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Abstrak: Penelitian ini mengkaji persepsi siswa terhadap penggunaan aplikasi digital
storytelling Animoto untuk meningkatkan keterampilan berbicara bahasa Inggris di kalangan
siswa kelas sembilan SMP 2 SATAP Tabongo. Penelitian ini dilakukan dengan menggunakan
metode deskriptif kuantitatif dengan pengumpulan data melalui kuesioner dan observasi.
Peserta terdiri dari 30 siswa yang terlibat dalam kegiatan digital storytelling yang
diintegrasikan ke dalam pelajaran bahasa Inggris mereka..

Kata Kunci: Bercerita Digital, Keterampilan Berbicara, Persepsi Siswa, Animoto,
Pembelajaran EFL.

Abstract: This research investigates students’ perceptions of using a digital storytelling
application, Animoto, to improve English speaking skills among ninth-grade students at SMP
2 SATAP Tabongo. The study was conducted using a descriptive quantitative method with data
gathered through questionnaires and observations. The participants consisted of 30 students
who engaged in digital storytelling activities integrated into their English lessons.
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INTRODUCTION

In foreign language learning, speaking is one of the most essential skills, as it reflects a
learner’s ability to use the language in a meaningful and communicative way. According to
Rubini et al. (2019), speaking is a highly complex skill that requires accurate pronunciation,
fluency, appropriate vocabulary use, and grammatical competence. However, in many English
as a Foreign Language (EFL) contexts, speaking remains the most difficult skill for students
to develop. Syafryadin and Salniwati (2019) explain that most EFL students tend to be passive
when asked to speak in English due to fear of making mistakes and low self- confidence.

Arroba and Acosta (2021) found that digital storytelling is an effective alternative

strategy for developing students’ speaking skills because it encourages self-expression through
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voice, visuals, and digital narration. Kallinikou and Nicolaidou (2019) further emphasize that
digital storytelling supports the development of critical speaking components such as
pronunciation, grammar, fluency, vocabulary, and comprehension. The process of drafting
scripts, recording narration, and selecting multimedia elements engages both linguistic and
cognitive skills.

Digital tools such as Animoto provide accessible platforms that facilitate digital
storytelling in classroom settings. Through this application, students can combine voice
recordings, photos, music, and text to create personal and purposeful stories. These tools help
learners to speak in more authentic, relevant, and motivating contexts, making the learning
experience more meaningful (Nair & Yunus, 2021). Despite its promise, the practical
implementation of digital storytelling remains underutilized in many Indonesian junior high
schools, particularly in remote or underserved areas.

For instance, SMP 2 SATAP Tabongo, a junior high school sharing a building with an
elementary school, faces various challenges such as inadequate infrastructure, limited digital
tools, and low student motivation. Based on preliminary observations, students at this school
generally show low interest in learning English. Some are frequently absent during English
classes, and those who do attend tend to be passive and hesitant to speak. Their speaking skills
are very limited, particularly in terms of pronunciation, sentence construction, fluency, and
overall confidence. Traditional teaching methods have proven ineffective in overcoming these
barriers, further highlighting the need for more engaging, student-centered alternatives.

Given these challenges, the use of digital storytelling offers a promising solution. It
provides a more dynamic, interactive, and learner-centered approach that supports creativity,
increases motivation, and builds confidence. Therefore, this study aims to explore students’
perceptions of using a digital storytelling application, specifically Animoto, to improve their
English speaking skills. By examining students' responses, this study seeks to provide insights
into how digital tools can be effectively integrated into EFL instruction, particularly in rural or

resource-limited educational contexts

RESEARCH METHODS
This research uses a quantitative approach with a descriptive design. This approach aims
to identify and describe systematically and factually the effectiveness of using a digital

storytelling application in increasing students’ speaking skills.
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As explain by Sahin & Mete (2021), descriptive research aims to describe and explain a

phenomenon based on data obtained from participants. In this study, the design is applied to

illustrate changes in students’ speaking skills after using the digital storytelling application

Animoto. The scores were processed using descriptive analysis. The formula used to calculate

percentage values is as follows:

F
P =—x100%
N

Where:
o P = Percentage

o F = Frequency of a response

o N =Total number of respondent

In addition, the results of the questionnaire data are categorized on a likert scale to be

reclassified based on student perceptions by determining the interval by the method of finding

the percent interval with the following formula.

Formula :1=100 + number of likert scales I = 100 +~ 5

=20

With this category of choice the likert scale has a value range of 20 displayed in Table

4.2 the following student perception categories.

Table 4.2 student perception categories

No Score Category
1 84% -104% Very positive
2 63% -83% Positive
3 42% - 62% Neutral
4 21% - 41% Negative
5 0% - 20% Very negative

To determine the average score for each statement item, the method is as follows:

multiply the score for each item by the corresponding value (5 for Strongly Agree, 4 for Agree,
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3 for Neutral, 2 for Disagree, and 1 for Strongly Disagree), then sum the results of these
multiplications. then divide the result by the number of questionnaire items multiplied by the
highest category (5), then multiply by 100 to obtain the average value. The categorization of
Likert scale percentages was adapted from commonly used descriptive statistical methods in

educational research, as suggested by Sugiyono (2015) and Arikunto (2010).

RESULTS AND DISCUSSION
In the aspect of student participation and engagement with the use of the digital
storytelling application (Animoto), data were collected from three questionnaire items that
measured students’ comfort, activeness, and interest in digital storytelling activities during
class. These results clearly indicate that the majority of respondent felt comfortable using
Animoto in the classroom, suggesting a high level of acceptance toward the integration of
technology in their learning experience. Although most students indicated a willingness to
participate, the relatively high number of neutral responses suggests that some students might
still be adjusting to this method or may need more encouragement to participate actively.
These results demonstrate a generally positive perception, although a portion of students
may still be hesitant or unfamiliar with storytelling using digital tools. When averaging the
results from all three questions, the overall percentages are as follows:
. Disagree (D): 11.7%
. Neutral (N): 25.6%
. Agree (A): 43%
. Strongly Agree (SA): 23.3%

Overall, the average perception score across the three items was 76.4%, placing it in
the Positive category. This reflects that students generally feel comfortable, engaged, and
supported when digital storytelling is integrated into speaking activities. These findings
underscore the potential of applications like Animoto to enhance student motivation and

promote active participation in language learning.

Understanding and Use of the application
The second component examined in this study focuses on students’ understanding and
use of the digital storytelling application (Animoto). This aspect was assessed through three

questionnaire items, and the distribution of responses reflects students’ comprehension, ease
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of use, and challenges in operating the application. These results suggest that although a
majority of students found the application manageable, a significant number still felt uncertain
and required more guidance or practice.These figures reflect that although some students
understood the process, half of the class remained undecided, possibly due to lack of prior
experience or limited training. These responses confirm that while Animoto is user-friendly
for many, it still presents a learning curve for others.

Based on the responses across the three items, the average percentages for each category
were as follows:

. Strongly Disagree (SD): 3%
. Disagree (D): 10%

. Neutral (N): 40%

. Agree (A): 34%

. Strongly Agree (SA): 13%

Speaking ability

The analysis of students’ perceptions regarding their speaking ability after using the digital
storytelling application was measured through three Likert-scale-based questions. The
responses 1llustrate how students evaluated the impact of digital storytelling, particularly
through the Animoto platform, on their confidence, fluency, and ease in expressing ideas in
English.

When the results from all three items are averaged, the percentage of responses by category
is as follows:
. Strongly Disagree (SD): 0%
. Disagree (D): 10%
. Neutral (N): 30%
o Agree(A):29%
o  Strongly Agree (SA): 31%

Challenge, Feedback and Presentation

The analysis of student responses related to the Challenge, Feedback, and Presentation
variables is based on four questionnaire items. Each item was rated using a five-point Likert
scale, and the results reflect students’ perceptions of the level of difficulty, their comfort in

presenting, the usefulness of feedback, and the overall challenge of the digital storytelling
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presentation process.
When calculated across all four questions in this category, the average percentage
distribution of responses is as follows:
. Strongly Disagree (SD): 7.8%
. Disagree (D): 7.5%
. Neutral (N): 32.5%
. Agree (A): 37.8%
. Strongly Agree (SA): 10%

CONCLUSION

Students showed a high level of participation and engagement (76.4%), enjoying the
interactive and visual elements that made speaking more enjoyable. This aligns with
Vygotsky’s theory, which supports meaningful, student-centered learning. In terms of ease of
use, students had a positive but mixed response (average 71.3%). While many could operate
the app well, some expressed uncertainty—highlighting the need for training and guidance, as
explained by Davis’s Technology Acceptance Model.

Regarding speaking ability, students felt more confident and fluent, with the highest
score (83.3%) on expressing ideas through digital media. This supports Mayer’s theory of
multimedia learning and Bandura’s self-efficacy theory. Students also reported strong
motivation and enjoyment, echoing Robin’s belief that digital storytelling increases learner
autonomy and satisfaction.

However, some challenges were noted, especially time management and presentation
anxiety. Despite these, feedback from teachers and peers was helpful in improving their
speaking.

This supports Sadik’s findings on the value of peer review in digital storytelling.

In conclusion, Animoto had a positive impact on students’ speaking skills and learning
experience. It increased motivation, confidence, and speaking fluency while making learning
more creative and engaging. For successful use, adequate preparation, training, and classroom
support are essential. Digital storytelling is not just a tool but an effective, modern teaching
approach that integrates language, technology, and creativity into a meaningful learning

process.

Page | 257



Inovasi Pendidikan Nusantara Vol 6, No. 3
https://ejurnals.com/ojs/index.php/ipn Juli 2025

REFERENCE

A.P., Gunawan. (2019). The Use Of Digital Storytelling In Students' Writting Recount Text.

(Thesis Magister) Syarif Hidayatullah State Islamic University Jakarta.

Arroba, J. &Acosta H. (2021). Authentic Digital Storytelling As An Alternative Teaching
Strategy To Develop Speaking Skill In EFL Classes. Language Education And
Acquisition Research Network, 317-343.

Chambers, G. (2017). Enhancing Learners Sentence Construction Via Wheel Of Grammar.

Pertanika J. Soc. Sci. Humanite, 1641-1650.

Darmawan, D. (2013). Quantitative Research Methods. Kallinikou, E. &Nicolaidou, L. (2019).
Digital Storytelling To Enhance Adults' Speaking Skils In Learning Foreign Language:
A Case Study. Deparment Of Communication And Internet Studies. Cyprus University
Of Technology, Limassol 3036, Cyprus 2019.

Laboro, F. (2022). The Use Of Digital Storytelling Media To Improve Students Skills In
Writting Recount Text.

Mandjurungi, T. (2017). Using Everyday Storytelling In Improving Students Speaking Ability.

Manurung, K. (2015). Improving The Speaking Skill Using Reading Contextual Internet-
Based Instructional Material In An EFL Class In Indonesia.

Https://Scholar.Google.Com/Scholar?HI=Id&As_Sdt=0%2C5&0Q=K.Manurung+201

5&Btng=#Gs_Qabs&T=1668821992401&U=%23p%3d8bqgj0gbmblj

Mujizat, 1. (2016). The Effectiveness Of Using Storytelling Technique On Students Speaking
Skills.

Https://Repository.Uinjkt.Ac.Id

Murad. (2023). Digital Storytelling And EFL Speaking Skill Improvement.

Nair, V,; Yunus, M.M. (2021). A Systematic Review Of Digital Storytelling In Improving
Speaking Skills. Sustainability 2021,13, 9829.

Nazmi, Pourali, & Nozad. (2014). Digital Storytelling In EFL Classroom (Oral Presentation
Of The Story): A Pathway To Improve Oral Production.

Ontalu, Fenty. (2016). Improving Students' Writting Recount Text By Using Utilizing
Photograph. (Magister Thesis), University Of Gorontalo.

P.R.Amaliah,S. Sultan And A. Amrullah. (2022). The Use Of Digital Storytelling As A
Strategy To Improve Students' Speaking Skills.

Page | 258


https://scholar.google.com/scholar?hl=id&as_sdt=0%2C5&q=k.manurung%2B2015&btnG=%23gs_qabs&t=1668821992401&u=%23p%3D8bqgJ0GbmblJ
https://scholar.google.com/scholar?hl=id&as_sdt=0%2C5&q=k.manurung%2B2015&btnG=%23gs_qabs&t=1668821992401&u=%23p%3D8bqgJ0GbmblJ
https://repository.uinjkt.ac.id/

Inovasi Pendidikan Nusantara Vol 6, No. 3
https://ejurnals.com/ojs/index.php/ipn Juli 2025

Purwatiningsih. (2015). Improving Speaking Ability Through Storytelling Technique By
Using Picture Series.

Https://Www.Pddrive.Com

Raffone A. &Monti J. (2019). Becoming Storyteller: Improving ESL Students Academic

Engagement And 21st Century Skill Through Interactive Digital Storytelling. 159- 166.
Https://Doi.Org/10.33965/Celda2019 2019111020
Rahim, RHA, Tanalol, SH, Ismail, R., Baharum, A., Rahim, EA, &Noor, NAM. (2019).

Development Of Gamification Linear Algebra Application Using Storytelling. /CTC 2019-
10th International Conference On ITC Convergence: ITC Convergence Leading The
Autonomous Future, 133-137.

Hittps://Do0i.Org/10.1109/ICTC46691.2019.8939953

obin, B. R. (2016). The Power Or Digital Storytelling To Support Teaching And Learning.

Digital Educational Review.Research Group Education And Virtual Learning (GREAV).
Https://Doi:10.1344/Der.2016.30.17-29
Rubini, A., James, P., Yong, K., &Yunus, M. (2019). Hear Me Out! Digital Storytelling To

Enhance Speaking Skills. International Journal Of Academic Research In Business And
Social Sciences, 190-202.

Somdee, M. &Suppasetseree, S. (2013). Developing English Speaking Skills Of Thai
Undergraduate Students By Digital Storytelling Through Websites. Proceedings Of
Foreign Language Learning And Teaching., 166-176.

Sukmadinata, N.S. (2010). Educational Research Method.

Https://Scholar.Google.Com/Scholar?HI=Id&As_Sdt=0%2C5&Q=Sukmadinata+Nan

at+Syaodih&Oqg=Sukmadi#D=Gs_Qabs&T=1671103109915&U=%23p%3dgnpzmobamvyj

Syafryadin, H., &Salniwati, ARAP. (2019). Digital Storytelling Implementation For

Enhancing Students' Speaking Ability In Various Text Genres. International Journal For
Recent Technology And Engineering (IJRTE), 3147-3151.
Syahputra I, Gani SA, Inayah N. (2016). Exploring EFL Students Effort In Speaking Skills.
Https://Scholar.Google.Com/Scholar?HI=Id&As_Sdt=0%2C5&Q=Exploring+Efl+St
udents+Effort+To+Speaking&Oq=#D=Gs_Qabs&T1668312723503&U=%23p%3Dv
IMMS5uKrGZAJ
Tatli, Z., U “gur, N., &Cakiro “glu, U. (2018). Peer Assessment Through Digital Storytelling:
Experiences Of Pre-Service IT Teachers. Int. J. Inf. Learn. Technol., 217-228.

Page | 259


https://www.pddrive.com/
https://doi.org/10.33965/celda2019_201911I020
https://doi.org/10.1109/ICTC46691.2019.8939953
https://scholar.google.com/scholar?hl=id&as_sdt=0%2C5&q=sukmadinata%2Bnana%2Bsyaodih&oq=sukmadi%23d%3Dgs_qabs&t=1671103109915&u=%23p%3DGnpZmOBAmvYJ
https://scholar.google.com/scholar?hl=id&as_sdt=0%2C5&q=sukmadinata%2Bnana%2Bsyaodih&oq=sukmadi%23d%3Dgs_qabs&t=1671103109915&u=%23p%3DGnpZmOBAmvYJ
https://scholar.google.com/scholar?hl=id&as_sdt=0%2C5&q=sukmadinata%2Bnana%2Bsyaodih&oq=sukmadi%23d%3Dgs_qabs&t=1671103109915&u=%23p%3DGnpZmOBAmvYJ
https://scholar.google.com/scholar?hl=id&as_sdt=0%2C5&q=exploring%2Befl%2Bstudents%2Beffort%2Bto%2Bspeaking&oq=%23d%3Dgs_qabs&t1668312723503&u=%23p%3Dv1MM5uKrGZAJ
https://scholar.google.com/scholar?hl=id&as_sdt=0%2C5&q=exploring%2Befl%2Bstudents%2Beffort%2Bto%2Bspeaking&oq=%23d%3Dgs_qabs&t1668312723503&u=%23p%3Dv1MM5uKrGZAJ
https://scholar.google.com/scholar?hl=id&as_sdt=0%2C5&q=exploring%2Befl%2Bstudents%2Beffort%2Bto%2Bspeaking&oq=%23d%3Dgs_qabs&t1668312723503&u=%23p%3Dv1MM5uKrGZAJ

Inovasi Pendidikan Nusantara Vol 6, No. 3
https://ejurnals.com/ojs/index.php/ipn Juli 2025

Zamzam. (2020). Digital Storytelling To Improve Speaking Skills.

Zuhdi, U. (2017). The Digital Storytelling Development And Its Application For The PGSD
Students Speaking Ability.

Zuhriyah, M. (2017). Storytelling To Improve Speaking Skills.

Https://Scholar.Google.Com/Scholar?HI=Id&As Sdt=0%2C5&Q=Storytelling+To+I

mprove+Skill&Btng=#D=Gs_Qabs&T=1671101837865&U=%23p%3duum3yrz6émsmjn

Page | 260


https://scholar.google.com/scholar?hl=id&as_sdt=0%2C5&q=storytelling%2Bto%2Bimprove%2Bskill&btnG=%23d%3Dgs_qabs&t=1671101837865&u=%23p%3DuUM3Yrz6msMJN
https://scholar.google.com/scholar?hl=id&as_sdt=0%2C5&q=storytelling%2Bto%2Bimprove%2Bskill&btnG=%23d%3Dgs_qabs&t=1671101837865&u=%23p%3DuUM3Yrz6msMJN
https://scholar.google.com/scholar?hl=id&as_sdt=0%2C5&q=storytelling%2Bto%2Bimprove%2Bskill&btnG=%23d%3Dgs_qabs&t=1671101837865&u=%23p%3DuUM3Yrz6msMJN

