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Digital Storytelling 
 

Digital Storytelling involves using technology to create personal narrative stories that mix images, 
graphics, sound, and music with the author’s own storytelling voice (Ellum L 2005). While many products 
using any multimedia are technically called ‘digital stories’, digital storytelling is a special genre organised 
around using the author’s own voice as the centerpiece of content, and is the modern expression of the 
ancient art of storytelling. The perspective of each story is told in first person, so that the storyteller shows 
personal feelings, meaning and insights in a personal way for viewers to engage in the emotional experience. 
Multimedia is used to show a part of the context, create the setting, give additional story information, and 
provide emotional meaning not give by words. An effective digital story combines media elements to create 
significant meaning rather than be used to decorate the story. While digital storytelling is based on personal 
narrative stories, it is not limited to personal memories or fictional tales. Elements of digital storytelling can 
be incorporated into non-fictional content to share knowledge and understandings about topics and 
concepts through personalising the content. The storytelling therefore, goes beyond the facts and 
information, to develop a personal understanding of how the topic, event or person matters (Adobe 
Systems Incorporated 2008).  
 

Digital Storytelling in Education 

 
In primary education, a growing emphasis exists for the integration of technology in the curriculum. 

However with the prominence of technology in schools, the emphasis has now shifted to meaningful 
learning integration across the curriculum. Sadik (2008) describes meaningful integration as a process in 
which students select tools to help them obtain information in a timely manner, analyse, synthesise and 
present information professionally. Digital storytelling is an engaging teaching and learning tool, which 
creates such meaningful learning across the curriculum. Through the process of personalising content, 
students are challenged to clarify knowledge through the analysis and synthesis of information in order to 
communicate and present their stories to others. This encompasses multiple skills such as researching, 
writing, organising, presenting, problem solving, and assessment (Robin, 2008). By sharing a personalised 
understanding of knowledge of curriculum content, students are engaged in a sense making process that 
enables them to deal with myriad data details in a profound way (Adobe 2008). Individuals are therefore 
engaged in constructing their meaning. In addition to this, students are required to represent a deeper 
meaning of the content, encouraging reflection for deep learning (Sadik 2008).  

 

Digital Storytelling in the K-6 Curriculum 

 

Digital Storytelling constructed simply as personal narratives, provide many windows of opportunity 
to be integrated across the K-6 English Key Learning area. Students have the opportunity to engage in 
personal narrative that explores various aspects of literary texts, and can even use personal significant events 
as a basis in order to communicate narrative texts. However, as digital storytelling is not limited to just 
fictional narrative, it can also be easily incorporated into non-fictional content, in order for students to share 
knowledge and understanding about topics (Robin, 2008). This can therefore allow a wide variety of 
integration opportunities of content from across all K-6 key learning areas. Requiring student’s to create first 
person narrative stories challenges them to clarify their own thinking, and understanding, and go beyond 
facts through adding personal meaning (Adobe 2008).  
 

A from of digital storytelling students can engage in is developing a short story about a significant 
person, such as a historical, scientific, political, or social hero, taking on the role as the actual person. This 
form of digital storytelling engages students in meaningful learning as they unfold deeper meaning about the 
individuals’ importance and significance (Adobe 2008). Key learning areas such as Science and Technology, 
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HSIE, PDHPE, Creative Arts, and even religious education can be integrated into such digital storytelling 
tasks, as significant and historical individuals are prominent within the key learning areas.  
 

Another form of digital storytelling is engaging students to adopt personification skills in order to 
tell an autobiographical story and act as an object, living thing, invention, or concept. Students are then 
involved in the process of developing a deeper meaning of the objects importance, and significance, and 
most importantly construct and present their own understanding (Adobe 2008). This provides the 
opportunities for key learning areas such as science and technology and mathematics, to also be effectively 
integrated with meaningful learning. Students are able to represent an endless amount of concepts within 
various topics programmed across the K-6 stages. Turning a current or historical event into personalised 
narration is another form of digital storytelling, where students take on a role of an authentic person within 
the current or context. Similarly, students engaging within this form of digital storytelling are taking on deep 
meaningful roles as they construct knowledge, while representing topics across all key learning areas.  
 

Software for Digital Storytelling 

 
A wide variety of software is available for the classroom, in order for students create effective digital 

stories, incorporating a variety of multimedia. The software suitable for digital storytelling particularly in the 
education context is mainly a variety of video editing software and various types of slideshow programs. 
Most primary education settings currently house PC labs, in which video editing software such as Windows 
Movie Maker and Photo Story can be used. Both these software packages provide a simple interface in 
which student’s can import and sequence images, and insert basic sound and narration. PowerPoint, which 
is part of Microsoft Office, can also be used to create digital stories. While PowerPoint may be a feasible 
and an easier option to use in the classroom, it can be a difficult and time-consuming process adding custom 
animations and transitions, and has many multimedia limitations. Generally, the software packages available 
for PC’s are limited in terms of features, and therefore what students are able to achieve.  

 
Many schools are now beginning to implement Macintosh computer labs and resources. Mac 

computers, designed for multimedia purposes prove to be more beneficial, as extensive features allow 
students to create effective and engaging digital stories, and extend their opportunities for creativity. 
Students can easily sequence images, add text, animation effects, sound effects, and directly record narration. 
iMovie is a video editing software application on Mac computers, which is a powerful and highly engaging 
tool for students to create digital stories, using these features. Garage Band is another Mac application, 
which allows users to create music and podcasts. It also allows students to sequence images, and add 
advanced sound and narration effects, to create highly effective digital stories. Both of these applications are 
featured in the Apple iLife’ 08 software package. With the powerful multimedia features of Macintosh 
computers, digital stories are more effectively created, particularly with iMovie.  
 

Technical Requirements 

Macintosh – iMac and iMovie 
 

Hardware 

Item Specifications Educational Costs and Licensing 

IMac 
 

 

20 inch iMac 
 

• Size: H: 46.9 cm, W: 48.5cm D: 18.9cm 

• Display: glossy widescreen TFT active-
matrix liquid crystal display, 1680 by 
1050 pixels 

• Connections and Expansion: One 

Apple Education Australia 
 

• Education price for individual iMac 
From: A$ 1,549.00  

• Educators can purchase iMac’s 
through special pricing for education 
institutions 
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 FireWire 400 port and one FireWire 800 
port; 7 watts each, Total of five USB 2.0 
ports: three ports on computer, two ports 
on keyboard 

• Communications: Built-in AirPort 
Extreme Wi-Fi wireless networking2, 
Built-in Bluetooth 2.1, Built-in 
10/100/1000BASE-T Gigabit Ethernet 

• Audio: Built-in stereo speakers, 
Headphone/optical digital audio output 
(minijack), Audio line in/optical digital 
audio input (minijack), Built-in 
microphone 

• Built-in iSight camera 

• Processor and Memory: 2.4GHz, 
2.66GHz, 2.8GHz or 3.06GHz Intel 
Core 2 Duo processor, 6MB shared L2 
cache at full processor speed, 1GB (one 
1GB SO-DIMM) or 2GB (two 1GB SO-
DIMMs) of 800MHz DDR2 SDRAM; 
two SO-DIMM slots support up to 4GB 

• Hard drive: 250GB Serial ATA 7200-rpm 
hard drive, Optional 320GB or 500GB 
Serial ATA 7200-rpm hard drive 

• Operating Software: Mac OS X v10.5 
Leopard (includes Time Machine, Quick 
Look, Spaces, Spotlight, Dashboard, 
Mail, iChat, Safari, Address Book, 
QuickTime, iCal, DVD Player, Photo 
Booth, Front Row, Xcode Developer 
Tools) 

• Required to be become an 
authorized K-12 purchaser. 

• Educators can purchase online, 
over the phone, or through an 
Apple authorised Education 
Reseller.  

• Authorised Sellers: Mac 1, Next 
Byte, Powermedia Systems, and 
tertiary educational institutions.  

 

Software  

Item System Requirements Educational Costs and Licensing 
iLife’ 08 

 
Including iMovie HD 
as well as iPhoto, 
iDVD GarageBand, 
and iWeb. 

 

iLife’ 08 

• Mac computer with an Intel, 
PowerPC G5, or PowerPC G4 
processor; iMovie requires a Mac with 
an Intel processor, a Power Mac G5 
(dual 2.0GHz or faster), or an iMac 
G5 (1.9GHz or faster; iDVD requires 
a 733MHz or faster processor. 

• 512MB of RAM; 1GB recommended 
• Mac OS X v10.4.11 or later 
• 3GB of available disk space 
• DVD drive for installation 
• QuickTime 7.5 or later 

Apple Education Australia 
 

• Education price for iLife’ 08       
A$ 89.00 

• Educators can purchase software 
licenses through special pricing for 
education institutions 

• Required to be become an 
authorized K-12 purchaser. 

• Educators can purchase online, 
over the phone, or through an 
Apple authorised Education 
Reseller.  

• Authorised Sellers: Mac 1, Next 
Byte, Powermedia Systems, and 
tertiary educational institutions 
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