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Abstract—This paper looks into what Junior High School 
learners think of the Web 2.0 tool “Storyboard” for digital 
story telling purposes and investigates the extent to which it 
can enhance their receptive and productive skills of reading 
and writing in the English language.  Fifty one randomly 
selected students, who created a digital story based on a 
relevant instructive scenario, and their teachers took part in 
the research. The quantitatively analyzed teachers’ and 
students’ interviews results and learners’ post-tests data 
revealed that the tool is considered very motivating and 
useful increasing learners’ aforementioned English language 
skills. As learners and teachers indicate “Storyboard” has 
offered them moments of happiness and joy during their 
school activities and made their lesson creative and interest-
ing. 

Index Terms—ICT, digital storytelling, creative writing, 
instructive scenario 

I. INTRODUCTION 
The rapid development of information and communica-

tion technologies and their utilization in the production 
process, labor, communication and culture has brought 
radical changes in all areas of human activity. These 
changes are associated with the emergence of new profes-
sional skills (most of which require computer knowledge), 
challenging traditional businesses and the growing pres-
sure on businesses and organizations to update the 
knowledge of their employees, both on a technological 
and organizational or management basis. To properly 
prepare learners and future employees, education holds 
the first and predominant role, according to which stu-
dents and future professionals and citizens must be trained 
accordingly and therefore teachers need to keep abreast 
with modern methods and teaching strategies. Moreover, 
the need to obtain a higher level of training, in order to 
follow the rapid pace of technological change and adapta-
bility to the new environment, causes the creation of a so-
called "knowledge society", which now depends more 
than ever on the technological knowledge and/or the use 
of ICT [1]. Research shows that ICT eliminates borders 
and barriers faster than it can be done naturally [2]. Be-
cause of its interactive nature, ICT cover many gaps in the 
level of students’ knowledge, enhancing their learning [3]. 
They also promote the use of interactive lessons, encour-
age e-learning and accelerate the teaching and learning of 
many skills making the lesson more interesting, pleasant 
and attractive [4], [5]. Meanwhile, they provide both the 
teacher and the student, with multimedia audio and video 
images, enhancing learners’ interest in learning [6]. Main-

ly, however, they offer an authentic environment and 
many opportunities for learning, especially language 
learning. For example, learning computer assisted envi-
ronments CALL are pleasant and very effective at improv-
ing the communication skills of students in foreign lan-
guages [7], [8]. Also, the digital environment of 2.0 tools 
has improved the communication skills of the trainees and 
audiovisual capacity [9], while internet based activities, 
enhanced communication skills of pupils and increased 
their interest in learning [10]. Moreover, the integration of 
new technologies into the curriculum provides strong 
incentives for learning and reinforces inclusiveness, inter-
action, and implementation of innovative actions [11]. 
Finally, the combination of ICT with stories, games, vide-
os and audiobooks attracts students, providing a pleasant 
audiovisual learning environment [12].  

This kind of learning is realized within groups and 
communities, well supported by the continuously increas-
ing ICT applications, which exploit relevant scenarios for 
teaching and learning purposes. Instructive scenarios are 
stories in which learners and teachers play roles like the 
ones actors play in films and are realized in various phas-
es: a. the activities done by the learners, b. the combina-
tion of the group members, c. the way each activity is 
assigned at each group, d. interaction and timing of every 
phase [13]. In order to design an instructive scenario it is 
important to keep in mind several features such as: 1. 
roles, 2. activities, 3. educational sources, 4. tools, 5. re-
sults.  

Instructive scenarios need to go through a “scenario 
creation cycle” in order to develop and take their final 
form [14]. Additionally, each scenario should be struc-
tured based on elements such as an introduction, link to 
the curriculum, description of its content, teaching goals, 
activities design, participants’ roles and necessary techno-
logical resources. Instructive scenarios can form any 
teaching framework based on various ICT tools aiming at 
different educational purposes. Digital story telling ICT 
based teaching techniques can develop learning through 
instructive scenarios.  

There is a big variety of tools for the implementation of 
digital stories. There are the office systems: Cosy Comic 
Strip Creator, Camtasia Studio, StoryBoard Artist Studio, 
Microsoft Photo Story 3, Apple iMovies, Audacity, Adobe 
Photoshop Elements, PhotoStage Slideshow Software, 
Adobe Premiere Elements, Microsoft Windows Live 
Movie Maker, SAM, StoryMat, StoryRooms, KidsRoom, 
PETS, Scratch, Storytelling Alice, Kid Pix, Kid Works, 
StoryBook and more. There are also the Web2.0 tools like 
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Animoto, Meograph, Prezi, VoiceThread, Flicker, My 
StoryMaker, Storybird, Lego Comic Builder and more. 

Digital story telling process entails the creation of a sto-
ry based on a scenario, implemented with the help of mul-
timedia usage. It combines narration with a digitized con-
tent, comprises videos, sound, images, color and move-
ment, aims at the creation of a story for instructional pur-
poses and it is very creative as a process as it “creates an 
opportunity to reflect on life and find deep connection 
with the subject matter of a course or with an out-of-class 
experience” [15].  

Research has shown that digital story telling around the 
world is an increasing teaching practice with many bene-
fits and challenges [16,17,18,19,20,21,22,23,24,25]: it 
allows the user/creator of the story to practice skills such 
as selection, elaboration and decision making of the 
choice of a topic and content made. It attracts and moti-
vates the learners and supports his/her ability to consoli-
date new knowledge due to the strong effect of the image 
and sound. It has been found to boost learners’ effort for 
critical thinking [26], while it presents a potential of re-
garding student motivation and engagement [27]. Mean-
while its use can enhance problem solving competence 
and learning achievement [28]. Similarly, digital storytell-
ing has been found to be beneficial for the classroom [29], 
whereas, its critical socio-educational focus in education 
has also been emphasized [30].  

II. RATIONALE FOR THE PRESENT STUDY 
Based on the aforementioned benefits of digital story-

telling and driven by the fact that reading and mainly 
writing are considered rather difficult and boring tasks by 
learners, the authors decided to use digital storytelling to 
motivate Junior High School learners towards the practice 
of reading and writing skills in English following a care-
fully designed instructive scenario. The authors aimed at 
investigating whether the use of tools such as “Story-
board”, can enhance learners’ reading and writing skills 
and improve their competence in them. Additionally, the 
aim was to detect learners’ opinion on the “Storyboard” 
tool which was chosen as it is a rather easy tool to use and 
thus, students could concentrate on the story making and 
practice of their skills without having to worry about prac-
tical matters and spend valuable time on factors such as 
how to use the specific tool.  

III. THE RESEARCH 

A. Research questions 
Conducting our research with both a quantitative and 

qualitative method, the research questions were as fol-
lows: 1. To what extent has digital storytelling enhanced 
learners’ reading skills competence in English? 2. To what 
extent has digital storytelling enhanced learners’ writing 
skills competence in English? 3. What is the learners’ 
opinion on digital storytelling?  

B. The Sample 
Fifty one second grade Junior High School learners par-

ticipated in the research aged 13-14 from two different 
classes, randomly selected. Their level of English was 
officially supposed to be B1 based on the Common Euro-
pean Framework for Languages. Participants in this re-
search were also the three English teachers that taught the 

particular classes (all women- two of them taught the first 
group and the third teacher taught the second group). 

C. Research tools 
Learners’ skill competence was measured with the use 

of the National Foreign Language Exam System (KPG 
test), which comprises four modules (reading comprehen-
sion and language awareness, writing and written media-
tion, listening comprehension, speaking and oral media-
tion). KPG is a stabilized test, used to assess learners’ 
skills competence in foreign languages. The maximum 
possible score at B1 level candidates can gain is 100. The 
pass mark for the KPG, as set by law, is 60. Candidates 
must gain at least 30% of the maximum possible marks in 
Modules 1-3; there is no minimum mark required in Mod-
ule 4, although the marks candidates receive are included 
in their total score. Thus, this test was used to offer us 
answers for the first two questions. For the third question 
we formed a focus group with randomly selected learners 
who gave their opinion on the specific method and tool 
(table I).  

TABLE I.   
KPG EXAM SPECIFICATIONS 

Mod-
ule 

Type of 
items/tasks 

Number 
of 

items/task
s 

Wei
ghti
ng 

Mark Time 
(minute

s) 

Text 
size 

(words) 
Max n 

1 
Choice 40 0.5 20 

8 65 700-
1000 Completion 10 0.5 5 

2 
Semi guided 
written 
production 

2-3 - 30 9 45 160-200 

3 
Choice 15 1 15 

8 15-20 Not 
defined Completion 5 2 10 

4 
Semi guided 
oral produc-
tion 

3 - 20 - 15-20 Not 
defined 

Minimum total grade required for B1 
level certification  60   

Highest possible grade for B1 level 
certification 100    

 
All learners however also took a questionnaire in order 

to provide us with their views on the specific tool. The 
questionnaire comprised of 7 questions with answers 
given on a five point Likert scale of ‘very much’, ‘a lot’, 
‘quite’, ‘a little’ and ‘not at all’. The questions were de-
signed to draw learners’ opinion regarding: easiness of 
use, attractiveness, appropriateness for this age, interesting 
sources of images, innovative design, appropriateness for 
learning purposes, promotion of interest, active participa-
tion, skills improvement and pleasant environment. Semi-
constructed interviews were also conducted with the par-
ticipant teachers. For validity purposes, the design of the 
questions was based on the stages and principles of inter-
view questions design [31]. However, a pilot interview 
was also conducted with a teacher in order to reformulate 
the questions if necessary. The duration of the interviews 
ranged between 21 to 32 minutes. All three interviews 
took place in the schools’ libraries at times that were con-
venient for the teachers so as to feel free and relaxed (dur-
ing their free hour). All three teachers were explained that 
they could withdraw any time they wished so and that 
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they could have a copy of the transcription themselves if 
they wanted. The questions were classified in three cate-
gories: 1. Working profile of the participants, 2.Their 
opinion on the “Storyboard” tool, 3.Their opinion on its 
effectiveness in the teaching process. Finally, the re-
searchers were present during the research stages taking 
notes of the whole process.  

D. Research stages 
The study took place in six successive phases and lasted 

for two months: 
1st phase (2 hours): As a first step, two Junior High 

School classes were randomly selected in the research 
location, in October 2014. After having received the state 
permission to proceed with the research, parents’ and 
principals’ consent, the researchers proceeded with the 
next phase.  

2nd phase (2 hours): All learners took a pre-reading and 
writing KPG test to detect their level in English. The test 
was taken the same day by both participant groups. 

3rd phase (2 hours): Learners were explained the basic 
steps of the tool with examples so as to familiarize them 
with its use. 

4th phase (8 hours): A series of eight lessons where the 
students implemented the given scenario followed. With 
the help of their teachers, learners formed groups and 
created their own stories based on thematic areas of their 
syllabus and curriculum. The scenario was based on a 
project about ‘bullying’ and learners had to create their 
own stories through which they could express their views, 
sending at the same time the right messages against this 
violent phenomenon. 

5th phase (2 hours): By the end of the intervention, 
learners took a post KPG reading and writing test to detect 
the level of improvement. The test did not have the same 
tasks but similar ones and level as the previous one. The 
test was taken the same day or the following by all stu-
dents, who answered it with exactly the same time allocat-
ed by the test specifications. They also took a question-
naire and participated in a focus group discussion.  

6th phase: Three weeks after the second test, learners 
took a similar follow up test, again of the same level to 
determine any differentiation in their answers.    

IV. RESULTS 

A. Method of processing the experimental data 
Analysis of the overall data collected followed.  In ad-

dition to the multiple choice questions of the question-
naire, content analysis was performed on the interview 
data, something that also happened for the open-type 
questions, which ended-up being classified into broad 
categories, for the purpose of being used in a form of 
quantitative data, and to extract any real information con-
tained in them.  

B. Statistical analysis-data analysis 
For the checking of statistical hypotheses we use the 

aforementioned SPSS statistical package. The checking of 
the statistical hypotheses aims at verifying or rejecting a 
hypothesis. In order to exploit the sample data we formu-
late two hypotheses: a) null hypothesis Ho which is based 
on the acceptance that there is not a statistical significant 

effect of the independent sample on the dependent and b) 
alternative hypothesis H1 which expresses the opposite of 
the null. A statistically significant difference, smaller than 
an acceptable limit of significance (5%, 1% or 1‰) means 
the rejection of the null hypothesis and the acceptance of 
the null [1,2]. In the present research we set the level of 
significance at 5%. The use of the appropriate checking 
criterion (parametric or not) of the research hypothesis 
depends mainly on the plan of the research, the commit-
ment of the level of the data and the type of the indexes of 
the measurement of the variables.  

In this research the appropriate statistical criterion is the 
parametric t criterion for depended samples that fulfil the 
conditions of its use. The research hypotheses are: 

Ho: Null hypothesis: Students’ performance remained 
the same after the teaching intervention 

H1: Alternative hypothesis: Students’ performance did 
not remain the same after the teaching intervention 

It should be noted that there is no attempt to predict 
which group displays the best or worse performance. 
Therefore a two-sided checking hypothesis is formulated. 
The results of the SPSS statistical package are presented 
below. 

C. Data analysis methodology 
The results of the statistical analysis with the use of 

SPSS statistical package are given on the following table 
of descriptive statistics: 

TABLE II.   
MEAN PER QUESTION 

Descriptive Statistics 

 
N Mean 

Statistic Statistic Std. Error 

Q1. Is the tool easy to use? 51 4,16 ,144 
Q2. Is the tool attractive? 51 3,69 ,144 
Q3. Is it appropriate for your age? 51 3,39 ,168 
Q4. Does it have an interesting 
source of images? 51 3,82 ,187 

Q5. Is it innovative in its design? 51 3,53 ,138 
Q6. Is it appropriate for learning 
purposes? 51 3,82 ,172 

Q7a. Give reasons as to why (if at 
all) you think the tool is can help 
you with your lessons-Promotes 
students’ interest 

51 3,78 ,169 

Q7b. Give reasons as to why (if at 
all) you think the tool is can help 
you with your lessons-Promotes 
active participation 

51 3,71 ,126 

Q7c. Give reasons as to why (if at 
all) you think the tool is can help 
you with your lessons-Facilitates 
skills improvement 

51 3,49 ,152 

Q7d. Give reasons as to why (if at 
all) you think the tool is can help 
you with your lessons-Offers a 
pleasant learning environment 

51 3,98 ,162 

Valid N (listwise) 51   

 
The following chart presents the averages with the error 

bars per question:  
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Figure 1.  Error chart per question 

1) Question 1: Is the tool easy to use? 
Students’ answers are recorded on the following table 

of descriptive statistics as they resulted from the SPSS 
analysis: 

TABLE III.   
Q1. IS THE TOOL EASY TO USE? 

 Frequency Valid 
Percent 

Cumulative 
Percent 

Valid not at All 1 2,0 2,0 

a Little 4 7,8 9,8 

Quite 5 9,8 19,6 

a Lot 17 33,3 52,9 

Very Much 24 47,1 100,0 

Total 51 100,0  

 
Based on the above table and the general table I we can 

see that a large percentage of students consider that tool is 
easy in its use “Very Much” 47,1% or “a lot” on the test 
scale, that is, 33,3%. 

The answers to the specific question are also shown on 
the following frequency diagram: 

 
Figure 2.  Ease of Use 

2) Question 2: Is the tool attractive? 
Students’ answers are recorded on the following table 

of descriptive statistics as they resulted from the SPSS 
analysis: 

TABLE IV.   
Q2. IS THE TOOL ATTRACTIVE? 

 Frequency Valid 
Percent 

Cumulative 
Percent 

Valid not at All 2 3,9 3,9 

a Little 5 9,8 13,7 

Quite 10 19,6 33,3 

a Lot 24 47,1 80,4 

Very Much 10 19,6 100,0 

Total 51 100,0  

 
Based on the above table and the general table I we can 

see that a large percentage of students consider that the 
tool is attractive “Very Much”  19,6% or “a lot” on the 
test scale, that is, 47,1%. 

The answers to the specific question are also shown on 
the following frequency diagram: 

 
Figure 3.  Is the tool attractive? 

3) Question 3: Is it appropriate for your age? 
Students’ answers are recorded on the following table 

of descriptive statistics as they resulted from the SPSS 
analysis: 

TABLE V.   
Q3. IS IT APPROPRIATE FOR YOUR AGE? 

 Frequency Valid 
Percent 

Cumulative 
Percent 

Valid not at All 4 7,8 7,8 

a Little 9 17,6 25,5 

Quite 10 19,6 45,1 

a Lot 19 37,3 82,4 

Very Much 9 17,6 100,0 

Total 51 100,0  
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Based on the above table and the general table I we can 
see that a large percentage of students consider that the 
tool is appropriate for their age  “ a Lot”  37,3% or 
“Quite” on the test scale, that is, 19,6%. 

The answers to the specific question are also shown on 
the following frequency diagram: 

 
Figure 4.  Appropriateness of age 

4) Question 4: Does it have an interesting source of 
images? 

Students’ answers are recorded on the following table 
of descriptive statistics as they resulted from the SPSS 
analysis: 

TABLE VI.   
Q4. DOES IT HAVE AN INTERESTING SOURCE OF IMAGES? 

 Frequency Valid 
Percent 

Cumulative 
Percent 

Valid not at All 4 7,8 7,8 

a Little 7 13,7 21,6 

Quite 5 9,8 31,4 

a Lot 13 25,5 56,9 

Very Much 22 43,1 100,0 

Total 51 100,0  
 

Based on the above table and the general table I we can 
see that a large percentage of students consider that the 
tool has an interesting source of images “Very Much”  
43,1% or “a Lot” on the test scale, that is, 25,5%. 

The answers to the specific question are also shown on 
the following frequency diagram: 

 
Figure 5.  Interesting source of images 

5) Question 5: Is it innovative in its design? 
Students’ answers are recorded on the following table 

of descriptive statistics as they resulted from the SPSS 
analysis: 

TABLE VII.   
Q5. IS IT INNOVATIVE IN ITS DESIGN? 

 Frequency Valid 
Percent 

Cumulative 
Percent 

Valid not at All 2 3,9 3,9 

a Little 5 9,8 13,7 

Quite 15 29,4 43,1 

a Lot 22 43,1 86,3 

Very Much 7 13,7 100,0 

Total 51 100,0  

 
Based on the above table and the general table I we can 

see that a large percentage of students consider that the 
tool is innovative in its design “a Lot”  43,1% or “Quite” 
on the test scale, that is, 29,4%. 

The answers to the specific question are also shown on 
the following frequency diagram: 

 
Figure 6.  Innovation of design 

6) Question 6: Is it appropriate for learning 
purposes? 

Students’ answers are recorded on the following table 
of descriptive statistics as they resulted from the SPSS 
analysis: 

TABLE VIII.   
Q6. IS IT APPROPRIATE FOR LEARNING PURPOSES? 

 Frequency Valid 
Percent 

Cumulative 
Percent 

Valid not at All 3 5,9 5,9 

a Little 4 7,8 13,7 

Quite 13 25,5 39,2 

a Lot 10 19,6 58,8 

Very Much 21 41,2 100,0 

Total 51 100,0  
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Based on the above table and the general table I we can 
see that a large percentage of students consider that the 
tool is appropriate for learning purposes “Very Much”  
41,2% or “Quite” on the test scale, that is, 25,5%. 

The answers to the specific question are also shown on 
the following frequency diagram: 

 
Figure 7.  Appropriateness for learning purposes 

7) Question 7: Give reasons as to why (if at all) you 
think the tool can help you with your lessons. 
7a) Promotes students’ interest 

Students’ answers are recorded on the following table 
of descriptive statistics as they resulted from the SPSS 
analysis: 

TABLE IX.   
Q7A. REASONS AS TO WHY (IF AT ALL) YOU THINK THE TOOL CAN 
HELP YOU WITH YOUR LESSONS – PROMOTES STUDENTS’ INTEREST 

 Frequency Valid 
Percent 

Cumulative 
Percent 

Valid not at All 3 5,9 5,9 

a Little 5 9,8 15,7 

Quite 10 19,6 35,3 

a Lot 15 29,4 64,7 

Very Much 18 35,3 100,0 

Total 51 100,0  

Based on the above table and the general table I we can 
see that a large percentage of students consider that the 
tool promotes students’ interest “Very Much”  35,3% or 
“a Lot” on the test scale, that is, 29,4%. 

The answers to the specific question are also shown on 
the following frequency diagram: 

 
Figure 8.  Give reasons as to why (if at all) you think the tool can help 

you with your lessons-Promotes students’ interest 

7b) Promotes students’ active participation 
Students’ answers are recorded on the following table 

of descriptive statistics as they resulted from the SPSS 
analysis: 

TABLE X.   
Q7B. REASONS AS TO WHY (IF AT ALL) YOU THINK THE TOOL CAN 
HELP YOU WITH YOUR LESSONS – PROMOTES STUDENTS’ ACTIVE 

PARTICIPATION 

 Frequency Valid 
Percent 

Cumulative 
Percent 

Valid not at All 5 9,8 9,8 

a Little 15 29,4 39,2 

Quite 21 41,2 80,4 

a Lot 10 19,6 90,8 

Very Much 5 9,8 100,0 

Total 51 100,0  

 
Based on the above table and the general table I we can 

see that a large percentage of students consider that the 
tool promotes students’ active participation “Quite”  
41,2% or “a Little” on the test scale, that is, 29,4%. 

The answers to the specific question are also shown on 
the following frequency diagram: 

 
Figure 9.  Give reasons as to why (if at all) you think the tool can help 

you with your lessons-Promotes students’ active participation 

7c) Facilitates skills-improvement 
Students’ answers are recorded on the following table 

of descriptive statistics as they resulted from the SPSS 
analysis: 

TABLE XI.   
Q7C. REASONS AS TO WHY (IF AT ALL) YOU THINK THE TOOL CAN 

HELP YOU WITH YOUR LESSONS – FACILITATES SKILLS IMPROVEMENT 

 Frequency Percent Valid 
Percent 

Cumula-
tive Per-

cent 

Valid not at All 3 1,9 5,9 5,9 

a Little 8 5,0 15,7 21,6 

Quite 7 4,3 13,7 35,3 

a Lot 27 16,8 52,9 88,2 

Very Much 6 3,7 11,8 100,0 

Total 51 31,7 100,0  
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Based on the above table and the general table I we can 
see that a large percentage of students consider that the 
tool facilitates skills improvement “a Lot” 52,9%. 

The answers to the specific question are also shown on 
the following frequency diagram: 

 
Figure 10.  Give reasons as to why (if at all) you think the tool can help 

you with your lessons-Facilitates skills improvement 

7d) Offers a pleasant learning environment 
Students’ answers are recorded on the following table 

of descriptive statistics as they resulted from the SPSS 
analysis: 

TABLE XII.   
Q7D. REASONS AS TO WHY (IF AT ALL) YOU THINK THE TOOL CAN 
HELP YOU WITH YOUR LESSONS – OFFERS A PLEASANT LEARNING 

ENVIRONMENT 

 Frequency Valid 
Percent 

Cumulative 
Percent 

Valid not at All 2 3,9 3,9 

a Little 5 9,8 13,7 

Quite 7 13,7 27,5 

a Lot 15 29,4 56,9 

Very Much 22 43,1 100,0 

Total 51 100,0  
 

Based on the above table and the general table I we can 
see that a large percentage of students consider software 
offers a pleasant learning environment “Very Much”  
43,1% or “a Lot” on the test scale, that is, 29,4%. 

The answers to the specific question are also shown on 
the following frequency diagram: 

 
Figure 11.  Give reasons as to why (if at all) you think the tool can help 

you with your lessons-Offers a pleasant learning environment 

D. Checking the effectiveness of the instructive tool in 
pre and post-testing 

With the use of the SPSS statistical package and the t-
test statistical criterion of independent samples we have 
the following (table XIII): 

TABLE XIII.   
RESULTS OF THE T CRITERION FOR DEPENDED SAMPLES AT PRE/POST 

TESTING 

Paired Sample Correlations 
 N Correlation Sig. 

Pair 1 Efficien-
cy_Reating_PreTest & 
Efficien-
cy_Reating_PostTest 

51 ,358 ,010 

Pair 2 Efficien-
cy_Writing_PreTest & 
Efficien-
cy_Writing_PostTest 

51 ,469 ,001 

Paired Samples Test 

 

Paired Differences    

Mean SD 

Std. 
Error 
Mean t df 

Sig. (2-
tailed) 

Pair 
1 

Efficien-
cy_Reating_P
reTest - Effi-

cien-
cy_Reating_P

ostTest 

-
19,62 

9,1
3 

1,27 -15,34 50 ,000 

Pair 
2 

Efficien-
cy_Writing_P
reTest - Effi-

cien-
cy_Writing_P

ostTest 

-
25,37 

8,2
8 

1,16 -21,85 50 ,000 

 

Based on t criterion and the above table, for all possible 
comparisons at pre and post-test, the  result is statistically 
significant (p <0,05) and leads to the acceptance of the 
alternative hypothesis, that is the performance of the stu-
dents in all instructive aims (Reading and Writing has 
improved significantly after the teaching intervention (µ! 
" µ1). The improvement at post testing for writing is at -
19,62%(±9,13%) and for reading it comes to -
25,37%(±8,28%) compared to the pre-test performances 

We come to the same conclusion using a chart (error 
chart 1) with confidence intervals 95% of the average for 
every group. 

 
Figure 12.  Error chart for the participant groups at pre/post tests 
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From the above chart we can support the fact that there 
is a statistically significant difference between pre-test and 
post-test for the comparisons of the groups as there are no 
corresponding overlaps.  

E. Teachers’ Interviews results 

Teachers’ working profile 
To begin with, and for validity purposes, the results are 

accompanied by extracts from the teachers’ answers. 
Meanwhile, for anonymity purposes teachers are referred 
to as T1, T2 and T3. All three teachers had a teaching 
experience that ranged between 8 to 17 years of teaching 
in public schools. They all taught at Junior High Schools 
but two of them had also taught in Senior High Schools in 
the past as well. They had all been trained on the use of 
Web 2.0 schools by their school advisors and were very 
positive about their use in the classroom.  

 Teachers’ opinion on the “storyboard” tool 
According to the teachers, the specific tool was found 

to be innovative and therefore interesting “I like its design 
… it is not like any other tool I used in the classroom…” 
T3. As they admitted “Storyboard” was rather easy for the 
learners to use and did not demand any specialized 
knowledge either on their behalf or on behalf of the learn-
ers “They could all do it… right from the start… I didn’t 
have to worry about spending more time…”T1. The 
teachers believed that it is a pleasant tool due to the great 
variety of images it can offer. They also admitted they 
liked the fact that it is an appropriate tool for this age and 
therefore they did not have to worry about any complaints 
on behalf of the parents or the school principal regarding 
any inappropriate material “You know, if it’s not what it 
should be, I mean good for this age…, you understand… 
we are concerned… with parents… the school… we have 
to be careful what we use… but not with this…”T1. Final-
ly, they expressed their enthusiasm as regards its capabil-
ity to activate learners and this, as they revealed, was a 
“miracle” as their class was “awake” and energetic instead 
of bored and passive in the teaching process “You saw 
them… you were there… really, I don’t remember the last 
time I saw them being so lively…”T2.   

Teachers’ opinion on the “storyboard” tool effectiveness  
Based on the teachers’ answers, “Storyboard” was 

found to be a very helpful tool for their teaching aims 
enhancing learners’ English language skills “It really 
served its purpose, didn’t it?..”T3. The teachers were very 
surprised to see that while writing especially was consid-
ered a rather boring task for the learners, it was converted 
to a fun time during which learners expressed their crea-
tivity and skills “I think they will be asking me to work on 
it all the time from now on! I don’t mind really! I am glad 
they enjoy writing!…”T1. In addition, as teachers argued, 
the specific tool promoted interactivity among learners 
while working on their projects, trying to communicate 
and exchange their ideas and work “When you see them 
going from desk to desk, sometimes it’s panicking… but 
this is learning, isn’t it?”T3. They also mentioned that 
they found the tool to be of particular help to weak learn-
ers who at their own pace and time, though part of their 
groups, could feel important and useful doing something 
that could understand and together enjoy, drawing happi-

ness out of it and gaining cognitive improvement “I feel 
thankful… [Students xx] loved it, I know they are so shy…. 
They even made friends like this… it’s really so encourag-
ing…”T2. Finally, they expressed their wish to have a 
more flexible syllabus which can give them the opportuni-
ty to implement more digital stories like this “Our only 
concern is how to find more time… with the syllabus and 
all…”T2. 

V. DISCUSSION AND CONCLUSIONS 
In this paper we described our effort to investigate 

learners’ opinion regarding the “storyboard” tool for the 
creation of digital story telling. Learners’ questionnaire 
results revealed that they considered the tool easy to use 
and attractive with a good source of images. To their 
mind, it is a motivational tool appropriate for learning 
purposes. Post-tests revealed that the tool enhanced learn-
ers’ reading and writing skills. Meanwhile, the focus 
group results showed that learners found the process really 
exciting, motivating and pleasant. They also stressed the 
fact that they liked working in groups, putting their crea-
tive ideas to practice. What really surprised us was the 
students’ eager anticipation to use this technique in their 
classes again. Another fact which also amazed us was 
their different perspective towards writing. As they admit-
ted, they did not find it boring anymore and they even 
made suggestions to their teacher regarding relevant activ-
ities and/or stories to implement. They even suggested 
taking part in a contest which showed their great enthusi-
asm and change of attitude towards writing and reading 
skills. Similarly, teachers’ interviews results revealed their 
positive attitude towards its use. As they argued, “Story-
board” was an effective tool to use in the classroom for 
teaching purposes and skills enhancement and particularly 
stressed the fact that converted their learners from bored 
students to active participants. Last, they admitted that the 
tool proved to be very effective for rather weak learners 
who finally found their place in the group and gained their 
self- confidence.  

We would like to add that this was just a first effort to 
investigate the effectiveness of this tool and technique. As 
a next step we aim at a bigger sample as well as at a com-
parative study between this method and the traditional 
skills writing and reading teaching practices in order to 
verify our results and shed more light into the issue. Final-
ly we would like to say that teachers’ greatest concern is 
how to best implement their ideas for effective teaching 
and learning results. Students of today are not the passive 
participants of the past any more but the digital young 
experts of today and tomorrow who many a time precede 
their own teachers. Moreover, new technologies offer 
educators a vast source of ideas and solutions for their 
teaching practices. In this great challenge it is extremely 
important for us, teachers, to find ways to motivate learn-
ers, offer them the best of knowledge and train them to 
become successful citizens of tomorrow; and if, in the end 
of this long but so exciting journey, we are able to leave 
the classroom with this happy feeling of having fulfilled 
our goals and if the last thing we have in our minds is our 
learners’ big happy smiles and exciting looks on their 
faces, then we have probably managed to be successful 
and we should be very happy and proud about it. 
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