@__
alia cRDET i, s

valu

GUIDELINE FOR MULTILINGUALISM
EXPERIMENTATION THROUGH
DIGITAL STORYTELLING

MANUAL FOR TEACHERS

This project has been funded with support from the European Commission. This publication

- Erasmus+ reflects the views only of the author, and the Commission cannot be held responsible for any use
which may be made of the information contained therein. Project Number: 2015-1-1T02-KA201-
015407



as o
2 § cARDET Ml iy R
g Lern-dinnovation e —" K/

UNIT 01. DIGITAL STORYTELLING AS A TEACHING AND LEARNING METHOD

01.01. INTRODUCTION

Although the digital storytelling is not a new concept, its use as a method of teaching and learning in
the field of education is still limited. Therefore, it is worthwhile to present the basic assumptions of
this didactical method which can be used it in the context of diverse subject of teaching especially in
the area of multilingual and multicultural education. The following sections of the Guideline present
the concept of digital storytelling and the most important areas in which this method is applied.
Subsequently, crucial competencies that digital storytelling helps to develop are listed and described.
The chapter is concluded with the substantial indications for using digital storytelling in multilingual
and multicultural teaching and learning process are given.

01.02. DIGITAL STORYTELLING — DEFINITION AND AREAS OF USE

Digital storytelling (as the name suggests) is derived from one of the oldest arts in the history of
mankind - telling stories. It is based on creating and telling or sharing narrations using not only
words, but also modern IT tools and multimedia materials like: graphics, video, audio, animation.

Digital storytelling can be considered in two main aspects:

e asa "product" - the multimedia story used to transfer knowledge, values, emotion, attitudes
to receiver;

e as a process in which the author, in a way of reflection or self-reflection and creative work
builds and provides to recipients a specific tale.

Educational use of storytelling has been very well known for centuries, if not millennia. Even before
the invention of writing people used the stories handed down through the generations for the
preservation of history and culture of the community. The knowledge accumulated by the
community, values that were appreciated and the attitudes that were expected were being
transmitted in the same way. For those reasons the storytelling was an integral part of education and
socialization processes for hundreds of years.

Nowadays, this educational application of storytelling has not changed. However, the use of IT tools
to create and share stories caused that their range and impact on an audience may be much greater
and much more effective. So modern-day, digital storytelling is not only an element of culture,
education and the arts, but also a tool used in other fields of human activity, such as:

e advertising - as a tool for effective sales,

e public relations - as an effective tool of building the brand of product or organization,

e coaching and trainings - as a method that encourages to self-reflection, used in personal and
professional development,

e health care - as a tool for disease prevention and promotion of a healthy lifestyle,
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e counteracting social exclusion - on the one hand as a way to build public awareness about
this issue, and on the other hand, as a tool for social inclusion of people experiencing this
problem,

e strategic planning and participation - as a method of engaging groups of stakeholders in
certain activities and a tool of developing grassroots solutions.

01.03. DEVELOPING OF PUPIL’S COMPETENCES THROUGH THE DIGITAL STORYTELLING

Digital storytelling finds its application in schools at various levels in the education of children, youth
and adults each day in an increasing extent. It results from the fact that the digital storytelling, used
as a method of teaching and learning, helps to develop a number of competencies that are
fundamental for effective functioning in modern society.

Digital storytelling as a method of teaching can be used by teachers to introduce, present and
analyse particular topic / issue. In this case, pupils play the role of audience of digital stories.
Research reveals that application of digital storytelling in the teaching process significantly increases
the involvement of the pupils and their interest in content of the lesson.

Processing of diverse elements of digital stories develops text, visual and media competences of a
pupils. It also educates ability to read and interpret different types of contents, including symbolic
messages. What is more, thanks to the multimedia nature of the digital story a teacher can
effectively transfer a specific information to pupils with different learning styles and effectively
support their ability to understand and remember teaching material.

Even better results come from an application of digital storytelling as a method of learning. It
consists in placing pupils in the role of a creator, an author of digital narrative. Such projects are
mainly aimed at developing skills such as:

e work planning and organizing, time management,

e searching for reliable sources of information and digital content,

e processing and critical analysis of information,

e creative problem solving,

e teamwork,

o reflection and self-reflection in the analysis of own live and the world around,
e handling the digital tools.

It is worth noticing that the use of digital storytelling as a method of teaching and learning involves
every sphere of pupil’s processing system: cognitive, affective and psychomotor. This is made
possible because the creation of digital tale requires not only the collection and processing of
information, but also triggers empathy, stimulates emotions, refers to the values, but also often
requires from the author to undertake physical, manual actions (for example: prepare some
materials, use a specific tool).

Therefore, digital storytelling, as a method of teaching, highly supports active engagement of the
learner what is the essence of the constructivist education. This way of learning is based on
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independent pupil’s work, gaining of experience, analysing and interpreting them, and on this basis,
the effective construction of own knowledge.

01.04. THE POTENTIAL OF DIGITAL NARRATIVE FOR MULTILINGUAL EDUCATION

Multilingual and multicultural education are ideal areas for the practical use of digital storytelling.
Method of digital storytelling, as it was mentioned above, allows not only to present certain
knowledge, but also fosters training of attitudes and development of eligible social skills.

This happens because a well-constructed story moves emotions, feelings, refers to the universal
values. On the other hand, the creation of the digital story is an excellent opportunity for the author
to analyse and reflect some specific events from hers or his own life and the surrounding reality. Also
to undergo a critical evaluation certain opinions, judgments regarding to other linguistic, cultural,
religious circles, with whom she or he meets every day. This form of work greatly encourages
teachers and students to discuss issues related to diversity, acceptance, identity, cultural relativism,
stereotypes and prejudices. Digital storytelling allows to present in a suggestive manner experience
of participation in various cultures or linguistic circles. Thanks to a stories that students receive or
create, they can easily understand other perspectives and points of view. In a natural manner (as a
result of their experience gained in the work) they train and develop the skills of cooperation in
different cultural environments, adaptation to changing conditions, responding to diverse cultural
contexts.

The benefit of the digital nature of the story cannot be forgotten as well. The use of IT tools allows in
an affordable and easy way (using the Internet) to reach an unlimited audience for stories. But what
is more important from an educational point of view, this makes it possible to work together on a
project for students from different countries, speaking different languages, raised in different
cultures. In consequence of direct contact, they exchange not only their stories, but also the
experiences, thoughts, ideas.

REFERENCES AND INSPIRATIONS

e Swiatecka, A. (2013). Digital Storytelling: podrecznik dla edukatoréw. Fundacja Ad Hoc. Retrieved
from: http://www.slideshare.net/fundacjaadhoc/digital-storytelling-podrcznik-dla-edukatorw (access:
05.10.2016).

e Banaszewski. T.M. (2008). ICTs, Digital Literacy and Digital Storytelling. Retrieved from:
http://techszewski.blogs.com/techszewski/2008/04/icts-digital-li.html (access: 05.10.2016).

e  Project website: Filmowa Kolekcja Bajek ,,Opowiesci Pogranicza”:
https://kronikisejnenskie.wordpress.com/kolekcja-filmowa-opowiesci-pogranicza/ (access:
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UNIT 02. DIGITAL STORYTELLING PROJECTS IN THE CLASSROOM

02.01. THE PROPOSED MODELS OF DIGITAL STORIES

As you might already know, digital storytelling is described as a short digital media production that
allows everybody to share aspects of their life story. Digital storytelling uses video techniques, audio
recording or other media like digital photographs etc. with enhances the story that someone wants
to share. Storytelling can also enhance teaching as it makes topics more vivid, interesting and can
help to create understanding by using different types of media. For young students stories can be
quite short (5 minutes) as their attention span is also short. It is important to use age-appropriate
language, pictures and music. To be even more involved in the topic, it is helpful if the pupils are
already involved in creating digital storytelling.

The topics of digital storytelling are often divided into three categories:

1) personal stories about specific life events or experiences,
2) stories that inform or instruct and e.g. help the pupils to understand a certain topic better,
3) stories that examine historical events (not only from a personal perspective).

Additionally, the used methods can slightly differ: stories can be told by one narrator or can be
recorded like a conversation between two or more counterparts. Based on the content, the narrator
can tell the story in a personal way or like a typical news anchor. Different storytelling approaches
can also be categorized by the degree of oral contribution to the storytelling process. Some stories
are mostly presented orally with some media representations, some stories are told mainly by
showing digital content and explaining the relations of e.g. pictures by telling very few text. Both
concepts, and everything that lies in between these two methods, are good, it really depends on the
story you want to tell, your audience and the technical and media possibilities you have. This means,
you, as a teacher, can be very creative in this process. However, designing a school project with
storytelling is not easy when you do it for the first time, therefore we offer some guidelines how you
can start.

02.02. DESIGNING AND PLANNING SCHOOL PROJECTS USING DIGITAL STORYTELLING

Before you start with creating a digital story, you (and maybe your class) have to ask yourself some
important questions:

e Point of View:
o what is your purpose (information, explanation, share personal stories)?
o whatis the goal?
o whatis the topic?
e Narrator's Point of View:
o if you are the narrator: What is your point of view about the topic?
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e A Dramatic Question:
o isit useful if you discuss a specific question in your story?
o can it be controversial? e.g. for multilingualism, you might discuss with your pupils if
it is better to keep both languages and cultures or if it is better to assimilate to the
country you life in.

Then you should think of some more practical aspects:

e Who is going to tell something and how? Practice this with them.

e Pacing of your narrative: If you are the narrator, you should also practice this.

e How do you want to accompany the narrative, e.g. with music? Watch copyright.

e The quality and type of media (video, animations, photos, graphics...). Again watch
copyrights.

e Think also about appropriate language, grammar etc. and practice this maybe with your
students.

Then you can start with scripting the whole storytelling. For the first time, keep it simple and rather
short!

02.03. STAGES OF WORK IN DIGITAL STORYTELLING PROJECTS

After the first considerations about the topic and the resources, you can start with scripting and
planning your storytelling outline.

1. ORGANIZE

Make use of the resources covered previously, to build your story elements and create your outline.
For example place all your resources you want to use on in front of you (copies of the pictures, small
notes about the audio/links/music, and notes with key words/people involved with a summary of
what they plan to say) and try to arrange everything into the right order. Elements that take time the
same time or can be arranged above each other and if some elements are used more than once
make two little notes with the same content. This will give you a first feeling about the complete
process and you will see where you still miss elements or if you maybe have too many resources.

After this first organization of possible resources you can share this with you students, or you can of
course let them help from the beginning, depending on the age of the students. It might be helpful to
give them some first guidance or/and help at the end of this stage with reducing or adding of
resources.

2. DOCUMENT ARTIFACTS

As you need to create your story digitally, you need all resources in a digital way. Resources which
are not digitalized yet (photographs, music) should be scanned/uploaded and all other resources
form the internet or your personal digital library should be organized together in one folder. Label
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everything correctly and create a document with the source URL's and titles so you can give proper
credit for each media element (pay also attention of copyrights).

This stage should be done by the teacher if the project is done with young pupils.

3. SCRIPT AND STORYBOARD

After all resources are selected and the general outline is clear, you can start to write a script and/or
a storyboard.

e A script describes the whole story in different scenes an in a written text like a book, but also
with comments about the setting of the scene and the dialogues/monologues.

o The storyboard is the visual representation of the separate scenes. This helps with the
production and filming of the scenes.

For the digital storytelling process this means that you describe on your storyboard with digital
elements (pictures, video or audio parts) appear when and where. You can also indicate the
estimated time of the scene there. You can simply use PowerPoint or something similar, because
there you can shuffle the slides and change the order so easily.

But you can also download and use this file (storyboard template.doc) or use an online story
boarding site such as GENERATOR for your storyboard.

Of course you can do this whole process in a digital way with the students together, especially if they
are already a little older. Or you can do this activity just on a piece of paper and let them make their
own storyboards (see practical task 02).

After these steps, you can start with the production of the videos and audios and then it is time to
put everything together.

REFERENCES:

- http://www.21things4teachers.net/21-things/digital-storytelling/

- http://klimterest.de/digital-storytelling-journalistische-vorzeigeprojekte/

- http://writing2.richmond.edu/writing/wweb/digitalstory/digstorytypes.html

- Schéfer, L. (2004). Models for Digital Storytelling and Interactive Narratives. COSIGN 2004.
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UNIT 03. DIGITAL STORYTELLING PROJECTS WITH PARENTS AND COMMUNITY AND

MULTILINGUAL APPROACH

03.01. THE IMPORTANCE OF INVOLVING PEOPLE WHO COME FROM MIGRANT
COMMUNITIES IN MULTILINGUAL STORYTELLING AT SCHOOL

As at school there are students of every nationality. Thanks to the fact that as soon as a family arrives
in the host country, the children enter the school system, the school itself represents one of the
places where there is the first contact between cultures and, being such an element, it offers
potentially great opportunities and responsibilities. Storytelling, as to say the art of telling stories,
allows to enhance cultures, values, languages and to move them closer, to make them interact, to
create dynamic relationships and points of contact among them. That is why involving people coming
from migrant communities in the creation of stories for didactic purposes means to create a point of
contact between guest and host culture/language and consider them on the same level.
Furthermore, listening to - and working with - these stories also allows teachers to understand better
the cultures from which his pupils’ families come.

03.02. WHY SHOULD WE INSERT MULTILINGUALISM IN STORYTELLING WITHIN
EDUCATIONAL FIELD?

Multilingual and multicultural approach can enrich every didactic project using the perspective that
places many one next to the other elements belonging to different languages and cultures. The key-
concept that is suggested at several levels in this kind of approach is pluralism, explored as a richness
of values, stories, concepts, words, sounds, visions of life, points of view, characters, meanings. The
essential starting point, when we use this approach, is to consider cultures and languages (expressing
different perspectives of the same reality) as equal, and not belonging to first-rate, second-rate, o
third-rate levels and in this very sense reveals to be an indispensable tool to read the world either for
teachers or students, since the meeting between cultures, and not the clash against them, is
strengthened.

This kind of approach also strengthens the relational, emotional skills and the skills related to the
management of the conflict since this approach fosters to de-center their cultural perspective and it
promotes those aspects of the emotional intelligence that lead people to consider any kind of
diversity (and not only just the linguistic or cultural) in a positive perspective.

03.03. IN WHICH WAYS IS IT POSSIBLE TO INSERT MULTILINGUALISM?

We present here some topics that can be developed into the story told and that are, by nature,
functional to insert multilingualism (and multiculturalism):

e alphabets (of real or imaginary languages),
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e the ways to count,

e the ways to do mathematical calculations (see Vedic mathematics),

e proverbs and sayings,

e the meaning of names,

e animal cries,

e the way to build sentences,

e sounds and prosody,

e the meaning of objects, colours, symbols,

o linguistic loans (for instance, from Arab),

e false friends,

e every kind of language (also included, for example, the sounds uttered by babies, or sign
language or special languages).

In general, you can add every content of daily life, like currency, songs, sports and days of the week,
food, celebrations...

There are some simple kinds of plot and interaction that allow us to explore the main dimension of
multilingual and multicultural situations, the so-called equality-diversity: a journey with several stops
and at every stop the protagonist finds out something; the search for your own identity, recognised
at the moment you recognise the other’s identity; the encounter, the cultural misunderstanding or
incident that is resolved (maybe thanks to a third person) and turns into friendship and a broader
view; to move two situations, two languages, two words closer; the same meaning given to different
words; vice versa, same words, or similar in spelling and sonority, that are linked to different
meanings; a place (a road, the market, the school corridor, etc.) that becomes the point of contact
between elements or people belonging to different cultures, which brush, coexist or are linked as
they were tied together; the change of point of view, which tells the same story from two (or even
more) different and complementary perspectives.

In multilingual stories some characters are particularly effective, like: “bridge” characters, for
examples jinns, Giufa or Cinderella, whose stories are told in several countries and in every country
they are enriched/changed in some linguistic and cultural aspects; a character like Pinocchio, whose
story, even if written in an Italian context, is known in every part of the world. Finally, we remind you
that not only people have to be the protagonists of your stories but also different letters, sounds or
words.

To do storytelling can also mean to create a concatenation of didactic moments about specific topics
using an imaginary character, which allows the listeners to empathize and appreciate the tale (for
instance, a character called “Charlie the Globe-trotter”, who begins his journey and at every stop he
learns — together with the students — similarities and differences that exist between cultures, like
currency, welcome and greetings, nursery rhymes, writing system, symbolic animals, etc.).
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UNIT 04. TECHNICAL ASPECTS OF DIGITAL STORYTELLING IN SCHOOL — THE USE OF

DIGITAL TOOLS IN PUPIL’S PROJECTS

04.01. INTRODUCTION

Storytelling has diachronically been promoted in in-school and out-of-school contexts in order to
develop a variety of skills and competences, e.g., language, communication, well-being, etc. It has
been conceived as an essential experience and a teaching and learning good practice at all ages.
Nowadays, in the era of interactive multimedia technologies, storytelling is modernised and further
supported by a number of new means (Di Blas, Garzotto, Paolini, and Sabiescu, 2010). Digital
storytelling mainly consist of mini multimedia movies that last anywhere from seconds up to 7
minutes and are conveyed though a variety of modes, e.g., texts, images, motions, sound, etc. It
forms a reality in the contemporary school and society and, thus, maintaining a culture in how to
best make use of it is an emerging need.

In this unit you will be provided with different materials to work with in order to incorporate digital
stories in the curriculum. It is anticipated that the tools and applications recommended will provide a
space for experiment, learning and having fun and will inspire you in the context of designing
activities related to the issues discussed in the module.

04.02. EXAMPLES OF TOOLS, APPLICATIONS AND PROGRAMMES FOR DIGITAL
STORYTELLING PROJECTS

In the following lines, a variety of materials and tools will be presented with their features being
briefly described in order to introduce you to their educational benefits and endless possibilities,
whereas a digital story tool will be further elaborated as representative example taken from the
suggested list.

The following list consists of examples of tools recommended for the purposes of digital storytelling
projects. The list includes, in alphabetical order:

1) tools to create digital text and hypertext narratives
2) tools for the processing of digital stories based on photography and graphics
3) programs for the processing of audio-visual materials
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4) programs to create simple animations
TOOL BRIEF DESCRIPTION POSSIBILITIES
1 ACMI A space for creating a storyboard using background location 2
Storyboard photographs and choosing scripts.
Generator http://generator.acmi.net.au/storyboard

2 Animoto A tool that turns photos and video clips into professional video 1,234
slideshows.
https://animoto.com/

3 Capzles A tool for creating rich multimedia stories with videos, photos, music, 1,234
blogs and documents.
http://www.capzles.com/

4 ClassicTV Database for creating a movie by adding subtitles to old movie scenes 1,234
http://www.classic-tv.com/

5 Comic A website allowing the creation of graphic novels and stories. 1,23

master http://www.comicmaster.org.uk/

6 | Creatza A toolbox offering a tool called Cartoonist which gives out possibilities 123
for creating stories using cartoon characters.
http://www.creaza.com/my_support/Cartoonist

7 Domo A tool which allows students to create animated stories and 12

Animate experiment with a wide variety of backgrounds and characters.
https://goanimate4schools.com/public_index

8 Make belief A tool that enables the creation of stories out of comic strips. 1,23

comics http://www.makebeliefscomix.com/

9 Microsoft An application for creating a visual story (show and tell presentation) 1,234,

Photo Story based on digital photos. Provides possibilities for slideshows, special
effects, soundtracks, as well as adding one’s own voice narration to the
photo stories and personalizing them with titles and captions.
https://www.microsoft.com/en-us/download/details.aspx?id=11132

10 My eBook Software allowing the creation of novels, comics, magazines, 1,234
brochures, etc.
http://www.myebook.com/

11 | Piclits A creative writing site that matches images with selected keywords in 1,2
order to inspire. The aim is to put the right words in the right place and
order to capture the essence, story, and meaning of the picture.
http://www.piclits.com/about.aspx

12 | Pixton A tool allowing the creation of cartoons and characters provided. 1,23
https://www.pixton.com/

13 ShOWM‘_* An application that allows recording voice-over whiteboard tutorials 1,23

Interactive and sharing them online

Whit r . . .

Ebearc http://www.educationalappstore.com/app/showme-interactive-
whiteboard

- Erasmus+
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14 | Slidestory A tool for creating presentations and stories combining pictures and 2,3
narration.
http://www.slidestory.com/
15 | Smilebox A website offering possibilities for stories creating, consisting of photos, | 1,2, 3,4
videos, words, and music.
http://www.smilebox.com/learn-more.html
16 | storyBird A creative website that allows students and teachers to create short art | 1/ 2
inspired stories to read, share or print out.
http://storybird.com/
17 Storyjumper | A site with creative tools for creating and publishing story books easily. 1,23
https://www.storyjumper.com/
18 Story Maker | A game for making digital stories. 1,234
By The http://learnenglishkids.britishcouncil.org/en/games/story-maker
British
Council
19 UtellStory A multimedia storytelling and sharing community that allows people 1,23
from different age and background to easily tell stories and share topics
with photo, video, voice, music, and words.
http://www.utellstory.com/
20 | zooBurst A tool that allows the making of a 3D pop-up book with a variety of 1,2
images and materials available within the built-in database.
http://www.zooburst.com/

REFERENCES AND INSPIRATIONS:

Books

Lambert, Joe. Digital Storytelling: Capturing Lives, Creating Community (3rd ed.). (Berkley, CA: Digital
Diner Press, 2009).

Matthews-DeNatale, Gail (2008). Digital Storytelling Tips and Resources. Retrieved on 26" October,
2016 from: http://net.educause.edu/ir/library/pdf/eli08167b.pdf

Articles

- Erasmus+

Di Blas, N. Garzotto, F., Paolini, P. and Sabiescu, A. (2010). Digital Storytelling as a Whole-Class
Learning Activity: Lessons from a Three-Years Project, Retrieved on 1% November from:
http://www.tec-lab.ch/DiBlas ICIDS2009.pdf

Morra, S. (2016). 8 Steps to Digital Storytelling. Retrieved on 1% November 2016, from:
http://edtechteacher.org/8-steps-to-great-digital-storytelling-from-samantha-on-edudemic/

Robertson, L., Hughes, J., and Smith, S. (2012). ““Thanks for the Assignment!”: Digital Stories as a Form
of Reflective Practice.” Language and Literacy, (1): 78-90.

Santos Green, Lucy (2013). “Language Learning through a Lens: The Case for Digital Storytelling in the
Second Language Classroom.” School Libraries Worldwide, 19(2): 23-36.

VINOGRADOVA, P. (2014). Digital Stories in a Language Classroom: Engaging Students through a
Meaningful Multimodal Task, FLTMAG, Retrieved on 1°t November 2016, from:
http://fltmag.com/digital-stories/

This project has been funded with support from the European Commission. This publication
reflects the views only of the author, and the Commission cannot be held responsible for any use
which may be made of the information contained therein. Project Number: 2015-1-1T02-KA201-
015407


http://www.slidestory.com/
http://www.smilebox.com/learn-more.html
http://storybird.com/
https://www.storyjumper.com/
http://learnenglishkids.britishcouncil.org/en/games/story-maker
http://www.utellstory.com/
http://www.zooburst.com/
http://net.educause.edu/ir/library/pdf/eli08167b.pdf
http://www.tec-lab.ch/DiBlas_ICIDS2009.pdf
http://fltmag.com/digital-stories/

@
,.- AR £ |
ot XM g cRDeT | [T — @

UNVERSITY OF SOCIAL SCIENCES

valu

Organisations and Centres

e  http://digistories.co.uk
e  http://www.storycenter.org/

e  http://digitalstorytelling.coe.uh.edu/

e  http://www.storycenter.org/silence-speaks/

e  http://www.pdsttechnologyineducation.ie/en/Training/ICT-in-Classroom-PDFs/

e  http://www.pdsttechnologyineducation.ie/en/Training/ICT-in-Classroom-PDFs/ICT-in-the-Classroom-

PDFs/
e  Using-digital-storytelling-in-the-classroom-Primary-13-04.pdf

e  http://www.hongkiat.com/blog/google-now-voice-commands/

e  https://elearningindustry.com/18-free-digital-storytelling-tools-for-teachers-and-students
e  http://www.educatorstechnology.com/2012/06/list-of-best-free-digital-storytelling.html

e https://globaldigitalcitizen.org/64-sites-for-digital-storytelling-tools-and-information

e https://globaldigitalcitizen.org/a-list-of-the-best-free-digital-storytelling-tools-for-teachers
e  http://digistories.pbworks.com/w/page/17766468/FrontPage

UNIT 05. EVALUATION AND ASSESSMENT OF EDUCATIONAL PROJECTS USING DIGITAL

STORYTELLING

05.01. OBJECTIVES OF MONITORING AND EVALUATION IN THE CONTEXT OF PUPIL’S
PROJECTS ON MULTILINGUALISM

The objectives of monitoring and evaluation vary, depending on the type of programme or project.
Generally, the purpose is to assess the effectiveness and efficiency of the programme and its efficacy
in relationship to the original expectations, and in this case can be used by teachers in work with
pupils on developing their digital stories.

Assessment is the process of gathering information that accurately reflects how well a student is
achieving the curriculum expectations in a subject or course. The primary purpose of assessment is to
improve student learning, as an integral part of individual learning and of the education system.
Finding suitable ways of assessing multilingual and intercultural competence is a step towards its
integration in educational practice. Assessment for the purpose of improving student learning is seen
as both “assessment for learning” and “assessment as learning”.

05.01.01. DEVELOPING STUDENT SELF-ASSESSMENT AND PEER-ASSESSMENT SKILLS

The emphasis on student self-assessment represents a fundamental shift in the teacher-student
relationship, placing the primary responsibility for learning with the student. Once students, with the
ongoing support of the teacher, have learned to recognize, describe, and apply success criteria
This project has been funded with support from the European Commission. This publication
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related to particular learning goals, they can use this information to assess their own and others’
learning. Teachers help students develop their self-assessment skills by modelling the application of
success criteria and the provision of descriptive feedback, by planning multiple opportunities for peer
assessment and self-assessment, and by providing descriptive feedback to students about the quality
of their feedback to peers. At the end, teachers and students can use assessment information
obtained in group situations to monitor progress towards learning goals and to adjust the focus of
instruction and learning.

05.01.02. DEVELOPING INDIVIDUAL GOAL SETTING

As a result of developing self-assessment skills, students learn to identify specific actions they need
to take to improve, and to plan next steps — that is, to define their long- and short-term individual
goals with increasing clarity and realism. Teachers begin by modelling the setting of individual
learning goals for students. They also provide follow-up support, give specific feedback on learning
goals, and help students identify and record focused actions they can take to achieve their goals and
procedures they can use to monitor their own progress.

In order to improve student learning and help students become independent learners, teachers need
to make a committed effort to teach these skills and provide all students in all grades with
opportunities to practise them. Teachers need to scaffold this learning for students, using a model of
gradual release of responsibility for learning, as follows:

e demonstrate the skills during instruction;

e move to guided instruction and support;

e have students share in the responsibility for assessing their own work;

e gradually provide opportunities for students to assess their own learning independently.

The ultimate goal of the process is to move each student from guided practice to independent
practice using different languages, based on the student’s readiness.

05.02. FORMS AND METHODS OF EVALUATION OF PUPIL’S PROJECTS USING DIGITAL
STORYTELLING

With this project, pupils will develop competencies related to the capacity to create linguistic and
meta-linguistic links through similarities and differences between languages, the ability to use
languages establishing connections between personal narrative, multilingual didactics and new
technologies and the ability to collaborate and participate in a heterogeneous team.

05.02.01. EVALUATION METHODS

A profound way to evaluate educational projects using a digital storytelling is to determine if it can
tie into the curriculum and strengthen students' critical thinking, comprehension, report writing, and
media literacy skills. In this process rubrics, as an instrumental tool that is used to evaluate the
quality of the students' work, can be used to successfully evaluate the projects through digital

This project has been funded with support from the European Commission. This publication
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Storytelling. The most important aspect of a rubric is the ability to explain it to others, especially to
the students.

As noted by Ohler (2013), teachers should remember certain points before developing their rubric:

® Set clear goals. When students prepare written work you can always judge the quality of
their writing, whether you know much about the subject or not. But when students prepare
new media like digital stories, this fallback position vanishes because most teachers don't
feel comfortable assessing new media narrative. So, the only fallback position available to
them becomes: did students meet the goals of the project?

® Assess everything. The final story is the tip of the iceberg. Preparing a digital story involves
writing, creating artwork, preparing planning documents, and a number of other activities
that produce tangible, assessable artefacts that address a number of intelligences, literacies
and skill areas. A digital story is literally a portfolio unto itself, so try to assess as much of
the formative work as you can.

® Assess the process. Did students plan well? Work in groups well? Much of what is
transferrable from digital storytelling to other activities, media and non-media based,
centers on planning skills.

® Include self-assessment and peer review. Include these whenever possible and appropriate.
Media development relies on risk taking and honest self-assessment of the outcome. It also
relies on a community of learners sharing their skills and insights.

05.03. DIGITAL STORYTELLING PROJECTS - ASSESSMENT CRITERIA

Assessment for learning and assessment as learning also require that students and teachers share a
common understanding of what constitutes success in learning. Success criteria describe in specific
terms what successful attainment of the learning goals looks like and they are used to develop an
assessment tool, such as a checklist, a rubric, or an exit card (i.e., a student’s self-assessment of
learning).

Teachers can ensure that students understand the success criteria by using clear language that is
meaningful to the students and by directly involving them in identifying, clarifying, and applying
those criteria in their learning. Examining samples of student work with their teachers helps students
understand what constitutes success and provides a basis for informed co-construction of the
success criteria. The success criteria should be open to review and revision, guided by the teacher’s
professional judgement, as student’s progress towards achievement of the learning goals. Teachers
can enhance their understanding of success criteria and build common knowledge about levels of
achievement through teacher moderation — that is, through assessment of student work done
collaboratively with fellow teachers.

This project has been funded with support from the European Commission. This publication
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After that, it is necessary to consider the assessment of three to six traits.

List of possible digital story evaluation traits

Story

How well did the story work? This trait can address structure,
engagement, characters, etc.

Project planning

Is there evidence of solid planning, in the form of story maps,
scripts, etc.?

Media Development
Process

How well did the student follow the media development process?

Research

Was the student’s project well researched and documented?

Content understanding

How well did the student meet the academic goals of the
assignment and convey an understanding of the material addressed?

Assignment criteria

Did you require stories to be under three minutes? Whatever your
criteria, be clear and stick to them.

Writing

What was the quality of the student’s written work exhibited in the
planning documents, research, etc.?

Originality, voice, creativity

How creative was the production? Did the student exhibit an original
work?

Economy

Was the information presented through the story sifted, prioritized
and told without bird walking or detours?

Flow, organization and
pacing

Was the story well organized? Did it flow well, moving from part to
part without bumps or disorientation?

Presentation and
performance

How effective was the student’s actual presentation or
performance?

Sense of audience

How well did the story respect the needs of the audience?

Media application

Was the use of media appropriate, supportive of the story, balanced
and well considered?

Media grammar

How “bumpy” was the story? There are many facets of media
grammar to focus on.

Citations, permission

Has everything that is not original been credited? Have permissions
been obtained where necessary? Do citations appear in the format
required?

- Erasmus+

REFERENCES AND INSPIRATIONS:
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° Davis, Alan. (2005). Co-authoring identity: Digital storytelling in an urban middle school. Then Journal
(1). Retrieved October 19, 2007.

° Ohler, J. (2013). Digital Storytelling in the Classroom: New Media Pathways to Literacy, Learning, and
Creativity. California: Corwin.

° Schneider, P., Dubé, R. V.;Hayward, D. (2005). The Edmonton Narrative Norms Instrument. Retrieved
from University of Alberta Faculty of Rehabilitation Medicine website:
www.rehabresearch.ualberta.ca/enni

. Video Digital Storytelling in the Elementary Classroom (5'31")
https://www.youtube.com/watch?v=rUZXBc6yRhU

° Video Digital Storytelling - Student Perspective (2'20”)
https://www.youtube.com/watch?v=BU1SkaTsv78

° Video Edmonton Narrative Norms Instrument (ENNI) - demonstration (1’54”)
(https://www.youtube.com/watch?v=xpKzs1JVWxI
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PRAKTICAL TASKS

TASK 01. CREATE A STORY!

Objectives: e Preparation for the planning and implementation of the
digital storytelling projects.
e Development of creativity and thinking outside the box.
Target group: Pupils aged 10-15 years

Competencies:

e  Creative thinking
e Cooperation in the group
e  Work planning and organizing.

Methodology: The exercise is based on the work in small groups that is inspired and
moderated by the teacher.
Content of activities: In the formula of a conversation or brainstorming the teacher

encourages students to propose ideas for a multimedia story they
would like to create. They create a "bank of topics" that can be used as
a basis for digital story.

In the next stage, pupils work in a small groups. Each group chooses at
random or selects one of the topics. The group plans further elements
that will form the basis for the story script:

- atitle of the story,

- a brief description of the main character,

- description of other key characters of a story,

- the context of the story - time and place of events

- the problem / challenge, which will focus on the history,

- the most important events taking place in the story,

- theend of a story.
This activity is the first stage of work on the digital storytelling project.
It is an introduction to the development of a storyboard (described in
unit 02 of the Guideline).

Elaborate on
multilingualism

storyboards on | At the stage of collecting project’s topics the teacher can suggest
pupils a set of problems associated with multilingualism that should be
included in the project, e.g.:

- the culture shock,

- the cultural and language misunderstandings,

- searching of self-identity in multicultural environment,

- overcoming of nationality and language barriers ect.

Monitoring and evaluation: At this stage of work the teacher should monitor and consult student’s

activities. Assessment and evaluation should be carried out after the
end of the entire project.

- Erasmus+
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TASK 02. MAKE YOUR OWN STORYBOARD
Objectives: Pupils learn how to create their own storyboard. This task supports

creative thinking, drawing and writing. It also teaches the multiple
steps necessary to create digital storytelling and gives them insight in
the storytelling process.

Target group: Pupils from elementary or secondary school. For elementary pupils,
the storyboard can be created without many reading and writing skills.

Competencies: e  Creativity

e Creating interesting stories, pictures and dialogs

e Collecting and selecting resources (pictures, videos, audios,
music)

e  Getting to know the process of digital storytelling and
storyboard writing

Methodology: This can be done in small groups with supervision of a teacher.
Depending of the age of the pupils more or less supervision and
support of the teacher is necessary. At the end of the group phase,
each group can give a short presentation and will receive feedback
from the class and the teacher. The class can maybe vote for the best
storyboard and this one can be produced, if it is not possible to
produce multiple storytelling ideas.

Content of activities: To start with digital storytelling, students can also start to create own
ideas for storytelling by creating a short script and/or a storyboard.
Making a storyboard can be useful especially for younger pupils, as it
allows them to draw parts of the story themselves.

There are two possible ideas here:

1) let them make their own storyboard about a specific topic:
Just give them instructions to thing about 5-10 different
scenes and to draw them. Then they can show it to the class
and the best idea can be selected and the whole class can
continue to make a digital storytelling project out of it.

2) You can also give them more information about the project
and share the resources with them. At the end you can decide
together with scene goes where.

When the pupils can already write and read quite well, they can add
dialogues, short scripts and information about the scenes themselves.
Otherwise, this can be done together.

Elaborate on storyboards on To include the topic of multilingualism in the storyboard, the main
multilingualism topic of all storyboards should be languages and/or cultural diversity.
It is helpful if the small work groups consist of at least one pupil with
another lingual or cultural background and to show stories from
different cultural views.

Monitoring and evaluation: As this is a very creative task, grading is not easy. It is recommended
for the teacher to give feedback and rather grade the whole teamwork
process, e.g. did everybody in the group contribute to the task, how

were decisions made, is there diversity in methods and material etc. At

This project has been funded with support from the European Commission. This publication
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the end, the whole class can give feedback and vote for their favorite

storyboards.

TASK 03. AN IDEA TO ACTIVELY INVOLVE THE PARENTS BELONGING TO MIGRANT
COMMUNITIES INTO THE DIDACTIC ACTIVITY ORIENTED TO MULTILINGUAL
STORYTELLING

Objectives: In order to involve the parents belonging to migrant communities,
they will:
e getto know teachers,
e do team-building,
e reflect on similarities and differences among their cultures
and languages,
e choose the stories that will be told in class by the teachers,
enriching them with more possible details.

Target group: These meetings are for about ten people, half of whom are teachers
and the other half pupils’ parents.

Competencies: e Intercultural capacity of understanding others
e De-centralization of one self’s point of view
e Storytelling skills

Methodology: Participatory, work in groups and in plenary, not formal

Content of activities: FIRST MEETING (about 2h)

-Welcome and presentation of the meeting: The objective of these
meetings is expressed clearly, that is to start a collaboration between
teachers and migrant families in order to create stories with
multicultural and multilingual contents to use with students in class.

-Presentation of the participants and group building: intercultural
bingo. The mediator gives a bingo scorecard to every participant and it
contains a series of boxes. In every box there is a general description,
like: “a person who has done at least one travel abroad in the last five
years”, or “a person who sometimes eats sushi at the restaurant”, or
“a person who knows a short nursery rhyme in his mother tongue”,
and so on. Under every box there is a blank space where to write a
name. When the play begins, every participant has to move into the
group and meet another person, introduce himself very briefly and try
to write that person’s name into one of the boxes, if that person has
got one of the characteristics required by the boxes. When the
participant finds him or her, he writes his or her name into the box.
And then he will move on to another person. The first one able to fill
all the boxes will shout BINGO! And he wins! The boxes are as many as
the participants and the rule establishes that every box can contain
just one name. Finally, checking the winner’s card, questions and
answers will be read, verifying that the answers are true.

This project has been funded with support from the European Commission. This publication
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-Reflection on cultures: The mediator reads everyone the story of a
multicultural incident, in which a person coming from another country
does not understand why the other people behave oddly with him (for
example, in Japan it can happen that a foreign guest who stays in a
hotel is moved to another room without previous notice). Then,
participants are asked to formulate hypothesis and finally the mystery
is unveiled, as to say it is explained the different meaning ascribed to
the same behaviour by the two cultures. This helps to introduce the
concept of multiculturalism, as well of multilingualism, which is why
every culture has its own vision of the same reality and expresses a
peculiar point of view.

For the next meeting, parents will be asked to tell a story which comes
from their native country and that they like it particularly; they will
also be asked to bring with them the original text and the translation
into the language of the host country. If they have music, special
objects, or other things at home that can help to “tell” the story (for
instance, a tea-pot in a Moroccan story or a couple of typical
Romanian slippers), they are invited to bring them at the next
meeting.

SECOND MEETING (about 2h)

-The parents read the stories: The parents are asked to read their story
in their native language, using, if they want, objects, costumes or
music that they have brought as a complement. Then, the other
participants are asked whether they have guessed what the story talks
about, and if so, from what clues? Later, the story is read in translation
in the language of the host country, by a migrant parent.

-Enrichment of text: after reading the stories, you form couples and
one teacher and one parent will try together to complete the text of
the story (in the language of the host country) with further linguistic
elements of the native language (for example, if there is a meal in the
story, you can enrich it with names of several dishes in the native
language or if the main character is relaxing, you can add that he is
listening to a quiet song titled... etc). Of course, in this part it takes
place a dynamic creative process between foreign elements and native
ones, since the final story is written in the language of the host
country, to be comprehensible for all the students, but it is enriched
by elements of the native language and the whole tale has to be
harmonized maintaining the plot of the story so that it will not be too
descriptive and it will not lose its fictional character.

Elaborate on storyboards on Described in a content of activity.
multilingualism
Monitoring and evaluation: For this activity it is not foreseen any monitoring.
This project has been funded with support from the European Commission. This publication
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TASK 04. COMIC MASTER

Objectives: The users are expected to be able to:
e  Familiarize themselves with the tool
e  Make an effective use of the tool

Target group: Teachers, pupils, policy-makers, etc.

Competencies: e Language skills

e Communication (co-existing and co-creating) skills
e  Decision-making skills

e  Making arguments

e Presentation skills

Methodology: A focus on the process should be placed that will aim at making the
best possible end product. Therefore, tools and practices that will
enable the monitoring of the process will be used, such as, discussions,
interviews, questionnaires, pictures and materials that are
representative of what is done and how it is done as well as reflective
diaries that will ensure reflection, feedback and improvements on the
go.

Content of activities: Learners may work in groups or individually, with any type of story, on

activities familiarizing them with the tool. Activities may involve any
tool-oriented elements (e.g., setting the rows for the text; dragging
and dropping; moving forward; selecting backgrounds, characters,
speech or thought bubbles, special effects and/ or props; editing and
saving the text. Activities may also involve any part of the process
from the brainstorming at the beginning, to the negotiations of the
various drafts of the design and the final steps (e.g. interviews,
questionnaires, end discussion) taken for publishing the final product.

Elaborate on storyboards on Learners may take the chance to provide their stories in other
multilingualism languages used in class/ they know.
Monitoring and evaluation: All doing-it together/ working-together/ creating-together activities

are welcomed in this context, where adults and children may work in
the dame team/ group towards set tasks.

In case of tasks involving evaluation of an activity or action, teams may
work on check lists basis will be either given/ set or created in groups.

TASK 05. INCORPORATING THE PEER ASSESSMENT

Objectives: To practise the peer assessment using rubrics with older pupils in
primary school.

Target group: Older pupils in primary school
Competencies: To be able to:
This project has been funded with support from the European Commission. This publication
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. develop their social collaboration, responsibility and
commitment activating their cultural competences

. judge the quality of their works evaluating what they have
experienced and learnt

e  support actively each other’s learning processes negotiating
ideas and thoughts

Methodology: Group class and smaller groups. Students should use of a permanent
negotiation amid constant interaction and

teachers must always be aware of the particularities of the children
they are working with.

Content of activities: After different storytelling have been seen, students should create
their own rubric to assess the digital stories.

First step: Read this example of a rubric, and discuss with you group
about the questions provide in this rubric. Are they clear? Do you
need any extra explanation to understand it? See exemple done

Second step: use the example to assess one digital storytelling. After
that, discuss about the process with your partners. It was an
easy/difficult activity using this rubric? Why? Please, share your
opinions with others. Could you reformulate some question? Do you
have any proposal about that?

Third step: make a brainstorming to obtain two or three more
questions to enrich the rubric. Could you incorporate some item
about grammar aspects or language usage?

Fourth step: use the new rubric to assess again the same digital
storytelling. After that, discuss about the process with your partners.
What are the benefits of the new rubric? Do you consider that is a
useful way to evaluate your progress using language into the
classroom? Please, share your opinion with us.

Part 1: Components of a digital story
YES | NO | N/A
As you look at the questions below, put an X in the
‘yes” or “no” or N/A column for each question.

Is the topic of the story explained or inferred
during the story?

Is the purpose for the creation of the story
obvious after viewing or listening to the story?

Is the name of creator mentioned or shown?

Is the intended audience for the story understood
after viewing or listening to the story?

Is the information in the story presented in

an organized and logical manner?

If the story contains narration, is it easy to
hear and understand?

If music and video are included in the story, do these
significantly improve the story?

Does the story include information that has
educational value for you?

OO0 0o|o|o|o
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Rubric obtained by Kathy Schrock
http://www.schrockguide.net/assessment-and-rubrics.html
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multilingualism

Monitoring and evaluation: Teachers (using evaluation) and students (using self-assessment)

should think about all procedures. Issues as how to find, select,
organize, understand, develop, explain and assimilate the
information generated about the activities will need to be
considered.

The students, using the rubrics, can compare their vocabulary,
comprehension, writing and pronunciation from the beginning of
the semester to the end of the semester. They can point out the skill
they learned to fix new words.

The teacher can prepare a worksheet asking them about:

- how they think their vocabulary, writing, comprehension and
pronunciation has improved.

- which areas of weakness or errors they have

- self assessment could be provided through an open questionnaire
about the work group experience.

A web 2.0 tool as Kahoot can be useful in the assessment process.
More information, visit this link.

Older students can collaborate with the teacher to create new

rubrics to review the vocabulary related with different topics.
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https://getkahoot.com/?utm_name=controller_app&utm_source=web_app&utm_medium=link
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