Anemon Musg Alparslan Universitesi Sosyal Bilimler Dergisi 2026 14(1) 533-569

Journal of Social Sciences of Mus Alparslan University

anemon

Derginin ana sayfasi: http://dergipark.gov.tr/anemon
SOSYAL BILIMLER DERGISI

Arastirma Makalesi ® Research Article

Teacher Opinions On Digital Storytelling in Developing Thinking Skills in Preschool
Education

Giil Sahin*, Muhammet U. Oztabak **

Abstract: This study aims to examine the role of digital storytelling in the development of preschool children’s
thinking skills based on teachers’ views. The research was designed using a qualitative case study approach. The
study group consisted of 14 preschool teachers working in two independent kindergartens in the Niliifer district of
Bursa. The participants were selected using purposive sampling. Data were collected through a semi-structured
interview form consisting of six questions. Content analysis was employed to analyze the obtained data. The
findings revealed that this method contributes to children’s development in various areas, including critical
thinking, creativity, problem-solving, and social-emotional skills. Teachers stated that digital stories attract
students’ attention, stimulate their imagination, and support analytical thinking processes. However, issues such
as technological infrastructure deficiencies, time management challenges, and limitations in access to digital tools
were also reported. While the study emphasizes the pedagogical potential of digital storytelling, it also highlights
the importance of technological support in enhancing the effective use of this method.
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Okul Oncesi Egitimde Diisiinme Becerilerinin Gelistirilmesinde Dijital Hikdye Anlatimina

Iliskin Ogretmen Gériislerinin Incelenmesi

Oz: Bu calisma, dijital hikdye anlatimmin okul éncesi dénemde cocuklarin diisiinme becerilerini gelistirme
stirecindeki roliinii 6gretmen goriisleri {izerinden incelemeyi amaglamaktadir. Aragtirma, nitel bir yontem olarak
durum c¢alismasi deseniyle tasarlanmistir. Calisma grubunu, Bursa’nin Niliifer ilgesindeki iki bagimsiz
anaokulunda gorev yapan 14 okul Oncesi Ogretmeni olusturmaktadir. Arastirmanin g¢alisma grubu amagh
ornekleme teknigiyle ile belirlenmistir. Arastirmada veriler alt1 sorudan olusan yar1 yapilandirilmis gériisme formu
ile toplanmugtir. Elde edilen verilerinin analizinde igerik analizi kullanilmigtir. Aragtirma bulgulari, bu yontemin
¢ocuklarin elestirel diisiinme, yaraticilik, problem ¢dzme ve sosyal-duygusal beceriler gibi ¢esitli alanlarda
gelisimlerine katkida bulundugunu ortaya koymustur. Ogretmenler, dijital hikayelerin &grencilerin dikkatini
¢ektigini, hayal giiclinii harekete ge¢irdigini ve analitik diisiinme stireclerini destekledigini belirtmistir. Bununla
birlikte, teknolojik altyapi eksikligi, zaman yonetimi zorluklari ve dijital araglarin erisilebilirligindeki sinirlamalar
gibi sorunlar da dile getirilmistir. Arastirma, dijital hikaye anlatimmin pedagojik potansiyelini vurgulamakla
birlikte bu yontemin etkili kullanimini artirmak i¢in teknolojik desteklerin 6nemine dikkat ¢ekmektedir.

Anahtar Kelimeler: Dijital hikaye anlatimi, diisiinme becerileri, okul dncesi egitim, 6gretmen goriisleri
* Doktora, Fatih Sultan Mehmet Vakif Universitesi, Lisansiistii Egitim Enstitiisii, Okul Oncesi Egitimi Anabilim Dal1

ORCID: 0009-0006-5508-8830 gul.sahin@stu.fsm.edu.tr

= Dog. Dr., Marmara Universitesi, Atatiirk Egitim Fakiiltesi, Rehberlik ve Psikolojik Danismanlik Anabilim Dali
ORCID:0000-0003-4923-2163 muhammet.oztabak@marmara.edu.tr

Cite as/ Atif: Sahin, G. & Oztabak,M.U. (2026). Teacher opinions on digital storytelling in developing thinking skills in
preschool education. Anemon Mus Alparsian Universitesi Sosyal Bilimler Dergisi, 14(1), 533-569.
http://dx.doi.org/10.18506/anemon. 1696491

Received/Gelis: 12 May/May1s 2025

Accepted/Kabul: 27 Nov/Kasim 2025

Published/Yayin: 30 Apr/Nisan 2026

e-ISSN: 2149-4622. © 2026 The Author(s). This article is licensed under the Creative Commons Attribution-
NonCommercial4.0 International License (CC BY-NC 4.0): https://creativecommons.org/licenses/by-nc/4.0/


http://dx.doi.org/10.18506/anemon.1696491
http://dergipark.gov.tr/anemon
mailto:gul.sahin@stu.fsm.edu.tr

534 Sahin & Oztabak / Anemon Mug Alparslan Universitesi Sosyal Bilimler Dergisi, 2026 14(1) 533-569

Introduction

Among the skills expected of individuals in the twenty-first century, critical, creative, and
reflective thinking stand out prominently. The early childhood period, in particular, is regarded as a
critical stage during which the foundations of individuals’ thinking skills are established (Fisher, 2013;
Bilbay, 2024). In this process, educators implement various methods and techniques to support
children’s cognitive development, placing emphasis on activities aimed at fostering thinking skills
(Bilbay, 2024). Preschool teachers are reported to play an active role in the development of these skills,
and their own thinking skills are considered significant within this context (Samur & Altun Yalg¢in,
2021). In addition, creative activities and enriched learning environments have a substantial impact on
the development of children’s thinking skills (Karagelik, 2022). The acquisition of these skills at an
early age has the potential to positively influence individuals’ future academic and social success (Kurt,
2022).

In this study, the concept of “thinking skills” is explained based on Bloom’s cognitive domain
levels (remembering, understanding, applying, analyzing, evaluating, and creating) and Marzano’s
dimensions of thinking model (knowledge utilization, metacognition, and the cognitive system). Within
this theoretical framework, digital storytelling is regarded as a pedagogical tool that supports children
in establishing cause-and-effect relationships between events, developing alternative solutions, and
producing creative outputs. Furthermore, digital stories enhance children’s digital literacy skills by
strengthening their ability to understand, produce, and ethically use media messages.

Thinking skills in preschool education constitute one of the cornerstones of cognitive
development and lifelong learning (Kurt, 2022; Karagelik, 2022). Digital storytelling emerges as a
significant tool that effectively integrates creativity, critical thinking, and problem-solving in the
development of these skills (Kocaman-Karoglu, 2015; Rahiem, 2021; Tzima, Styliaras, & Bassounas,
2020). Research indicates that digital storytelling captures children’s attention and enhances their ability
to organize their ideas and express themselves (Rahiem, 2021). Moreover, integrating multimedia
elements such as visuals, sounds, and animations into storytelling increases children’s participation
while also supporting higher-order thinking skills such as analysis and synthesis (Prasetya & Hirashima,
2018). Through these innovative practices, children strengthen not only their communication and
literacy skills but also their capacity for critical and adaptive thinking in complex situations (Tzima,
Styliaras, & Bassounas, 2020). Therefore, this method is considered an effective pedagogical approach
for developing thinking skills in early childhood education.

The relationship between digital storytelling and thinking skills is shaped not only by cognitive
processes but also by pedagogical design and teacher guidance (Kocaman-Karoglu, 2016; Simsek,
Kogak Usluel, Cirali Sarica, & Tekeli, 2018; Ulu, 2021). Teachers’ strategies in the digital storytelling
process-such as providing guidance, asking questions, and creating a discussion environment-facilitate
children’s progression to the stages of analysis, evaluation, and creation (Prasetya & Hirashima, 2018;
Tzima, Styliaras, & Bassounas, 2020). In this respect, digital storytelling is also aligned with
constructivist learning and cognitive development approaches (Turgut & Kisla, 2015; Kocaman-
Karoglu, 2015).

Digital storytelling is an effective method used to support creativity and learning in education
through technology (Kocaman-Karoglu, 2015; Prasetya & Hirashima, 2018; Rahiem, 2021). Particularly
in the preschool period, digital stories stand out as an important tool that supports children’s language
development, cognitive skills, and social-emotional competencies (Kukul & Kara, 2019). This method
captures children’s attention through stories enriched with visual and auditory elements, thereby making
learning processes more enjoyable and interactive (Kutlucan, Cakir, & Unal, 2019). At the same time,
the use of digital stories in education plays an effective role in instilling values such as tolerance,
honesty, and responsibility (Kutlucan, Cakir, & Unal, 2019). Research has shown that when digital
stories are used in individual and group activities, they increase children’s levels of comprehension and
awareness of concepts (Aydin & Ekinci Celikpazu, 2019). The inclusion of storytelling processes in
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preschool education supports the development of children’s creative thinking skills while also increasing
teachers’ awareness of technology use (Sucu et al., 2019; Ulu, 2021).

Recent research indicates that studies examining teachers’ views on digital storytelling have
substantially enriched the body of knowledge in this field. Kocaman-Karoglu (2016), in a study
conducted with preschool teachers, reported that digital storytelling attracted students’ attention in
classroom applications and that teachers found this method pedagogically beneficial. Similarly, Kukul
and Kara (2019) examined teacher candidates’ attitudes toward this method and determined that
teachers’ awareness of technology-based applications had increased. Simsek et al. (2018) critically
evaluated digital storytelling within the educational context in Tiirkiye and revealed that teachers
implemented the method through individual efforts but experienced a lack of systematic support. In a
study conducted by Ulu (2021), it was emphasized that teachers should be supported in developing
digital materials. These findings highlight the importance of strengthening teachers’ experiences in
integrating this method into the pedagogical process. Given the critical role of the education system in
the production and dissemination of knowledge during the preschool period (Sahin & Bartan, 2017),
investigating innovative methods such as digital storytelling in line with teacher opinions is significant
for enhancing the scientific quality of the field.

Digital storytelling is not merely a narrative tool but also an effective pedagogical approach aimed
at developing children’s thinking skills (Kocaman-Karoglu, 2015; Tzima, Styliaras, & Bassounas, 2020;
Rahiem, 2021). This method includes practices that encourage children to use critical thinking, problem-
solving, and creative thinking skills in an integrated manner (Rahiem, 2021). Particularly in the
preschool period, the visual and auditory stimuli provided through this method increase children’s
attention spans and support complex thinking processes (Prasetya & Hirashima, 2018). Furthermore,
children’s ability to understand the perspectives of characters within a story, establish cause-and-effect
relationships between events, and generate alternative solutions forms the foundation of their critical
thinking skills (Tzima, Styliaras, & Bassounas, 2020).

Research in the literature indicates that teachers evaluate digital storytelling as a tool that supports
both cognitive and social skills. Bagdas and Akar Vural (2018) demonstrated that drama-based digital
storytelling programs enhance children’s social interaction and empathy skills. Similarly, Bayrak and
Akkaynak (2020) emphasized that teachers develop students’ emotion regulation and problem-solving
skills through creative drama-supported digital activities. Karacelik (2022) and Bilbay (2024) showed
that teachers’ creative and reflective thinking dispositions influence the ways in which they transfer
digital methods into the classroom environment. Accordingly, teacher-based studies on digital
storytelling indicate that the method is not only student-centered but also closely associated with teacher
competencies.

In this respect, a review of the literature reveals that the connection between digital storytelling
and thinking skills has not been sufficiently deepened at the theoretical level, and that qualitative
research focusing particularly on teachers’ pedagogical roles in this process remains limited. Therefore,
there is a need for in-depth data based on teachers’ experiences regarding how this method supports
thinking skills in the preschool period.

Digital storytelling also contributes to the development of children’s social-emotional skills, such
as self-regulation and cooperation (Basdas & Akar Vural, 2018; Bayrak & Akkaynak, 2020; Rahiem,
2021). Group-based storytelling activities involve situations in which children are required to listen to
others’ ideas, engage in discussion, and collaborate to create a shared story (Kukul & Kara, 2019). These
processes strengthen not only cognitive development but also children’s social awareness and capacity
for empathy (Kutlucan, Cakir, & Unal, 2019). By effectively using the storytelling method, teachers can
support children’s thinking skills at both the individual and group levels and create more dynamic and
engaging learning environments (Ulu, 2021).

Another important advantage of this method is that it offers opportunities to use technology within
pedagogical processes (Kocaman-Karoglu, 2016; Ulu, 2021; Kutlucan, Cakir, & Unal, 2019). This not
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only enables children to acquire digital literacy at an early age but also positively influences teachers’
attitudes toward technology use (Aydin & Ekinci Celikpazu, 2019). Therefore, digital storytelling not
only enhances children’s thinking skills but also encourages early familiarity with technology and its
use for creative and educational purposes.

The contribution of this study to the literature lies in examining preschool teachers’ experiences
with digital storytelling within a theoretical framework related to the development of thinking skills.
Based on teachers’ views, the study aims to provide a qualitative framework for understanding how
digital storytelling can be associated with Bloom’s cognitive domain levels and Marzano’s thinking
skills model. Furthermore, the role of this method in developing thinking skills during the preschool
period will be examined through teachers’ perspectives. It is intended to gain a deeper understanding of
the effectiveness of digital storytelling in children’s cognitive development and its compatibility with
instructional processes.

The problem statement of the research can be defined as follows: There is a need for in-depth data
based on teachers’ experiences regarding the development of thinking skills through digital storytelling
in preschool education. This gap is important both for improving the quality of practices and for
strengthening teachers’ awareness of digital pedagogies.

Research on digital storytelling sheds light on the role of this method in the development of both
cognitive and social skills. Tiire Kdse and Bartan (2021) emphasized that this method improves
children’s listening skills and demonstrated that it supports cognitive processes such as attention
development, meaning-making, and focus on the story. Canli (2022) reported that digital applications
involving story creation positively contribute to the expressive language skills of bilingual children and
noted that this method offers a significant opportunity for linguistic development.

The effects of technology-based activities that allow children to create their own stories on social
development become particularly evident in drama-based applications. Bagsdas and Akar Vural (2017),
in their study conducted with six-year-old children, stated that this method strengthens children’s social
interaction, cooperation, and self-expression skills. Additionally, Alpay and Okur (2021) revealed how
digital learning content enhances children’s visual literacy skills and highlighted the importance of
digital materials in children’s processes of accessing and processing information.

Studies focusing on the integration of digital storytelling into educational processes also reveal
the pedagogical potential of this method. Kocaman-Karoglu (2015) examined how the digitalization of
storytelling affects instructional processes and stated that digital stories support creative thinking and
problem-solving skills. In another study conducted by Kocaman-Karoglu (2016), teachers’ levels of
adoption of this method and the effects of digital stories on classroom practices were evaluated.
Similarly, Simsek et al. (2018) presented a critical approach to digital storytelling within the educational
context in Tiirkiye, discussed the effects of this method, and indicated that, compared to traditional
methods, it offers a student-centered learning environment.

Turgut and Kisla (2015) addressed the theoretical background of digital storytelling in their
research and emphasized its innovative potential in education. They concluded that digital stories have
positive effects on students’ meaning-making and creativity skills. In light of all these studies,
technology-based storytelling appears to be a multidimensional tool that supports children’s cognitive,
social, and emotional development. However, the limited number of teacher-based studies in the
literature that directly focus on the concept of “thinking skills” makes this research particularly
significant.

Objective

This study aims to examine in depth the effects of this method on the development of thinking
skills by considering teachers’ views. In line with this purpose, the following research questions will be
addressed:
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1. How does digital storytelling contribute to the development of preschool children’s
critical, creative thinking, and problem-solving skills?

2. Which tools and methods do preschool teachers prefer when using digital storytelling in
integrated education?

3. What challenges do teachers encounter in classroom implementations of digital storytelling?
Method
Research Model

This study was designed using the case study pattern, one of the qualitative research methods. A
case study is a research method employed in situations where a contemporary phenomenon is examined
within its real-life context, where the boundaries between the phenomenon and its context are not clearly
defined, and where multiple sources of evidence or data are available (Subas1 & Okumus, 2017). It
allows for the detailed examination of a specific situation and aims to gain in-depth access to
participants’ views, experiences, and perceptions (Yildirim & Simsek, 2013; Subas1 & Okumus, 2017).
The reason for selecting this model is to provide an in-depth understanding of teachers’ experiences in
developing thinking skills in the preschool period through digital storytelling. In this respect, the case
study enables a holistic presentation of how teachers use this method in classroom practices, the
challenges they encounter, and their pedagogical approaches (Yildirim & Simsek, 2013).

Participants

The participants of the study consisted of 14 preschool teachers working in two independent
kindergartens affiliated with the Ministry of National Education in the Niliifer district of Bursa, Ttirkiye.
The criterion sampling method was employed in the study. The fundamental principle of criterion
sampling is to study all cases that meet a predetermined set of criteria (Yildinm & Simsek, 2013). In
this research, the criteria considered in participant selection were determined as follows: (1) actively
working in preschool education institutions, (2) using digital storytelling in the classroom or having
experience in this area, (3) voluntarily agreeing to participate in the study, and (4) having at least one
year of professional experience. Accordingly, teachers who used digital storytelling in the classroom or
had experience in this field were preferred. In order to address ethical considerations, the identities of
the interviewed teachers were kept confidential, and codes (T1, T2, etc.) were assigned to the teachers
during the reporting phase of the study. Detailed demographic information regarding the participants is
presented in Table 1 and Table 2.

Table 1. Demographic Information of the Participants

Participant Gender Age Professional Experience Educational Level
T1 Female 26-30 0-5 Bachelor’s Degree
§) Female 26-30 6-10 Bachelor’s Degree
T3 Female 31-35 11-15 Bachelor’s Degree
T4 Female 36-40 6-10 Bachelor’s Degree
Ts Female 31-35 11-15 Bachelor’s Degree
T6 Female 20-25 0-5 Bachelor’s Degree
T7 Female 41 and above 16 years and above Master’s Degree
T8 Female 31-35 11-15 Bachelor’s Degree
T9 Female 36-40 16 years and above Master’s Degree

T10 Female 41 and above 17 years and above Bachelor’s Degree
T11 Female 41 and above 18 years and above Bachelor’s Degree
T12 Female 31-35 11-15 Bachelor’s Degree
T13 Female 26-30 11-15 Bachelor’s Degree
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T14 Female 31-35 11-15 Bachelor’s Degree

Table 1 presents the demographic characteristics of the teachers who participated in the study. All
participants were female, and their ages ranged from 20-25 to 41 and above. In terms of professional
experience, a significant proportion of the teachers had 11 years or more of experience. Regarding
educational background, the majority held a bachelor’s degree, while a small number possessed a
master’s degree. These data indicate that the participant group was experienced and had a professional
background in preschool education.

Table 2. Information Regarding Participants’ Use of Digital Storytelling

Participant Computer Mobile Web Tools Level of Access to Duration of Digital
1eip Programs Applications Digital Tools Storytelling Use
Video Editor, Smartphone,
T1 PowerPoint Tablet ToonDoo Moderate 1-3 years
T2 EBA, PowerPoint Sm%:glhe (:ne, YouTube High 4 years and above
T3 EBA, PowerPoint Phone — Moderate 1-3 years
T4 — Computer, Tablet, — Low Less than 1 year
Phone
T5 — — Canva, Animato High 4 years and above
T6 — — Storybird, Canva, High 4 years and above
Powtoon
T7 PowerPoint — Animato, Storybird Moderate 1-3 years
T8 EBA — YouTube, Storybird Moderate 1-3 years
. StoryJumper, StoryTell, High
T9 PowerPoint — Web2 tools 4 years and above
T10 PowerPoint, EBA Smartphone YouTulée;nS\.,t;)ryblrd, High 4 years and above
T11 PowerPoint, EBA Phone YouTube Moderate 1-3 years
T12 — Computer, Tablet, Web2 tools Moderate 4 years and above
Phone
T13 — Computer, Tablet, Web2 tools Moderate 4 years and above
Phone
T14 PowerPoint, EBA Comp;;le;,leTablet, — Moderate 4 years and above

Table 2 presents information regarding the types of digital tools used by the participating teachers
in the digital storytelling process and their levels of access to these tools. It is evident that the majority
of teachers used various digital tools such as computer programs (PowerPoint, EBA), mobile devices
(phone, tablet), and web tools (Canva, Storybird, Web2 tools). It was determined that access levels to
digital tools were generally moderate to high, and that many teachers had been using digital storytelling
for 1-3 years or for four years and above. This indicates that the participants were experienced in the
use of digital tools and actively implemented digital storytelling in educational settings.

Data Collection Instruments

A semi-structured interview form was used to collect data in the study. In the process of
developing the interview questions, a comprehensive literature review was first conducted in the fields
of digital storytelling in early childhood, thinking skills, and teachers’ views (Kocaman-Karoglu, 2015;
Prasetya & Hirashima, 2018; Tzima, Styliaras, & Bassounas, 2020; Rahiem, 2021), and an initial pool
of questions was created based on these studies. After the question pool was developed, two subject-
matter experts and one qualitative research expert were consulted to evaluate the content validity of the
questions. In line with the experts’ suggestions, the clarity of the statements was enhanced, unnecessary
repetitions were removed, and the questions were reorganized to clearly reflect the intended themes.
The finalized semi-structured interview form consisted of six questions. The interviewer had the
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flexibility to ask additional questions when necessary in order to obtain more detailed information from
the participants, provided that the main questions remained unchanged (Yildirnm & Simsek, 2013).
During the data collection process, the same main questions were posed to all participants, and the
responses were audio-recorded on a voluntary basis.

During the interviews, teachers were encouraged to elaborate on their personal experiences,
thoughts, and practices regarding the use of this method in developing children’s thinking skills. The
questions were prepared in a manner that allowed flexibility, enabling participants to express their views
more freely. The semi-structured open-ended interview questions were asked to each teacher in the same
format and order. The responses provided by the teachers to the open-ended questions were recorded
using a voice recorder on a voluntary basis.

The interview form, prepared in accordance with the purpose of the study, included the following
six questions:

1. When you use digital storytelling in the classroom, have you observed a noticeable
improvement in children’s thinking skills (e.g., critical or creative thinking)? Could you explain with
examples?

2. What types of activities or story types do you prefer in order to support children’s problem-
solving skills through digital storytelling?

3. What tools (e.g., tablets, applications, or software) do you use for digital storytelling?

4. What methods (e.g., group work, individual activities) do you implement when integrating
digital storytelling into your educational program?

5. What are the main challenges you encounter in the classroom during digital storytelling?

6. What strategies or suggestions have you developed to address issues such as technological
infrastructure deficiencies or time management?

Data Collection

In line with the objectives of the research, permission was obtained from the school administration
and the teachers prior to conducting the interviews. The interviews were conducted with participants on
a voluntary basis. The purpose of the interview was explained to the participants, and they were informed
that they could feel comfortable while answering the questions. During the data collection process,
interviews were conducted with fourteen teachers. The interviews were audio-recorded after informing
the teachers, and the responses varied among participants. Each interview lasted approximately 15-20
minutes. The primary aim of data collection was to understand teachers’ in-depth perceptions and
experiences regarding digital storytelling and to obtain a detailed perspective on how they support
thinking skills.

Data Analysis

The content analysis process includes the stages of coding the data, categorizing it, identifying
themes, organizing the data according to codes and themes, defining them, and interpreting the findings
(Yildirim & Simsek, 2013). In the analysis of this study, the raw data obtained from teachers’ views
were coded by the researcher, and themes were created by grouping similar codes together.

During the coding process, a second researcher (an expert in qualitative research) conducted
independent coding, and the inter-coder agreement rate was calculated as 88%. This rate exceeds the
reliability threshold of 80% recommended by Miles and Huberman (1994). Comparisons were made
until consensus was reached on the discrepant codes. The findings were analyzed and interpreted in line
with the identified themes.

Validity and Reliability
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Multiple methods were employed to ensure the validity of this research. First, the development
process of the semi-structured interview form was conducted systematically. In designing the interview
form, a comprehensive literature review was carried out to create an extensive pool of questions related
to digital storytelling, early childhood, and thinking skills. Subsequently, this pool of questions was
evaluated through the opinions of three experts, and the necessary revisions were made. These experts
specialized in preschool education, qualitative research, and measurement and evaluation. In accordance
with the experts’ suggestions regarding content validity, clarity, linguistic appropriateness, and the
compatibility of the questions with an open-ended structure, the required revisions were made to the
interview form. As a result of this process, the six-question semi-structured interview form was finalized
and content validity was ensured.

To ensure reliability, teachers’ statements were recorded verbatim using a voice recorder during
the data collection process and subsequently transcribed. In order to enhance the accuracy of the research
data during the coding and analysis stages, the obtained data were also reviewed by a different expert.
Furthermore, to avoid researcher bias during data analysis, participants’ statements were presented
through direct quotations.

To ensure reliability, teachers’ statements were recorded verbatim using a voice recorder during
the data collection process and subsequently transcribed. In order to enhance the accuracy of the research
data during the coding and analysis stages, the obtained data were also reviewed by a different expert.
Furthermore, to avoid researcher bias during data analysis, participants’ statements were presented
through direct quotations.

Findings

In this section, the data obtained from the semi-structured interviews conducted with teachers
were analyzed using content analysis, and the findings are presented under thematic categories. Each
theme is supported by direct quotations from teachers’ statements and complemented with interpretive
explanations clarifying the meaning of the relevant findings.

1. Findings Regarding the Contributions of Digital Storytelling to the Development of
Preschool Children’s Critical, Creative Thinking, and Problem-Solving Skills

This section presents how digital storytelling is reflected in children’s higher-order cognitive
processes (analysis—evaluation—creation) and their social-emotional development.

Participants’ responses to the question, “How does digital storytelling contribute to these skills?”
are summarized in Table 3.

Table 3. Responses Regarding the Effects of Using Digital Storytelling in the Classroom on
Children’s Thinking Skills

Code f Category Theme
Critical thinking 6
Analytical thinking 1 Critical and analytical thinking
Different perspectives 4 : Cognitive Development
Problem solving 5 Problem solving
Imagination development 2 Imagination and creativity
Creative thinking 8
Cooperation 3 Cooperation and empathy
Empathy development 2 Creativity and Social
Development
Self-confidence development 1 Emotional awareness and self-confidence
Role model 1
Altracting aftention 2 Motivation and attention Emotional and Behavioral
No significant improvement 2 Development
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Language development 2 Language and communication

As indicated in the findings, digital stories highlight critical/analytical thinking and problem-
solving within the axis of cognitive development, and they strengthen children’s tendencies to generate
alternative solutions and develop different perspectives. The categories of creativity and social
development suggest that the method supports not only cognitive skills but also social skills such as
cooperation and empathy. The relatively limited contribution to emotional and language development
indicates that implementation design should be enriched with activities specifically targeting these two
dimensions.

“Digital storytelling greatly contributes to children’s creative thinking and gaining a critical
perspective. The characters in the visuals stimulate children’s imagination and influence them to create
new characters.” (T1)

“Yes, I think it has a significant impact on children’s analytical thinking skills.” (T5)

In the context of creativity and social development, imagination and creative thinking were the
most frequently emphasized areas. It was observed that children demonstrated their creativity during the
story creation process and developed their cooperation and empathy skills through group activities.
Although gains such as emotional development, increased self-confidence, and attention enhancement
were mentioned to a limited extent, digital stories were also found to be supportive in these areas.
Language development was less emphasized; however, it was stated that storytelling supports the
development of this skill. Overall, digital storytelling appears to be an effective method for developing
children’s thinking, creativity, and social skills. Its effects on emotional and language development were
observed at a more limited level.

“Digital storytelling greatly contributes to children’s creative thinking and gaining a critical
perspective.” (T1)

“In this process, I realized that they were able to use both logic and imagination together.” (TS)

“In my opinion, digital storytelling is a different method; it captures students’ attention and
encourages them to question and develop new ideas. For example, students can end the story however
they want or stop it wherever they wish. It is a method that gives students freedom and provides intense
interaction.” (T12)

“When I use digital storytelling in the classroom, I think it helps children develop their creative
thinking, problem-solving, and critical thinking skills.” (T13)

Participants’ responses to the question, “What types of activities or story types do you prefer to
support children’s problem-solving skills through digital storytelling?”” are compiled in Table 4.
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Table 4. Responses Regarding the Types of Activities and Stories Used to Support Problem-Solving
Skills Through Digital Storytelling

Code f Category Theme
Philosophical stories 1 ) ) . .
- - Educational and philosophical stories
Educational fairy tales 1
Stories involving conflict resolution 1 Conflict- and problem-solving-focused
Stories addressing everyday life problems 3 stories
- - Story Types
Fantastic stories 2 ) )
- Fantastic and mystery stories
Mystery stories 1
Fable-type stories 2
- Nature and fable types
Stories about natural phenomena 2
Problem-focused stories 2 Problem-focused stories
Stories including visuals 1 - i
£ - Open-ended and visually enriched stories Problem-Solving
Use of open-ended questions 2 Approaches
Drama and brainstorming 1 Drama and brainstorming

As presented in Table 4, the responses were categorized, and the themes of story types and
problem-solving approaches were identified.

The results indicate that educational/philosophical and conflict resolution-oriented stories
facilitate children’s reasoning about real-life situations, whereas fantastic and mystery stories stimulate
the generation of creative solutions through alternative scenarios. Open-ended questions and visual
richness constitute the main pedagogical mechanisms that diversify problem situations and make
children’s ability to generate alternatives more visible.

“I use educational fairy tales.” (T9)

“I generally prefer stories that support sub-branches of philosophy and include topics such as
morality, knowledge, homeland, cooperation, and sharing—especially P4C stories.” (T14)

Stories involving conflict resolution and those addressing everyday life problems have
contributed to children’s ability to find solutions to situations they may encounter in real life. In addition,
stories related to natural phenomena and fables have facilitated children’s understanding of natural
events and values. Among problem-solving approaches, problem-focused stories and stories
incorporating open-ended questions encouraged children’s creative thinking and their ability to propose
solutions. Visually enriched stories attracted children’s attention and made problem-solving processes
more effective. Some participants’ statements on this issue are presented below:

“To support problem-solving skills through digital storytelling, I choose story types that include
open-ended questions.” (T1)

“I generally prefer stories that involve conflict resolution. In these stories, children try to find
solutions for the characters and share their own ideas.” (T3)

“I select age-appropriate activities and ask open-ended questions at the end of the activity to
contribute to children’s problem-solving skills.” (T12)

2. Findings Regarding the Tools and Methods Preferred by Preschool Teachers When Using
Digital Storytelling in Integrated Education

This section presents the pedagogical functions of the tools used in digital storytelling and the
strategies employed to integrate them into the curriculum. Responses to the question, “Which tools do
you use and what are your selection criteria?”” are summarized in Table 5.
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Table 5. Findings Regarding the Tools Used for Digital Storytelling

Code f Category Theme
Interactive preschool books 1 i
P ; . Preschool-focused tools Educational support
Tools that support imagination 1 tools
Applications with drawing features 2 Tools with drawing features Creathltt}(’)-OSll;pportmg
Simple and free applications 3

Simple and easily accessible
tools

—

Easily accessible tools
Digital content (EBA, YouTube, interactive

applications) 4
TV, laptop, tablet 7 -
Pop - Visual and auditory tools Digital tools

Storytell (audiobook) 2

PowerPoint 5

Interactive and user-friendly
StoryJumper 5 tools
Web2 tools 1

As indicated in the findings, visual-auditory equipment (TV/laptop/tablet) and user-friendly
software such as StoryJumper and PowerPoint support children’s roles in both reception (listening—
watching) and production (story writing—presenting). The preference for simple/free and easily
accessible tools increases equality of access and classroom applicability. Audiobooks (Storytell) and
interactive content contribute to attention focusing and the development of verbal expression skills.
Some participants’ statements on this issue are presented below:

“I use computers and simple digital storytelling applications. I pay attention to whether the tools
are appropriate for children. Especially since there is no smart board in the classroom, I prefer tools
that each child can easily access individually.” (T4)

“I mostly use tablets and interactive story applications.” (T5)

This finding indicates that tool selection based not only on technological access but also on the
alignment between pedagogical purpose and activity is decisive in terms of learning outcomes.

Interactive and user-friendly tools such as StoryJumper, PowerPoint, and Web2 tools stood out
among digital platforms. These tools encouraged creative thinking by enabling children to create and
present their own stories.

“I use StoryJumper, PowerPoint, Storytell (audiobooks), and Web?2 tools by projecting them onto
a large-screen TV via a laptop. When choosing Web2 tools, I select tools and programs that include
eye-catching visuals. I also make sure to select them according to the children’s age group, interests,
needs, and abilities.” (T1)

“For digital storytelling in my classroom, I use PowerPoint and StoryJumper, and I project them
from my laptop.” (T13)

“l use a tablet. I really like the EBA platform; it has rich content. I use the interactive preschool
books published by the Ministry of National Education and PowerPoint on the computer.” (T14)

Within the category of simple and easily accessible tools, simple and free applications and easily
accessible tools were preferred by teachers due to their practicality and accessibility. In the category of
digital content, rich materials enabled storytelling to be enriched with visual and auditory elements. As
educational support tools, interactive preschool books and imagination-supporting tools demonstrate the
use of materials specifically designed for young children. Finally, drawing-feature applications,
categorized as creativity-supporting tools, encouraged children’s creativity and their individual
contributions to stories.
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“I mostly use simple and free applications. I especially prefer tools that children can easily access
and use without difficulty. Applications with drawing features make it easier for children to create their
own stories.” (T6)

Overall, the tools used in digital storytelling provided a rich infrastructure both pedagogically and
technologically, contributing to children’s various areas of development.

“I use applications such as tablets and StoryJumper. I think ease of use and having content that
attracts children’s attention are important for gathering their attention and achieving the intended
learning outcomes.” (T3)

Teachers’ responses to the question, “What methods do you implement when integrating digital
storytelling into your educational program?” are presented in Table 6.

Table 6. Methods Used When Integrating Digital Storytelling into the Educational Program

Code f Category Theme

Integration with art activities 2 Integration with art
. . . . Integration with different
Topic-related activities 3 Topic integration cgration wit differe
activities
Integrated activities 3 Integrated activities
Question and answer 1 ) o )
- - - Creative activities Interactive methods
Brainstorming technique 1
Drama method 5 . . Social interaction-based
Collaborative activities h
Group work 8 methods
Individual activities 4 Individual activities Individual-based activities

As reflected in the findings, interaction-based methods such as drama, group work, and
brainstorming strengthened children’s social interaction and collaborative product development
experiences, while integration with art activities supported the concretization and multiple
representation of concepts. Individual work, on the other hand, made personal expression and original
contribution visible, thereby laying the foundation for self-regulation skills.

“When integrating digital storytelling, I implement drama as a group activity and art activities
individually to further support their creativity.” (T11)

“I present the stories to the whole class as a large group. I plan individual art activities or dramas
with the story characters.” (T12)

“I try to integrate stories with other subjects. For example, in a mathematics activity, I use a
number-themed story to make the lesson enjoyable and encourage children to think about numbers.”
(T6)

This finding demonstrates that integrated practices facilitate interdisciplinary transfer and support
holistic development in cognitive, social, and emotional domains.

Among interactive methods, question-and-answer and brainstorming techniques were mentioned
as approaches used to develop children’s thinking skills and increase classroom participation. These
methods were particularly effective in ensuring active participation and supporting problem-solving
processes.

“I implement group work and individual activities that integrate digital storytelling into my
educational program. I generally use the drama method and brainstorming technique. I use question-
and-answer. That’s it.” (T1)

Drama and group work, which can be described as interaction- and collaboration-based methods,
were the most frequently used approaches in digital storytelling. These methods enabled children to
develop their social skills and collaborate during creative processes.
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“If there are problems in the classroom, I turn to group activities.” (T2)
“I combine story creation activities with group games.” (T10)

“When integrating digital storytelling, I use drama as group work and art activities individually
to further support their creativity.” (T11)

Finally, within the category of individual participation, individual activities supported children in
contributing to stories and developing their individual expression skills. Some participants’ statements
on this topic are presented below:

“If there are individual problems, such as sibling jealousy, difficulty sleeping in their own bed,
or problems communicating with friends, I recommend short films that they can watch individually at
home.” (T3)

“I organize both individual and group activities. In this way, I ensure children’s active
participation through different methods.” (T4)

Overall, digital storytelling was enriched through various methods ranging from art activities to
group work, thereby supporting children’s multidimensional development.

3. Findings Regarding the Challenges Teachers Encounter in Classroom Implementations of
Digital Storytelling

This section summarizes the factors that limit the implementation process and the solutions
developed to address them. Responses to the question, “What are the main challenges?” are classified
in Table 7.

Table 7. Main Challenges Encountered in the Classroom During Digital Storytelling

Code f Category Theme

Content appropriateness

’ . Content-related problems
Uncontrolled access of children to digital tools

Time management
problems

Lack of sufficient technology 1
Absence of a smart board 1 . Hardware and
infrastructure problems Technological
Technological infrastructure deficiencies 4 deficien §1 o
Laptop running an outdated Windows version 1 Software and access
Insufficient sound system 1 problems
Children’s difficulty interacting with digital tools 1 Children’s interaction with
Short attention span and distractibility in children 6 technology ) )
I Usage difficulties
4
2

Time management

As indicated in the findings, technological infrastructure problems (such as the absence of smart
boards, outdated software versions, and insufficient sound systems) and access-related issues limit the
continuity and quality of classroom implementations. Short attention spans and issues related to content
appropriateness necessitate planning that is sensitive to learner characteristics. These findings suggest
that, for effective implementation, technical support, material standards, and time management
strategies should be strengthened at the institutional level.

“Technological infrastructure deficiencies, the absence of smart boards, insufficient sound
systems, and the use of laptops with older Windows versions create difficulties in using some programs.”

(T1)

“We often encounter technical problems, especially applications not working on tablets. I try to
overcome such issues by testing them in advance and planning alternative activities. Also, since
children’s attention spans are limited, I make sure to keep activities short.” (T5)



546 Sahin & Oztabak / Anemon Mug Alparslan Universitesi Sosyal Bilimler Dergisi, 2026 14(1) 533-569

“Almost all teachers face challenges such as lack of technological infrastructure, insufficient
technology in the classroom, some children struggling to interact with digital tools, and their attention
being easily distracted. I try to attract their attention by varying my tone and continuing to narrate the
story myself while they listen to it digitally.” (T13)

Within the category of usage difficulties, children’s struggles in interacting with digital tools and
their short attention spans were identified as significant challenges in digital storytelling. Content-related
issues, such as the appropriateness of materials and children’s uncontrolled access to digital tools, were
also noted as factors limiting effective implementation. Some participants’ statements on this issue are
presented below:

“The most common problem I encounter is not being able to maintain children’s attention.” (T2)

“Nowadays, since most children have unlimited access to digital tools, this can become a
problem. Especially distraction and inability to focus make our work more difficult. In such cases, |

support the stories with printed materials. I also always conduct a trial run before starting the
activities.” (T10)

Finally, time and management problems emerged as another significant challenge teachers face
in planning and implementing digital storytelling. Overall, these challenges are considered factors that
may reduce the effectiveness of digital storytelling but can be addressed through appropriate planning
and support. Some participants’ statements on this issue are presented below:

“Time management is a major challenge. I try to make my plans more flexible and determine
priorities. I also encounter some children’s reluctance to use technology. In such cases, I support them
in becoming accustomed to technology.” (T4)

“Time constraints are a significant problem. Therefore, I plan each activity in advance and
provide more guidance to children in order to use time effectively. I also try to use limited technological
resources as efficiently as possible.” (TS)

Teachers’ responses to the question, “What strategies or suggestions have you developed to
address issues such as technological infrastructure deficiencies or time management?” are presented in
Table 8.

Table 8. Responses Regarding Strategies or Recommendations Developed to Address Technological
Infrastructure Deficiencies or Time Management Issues

Code f Category Theme
Seeking support from parents or experts 2 Seeking support
. . . llaboration an
Involving children in the process 2 o Collaboration and
- — Group activities support
Conducting group activities 3
Prioritizing activities 2
Preparation before lessons 2 Prioritization and preparation Planning and
Planning 1 management
Using a timer 3 Time management
Supporting with different activities and tools 2 . Interaction and
- - - — Different approaches .
Tone of voice, facial expressions, and dramatization 2 adaptation

An examination of Table 8 shows that planning strategies such as prioritizing activities, preparing
before lessons, and developing a “Plan B”; classroom management techniques such as using a timer;
and collaboration channels such as seeking support from parents or experts reduce the impact of these
challenges. Actively involving children in the process and using instructional variations such as role-
play, tone of voice, and facial expressions provide practical solutions that enhance attention management
and participation.
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“lusually follow up-to-date Web2 tools. When I encounter problems, I seek support from parents
who are knowledgeable about technology and experts in this field.” (T7)

“I minimize technological shortcomings by ensuring that children participate more actively in
the story creation process.” (TS8)

This finding indicates that instructional flexibility and the use of multiple strategies increase the
sustainability of digital storytelling activities by compensating for classroom constraints.

Involving children in the process created a more effective learning environment by ensuring active
participation. Under the theme of planning and management, prioritizing activities and preparing before
lessons demonstrate teachers’ strategic approaches to time management. The use of a timer enabled
classroom activities to be managed in a more organized and efficient manner. Some participants’
statements on this issue are presented below:

“To address technological deficiencies, I prepare outside of class. For example, I prepare story
materials at home and use them in the classroom. For time management, I prioritize activities and
conduct small group work so that I can give equal attention to each child.” (T4)

“Since we frequently experience technical issues such as internet problems or computers freezing,
I always have a backup plan ready for such situations. In terms of time management, I prepare the
materials I will use in advance.” (T11)

The theme of interaction and adaptation, supported by different activities and tools, as well as
methods such as tone of voice, facial expressions, and dramatization, enabled teachers to provide
students with a more effective and engaging learning experience. Some participants’ statements on this
issue are presented below:

“When there are technological infrastructure deficiencies, I support story activities with more
traditional tools.” (T3)

“The absence of smart boards in classrooms prevents active participation in interactive activities.
1 experience problems with time management. I manage activities by using tone of voice, facial
expressions, and dramatization.” (T1)

“By creating weekly or monthly plans and allocating specific time slots for each activity, I do not
encounter problems such as time management.” (T6)

Overall, the solutions developed offer effective strategies both for improving classroom dynamics
and for overcoming the challenges of digital storytelling.

Discussion and Conclusion
Discussion

The findings of this study emphasize the impact of digital storytelling on the process of
developing thinking skills in preschool children. The perspectives of participating teachers demonstrate
that digital storytelling contributes significantly to skills such as critical thinking, creativity, problem-
solving, and collaboration. When compared with similar research in the literature, it is observed that the
findings largely align with current trends (Smeda, Dakich & Sharda, 2014).

This study provides a unique contribution to the literature by revealing the pedagogical
approaches of teachers toward digital storytelling within the Turkish context. Specifically, the detailed
examination of how teachers integrate digital tools with pedagogical goals and their implementation
strategies clarifies an aspect that has been limitedly addressed in the literature.

According to the teachers' statements, digital stories allow children to establish cause-effect
relationships between events and generate alternative solutions. This situation is similarly emphasized
in the study by Tzima, Styliaras, and Bassounas (2020); digital stories enhance children's critical
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thinking capacities, strengthening their ability to analyze complex situations and perform synthesis.
Furthermore, Kocaman-Karoglu (2015) stated that digital storytelling is a method that increases
students' creative thinking skills in learning environments. In our study, teachers also expressed that the
visuals used during digital storytelling and the story-structuring process stimulate children's
imagination. These findings indicate that digital storytelling functions as an interaction-based learning
tool in both cognitive processes and emotional learning.

Similarly, in a study conducted by Kocaman-Karoglu (2016) with teachers, it was revealed that
preschool teachers evaluate digital storytelling as an interactive learning tool that attracts students'
interest, and this method increases children's learning motivation. Kukul and Kara (2019) also noted that
pre-service teachers have positive attitudes toward digital storytelling and that this method improves
teachers' technology literacy levels. These studies demonstrate that digital storytelling has become a tool
that transforms teachers' pedagogical practices. Consequently, the findings of this study reveal that
teachers position digital storytelling not merely as a technological tool but as a pedagogical approach
that supports thinking skills.

Regarding problem-solving skills, it was stated that children develop creative solution proposals
through stories involving conflict resolution and open-ended activities. These findings align with the
study by Prasetya and Hirashima (2018), which states that digital storytelling supports higher-order
thinking skills such as analysis and synthesis. Additionally, the strengthening of children's cooperation
and empathy skills during group activities parallels the findings of Basdas and Akar Vural (2017)
regarding the fact that drama-based digital storytelling programs increase children's social skills. Digital
stories stand out as a tool that encourages children to participate actively not only individually but also
within a group. This result shows that digital storytelling also plays an important role in supporting
social-emotional learning.

In terms of the development of social skills, similar results were put forward by Bayrak and
Akkaynak (2020), determining that creative drama-based digital activities support children's emotion
regulation and social problem-solving skills. These findings show that teachers evaluate digital
storytelling as a vehicle for social-emotional learning. Furthermore, Karacelik (2022) and Bilbay (2024)
revealed that teachers' creative and reflective thinking tendencies affect the way they transfer digital
methods into the classroom environment. This situation demonstrates that the effective use of digital
storytelling depends not only on technological tools but also on teachers' thinking tendencies and
pedagogical approaches.

In our study, it was observed that some teachers faced challenges such as a lack of technological
infrastructure and limited access to digital tools. In Ulu's (2021) research examining digital storytelling
studies in Turkey, such infrastructural deficiencies were also identified as a significant factor limiting
teachers' effective use of digital methods. Specifically, it is emphasized that problems such as the lack
of smart boards and outdated computer software need to be resolved. At this point, it can be argued that
more support should be provided regarding digital material development and access to appropriate
technology (Simsek et al., 2018). This situation shows that the impact of digital storytelling is directly
affected by contextual conditions (infrastructure, access, time management).

Moreover, the efforts of teachers to adapt digital storytelling to the classroom environment despite
such difficulties is a situation also emphasized in research in Turkey (Kocaman-Karoglu, 2016; Ulu,
2021). Specifically, Bilen, Ergiin, and Simsek (2021) found that using digital tools in STEM-based
activities improves teachers' problem-solving and planning skills, while Kutlucan, Cakir, and Unal
(2019) revealed that digital stories can be used effectively in values education processes. These findings
show that teachers' capacity to integrate digital tools with pedagogical goals increases the quality of
learning environments.
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Digital storytelling not only ensures greater participation of children in learning processes but
also stands out as a method that integrates technology with pedagogical tools. This finding is consistent
with Rahiem's (2021) study, which evaluates digital storytelling as an effective educational tool.
According to Rahiem, the storytelling process supports not only children's cognitive development but
also their digital literacy skills. Aydin and Ekinci Celikpazu (2019) determined that digital stories
improve children's listening, meaning-making, and communication skills within a group, while Tiire
Kose and Bartan (2021) revealed its contribution to listening and attention processes. These studies
demonstrate that digital stories are powerful tools that support children's multifaceted cognitive
processes.

Conclusion

The fact that the effects on emotional and language development areas were limited in this
research indicates that experimental and mixed-method studies focusing on these dimensions should be
conducted in the future. Additionally, the findings of our study show that the effects of digital stories on
emotional and language development are limited. This is consistent with the findings of Alpay and Okur
(2021), who stated that visual literacy and digital content provide limited contribution to children's
language development. However, in a study conducted by Canli (2022) with bilingual children, it was
concluded that digital storytelling strengthens expressive language skills. These differences may be
related to variables such as the quality of digital content, teacher guidance, and the types of stories used.
Therefore, it is important to develop more comprehensive and diversified digital content in the
dimension of language development.

Furthermore, digital storytelling carries value not only for children but also for the development
of teachers' professional competencies. In research conducted by Kocaman-Karoglu (2016) and Kukul
& Kara (2019), an increase was observed in the technology literacy, creative thinking, and pedagogical
awareness levels of teachers participating in digital storytelling. This result shows that digital
storytelling is also a powerful tool for teacher development.

Digital storytelling is not just an instructional method; it is a learning ecosystem that strengthens
teacher-student interaction and supports multifaceted thinking skills. Accordingly, in future research, it
is recommended to conduct in-depth examinations of dimensions such as the ways teachers implement
digital storytelling and the contribution of this method to children's emotional intelligence and creativity
development. Thus, the interaction between the pedagogical, technological, and emotional dimensions
of digital storytelling can be more clearly revealed.

As this research is based solely on the opinions of preschool teachers, the findings are limited to
teacher perceptions, and the changes in children's thinking skills were not directly observed. Since the
study was conducted in two independent kindergartens in the province of Bursa, its generalizability to
different regions is limited. Additionally, since teachers' access to digital tools and the technology
infrastructure of schools vary, these conditions may have influenced the nature of the opinions
expressed.

Recommendations

The recommendations developed based on the findings of the study are presented below in
relation to its limitations and directed toward practice (teachers), education (institutions), and future
research (researchers).

1. Recommendations for Practice (Teachers)

Since this study is limited to teachers’ views, teachers’ implementation styles and pedagogical
strategies in digital storytelling constitute an important determinant. In this regard:

In-service training programs that include digital material development and practical application
examples should be prepared to enable more effective classroom use of this method.
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Open-ended question pools, story templates, and implementation guidelines that support higher-
order thinking skills (analysis, synthesis, evaluation) should be developed.

2. Recommendations for Education (Institutions and the Ministry of National Education)

One of the most significant limitations expressed by teachers during the research process was the
lack of technological infrastructure. Therefore:

Smart boards, tablets, audio equipment, and up-to-date software that support digital storytelling
should be provided in preschool education institutions.

At the Ministry of National Education level, hardware updates and support for digital content
production should be ensured in order to sustain teachers’ effective use of technology.

3. Recommendations for Future Research

This study is limited to teachers’ views, and children’s developmental outcomes were not directly
observed. Therefore:

Observational studies involving children, video analyses, and applied experimental studies should
be conducted to evaluate the emotional, linguistic, and social effects of digital storytelling.

Comparative studies should be carried out across different age groups (e.g., 3—4 years) and diverse
socioeconomic contexts.

Applied and mixed-method research examining the effects of creative digital tools such as
StoryJumper and Canva should be conducted.
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TURKCE SURUM

Giris

21. yiizyilda bireylerden beklenen beceriler arasinda elestirel, yaratici ve yansitici diisiinme 6ne
¢ikmaktadir. Ozellikle erken cocukluk dénemi, bireylerin diisiinme becerilerinin temelinin atildig1 kritik
bir donem olarak degerlendirilmektedir (Fisher, 2013; Bilbay, 2024). Bu siiregte egitimciler, cocuklarin
bilissel gelisimini desteklemek amaciyla ¢esitli yontem ve teknikler uygulamakta, diisiinme becerilerini
gelistirmeye yonelik etkinliklere agirlik vermektedir (Bilbay, 2024). Okul 6ncesi 6gretmenlerinin bu
becerileri gelistirme siirecinde aktif rol oynadiklar1 ve kendi diisiinme becerilerinin bu baglamda 6nemli
oldugu ifade edilmektedir (Samur ve Altun Yalgin, 2021). Bunun yam sira, ¢ocuklarin diisiinme
becerilerinin gelistirilmesinde yaratici etkinliklerin ve 6grenme ortamlarinin etkisi bilyiiktiir (Karagelik,
2022). Erken yaslarda bu becerilerin kazandirilmasi, bireylerin gelecekteki akademik ve sosyal
basarilarin1 olumlu yonde etkileyebilecek potansiyele sahiptir (Kurt, 2022).

Caligmada “diisiinme becerileri” kavrami, Bloom’un biligsel alan basamaklari (hatirlama, anlama,
uygulama, ¢oziimleme, degerlendirme ve yaratma) ile Marzano nun diisiinme boyutlar1 modeli (bilgi
kullanimy, iistbilis, biligsel sistem) temel alinarak agiklanmaktadir. Dijital hikdye anlatimi bu kuramsal
gergevede, cocuklarin olaylar arasinda neden-sonug iligkileri kurmasii, alternatif g¢oziimler
gelistirmesini ve yaratict iriinler ortaya koymasmi destekleyen bir pedagojik ara¢ olarak
degerlendirilmektedir. Ayrica, dijital hikayeler ¢ocuklarin dijital okuryazarlik becerilerini gelistirerek
medya mesajlarimi anlama, tiretme ve etik bigimde kullanma siireclerini de giiclendirmektedir.

Okul oncesi egitimde diisiinme becerileri, biligsel gelisimin ve yasam boyu 6grenmenin temel
taglarindan biridir (Kurt, 2022; Karagelik, 2022). Dijital hikaye anlatimi, bu becerilerin gelistirilmesinde
yaraticilig, elestirel diisiinmeyi ve problem ¢ozmeyi etkili bir sekilde bir araya getiren 6nemli bir arag
olarak 6ne ¢ikmaktadir (Kocaman-Karoglu, 2015; Rahiem, 2021; Tzima, Styliaras & Bassounas, 2020).
Yapilan arastirmalar, dijital hikdye anlattminin ¢ocuklarin dikkatini ¢ekerek onlarin fikirlerini organize
etme ve kendilerini ifade etme becerilerini gelistirdigini ortaya koymaktadir (Rahiem, 2021). Ayrica,
gorseller, sesler ve animasyon gibi multimedya Ogelerinin hikdye anlatimiyla biitiinlestirilmesi,
cocuklarm katilimini artirirken analiz ve sentez gibi {ist diizey diisiinme becerilerini de desteklemektedir
(Prasetya ve Hirashima, 2018). Bu yenilik¢i uygulamalar sayesinde ¢ocuklar, iletisim ve okuryazarlik
becerilerinin yani sira karmagsik durumlarda elestirel ve uyarlanabilir diisiinme kapasitelerini de
giiclendirmektedir (Tzima, Styliaras ve Bassounas, 2020). Dolayisiyla, bu yontem erken gocukluk
egitiminde diislinme becerilerinin gelistirilmesi icin etkili bir pedagojik yaklagim olarak
degerlendirilmektedir.

Dijital hikaye anlatimi ile diisiinme becerileri arasindaki iligki, yalnizca biligsel siireglerle degil,
ayn1 zamanda pedagojik tasarim ve 6gretmen rehberligiyle de sekillenmektedir (Kocaman-Karoglu,
2016; Simsek, Kogak Usluel, Cirali Sarica & Tekeli, 2018; Ulu, 2021). Ogretmenlerin dijital hikaye
siirecinde yonlendirme, soru sorma ve tartigsma ortami olusturma gibi stratejileri, ¢ocuklarin analiz,
degerlendirme ve yaratma basamaklarina gecisini kolaylagtirmaktadir (Prasetya & Hirashima, 2018;
Tzima, Styliaras & Bassounas, 2020). Bu yoniiyle dijital hikaye anlatimi, yapilandirmaci 6grenme ve
bilissel gelisim yaklasimlariyla da uyum gostermektedir (Turgut & Kisla, 2015; Kocaman-Karoglu,
2015).

Dijital hikéye anlatimi, teknolojinin egitimde yaraticiligi ve 0grenmeyi destekleme amaciyla
kullanilan etkili bir yontemdir (Kocaman-Karoglu, 2015; Prasetya & Hirashima, 2018; Rahiem, 2021).
Ozellikle okul 6ncesi donemde, dijital hikdyeler cocuklarin dil gelisimini, bilissel becerilerini ve sosyal-
duygusal yetkinliklerini destekleyen dnemli bir arag¢ olarak dikkat ¢ekmektedir (Kukul ve Kara, 2019).
Bu yontem, gorsel ve isitsel 6gelerle zenginlestirilmis hikayeler araciligiyla cocuklarin ilgisini ¢ekerek
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ogrenme siireclerini daha eglenceli ve etkilesimli hale getirmektedir (Kutlucan, Cakir ve Unal, 2019).
Ayni zamanda dijital hikayelerin egitimde kullanimi, hosgorii, diiriistliik ve sorumluluk gibi degerlerin
kazandirilmasinda da etkili bir rol oynamaktadir (Kutlucan, Cakir ve Unal, 2019). Yapilan arastirmalar,
dijital hikayelerin bireysel ve grup etkinliklerinde kullanildiginda, ¢ocuklarin anlama diizeylerini ve
kavramlarla ilgili farkindaliklarim artirdigini ortaya koymaktadir (Aydin ve Ekinci Celikpazu, 2019).
Hikaye siireci okul oncesi egitimde yer almasi, ¢ocuklarin yaratici diisiinme becerilerinin gelisimini
desteklerken ayni zamanda ogretmenlerin teknoloji kullanimina dair farkindaliklarii da artirmaktadir
(Sucu vd., 2019; Ulu, 2021).

Son yillarda yapilan arastirmalar, dijital hikdye anlatimina yonelik 6gretmen goriislerini ele alan
calismalarin bu alandaki bilgi birikimini 6énemli 6l¢iide zenginlestirdigini gostermektedir. Kocaman-
Karoglu (2016), okul Oncesi 0gretmenleriyle yaptig1 calismada dijital hikdye anlatiminmn simf ici
uygulamalarda 6grencilerin dikkatini ¢ektigini ve dgretmenlerin bu yontemi pedagojik agidan faydali
bulduklarini belirtmistir. Benzer sekilde, Kukul ve Kara (2019), 6gretmen adaylarinin bu yonteme
yonelik tutumlarin1  incelemis ve Ogretmenlerin teknoloji  tabanli uygulamalara yonelik
farkindaliklarinin arttigini saptamistir. Simsek ve digerleri (2018) ise Tiirkiye’deki egitim baglaminda
dijital hikdye anlatimini elestirel bicimde degerlendirmis, 6gretmenlerin yontemi bireysel cabalarla
uyguladiklarini ancak sistematik destek eksikligi yasadiklarini ortaya koymustur. Ulu (2021) tarafindan
yapilan caligmada da, 6gretmenlerin dijital materyal gelistirme konusunda desteklenmesi gerektigi
vurgulanmigtir. Bu bulgular, 6gretmenlerin bu yontemi pedagojik siirece entegre etme konusundaki
deneyimlerinin gii¢lendirilmesinin énemini ortaya koymaktadir. Egitim sisteminde bilginin iiretilmesi
ve yayillmasinda okul 6ncesi donemin kritik rolii goz oniine alindiginda (Sahin ve Bartan, 2017), dijital
hikaye anlatimi gibi yenilik¢i yOntemlerin O6gretmen goriisleri dogrultusunda incelenmesi, alanin
bilimsel niteliginin artirilmasi agisindan 6nem tagimaktadir.

Dijital hikdye anlatimi, yalnizca bir anlati araci degil ayni zamanda g¢ocuklarin diigiinme
becerilerini gelistirmeye yonelik etkili bir pedagojik yaklasimdir. (Kocaman-Karoglu, 2015; Tzima,
Styliaras & Bassounas, 2020; Rahiem, 2021). Bu yontem, ¢ocuklarin elestirel diisiinme, problem ¢dzme
ve yaratici diiglinme becerilerini bir arada kullanmalarim tesvik eden uygulamalar1 icerir (Rahiem,
2021). Ozellikle okul éncesi donemde uygulanan bu yéntem araciliftyla cocuklara sunulan gorsel ve
isitsel uyaranlar, dikkat siirelerini artirmakta ve karmagsik diisiinme siireclerini desteklemektedir
(Prasetya ve Hirashima, 2018). Ayrica, ¢gocuklarin hikaye i¢inde karakterlerin bakis agilarini anlamalari,
olaylar arasinda neden-sonug iligkileri kurmalar1 ve alternatif ¢ézlimler iiretmeleri, elestirel diisiinme
becerilerinin temellerini olusturur (Tzima, Styliaras ve Bassounas, 2020).

Alan yazindaki arastirmalar, 6gretmenlerin dijital hikdye anlatimimi hem biligsel hem de sosyal
becerileri destekleyen bir arag¢ olarak degerlendirdigini gostermektedir. Basdas ve Akar Vural (2018),
drama temelli dijital hikaye programlarinin ¢ocuklarin sosyal etkilesim ve empati becerilerini artirdigini
ortaya koymustur. Bayrak ve Akkaynak (2020) da Ogretmenlerin yaratict drama destekli dijital
etkinliklerle ogrencilerin duygu diizenleme ve problem ¢6zme becerilerini gelistirdiklerini
vurgulamistir. Karagelik (2022) ve Bilbay (2024) ise 0gretmenlerin yaratict ve yansitict diisiinme
egilimlerinin dijital yontemleri sinif ortamina aktarma bigimlerini etkiledigini gdstermistir. Buna gore,
dijital hikaye anlatimina iliskin 6gretmen temelli calismalar, yontemin yalnizca 6grenci merkezli degil,
ayn1 zamanda 0gretmen yeterlikleriyle yakindan iliskili oldugunu gostermektedir.

Bu dogrultuda, alanyazin incelendiginde dijital hikaye anlatimi ve diisiinme becerileri arasindaki
baglantinin kuramsal diizeyde yeterince derinlestirilmedigi, 6zellikle 6gretmenlerin bu siirecteki
pedagojik rolleri iizerine yapilan nitel aragtirmalarin sinirli oldugu goériilmektedir. Bu nedenle, s6z
konusu yontemin okul oncesi dénemde diisiinme becerilerini nasil destekledigine iliskin 6gretmen
deneyimlerine dayali derinlemesine verilere ihtiya¢ duyulmaktadir.

Dijital hikéye anlatimi, ayn1 zamanda ¢ocuklarin 6z-yonetim ve is birligi gibi sosyal-duygusal
becerilerinin gelisimine de katki saglamaktadir. (Basdas & Akar Vural, 2018; Bayrak & Akkaynak,
2020; Rahiem, 2021). Grupla yapilan hikdye anlatimi etkinlikleri, ¢ocuklarin baskalarinin fikirlerini
dinlemelerini, tartigmalarini ve ortak bir hikdye olugturmak i¢in birlikte ¢aligmalari gerektigi durumlari
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igerir (Kukul ve Kara, 2019). Bu siiregler, yalnizca biligsel gelisimi degil ayn1 zamanda ¢ocuklarin
sosyal farkindaliklari1 ve empati gelistirme kapasitelerini de giiglendirir (Kutlucan, Cakir ve Unal,
2019). Ogretmenler, hikaye yontemini etkin bir sekilde kullanarak cocuklarin diisiinme becerilerini hem
bireysel hem de grup diizeyinde destekleyebilir ve 6grenme ortamlarini daha dinamik ve ilgi ¢ekici hale
getirebilir (Ulu, 2021).

Bu yontemin bir diger 6nemli avantaji, teknolojiyi pedagojik siireclerde kullanma firsati
sunmasidir. (Kocaman-Karoglu, 2016; Ulu, 2021; Kutlucan, Cakir & Unal, 2019). Bu, hem ¢ocuklarin
erken yasta dijital okuryazarlik kazanmasini saglar hem de 6gretmenlerin teknoloji kullanimina yonelik
tutumlarimi olumlu yonde etkiler (Aydin ve Ekinci Celikpazu, 2019). Dolayisiyla, dijital hikaye anlatimu,
sadece ¢ocuklarim diisiinme becerilerini gelistirmekle kalmaz, ayn1 zamanda erken yaslarda teknolojiyle
tanigmalarini ve bu teknolojiyi yaratici ve egitici amaglarla kullanmalarini tesvik eder.

Bu caligmanin liteatlire katkisi, okul oncesi 0gretmenlerinin dijital hikaye anlatimina iligkin
deneyimlerini, diisiinme becerilerinin gelisimiyle kuramsal bir biitiinliik i¢inde incelemesidir. Caligma,
Ogretmen gorlslerinden hareketle dijital hikdye anlatiminin Bloom’un biligsel alan basamaklar1 ve
Marzano’nun diisiinme becerileri modeliyle nasil iliskilendirilebilecegine dair nitel bir cerceve sunmayi
amaglamaktadir. Ayrica calismada okul oOncesi donemde bu yontemin diisiinme becerilerini
gelistirmedeki rolii, 6gretmen goriisleri lizerinden incelenecektir. Dijital hikaye anlatiminin ¢ocuklarin
bilissel gelisiminde ne kadar etkili oldugu ve bu yontemin 6gretim siireglerine uyumu hakkinda daha
derin bir anlay1s saglanmasi1 amaglanmaktadir.

Aragtirmanin problem durumu su sekilde tanimlanabilir: Dijital hikaye anlatiminin okul 6ncesi
egitimde diisiinme becerilerini gelistirme siirecinde dgretmen deneyimlerine dayali derinlemesine
veriye ihtiya¢ duyulmaktadir. Bu eksiklik, hem uygulamalarin niteligini artirmak hem de 6gretmenlerin
dijital pedagojilere iliskin farkindaliklarini giliclendirmek agisindan énemlidir.

Dijital hikdye anlatimina iliskin yapilan arastirmalar, bu yontemin hem bilissel hem de sosyal
becerilerin gelisimindeki roliine 151k tutmaktadir. Tiire Kose ve Bartan (2021), bu yontemin ¢ocuklarin
dinleme becerilerini gelistirdigini vurgulamis ve bu yontemin dikkat gelistirme, anlam ¢ikarma ve
hikdyeye odaklanma gibi biligsel siirecleri destekledigini ortaya koymustur. Canli (2022), hikaye
olusturmay1 iceren dijital uygulamalarin iki dilli ¢ocuklarin ifade edici dil becerilerine olumlu katki
sagladigini bildirmis ve bu yontemin dilsel gelisim i¢in 6nemli bir firsat sundugunu belirtmistir.

Cocuklarin kendi hikayelerini olusturabildikleri teknoloji tabanli etkinliklerin sosyal gelisim
iizerindeki etkileri, 6zellikle drama temelli uygulamalarda belirginlesmektedir. Basdas ve Akar Vural
(2017), 6 yas cocuklar tizerinde yaptiklari calismada, bu yontemin ¢ocuklarin sosyal etkilesim, is birligi
ve kendini ifade etme becerilerini gliglendirdigini ifade etmislerdir. Ayrica Alpay ve Okur (2021), dijital
ogrenme iceriklerinin ¢cocuklarin gorsel okuryazarlik becerilerini nasil gelistirdigini ortaya koymus ve
dijital materyallerin ¢ocuklarin bilgiye ulasma ve isleme siire¢lerindeki 6nemine dikkat cekmistir.

Dijital hikaye anlatiminin egitim siirecine dahil edilmesi lizerine yapilan ¢aligmalar, bu yontemin
pedagojik potansiyelini de gozler oniine sermektedir. Kocaman-Karoglu (2015), hikdye anlatiminin
dijitallesmesinin 6gretim siireglerine nasil etki ettigini incelemis ve dijital hikayelerin, yaratici diisiinme
ve problem ¢dzme becerilerini destekledigini belirtmistir. Yine Kocaman-Karoglunun (2016) yaptigi
bir baska ¢aligmada, d6gretmenlerin bu yontemi benimseme diizeyleri ve dijital hikayelerin simf igi
uygulamalardaki etkileri degerlendirilmistir. Benzer bicimde Simsek ve digerleri (2018), Tiirkiye'de
egitsel baglamda dijital hikdye anlatimi {izerine elestirel bir yaklasim sunarak bu yontemin etkilerini
tartismis ve bu yontemin geleneksel yontemlerle karsilastirildiginda 6grenci merkezli bir 6grenme
ortam1 sundugunu ifade etmislerdir.

Turgut ve Kisla (2015) ise arastirmalarinda dijital hikaye anlatiminin teorik altyapisina deginerek,
bu yontemin egitimdeki yenilik¢i potansiyelini vurgulamislardir. Dijital hikayelerin, 6grencilerin anlam
olusturma ve yaraticilik becerilerinde olumlu etkiler sagladigi sonucuna varilmistir.
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Tiim bu c¢aligsmalarin 15181nda, teknoloji tabanli hikdaye anlatiminin gocuklarin biligsel, sosyal ve
duygusal gelisimini destekleyen ¢cok boyutlu bir arag oldugu goriilmektedir. Ancak alanyazinda 6zellikle
“disiinme becerileri” kavramina dogrudan odaklanan 6gretmen temelli ¢aligmalarin sinirli olusu, bu
arastirmay1 onemli kilmaktadir.

Amag

Bu calisma, 6gretmen goriislerini ele alarak bu yontemin diisiinme becerilerinin gelistirilmesine
olan etkilerini derinlemesine incelemeyi amaglamaktadir. Bu amag¢ dogrultusunda asagidaki arastirma
sorularina cevap aranacaktir:

1. Dijital hikaye anlatimi, okul 6ncesi donemde gocuklarin elestirel, yaratici diisiinme ve problem
¢ozme becerilerini gelistirme siirecine nasil katki saglar?

2. Okul dncesi 6gretmenleri, dijital hikaye anlatimini biitlinlestirilmis egitimde kullanirken hangi
araclar1 ve yontemleri tercih etmektedir?

3. Dijital hikdye anlattminin simif i¢i uygulamalarinda 6gretmenlerin karsilagtigi zorluklar
nelerdir?

Yontem
Arastirmanin Modeli

Bu arasgtirma, nitel arastirma yontemlerinden durum caligmasi deseni ile tasarlanmigtir. Durum
caligmasi, giincel bir olguyu kendi gergek yasam gevresi i¢inde ¢aligsan, olgu ve iginde bulundugu ¢evre
arasindaki sinirlarm kesin hatlariyla belirgin olmadig1 ve birden fazla kanit veya veri kaynaginin mevcut
oldugu durumlarda kullanilan, bir aragtirma yontemidir (Subasi1 ve Okumus, 2017). Belirli bir durumun
ayrintili bir sekilde incelenmesine olanak tanir ve katilimcilarin gorlis, deneyim ve algilarina
derinlemesine ulagmay1 hedefler (Yildirnm & Simsek, 2013; Subasi & Okumus, 2017). Bu modelin
secilme nedeni, dijital hikdye anlatiminin okul 6ncesi donemde diisiinme becerilerinin gelistirilmesinde
Ogretmen deneyimlerinin derinlemesine anlasilmasini saglamaktir. Bu yoniiyle durum c¢aligmasi,
Ogretmenlerin bu yontemi sinif i¢i uygulamalarda nasil kullandiklarini, karsilagtiklar1 zorluklar1 ve
pedagojik yaklagimlarini biitiinciil bir bi¢imde ortaya koymaya olanak vermektedir (Yildirim ve Simsek,
2013).

Calisma Grubu

Aragtirmanmn katilimeilarini, Tiirkiye’nin Bursa ili Niliifer ilgesinde bulunan Milli Egitim
Bakanligia baglh iki bagimsiz anaokulunda gorev yapan 14 okul oncesi 0gretmeni olusturmaktadir.
Arastirmada, 6lciit drnekleme yéntemi kullanilmustir. Olgiit érnekleme yontemindeki temel anlayis
onceden belirlenmis bir dizi 6lgiitii karsilayan biitiin durumlarin ¢alisgilmasidir (Yildirim ve Simsek,
2013). Bu arastirmada katilimer se¢iminde dikkate alinan Olgiitler; (1) aktif olarak okul oncesi egitim
kurumlarinda gérev yapma, (2) sinif ortaminda dijital hikdye anlatimini kullanma veya bu konuda
deneyim sahibi olma, (3) arastirmaya goniillii olarak katilmay1 kabul etme ve (4) en az bir y1llik mesleki
deneyime sahip olma seklinde belirlenmistir. Bu dogrultuda, simif ortaminda dijital hikdye anlatimim
kullanan veya bu konuyla ilgili deneyime sahip 6gretmenler tercih edilmistir. Etik sorunlar1 gidermek
amaciyla goriisme yapilan ogretmenlerin kimlik bilgileri gizli tutulmus aragtirmanin raporlastirma
asamasinda dgretmenlere kodlar (01, 02,..) verilmistir. Katilimcilara ait ayrintili demografik bilgiler
Tablo1 ve Tablo 2’de sunulmustur.



Sahin & Oztabak / Anemon Mus Alparslan Universitesi Sosyal Bilimler Dergisi, 2026 14(1) 533-569 555

Tablo 1. Katilimcilara iliskin Demografik Bilgiler

Katilimcet Cinsiyet Yas Mesleki Deneyim Egitim Durumu
01 Kadm 26-30 0-5 Lisans
02 Kadm 26-30 6-10 Lisans
03 Kadin 31-35 11-15 Lisans
04 Kadm 36-40 6-10 Lisans
05 Kadin 31-35 11-15 Lisans
06 Kadm 20-25 0-5 Lisans
07 Kadm 41 ve iizeri 16 ve iizeri Yiiksek Lisans
08 Kadin 31-35 11-15 Lisans
09 Kadm 36-40 16 ve iizeri Yiiksek Lisans
010 Kadm 41 ve iizeri 17 ve iizeri Lisans
011 Kadm 41 ve iizeri 18 ve iizeri Lisans
012 Kadin 31-35 11-15 Lisans
013 Kadm 26-30 11-15 Lisans
014 Kadin 31-35 11-15 Lisans

Tablo 1, arastimaya katilan Ogretmenlerin demografik o&zelliklerini gostermektedir.
Katilimcilarin tamami kadmdir ve yas dagilimlar1 20-25 ile 41 ve {izeri arasinda degismektedir. Mesleki
deneyim agisindan &gretmenlerin 6nemli bir kisminin 11 yil ve flizeri deneyime sahip oldugu
goriilmektedir. Egitim durumlarina bakildiginda ise ¢ogunlugun lisans mezunu oldugu, az sayida
Ogretmenin yiiksek lisans egitimine sahip oldugu dikkat ¢cekmektedir. Bu veriler, katilimci grubun
deneyimli ve okul 6ncesi egitime yonelik profesyonel ge¢cmise sahip oldugunu gostermektedir.

Tablo 2. Katilimcilarin Dijital Hikdye Kullanimma iliskin Bilgiler

Bilgisayar Mobil Dijital Araclara Dijital Hikdye Anlatim1
Katihmar Programlar Uygulamalar Web Araglan Erisim Diizeyi Kullanim Siiresi

= Video Editér, Akalli Telefon,

Ol PowerPoint Tablet ToonDoo Orta =3yl

02  EBA, PowerPoint Aklli};j;ffon’ YouTube Yiiksek 4 y1l ve iizeri
03  EBA, PowerPoint Telefon — Orta 1-3 yil

= Bilgisayar, Tablet, -

04 — Telefon — Diisiik 1 yildan az
05 — — Canva, Animato Yiiksek 4 y1l ve iizeri
06 — — Storybird, Canva, Yiiksek 4 y1l ve tizeri

Powtoon

07 PowerPoint — Animato, Storybird Orta 1-3yil

08 EBA — YouTube, Storybird Orta 1-3 yil

09 PowerPoint — StoryJumper, StoryTell, Yiiksek 4 y1l ve iizeri

Web?2 araglari
010  PowerPoint, EBA Akilli Telefon YouTukéZnit;ryblrd, Yiiksek 4 y1l ve tizeri
O11  PowerPoint, EBA Telefon YouTube Orta 1-3y1l
012 — Bilgisayar, Tablet, Web2 araglari Orta 4 yil ve iizeri
Telefon

013 — Bilgisayar, Tablet, Web2 araglari Orta 4 yil ve iizeri
Telefon
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Bilgisayar Mobil Dijital Araclara Dijital Hikdye Anlatim1
Katihmer Programlar Uygulamalar Web Araglan Erisim Diizeyi Kullanim Siiresi
014  PowerPoint, EBA Bilgisayar, Tablet, — Orta 4 y1l ve iizeri

Telefon

Tablo 2, katiimci O6gretmenlerin dijital hikaye anlatimi siirecinde kullandiklari dijital arag
tiirlerini ve bu araclara iliskin erisim diizeylerini gdstermektedir. Ogretmenlerin biiyiik ¢ogunlugunun
bilgisayar programlari (PowerPoint, EBA), mobil cihazlar (telefon, tablet) ve web araglar (Canva,
Storybird, Web2 araclar1) gibi gesitli dijital araglar1 kullandig1 goriilmektedir. Dijital araglara erisim
diizeylerinin genel olarak orta ve yiiksek oldugu, ayrica birgok dgretmenin dijital hikaye anlatimini 1-3
yil ya da 4 yil ve iizeri siiredir kullandigi belirlenmigtir. Bu durum, katilimecilarin dijital arag
kullaniminda deneyimli olduklarin1 ve dijital hikdye anlatimimi egitim ortamlarinda aktif sekilde
uyguladiklarimi gostermektedir.

Veri Toplama Araclan

Arastirmada, veri toplamak i¢in yar1 yapilandirilmis goriisme formu kullanilmistir. Goriisme
sorularinin gelistirilme siirecinde dncelikle erken ¢ocukluk doneminde dijital hikdye anlatimi, diisiinme
becerileri ve 6gretmen goriisleri alanlarinda kapsamli bir literatiir taramasi yapilmis (Kocaman-Karoglu,
2015; Prasetya & Hirashima, 2018; Tzima, Styliaras & Bassounas, 2020; Rahiem, 2021) ve bu
caligmalardan hareketle ilk soru havuzu olusturulmustur. Soru havuzu olusturulduktan sonra sorularin
kapsam gecerligini degerlendirmek amaciyla iki alan uzmam ve bir nitel aragtirma uzmanindan goriis
alinmistir. Uzmanlardan gelen 6neriler dogrultusunda ifadelerin anlagilirlhigi artirilms, gereksiz tekrarlar
¢ikarilmis ve sorular hedeflenen temalari net bigimde yansitacak sekilde yeniden diizenlenmistir. Nihai
hali verilen yar1 yapilandirilmis goriisme formu alti sorudan olugsmustur. Goriismeci, ana sorular sabit
kalmak kosuluyla, katilimcilardan daha ayrintili bilgi almak amaciyla gerekli durumlarda ek sorular
yoneltme esnekligine sahiptir (Yildirim ve Simsek, 2013). Veri toplama siirecinde tiim katilimcilara
ayni ana sorular yoneltilmis ve yanitlar goniilliiliik esasina gore ses kaydiyla alimmistir.

Gorlisme sirasinda, Ogretmenlerin ¢ocuklarin diisiinme becerilerinin  gelistirilmesinde bu
yontemin kullanimiyla ilgili kisisel deneyimlerini, diisiincelerini ve uygulamalarini detaylandirmalari
saglanmistir. Sorular, esneklik saglayarak katilimcilarin kendi diistincelerini daha 6zgiir bir sekilde ifade
etmelerine imkan taniyacak nitelikte hazirlanmistir. Yar1 yapilandirilmis agik uclu goriisme sorulart her
goriisiilen 6gretmene aymi tarz ve sirada sorulmustur. Ogretmenlerin agik uclu sorulara verdikleri
cevaplar goniilliiliik esasina dayali olarak ses kayit cihazi kullanilarak kayit altina alinmstir.

Arastirmanin amacina uygun sekilde hazirlanmis olan gériisme formunda;

1. Dijital hikaye anlatimini sinifta kullandigimizda ¢ocuklarin diigiinme becerilerinde (6rnegin,
elestirel veya yaratic1 diisiinme) belirgin bir gelisim fark ettiniz mi? Orneklerle agiklayabilir misiniz?

2. Dijital hikaye anlatimini kullanarak ¢ocuklarin problem ¢dzme becerilerini desteklemek i¢in
hangi tiir etkinlikler veya hikaye tiirlerini tercih ediyorsunuz?

3. Dijital hikdye anlatimi ic¢in kullandigmiz araclar (6rnegin, tabletler, uygulamalar veya
yazilimlar) nelerdir?

4. Dijital hik&ye anlatimini egitim programinizla biitlinlestirirken hangi yontemleri (6rnegin, grup
calismasi, bireysel etkinlikler) uyguluyorsunuz?

5. Dijital hikaye anlatim1 sirasinda sinif iginde karsilastiginiz baslica zorluklar nelerdir?

6. Teknolojik altyapi eksiklikleri veya zaman yonetimi gibi sorunlarla karsilastiginizda bunlara
yonelik gelistirdiginiz stratejiler veya oneriler nelerdir? seklinde alti soru bulunmaktadir.

Verilerin Toplanmasi

Aragtirmanin amagclart dogrultusunda goriismeyi yapmadan &nce okul yoOnetiminden ve
ogretmenlerden izin almmigtir. Katilimecilarla goniilliiliik esasmma gore goriisme yapilmustir.
Gorlismecilere goriismenin amaci anlatilarak sorulari cevaplarken rahat olabilecekleri belirtilmistir.
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Verilerin toplanma silirecinde yapilan bu gorligmede on dort adet Ogretmenle goriisme
gerceklestirilmistir. Gorlismeler 6gretmenlere bilgi verilerek ses kayit cihaziyla kayit altina alinmis ve
verilen yanitlar kisiye gore degisiklik gostermis ve gorlismeler ortalama 15-20 dakika siirmiistiir.
Verilerin toplanmasindaki temel amag, 6gretmenlerin dijital hikaye anlatimina iliskin derinlemesine algi
ve deneyimlerini anlamak ve diislinme becerilerini nasil desteklediklerine dair detayli bir bakis agis1
elde etmektir.

Verilerin Analizi

Icerik analizi siireci, verilerin kodlanmasi, kategorilere ayrilmasi, temalarin belirlenmesi,
verilerin kod ve temalara gore diizenlenmesi, tanimlanmasi ve bulgularin yorumlanmasi asamalarini
icermektedir (Yildirim ve Simsek, 2013). Bu arastirmanin analizinde, 6gretmen goriiglerinden elde
edilen ham veriler arastirmaci tarafindan kodlanmis, benzer kodlar bir araya getirilerek temalar
olusturulmustur.

Kodlama siirecinde ikinci bir aragtirmaci (nitel arastirma alaninda uzman) tarafindan bagimsiz
kodlama yapilmis ve kodlayicilar aras1 uyum oranmi %88 olarak hesaplanmistir. Bu oran, Miles ve
Huberman (1994)’1in o6nerdigi %80’in {lizerindeki giivenilirlik esigini saglamaktadir. Uyusmayan
kodlarda goriis birligi saglanana kadar karsilastirmalar yapilmistir. Belirlenen temalar dogrultusunda
bulgular analiz edilip yorumlanmstir.

Gegerlilik ve Giivenirlik

Bu aragtirmanin gegerliligini saglamak igin birden fazla ydéntem kullanilmugtir. Ik olarak yari
yapilandirilmig goriisme formunun gelistirilme siireci sistematik bir bigimde yiiriitilmiistiir. Gorlisme
formunun tasarlanmasinda oncelikle literatiir taramasi yapilarak dijital hikaye anlatimi, erken ¢ocukluk
donemi ve diislinme becerileri alanlariyla ilgili kapsamli bir soru havuzu olusturulmustur. Daha sonra
bu soru havuzu ii¢c uzman goriisii almarak degerlendirilmis ve gerekli diizenlemeler yapilmistir. Bu
uzmanlar okul Oncesi egitim, nitel arastirma ve 6l¢me-degerlendirme alanlarinda uzmandir. Uzmanlarin
kapsam gegerligi, anlasilirlik, dil uygunlugu ve soru ifadelerinin agik uglu yapi ile uyumluluguna
yonelik onerileri dogrultusunda goriisme formunda gerekli diizeltmeler yapilmistir. Bu siire¢ sonucunda
alt1 soruluk yar1 yapilandirilmis gériisme formu nihai halini almig ve igerik gecerliligi saglanmustir.

Giivenirlik i¢in, veri toplama siirecinde ses kayit cihazi kullanilarak 6gretmenlerin ifadeleri
birebir kaydedilmis ve bu ifadeler yaziya dokiilmiistiir. Kodlama ve analiz siirecinde arastirma
verilerinin dogrulugunu artirmak amaciyla, elde edilen veriler farkli bir uzman tarafindan da kontrol
edilmistir. Ayrica, veriler analiz edilirken aragtirmaci dnyargilarindan kaginmak i¢in katilimcr ifadeleri
dogrudan aktarilmistir.

Arastirmada giivenirligi artimak adina katilimeilara gizlilik saglanmis ve etik ilkelere bagl
kalmmugtir. Ogretmenlere ait kimlik bilgileri gizlenmis, raporlama siirecinde katilimcilara kodlar
atanmustir (01, O2, vb.). Verilerin toplandigi ortamin kosullar1 ve 6zellikleri detayl sekilde agiklanarak
bulgularin farkli durumlara uyarlanabilirligi giiclendirilmistir. Arastirmacinin, veri toplama ve analiz
stireglerini ayrintili sekilde agiklamasi, arastirmanin giivenirligini desteklemistir

Bulgular

Bu boliimde, 6gretmenlerle yapilan yar1 yapilandirilmis goriismelerden elde edilen veriler igerik
analizi yontemiyle ¢ozlimlenmis; bulgular temalar hélinde sunulmustur. Her tema, &gretmen
goriislerinden elde edilen dogrudan alintilarla desteklenmis ve ilgili bulgunun ne anlama geldigini
aciklayan yorumlayici agiklamalarla tamamlanmstir.

4. Dijital Hikdye Anlatimi, Okul Oncesi Dénemde Cocuklarin Elestirel, Yaratici
Diisiinme ve Problem Cozme Becerilerini Gelistirme Siirecine Sagladigi Katkilara iliskin
Bulgular
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Bu bolimde, dijital hikaye anlatiminin gocuklarin iist diizey biligsel siireglerine (analiz—
degerlendirme—yaratma) ve sosyal-duygusal edinimlerine nasil yansidigi sunulmaktadir.

Katilmecilarin “Dijital hikaye anlatimi1 bu becerilere nasil katki saglar?” sorusuna verdikleri
yanitlar Tablo 3’te 6zetlenmistir.

Tablo 3. Dijital Hikaye Anlatiminin Sinifta Kullaniminin Cocuklarin Diisiinme Becerilerine Etkisine

Motivasyon ve dikkat
Belirgin gelisme saglamaz

Duygusal ve davranigsal
Dil ve iletisim geligim

[liskin Cevaplar
Kod f Kategori Tema
Elestirel diisiinme 6
Analitik diisiinme 1 Elestirel ve analitik diisiinme
Farkl1 bakis acis1 4 - Bilissel Gelisim
Problem ¢ozme 5 Problem ¢6zme
Hayal glicil geligimi 2 Hayal giicii ve yaraticilik
Yaratic1 diigiinme 8
Is birligi 3 Is birligi ve empati
Empati gelisimi 2 Yaraticilik ve sosyal
Ozgi igimi gelisim
Ozgliven gelisimi L Duygusal farkindalik ve 6zgiiven
Rol model 1
Dikkat cekme 2
2
2

Dil gelisimi

Bu bulgular, dijital hikayelerin bilissel gelisim ekseninde 6zellikle elestirel/analitik diistinme ve
problem ¢6zmeyi 6ne ¢ikardigini; ¢cocuklarin alternatif ¢oziim iiretme ve farkli bakis agilar1 gelistirme
egilimlerinin giiclendigini gostermektedir. Yaraticilik ve sosyal gelisim kategorileri, yontemin yalnizca
bilissel degil, is birligi ve empati gibi sosyal becerileri de destekledigine isaret etmektedir. Duygusal ve
dil gelisimindeki gorece simirhi katki ise uygulama tasarimimin bu iki boyuta 6zel etkinliklerle
zenginlestirilmesi gerektigine isaret eder.

“Dijital hikdye anlatimi ¢ocuklarin yaratici diisiinme, elestirel bakis agist kazanma yoniinde
cocuklara biiyiik katki saglar. Gorsellerdeki karakterler ¢cocuklarin hayal diinyasint canlandirarak yeni
karakterler olusturmada etki saglamaktadwr.” (O1)

“Evet, c¢ocuklarin analitik diigiinme becerileri iizerinde onemli bir etkisi oldugunu
diigtiniiyorum.” (05)

Yaraticilik ve sosyal gelisim baglaminda, hayal giicii ve yaratic1 diisiinme en ¢ok vurgulanan
alanlar olmustur. Cocuklarin hikdye olusturma siireclerinde yaraticiliklarimi sergiledikleri ve grup
caligmalartyla is birligi ve empati becerilerini gelistirdikleri goriilmiistiir. Duygusal gelisim, 6zgiliven
artis1 ve dikkat cekme gibi kazanimlarla sinirh olsa da dijital hikayelerin bu alanlarda da destekleyici
oldugu belirlenmistir. Dil gelisimi ise daha az vurgulanmis, ancak hikdye anlatiminin bu beceriyi
gelistirmede destekleyici oldugu ifade edilmistir. Genel olarak, dijital hikaye anlatimimin g¢ocuklarin
diistinme, yaraticilik ve sosyal becerilerini gelistirmede etkili bir yontem oldugu goriilmektedir.
Duygusal ve dil gelisimindeki etkileri ise sinirh diizeyde gozlemlenmistir.

“Dijital hikdye anlatimi ggcuklarm yaratici diigiinme, elestirel bakis acisi kazanma yéniinde
cocuklara biiyiik katki saglar.” (O1)

“Bu siirecte hem mantik hem de hayal giiciinii bir arada kullanabildigini fark ettim.” (O8)

“Dijital hikdye anlatimi farkli bir yontem bana gore, égrencilerin dikkatini ¢ekiyor, sorgulayip
Yeni diisiinceler edinmelerini sagliyor. Mesela 6grenci hikdyeyi istedigi gibi sonu¢landirabilir, istedigi
yerde kesebilir. Ogrenciye ozgiirliik tantyan ve yogun etkilesim saglayan bir yontem. (O12)
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“Dijital hikdye anlatimin sinifta kullandigimda ¢ocuklarda yaratici diisiinme, problem ¢ozme ve
elestirel diisiinme becerilerini gelistirmelerine yardimct oldugunu diistiniiyorum.” (O13)

Katilmecilarin, “Dijital hikaye anlattimini kullanarak cocuklarin problem ¢6zme becerilerini

desteklemek icin hangi tiir etkinlikler veya hikaye tiirlerini tercih ediyorsunuz?” sorusuna verdikleri
yanitlar Tablo 4’te derlenmistir.
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Tablo 4. Dijital Hikdye Anlatimi ile Problem Cézme Becerilerini Desteklemek i¢in Kullanilan
Etkinlik ve Hikaye Tiirlerine Iliskin Cevaplar

Kod f Kategori Tema

Felsefi hikayeler

Egitsel ve felsefi hikayeler
Egitici masallar

—_ = =

Catigma ¢dziimii iceren hikayeler

Catigma ve problem ¢dzme odakl

Giinliik hayat §0funlar1n1 konu alan hikayeler
hikayeler 3 Hikaye tiirleri
Fantastik hikdyeler 2 Fantastik ve gizemli hikayeler
Gizemli hikayeler 1
Fabl cirl hikayeler 2 Doga ve fabl tiirleri
Doga olaylari ile ilgili hikayeler 2
Problemlere yonelik hikdyeler 2 Problem odakl1 hikayeler
Gorsellerin yer aldig1 hikayeler 1 Acik uglu ve gorselli hikayeler Prol:lo(llem (;(izme
Acik uclu sorularin kullanimi 2 yaklasumiart
Drama ve beyin firtinasi 1 Drama ve beyin firtinasi

Tablo 4’te yer verildigi gibi soruya iligkin yanitlar kategorilestirilerek hikaye tiirleri ve problem
¢ozme yaklagimlari temalari elde edilmistir.

Sonuglar, egitsel/felsefi ve catisma ¢oziimii odakli hikéyelerin c¢ocuklarin gergek yasam
durumlarini akil ytiriitme yoluyla ¢éziimlemelerini kolaylastirdigini; fantastik ve gizemli hikayelerin ise
farkli senaryolar {izerinden yaratici ¢oziimler liretmeyi tetikledigini gostermektedir. A¢ik uclu sorular
ve gorsel zenginlik, problem durumlarini gesitlendiren ve ¢ocuklarin alternatif liretme becerisini goriiniir
kilan baglica pedagojik diizeneklerdir.

“Egitici masallar kullaniyorum.” (09)

“Genellikle felsefenin alt dallarint destekleyen ahlak bilgi vatan yurt yardimlasma paylasma gibi
konulart iceren hikdyeler ve en ¢okta p4c hikayelerini tercih ediyorum.” (0O14)

Catigma ¢oziimil igeren hikéyeler ve gilinliik hayat sorunlarm konu alan hikayeler, ¢ocuklarin
gercek yasamda karsilagabilecekleri durumlara ¢6ziim bulma becerilerini gelistirmistir. Ayrica, doga
olaylanyla ilgili hikayeler ve fabl tiirii hikayeler ¢ocuklarin doga olaylarim1 ve degerleri anlamalarini
kolaylastirmistir. Problem ¢dzme yaklagimlari arasinda problemlere yonelik hikayeler ve agik uclu
sorularin yer aldig1 hikayeler ¢ocuklarin yaratici diisiinme ve ¢6ziim dnerileri sunma becerilerini tesvik
etmistir. Gorselli hikayeler ise ¢ocuklarin dikkatini ¢ekerek problem ¢dzme siire¢lerini daha etkili hale
getirmistir. Bu konuyla ilgili katilimcilarim baz1 ifadelerine asagida yer verilmistir:

“Dijital hikdye anlatimi ile sorun ¢ozme beceij_ilerinin desteklenmesi icin acik uclu sorularin
icinde yer aldig1 tiirde hikdye tiirleri segmekteyim.” (Ol)
“Genellikle ¢atisma ¢oziimii iceren hikdyeler tercih ediyorum. Cocuklar bu hikdyelerde

karakterlere ¢éziim bulmaya ¢alisiyor ve kendi fikirlerini paylasiyorlar.” (03)

“Cocuklarin yaslarina uygun etkinlikleri secerek etkinlik bitiminde agik uglu sorular sorarak
cocuklarin problem ¢ozme becerilerine katki sagliyyorum.” (012)

2. Okul Oncesi Ogretmenlerinin Dijital Hikiye Anlatimim Biitiinlestirilmis Egitimde
Kullanirken Tercih Ettigi Araclar ve Yontemlere Iliskin Bulgular

Bu boliimde, dijital hikdye anlatiminda kullanilan araglarin pedagojik islevleri ve programla
biitiinlestirme stratejileri ortaya konulmustur. “Hangi araglan kullaniyorsunuz ve se¢im Olgiitleriniz
neler?” sorusuna verilen yanitlar Tablo 5’te 6zetlenmistir.
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Tablo 5. Dijital Hikdye Anlatimi Igin Kullamlan Araglara iliskin Bulgular

Kod f Kategori Tema
Etkilesimli okul 6ncesi kitaplari 1 Okul 6ncesi odakh araglar Egitim desltekleylm
Hayal giiciinii destekleyecek araglar 1 araglar
Cizim yapma 6zelligi olan Yaraticilig1
Cizim yapma &zelligi olan uygulamalar 2 araglar destekleyen araglar
Basit ve {icretsiz uygulamalar 3
Kolay erisilebilir araglar 1 Basit ve kolay erisilebilir araglar
Dijital ferikler (Eba, youtube, interaktif uyg.) 4
Tv, Laptop, tablet ! Gorsel ve isitsel araglar Dijital araglar
Storytell (sesli kitap) 2
Powerpoint 5 o
Etkilesimli ve kullanici dostu
Story Jumper 5 araclar
Web2 araglari 1

Gorsel-isitsel donanimlar (TV/laptop/tablet) ve StoryJumper—PowerPoint gibi kullanici dostu
yazilimlar, ¢ocuklarin hem alimlama (dinleme—izleme) hem de iiretim (hikdye yazma—sunma) rollerini
desteklemektedir. Basit/iicretsiz ve kolay erisilebilir araglarin tercih edilmesi, erigim esitligi ve sinif igi
uygulanabilirligi artirmaktadir. Sesli kitaplar (Storytell) ve etkilesimli igerikler, dikkat toplama ve sozlii
ifade becerilerinin desteklenmesine katki verir. Bu konuyla ilgili katilimcilarn bazi ifadelerine asagida
yer verilmistir:

“Bilgisayar ve basit dijital hikdye uygulamalarini kullanyyorum. Araglarin ¢ocuklar i¢in uygun
olmasina dikkat ediyorum. Ozellikle sinifta akilli tahta olmadigindan, her ¢ocugun bireysel olarak
kolayca erisebilecegi araglari tercih ediyorum.” (O4)

“Daha cok tablet ve interaktif hikdye uygulamalar: kullaniyorum.” (O5)

Bu bulgu, ara¢ seciminin sadece teknoloji erisimi degil, pedagojik amacg—etkinlik uyumu
iizerinden yapilmasinin 6grenme ¢iktilar1 agisindan belirleyici oldugunu gostermektedir.

Etkilesimli ve kullanic1 dostu araglar, Story Jumper, PowerPoint ve Web2 araglar1 gibi dijital
platformlarla 6ne ¢ikmistir. Bu araglar, ¢ocuklarin kendi hikayelerini olusturmasina ve sunmasina
olanak taniyarak yaratici diisiinmeyi tesvik etmistir.

“Story jumper, powerpoint, story tell yani sesli kitaplar, biiyiik ekran tv ye laptop iizerinden
yansitarak, web2 ara¢larindan destek altyyorum. Web?2 araglarini segerken dikkat ¢ekici gorsellerin yer
alabilecegi tiirde araglar ve programlar se¢iyorum. Cocuklarin yas grubu ilgi ihtiyag ve kabiliyetlerine
uygun olarak secmeye de dikkat ediyorum. (O1)

“Dijital hikdye anlatimi i¢in sinifimda power point, story jamper kullaniyorum ayrica laptoptan
projeksiyona yansitiyorum.” (O13)

“Tablet kullaniyorum. Eba platformunu ¢ok begeniyorum. Zengin icerikleri olan bir platform.
Mebin yaymnladig etkilesimli okul oncesi kitaplari ve bilgisayar kullaniyorum PowerPoint yani.” (O14)

Basit ve kolay erisilebilir araglar kategorisinde, basit ve iicretsiz uygulamalar ve kolayca
erigilebilen araclar, 6gretmenler tarafindan erisim kolaylig1 nedeniyle tercih edilmistir. Dijital icerikler
kategorisinde ise zengin materyaller, hikaye anlattminin gorsel ve isitsel 6gelerle zenginlestirilmesini
saglamigtir. Egitim destekleyici araclar olarak etkilesimli okul oncesi kitaplar1 ve hayal giicilinii
destekleyici araglar, kiigiik yastaki ¢ocuklar i¢in 6zel olarak tasarlanmis materyallerin kullanimim
gostermektedir. Son olarak, yaraticilign destekleyen araglar arasinda yer alan ¢izim yapma o6zellikli
uygulamalar, ¢ocuklarin yaraticiligini ve hikayelere bireysel katki saglamasin tesvik etmistir.
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“Daha ¢ok basit ve iicretsiz uygulamalar kullaniyorum. Ozellikle cocuklarin kolay erisebilecegi
ve zorlanmadan kullanabilecegi araglart tercih ediyorum. Cizim yapma ozelligi olan uygulamalar,
cocuklarin kendi hikdyelerini yaratmalarim kolaylastiriyor.” (O6)

Genel olarak, dijital hikdye anlatimmda kullanilan araglar hem pedagojik hem de teknolojik
acidan zengin bir altyapi saglayarak cocuklarin farkli gelisim alanlarina katkida bulunmustur.

“Tablet ve Story jumper gibi uygulamalar: kullaniyorum. Kullanimin kolay ve ¢ocuklarin ilgisini
gekecek iceriklere sahip olmast ¢ocuklarin dikkatini toplamak ve kazanimi verebilmem icin onemli
oldugunu diisiiniiyorum.” (0O3)

Gorilismede yer alan gretmenlerin “Dijital hikaye anlatimini egitim programiyla biitiinlestirirken
hangi yontemleri uyguluyorsunuz? sorusuna iliskin cevaplar1 Tablo 6’da verilmistir.

Tablo 6. Dijjital Hikdye Anlatimini Egitim Programiyla Biitiinlestirirken Kullanilan Yntemler

Kod f Kategori Tema
Sanat etkinligi ile biitlinlestirme 2 Sanat ile biitiinlestirme
Konu ile iligkilendirilmis etkinlikler 3 Konu iliskilendirme Farkh ctkinliklerle
biitiinlestirme
Biitiinlestirilmis etkinlikler 3 Biitlinlestirilmis etkinlikler
Soru cevap 1 o o
- — Yaratici etkinlikler Etkilesimli yontemler
Beyin firtinasi teknigi 1
Drama yontemi 5 . ilesi i
Y isbirlikei etkinlikler Sosyal etkilesim temelli
Grup calismasi 8 yontemler
Bireysel ¢aligmalar 4 Bireysel ¢aligmalar Bireysel etkinlikler

Drama, grup caligmalar1 ve beyin firtinas1 gibi etkilesim temelli yontemler ¢ocuklarin sosyal
etkilesim ve ortak iirlin gelistirme deneyimlerini giliglendirirken; sanat etkinlikleriyle biitiinlestirme,
kavramlarin somutlastirilmasini ve ¢oklu temsilini desteklemektedir. Bireysel ¢aligmalar ise kisisel ifade
ve 0zgiin katkiy1 goriiniir kilarak 6z-diizenleme becerilerine zemin hazirlar.

“Dijital hikdye anlatimini biitiinlestirirken grup ¢alismasi olarak drama bireysel olarak daha ¢ok
yaraticuiklarim destekleyecek sanat etkinlikleri uyguluyorum.” (O11)

“Hikdyeleri biitiin sinifa biiyiik gruba sunuyorum. Hikdye karakterleri ile bireysel sanat
etkinlikleri ya da dramalar planlyyorum.” (O12)

“Hikdyeleri diger derslerle biitiinlestirmeye calisiyorum. Ornegin, bir matematik etkinliginde
say1 temali bir hikdye kullanarak hem dersi eglenceli hale getiriyorum hem de ¢ocuklarin sayilarla ilgili
diigiinmelerini sagliyorum.” (06)

Bu bulgu, biitiinlestirilmis uygulamalarin disiplinler aras1 aktarimi kolaylastirarak biligsel—
sosyal-duygusal alanlarda biitiinciil gelisimi destekledigini gostermektedir.

Etkilesimli yontemler arasinda soru-cevap ve beyin firtinast teknikleri, ¢ocuklarin diiglinme
becerilerini gelistirmek ve sinif i¢i katilimi artirmak i¢in kullanilan yontemler olarak belirtilmistir. Bu
yontemler, 6zellikle ¢ocuklarin aktif katilimini saglama ve problem ¢dzme siireglerini desteklemede
etkili olmustur.

“Dijital hikdye anlatimin egitim programum ile biitiinlestiren grup ¢alismast ve bireysel
calismalart wyguluyorum. Drama yontemi beyin firtinasi teknigi kullaniyorum genelde. Soru cevap
kullantyorum. Bu kadar.” (O1)

Etkilesim ve is birligi temelli yontemler olarak adlandirilabilecek drama ve grup caligmalari,
dijital hikaye anlatiminda en sik kullanilan yontemlerdir. Bu yontemler, cocuklarin sosyal becerilerini
gelistirmelerine ve yaratici siireglerde birlikte ¢aligmalarina olanak saglamistir.

“Eger sinif i¢ci problemler yasaniyorsa grup etkinliklerine yéneliyorum.” (O2)
“Hikdye olusturma etkinliklerini grup oyunlariyla birlestiriyorum.” (O10)
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“Dijital hikdye anlatimin biitiinlestirirken grup ¢alismasi olarak drama bireysel olarak daha ¢ok
yaraticuiklarim destekleyecek sanat etkinlikleri uyguluyorum.” (O11)

Son olarak, bireysel katilim kategorisinde bireysel caligmalar, ¢ocuklarin hikayelere kendi
katkilarin1 yapmalarini ve bireysel ifade becerilerini gelistirmelerini desteklemistir. Bu konuyla ilgili
katilimcilarin bazi ifadelerine asagida yer verilmistir:

“Bireysel problemler varsa kardes kiskan¢hgr gibi kendi yataginda uyuyamama gibi
arkadaslaryla iletisim kuramama gibi evde bireysel izleyebilecegi kisa filmler oneriyorum. (0O3)

“Hem bireysel hem de grup ¢alismalar: diizenliyorum. Boylece farkly yontemlerle ¢ocuklarin aktif
katilimini saglyorum.” (O4)

Genel olarak, dijital hikaye anlatimi, sanat etkinliklerinden grup caligmasina kadar farkl
yontemlerle zenginlestirilmis, bu da ¢ocuklarin ¢ok yonlii gelisimlerini desteklemistir.

5. Ogretmenlerin Dijital Hikdye Anlatiminda Simf I¢i Uygulamalarda Karsilastig
Zorluklara iliskin Bulgular

Bu boliimde, uygulama siirecini smirlayan etmenler ve bunlara yonelik ¢dziim yollar
Ozetlenmistir. “Baslica zorluklar nelerdir?” sorusuna verilen yanitlar Tablo 7’de siniflandirilmastr.

Tablo 7. Dijital Hikdye Anlatimi Sirasinda Sinif Icinde Karsilasilan Baslica Zorluklar

Kod f Kategori Tema

Yeterli teknolojiye sahip olmama

Donanim ve altyap1

Akill tahta olmamasi
sorunlart

Teknolojik alt yap1 eksiklikleri Teknolojik eksiklikler

Laptop siirticiisiiniin eski Windows siirlimii olmast

- — - Yazilim ve erigim sorunlari
Ses sisteminin yeterli olmamasi

Cocuklarin dijital araglarla etkilesimde zorlanmasi Cocuklarin teknolojiyle

o la|l—~r|lal—~|l—~]|—~]|&|l—~]|~

Cocuklarda kisa dikkat siiresi ve dagimiklik etkilesimi
— Kullanim zorluklar:
Igerigin uygunlugu .
— Igerik sorunlari
Dijital araglara ¢ocuklarin kontrolsiiz erigimi
Zaman ydnetimi Zaman yonetimi
problemleri

Teknolojik altyap1 (akilli tahta, yazilim siirtimleri, ses sistemi) ve erigsim sorunlari, uygulamalarin
stirekliligini ve kaliteyi smirlamaktadir. Dikkat siiresinin kisa olmasi ve igerik uygunlugu, 6grenen
ozelliklerine duyarl planlamay1 zorunlu kilar. Bu bulgular, etkili uygulama i¢in teknik destek, materyal
standardi ve zaman yonetimi stratejilerinin kurumsal diizeyde giiclendirilmesi gerektigine isaret
etmektedir.

“Teknolojik alt yap eksiklikleri, akilli tahta olmayusi, ses sisteminin yeterli olmayusi, kullanilan
laptop siiriiciisiinii eski Windows stiriimii olmasi bazi programlart kullanmada sikinti olusturuyor.”
01)

“Cogu zaman teknik sorunlarla karsilasiyoruz, ozellikle tabletlerde uygulamalarin ¢aliymamasi
gibi. Bu tiir sorunlari énceden test ederek ve alternatif etkinlikler planlayarak asmaya ¢alistyorum.

Ayrica, ¢ocuklarin dikkat siireleri simirly oldugu icin etkinlikleri kisa tutmaya 6zen gésteriyorum.” (O5)

“Ogretmenlerin hemen hemen hepsi teknolojik altyapt eksikligi, sinif icinde yeterli teknolojiye
sahip olmama bazi ¢cocuklarin dijital araglarla etkilesimde zorlanmasi ve dikkatlerinin ¢abuk dagiimast
gibi zorluklarla karsilagabiliyoruz. Tonlamalarda farkliliklar yaparak, hikdyeyi dijitalden dinlerlerken
kendim anlatmaya devam ederek dikkatlerini cekmeye calistyorum.” (O13)
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Kullanim zorluklar1 alaninda, ¢ocuklarin dijital araglarla etkilesimde zorlanmasi ve dikkat
stirelerinin kisa olmasi, dijital hikdye anlatiminda karsilasilan 6nemli zorluklar arasinda belirtilmistir.
Icerik uygunlugu ve dijital araclara sinirsiz erisim gibi icerik odakli sorunlar da, etkinliklerin etkili bir
sekilde uygulanmasimi smirlayan faktorlerdir. Bu konuyla ilgili katilimeilarin bazi ifadelerine asagida
yer verilmistir:

“Cocuklarin dikkatlerini toplayamamam en sik karsilastigim problem.” (02)

“Artik zamanmimizda ¢ogu ¢ocugun dijital araglarla erisimi simwrsiz oldugundan bu bir sorun
olabiliyor. Ozellikle dikkat daginikligi ve odaklanamama isimizi biraz zorlastiriyor. Bu durumlarda
hikdyeleri basili materyallerle destekliyorum. Ayrica, etkinliklere baslamadan once mutlaka bir deneme
yaptyorum.” (0O10)

Son olarak, zaman ve yoOnetim problemleri, dijital hikdye anlattminin planlanmasinda ve
uygulanmasinda 6gretmenlerin karsilagtigl diger bir 6nemli zorluk olarak 6ne ¢ikmistir. Genel olarak,
bu zorluklar dijital hikdye anlattminin etkisini azaltan ancak uygun planlama ve destekle ¢dziilebilecek
sorunlar olarak degerlendirilmektedir. Bu konuyla ilgili katilimcilarin bazi ifadelerine asagida yer
verilmistir:

“Zaman yoénetimi biiyiik bir zorluk. Planlar: daha esnek yapmaya ve oncelikleri belirlemeye
calistyorum. Ayrica, bazi ¢ocuklarin teknolojiyi kullanma konusundaki ¢ekingenligiyle karsilasiyorum.
Bu durumda, onlara destek olarak teknolojiye alismalarini saglyorum.” (O4)

“Ozellikle zaman yetersizligi biiyiik bir sorun. Bunun icin her etkinligi énceden planliyorum ve
stireyi etkili kullanmak adina ¢ocuklara daha fazla rehberlik ediyorum. Ayrica, simrl teknolojik
kaynaklart miimkiin oldugunca verimli kullanmaya ¢alisiyorum.” (0O8)

Gorlismede yer alan 6gretmenlerin “Teknolojik altyapi eksiklikleri veya zaman yonetimi gibi
sorunlarla karsilastiginizda bunlara yonelik gelistirdiginiz stratejiler veya oneriler nelerdir?” sorusuna
iligkin cevaplar1 Tablo 8’de verilmistir.

Tablo 8. Teknolojik Altyap1 Eksiklikleri veya Zaman Y 6netimi Gibi Sorunlara Yo6nelik Gelistirilen
Stratejiler Veya Onerilere Iliskin Cevaplar

Kod f Kategori Tema
Veli veya uzman destegi alma 2 Destek arayisi
Cocuklar siirece dahil etme 2 Is birligi ve destek
Grup caligmalari
Grup caligmalart yapma 3
Etkinlikleri 6nceliklendirme 2
Ders Oncesi hazirlik 2 Onceliklendirme ve hazirlik Planlama ve
Planlama yapma 1 yonetim
Zamanlayici kullanma 3 Zaman ybnetimi
Farkli etkinlik ve araclarla destekleme 2 Farkh yaklasimlar Etkilegim ve uyum
Ses tonu, mimik ve canlandirmalar 2

Tablo 8 incelendiginde dnceliklendirme, ders dncesi hazirlik ve ‘B Plan1” gelistirme gibi planlama
stratejileri; zamanlayict kullanimi gibi sinif-i¢i yonetim teknikleri ve veli/uzman destegi gibi is birligi
kanallar1 zorluklarin etkisini azaltmaktadir. Cocuklarin siirece aktif dahil edilmesi ve canlandirma—ses
tonu—mimik gibi 6gretimsel varyasyonlar, dikkat yonetimi ve katilimi artiran pratik ¢oziimler sunar.

“Genellikle giincel web2 araglarini takip ediyorum. Sorun ve sikintiyla karsilastigimda
velilerimden teknolojiden anlayan ve bu alanda uzman olanlardan destek aliyorum.” (O7)

“Cocuklarin hikdye olusturma siirecine daha aktif katilmasim saglayarak teknolojik eksiklikleri
minimize ediyorum.” (08)

Bu bulgu, 6gretimsel esneklik ve ¢oklu strateji kullaniminin, siif i¢i kisitlar telafi ederek dijital
hikaye etkinliklerinin siirdiirtilebilirligini artirdiginm gostermektedir.
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Cocuklarin siirece dahil edilmesi, 6grenme siireglerine aktif katilim saglayarak daha etkili bir
O0grenme ortami yaratmistir. Planlama ve yOnetim temasi altinda, etkinlikleri dnceliklendirme ve ders
oncesi hazirlik, Ogretmenlerin zaman yoOnetimindeki stratejik yaklagimlarmi gdstermektedir.
Zamanlayict kullanma ise smif i¢i etkinliklerin daha diizenli ve verimli bir sekilde yonetilmesini
saglamistir. Bu konuyla ilgili katilimcilarin bazi ifadelerine asagida yer verilmistir:

“Teknolojik eksiklikleri gidermek icin sinif disinda hazirlik yapryorum. Ornegin, evde hikdye
materyalleri hazirlayp bunlart  smifta  kullaniyorum. Zaman yonetimi igin ise etkinlikleri
onceliklendiriyorum ve her ¢ocukla esit sekilde ilgilenebilmek icin kiiciik grup ¢calismalari yapryorum.”
(04)

“Teknik sorunlar olarak bazen internet sorunu, bazen bilgisayari kasmasi sik stk yasadigimiz igin
boyle sukintilar yasandiginda daima ikinci bir plamim hazir oluyor. Zaman yonetimi agisindan da
kullanacagim materyalleri hazir hale getiriyorum.” (O11)

Etkilesim ve uyum temasi, farkli etkinlik ve araglarla destekleme ve ses tonu, mimik ve
canlandirmalar gibi yontemlerle, 6gretmenlerin 6grencilere daha etkili ve ilgi ¢ekici bir 6grenme
deneyimi sunmasini saglamistir. Bu konuyla ilgili katilimcilarin bazi ifadelerine asagida yer verilmistir:

“Teknolojik altyapr eksiklikleri oldugunda, hikdye etkinliklerini daha geleneksel araglarla
destekliyorum.” (O3)

“Akilli tahtanin simiflarda yer almamast interaktif etkinliklerde aktif katilimin olmamasina neden
oluyor. Zaman yénetimi hakkinda sorun yasiyorum. Ses tonu mimik ve canlandirmalar kullanarak
etkinlik yonetimini gerceklestiriyorum.” (O1)

“Haftalik veya aylik planlar olusturarak her etkinlik icin belirli zaman dilimlerini dogru
kullanarak zaman yonetimi gibi sorunlarla karsilasmiyorum.” (O6)

Genel olarak, gelistirilen ¢oziimler hem smif i¢i dinamiklerin iyilestirilmesine hem de dijital
hikaye anlatimimin zorluklarinin Gistesinden gelinmesine yonelik etkili stratejiler sunmaktadir.

Tartisma

Bu ¢aligmanin bulgulari, dijital hikéye anlattiminin okul 6ncesi ¢ocuklarin diigiinme becerilerini
gelistirme siirecindeki etkisini vurgulamaktadir. Katilime1 &gretmenlerin goriisleri, dijital hikaye
anlatiminin elestirel diisiinme, yaraticilik, problem ¢6zme ve is birligi gibi becerilere énemli katkilar
sagladigim1 gostermektedir. Literatlirdeki benzer arastirmalarla karsilagtirildiginda, bulgularin mevcut
egilimlerle biiyiik 6l¢tide Ortiistiigli gézlemlenmistir (Smeda, Dakich & Sharda, 2014).

Bu caligma, Tiirkiye baglaminda 6gretmenlerin dijital hikdye anlatimma yonelik pedagojik
yaklagimlarmi ortaya koyarak literatiire 6zgiin bir katki saglamaktadir. Ozellikle dgretmenlerin dijital
araclar1 pedagojik hedeflerle biitiinlestirme bigimlerinin ve uygulama stratejilerinin ayrintili bigimde
incelenmesi, alanyazinda sinirli olarak ele alinan bir yonii aydinlatmaktadir.

Ogretmenlerin ifadelerine gore dijital hikdyeler, gocuklarin olaylar arasinda neden-sonug iliskileri
kurmasimma ve alternatif ¢oziimler liretmesine olanak tanimaktadir. Bu durum, Tzima, Styliaras ve
Bassounas'in (2020) calismasinda da benzer sekilde vurgulanmustir; dijital hikayeler, cocuklarin elestirel
diistinme kapasitelerini gelistirerek onlarin karmagik durumlari analiz etme ve sentez yapma becerilerini
giiclendirmektedir. Ayrica Kocaman-Karoglu (2015), dijital hikdye anlatiminin 6grenme ortamlarinda
Ogrencilerin yaratici diisiinme becerilerini artiran bir yontem oldugunu belirtmistir. Calismamizda da
ogretmenler, dijital hikdye anlatimi sirasinda kullanilan gorsellerin ve hikaye yapilandirma siirecinin
cocuklarm hayal giiclinii harekete gecirdigini ifade etmislerdir. Bu bulgular, dijital hikdye anlatiminin
hem biligsel siireglerde hem de duygusal 6grenmede etkilesim temelli bir 6grenme araci olarak islev
gordiigiinii gostermektedir.
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Benzer sekilde, Kocaman-Karoglu’nun (2016) 6gretmenlerle yiiriittiigii aragtirmada, okul 6ncesi
ogretmenlerinin dijital hikdye anlatimini 6grencilerin ilgisini ¢eken, etkilesimli bir 6grenme araci olarak
degerlendirdikleri ve bu ydntemin ¢ocuklarin 6grenme motivasyonlarini artirdigi ortaya konmustur.
Kukul ve Kara (2019) da 6gretmen adaylarinin dijital hikdye anlatimina iliskin olumlu tutumlara sahip
olduklarini ve bu yontemin 6gretmenlerin teknoloji okuryazarlik diizeylerini gelistirdigini belirtmistir.
Bu ¢aligmalar, dijital hikdye anlatimmin 6gretmenlerin pedagojik uygulamalarini doniistiiren bir arag
haline geldigini gostermektedir. Dolayisiyla, bu c¢alismanin bulgularn 6gretmenlerin dijital hikayeyi
sadece bir teknoloji araci1 olarak degil, diistinme becerilerini destekleyen pedagojik bir yaklasim olarak
konumlandirdiklarini ortaya koymaktadir.

Problem ¢dzme becerileri agisindan, 6gretmenlerin gatigma ¢oziimii iceren hikayeler ve agik uclu
etkinliklerle ¢cocuklarin yaratici ¢6ziim Onerileri gelistirdigi ifade edilmistir. Bu bulgular, Prasetya ve
Hirashima'nin (2018) dijital hikdye anlatimmin analiz ve sentez gibi {iist diizey diistinme becerilerini
destekledigini belirten caligmasiyla oOrtiismektedir. Ayrica, grup etkinlikleri sirasinda ¢ocuklarin is
birligi ve empati becerilerinin giiclenmesi, Basdas ve Akar Vural'in (2017) drama temelli dijital hikaye
anlatim1 programlarinin ¢ocuklarin sosyal becerilerini artirdigma dair bulgulartyla paralellik
gostermektedir. Dijital hikayeler, ¢ocuklarin yalnizca bireysel degil, grup i¢inde de aktif katilim
saglamalarini tegvik eden bir ara¢ olarak dikkat ¢ekmektedir. Bu sonug, dijital hikdyelerin sosyal-
duygusal 6grenmenin desteklenmesinde de 6nemli bir rol tistlendigini géstermektedir.

Sosyal becerilerin gelisimi agisindan benzer sonuglar Bayrak ve Akkaynak (2020) tarafindan da
ortaya konmus, yaratici drama temelli dijital etkinliklerin ¢ocuklarin duygu diizenleme ve sosyal
problem ¢6zme becerilerini destekledigi belirlenmistir. Bu bulgular, 6gretmenlerin dijital hikaye
anlatimimi sosyal-duygusal O6grenmenin bir aract olarak degerlendirdigini gostermektedir. Ayrica
Karagelik (2022) ve Bilbay (2024), 6gretmenlerin yaratici ve yansitict diisiinme egilimlerinin dijital
yontemleri sinif ortamina aktarma bicimlerini etkiledigini ortaya koymustur. Bu durum, dijital hikaye
anlatimmin etkili kullamilmasinin yalmzca teknolojik araglara degil, Ogretmenlerin diislinme
egilimlerine ve pedagojik yaklagimlara da baglh oldugunu gostermektedir.

Calismamizda baz1 6gretmenlerin teknolojik altyapr eksikligi ve dijital araglara erisim sinirliligi
gibi zorluklarla karsilagtiklar1 gozlemlenmigtir. Ulu'nun (2021) Tirkiye’deki dijital oykiileme
calismalarii inceledigi arastirmasinda da bu tiir altyap: eksikliklerinin 6gretmenlerin dijital yontemleri
etkili bir sekilde kullanmalarmi sinirlayan onemli bir faktor oldugu belirtilmistir. Ozellikle akilli
tahtalarin eksikligi ve eski bilgisayar yazilimlar1 gibi sorunlarin ¢éziilmesi gerektigi vurgulanmaktadir.
Bu noktada, dijital materyal gelistirme ve uygun teknolojiye erisim konularinda daha fazla destek
saglanmas1 gerektigi soylenebilir (Simsek vd., 2018). Bu durum, dijital hikaye anlatimimin etkisinin
baglamsal kosullardan (altyapi, erisim, zaman yonetimi) dogrudan etkilendigini gostermektedir.

Bunun yaninda 6gretmenlerin bu tiir zorluklara ragmen dijital hikdye anlatimimi siif ortamina
adapte etmeye caligmalar, Tiirkiye’deki arastirmalarda da vurgulanan bir durumdur (Kocaman-
Karoglu, 2016; Ulu, 2021). Ozellikle Bilen, Ergiin ve Simsek (2021), STEM temelli etkinliklerde dijital
ara¢ kullaniminin 6gretmenlerin problem ¢6zme ve planlama becerilerini gelistirdigini; Kutlucan, Cakir
ve Unal (2019) ise dijital hikdyelerin deger egitimi siireclerinde etkili bir sekilde kullanilabilecegini
ortaya koymustur. Bu bulgular, 6gretmenlerin dijital araglari pedagojik hedeflerle biitiinlestirme
kapasitesinin, 6grenme ortamlariin niteligini artirdigini géstermektedir.

Dijital hikdye anlatimi, c¢ocuklarin 6grenme siireglerine daha fazla katilimini saglamakla
kalmayip, aym zamanda teknolojiyi pedagojik araglarla biitiinlestiren bir yontem olarak da one
cikmaktadir. Bu bulgu, Rahiem'in (2021) dijital hikaye anlatimm etkili bir egitim araci olarak
degerlendiren c¢alismasiyla tutarlidir. Rahiem'e gore, hikdye siireci c¢ocuklarin yalnizca biligsel
gelisimini degil, ayn1 zamanda dijital okuryazarlik becerilerini de desteklemektedir. Aydin ve Ekinci
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Celikpazu (2019) ise dijital hikdyelerin ¢ocuklarin dinleme, anlam g¢ikarma ve grup iginde iletisim
becerilerini gelistirdigini belirlemis; Tiire Kose ve Bartan (2021) ise dinleme ve dikkat siireclerine olan
katkisini ortaya koymustur. Bu ¢aligmalar, dijital hikayelerin ¢ocuklarin ¢ok yonlil bilissel siireclerini
destekleyen giiclii araglar oldugunu gostermektedir.

Sonug¢

Bu aragtirmada duygusal ve dil gelisimi alanlarindaki etkilerin smirli olmasi, gelecekte bu
boyutlara odaklanan deneysel ve karma yontemli ¢aligmalar yapilmasi gerektigini gostermektedir.
Ayrica ¢aligmamizin bulgulari, dijital hikayelerin duygusal ve dil gelisimi {izerindeki etkilerinin siirlt
oldugunu gostermektedir. Bu durum, Alpay ve Okur'un (2021) gorsel okuryazarlik ve dijital igeriklerin
cocuklarm dil gelisimine sinirh katki sagladigini ifade eden bulgulariyla uyumludur. Ancak Canli’nin
(2022) iki dilli ¢ocuklarla yiiriittiigii ¢alismada, dijital hikdye anlatiminin ifade edici dil becerilerini
giiclendirdigi sonucuna ulagilmistir. Bu farkliliklar, dijital igeriklerin niteligi, 6gretmen rehberligi ve
kullanilan hikaye tiirleri gibi degiskenlerle iliskili olabilir. Dolayisiyla, dil gelisimi boyutunda daha
kapsamli ve gesitlendirilmis dijital igeriklerin gelistirilmesi 6nem tasimaktadir.

Ayrica, dijital hikaye anlatimi yalnizca ¢ocuklarin degil, 6gretmenlerin mesleki yeterliklerinin
gelisimi agisindan da deger tasimaktadir. Kocaman-Karoglu (2016) ve Kukul & Kara (2019) tarafindan
yapilan aragtirmalarda, dijital hikaye anlatimina katilan 6gretmenlerin teknoloji okuryazarligi, yaratici
diistinme ve pedagojik farkindalik diizeylerinde artis gozlemlenmistir. Bu sonug, dijital hikaye
anlatimiin 6gretmen gelisimi igin de giiclii bir arag oldugunu gostermektedir.

Dijital hikaye anlatimi yalnizca bir 6gretim yontemi degil, 6gretmen ve Ogrenci etkilesimini
giiclendiren, ¢ok yonlii diisiinme becerilerini destekleyen bir 6grenme ekosistemidir. Bu dogrultuda,
gelecekte yapilacak arastirmalarda Ogretmenlerin dijital hikaye anlatimini uygulama bigimleri, bu
yontemin c¢ocuklarin duygusal zekd ve yaraticilik gelisimine katkis1 gibi boyutlarin derinlemesine
incelenmesi Onerilmektedir. Boylece dijital hikdye anlatimimin pedagojik, teknolojik ve duygusal
boyutlar1 arasindaki etkilesim daha net ortaya konulabilecektir.

Bu arasgtirma, yalnizca okul dncesi 6gretmenlerinin gorlislerine dayandigi i¢in bulgular 6gretmen
algilartyla sinirhdir ve ¢ocuklarin diislinme becerilerindeki degisim dogrudan gdzlemlenmemistir.
Caligma, Bursa ilindeki iki bagimsiz anaokulunda yiiriitiildiigiinden farkli bolgelere genellenebilirligi
siirlidir. Ayrica 6gretmenlerin dijital araglara erisimi ve okullarin teknoloji altyapisi degiskenlik
gosterdigi i¢in, bu kosullar goriiglerin niteligini etkilemis olabilir.

Oneriler

Arastirma sonuglarina dayali olarak gelistirilen Oneriler; calismanin  sinirhliklaryla
iligkilendirilerek uygulamaya (&gretmenlere), egitime (kurumlara) ve gelecek aragtirmalara
(arastirmacilara) yonelik olarak agagida sunulmustur.

1. Uygulamaya (Ogretmenlere) Yonelik Oneriler

Bu aragtirma 6gretmen gortsleriyle sinirli oldugu icin, 6gretmenlerin dijital hikdye anlatimini
uygulama bigimleri ve pedagojik stratejileri onemli bir belirleyicidir. Bu dogrultuda:

Bu yontemin smif i¢inde daha etkili kullanilabilmesi igin, 6gretmenlere yonelik dijital materyal
gelistirme ve uygulama ornekleri iceren hizmet igi egitim programlari hazirlanmalidir.

Ust diizey diisinme becerilerini (analiz, sentez, degerlendirme) destekleyen acik uclu soru
havuzlari, hikdye sablonlar1 ve uygulama kilavuzlan gelistirilmelidir.

2. Egitime (Kurumlara ve MEB’e) Yonelik Oneriler

Aragtirma siirecinde 6gretmenlerin ifade ettigi en 6nemli sinirliliklardan biri teknolojik altyapi
eksikligidir. Bu nedenle:
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Okul o6ncesi egitim kurumlarinda dijital hikaye anlatimini destekleyecek akilli tahta, tablet, ses
ekipmani ve giincel yazilimlar temin edilmelidir.

Ogretmenlerin teknoloji kullammmi siirdiiriilebilir kilmak igin MEB diizeyinde donanim
giincellemeleri ve dijital igerik tiretim destegi saglanmalidir.

3. Gelecek Arastirmalara Yonelik Oneriler

Bu c¢alisma yalnizca 6gretmen goriisleriyle sinirlidir; ¢ocuklarin gelisimsel ¢iktilari dogrudan
gdzlemlenmemistir. Bu nedenle:

Dijital hikdye anlatimmin duygusal, dilsel ve sosyal etkilerini degerlendirmek ic¢in ¢ocuk
gdzlemleri, video analizleri ve uygulamali deneysel ¢aligmalar yapilmalidir.

Farkli yas gruplarinda (3—4 yas gibi) ve farkli sosyoekonomik baglamlarda karsilastirmali
caligmalar yiiriitiilmelidir.

StoryJumper, Canva gibi yaratici dijital araglarin etkilerini inceleyen uygulamali ve karma
yontemli aragtirmalar yapilmalidir.
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