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Abstract. This study examines EFL students’ L2 motivation and identities by
using digital storytelling as a pedagogical multimodal resources tool in Indonesian
context. The study used qualitative case study methods which draws on interviews
and artefacts to analyze three focal cases on how digital storytelling facilitated the
first-year English major students’ learning activities. The data were analyzed by
using Systemic Functional Linguistics (SFL) framework to know how students
utilized text, videos, images, animations, sound, and other resources to present,
remake and reshape messages about the topic discussed and about themselves
in meaning-making process. One student enacted a language learner role as she
expressed her enthusiast in learning English. She showed how her passion really
meaningful for her life. The other engagedwith local culture that symbolize caring
with sharing in “Maulid” celebration. Balliya shared a religious culture from his
home country, Aceh. Another student showed her healthy lifestyle interest. She
described her passionate about food combining for healthy diet. The finding sug-
gests that integrating digital storytelling projects into the classroom can engage
students with a wide range of linguistic repertoire and expressive resources while
also improving students’ L2 motivation, identity, and creativity.

Keywords: Digital Storytelling · L2 Motivation · Identity ·Multimodality · SFL

1 Introduction

The advanced of technology in one’s everyday life increase calls of technology occu-
pation in educational settings. With response to the phenomena, educators should adopt
and adapt contemporary technology as a pedagogical strategy that encompass or blend
traditional and emerging literacies [1–3]. To meet this demand, some researchers [4–6]
report that digital storytelling (DST) can make a considerable contribution to be a viable
solution, no exception in foreign language education context. The used of DST integrates
students’ motivation and identities into English besides developing students’ literacy,
digital skills, and creativity in foreign language learning [7–9].

As a “pedagogy of the flesh” [10], DST assists students to personalize, understand
and apply the target language. When students involve in authentic communication activ-
ities, they can express ideas, feelings, preferences and opinions that is relevant and
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meaningful for them [11]. Such activities provided important opportunities for students
to practice more and being active during learning process using multimodal resources
(the integration of written, oral, visual, and electronic). The implementation of DST acti-
vated students’ creative thinking as cognitive process [6, 12]. Students use multimodal
resources as a mean of “remaking” and “reshaping” information and experience in their
learning activities and meaning-making process [13, 14].

The Indonesian educational system at the tertiary level is undergoing change. New
policy initiatives are being introduced to encourage a student-centered approach to teach-
ing and learning, more student involvement in their learning decisions, and equipping
students with the knowledge they need in their daily life and study. This policy issued
“Merdeka Belajar Kampus Merdeka” (MBKM) is intended to give freedom for stu-
dents to exploit learning opportunities in both formal and informal classrooms. Thus, the
present study proposes the application of DST as an integrated approach in an English as
a foreign language (EFL) in Indonesian setting. This interesting and remarkable method
provide students with promising authentic learning representing important component
skills in today’s classes (collaboration, innovation, and creativity) [15, 16] as the source
of motivation and identity development.

2 Literature Review

2.1 Digital Storytelling (DST)

Hopkins and Ryan [17] reflect that the rise of digital media in the 1990s has increased
the use of digital storytelling, as well as the recent obsession with personal and social
digital record keeping. Digital storytelling is one of important tools in educational sector
[9]. In HE, digital storytelling has been used as a distinct pedagogic tool to build student
confidence and engagement that allow students to connect to the affective component
of their learning and explore alternative means of multimodal resources representation
[17–19]. Hopkins and Ryan [17] propose that digital storytelling highlights the hidden
voices for both learners and teachers. One of important uses of digital storytelling within
and beyond HE is to amplify liberation of students’ identities and agencies [20, 21].

It’s good multimedia to learn and improve student’s ability, also to communicate and
think creatively [22]. Therefore, students can express their emotion, voices, and identities
by using the multimodal resources available in digital stories. [23] reported that Digital
Storytelling can improve students’ writing skills, critical thinking skills, and media
literacy. In other words, Digital storytelling (DST) is a short video created by students to
share their ideas, stories and experiences.Digital Storytellingmakes students enthusiastic
in preparing them to learn languages effectively and alsomotivates students and improves
their interpersonal communication, and technology skills. A digital storytelling can be
viewed as a hybrid of traditional storytelling and multimedia technology [24].

2.2 L2 Motivation and Identity

During the first decade of the millennium, mainstream educational psychology research
on students’ L2 motivation was informed by an orientation toward theories of self and
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identity, including but not restricted to self-determination, self-regulation, self-esteem,
and self-efficacy [25]. Such ideas and emerging ideas from social psychology began to
influence the field of L2 motivation studies. Motivation is directly concerned with the
effect of lessons, teachers, peers, and failure or successful experiences. The students’ L2
learning experiences were critical in understanding how the learners’ L2-related selves
shaped and how particular selves and L2 experiences correspond to their motivation to
learn the language.

Motivation plays an important role in second, foreign, and additional language learn-
ing. A large number of studies into second and foreign language learningmotivation have
shown that learning motivation exerts influence upon the quality and outcomes of lan-
guage learning [26]. Prior research suggests that learning motivation is attributed to
personal identity. Identity has been conceptualized as a dynamic and individual within
language education. Associated identity in the language learning classroom is an essen-
tial part of the process of learning language [27, 28]. A real understanding of Identity has
nurtured learners’ cross-linguistic experiences of meaning-making repertoires process
involve cognitive, metacognitive, social, and cultural factors [29–31].

Identity is defined as “howaperson understands his/her relationship to theworld, how
that relationship is constructed across time and space, and how the person understands
future possibilities” [32]. Danielewicz’s concept of identity is “our understanding of who
we are and who we think other people are” [33]. [34] also provides a well-established
operationalization of interconnected identity. It is encapsulated within a set of discursive
social practices. Identity drives meaningful participatory, and empowering students’ L2
motivation in language pedagogy. The students are entrusted to take full responsibility,
autonomy, and ownership of their own learning.

3 Methodology

3.1 Research Design

Regarding epistemological position, the interpretivism is adopted as the frame of
paradigmof this study due to its complex, dynamic and socially constructed aspects. This
study concerns seeking explanation and understanding from individual’s perspective.
Ontologically, the study adopts constructivism, as [35] asserted that “social phenomena
and theirmeanings are continually being accomplishedby social actors” (p. 29). Thus, the
process of meaning-making depends on students’ interpretation of social phenomenon
and human action. DST project becomes media for students to express their feelings,
emotions and to interpret the world around them. Employing a case study design, the
aim of this study is to understand individual’s motivation and identity through mul-
timodal resources (DST project). Students’ perspectives of DST as lived experience
students’ learning process in and out of the classroom were explored. It takes the epis-
temological position that the researcher and those being researched cannot be totally
separated from each other. The researcher applied DST in Vocabulary Development
class as project-based learning.
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3.2 Participants

This study tookplace at a small privateUniversity in a rural area inAceh, Indonesia. There
were 12 students enrolled in Vocabulary Development class. Indonesian new curriculum
policy (MBKM) encouraged students to be more independent in their own learning.
Since DST has been recognized as a constructivist instructional strategy in supporting
project-based, technology-integrated, and student-centered learning experiences, DST
project was designed to encourage students’ engagements in project-based leaning using
multimodal resources. It seemsdifficult to predict in the beginning howmanyparticipants
will bewilling to participate in thewhole of this study.However, there is nowrong or right
or specific number of participants that should take part in a qualitative study (Creswell,
2014). Purposive sampling technique was used to recruit three students among 12 who
completed the project. We decided to display as many as 3 focal students to make sure
that we could gain diverse and rich enough data due to their active contributions and
participations in individual project-based (DST). All of them were English major first
year-students who were voluntarily participated.

The selected projects were created by Gabrielle, Ballya, and Kiyowo. Gabrielle is
advanced in speaking and has a good pronunciation in English. She created her video
entitled “English as my make up” using KineMaster video editor. The video expressed
her feeling how she love English. Using simple video editor on his androidmobile phone,
Ballya talked about Islamic tradition of his local culture “Acehnese Maulid tradition” in
Aceh, Indonesia. Kiyowo’s project was about her struggle of healthy diet, since she got
health problems. She created “My struggle formy healthy diet” using InShot application.
Students’DSTprojects represented theirmotivation and identities by telling a story about
their enthusiasts.

3.3 Data Collection and Analysis

Before beginning the process of data collection in this study, having a well-planned data
collection is one of factors that enable the research to go smoothly and reach its aims.
The data collection steps were gaining access and acceptance to the field, recruiting the
participants, collecting, and managing the data.

Interviews were conducted in Bahasa Indonesia (national lingua franca of the), the
author’s and participants’ first language in informal conversation. Audio-recorded and
transcribed verbatim. The administration of semi-structured interviews involved the fol-
lowing stage process of collecting data. Among the participants, 3 students were selected
for the interview due to their active participation in the DST project and in the infor-
mal conversation out of the classroom. The interview takes approximately 15–20 min
in length. It was enough time to provide more insight into participants’ thoughts and
opinions about the use of DST project in the classroom. The researcher explained that
the participants’ responses would be entirely confidential for research purposes, the only
researcher who had access to the data resources. The transcribed data from interview
pursued open coding as the first phase of data analysis. The phase involved axial coding
that put the code into subcategories and combined to form new thematic categories.
The robust patterns could be identified after the data triangulated across data resources.
Humans always engage in evaluative discourses and practices. They comment on or
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react to things, event, processes, phenomena, and behaviors as informed by the broader
theoretical framework of systemic functional linguistics [36]. SFL was used to analyze
the data in this project.

All the artefacts analyzed in this study divided into three parts: introduction, content,
and closing section. In the introduction section, students introduced themselves, their
identity, their culture, the location where they created the video, and the narration and
music they used in the opening segment. At the content part, we analyzed several points
such as things that make students proud of themselves, the habits that help them able
to speak English well and healthy lifestyle, how they describe themselves, their culture
and also the result of their interviews with friends who gave them positive feedback. In
the last section, we analyze how students end up the video. Such as some advice about
maintain the culture of “Maulid”, invite others to act on the good things in learning
English and also provides some recommendations for healthy life. [37] describe visual
analysts as manifestations of factual records of reality as well as constructed narrative.
Thus, DST project constructed their version of reality.

4 Findings and Discussion

4.1 Creative Resources

Gabrielle shared her experiences in learning English enthusiastically. Her childhood
habit shaped meaningful experience in learning English. In the video, she ensured still
remember the moment she enjoyed English song lyric played by her mom. The photo
of reward certificate was showed in the video as a high achiever in English competition.
Her smiling face with sun glasses animation in the video represent confident moods and
carefree vibes. This emoji used when someone talking about something legendary to
replace words awesome, swag, cool to make the message more epic. In the interview,
“I try to use sunglasses animation in my video to make it cool”. Gablielle’s “cool” can
be associated with confidence mood of her daily life. The music as background of the
video also supported her pleasure in learning English. The proverb “English is my make
up” illustrate her completeness of her performance. The setting showed a group study
of youngster in a crowded café symbolized that she was totally digging this moment.
The combination of animation, setting and music background express positive vibes and
creativity.

Balliya did not use animation (emoji) in his video but the music and its background
strongly approving feeling of his pleasure and satisfaction because the culture he shared
connected him with his identity that expressed his proud of being an Acehnese. The
video showed“Maulid‘s” celebration in his village as an annual event to celebrate prophet
Muhammadbirthday.Thewayheportrayed the surrounding expressed the holistic phases
of the celebration.

Finally, Kiyowo’s video reflected her consistent routine maintenance activities for
healthy lifestyle. Her routinemaintenance was done daily. She documented her everyday
food combination. Themitch andmatch of food nutrition and its color needed extra effort
and time. However, she did it consistently which indicated her commitment in healthy
diet. It showed her engagement and passion in this project.
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The project reflects students’ creative work through multimedia features. Digi-
tal technology exigencies immersion reflecting global trends and pressures have an
inescapable impact on the educational context. In this mainstream situation, motiva-
tion issues on learning English often become inseparably linked on how students utilize
media to facilitate their learning. This project explores different resources as creative
work.

4.2 Motivation and Identity Construction

The creative blend of multimodal resources expressed her engagement in sharing her
best moment in life. She proud of her achievement in English as her vision in the future.
The motivation in learning English not only came from herself but also her surrounding
(parents, school, and friends). In the interview she added “I am not confident without my
make up that is why I said English is my make up. Hehee… because it really boosts my
mood and make my day”. She underlined that the one who can speak and have ability
to understand English is amazing. It can level up her personality.

Balliya’s Case
His proud of his local culture brought him to choose the topic of DST project which
present his ethnic and religious celebration. The striking feature of Ballya’s video is his
Aceh folk song background music and video. It illustrates togetherness, cheer, grateful
and cooperation. Everyone in the video looks busy with their own role. Children were
chanting the Prophet’s salawat in the circle while moving their bodies in rhyme. The
adults prepared various food for thanksgiving as the main event. He chose this topic
to introduce the audience about his ethnic and religious culture. Trying to use different
kind of vocabularies to describe the event motivated him very well in learning English
vocabulary.

This multimodal composing video constructed his identity as the ethnic owner. The
feeling of belonging indicated in the interview and the artifact (DST Project). He took
this opportunity to share his believe that being an Acehnese is such a gift. Indonesia is
a blessing country with beautiful nature and the variety of culture.

Kiyowo’s Case
From the interviewed data, it found that Kiyowo struggled for her healthy diet. “I manage
my meals by calculating the levels of calories, protein, and other substances that I must
consume per day. Hhhmm… This is very inconvenient because I have to prepare it
myself. This kind of food eee..mmm.. is not available in the campus canteen, stalls, and
cafes in my neighborhood”. She wanted to show the audience healthy diet needed extra
work, but it is worth for her health. With choosing this topic she can practice some new
vocabularies related to food combining and healthy diet.

It can be concluded that students created the story in the light of their personal expe-
riences in daily life. They actively engaged in selecting proper videos, photos, animation
and other multimedia resources to make sense of their digital storytelling project. The
development of thesemultimedia projects provided opportunities for interactive learning
in digital era. This situation illustrates investment in a language equals an investment in
their own motivation and is in close relation with the ongoing production of identities
[32].
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5 Conclusion

The key results suggest that multimodal resources in digital storytelling stimulated stu-
dents’ motivation and identity in learning activities. In the relation to emotional impact,
the complexity of digital storytelling provoked students meaning-making process in L2
learning. In addition, students embedded the story with their experiences in daily life. It
emphasizes the fact that learning through DST project involves students’ emotions and
identities. Therefore, linguistics repertoires developed as they engaged in forging new
identities and newways of expressing and negotiating their identities through newwords
and in new media. The creation of this pedagogical tool offered space for meaningful
learning.
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Appendices

See Tables 1, 2, and 3

Table 1. Gabrielle’s Case

(continued)
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Table 1. (continued)

Action/ Text Visual Sound Meaning
Introduction: in line 1 
to 4, she started the 
video with introducing 
herself. 

In line 5-7, she used the 
proverb to describe 
her interest (my 
English is my Make-
up). 

In line 8-9, she 
describes that why she 
interested in English. 

In line 10-12, she shows 
some achievement 
since she was a kid.  
In line 13-14, she 
showed some proof like 
certificate, friends’ 
opinion. 

In line 15, she gave 
Applause to herself. 
In line 16-18, she gave 
some advice and ask 
the audience to learn 
English. 

She wore glasses with nice word “I 
don’t care” it’s camera effect. 

The used of proverb at the video, its 
creative idea. 

She doesn’t explain the example of 
songs or movies but it’s a nice memory 
for her, it’s the reason that why English 
is so familiar with her. And also got 
good achievement when she was at 
junior and senior high school.

She felt happy and said, applause.
She was so excited, asked the audience 
to learn English with her

Narration 
& music

Narration 
& music

Narration 
& music

Narration 
& music

Narration 
& music

Boost self 
confidence.

She is a creative 
student. 

Success takes 
hard work, and 
we have 
to enjoy the 
process

she got support 
system from 
parents and 
classmate.

she appreciates 
herself, 

friendly, share, 
care with other 
people. 

Table 2. Balliya’s Case

(continued)
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Table 2. (continued)
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Table 3. Kiyowo’s Case

(continued)
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Table 3. (continued)

References

1. Kress, Gunther. 2003. Literacy in the New Media Age. New York, NY: Psychology Press.
2. Bigum C, Knobel M, Lankshear C, Rowan L. Literacy, technology and the economics of

attention. L1-educational studies in language and literature. 2003 Jan;3(1):95–122.
3. Mills KA. A review of the “digital turn” in the new literacy studies. Review of educational

research. 2010 Jun;80(2):246–71.
4. Dousay TA. Reinforcing multiliteracies through design activities. InEssentials of teaching

and integrating visual and media literacy 2015 (pp. 27–47). Springer, Cham.
5. Greene S, Burke KJ, McKenna MK. A review of research connecting digital storytelling,

photovoice, and civic engagement. Review of Educational Research. 2018Dec;88(6):844–78.
6. Ohler JB. Digital storytelling in the classroom: Newmedia pathways to literacy, learning, and

creativity. Corwin Press; 2013 Mar 26.
7. Kim D, Li M. Digital storytelling: Facilitating learning and identity development. Journal of

Computers in Education. 2021 Mar;8(1):33–61.
8. Skinner E, HagoodMC. Developing literate identities with English language learners through

digital storytelling. The Reading Matrix: An International Online Journal. 2008 Sep 1;8(2).
9. Yang YT, Wu WC. Digital storytelling for enhancing student academic achievement, critical

thinking, and learning motivation: A year-long experimental study. Computers & education.
2012 Sep 1;59(2):339–52.



206 Fauziah and N. Diana

10. Cruz C. LGBTQ youth of color video making as radical curriculum: A brother mourning his
brother and a theory in the flesh. Curriculum Inquiry. 2013 Sep 1;43(4):441–60.

11. Sadik A. Digital storytelling: A meaningful technology-integrated approach for engaged stu-
dent learning. Educational technology research and development. 2008 Aug;56(4):487–506.

12. Robin BR. Digital storytelling: A powerful technology tool for the 21st century classroom.
Theory into practice. 2008 Jul 11;47(3):220–8.

13. Jewitt C. Multimodality, “reading”, and “writing” for the 21st century. Discourse: studies in
the cultural politics of education. 2005 Sep 1;26(3):315–31.

14. Benmayor R. Digital storytelling as a signature pedagogy for the new humanities. Arts and
Humanities in Higher Education. 2008 Jun;7(2):188–204.

15. Psomos P, Kordaki M. Digital Story telling Pedagogical evaluation star: views of teachers.
EDULEARN2015. 2015 Jul:6–8.

16. RobinB. The educational uses of digital storytelling. In Society for InformationTechnology&
Teacher Education International Conference 2006 Mar 19 (pp. 709–716). Association for the
Advancement of Computing in Education (AACE).

17. Hopkins, S., and N. Ryan. “Digital Narratives, Social Connectivity and Disadvantaged Youth:
Raising Aspirations Rural and Low Socioeconomic Young People.” International Studies in
Widening Participation 2014, 1 (1): 28–42.

18. Jenkins, M., and P. Gravestock. “Digital Storytelling in Higher Education.” Lifewide
Magazine. 2014 Vol. 11, 44–45.

19. Jenkins, M., and J. Lonsdale. “Evaluating the Effectiveness of Digital Storytelling for Student
Reflection.” Paper presented at the ICT: Providing Choices for Learners and Learning. Singa-
pore: Australasian Society for Computers in Learning in Tertiary Education, 2007 December
2–5.

20. Darvin, R., and B. Norton. “Transnational Identity and Migrant Language Learners: The
Promise of Digital Storytelling.” Education Matters: The Journal of Teaching and Learning
2014 2 (1): 55–66.

21. Matias, C.E., and T.J. Grosland. “Digital Storytelling as Racial Justice: DigitalHopes for
Deconstructing Whiteness in Teacher Education.” Journal of Teacher Education 2016 67 (2):
152–164. doi:https://doi.org/10.1177/0022487115624493.

22. Kim, D., & Mannion, P. (2018, April). “Everyone has a different story”: Reflecting on expe-
riential learning through digital storytelling. Paper presented at the American Educational
Research Association (AERA) conference, New York, NY

23. Gakhar S, Thompson A. Digital storytelling: Engaging, communicating, and collaborating.
Insociety for information technology & teacher education international conference 2007 Mar
26 (pp. 607–612). Association for the Advancement of Computing in Education (AACE).

24. NormannA.Digital storytelling in second language learning: A qualitative study on students’
reflections on potentials for learning (Master’s thesis, Norges teknisk-naturvitenskapelige
universitet, Fakultet for samfunnsvitenskap og teknologiledelse, Program for lærerutdanning).

25. Leary MR. Motivational and emotional aspects of the self. Annual review of psychology.
2007 Jan 1;58:317

26. Gao X, Lv L. Motivations of Chinese learners of Japanese in mainland China. Journal of
Language, Identity & Education. 2018 Jul 4;17(4):222–35.

27. Fielding R. A multilingual identity approach to intercultural stance in language learning. The
Language Learning Journal. 2021 Jul 4;49(4):466–82.

28. Wang Z, McConachy T, Ushioda E. Negotiating Identity tensions in multilingual learning in
China: a situated perspective on language learning motivation and multilingual identity. The
Language Learning Journal. 2021 Jul 4;49(4):420–32.

29. Ceuleers E. Variable identities in Brussels. The relationship between language learning,
motivation and identity in a multilingual context. Journal of Multilingual and Multicultural
development. 2008 Jul 1;29(4):291–309.

https://doi.org/10.1177/0022487115624493


Digital Storytelling: Multimodal Resources 207

30. Fisher S, Zapolski TB,WheelerL,AroraPG,Barnes-Najor J.MultigroupEthnic IdentityMea-
surement invariance across adolescence and diverse ethnic groups. Journal of adolescence.
2020 Aug 1;83:42–51.

31. Henry A, Tynkkinen M. Becoming a process researcher of one’s own development: Using an
identity mapping model to make sense of transformation dynamics during the practicum. In
Innovative Practices in Language Teacher Education 2017 (pp. 205–228). Springer, Cham.

32. Norton B, McKinney C. An identity approach to second language acquisition. In Alternative
approaches to second language acquisition 2011 Mar 1 (pp. 85–106). Routledge.

33. Gee JP. Chapter 3: Identity as an analytic lens for research in education. Review of research
in education. 2000 Jan;25(1):99–125.

34. Bryman A. Social research methods. Oxford university press; 2016.
35. Robin BR. The power of digital storytelling to support teaching and learning. Digital

Education Review. 2016(30):17–29.
36. Martin JR. Systemic Functional Linguistics. In framing Languages and Literacies 2013 Apr

12 (pp.34–60). Routledge.
37. Van Leeuwen, T., and C. Jewitt. 2001. Handbook of Visual Analysis. London: SAGE.

Open Access This chapter is licensed under the terms of the Creative Commons Attribution-
NonCommercial 4.0 International License (http://creativecommons.org/licenses/by-nc/4.0/),
which permits any noncommercial use, sharing, adaptation, distribution and reproduction in any
medium or format, as long as you give appropriate credit to the original author(s) and the source,
provide a link to the Creative Commons license and indicate if changes were made.

The images or other third party material in this chapter are included in the chapter’s Creative
Commons license, unless indicated otherwise in a credit line to the material. If material is not
included in the chapter’s Creative Commons license and your intended use is not permitted by
statutory regulation or exceeds the permitted use, you will need to obtain permission directly from
the copyright holder.

http://creativecommons.org/licenses/by-nc/4.0/

	Digital Storytelling: Multimodal Resources for Supporting Students’ L2 Motivation and Identities
	1 Introduction
	2 Literature Review
	2.1 Digital Storytelling (DST)
	2.2 L2 Motivation and Identity

	3 Methodology
	3.1 Research Design
	3.2 Participants
	3.3 Data Collection and Analysis

	4 Findings and Discussion
	4.1 Creative Resources
	4.2 Motivation and Identity Construction

	5 Conclusion
	Appendices
	References




