in the subject. Since it is
expected that a student's success will increase in proportion with the increase of his interest and
motivation, one may conclude that students will be successful in the field for which a digital story is
developed while developing it.
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Students stated that they used software such as Photoshop, Photostory and Paint and hardware
such as PCs, cameras, smart phones, flash disks, microphones and speakers while developing their
digital stories and pointed out that their knowledge of such software and hardware increased while
working on their stories. Digital stories may be effective in providing a permanent behavioral pattern
changes in students as they appeal to multiple senses. The statements obtained from student number
15 who said that “I realized that the narratives available in the digital environment are more beneficial
thanks to today's technology" and student number 14 who said that "I believe that the Digital
Storytelling will be more intelligible in the visual sense in the classroom” lead one to believe that the
inclusion of multiple environment elements into the learning process will assist students in a positive
way.

In this study, various subjects were picked for primary school students which mostly involved
societal rules and they were asked to compose digital stories based on such topics. 3 students said that
digital stories could be developed based on different topics as well. This may imply that digital stories
can be developed in different disciplines as well.

12 students said that the prepared material can be used for educational purposes. The statement of
student number 13 who said that “This was a project which led one to learn the subject and teach it to
others” shows that the endeavor both appeals to the person developing it and those who view it. The
statement of student number 7 who said that "I learned a lot about the software and storytelling. My
storytelling skills improved” shows that the students also improved their narrative and expression skills
in addition to their technical knowledge in using such instructional technologies.

Table 6.
Interview Analysis Results — Effect of Instructional Technologies.

Effect of Instructional Technologies

I had difficulty in using the software that | never used before.

The use of instructional technologies made digital storytelling more enjoyable.
I had difficulty in drawing pictures.

| had difficulty in arranging the pictures.

| had difficulty in performing the sound recording.

O U011 U1 WIS

It was established that the students mostly used the Photostory, Photoshop and Paint software and
3 students had difficulty in using such software as they were not familiar with them. Although there
were some students who had difficulty in using the software, the statements given by student number
8, who said that "I used Photostory for the first time. It was very easy to use, the fact that it was in
Turkish language was also helpful.”, and student number 3, who said that “I had no difficulty in using
Photostory 3”, show that there were also students who had no difficulty while developing their stories.
The statement given by Student number 5, who said that “I used Photoshop and Photostory software.
We developed our Photoshop skills. | use Photoshop software in my spare time thanks to the Digital
Storytelling exercises, | have been quite successful in this area", shows that students can improve their
level of knowledge of the use of some software because of Digital Storytelling. Similarly, the statements
given by student number 4, who said that "my level of knowledge has changed mostly regarding the
software", and student number 10, who said that "it helped us better understand the use of digital
camera and the software we use”, show that the students' views on the software they used throughout
the exercise changed in a positive way.

As for the difficulties encountered in developing digital stories, 5 students admitted that they had
difficulty in drawing and arranging their pictures. The statement of student number 2, who said that “In
general, arranging the pictures and making the voiceovers accordingly with the pictures was challenging,
we managed it in the end after having learned the software and been guided in the right direction.”,
supports the aforementioned findings but also suggest that students were able to overcome the
difficulties they encountered over the course of the exercise.

155



Fatih BALAMAN — Pegem Egitim ve Ogretim Dergisi, 6(2), 2016, 147-168

It was established that developing digital stories influenced the students’ knowledge of the use of
Instructional Technologies in a positive way. The statement given by student number 13, who said that
“At first | thought that using the software would be difficult but | realized that it was not that difficult
once | got the hang of it and actually saw that my level of knowledge on the Instructional technologies
improved as a result.”, seems to support this conclusion. In a similar manner, the statement given by
student number 12, who said that “It helped me improve my Photoshop skills, it also led me to learn the
functions of the microphone in more detail”, also indicates that Digital Storytelling endeavors contribute
to the learning of the features of the software and hardware and other related technologies. The
statement given by student number 3, who said that “Instructional Technologies made us practice
more", suggests that the repeated use of the instructional technologies during the development of a
digital story reinforces the knowledge gained on the use and properties of such technologies. Thanks to
Digital Storytelling, it is possible to use the knowledge and skills in various different areas. One of such
skills is the procedure involving arrangement, trimming and changing the resolution on pictures. Student
number 7 expressed his satisfaction of learning new skills by saying that “I fully learned how to make
arrangements on pictures. This was a good training for me". Prior to making arrangements on the
pictures, students drew each and every scene of their stories by using pen and paper. Student number 4
expressed the difficulty he experienced in drawing pictures by saying that “I had great difficulty in
drawing pictures as | don’t have much of drawing skills in general.”

The statement given by student number 4, who said that “Arranging the synchronization of the
pictures with voiceover was difficult”, and similar statements given by other students indicate that the
students in the study group had difficulty while creating a video by combining the pictures and
voiceover. In a similar manner, the statement given by student number 5, who said that "I had difficulty
with the microphone while using the Photostory 3 software, | found that our voice was not being heard
sufficiently” shows that some students run into difficulties while working with voiceover.

Discussion, Conclusion and Suggestions

The materials obtained at the end of Digital Storytelling can also be used as a learning tool. Similarly,
Yiizer and Kiling (2015) suggested that digital stories are easy to remember and persistent so they can be
used as an effective learning tool.

Digital Storytelling, which was integrated with technology, is a modern method that can reveal
student-centered, individual differences. Tun¢ and Karadag (2013) stated that Digital Storytelling
method meets contemporary learning requirements. Indeed, the method is suitable for students'
cooperative learning and offers a learning environment where students are active, taking into account
individual differences. This aspect of Digital Storytelling indicates that the method can be used for
education.

According to Gomleksiz (2004), the use of technology can be employed to create effective learning
environments. Similarly, this study revealed that the use of Instructional Technologies increased interest
in and attention to the subject. Digital Storytelling can be used as a tool to improve the level of interest
and attention, which is effective in increasing the level of learning.

At the end of the study, students increased their knowledge about the use of instructional
technologies. In a study by Michalski, Hodges and Banister (2005), it was concluded that Digital
Storytelling improved students’ written and verbal communication skills and increased their level of
software knowledge and technology use. During the implementation stage, the students used
instructional technologies required to prepare digital stories so their level of knowledge in this field was
increased.

Multiple multimedia tools were used through Digital Storytelling. These tools strengthen the
communication between the material and the learner. Skouge and Rao (2009) also argue that this
method can be used as an effective communication tool. Due to their ability to appeal to multiple
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senses, digital stories are able to offer a variety of communication channels to a target audience
simultaneously.

Digital Storytelling method had a positive impact on the attitudes of the students toward
Instructional Technologies, however, the extent of this impact was not significant. As confirmed by the
results of the interviews, Digital Storytelling increased the students’ level of use of instructional
technologies, their relevant knowledge and skills as well as their interest in and motivation for
instructional technologies. Also, similar findings were obtained from the quantitative and qualitative
analyses.

In the process of creating digital stories, some students experienced difficulty in using software
and hardware because they were first-time users. Students who expressed having difficulty during the
application process stated that they usually had difficulty in drawing, processing, organizing pictures as
well as the processes about audio records. At the end of the process, these students were seen to have
overcome these challenges and become successful. During Digital Storytelling process, working in
groups is likely to be effective on their ability of solving technical issues.

Digital Storytelling increased the students’ level of interest in the story topic and instructional
technologies they used. Today's technology is appealing and thus, the technological equipment used in
digital storytelling may have had an impact on the increase of the students’ interest in and motivation
for the method.

The students stated that digital stories can be prepared on a variety of subjects. According to this,
Digital Storytelling methodology can be used to teach various subjects as a means of transferring
information to target individuals.

Photostory software was used to prepare digital stories in the study. Software packages such as
Movie Maker, Flash, etc. can be used to prepare digital stories in various studies. Thus, the different
characteristics of different software can also be utilized. Moreover, these stories can also be applied to
primary and secondary school students, along with high school students. Considering the fact that
software packages are easy to use, stories which can be prepared by students from lower grades can be
identified and such stories can also be used as a teaching material.

In this study, stories about some of the rules which should be obeyed by primary school students
were prepared. Students can also prepare digital stories in accordance with the curriculum for the
courses they study.
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Tirkge Suiriim

Girig

Oykiiler, hatirlanmasi kolay olma 6zelliginden dolayi 6grenmede etkili bir ara¢ olarak kullanilabilirler
(Yizer & Kiling, 2015). Yillardir nesilden nesile bir bilgi aktarim araci olarak kullanilan 6ykiler, olaylar
Gizerinde hayal diinyasinin harekete gecirilmesi ile ortaya cikan ifadelerin dinleyicilere aktariimasi olarak
karsimiza ¢cikmistir (Minga et al., 2014). Zaman igerisinde degisiklige ugrayan 6yki anlatimi ¢agimizin
gereksinimleri ile artik sanal ortama aktarilmaya ve buradan anlatiimaya baslanmistir. Diinya lizerinde
bir birine uzak cografi mesafelere sahip olanlar kendi yasam deneyimlerini aktarmada dijital hikayeleri
kullanmakta ve internetin avantajlarindan istifade etmektedirler. Ayni zamanda egitimciler de dijital
hikayeciligi kesfetmisler ve egitsel faaliyetlerde dijital 6ykilemeyi bir ara¢ olarak kullanmaya
baslamislardir. Ge¢misi yazili kaynaklarin varligindan 6nceye dayanan hikaye anlaticiligl, modernlesme ile
birlikte yerini salt metinden olusan yazili kaynaklara, ardindan resim, ses, video, metin gibi unsurlarin yer
aldig1 sanal ortamlara aktariimistir (inceelli, 2005). Zamanla hikaye anlatiminda ifadelerin karsi tarafa
aktarilma seklinin farklilik gosterdigi, sadece sozel olarak ylz yize gerceklesen hikayeciligin, gliniimuzde
farkh yollarla ve etkili sekilde gerceklestigi goriilmektedir. Oyki anlatimi igin de gecerli olmak iizere,
teknoloji alanindaki gelismeler ¢ogunlukla geleneksel yontemler ile dijital ortamlari birlestirerek ilgili
alanda degisikliklere neden olmustur.

Dijital Oykiileme, geleneksel dykiilemenin teknoloji ile modernize edilmis seklidir (Razmia, Pouralib,
& Nozad, 2014). Dijital oykileme, glnlik hayatta kullanilan 6ykilerin, sanal ortamda ifade
edilebilmesinde resim, metin, video, ses gibi dijital aracglarin kullanilmasidir (Kajder & Swenson, 2004;
Menezes, 2012; Skouge & Rao, 2009; Song, He, & Hu, 2012; Yizer & Kiling, 2015). Karadag ve Tung
(2013)'a gore Dijital Oykiileme, etkilesimli ortamin kontroliiniin 6grenciye verilerek belli bir konuyu
hikayelestirmesinin saglandigi ve bu hikayeyi gorsel nesneler ekleyerek seslendirmesinin saglandig
6grenme ortamlaridir.

Dijital oykuler medya araglari ile teknolojinin etkilesiminden olusur. Dijital dykuler etkili iletisim,
kisisel ve sosyal sorumluluk, teknoloji kullanimi, konu ile ilgili teknolojik bilgi, merak, yaraticilik ve risk
alma gibi belirli alanlarda bireylerin yeteneklerinin artmasini saglar (Ming et al., 2014; Razmia et al.,
2014). Pavén, Cdmara ve Sanz (2012) ise Dijital Oykiiler'in bireyde kendini ifade etme, arastirma, yazma,
organizasyon, teknoloji kullanimi, sunum yapma, problem c¢6zme, elestirel dislinme becerileri
gelistirdigine dikkat ¢ekmektedir. Dijital oykiileme sadece 6grenmeyi zevkli, ¢ekici ve yaratici hale
getirmekle kalmayip, okuma, dinleme, yazma, konusma yeteneklerinin gelismesine de katkida bulunur
(Razmia et al., 2014).

Multimedya araclarin ortaya cikarilmasinda dijital teknolojilerin kullaniimasi 6grenciler Gzerinde
pozitif etkiye neden olmaktadir. Bu suregte teknolojinin kullaniminin eglenceli olmasinin yaninda isbirlikli
6grenme metodunun da kullanilmasi dijital 6grenmenin diger bir etkili yoniadir (Campbell, 2012). Dijital
oykdler, farkli multimedya araglarinin hikaye sahnelerine uygun sekilde adapte edilmesi ile ¢ok farkli
sekillerde Uretilebilir. Bu yontemde 6grencilerin bilgi, medya ve teknoloji baglaminda dislinmeleri ve
fikir Gretmeleri saglanir. Bu 6zelliginden dolayr Dijital Oykiilleme, 6grencilerin elestirel disiinme
becerilerini gelistirmeleri amaciyla yiksek 6gretimde daha fazla kullaniimaktadir (Malitaa & Martin,
2010). Dijital dykiler siire bakimindan da genis yelpazede gerceklestirilebilirken egitim amagh olan
oykdler icin en uygunu 2 -10 dakika arasi olanlardir (Menezes, 2012).

GUnlmuzde 6gretim yaklasimi degismistir ve buna ayak uydurmak zorunluluk haline gelmistir. Bu
degisim geleneksel 6gretimden teknolojik cihazlar ile desteklenmis 6gretime dogru gerceklesmistir.
Egitimde kullanilan materyaller konuyu daha anlamh ve etkili hale getirmek amaciyla daha fazla duyu
organina hitap edecek niteliktedir (Metin, Coskun, Yilmaz, & Biris¢i, 2012). Dijital Oykiileme, post
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modern ¢agin egitim sisteminde bireyden beklenen girisimci olma, isbirlikgci, bilgiyi yapilandirici,
teknolojiyi egitime entegre edebilme gibi beklentileri karsilayabilecek niteliktedir. Glinlimizde egitimde
yeni yaklasimlara ihtiyag duyulmasi ve yeni yaklasimlardan olan Dijital Oykiileme’nin ihtiyaclara cevap
verebilecek nitelikte olmasi, Dijital Oykiilleme ydnteminin énemini artirmistir (Karadag & Tung, 2013).
Dijital Oykiileme son vyillarda dgretme ve &grenme araci olarak kullanilan modern, ilgi cekici bir
yontemdir (Psomos & Kordaki, 2012). Egitim bir bilgi ve beceri aktarimi araci olmasinin yaninda
bireylerin yapici ve Uretken olmalarini saglamada da etkendir (Karadag & Tung, 2013). Egitimin bu
ozelligi dikkate alindiginda dijital oykilerin bir egitim araci olarak kullanilabilecegi dusiindlebilir. Bilgi
aktarim amaciyla da kullanilan dijital éykiilerin hazirlanmasinda bilgisayar, internet, yazilimlar, flash disk,
fotograf makinesi, tarayici gibi bir ¢cok teknolojik cihazin kullanildigi gériilmektedir. Bu nedenle dijital
oykuleri hazirlayan bireyler bu donanimlari ve yazilimlari kullanma yeteneklerini de gelistirebilirler.

Oldukca islevsel niteliklere sahip olan ve 6gretimde de kullanilan teknolojik cihazlarin 6zellikleri ve
kullanilabilirligi ancak cihazlarin kullaniimasi sayesinde &grenilebilir. Ogretim Teknolojileri kullanilarak
gerceklestirilen Dijital Oykilleme ydnteminin uygulanmasi yoluyla égrencilerin Ogretim Teknolojileri'ne
olan tutumlarinda olumlu degisimler gozlenebilir. Ayrica ylksek Ogretim Ogrencilerinin elestirel
disiinme, teknoloji kullanimina karsi istekli olma, ¢izim yapabilme becerileri gibi niteliklerden dolayi
Dijital Oykiileme yéntemini gerceklestirebilecekleri diisiiniilmistiir. Ayrica dijital dykiler hazirlayan
ogrencilerin bdyle bir ydntemi 6gretim araci olarak da kullanabilecegini dusiinebilir.

Yontem

Bu bolimde arastirma modeli, veri toplama araglari, uygulama siireci, verilerin analizi ile ilgili bilgiler
yer almaktadir.

Aragtirma Modeli

Arastirma tek gruplu 6n test-son test modelli yari deneysel olarak desenlenmistir. Verilerin elde
edilmesinde nicel ve nitel yontemler beraber kullanilarak cesitleme yapilmistir. Nitel verilerin elde
edilmesinde gorisme yontemi kullanilmistir. Farkli yontemler kullanilarak elde edilen sonuglarin
benzerlik gosterip gostermedigi karsilastirilarak ¢alismalarda daha kesin sonuglar elde edilebilir (Yildirim
& Simsek, 2011). Deneysel ¢alismalarda bagimsiz degiskenin (kullanilan yontem, arag, 6gretim sekli vb.)
bagimh degisken Uzerindeki etkisi tespit edilmeye ¢alisilir (Buyukoztirk, Cakmak, Karadeniz, Akgiin, &
Demirel, 2014). Deneysel olarak gerceklesen bu calismada da Dijital Oykiileme ydntemi kullanilarak, bu
yéntemin 6grencilerin Ogretim Teknolojileri'ne yénelik tutumlarina etkisi aragtirilmistir.

Calisma Grubu

Calisma Grubu Mustafa Kemal Universitesi Kirlkhan Meslek Yiiksekokulunda 2014-2015 bahar yari
yilinda Bilgisayar Teknolojisi programi 2. sinifta 6grenim goéren 20 6grenciden olusmaktadir. Calisma,
Sistem Analizi ve Tasarimi dersi dahilinde gerceklestirilmistir. Calisma grubu o6grencileri 6grenim
gordukleri okulda bilgisayar ile ilgili aldiklari derslerden dolayi uygulamayi gercgeklestirebilecek diizeyde
bilgisayar kullanimi bilgisine sahip olduklari varsayillmistir. Calisma grubunda her biri iki veya g kisiden
olusan toplam yedi grup vardir. Her bir gruba dijital dykuleri gergeklestirmeleri icin asagidaki konular
belirlenmistir.

e Anne baba s6zi dinlememenin zararlari
e Bilgisayar ve interneti asiri kullanmanin zararlari
e Cevreyi temiz tutmamanin zararlari

o Geg saatlere kadar televizyon izlemenin zararlari
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o Arkadaslar ile kavga etmenin zararlari
e Sigara kullanmanin ve kullananin yaninda durmanin zararlari
o Trafik kurallarina uymamanin zararlari

Tablo 1.
Calisma Grubunun Demografik Ozellikleri.

Grup Cinsiyet Yas

Erkek Kadin 17-20 21-24 25-28

Calisma Grubu 13 . 5 14 1

Veri Toplama Araglari

Nicel verilerin toplanmasinda “Ogretim Teknolojilerine Yénelik Tutum Olcegi”, nitel verilerin
toplanmasinda ise “Goriisme Formu” kullanilmistir.

Ogretim Teknolojilerine Yénelik Tutum Olgedi:

Ogrencilerin Ogretim Teknolojilerine yonelik tutumlarini belirlemek amaciyla Metin vd. (2012)
tarafindan gelistirilen ve giivenirlik katsayisi .94 olan Ogretim Teknolojilerine Yénelik Tutum Olgegi
kullaniimistir. 20 olumlu, 17 olumsuz olmak Uzere toplam 37 maddeden olusan o6lgek, arastirmacilar
tarafindan 6gretmen adaylarina uygulanmis ve gerceklestirilen faktor analizi sonucunda 5 faktorden
olusturulmustur Bu faktorler; derslerde 6gretim teknolojilerinin kullanimina inanma (a=.89), derslerde
Ogretim teknolojilerinin kullanimindan zevk alma (a=.84), 6gretim teknolojilerinin kullanimindan zevk
almama (a=.84), 6gretim teknolojilerinin kullanmaya isteksiz olma (a=.79) ve 6gretim teknolojilerinin
faydalarina inanma (a=.75) seklindedir.

Goériisme Formu:

Goriisme Formu, Dijital Oykilleme ydnteminin uygulandigi deney grubundaki 17 égrenciye ¢alisma
sonrasinda uygulanmistir. Formda yer alan sorular ¢alisma boyunca Dijital Oykiileme'nin
gerceklestiriimesinde kullanilan Ogretim Teknolojilerinin &grenciler Gzerindeki yansimalari ve calisma
sonrasi ortaya ¢ikan materyal ile ilgili sorulardan olugmaktadir. Gérlisme sorulari yari yapilandiriimig
olarak toplam 5 sorudan olusmaktadir. Karasar (2007) vyari yapilandirilmis goérismeyi goérisme
sorularinin genellikle yapilandirilmis ve yapilandiriimamis gorlisme sorulari arasinda bir ortam
olusturdugunu ifade etmektedir.

Yari yapilandiriimis goriisme sorulari ilk olarak 4 sorudan olusmaktaydi. Alanlari egitim bilimleri ve
sosyal bilimler olan ve ayni zamanda doktor adayi olan 3 kisiden uzman gorusi alinarak sorular ile ilgili
dizenlemeler yapilmistir. Uzmanlarin sorularn dilbilgisi bakimindan agik ve anlasilir olma, sorularin
amaca hizmet edip etmedigi, eklenip ¢ikarilmasi veya diizenlenmesi gereken sorular olup olmadigi
hakkinda gorislerine basvurulmustur. Uzmanlardan gelen donitler dogrultusunda ilk sorunun 2 farkl
yarglyl 6lgmeye yonelik oldugu gerekgesi ile ilk sorudaki ifadeler 2 ayri soruda sorulmus ve soru sayisi 5'e
cikariimistir. 3. soruda ise eksik ifade oldugu gerekgesi ile dizenleme yapilmistir. Uzman goérisleri ile ilgili
dizenlemeler yapildiktan sonra deney grubundan deney grubundan goris alinmasi uygun olabilecegi
dusindlen 2 o6grenci belirlenmistir. Belirlenen 06grenciler Goriisme Formu'nun amaci hakkinda
bilgilendirildikten sonra sorularin anlasilir olup olmamasi, sorularda celiski olup olmadigi ile ilgili
gorusliilmis ve 2 Ogrencinin gorlsleri dogrultusunda sorular Uzerinde herhangi bir degisiklik
yapilmamistir.
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Uygulama Siireci

Uygulama suirecinde galisma grubu 6grencileri ilk hafta yapilacak ¢alisma hakkinda bilgilendirilmistir.
Calisma, Sistem Analizi ve Tasarimi dersi kapsaminda bir yari yil boyunca, 14 hafta siirmistir. ilk hafta
katilmin az olmasi, okula gelen 6grenci sayisinin az olmasi sebebiyle 1. hafta gerceklestirilen islemler 2.
haftada da strdirilmistar. Dijital 6ykiler Photo Story 3 yazilimi kullanilarak olusturulmustur. Photo
Story 3 yazilimi temel bilgisayar bilgisine sahip bireylerin rahatlikla kullanabilecegi kolay ve Ucretsiz bir
yazihmdir.

Tablo 2.
Uygulama Siiresince Calisma Grubu ile Gergeklestirilen Etkinlikler.
Haftalar Etkinlikler
1. - 2. hafta - Gergeklestirilecek calisma hakkinda 6grenciler bilgilendirilmesi.
- Dijital Oykdlerin konulari belirlenmesi
3. hafta - Ogrenciler 2-3 arasinda degisen gruplara ayrilmasi
- Belirlenen konular gruplara paylastiriimasi
4. - 6. hafta - Oykilerin senaryolarinin tasarlanip, .doc belgesi olarak yazili hale getirilmesi
7. hafta - Yazili senaryolarin sinif igerisinde tartisiimasi, senaryolarin diizenlenmesi
8. - 10. hafta - Yazili senaryonun boliimlere ayrilarak her bir bolimini anlatacak resimler
cizilmesi(resimlerin ¢iziminin sanalda degil kagit kalem ile yapilmasi)
11. hafta - Resimlerin taranarak resim formatina donustirilmesi
- Sanal ortama aktarilan resimlerin Photo Story 3 programina eklenmesi
12. hafta - Yazili senaryolarin ilgili resimlerle iliskilendirilerek mikrofon kullanilarak
seslendirilmesi
13. - 14. hafta - Calismalarin tartisilarak degerlendirilmesi, dizeltmeler yapiimasi

- Calismalarin tamamlanarak son seklinin verilmesi

Verilerin Analizi

Ogretim Teknolojilerine Yénelik Tutum &lgeginden elde edilen nicel veriler SPSS 22 programina
girilmis ve bu veriler Gzerinden parametrik testler kullanilarak analizler yapilmistir. Nicel verilerin
analizinde cesitli istatistiksel bilgilere yer verilmis ve parametrik testlerden iliskili Orneklemler t Testi
kullanilmistir. Nitel verilerin analizinde Betimsel Analiz yontemi kullaniimistir. Nicel ve nitel verilerin
analizinden elde edilen sonuglar karsilastirilarak benzerlik gosterip géstermedigi tespit edilmistir.

Nicel verilerin analizi

Calisma grubunun gesitli demografik degiskenlere gore dagilimi hakkinda bilgi alabilmek, verilerin
normal dagilimlari hakkinda bilgi edinmek amaciyla tanimlayici istatistiksel bilgiler, deney grubunun 6n
test verileri ile son test verilerinin karsilastirilmasi amaciyla ise iliskili Orneklemler t Testi kullaniimistir.
Betimsel istatistiklerde Ortalama (X), Standart Sapma (SS), Ortanca (Ortn), Tepe Degeri (TD), Carpiklik
Katsayisi (CK), Basiklik Katsayisi (BK) gibi bilgilere yer verilmistir.

Deney grubu 6grencilerinin Ogretim Teknolojilerine Yénelik Tutum Olgegi'nden elde edilen &n test ve
son test puanlarini karsilastirmak igin iliskili Orneklemler t Testi yapiimadan énce verilerin parametrik
testlere uygunlugu incelenmistir. Bu amagla ilgili testin varsayimlari test edilmis ve bu varsayimlarin
karsilandig1 anlasilarak parametrik testler uygulanmistir (Kalayci, 2010). Buna goére varsayimlar;

- Veriler aralikl veya oransal olmalidir

- Son test ve On testlerden elde edilen puanlar gruplara gére normal dagihm gostermelidir: Verilerin
tepe degeri, ortalama, ortanca degerlerine bakilarak bu verilerin bir birine yakinligina gore verilerin
normalligi hakkinda bilgi edinilebilir (Can, 2013).
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Sekil 1. "Sigara Kullanmanin ve Kullananin Yaninda Durmanin Zararlani" konulu dijital 6ykiiye ait
resimler.

Nitel verilerin analizi:

Nitel verilerin analizinde betimsel analiz yontemi kullaniimigtir. Betimsel analiz ile cevaplayicilardan
gelen bilgiler dogrultusunda temalar olusturulmus ve bu temalara ait gorisler sistematik ve agik bir
sekilde betimlenmeye calisiimistir. Elde edilen betimlemeler yorumlanarak ve dogrudan 6grenci
gorusleri yansitilarak belli sonuglara variimistir (Yildinm & Simsek, 2011).
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Bulgular
Nicel Verilerin Analizinden Elde Edilen Bulgular

Deney grubunun 6n test ile son test puanlari karsilagtirlmadan énce bu puan dizisinin parametrik
testlere uygunlugu tespit edilmeye calsiimistir. Bu amagcla verilerin dagihmlarinin normalligi
incelenmistir.

Tablo 3.

Test Puanlarinin Betimsel Istatistik Sonuglari.

Test Adi N X Ortn TD SS CK BK

On Test 20 105.05 104 93 9.20 .20 .09

Son Test 20 108.60 106.50 104 9.54 .34 -.29

On test, son test verilerinin merkezi egilim 6lgiileri olan ortalama, ortanca ve tepe degeri sonuglarina
gore on test verilerinin (X test=105.05 - TDg, test =93 - Ortng, ws:=104) degerleri arasinda ve son test

verilerinin (Xson 1est=108.60 - TDgop tes=104 - Ortng,, 1s:=106.50) degerleri arasinda ¢ok buyik farklar
bulunmamaktadir. Gruplarin carpiklik ve basiklik katsayisi degerlerinin de #1 araliginda oldugu
goriilmektedir. Buna gore Ogretim Teknolojilerine Yénelik Tutum Olgegi'nden elde edilen &n test, son
test puanlarinin dagiliminin homojen oldugu séylenebilir.

On test puanlarinin dagiliminin homojen olmasi, verilerin aralikli yapida olmasi verilerin parametrik
testlere uygun oldugunu gdstermektedir. Bu nedenle deney grubunun Ogretim Teknolojileri Yénelik
Tutum Olgegi 6n test puanlari ile son test puanlari arasinda anlamli fark olup olmadigini tespit etmek
amaciyla iliskili Orneklemler t Testi yapilmistir.

Tablo 4.

Deney Grubunun On Test Puanlari ile Son Test Puanlarinin Karsilastiriimasi.
Grup Adi N X SS t p
Son Test-On Test 20 3.55 11.55 1.37 .18*
*p>.05

Gerceklestirilen iliskili Orneklemler t Testi sonucuna grubun 6n test puani ile son test puani arasinda
Ogretim Teknolojilerine Yénelik Tutum bakimindan anlamli fark bulunmamaktadir (p=.18>.05).

Ortalama puanlar arasindaki farkin (Yfa,k=3.55) pozitif olmasi son test puan ortalamasinin 6n test
puan ortalamasindan yiiksek oldugunu gostermektedir. Buna gore Dijital Oykileme Y&ntemi'nin
ogrencilerin Ogretim Teknolojilerine Yonelik Tutumlarini artirmada etkili oldugunu ancak bu etkinin
anlamli derecede yiksek olmadigini gostermektedir.

Calisma grubunun uygulama siiresince Ogretim Teknolojilerine yénelik tutum puanlarindaki degisim
incelenmis ve bu degisim Grafik 1'de gosterilmistir.

37 maddeden olusan o6lgekten alinabilecek en yiiksek puanin 185 olabilecegi géz online alindiginda
105.05 olan 6n test puaninin galisma 6ncesinde ylksek olabilecegi diistinilebilir. 108.6 olan son test
puaninin da ©6n test puanina gore fazla artis gostermedigi soylenebilir. Nitekim ortalamalarin
karsilastirilmasi sonucunda farkin anlamli olmadigi sonucuna ulasiimisti.
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Grafik 1. Calisma grubu’nun test puanindaki degisim.

Nitel Verilerin Analizinden Elde Edilen Bulgular

Yapilan uygulama bitin olarak dislnildiginde 4 6grencinin ilk kez boyle bir uygulama
yapmalarindan dolayi baslangicta zorlandiklari anlasiimaktadir. Ogr.5'in "Dijital Oykii hazirlamanin ¢ok
zor oldugunu diistiniiyordum. Fakat ¢ok basit oldugunu gérdiim." seklindeki ifadesinden de anlasilacagi
gibi daha 6nce deneyimi olmayan 6grenciler uygulamanin zor olacagini diisinmekte iken siireg icerisinde
basarili  olabileceklerini  fark  etmiglerdir. Tum gruplar uygulama sonunda ¢alismalarini
tamamlayabilmiglerdir. Yazihm ve donanimlarin kullanimlarinin ¢ézimlenmesinde ve g¢alismalarin
tamamlanmasinda grup calismasinin da etkisi olabilir. Buna karsin Ogr.12'nin "Hicbir zor durumlar
karstlasmadim. Onceden bilgim vard.." seklindeki ifadesi, yapilan uygulama ve uygulama icin kullanilan
yazilim ve donanimlar ile ilgili teknik altyapisi olan 6grencilerin de var oldugunu géstermektedir.

Tablo 5.

Goériisme Analizi Sonuclari - Dijital Oykiilemenin Etkisi.

Dijital Oykiilemenin Etkisi f
ilk kez béyle bir calisma yaptigim icin zorlandim. 4
Dijital Oykiileme yaraticihgi ve konuya karsi ilgiliyi artirdi. 3
Dijital ykii hazirlamak Ogretim Teknolojileri kullanimi bilgimi artird 7
Farkh konular ile ilgili de dijital dykiileme yapilabilir. 3
Hazirlanan materyaller 6gretim amacli olarak kullanilabilir. 12

Yazilmlar ve donanimlar kullanilarak yeni bir Griiniin ortaya koyuldugu Dijital Oykiileme'nin
yaraticihgi gelistirdigi ve konuya olan ilgiyi artirdigi anlasilmaktadir. Konuya olan ilgisi ve motivasyonu
artan 6grencinin basarisinin da artacagi beklendiginden dijital 6ykusi hazirlanan konuda ve dijital 6yki
hazirlamada 6grenci basarisinin artabilecegi diisiinilebilir.

Ovykiilerin hazirlanmasinda 6grenciler Photoshop, Photostory, Paint gibi yazilimlar ile PC, fotograf
makinesi, akilli telefon, flash disk, kamera, mikrofon, hoparlor gibi donanimlar kullandiklarini ifade
etmisler ve kullandiklari yazilimlar ile donanimlar hakkinda bilgi dazeylerini artirdiklarina dikkat
cekmislerdir. Birden fazla duyuya hitap etmesi yoni ile dijital oykiler 6grencide kalici izli davranis
degisikligi saglamada etkili olabilir. Ogr.15'in "Giiniimiiz teknolojisi sayesinde dijital ortamda anlatimlarin
cok yararl oldugunu fark ettim" seklindeki ifadesi ile Ogr.14'in Dijital Oykilleme uygulamasi ile ilgili
olarak "Derslerde gérsel anlamda daha anlasilabilir olacagini diisiiniiyorum" ifadesi c¢oklu ortam
unsurlarinin  6grenme siurecine dahil edilmesinin 6grenciler (izerinde pozitif katki sagladigini
dislindiirmektedir.
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Calismada ilkokul diizeyindeki bireyler icin toplumsal kurallara yonelik gesitli konular belirlenmis ve
bu dogrultuda dijital oykiiler hazirlanmistir. 3 6grenci farkli konulara yonelik dijital dykilerin de
hazirlanabilecegini ifade etmistir. Bu sonug dijital dykilerin farkli disiplinlerde de etkili olabilecegini
dusindirmektedir.

12 &grenci hazirlanan materyallerin 8gretim amach olarak kullanilabilecegini ifade etmistir. Ogr.13'lin
"Hem d&grenme hem de baskalarina égretme glidiisii olan bir projeydi" ifadesi de dijital dykilerin
hazirlanmasinin hem o6ykiyl hazirlayanlara hem de izleyenlere hitap edebilecegini gostermektedir.
Ogr.7'nin "Programlar hakkinda, éykiileme hakkinda bir ¢ok bilgi edindim. Oykiileme yéniinden becerim
gelisti" seklindeki cevabi oykileri hazirlayan 6grencilerin sadece 6gretim teknolojileri kullanimi ile ilgili

teknik bilgileri degil ayni zamanda anlatim ve ifade yoniinden de asama kaydettikleri anlagilmaktadir.

Tablo 6.
Gériisme Analizi Sonuclari - Ogretim Teknolojilerinin Etkisi.

Ogretim Teknolojilerinin Etkisi

Daha 6nce kullanmadigim yazilimlari kullanmada zorlandim.

Ogretim teknolojilerinin kullanimi dijital dykiilemeyi daha eglenceli hale getirdi.
Resim giziminde zorlandim.

Resimleri diizenlemede zorlandim.

Ses kaydi esnasinda zorlandim.

O U1 U WS

Genel olarak 6grencilerin Photostory, Photoshop, Paint yazilimlarini kullandiklari ve 3 6grencinin
yazilimlari ilk kez kullanmalarindan dolayi zorlandiklari anlasilmistir. Her ne kadar yazilimlarin kullanimi
konusunda zorlanan 6grenciler olsa da Ogr.8'in "Photostory yazilimini ilk kez kullandim. Kullanimi ¢ok
rahat. Dili Tiirkce olmasi kolaylik sadliyor" ve Ogr.3'Un "Photostory 3 programini kullanirken
zorlanmadim" ifadeleri ¢alismayl gerceklestirirken yazihm bakimindan kolaylikla islemlerini
gerceklestiren 6grencilerin varligini da ispatlamaktadir. Ogr.5'in "Photoshop ve Photostory programlarini
kullandim. Photoshop konusunda kendimizi gelistirdik. Dijital éykiileme sayesinde bos zamanlarimda
Photoshop kullaniyorum ve bu konuda gayet basarili oldum" seklindeki ifadesi, Dijital Oykiileme
sayesinde bazi yazilimlarin kullanimlari ile ilgili 6grencilerin bilgi dlzeylerini artirabileceklerini
gdstermektedir. Benzer sekilde Ogr.4'Gn "Bilgi diizeyim daha ¢ok program lizerinde dedisti" seklindeki
yorumu ile Ogr.10'un "Dijital fotograf makinesini ve kullandiGimiz programlari daha iyi anlamamizi
sagladr" yorumu 6grencilerin uygulama boyunca kullandiklari yazihmlar ile ilgili diisiincelerinin olumlu
yonde degistigini gostermektedir.

Dijital 6ykl hazirlamada 6grencilerin karsilastiklari zorluklar ile ilgili olarak 5 6grenci resim giziminde
ve resimleri diizenlemede sorun yasamislardir. Ogr.2'nin "Genel olarak resimlerin diizenlenmesi ve ses
kaydinin resme uygun yapilmasi ugrastirdl. Programin égrenilmesi ve yénlendirmesi ile ayarladik"
yonindeki ifadesi de bu bulgulari desteklemekte ve siireg icerisinde 6grencilerin karsilastiklari belli
sorunlari ¢ozebildikleri anlasiimaktadir.

Dijital dykiiler hazirlamanin égrencilerin Ogretim Teknolojileri kullanimlari ile ilgili bilgi dizeylerini
olumlu yénde etkiledigi anlasilmistir. Ogr.13 "Once programin zor olacagini diisiiniiyordum ama zamanla
programi kullanmaya alistikca basit oldugunu kavradim. Ogretim Teknolojileri ile ilgili bilgi diizeyimin
ilerledigini gérdim" seklinde bu sonucu destekler nitelikte yorumda bulunmustur. Benzer sekilde
0Ogr.12'nin "Photoshop konusunda kendimi gelistirmeme yardimci oldu. Mikrofonun islevlerini, ayarlarini
daha detayli 6grenmeme sebep oldu" seklindeki beyani da kullanilan yazihm ve donanimlar ile ilgili
teknolojilerin &zelliklerinin  dgrenilmesinde Dijital Oykiilemenin katkilar sagladigi anlasiimaktadir.
Ogr.3'tin "Ogretim Teknolojileri daha ¢cok pratik yapmamizi sagladi" ifadesi de &ykiiniin hazirlanmasi
sirecinde gerekli yerlerde 6gretim teknolojilerinin tekrarlanarak kullanilmasi yoniyle pekistirme
yapildigini ve boylece bu teknolojilerin 6zelliklerinin ve kullaniminin 6grenilmesine dijital 6yki
hazirlamanin olumlu katkilar sagladigi anlasiimaktadir. Dijital Oykiileme sayesinde farkli alanlarda bilgi ve
becerilerin kullanilmasi s6z konusudur. Bunlardan biri olan resimler (izerinde diizenleme, kirpma,
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¢6zunirligini degistirme v.b. islemler sdz konusudur. Ogr.7 "Resimlerle ilgili diizenlemeleri iyice
6grendim. Benim igin iyi bir egitim oldu" seklindeki yorumu ile bu igslemleri 6grendigini ve bu durumdan
memnuniyetini ifade etmistir. Resimler ile ilgili diizenlemeler yapilmadan 6nce 6grenciler kalem, kagit
kullanarak &ykilerinin her bir sahnesi icin resim gizmislerdir. Ogr.4 icin bu cizimlerin zorlugu "Genel
olarak c¢izim yapma konusunda fazla el becerim olmadidi igin ¢ok sikinti yasadim" ifadesinden
anlasiimaktadir.

Ogr.4'lin "Ses kaydi kisminda saniyelerin resimlerle gecislerini ayarlamada zorluklar oldu™ beyani ve
diger Ogrencilerin de benzer ifadelerine gore resimlerin ekranda kalmasi boyunca seslendirmenin
yapilmasi ve bu resimlerin bir araya gelerek videoyu olusturmasi siirecinde ¢alisma grubu 6grencilerinin
zorlandigl anlagilmaktadir. Benzer sekilde Ogr.5'in "Kullandigimiz Photostory 3 programinin mikrofon
kisminda sikinti ile karsilastim. Sesimiz tam olarak anlasiimiyordu" seklindeki ifadesi de ses kaydi
esnasinda 6grencilerin karsilastigl sorunlari yansitmaktadir.

Tartisma, Sonug ve Oneriler

Dijital Oykiileme sonunda elde edilen materyaller 6grenme araci olarak da kullanilabilir. Yiizer &
Kiling (2015)’da dijital 6ykulerin kolay hatirlanma ve kalici olma 6zelliginden dolayi etkili birer 6grenme
araci olarak kullanilabilecegini ifade etmistir.

Teknoloji ile biitiinlesen Dijital Oykiilleme, 6grenci merkezli, bireysel farkliliklari ortaya cikarabilecek
cagdas bir yéntemdir. Tung¢ & Karadag (2013) Dijital Oykileme yénteminin ¢agin &grenme
gereksinimlerini karsilayabilecek nitelikte oldugunu ifade etmistir. Nitekim yontem 6grencilerin isbirlikli
o6grenmeye uygun, bireysel farkliliklari dikkate alan, 6grencinin aktif oldugu bir 6grenme ortami
sunmaktadir. Dijital Oykiileme'nin bu ydnii, ydntemin egitim amagli kullanilabilecegini géstermektedir.

Gomleksiz  (2004)'e gore teknoloji  kullanimi  etkin  68renme ortamlari  olusturmada
kullanilabilmektedir. Calismada da Ogretim Teknolojileri kullaniminin konuya olan ilgi ve dikkati artirdigs
anlasilmistir. Ogrenme dizeyinin artmasinda etkili olan ilgi ve dikkat dizeyini artirmak icin Dijital
Ovykiileme bir arag olarak kullanilabilir.

Calisma sonunda 6grenciler 6gretim teknolojilerinin  kullanimlari ile ilgili bilgi duzeylerini
artirmiglardir. Michalski, Hodges, & Banister (2005) calismalarinda Dijital Oykiileme dgrencilerin yazil ve
sozlh iletisim kabiliyetlerini gelistirdiklerini, yaziim bilgisi ve teknoloji kullanimi diizeylerini artirdiklan
sonucuna ulasmistir. Uygulama siirecinde 6grencilerin dijital dykileri hazirlayabilmek amaciyla gerekli
olan 6gretim teknolojilerini kullanmalari bu alanda bilgi diizeylerinin artmasini saglamistir.

Dijital Oykiileme ile birden fazla ¢oklu ortam araci kullanilmistir. Bu araglar égrenen ile materyal
arasindaki iletisimi gliclendirmektedir. Skouge & Rao (2009)'da bu yontemin etkili bir iletisim araci olarak
kullanilabilecegini ifade etmektedir. Birden fazla duyuya hitap edebilme 6zelliginden dolay! dijital
oykdler, farkli iletisim kanallarini hedef kitleye ayni anda sunabilmektedir.

Dijital Oykileme yéntemi &grencilerin Ogretim Teknolojileri'ne yénelik tutumlarina olumlu yénde
etki etmistir fakat bu etkinin derecesi anlamh degildir. Gériisme sonuglarina gére de Dijital Oykiileme
dgrencilerin Ogretim Teknolojileri'ni kullanim diizeylerini, bu ydndeki bilgi ve becerilerini, Ogretim
Teknolojileri'ne olan ilgi ve motivasyonlarini artirmistir. Bu sonuglara gére nicel ve nitel sonuglarin
benzerlik gdsterdigi ve bir birini destekledigi sdylenebilir.

Ogrencilerin dijital dykiileri hazirlamalari siirecinde yazilim ve donanimlari ilk kez kullandigi icin
zorlanan 6grenciler olmustur. Uygulama siirecinde zorlandiklarini ifade eden 6grenciler genellikle
resimlerin ¢izilmesi, islenmesi, dizenlenmesi ve ses kaydi ile ilgili islemlerde zorlandiklarini ifade
etmektedirler. Siire¢ sonunda ise 6grencilerin bu zorluklarin Gstesinden geldikleri ve basarili olduklari
anlasiimaktadir. Dijital Oykiileme siirecinde 6grencilerin sorun yasadigi teknik konulari ¢6zmelerinde
grup ¢alismasinin etkisi olabilir.
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Dijital Oykiileme dgrencilerin dykiisii hazirlanan konuya ve kullandiklari Ogretim Teknolojileri'ne kars
ilgi diizeylerini artirmistir. Teknolojinin glinimdizde ilgi ¢ekici olmasi ve dijital dykilemede teknolojik
donanimlarin kullaniliyor olmasi da 6grencilerin yonteme olan ilgi ve motivasyonlarinin artmasinda etkili
olabilir.

Ogrenciler farkl konulara yénelik olarak da dijital dykiler hazirlanabilecegini ifade etmislerdir. Buna
gore Dijital Oykilleme ydéntemini hedef bireylere bilgi aktariminda bir arac olarak farkli konularin
islenmesinde kullanilabilir.

Calismada dijital oykilerin hazirlanmasinda Photostory yazilimi kullanilmistir. Farkli ¢alismalarda
Movie Maker, Flash v.b. programlar kullanilarak dijital dykuler hazirlanabilir. Boylece farkh yazilimlarin
farkli niteliklerinde de faydalanilabilir. Ayrica bu éykiler yiiksekokul 6grencileri yerine ilk ve orta 6gretim
ogrencileri ile de uygulanabilir. Yazihmlarin kullanimlarinin kolay oldugu da dikkate alindiginda bu
diizeydeki 6grencilerin de gerceklestirebilecegi oykiiler ortaya cikarilabilir, ve bunlar 6gretim materyali
olarak da kullanilabilir.

Gergeklestirilen ¢alismada ilkokul diizeyindeki 6grencilerin uymasi gereken bazi kurallara yonelik
dykiler hazirlanmistir. Ogrenciler 6grenim gérdiikleri derslere yénelik miifredata uygun dijital éykiiler de
hazirlayabilirler.
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