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Abstract: Speaking in English is one of the most important skills that students must learn in school,
and it is a pertinent tool for communicating in the real world. However, pupils in rural schools often
faced difficulty in conversing in the English language, as they did not have adequate opportunities
or an engaging environment to practice the language, especially during the COVID-19 pandemic.
It was observed though School-Based Assessment (SBA) that pupils had limited levels of fluency,
accuracy, and pronunciation. Hence, this quasi-experimental study aims to investigate the use of
Toontastic 3D, a digital storytelling app, to improve pupils’ speaking skills. In this study, a pre- and
post-test and a questionnaire were used as methods for data collection. The findings revealed that
the potential benefits of digital storytelling had a beneficial impact on pupils’ speaking skills. The
findings also demonstrated that digital storytelling engaged students in the story’s content not just
by encouraging motivation and curiosity but also by instilling confidence in their ability to speak in
English. The results from the questionnaire indicate that digital storytelling facilitates 21st-century
learning by allowing interactive and collaborative learning that encourages pupils to speak English.
Moreover, pupils were more engaged, confident, and motivated to converse in English. Hence, digital
storytelling, especially in the age of COVID 19, can be utilised as an effective teaching repertoire
to create a dynamic learning environment that stimulates students to participate actively during
speaking classes.

Keywords: digital storytelling; digital learning; speaking skills; collaborative learning; COVID 19;
education

1. Introduction

In today’s increasingly globalised society, English literacy is seen as a critical skill [1].
English is widely acknowledged as the universal language of communication, and it should
be prioritised to improve individual English growth abilities so that students are prepared
to thrive in the Fourth Industrial Revolution [2]. Since the importance of the English
language and the growing need to enhance spoken English are being emphasised all over
the world, the Common European Framework of References for languages (CEFR) was
introduced in the revised Kurikulum Standard Sekolah Rendah (KSSR) to cater to the
international standard [3].

The growth of Information and Communication Technology (ICT) has revolutionised
the educational process in the twenty-first century, and the use of ICT in the educational
process may assist teachers and students in discovering information pertinent to their
education [4]. Since technological innovation has played a key part in language teaching
and learning today, whether through software or hardware, technological media can be an
excellent remedy to the aforementioned challenges [5].

Furthermore, including mobile devices as a teaching–learning medium in language
classrooms has resulted in a number of beneficial effects, as it enables collaborative class-
room activities and enriches authentic classroom activities via mobile applications and
internet sites [5]. Ref. [6] posited that the invention of computers, mobile phones, the
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internet, and social media has made studying a lot easier, more fascinating, and more so-
phisticated, especially for English language learners. Moreover, it has provided significant
assistance to educators in efficiently educating and training students, as well as in creating
a comprehensive, holistic environment in which instructors may enhance their speaking,
listening, writing, and reading abilities.

In Malaysia, English is a topic that must be learned in all primary and secondary
schools. English is formally taught and acquired as a core subject and second language
(L2) in all public schools [7]. Despite spending a significant amount of time learning the
English language, a large proportion of Malaysian students still struggle to communicate in
English [8]. As a result, it is pertinent to determine appropriate learning techniques and ma-
terials in order for students to learn a language effectively, and the onus is upon educators
to utilise more innovative teaching and learning approaches in an ESL classroom [8].

During the COVID-19 pandemic, many families around the world were in distraught
by the severe short-term disruption where online teaching was implemented without
proper guidelines or testing, and home education impacted parents and students’ social life
and learning process [8]. Educational institutions in Malaysia carried out online teaching
via various platforms and applications during the pandemic [9]. As a result, schools
were eager to adopt online teaching methods, and the government established an online
medium for exchanging information, while traditional classroom teaching and learning
were discontinued and replaced with e-learning [9].

Despite evidence stating that online education is an alternative method to avoid a
complete halt in pupils’ learning processes and to provide a platform for pupils to learn,
a recent study by [9] showed that the teaching and learning process was occurring, yet it
did not provide an engaging and supportive learning environment for the pupils. Jan’s
case study found that teachers utilised too many apps, which caused confusion and stress
among parents and pupils. Aside from that, it has placed a burden on both parents and
students, as students’ primary concentration is on completing various tasks independently.
In addition, [9] highlighted that there was no interaction among peers or emphasis on
communication skills tasks, thus reducing the opportunities for exploration and explana-
tions. According to [10], the students were simply asked to complete the learning videos,
assignments, teaching plans, homework explanation videos, and homework answers for
each topic in the learning platform on a regular basis.

The teaching and learning process focuses on completing the task rather than provid-
ing an engaging atmosphere, especially speaking skills [10]. There is a need to determine a
practical approach to providing a supportive English language learning environment in
the COVID-19 age to improve speaking skills, rather than focusing solely on completing
homework and assignments.

1.1. Problem Statement

During speaking lessons via online classes, the researcher observed that without
support, students were unable to adequately express events and tales to an audience.
Students are frequently confronted with difficulties such as insufficient preparation, a
lack of self-confidence, and a fear of making errors, all of which cause them to avoid
participating in the speaking lesson. They showed less interest and motivation towards
the learning activity, as the medium used was not engaging. As asserted by [11], since
the technique or medium of communication employed is ineffective, the level of pupils’
speaking skills remains low.

Hence, this study aims to use a digital storytelling mobile application, Toontastic 3D, to
improve the speaking skills among Year 5 pupils in a rural school and provide a supportive
English language learning environment in the age of COVID-19, as digital storytelling
encourages students to use the language relatively in natural communication [12]. Since
pupils are expected to discuss collaboratively and communicate actively in an informal
setting, collaborative activities in digital storytelling will enhance students’ understanding
and communication skills [13].
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1.2. Research Objectives

1. To investigate whether digital storytelling can improve pupils’ speaking skills.
2. To identify the learners’ attitudes towards learning collaboratively using digital storytelling.

1.3. Research Questions

1. Does the use of digital storytelling improve pupils’ speaking skills?
2. What are the learners’ attitudes towards learning collaboratively using digital storytelling?

1.4. Conceptual Framework

Figure 1 shows the conceptual framework for this study. With these elements inte-
grated into digital storytelling, it is possible to improve pupils’ speaking skills.

Figure 1. Conceptual Framework.

1.5. Theoretical Framework
1.5.1. Constructivism and Digital Storytelling

Pedagogy in education has shifted away from “passive” learning and towards “active”,
participation, and more interactive learning over the last few decades [14]. Consistent
with this direction, constructivism, on the other hand, proposes that through social in-
teractions with their surroundings and reflection on their experiences, learners develop
their knowledge of the target language that is most important to them [15]. Learning
is a developmental process that builds on earlier learning experiences and knowledge,
according to Piaget’s theory, and learning evolves into an active constructive process in
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which new information, and world representations are assimilated and incorporated into
previous mental constructs [16].

The key constructivist concepts of teachers let pupils create their own learning. Since
learning is social, teachers should provide students with many opportunities to work
in groups [17]. Conversations are essential for learning, and instructors should foster
peer discussion about telling, writing, and performing tales with a competent third party.
Thus, according to [17], digital storytelling for teaching and learning is based on construc-
tivism, which can be a powerful tool for combining digital media into creative teaching
and learning.

1.5.2. Sociocultural Theory and Digital Storytelling

In terms of the social aspect of constructivism, [18] explained that sociocultural theory
is based on the work of L.S. Vygotsky, who claimed that society and cultural settings had a
significant impact on the language acquisition process, and in the language acquisition pro-
cess, the environment is the most essential factor. According to [19], the idea of mediation,
the zone of proximal development (ZPD), ‘scaffolding’, and collaborative engagement are
all key aspects of sociocultural theory. [19] also posited that during social and collaborative
interaction in an educational setting, either the teacher or peers provide’ scaffolding,’ or as-
sistance that permits students to acquire the ZPD. Similarly, according to [20], the language
process necessitates social involvement and collaboration among learners and their social
surroundings (peers, instructors, and parents), with sociocultural approaches to mediation
and the ZPD assisting in this process.

Deep discussions allow students to agree, disagree, and mutually criticise reasoning,
allowing them to take advantage of the social aspect of learning with the ultimate objective
of allowing members of the small group to ‘scaffold’ one another [19]. The constructivist
classroom, which capitalises on the nature of social learning and employs scaffolding, re-
ciprocal teaching, and classroom interaction, can be a successful learning environment [18].
Since a digital story is a strong work of art that might arise from a “shared experience”,
sociocultural theory and digital storytelling have various similarities [14]. As stated by [21],
learners may cooperate, engage, share ideas, assist, and encourage one another, as both
digital and traditional storytelling may be a significant and successful social approach to
improve learners’ speaking abilities.

2. Literature Review
2.1. Digital Storytelling (DST)

Digital storytelling, according to [22], is a new approach that is becoming more
prevalent in language education since digital technology improves students’ enthusiasm
in learning and reduces their fear. As stated by [23], the philosophy behind digital stories
is to combine the craft of storytelling with a range of digital multimedia and to present
information on a particular subject. Almost all digital stories combine digital images, text,
recorded audio storytelling, video, and music. Short films, usually two to three minutes
long, are used to tell digital stories [24]. Digital storytelling, according to [22], brings
students’ ideas together creatively, audibly, and kinaesthetically, as well as controls the
learning process, improves confidence in learning, and inspires them to learn more. It is
also seen as a method that helps teachers fulfill a range of student requirements while also
motivating students to acquire and practice their speaking skills.

Digital stories are used in education to introduce new material, encourage conver-
sation, and make abstract or conceptual topics more intelligible [25]. Using multimedia
in the classroom, according to [25], assists with the retention of new knowledge and the
comprehension of complex subjects. Students who make digital stories learn to organise
their thoughts, ask questions, voice their opinions, develop narratives, and communicate
their ideas and information in a unique and relevant manner [26].

It is also seen as a method that helps teachers fulfill a range of student requirements
while also motivating students to acquire and practice their speaking skills. As a result,
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many educational institutions throughout the world have begun to include digital sto-
rytelling activities in the classroom to assist students in developing their digital literacy
skills [27]. In addition, digital storytelling has grown in popularity in second-language
learning classrooms.

Digital storytelling is a sort of culturally sensitive training that helps English language
learners improve their speaking abilities in a natural, engaging setting [28]. Students who
use digital media to learn a second language may find themselves on the border, living
two separate lives in their first and second languages [29]. By creating and working on
relevant digital stories, students develop accurate vocal inflections and consistent emotions
in the English language in important settings [27]. Students can connect their outside-of-
class literacy experiences and knowledge to their classroom reading, writing, and content
learning [28].

Due to the nature of digital storytelling, technology must be included in the narrative
process. According to [29], one of the factors that contributes to the quality of storytelling
is technology, which results in powerful, influential stories. Significantly, in recent decades,
new media have emerged, not only in the creation of digital storytelling but also in a
range of educational contexts. Due to improvements in information and communication
technology (ICT), language learning has evolved from a method with passive learners
to an active, meaningful learning experience [10]. Thus, ICT strategies, such as digital
storytelling, have been shown to dramatically improve learners’ performances, literacies,
and capacities.

Digital stories are used in education to introduce new material, encourage conver-
sation, and make abstract or conceptual topics more intelligible [25]. Using multimedia
in the classroom, according to [25], helps students retain new knowledge and aids in the
comprehension of complex topics. Students who make digital stories learn to organise their
thoughts, ask questions, voice their opinions, develop narratives, and communicate their
ideas and information in a unique and relevant manner [26]. Furthermore, when digital
stories are published online, students have the opportunity to share their work with their
peers and gain valuable experience analysing their own and other students’ work, which
can improve emotional intelligence and social learning benefits [25].

According to [30], since students may modify their spoken text and challenge them-
selves to be able to speak English as a foreign language, they can speak English in a
non-threatening way by utilising digital storytelling. Digital storytelling, according to [31],
is one of the alternative ways of making learning English entertaining since it allows
students to develop their comprehension, skills, and educational standards.

2.2. Digital Storytelling and Collaborative Learning

The collaborative approach has been found to be a successful method of educating
students of varied competence levels [32], and it has been combined with digital story-
telling to allow students to collaborate on the creation and organisation of multimedia
resources for storytelling. In language learning contexts, collaborative digital storytelling
has been implemented to enhance motivation and engagement, particularly among young
learners [18]. Collaboration permits or allows students in the digital storytelling project to
share their ideas, and it is a fundamental element of learning in sociocultural theories [32].

According to [18], when students’ communication skills develop, they become better
group members, resulting in enhanced group dynamics and collaborative learning. Based
on research done by [33], collaborative activities enable students of all levels of skill to work
towards the same goals while allowing for various sorts of participation to increase pupils’
engagement [34] stated that by using digital storytelling, pupils could work together
in groups with fewer members. This eventually permits individuals to develop their
speaking abilities by organising thoughts, communicating points of view, assessing, and
synthesising information. This is supported by [35] research, which demonstrates how
digital storytelling may be used to blend instructional materials with learning activities,
resulting in more engaging and fascinating learning settings.
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Furthermore, ref. [13] claimed that collaborative tasks in digital storytelling improve
students’ knowledge because they are required to work in groups to capture content and to
actively interact in a natural and technological environment for knowledge generation and
skill development. Based on research done by [36] on “The effects of digital storytelling
on student achievement, social presence, and attitudes in online collaborative learning
environments,” instructors may fail to encourage student engagement because they have
not created organised teaching techniques to match their requirements. As a result, students
may feel isolated. According to [36], students may utilise digital storytelling to blend
personal learning experiences with creativity and cooperation. This is actually an effective
way to improve their involvement in online learning contexts.

2.3. Toontastic 3D

According to [11], English language students like using technology in the classroom,
particularly digital programmes that use 3D animation, such as Plotagon and Draw Car-
toons. Toontastic 3D is a relatively recent digital animation application format that is
substantially equivalent to its predecessors. It is a 3-dimensional narrative animation
software with captivating narration and the ability to record its own voice to inspire and
instruct kids or users. Although the application’s distribution technique is in English, it
may be run or used in any language [11].

According to [36], users may utilise this programme by altering the available characters
in accordance with the narration, scene, and plot generated so that the Toontastic 3D
programme may assist pupils in developing imagination. The Google Play Store and the
Apple Software Store both provide versions of the app that function on tablets, phones,
and some Chromebooks. Toontastic 3D is suitable for youngsters aged 6 to 12 years and
works both online and offline.

2.4. Mobile Assisted Language Learning (MALL) and Speaking Skills

With advanced mobile technology, Industry 4.0 has brought about rapid changes
in various areas, including education. Mobile devices’ progress has made them crucial
instruments in education and language acquisition [5,37]. In order to make education as
omnipresent as possible, both instructors and students are becoming more familiar with
the use of mobile devices in the classroom and learning environment [38]. Furthermore,
the rise of the internet has increased the use of mobile devices to the point where they are
effective resources for education and language acquisition [39,40]. MALL refers to the use
of mobile technologies to aid students’ learning. They not only learn a second/foreign
language in a classroom, but they also have the opportunity to participate in a variety of
autonomous learning activities outside of the classroom [5].

Language learning that incorporates mobile devices and technology is known as
Mobile Assisted Language Learning (MALL) [14]. In line with [41,42], smartphones, tablets,
and laptops are examples of electronic computers used in mobile-assisted language learning,
and these devices are referred to as mobile technology because of their versatility and
portability. MALL is defined by [43] as “the utilisation of technology such as mobile
phones, MP3 players, and palmtop computers for language learning.” They further claim
that “mobile learning” refers to learning that occurs on a mobile device and that it is a tool
that will assist us in learning utilising our mobile devices.

According to [38], MALL is widely discussed, and utilising mobile phones to learn
languages can be beneficial because they are such an essential part of our social lives.
Refs. [44,45] have emphasised the importance and potential effectiveness of using smart-
phone applications in teaching and learning language skills in a 21st-century EFL context,
and that smartphone applications must be considered because they have become an insep-
arable part of the learning process in previous studies in the area of MALL.
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2.5. Related Past Studies on Using Digital Storytelling to Improve Speaking Skills

In [21] research about “Pedagogic effectiveness of digital storytelling in improving
the speaking skills of Saudi EFL learners”, the findings demonstrated that the pupils
struggled to converse in English and that using the digital storytelling technique helped
them improve their overall ability to speak in English. Continuing with the passage of
time, research was done in Malaysia by [46] entitled “Hear me out! Digital storytelling to
enhance speaking skills” mentioned that digital storytelling encourages the development
of speech abilities and increases motivation towards language learning in general and
speaking skills. According to the findings, the pupils’ speaking skills improved following
the intervention. Henceforth, educators should use digital storytelling as a technique to
enhance their teaching repertoire and encourage students to speak English in the future.

The article “The effect of digital storytelling on students’ speaking at senior high school
Ma’arif NU Benjeng” by [47] suggested that digital storytelling is a powerful educational
tool that combines technology with stories, integrating text, pictures, and audio in creative
stories. It may also be used to help students improve their English-speaking skills by
allowing them to narrate tales in their own words. Likewise, in the study “Digital story-
telling enhances students’ speaking skills at Zewail University of Science and Technology
in Egypt” by [4], the results showed that it had a positive effect on the oral performance
of students who used digital storytelling, as it is an excellent tool that allows students
to practice and therefore improve their speaking skills both in and out of the classroom.
Similarly, ref. [22] also pointed out that digital storytelling can improve oral production
skills among young learners.

Research done by [12] on “Improving students’ speaking skills through Project-Based
Learning (Digital Storytelling)” and some aspects of students’ speaking abilities, such
as grammar, vocabulary, pronunciation, fluency, and confidence, improved as a result
of the study’s findings. Additionally, students’ learning motivation rose as they put in
more effort and appeared more engaged in the learning activity. Similarly, in a study
done by [24], the findings revealed that digital storytelling provides realistic and relevant
learning experiences for effectively developing students’ growth as fluent English speakers
and creative thinkers.

The article “The effect of using Toontastic 3D on students’ speaking skills in eighth
grade of Mts. Hifzhil Qur’an Medan in academic year 2020/2021” by [11] concluded that
using Toontastic 3D improved students’ speaking abilities. In addition, ref. [48] conducted
research in Yogyakarta to improve students’ speaking skills in retelling stories, and the
results showed a great improvement in the post-test score. Digital storytelling, according
to the findings of the survey, has the potential to encourage pupils to study and enhance
their speaking abilities.

The article “Digital storytelling: An active learning tool for improving students’ lan-
guage skills” by [35] pointed out that the integration of digital storytelling could improve
collaborative learning, as pupils were reliant on one another for a variety of reasons,
prompting them to create their own piece of art. During the procedure, group discussion,
collaboration, peer correction, and self-learning were all observed. By the end of the re-
search, the students who took part in the study had become more interested and confident
in their communicative abilities. They learned how to organise, cooperate, and collaborate
to achieve their goal throughout the narrative process. The findings also showed that
students who took part in the study were also engaged and gained confidence in their
communicative skills.

3. Methodology

The researcher decided to incorporate Toontastic 3D, as it is a useful and empowering
educational complement to an existing ESL-speaking course. Apart from demonstrating its
efficacy in assisting students in speaking English effectively and improving their vocabulary
abilities, it also contributed to the pedagogical process by encouraging active involvement
among students. Additionally, its user-friendly features, such as the touch screen feature,
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offline agent, and smooth operations, allowed students to adopt and display favourable
attitudes towards speaking activities. Compared to other researchers where the app is
used in the classroom during face-to-face interaction, this research will present the use
of Toontastic 3D during the pandemic era where pupils have to use the app in their
distance learning.

The research participants for this study were chosen using the purposive sampling
technique, which is based on the learners’ ages (11 years old) and levels of English language
competence (intermediate and low). The class contains 35 pupils, and the range of their
language proficiency ranges from “Average Language Proficiency” to “Low Language
Proficiency.” Their proficiency level was evaluated by their English language performance
on the School-Based Assessment in 2020 and 2021.

In this section, the researcher explains the implementation of the prescribed action.
The participants that were chosen had limited levels of fluency, accuracy, and pronunciation
in their School-Based Assessment (SBA). Following that, each of the research participants
was given a consent form to sign as a confirmation of their involvement in the study, as well
as pseudonyms and numbers to ensure confidentiality. The whole implementation of the
research was continuously carried out for eight weeks, while the implementation of digital
storytelling was carried out via Google Meet, as the research participants were learning
through online classes due to the pandemic. As the initial phase of the data collection
procedures, during the first week, a pre-test was conducted before the lockdown in May
during the first week. The pre-test was carried out to identify the level of pupils’ speaking
skills based on Harris’s Oral Rating Scale (Appendix A).

The sessions were continuously carried out for six weeks (Week 2 through Week 7). The
research participants would discuss in groups via a break-up room (Google Meet) and create
6 digital stories from week two until week seven individually. The research participants
sent their digital stories to a telegram group, as the researcher provided feedback. During
the eighth week, the participants were given a post-test in which the setting was consistent
with the pre-test, where they were required to narrate a story in groups without using the
Toontastic 3D application based on the pictures given. Finally, a questionnaire (learners’
attitudes towards learning collaboratively using digital storytelling) was carried out. This
instrument was used to examine learners’ attitudes about collaborative learning-based
digital storytelling activities, and it quantified the data using a 5-point Likert scale.

The test results were the research’s primary data, and the researcher administered
the exam as an oral test by adopting an oral evaluation rubric (the adapted Harris’s Oral
Rating Scale by [46]). The significance of the mean score of the pupils’ pre- and post-
tests was tested using a paired sample t-test. SPSS software was used to obtain the test
results. If the p-value is less than 0.05, there is a significant difference between the pre- and
post-tests. A descriptive statistic was used to analyse the data. To measure the effect of
digital storytelling on learners’ attitudes in a collaborative learning environment, 35 Year
5 students completed a 25-item survey questionnaire adapted from Neo et al. (2012).

In order to strengthen the content validity of the instruments created, the researcher
sought advice from a subject expert with 28 years of experience in the education field who
is currently one of the School Improvement Specialist Coach (SIS+) for the English language
in the Sabak Bernam district. On the other hand, the survey questionnaire’s sets of items
exhibit strong internal consistency as a consequence of the pilot studies, with a Cronbach’s
Alpha of 0.894, which is considered high and acceptable, and it represents a good internal
consistency for the scale. This indicates that the survey questionnaire is a credible source of
instruments that can be used in the main study to collect participants’ attitudes on learning
collaboratively through digital storytelling. The research procedures are summarised in
Figure 2.
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Figure 2. The action plan and data collection procedure.

4. Findings and Discussion
4.1. Pre- and Post-Tests

As mentioned in the previous chapter, one of the instruments used in collecting the
data in this research was pre- and post-tests. The researcher gave the participants two types
of tests: pre-test and post-test. In this part, the researcher presented the effectiveness of
digital storytelling in improving pupils’ speaking skills based on the results of the tests.
The results of the tests indicate the effectiveness of the use of digital storytelling in this
sample. Pupils’ speaking skills were the variable that was measured in this research.

Table 1 shows the results of both the pre- and post-tests. From Table 1, it was observed
that pupils were able to get better grades in the post-test after using Toontastic 3D. The
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researcher observed that digital storytelling is a positive and inspiring process that can
support students and their learning environment significantly. This was supported by [38]
that digital storytelling helps the teacher create an environment that makes the learning
process easier for students to comprehend. This study also found that digital storytelling
can inspire pupils to speak the language confidently. Pupils used digital stories to share
their ideas creatively, audibly, and kinaesthetically. The researcher was also able to control
the learning process, improve confidence in learning, and inspire them to learn more.

Table 1. Students’ level of speaking ability (pre- and post-tests).

Test Score Level of Ability
Frequency Percentage

Pre Test Post Test Pre Test Post Test

80–100 Excellent 0 5 0% 14.3%

60–79 Good 5 16 14.3% 45.7%

50–59 Average 12 10 34.3% 28.6%

0–49 Poor 18 4 51.4% 11.4%

In this study, it was observed that the research participants were motivated to speak
the language via Toontastic 3D as it has enjoyable features, and they can easily access
the app via their smartphones. During the COVID-19 lockdown, the only technology
accessible to pupils in rural areas was their smartphones. Hence, by using the Toontastic
3D application via their smartphones, it can be inferred that digital storytelling piqued
pupils’ interest in acquiring English-speaking abilities since they are learning in a new
exciting environment.

Figure 3 shows the level of pupils’ speaking skills based on the adapted Harris’s Oral
Rating Scale by [49], which focuses on pronunciation, fluency, vocabulary, grammar, and
comprehension. There was a significant difference between the results of the pupils’ pre-
and post-test mean scores in all five speaking aspects. There was also an increase in the
mean score for all five aspects. By using Toontastic 3D, the researcher managed to fulfill
a range of students’ requirements while also motivating students to acquire and practice
their speaking skills. The results also indicate that the behavioural intention of pupils to
use digital storytelling is mainly influenced by their positive e-learning experiences. This
agrees with the research of [8], who concluded that learners had positive attitudes and
perceptions towards Toontastic 3D, which aided in improving their speaking abilities [48]
concurs by stating that digital storytelling can improve students’ speaking skills as pupils
are more attracted to learn via an e-learning environment and the results showed great
improvement in the post-test score. Digital storytelling, according to the findings of the
test, has the potential to encourage pupils to study and enhance their speaking abilities.

To provide more supporting details of the results, the researcher carried out a paired
sample t-test to compare the participants’ results in both tests. The paired sample t-test
was done using SPSS software (version-IBM Statistic 20). Based on Table 2, there was a
significant difference in the scores for participants’ pre-test (M = 41.2143, SD = 1.35310)
and participants’ post-test (M = 62.9286, SD = 1.29952) conditions; t(34) = 32.073), p = 0.000.
Since the test is statistically significant (p < 0.05), there is sufficient evidence to conclude
that digital storytelling did significantly improve Year 5 pupils’ speaking skills.

Based on the research findings, it is concluded that digital storytelling has the ability
to improve pupils’ speaking skills. According to [50,51], modern technology has become
an integral component of human existence. They cannot be separated by technology
since technological improvements benefit almost every aspect of life. Humans can readily
converse via their mobile phones. Aside from the capacity to access the internet, mobile
phones enable consumers to obtain all of the information they want. Students are in the
same boat as the rest of us. They have made their mobile phones an essential part of their
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identities. Therefore, due to the obvious rapid advancement of mobile phone technology,
educators may now adapt numerous applications to engage students in their classes.

Figure 3. Comparison of pre- and post-test results on all speaking aspects (mean score).

Table 2. Comparison of paired sample t-test results.

Paired Samples Statistic

Mean N Std.
Deviation Std. Error Mean

Post-test 62.9286 35 7.68804 1.29952
Pre-test 41.2143 35 8.00504 1.3531

Paired Samples Correlations

N Correlation Sig.

Pair 1: Post-test
& Pre-test 35 0.898 0

Paired Samples Test

Paired differences

Mean Std.
Deviation

Std.
Error Mean

95% Confidence
interval of the difference t df Sig. (2-tailed)

Post-test-Pre-test 21.7143 3.56264 0.6022
Lower Upper

32.073 34 0
18.09047 20.5381

4.2. Attitudinal Questionnaire

To measure the effect of digital storytelling on learners’ attitudes in a collaborative
learning environment, 35 Year 5 students completed a 25-item survey questionnaire adapted
from [52] (Appendix B). It is categorised into five sections: (1) positive interdependence,
(2) individual and group accountability, (3) face-to-face promotive interaction, (4) interper-
sonal skills, and (5) group processing. There are five elements connected to the principle in
each section. This instrument was used to examine learners’ attitudes about collaborative
learning-based digital storytelling activities, and it quantified the data using a 5-point Likert
scale. The survey was completed by the research participants by placing a check mark
on the box that corresponded to their answers for each item. The options are as follows:
strongly disagree (SD), 1 point; disagree (D), 2 points; neutral (N), 3 points; agree (A),
4 points; and strongly agree (SA), 5 points. As the majority of the data collected was
categorical, a non-parametric analysis strategy was used in which descriptive statistics such
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as mean (M) and standard deviations (SD), as well as one-way and composite one-way
frequency tables, were calculated on all questionnaire item responses that were investi-
gated in the five sections of the questionnaire. The following section shows the descriptive
results of the 25-item survey questionnaire administered to the research participants after
the post-test.

Based on Table 3, it can be seen that the learners generally agree that collaborative learn-
ing using digital storytelling helps train them to be positively independent (M = 4.5371),
promote their individual and group accountability (M = 4.4971), encourage face-to-face
promotive interaction (M = 4.4971), boost interpersonal skills (M = 4.5371) and enhance
their group processing (M = 4.6114). The small standard deviations for each section indicate
that these scores’ variations are small, implying that most learners agree on the advantages
of collaborative learning using digital storytelling.

Table 3. Descriptive statistics of each construct.

Descriptive Statistics

Section N Minimum Maximum Mean Std. Deviation

Positive interdependence 35 3.80 5.00 4.5371 0.44397

Individual and
group accountability 35 3.60 5.00 4.4971 0.47619

Face-to-face
promotive interaction 35 4.00 5.00 4.4971 0.43756

Interpersonal skills 35 3.60 5.00 4.5371 0.45185

Group processing 35 3.80 5.00 4.6114 0.45230

Valid N (listwise) 35

The outcomes of the attitudinal questionnaire provided an answer to the second
research question on the learners’ views of cooperative learning. In terms of attitudes, the
pupils appeared to favour group activities over traditional lectures owing to the greater
amount of contact and feedback. These are most likely best explained by the effect of
peer interaction, a distinguishing element of digital storytelling, on learners’ interests
and motivation. Digital storytelling can be utilised to integrate instructional content with
learning activities, creating more engaging and interesting learning environments. It was
observed that digital storytelling has the ability to engage pupils, which indirectly enhances
their interest and motivation.

The collaborative tasks in digital storytelling improved the students’ knowledge
because they were required to work in groups to capture the content and to actively
interact in a natural and technological environment for knowledge generation and skill
development. This is also supported by [53], who asserted that collaborative activities
enhance classroom engagement.

5. Conclusions and Implications

Multimedia is a strong and effective tool for educating students, and educators should
strive to include it in their classrooms and assignments in a variety of ways. Digital
storytelling, in particular, is a successful technological tool for building academic abilities
and motivation in pupils. Since the learner must investigate the subject, assess the facts,
and produce tales, this medium combines higher-order thinking abilities into projects. At
the same time, it helps teachers to improve students’ grasp of new content and motivate
them while working together in the classroom. As a result, digital storytelling provides a
meaningful means for instructors and students to learn how to use technology effectively,
both in and out of the classroom.

The research participants asserted that Toontastic 3D provides a chance to experience
a new type of learning in a pleasant setting that supports student-centred learning and is



Sustainability 2022, 14, 9215 13 of 19

compatible with the learning styles and capacities of younger learners. The positive findings
of this study provide academics and instructors with a first look at how to effectively use
digital storytelling in language training. By involving students in the process of speaking
via digital storytelling, their learning experiences become more appealing and motivating,
allowing them to openly share their thoughts and experiences. According to the conclusions
of this study, this may be accomplished by more efficiently utilising online platforms, while
access to the internet does not appear to be a serious issue, even in developing nations.

The ‘transformation’ of traditional storytelling into digital storytelling as a result
of technological advancement has introduced new dynamics to the educational setting;
teachers and educators all over the world recognise the potential of digital stories and
are beginning to explore their potential. Digital stories foster learners’ multiliteracies,
allowing them to develop the abilities required in 21st-century classrooms. Furthermore,
the general benefits of digital storytelling, such as personal involvement, interpersonal
interaction and interaction with peers, creativity, and reflection, highlight its value. Notably,
the benefits of such a method are also seen in the teaching aspect. However, because
digital storytelling is a multi-layered process that necessitates the use of technology and
media tools, it is critical that the teacher be sufficiently qualified, technically supported,
and pedagogically informed.

The COVID-19 outbreak had undesirable repercussions around the world, and ed-
ucators need to equip themselves with online teaching skills that will not only promote
active and autonomous learning. Various literature studies have proven that digital story-
telling provides a positive learning environment and increases achievement and pupils’
participation. Furthermore, including mobile devices as a teaching-learning medium in lan-
guage classrooms has resulted in a number of beneficial effects, as it enables collaborative
classroom activities and enriches authentic classroom activities via mobile applications and
internet sites. Mobile-assisted language learning can be implemented in teaching-learning
speaking by utilising the Toontastic 3D application. Teachers need to make efforts to adapt
to the ‘new norm’ and put further time into incorporating modern approaches to teaching
that will provide a fun learning environment for the learners.

As stated by [37], in Malaysia, there has been little research on the use of digital
storytelling in English language classrooms with students of intermediate or lower skill
levels. Considering the small number of previous studies conducted on using digital
storytelling to improve rural primary learners’ speaking performance within the local
context, which remains largely unexplored, the value of conducting the current study
would be clearer. Furthermore, more study on the use of digital storytelling in Malaysian
CEFR classrooms would be advantageous since it would provide English educators with
relevant insights into the numerous possibilities of teaching English-speaking abilities to
students of various levels.

Digital storytelling is a meaningful and inspiring activity that has a significant impact
on students and their learning experiences. Thus, digital stories promote learner engage-
ment by allowing them to reflect on the learning process, use technological tools, and,
akin to PBL, work for a set length of time, in a relevant context, to reach a specific goal,
i.e., the development of digital stories. Another significant advantage for students is the
development of multiple skills and literacies. Furthermore, the digital storytelling method
allows learners to become members of a community with their peers, work, engage, and
cooperate with them, and therefore build interpersonal and communication skills [52].
Moreover, digital storytelling encourages students to take control of their own learning,
whether at school or at home, since they have resources and understand language patterns.
Furthermore, parents may participate in their children’s home learning by doing so with
them. After being aware of the usage of the Toontastic 3D application, it is anticipated that
students in rural primary schools will use them to maximise their potential and develop
their speaking skills.

Teachers in 21st-century classrooms must properly integrate technology into their
instruction. Thus, teacher education should use technology to engage students, find their
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digital and media abilities, and lead students to discover their own multiliteracies [53,54].
According to [24], teacher education should be aware of the continuing changes in literacy
and modify its teaching to account for these different literacies and how crucial it is
for students to grow during their learning [48]. In reality, digital storytelling allows
both instructors and students to improve their literacy skills, keep up with 21st-century
educational trends, and reap reciprocal benefits in the process.

In terms of professional development for teachers, instructors should successfully
utilise digital storytelling so that students’ creativity is maximised. Teachers can also foster
positive attitudes towards their students’ creative ideas and provide constructive feedback
to students, which inspires students and increases their creativity. Furthermore, teachers
must carefully select the classes in which they wish to employ digital storytelling, since
giving students more time and space to elaborate on their work is a good idea. Furthermore,
teachers can encourage students to employ digital storytelling to address subjects covered
in standardised exams.

6. Limitations of the Study

In terms of research background, this study was conducted in a rural Malay school
in Sabak Bernam, Selangor. This school’s community mostly speaks Malay, Banjar, and
Jawa. Most of the locals here are mainly farmers and odd job workers. The socioeconomic
status of the residents of this area ranged from average to poor. This research required
pupils to use mobile phones to create digital stories via the Toonstastic 3D app. However,
most of the pupils do not have their own mobile phones, so they have to share the device
during group work. Weak internet connections are also a major problem in rural areas. The
scope of the items to be administered for the research will only gauge the aspect of pupils’
progress in their speaking skills before and after the implementation of digital storytelling,
as well as their perceptions and attitudes towards using digital storytelling to improve
their English-speaking skills.

7. Recommendations

As the application of simple sentence structures in this digital story was targeted at
pupils with lower proficiency levels, those with average or higher proficiency levels would
not benefit if they were taught to use simple sentence structures when narrating their
digital stories. As a recommendation for future research, the language scope that students
can use for their digital stories can be expanded by including complex sentence structures
to suit a variety of pupils’ language proficiency levels. Moreover, students with higher
proficiency levels can create their digital stories by choosing the ‘classic story option’ in the
Toontastic 3D application, which requires students to create 5 parts for a story. By doing
so, the digital story can be improved as a versatile learning tool, especially for classes of
mixed-ability pupils.

Future research could utilise the digital storytelling application among larger groups
of participants, such as students from different faculties and geographical areas. In ad-
dition, this study can possibly be carried out on a larger scale, encompassing numerous
Primary 5 classes. For this research, there were only 35 participants from a rural school
involved, and the results were convincing and encouraging. Thus, based on this positive
outcome, the application has the potential to be applied in a different setting, especially in
suburban schools.

The Toontastic 3D application can be used to improve not only students’ speaking
skills. As mentioned by [8], this application is versatile and can be integrated to enhance
different language-learning skills. The current research mainly focused on improving
their speaking skills, especially in narrating simple stories. However, educators can utilise
this application to integrate various learning skills. For example, educators can use this
application to improve their students’ writing skills by inculcating script-writing activities.
In addition, these digital stories can be effective stimuli to enhance their listening and



Sustainability 2022, 14, 9215 15 of 19

comprehension skills. Therefore, educators can profit from adapting Toontastic 3D as a
multipurpose teaching tool in their teaching and learning processes.
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Appendix A

Table A1. The adapted version of harris’ oral english rating scale (Helmanda & Nisa, 2019).

No. Criteria Rating Score Comments

1. Pronunciation 5 The pronunciation is clear and quite understandable for elementary students.

4 There are some pronunciation problems, but still quite understandable.

3 Pronunciation problem necessitate listening and occasionally lead
a misunderstanding.

2 Very hard to understand because of pronunciation problem. Must frequently be
asked to repeat.

1 Pronunciation problem so severe as to make speech virtually unintelligible.

2. Grammar 5 Errors in grammar are quite rare.

4 There are few grammatical errors but still intelligible.

3 Makes frequent errors grammar and word order occasionally obscure meaning.

2 Grammar and word order errors make comprehension difficult. Must often
rephrase sentences or restrict them to basic patterns.

1 Errors in grammar and word order so severe as to make speech
virtually unintelligible.

3. Vocabulary 5 Almost all vocabularies used are in a proper use.

4 Frequently use inappropriate terms or must replace ideas but still intelligible.

3 Frequently uses the wrong word, conversation somewhat limited because of
inadequate vocabulary.

2 Misuse up words and very limited vocabulary make comprehension quite difficult.

1 Vocabulary limitation so extreme as to make conversation virtually impossible.

4. Fluency 5 Able to use the language fluently, rare skip, and the speed of speech are at the
normal rate.

4 Speed of speech seem to be slightly affected by language problem.

3 Speed and fluency are rather strongly affected by language problem.

2 Usually hesitant often forced into silent by language limitation.

1 Speech is so halting and fragmentary as to make conversation virtually impossible
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Table A1. Cont.

No. Criteria Rating Score Comments

5. Comprehension 5 Understand most of what is said at average speed.

4 Understand what is said at average speed, but occasional repetition may
be necessary.

3 Understand what is said is at slower than average speed repetition

2 Has great difficulty following what is said. Can comprehend only “social
conversation” spoken slowly and with frequent repetition.

1 Cannot be said to understand even simple conversational English

Appendix B

Table A2. 25-ITEM survey questionnaire based on Neo et al. (2012).

A. Positive Interdependent
1 2 3 4 5

Strongly
Disagree Disagree Neutral Agree Strongly

Agree

1. 1. I felt happy about the success of the group as a whole.

2. We assisted each other while solving problems during
the session.

3. I was able to share the load of the work with my
group members.

4. I managed to depend on my members as they depend
on me.

5. I was able to value the contributions of the other
members of the group.

B. Individual and Group Accountability
1 2 3 4 5

Strongly
Disagree Disagree Neutral Agree Strongly

Agree

1. I made positive contributions to the group.

2. I was able to find working cooperatively
very motivating.

3. I managed to contribute my knowledge to the team.
4. I was able to share my knowledge, and take into

account the knowledge of the other group members.
5. I was aware exactly of what my part in the group was.

C. Face-to-face Promotive Interaction
1 2 3 4 5

Strongly
Disagree Disagree Neutral Agree Strongly

Agree

1. Cooperating in a group promoted better understanding
of the subject.

2. By raising questions among group members help
improved the understanding of the lesson.

3. The interaction with my peers helped improve
my performance.

4. Interaction among group members helped me to obtain
a deeper understanding of the subject.

5. We made effective decisions together as a group.
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Table A2. Cont.

D. Interpersonal skills
1 2 3 4 5

Strongly
Disagree Disagree Neutral Agree Strongly

Agree

1. I was able to listen to and respect the ideas of others.
2. Working cooperatively with my group is less stressful.
3. Through working cooperatively in a group helped

improve my communication skills.
4. I was able to share my ideas, personality, workload, and

so on with the rest of my group members.
5. I had the opportunity to communicate with my

group members.

E. Group processing
1 2 3 4 5

Strongly
Disagree Disagree Neutral Agree Strongly

Agree

1. My group managed to achieve our group goals.

2. Working in group help enhanced cooperation among
the group members.

3. I enjoyed working with my group members as a team.
4. Working cooperatively helped to reduce my

misconceptions about the topic.
5. I was able to learn through my mistake and be tolerant

with my group members.
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