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Abstract: From ancient times to today, storytelling has served popular instructional
tool. Over the last decade, the emergence and availability of multimedia technologies, there-
fore upgrading the storytelling to digital storytelling. Today’s students are growing up sur-
rounded by digital technology. One form of multimedia that is becoming more popular in the
education setting is digital storytelling. It is the best choice for teaching and learning nowa-
days. In line with this, animation has integrated with digital storytelling for the education sys-
tem. Animation has notably contributed to provide the visualization system. Consequently,
students prefer to learn from visual forms of subject content to engage them in learning more
actively. Therefore, this paper discusses the student’s behavioural engagement was foster by
the digital storytelling integrates with animation.
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Main provisions of the article. Implementing digital storytelling is an appropriate
tool for learning and teaching, mainly student learning from multimedia technology to en-
hance their participation actively. Studies have proven that animation contributes to a positive
outcome such as students are actively participating and engage, increase interest, and feel im-
pressed.

Introduction. The innovation and advent of multimedia technology are developing
rapidly in the 21st century. It also has driven the evolution of the education system. Properly
using information technology enables human development via educational activities [1]; [2];
[3]. Robin [4] stated that one of the most potent tools in multimedia technologies is digital
storytelling. It has been suggested that with the use of digital storytelling in education. It is
defined as a critical component of 21st-century learning technologies [5]. Digital storytelling
can generate interest and attention among “digital generation” students in today’s classroom
[6]. There is a significant increase in the participation and engagement of the student in a pos-
itive way.

Nevertheless, having advanced digital storytelling alone without a proper visualiza-
tion system does not promise that student can enhance their learning engagement [7]. Learn-
ing should be made more visual and interesting to foster student engagement. Nowadays, stu-
dents are not merely digital generation and become mainly visual learners [8]; [9]. Animation
has identified innovative multimedia technology that teachers should use in the classroom. As
a multimedia technology, animation is at the forefront of the visualization [10]; [11]. A study
by Pekdag [12] argues that animation is the process of animating graphics in a specific sce-
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nario and is defined as an alternative teaching method to visualize knowledge. Therefore, it is
essential to develop digital storytelling that integrates with animation to increase students’
behavioural engagement.

Literature Review

Digital Storytelling. Constructivism is one of the most pivotal learning theories used
and developed to enhance teaching and learning in recent times. Smeda et al. [13] pointed out
that digital storytelling can facilitate a constructivist method for teaching and learning. Digital
storytelling is a useful pedagogical approach that can improve the students’ involvement in
the learning process [14]. Digital storytelling is supported by a mixture of graphics, text, rec-
orded audio narration, video, and music to present information on a specific topic through the
use of multimedia technology [15]. It can be used to engage students in the content and make
abstract or conceptual content more understanding.

Animation. The animation’s usage is beneficial to students’ learning. In various stud-
ies have proven that animation has been effectively delivering content to students. Specifical-
ly, animation is an interesting tool makes teaching methods and the classroom environment
more engaging and entertaining as a whole. For instance, animation can help teachers to ex-
plain and reinforce the contents interestingly and entertainingly, particularly among digital
generation [9]. Barak et al. [16] echoed that animation allow students to engage in three learn-
ing styles simultaneously, namely visual, auditory and kinesthetic which increases their
knowledge comprehension.

Behavioural Engagement. Students engage in numerous different ways in the learn-
ing process. Behavioural engagement is active participation of students in learning. Behav-
ioural engagement underpins that a particular set of behaviour such as learning behaviour
[17]. Behavioural engagement refers to student’s active engagement such as student pays at-
tention, participate, listens and are involved in-class activities. Behaviours such as participa-
tion, effort, time on task may indicate the most robust engagement as students learn by per-
forming such active action [18].

Conclusion. With the growing significance in fostering student participation in the
educational sphere, behavioural engagement has become of particular interest for its role in
persistence in learning and teaching. Hence, implementing digital storytelling is an appropri-
ate tool for learning and teaching, mainly student learning from multimedia technology to en-
hance their participation actively. Studies have proven that animation contributes to a positive
outcome such as students are actively participating and engage, increase interest, and feel im-
pressed.
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U®PJIIK MIHE3-KYJIBIKTBI JAMBITY )KOHE MYJbTU®UKALUAS
MEH MTHHOBAIUASUUIBIK OKBITY KYPAJIBI PETTH/IE MHTET PALIASIIIAY:
OKYJAFBI CTYJEHTTEPIIH MIHE3-KYJIKBIHA OCEPI

Tan Cu Mun
Jluzaiin mazucmpi, enep dncane ousaiin Gaxyibmenti,
Oymycmik yHugepcumem xoanedaici, Manauzus
e-mail: smtan@sc.edu.my
Tyiiin: Epme 3amannan KyHi Oyeinee Oetlin ayeime XanblKmvlK OKY KYpaibl Kbl3MemiH
amkapwvin kenedi. Coyzbl OHICLIIObIKMA MYTbMUMEOUSIbIK MEXHON02USAHbIY Natoa Oonybl
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MeH KOIHCemimoinici XuKasiapovl CaHoblK aH2imeneyee Oeliin dcayapmyza akenodi. Kazipei
cmyOdenmmep yu@pvlk opmaoa ocin kenedi. binim bepy opmacvinoa manviman 60abIn Keje
AHCAMKAH MYTbMUMEOUAHbIH Oip mypi - caHobiK aneimenep. byn xazipei yakoimma okvimy men
oKy yuwin en oicakcol manoay. Coatikecinuie, anumayus Oinim Oepy dicyiecinoe yugpaviy
aHeimeneymen OIpikmipindi. Anumayus eu3yanuzayus JdCyuecin Kypy2a YaAKeH yaec KOCHbL.
Hemex, cmyoenmmep oKy npoyecine OeiceHOi mypoe KamvlCMblpy YUuliH NoH MA3MYHbIHbIY
KepHeKi hopmanapvinan yupenyoi scen kepeoi. Ocvliatima, OY1 Makaiada aHUMayusimen
Oipixmipineen yugpavix aneimeney apkvlivl dHceyiioemineen cmyoeHmmepoiy MiHe3-KYablK
apexemi manKbliAHAOb.
Tyiiinodi cezoep: canovik aHeime, aHUMAYUS, MIHe3-KYIblK 63apa apeKemmecy.

PA3PABOTKA IH®POBOI'O HOBEAEHUS U UHTEI'PHPOBAHME C
MYJIbTUOPUKAIIMEN B KAYECTBE HHHOBAIIMOHHOI'O YYEBHOT'O
CPEIACTBA: BJIMAHUE HA IIOBEJEHUE YYAIIUXCSA B OBYUYEHUU

Tan Cu Mun
Mazucmp ouzaiina, npenodasamens haxKyibmema UcKyccmed u Ou3aha
FOoicnozo ynusepcumemckozo koanedaca, Manatisus
e-mail: smtan@sc.edu.my

Annomayusn: C OpesHux 8pemeHr u 00 HAWUX OHell N0BeCMB08AHUE CIYICULO NONY-
JIAPHBIM YUeOHbIM nocobuem. 3a nociednee decsmuiiemue NOsAGLeHUe U OOCHYNHOCHb MYilb-
MUMEOULIHBIX MEXHOTI02UL NPUBeil K 0OHOBIEHUI0 N08eCMB08aAHUs 00 YUDPOBO2O NOBeCmEo-
sanusi. CospemerHble CMYyOeHmbl pacmym 8 OKpydceHuu yugposvix mexrono2uil. QOOHou u3
Gdopm myremumeoua, Komopas CmaHo8umcs 6ce Oojiee NONYIAPHOL 8 00PA308amMelbHOLL cpe-
Oe, sA6715emcsl Yughpoeoe nogecmaosanue. Imo iyuuuil 8b100p OJisi NPenooasanus u 00yyeHus
6 Hacmoswee épems. B coomeemcmeuu ¢ smum anumayus uHmecpuposalacy ¢ yupposvim
nogecmeosanuem 6 cucmeme 00pazo8anus. AHUMayus 6Hec1a 3HAYUMENbHBIU 6KIA0 8 CO30d-
Hue cucmemsl susyaruzayuu. Credosamenvho, yuawuecs npeonouumarom yYyumscs Ha 6U3y-
AbHBIX POPMAX NPEOMEMHO20 COOEPAHCAHUsL, UMODbl aKmusHee B061€KAMmb UX 8 Npoyecc
ooyuenus. Taxum obpazom, 8 3moti cmamve 00CyAHcOaemcs n08eOeHYecKds. 8061e4eHHOCHb
yuawuxcs, KOmopou cnocoocmeayem yugposoe nogecmeosarue, UHMe2puposanHoe ¢ aHuMa-
yuetl.

Kntoueswie cnosa: yughposoe nosecmeosarue, aHumayusi, N08e0eHYecKoe 3aumooeti-
cmaue.
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