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Abstract: The objective of this research was to conduct a systematic literature review (SLR) from which Digital Storytelling 
Media Online via Gamification Model To promote of Digital Literacy Skills for undergraduate students in Thailand was 
conceptualized. A total of 72 topics from local and international books, research papers, articles, and relevant documents were 
analyzed and synthesized using the systematic literature review method. Initially using a mixed methods approach, a six-step 
Digital Literacy Process (DSML-Gami Model) was conceptualized. After that, a panel of nine experts gave input into the 
model's design . The six DSML-Gami Model steps included; They consist of 1) information accessibility, 2) management, 3) 
evaluation, 4) conclusion, 5) creation, and 6) communication. The results of the model encourage undergraduate students to 
use digital literacy skill. Also, students who studied with DSML-Gami Model ability were satisfied with the model. 
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1. Introduction  

Digital literacy skills are essential in the current world as they can be implemented for developing the nation as 

well as society. Skills come with technological availability. Digital literacy evolves and advances education as a 

basic structure. It is a development tool to create new knowledge in the changing digital world.  

21st Century skills are relevant to digital literacy skills. They are essential skills for diverse learners. 

Therefore, it is important to focus on future working skills for people in the country. Digital literacy skills are 

essential for students in the 21st century. They need to have knowledge and digital intelligence (Partnership for 

21st Century Learning, 2009, p. 5 ;UNESCO, 2011;Whereas Deakin University Library, 2014; P. 

Wannapiroon, 2014 ; Livingstone, S.et.al, 2017; Aumgri.C &Petsangsri.S, 2019). It also conforms to the 

Digital Thailand Strategic Plan (Sarnok. K. et. al, 2019; Jitvirat. K, 2019; National Economic and Social 

Development Board, 2018) which focuses on the development of human ingenious digital technology 

competency and creativity, as well as technology sense.  

Gamification is a teaching platform in the 21st century that can be adapted in various ways. The mechanics 

and the experience of the designed game are implemented to connect and pursue students to their goals 

(Ministry of Information and Communication Technology, 2016; Ministry of Information and 

Communication Technology, 2011; Burke. B, 2014; Hung, A. C. Y, 2017) Students interact with learning 

society. It is active learning via gamification when scores are given and ranked. Students can use technology to 

check their study results. Thus, many educators agree that the concept of implementing gamification for 

education can reinforce cognition, emotion, and society for students who learn by playing games and receiving 

rewards when passing higher game levels. It aims to prove cognitive, emotional, and social developments that 

could occur when students receive instructions or are involved in group work (Nicholson. S, 2015; Khlaisang. J, 

2019; Dominguez. A. et. al,  2013; Rahmawati. Y. et. al, 2019; Koivisto, J., &Hamari. J, 2019). 
The development of digital literacy skills can help with learning management and work production from the 

application of the tool so students can create and develop their works. Studies support that digital storytelling 

media online is one of the methods used to reinforce digital learning competence (Rodrigues. L. F. et. al, 2019; 

Benmayor. R. B, 2008; Robin, Bernard. R, 2016; Razmi, . et. al, 2014). Digital tools can also narrate 

compelling stories. Digital storytelling is adapted in education by presenting stories via multimedia that can 

capably attract students’ interests. It can also arouse classroom teaching and learning. Digital storytelling media 

online can develop students’ various skills, i.e. writing skills and digital tool implementation (Bratitsis. T & 

Petros. Z , 2015). This corresponds to (Dush. L, 2014) which stated that digital storytelling could capably help 
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develop crucial skills for students in the digital world. Students can have technology skills so they can work and 

live effectively in the world society by implementing knowledge and the learning platform for work and daily 

living.  

 
2.Literature reviews 

2.1 Digital storytelling media online.  

It can be summarised from the educators  (Bermudez. A, 2016; Dicheva. D. et. al, 2015; Sangkatekit. 

S&Aumgri.C, 2020; Kunanurak1. N &Aumgri. C, 2020) that digital storytelling media online consists of text, 

illustration, narration, motion pictures, or brief storytelling method which takes about 2-15 minutes. Digital 

storytelling media online allows students to use electronic devices to learn through short animated stories of 

which each chapter summarises contents from the students’ papers. The stories are told via digital and 

technological characters, scenes, and gestures of characters, including illustration, animation, sound, video, or 

game application on cloud technology. Digital storytelling media online (Bermudez. A, 2016; H.A.Alismail, 

2015; Aumgri. C &Apirating. K, 2019) composes of text, illustration, narration, motion pictures, or brief 

storytelling method, which takes about 2-15 minutes. Digital storytelling allows students to use electronic 

devices to learn through short animated stories of which each chapter summarises contents from the students’ 

papers. The stories are told via digital and technological characters, scenes, and gestures of characters, including 

illustration, animation, sound, video, or game application on cloud technology. Digital storytelling can stimulate 

students’ creativity for their learning and future work.  
 

2.2 Gamification  

Educators said that the significance (Huang. B. et. al, 2018; Na Songkhla. J, 2018; Kapp. Karl. M,2012; 

Payormhom. B &Aumgri. C, 2021) of gamification in learning is the mechanics of the game including point, 

level, reward, and achievement. It is a quiz game that defines the score for each question. It can either attack the 

opponents or lower their ranks when they constantly give wrong answers. The fun mechanics and components of 

the game will arousemore class involvement, interest, excitement, and learning motivation.  
 

2.3 Digital literacy skills 

Educators note that the significance (California Emerging Technology Fund, 2008; Jutrakol. S, 2017; 

UNESCO, 2011; OECD, 2017; California Emerging Technology Fund, 2008; Jutrakol, S, 2017; 

Organisation for Economic Cooperation and Development, 2017) of digital literacy skills is a student’s 

ability to adapt information technology and digital media in education, work, profession, or entertainment. It can 

create knowledge content from digital media through analysis, synthesis, and consideration.  
 

3.Objectives of the Study 

 To analyze and synthesize the Digital Storytelling Media Online via Gamification Model to Promote of 

Digital Literacy Skills. 

 

4. Methodology 

The study was conducted on the basis of a documentary research method by examining documents, books, 

textbooks, research papers. The study was divided into two levels as (1) studying books by considering keywords 

from the titles associated with the issue of the study consistent with the research objectives. There was a total of 

32 titles composed of 16 Thai language documents and 20 foreign language documents, and (2) studying from 

research papers and articles by considering keywords from the titles associated with the issue of the study 

consistent with the research objectives. There was a total of 36 titles comprising 15 in Thai language and 21 in 

foreign languages. Those documents were prepared during 2004-2020. The details are shown in Table 1 

Table 1 . Details of the source of information used in the study. 

Sources of Information Type of Information Sources Title Total/Title 

Domestic 1. Books 16 31 

2. Research papers/articles 15 

International 1. Books 20 41 

2. Research papers/articles 21 

Total 72 

 

http://scholar.google.co.th/scholar_url?url=https://thaisafeschools.com/file/4_1.pdf&hl=th&sa=X&scisig=AAGBfm2prftiCY9wmAkxe1PqcBG2gPOQkg&nossl=1&oi=scholarr
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5.Research Methods 

5.1 Collected and studied various documents in the form of books, research papers, and articles related to the 

theoretical concept being studied.  

5.2 Conducted a content analysis from the various documents collected in a systematic manner (systematic 

analysis) to obtain a body of knowledge that the researchers could manage Digital Storytelling Media Online via 

Gamification Model to Promote of Digital Literacy Skills.  

5.3 Conducted content synthesis and integrated the body of knowledge obtained from the previous procedure 

to develop the expected learning model. 

 

6.Research Results 

6.1. Learning process using the digital storytelling platform 

 The components of the learning process using digital storytelling media online consists of 7 steps, which are 
1) script writing, 2) story setting, 3) script edition meeting, 4) sequence of shot, 5) narration addition, 6) sound 

effect and transition addition, 7) music addition as shown in figure 1. 

 

Figure 1. Diigital Storytelling Online Process 

From Figure 1, the components of the learning process using digital storytelling media online started from lesson 

planning. The teacher analysed and synthesized the course’s objectives, standards, descriptions, and competency 

of teacher profession qualifications, then created digital storytelling work for lesson content done by 

implementing 7 steps, i.e. 1) script writing, 2) story setting, 3) script edition meeting, 4) sequence of shot, 5) 
narration addition, 6) sound effect and transition addition, and 7) music addition. The lesson plans were made and 

their appropriateness evaluated by the experts.   
 

6.2 Gamification learning management 
The components of gamification learning management comprise 5 steps, which are 1) game mechanics, 2) 

point, 3) level, 4) reward, and 5) achievement, as shown in Figure 2.  

 

 Figure 2: Gamification Learning Management Process 
From Figure 2, the teacher analysed and synthesized the course’s objectives, standards, description, and 

competency of teacher profession qualifications. Then, class activities were determined using gamification 
mechanics for students to review lessons by implementing 5 steps. Firstly is the game mechanics, which is when 
the appropriate game format applied under control for students who take part in the game can give answers for 
reviewing the lessons created by the teacher. Secondly is the scores given after answering questions. Thirdly is 
level, which is the rank of students whose scores are accumulated from their correct answers. Then, there is a 
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reward, which is given to students by the teacher after finishing the game. Lastly is an achievement, which is 
involvement in the quiz games where students give their answers in each lesson. 

 

9.3. Learning steps for digital literacy skills  

The researcher synthesized the learning steps of digital literacy skills in order to get the appropriate steps in 

developing the platform focusing on digital literacy skills. They consist of 1) information accessibility, 2) 

management, 3) evaluation, 4) conclusion, 5) creation, and 6) communicationin Figure 3. 
 

 

Figure 3: Digital Literacy Process 

From Figure 3, the teacher synthesized the learning steps focusing on developing digital literacy skills from 6 

steps. The development of the learning platform was conducted through the work and learning activities of 

students. Firstly is information accessibility, which involves searching, identifying, and collecting data. Secondly 

is information management, which means information search, information management, information categorising, 

and data collection. Thirdly is evaluation, which includes information categorisation, data comparison, and 

information check. Then, there is the conclusion, which includes data analysis, information link, data synthesis, 
and data conclusion. Next is data creation, which comprises work design, work development, and work 

application. Lastly is communication, which involves information presentation, posting comments, 

communication, and cooperation. 

 

9.4. DSML-Gami learning format to reinforce digital literacy skills 

The DSML-Gami learning format to reinforce digital literacy skills is divided into 2 parts. 

Part 1: Input Process comprises of curriculum analysis, designation of assignment, evaluation, users of 

learning format 

Part 2: Input Process consists of the digital storytelling learning process, gamification learning management, 

learning process of digital literacy skills 

Part 3: Output Process comprises evaluation 
 

 

       Figure 4: DSML-Gami Model 
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Figure 4 shows the relation between the components of DSML-Gami format to reinforce digital literacy 

skills. 

Part 1: Input Process: It is a part of the course analysis. Lesson planning in the form of DSML-Gami to 

reinforce digital literacy skills can be described below. 

Course analysis was conducted by analysing and synthesizing course objectives, course standards, course 

descriptions, and competency of the teaching profession. A lesson plan was then made corresponding to digital 
literacy skills, with appropriateness evaluated by the experts.  

Designation of the assignment was the assignment of learning activities and worksheets related to digital 

literacy skills from online lessons and the gamification learning platform. It consists of the work process, defining 

of objectives, contents, test, worksheet, work creation process, and performance evaluation. 

Appropriateness evaluation was conducted by making a lesson plan that corresponded to digital literacy 

skills. The appropriateness of the plans was evaluated by nine experts who had graduated with a doctoral degree 

and had at least 5 years of teaching experience in university in addition to being proficient in the DSML-Gami 

format to reinforce digital literacy skills. They were experienced in teaching media, computer, gamification, 

curriculum, and teaching in university.  

Users of the learning format were studied by determining the persons involved in the DSML-Gami 

format to reinforce digital literacy skills. They were experts who evaluate and give counsel for improvement and 

development. The teacher teaches and determines learning activities. The student is the user of the set learning 
platform.  

Part 2: Input Process: It is a learning process using digital storytelling media online to create digital- 

storytelling-related works with the gamification learning process, in the form of a suitable quiz game, for 

reviewing lessons and to create works that can identify learning steps of digital literacy skills from the application 

of digital media.   

Part 3: Output Process: It can be divided into 2 modules, which are the evaluation module and the online 

learning module. The evaluation module is a part of work evaluation using the DSML-Gami scoring rubric to 

reinforce digital literacy skills. It consists of appropriateness evaluation, student’s digital literacy skills, an 

inspection of platform efficiency, users’ satisfaction study. The online learning module comprises the login 

system, class attendance, course syllabus, assignment submission, test completion, the use of a web board.  

 

7.Conclusion 

The DSML-Gami format to reinforce digital literacy skills for students in the Computer Education Programme 

can be divided into 3 parts. The first part is the input process, which comprises curriculum analysis, designation 

of work, evaluation, and users of the learning platform. The second part is the input process, which consists of 

the digital storytelling learning platform, the gamification learning management process, and the learning process 

for digital literacy skills. The third part comprisesevaluation. The research results correspond to the appropriate 

digital literacy skills as a component of teaching standards conforming to the professional standards for computer 

teachers. In addition, the implementation of digital storytelling and gamification mechanics in teaching can 
provokea more exciting, enjoyable, and effective learning environment. The results corresponding in this 

research appear to show that digital literacy skills can truly promote academic efficiency and achievement from 

practice. It can be implemented in each step of students’ actual work creation. The work can be publicised and 

extended effectively to future professional practice, which conforms to the essential skills for the nation in the 

future. 

 

Acknowledgements  

This research was supported by Nakhon PathomRajabhat University, Thailand. 

 

References   

A. Maksl, S. Craft, S. Ashley, D. Miller. (2017). The usefulness of a news media literacy measure in evaluating a 

news literacy curriculum. Journalism & Mass Communication Educator, 72(2), https://doi.org/10.1177/ 

1077695816651970. 

Aumgri, C., Petsangsri, S. (2019). Computational thinking for preservice teachers in Thailand. A confirmatory 

factor analysis. Revista ESPACIOS, 40(29). 

Aumgri.C & Apirating.K. (2019). The Development of Digital Media via Augmented Reality by Using 

Collaborative Learning STAD in Computer Courses. Grade 6 Students. Journal of Project in Computer 

Science and Information Technology. 5(2), 18-27. 

Banfield, J. & Wilkerson, B. (2014). Increasing student intrinsic motivation and selfefficacy through 

gamification pedagogy. Contemporary Issues in Education Research, 7(4), 291-298. 



Charinthorn Aumgri ,Kaiyasith Apirating 

 

 

148  

Barata, G., Gama, S., Jorge, J., Goncalves, D.(2013). Engaging Engineering Students with Gamification. In: 5th 

International Conference on Games and Virtual Worlds for Serious Applications, 1–8  

Benmayor, R. B. (2008). Digital storytelling as a signature pedagogy for the new Humanities. Arts & Humanities 

in Higher Education, 7(2), 188-204. 

Bermudez, A. (2016). Four Tools for Critical Inquiry in History. Social Studies, and Civic Education. Revista de 

Estudios Socials(52), 1.2-118 

Blair, E., Maharaj, C., & Primus, S. (2016). Performance and perception in the flipped classroom. Education and 

Information Technologies, 21(6),1465-1482.  

Bratitsis, Tharrenos and Petros Ziannas. (2015). From Early Childhood to Special Education: Interactive Digital 

Storytelling as a Coaching Approach for Fostering Social Empathy. Procedia Computer Science 67. 

Burke, B. (2014). Gamify: How gamification motivates people to do extraordinary things. Brookline, MA: 

Gartner, Inc. 

California Emerging Technology Fund . (2008). California ICT Digital literacy Assessment  and Curriculum 

Framework. [ Online]. Available :http://www.ictliteracy.info/rf.pdf/California%20ICT%20Assessments 

%20and%20Curriculum%20  Framework.pdf 

Çakmak.T.  et. al. (2013).  Evaluation of the Open Course Ware Initiatives within the Scope of Digital Literacy 

Skills: Turkish Open CourseWare Consortium Case,Procedia - Social and Behavioral Sciences.  83 . 65 – 70. 

Davies, Julia. (2012). Facework on Facebook as a New Literacy Practice. Computers & Education, 59(1), 19 – 

29. 

Dezuanni, M.  (2018). Minecraft and children's digital making: Implications for media literacy 

education.Learning, Media and Technology, 43 (3). https://doi.org/10.1080/17439884.2018.1472607. 

Dicheva, D., Dichev, C., Agre, G., & Angelova, G. (2015). Gamification in education: A systematic mapping 

study. Journal of Educational Technology & Society, 18(3), 9  

Dominguez, A., Saenz-de-Navarrete, J., De-Marcos, L., Fernández-Sanz, L., Pagés, C., and Martinez-Herráiz, J.-

J. (2013). Gamifying learning experiences: practical implications and outcomes. Comput. Educ. 63, 380–392. 

doi: 10.1016/j.compedu.2012.12.020 

Dush, L. (2014). Building the Capacity of Organizationa for Rhetorical Action with New Media: An Approach to 

Service Learning. Computer and Composition, 34(0), 11-22.  

Gianfranco Polizzi. (2020). Digital literacy and the national curriculum for England: Learning from how the 

experts engage with and evaluate online content, Computers & Education. Volume 152.103859, ISSN 0360-

1315. https://doi.org/10.1016/j.compedu.2020.103859. 

Gunnar Liestøl. (2019). Augmented Reality Storytelling Narrative Design and Reconstruction of a Historical 

Event in situ. International Journal of Interactive Mobile Technologies (iJIM).Vol. 13, No. 12. 196-209 

Hung, A. C. Y. (2017). A critique and defense of gamification. Journal of Interactive Online Learning, 15(1), 57–

72. 

H. A. Alismail. (2015). Integrate digital storytelling in education.Journal of Education and Practice, 6(9),126-

130. 
Huang, B., Hew, K. F., & Lo, C. K. (2018). Investigating the effects of gamification-enhanced flipped learning 

on undergraduate students’ behavioural and cognitive engagement. Interactive Learning Environments, 1-21. 

Hung, H. T. (2016). Clickers in the flipped classroom: Bring your own device (BYOD) to promote student 

learning. Interactive Learning Environments,25(8), 983-995. 

Helsper, D. Smahel. (2020). Excessive internet use by young Europeans: psychological vulnerability and digital 

literacy?. Inf. Commun. Soc., 23(9) , 1255-1273. 

Hursen, C., & Bas, C. (2019). Use of gamification applications in Science Education. International Journal of 

Emerging Technologies in Learning (iJET), 14(01), 4-23. 

Jantima Jaroenphol & Jintavee Khlaisang. (2016). Development of an interactive video streaming system based 

on gamification concept with mastery learning to enhance self-regulation ability in undergraduate students. 

OJED,  11(4), 47 – 64 

Jeanine Krath  , Linda Schürmann, Harald F.O. von Korflesch. (2021). Revealing the theoretical basis of 

gamification: A systematic review and analysis of theory in research on gamification, serious games and 

game-based learning. Computers in Human Behavior , 125,ISSN 0747-5632, https://doi.org/10.1016/ 

j.chb.2021.106963.   

Jintavee Khlaisang. (2019). CU Flipped Smart: Research-Based Innovation for Learning in the 21st Century. 

Journal of Education Studies. 47(3), 118-139. 

Jutrakol, S. (2017). Digital literacy, digital natives and family .(In Thai). Journal of M a n a g e m e n t S c i e n c 

e C h i a n g rai Rajabhat University.11(1): 131-150. 

Kapp, Karl M.,(2012). The gamification of learning and instruction. Wiley San Francisco. 

Koivisto, J., & Hamari, J. (2019). The rise of motivational information systems: A review of gamification 

research. International Journal of Information Management, 45, 191-210.  

http://www.ictliteracy.info/rf.pdf/California%20ICT%20Assessments
https://doi.org/10.1080/17439884.2018.1472607
https://doi.org/10.1016/j.compedu.2020.103859


Digital Storytelling Media Online via Gamification Model to Promoteof Digital Literacy Skills for Undergraduate Students in Thailand: A 
Systematic Literature Review 

 

 149 

Koivisto, J., & Hamari, J. (2019). The rise of motivational information systems: A review of gamification 

research. International Journal of Information Management, 45, 191-210.  

Kritsupath Sarnok, Panita Wannapiroon, and Prachyanun Nilsook,(2019). Digital Learning Ecosystem by Using 

Digital Storytelling for Teacher Profession Students. International Journal of Information and Education 

Technology. 9(1),  21-26. 

Kosol Jitvirat. (2019). Success Factors for Digital Transformation to Digital Thailand 4.0 in the 21st Century. 

Veridian E-Journal, Silpakorn University. Humanities, Social Sciences and arts. 12(6), 1796-1816. 

Kunanurak1.N., & Aumgri.C. (2020). The Education Management in 21st Century by Digital Storytelling Via 

Game Based Learning. In English. For Grade 4 Students Banthamaka School Kanchanaburi.The 6 th National 

Conference on Technology and Innovation Management NCTIM 2020 . Rajabhat Maha Sarakham University 

. Maha Sarakham .Thailand . 6(1), 2872-2879. 

Livingstone, S., Olafsson, K., Helsper, E.J., Lupia~nez-Villanueva, F., Veltri, G.A.,Folkvord, F., 2017. 

Maximizing opportunities and minimizing risks for childrenonline: the role of digital skills in emerging 

strategies of parental mediation.J. Commun. 67 (1), 82–105. 

M. Savage, A. Barnett. (2015). Digital literacy for primary teachers. Critical Publishing, Northwich, England 

Mária Csernoch and Piroska Biró. (2015). The power in digital literacy and algorithmic skill   Procedia - Social 

and Behavioral Sciences. volume 174 . 550 – 559. 

Ministry of Information and Communication Technology. (2016). Digital Thailand Plan. Bangkok: Ministry of 

Information Technology. 

Ministry of Information and Communication Technology. (2011). Information and Communication Technology 

Polict (ICT2020). Bangkok: Ministry of Information Technology. 

Na Songkhla.J. (2018). Digital learning design. Bangkok: Printing House of Chulalongkorn University. 

National Economic and Social Development Board. (2018). National Policies and Plans on Digital Development 

for Economy and Society 2018-2037 “National Strategy 20 Years 2018 - 2037”. 

Nicholson, S. (2015). A RECIPE for meaningful gamification. In T. Reiners & L. A. Wood (Eds.), Gamification 

in education and business (pp. 1–20). New York, NY: Springer. 

Nikoletta-Zampeta Legaki, Kostas Karpouzis, Vassilios Assimakopoulos, Juho Hamari, (2021). Gamification to 

avoid cognitive biases: An experiment of gamifying a forecasting course, Technological Forecasting and 

Social Change, 167, ISSN 0040-1625, https://doi.org/10.1016/j.techfore. 

2021.120725 

Organisation for Economic Cooperation and Development (OECD). (2017). KEY ISSUES FOR DIGITAL 

TRANSFORMATION IN THE G20. Retrieved from https://www.oecd.org/g20/key-issues-fordigital-

transformation-in-the-g20.pdf 

Osipov, I. V., Nikulchev, E., Volinsky, A., & Prasikova, A. Y. (2015). Study of gamification effectiveness in 

online e-learning systems.International Journal of Advanced Computer Science and Applications, 6(2), 71-

77.  

Partnership for 21st Century Skills. (2009). P21 Framework Definitions. Partnership for 21st Century Skills (P 

21). Retrieved from https://files.eric.ed.gov/ 

fulltext/ED519462.pdf on December 21, 2018. 

Pattarasopasakul.P Z. (2018). Digital Storytelling in CNN’s Disaster News Coverage. Department of 

Communication Arts, Dhurakijpundit University. Thailand. 

Payormhom.B ., & Aumgri.C. (2021). The development of learning using by gamification in conjunction with 

Self-directed learning. To enhance skills in using Adobe Photoshop program. For grade 8 students. Thetsaban 

1 (Songphol Wittaya) School..The 7 th National Conference on Technology and Innovation Management 

NCTIM 2020 . Rajabhat Maha Sarakham University . Maha Sarakham .Thailand . 7(1), 490-497. 

Pei Rong Lim. (2019). Digital Storytelling as a Creative Teaching Method in Promoting Secondary School 

Students’ Writing Skills. International Journal of Interactive Mobile Technologies .Vol. 13, No. 7. 196-209. 

117-128. 

R. Wallis, D. Buckingham. (2019). Media literacy: The UK's undead cultural policy. International Journal of 

Cultural Policy, 25 (2).  188 -203. https://doi.org/10.1080/10286632.2016.1229314 

Rahmawati, Y., Ridwan, A., & Hadinugrahaningsih, T. (2019, January). Developing critical and creative 

thinking skills through STEAM integration in chemistry learning. In Journal of Physics: Conference Series 

1156(1), 012033. IOP Publishing. 

Razmi, Mehri, Soheila Pourali, and Sanaz Nozad. (2014). Digital Storytelling in EFL Classroom (Oral 

Presentation of the Story): A Pathway to Improve Oral Production. Procedia - Social and Behavioral Sciences 

98.1541 – 1544 

Rodrigues, L. F., Oliveira, A., & Rodrigues, H. (2019). Main gamification concepts: a systematic mapping study. 

Heliyon, 5(7), e01993. 

Robin, Bernard R. (2016). The Power of Digital Storytelling to Support Teaching and Learning Digital 

Education Review - Number 30, December 2016 - Retrieved from http://greav.ub.edu/der/ 

https://doi.org/10.1016/j.techfore.2021.120725
https://doi.org/10.1016/j.techfore.2021.120725
https://www.oecd.org/g20/key-issues-fordigital-transformation-in-the-g20.pdf
https://www.oecd.org/g20/key-issues-fordigital-transformation-in-the-g20.pdf


Charinthorn Aumgri ,Kaiyasith Apirating 

 

 

150  

Sangkatekit.S.,& Aumgri.C. (2020). The Development of Digital media with collaborative learning. Basic 

Computer 1Subject. On Microsoft PowerPoint. For Grade 7 students. Wat HuaiChorakhe Witthayakhom 

School.The 6 th National Conference on Technology and Innovation Management NCTIM 2020 . Rajabhat 

Maha Sarakham University . Maha Sarakham .Thailand . 6(1), 2666-2672. 

Sigit Purnama, Maulidya Ulfah, Imam Machali, Agus Wibowo, Bagus Shandy Narmaditya. (2021). Does digital 

literacy influence students’ online risk? Evidence from Covid-19.Heliyon, 7(6), ISSN 2405-8440, 

https://doi.org/10.1016/j.heliyon.2021.e07406. 

Simpsona.R & Obdalova.O. (2014). New Technologies in Higher Education – ICT Skills or Digital Literacy?. 

Procedia - Social and Behavioral Sciences. 154(1),  104 – 111. doi: 10.1016/j.sbspro.2014.10.120. 

Smeda, et al. (2014). The effectiveness of digital storytelling in the classrooms: a comprehensive study. Smart 

Learning Environments. [Online]. Available :https://slejournal.springeropen.com/articles/ 

10.1186/s40561-014-0006-3 

Thijs Alofs, Mariët Theune, Ivo Swartjes. (2015). A tabletop interactive storytelling system: designing for social 

interaction. International journal of arts and technology, 8(3), 188--211Wong, B., & Kokko, H. (2005). Is 

science as global as we think?. Trends in ecology & evolution, 20(9), 475-476. 

Trang Phan, Sara G. McNeil, Bernard R. Robin. (2016). Students’ patterns of engagement and course 

performance in a Massive Open Online Course. Computers & Education.  95(1), 36-44. 

UNESCO Institute for Information Technologies in Education. (2011). Digital Literacy in Education. Retrieved 

from http://unesdoc.unesco.org/images/0021/002144/214485e.pdf. 

United Nations Educational Scientific and Cultural Organization (UNESCO). (2011). Digital literacy in 

education [On-line]. Available:http://unesdoc.unesco. 

org/images/0021/002144/ 214485e.pdf 

Wannapiroon.P. (2014). Development Of Research-Based Blended Learning Model To Enhance Graduate 

Students’ Research Competency And Critical Thinking Skills . Procedia - Social and Behavioral Sciences 

136 ( 2014 ) 486 – 490. 

Wannapiroon, N.; Petsangsri, S. Effects of STEAMification model in flipped classroom learning environment on 

creative thinkingand creative innovation. TEM J. 2020, 9, 1647–1655. 

White, J. (2015). Digital literacy skills for FE teachers. London : SAGE Publications. 

Yimyong.T et. al, (2020). A Development of Cloud Learning Through Digital Storytelling on Constructionism 

Theory to Enhanced Thai Word Cluster for Grade 4 Students. Journal of Library and Information Science 

SrinakharinwirotUniversity. 13 (1), 1-15. 

Zara-Behtash, E., Saed, A., & Sajjadi, F. (2016). The effect of storytelling technique on speaking ability of 

female Iranian intermediate EFL learners. International Journal of Applied Linguistics and English Literature, 

5(1), 209-214. https://doi.org/10.7575/aiac.ijalel.v.5n.1p.209Haykin, S. (1994). Neural networks: a 

comprehensive foundation. Prentice Hall PTR. 

 

 

https://doi.org/10.1016/j.heliyon.2021.e07406
http://unesdoc.unesco.org/images/0021/002144/214485e.pdf

	Charinthorn Aumgria, Kaiyasith Apiratingb
	1. Introduction
	2.Literature reviews
	3.Objectives of the Study
	4. Methodology
	5.Research Methods
	6.Research Results
	7.Conclusion
	Acknowledgements
	References

