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ABSTRACT

This case study examines the effects of collaborative-based-digital storytelling
on classroom creativity in the Omani, EFL classrooms. Its literature review covers three
main topics, which are constructivism, creativity and multimodality. The study adopts
an embedded mixed methods approach, QUAL (quan). Convenience sampling, which is
a non-probability sampling method, is used to select a sample of 68 participants; 9
English teachers and 59 high school EFL students. The instrument consists of students'
and teachers' focus-group interviews, researcher's self-observational notes, students'
brainstorming and writing sheets and their digital storytelling videos. Colour-coding
and Torrance Tests for Creative Thinking (TTCT) are used to analyse the data. The
main finding of this case study is that digital storytelling videos have a positive impact
on product, group, process and generation creativity and thus, on classroom creativity.
The findings of this study suggest some implications for teachers, supervisors, trainers

and researchers.
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1 Introduction

Living the dilemma of technology every and each day, people need to take
fundamental decisions in their lives as to surrender, willingly, to the flow of technology
and allow it to overrule their lives or to lock themselves up to the extent that they no
more see the light of the day. Between the two extremes lies a third group, which
inspects the effects of technology before taking their decision and this group is
definitely the wisest of them all. That is because technology has reached to almost every
spot on earth and thus, one cannot ignore the fact that it has dominated the sky, sea and
land. This has resulted in a millennial generation that is characterized by being a high-
tech one a generation that lives with and for technology. Therefore, it cannot be
neglected that teachers of today need to develop their teaching tools accordingly
because the tools of yesterday are already outdated. Therefore, using multimodal
technologies may be the only way out for teachers living in this high-tech world and
thus, a search for new technological tools that facilitate classroom instruction is a
mission, in which success is more like a dream come true to every teacher. Coming
across digital storytelling makers like GoAnimate, PowToon and Vyond has opened
closed doors especially that current studies like Niemi et al. (2014) and Niemi and
Multisilta (2016) have proved its effectives and that it goes with the 21% century needed

skills of communication, critical thinking, collaboration and creativity.

1.1 Statement of the Problem
The Omani classroom has witnessed a tremendous change in its nature.
Consequently, the previously behaviourist teacher-centred class has become a

constructivist student-centred one. Along with this change, came the need for



developing new skills that cope with the 21% century requirements. These skills are
fundamental because it is true that knowledge is power; nevertheless, in our
continuously changing world, it is not, usually, enough to solve all occurring unusual
situations that one is facing at school, work or real life. Therefore, nowadays, an
individual should be armed with some fundamental creative thinking skills; some of
which are imagining different perspectives of a topic, brainstorming for alternatives,
choosing the best alternative, and coming up with some new solutions, ways or
products. Due to the high importance of these skills in peoples’ lives, and because
learning a new language is a creative act in itself, the EFL classroom should foster these
skills to the maximum. It is true that the current EFL Omani classroom focuses on
students in the first place but to what extent does it, actually, foster creative thinking

skills in a way that prepares students for real life?

1.2 Statement of Purpose

“Every once in a while, a new technology, an old problem, and a big idea turn
into an innovation” — Dean Kamen. Therefore, in this study comes the big idea, which is
the integration of the new multimodal technology of digital storytelling in the context of
the classroom to try to increase students’ creative thinking skills, which are in a high
demand. It would be interesting inspecting the effects of this integration on classroom
creativity by designing digital storytelling videos that fall into the topics of the
curriculum and work under the umbrella of constructivism. Positive effects may
encourage the field of education to take these technological tools more seriously and to

appreciate their adoption by some teachers.



1.3 Research Questions
This study aims at answering the research question: What are the effects, if any,
of collaborative-learning-based digital storytelling videos on classroom creativity in
the Omani, EFL classroom? In order to answer this question, the answers to the
following specific questions are sought:
1) What are the effects, if any, of collaborative-learning-based digital storytelling
videos on product creativity in the Omani, EFL classroom?
2) What are the effects, if any, of collaborative-learning-based digital storytelling
videos on group creativity in the Omani, EFL classroom?
3) What are the effects, if any, of collaborative-learning-based digital storytelling
videos on process creativity in the Omani, EFL classroom?
4) What are the effects, if any, of collaborative-learning-based digital storytelling

videos on generation creativity in the Omani, EFL classroom?

1.4 Overview of Methodology

This case study adopts an embedded mixed method approach, QUAL(quan) to
answer its research questions. That is because the study is mainly qualitative but it nests
a gquantitative approach that adds to the credibility of the research. As for the research
setting, it takes place in two EFL, productive skills classrooms, which are located in an
Omani government, girls’ high school in Muscat. The sampling used is convenience
sampling, which results in a sample that consists of 68 participants; 9 teachers and 59
students. When it comes to data collection methods, the instrument consists of five main
tools, which are teachers’ and students’ focus-group interviews, researcher’s self-
observational notes, the TTCT results, students’ written work and their digital

storytelling videos. As for the data analyses methods, an inductive approach is used.



This analysis includes collecting and organizing data, creating colour-coding
categorization reference and generating descriptive statistics for students’ fluency

responses.

1.5 Rationale and Significance

This study is important because it inspects the effects of digital storytelling,
which is a multimodal technology tool, on creativity when the former is integrated with
collaborative learning, which is a constructivist learning approach, in the Omani EFL
classroom. The importance of this study lies in that it inspects the use of a new
technological tool to foster a very influential skill of this century, which is creativity. If
this tool proves its success in this mission, then, it will definitely be added to the list of
current multimodal tools for EFL teaching. Additionally, this study may reveal new
insights into creativity studying as it covers four different aspects of classroom

creativity at once in an attempt to see the bigger picture.

1.6 Role of the Researcher

The researcher, who is an Omani English teacher, plays a fundamental role in
this research starting from the research design and ending up with the analysis and
discussion of the findings. Based on the research questions, the researcher determines
an approach to the study, the tools used to gather data and the sampling procedures. Yet,
one of the most important roles of the researcher in this study is her role as an
instrument. That is because she is, personally, involved in gathering the data from the
field and thus, the researcher interacts directly with the sample. In addition to the role
that the researcher plays in establishing a safe research environment, the interpretations

that she makes from the data gathered are very important as they contribute, mainly, to



answering the research questions. Not to forget mentioning the key role of the
researcher in the analysis of the data gathered and the discussion of the findings in light
of that she was there and then. Therefore, the researcher is very involved in all steps of

this case study.

1.7 Researcher Assumptions

The researcher is so much into using technology in the classroom. She believes
that using multimodal technologies, nowadays, can make a huge shift in the Omani
classroom. That is because the students of today are high-tech and thus, the creativity of
this millennial generation can be fostered by introducing creative technological

approaches of instruction like the digital storytelling videos used in this research.

1.8 Definition of Key Terminology

Millennial generation: It is the generation that was born between the 1980s and

the beginnings of the 1990s (Ng, Schweitzer & Lyons 2010).

e Product creativity: It is the extent to which the creative idea or product is new,
useful and socially acceptable (Bello, Mattana & Loi 2018).

e Group creativity: It is the creativity of each member of the group as well as the
shared creative ideas and knowledge by the group members when they work
collaboratively together to solve a specific problem (De Vreede et al. 2017)

e Process creativity: Creativity is a continuum process that develops in a natural

sequence and the more it is fostered, the more it proceeds. Additionally, creative

thinking skills can be developed at any age. (Kaufman & Beghetto 2009)



e Generation creativity: It refers to the combination of the creative approaches
used in classroom instruction to motivate students as well as the approaches
used to foster students’ creative thinking skills (Jeffrey & Craft 2010).

e Teaching for creativity: It is a student-centred approach to teaching that aims at
fostering students’ creative thinking skills by using suitable teaching methods
(Jeffrey & Craft 2010).

e Teaching creatively: It is a teacher-centred approach to teaching that aims at

using creative instruction tools that motivate students (Jeffrey & Craft 2010).

1.9 Organization of the Dissertation

In order to answer the research questions adequately, this dissertation is
organized into the following sections: Literature review, methodology, findings and
discussion and conclusions and implications. First, the literature review covers the three
main pertaining topics of constructivism, creativity and multimodality. Next, the
methodology section brings to light the rationale for research approach and
methodology, research setting, research sample, data collection methods, data analysis
methods, issues of trustworthiness and limitations and delimitations. After that the
findings and discussion section is arranged according to the research questions into five
main sections that analyse and discuss the effects of digital storytelling videos on
product, group, process, generation and classroom creativity. Finally, the conclusions
and implications section draws the main conclusions that are built on this study and

gives some implications for teachers, supervisors, trainers and researchers.



2 Literature Review

Hart (2018, p.3) defines literature review as “the analysis, critical evaluation and
synthesis” of current knowledge related to a certain research topic. Additionally, Berg
and Lune (2012) and Creswell (2014) assert that an in-depth review of a research
topic’s relevant literature is crucial because it facilitates obtaining an understanding of
the studied topic, figuring out the general and specific aspects that have been covered in
relation to it and identifying the key issues that need further investigation within its
framework. This empirical study aims at exploring the effects of digital storytelling
videos on classroom creativity when those videos are integrated with collaborative
learning in the constructivist Omani EFL classroom. Therefore, in order to build a
profound conceptual and methodological basis for this study and to validate the need for
it (Rocco & Plakhotnik 2009), the three main pertaining topics of constructivism,
creativity and multimodality are looked into. Moreover, when it comes to
constructivism, the specific topics of Vygotsky’s theory and collaborative learning are
reviewed. As for creativity, four of its aspects, which are product, group, process and
generation, are studied. Interestingly, current research such as; the studies of Peppler
and Solomou (2011) and Romero, Hyvdnen, and Barbera (2012), have proved that when
multimodal technologies are integrated with collaborative learning, creativity is
enhanced and spread. As a result, when it comes to the third topic, which is
multimodality, a review of multimodal technologies, digital storytelling (DST) and

GoAnimate is conducted.



2.1 Constructivism

Mvududu and Thiel-Burgess (2012), the National Research Council (2000) and
Slavin (2014) present the invaluable role of constructivism in transforming the
behaviourist teacher-centred classroom to a constructivist student-centred one.
Accordingly, the teacher’s role has changed from that of an instructor to that of a
facilitator. As for the learners, by going through different mind processes like
equilibration, assimilation and accommodation, they construct their own knowledge and
thus, learning takes place. This is especially the case when they are paired or grouped
with other students as they offer each other the needed scaffolding support. Based on
experience, it can be said that in Oman, constructivism has overruled the EFL
classrooms resulting in graduate students who are, evidently, more confident, active and
engaged in their own learning. These ideas of constructivism reflect the extent to which
it is deeply rooted to Vygotsky’s theory (Mvududu & Thiel-Burgess 2012; Slavin

2014). Therefore, the latter will be reviewed in the following section.

Cazden (2017) and Slavin (2014) highlight that unlike more traditional theories
of learning such as; behaviourism, the socio-cognitive theory of Lev Vygotsky, which
came to light in 1978, has given value to the cognitive aspect of learning. In light of the
understanding gained on Vygotsky’s theory, interaction and scaffolding are recognised
as two fundamental aspects of learning. In more detail, Vygotsky believes that
interaction facilitates learners in understanding problems and figuring out solutions
because they listen to others’ loud ideas. Yet, according to Vygotsky (cited in Slavin
2014), this interaction is, mostly, rewarding when individuals are trying to learn new

concepts at their zone of proximal development (ZPD), which is only a level above a



learner’s existing level of knowledge. He, also, claims that, at this level, knowledge can
be obtained with the support of more competent individuals; be them adults or peers. As
a result, there are three recognized developmental levels of learning, which are the zone
of current knowledge, the ZPD knowledge and the zone of remote knowledge. For more

clarification on these levels, they are demonstrated in Figure 2.1 below.

: The Zone of Current
Knowledge

The ZPD :The ZPD Knowledge
x : The Zone of Remote
Knowledge
T :AlLearner

: A Problem is
0 Encountered

2 2 2 :More Capable Peers
or Adults

-‘Q’- : A Problem is Solved
-

Figure 2.1 Vygotsky's Developmental Levels of Learning: There are three
developmental levels of learning, which are the zone of current knowledge; level at
which the individual can learn unassisted, the ZPD knowledge; level at which the
individual can learn if assisted and the zone of remote knowledge; level at which the
individual cannot learn even if assisted.

Collaborative learning is a student-centred, constructivist educational approach
that is rooted to Vygotsky’s zone of proximal development. Collaborate learning is
explained by O’Donnell and King (2014) as an approach to learning that gets students
to work in pairs or small groups so as to complete a specific task, create a certain
product or solve an identified problem. The effectiveness of collaborative approaches in
enhancing students’ learning and creativity has been recognised by different
researchers. To begin with, Hogan and Tudge (1999) argue that empirical study has
proved collaborative learning to be fruitful with regard to students’ cognitive

development when applied well and in proper conditions. Three of these conditions,



% ¢

which are students’ “attitudes, organisation and the meaning of learning” to them, are
brought to light in Williams and Sheridan’s (2010, p.335) empirical study. Additionally,
Sawyer (2015) highlights that dynamic, constructivist collaborative approaches result in
maximizing creative learning. All in all, these studies imply that to get the maximum

out of collaborative learning, teachers must apply it carefully. Otherwise, it will, most

probably, result in a huge waste of time and effort.

2.2 Creativity

Digging into literature, there are two main issues that affect the perceptions
drawn on creativity. Firstly, the field of creativity is relatively new and so, creativity is
still, sometimes, confused with other concepts like innovation, genius and imagination
(Kaufman 2016). When it comes to imagination, for example, Pelaprat and Cole (2011,
p.397) assert that “imagination and creativity are distinct, yet inter-penetrating
processes”. Moreover, Stokes (2016) claims that based on its purpose, imagination is
either used for recreating creativity or prompting it. This means that imagination can
end, if adopted well, in fostering creativity. Secondly, creativity has been a
controversial issue ever since its emergence as a field in 1950 and thus, researchers like
Corazza (2016), Diedrich et al. (2015) and Kaufman (2016) affirm the nonexistence of a
unified definition of it. As a result, creativity’s definitions vary on two levels; the level
of the studied field and the level of the studied aspect of creativity within that field. On
the level of the field, creativity is of interest to scholars from various disciplines like
education, psychology, business, marketing, technology, sociology and engineering.
Consequently, it is normal that each of these disciplines contributes with its own
definition of creativity; a definition that works best within that discipline’s framework.

Furthermore, within the same field, generation, process, product, sociocultural

10



acceptance; whether one or more, are some of the inspected aspects of creativity. For
example, Romero, Hyvonen and Barbera (2012, p. 422) present creativity “as a social
process”, while Robinson (2011) argues that when studying creativity, the three
interacting aspects of generation, process and product should be inspected. As for this
study, in light of the understanding gained on creativity from its literature review, and
due to the fact that the researcher is part and parcel of the Omani constructivist
classroom, classroom creativity can be defined as the outcome brought forward by using
creative approaches that attempt at fostering the abilities of an individual, pair or group
within the classroom context in order to produce an idea or product that is evaluated,
either by oneself or others, as both original and suitable. This definition brings to light
the four aspects of classroom creativity; product, group, process and generation, which

will be inspected in the following sections.

Unlike Weisberg (2015), who questions the need of ‘value’; usefulness, to
announce a new idea or product as creative, Diedrich et al. (2015), Harrington (2018),
Kaufman (2016) and Stokes (2016) all agree that originality and usefulness are the two
fundamental determinants that outline creativity. This significance of usefulness as a
fundamental criterion of creativity is evident in different fields. For instance, Hennessey
and Amabile (2010, p. 570) state that creativity is “the generation of products or ideas
that are both novel and appropriate”. Moreover, in their empirical study in marketing,
Im and Workman (2004, p.114) explain that a company’s creativity and thus, its success
is, currently, determined by its “ability to generate and market creative ideas” which, in
turn, fulfills the needs of the “changing market”. When it comes to the classroom’s

context, it is not enough for students’ work to be new for it to be considered

11



appropriate. Rather, students’ creative work should contribute to their learning and
achieve some predetermined objectives, which assures that usefulness is part and parcel
of the soul of creativity. Current researchers like Bello, Mattana and Loi (2018) and
Csikszentmihalyi (2014) add that the influence of product on community, which will be
fully explained in the following section, is not to be neglected. Therefore, product
creativity can be defined as producing a product that is new, useful and socially

acceptable.

Csikszentmihalyi (2014) theorises that there is a relationship between three
parties. They are the person, domain and field and thus, this relationship, which is

illustrated in Figure 2.2, below, determines the value of the creative idea or product.

* : An Individual
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Figure 2.2 Csikszentmihalyi's Systems Model: Product Creativity is determined by the
interaction that takes place between three parties, which are the domain, the person and the
field. A change in one will affect the others.

In more detail, the person can be an individual, group or body. Additionally, the
domain refers to the area in which the creative idea or product is proposed. Finally, the

field refers to all those affecting and are affected by the proposed idea or product in a
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certain area. At school, for example, they can be other students, teachers, supervisors,
parents, administrators etc. The field is a very influential aspect in this three party
relationship because the level of its sociocultural acceptance determines the future of
the idea or product based on its value to the field. Yet, as the field changes continuously
due to changes in the society, culture and beliefs, a rejected idea or product today can be
accepted sometime tomorrow. A simple example that clarifies this is that of women
driving cars. In the past, it was unacceptable for Omani women to drive cars; which are
creative products indeed. Yet, with time, as beliefs have changed, the number of
females hitting the roads is increasing rapidly in the Omani streets. Csikszentmihalyi’s
theory is of a great value to the researcher because the EFL Omani students are not
isolated from their field. On the contrary, according to constructivism, in order for
students’ learning to be invaluable, they need to present their discoveries to others
(Forawi 2015). So, receiving a positive feedback from the classroom environment will,
most probably, nurture their creativity. This brings to light the importance of the

following topic, which is constructive feedback.

While Brownell (2015, p. 20) points out that a constructive feedback is
“descriptive”, “specific”, “offered”, “timed appropriately” and “focuses on behavior”,
the study of Ezzat et al. (2017, p.5) clarifies that constructive feedback can be given in a
simpler form like “elementary and minimal guided instruction”. According to the latter
researchers, giving a minimal guided instruction like ‘keep the creative work up’ may
encourage students to think of the elements that make their work creative and then to

develop this work to more creative idea or product. Based on experience, a combination

of both is recommended. That is because although a minimal feedback may arise
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students’ curiosity on what makes their work distinguished as creative, a more detailed
constructive feedback can help students in identifying the specific areas that they need
to work on. Additionally, Amabile and Pratt (2016) believe that a frequent constructive
and supportive feedback facilitates idea exchange, coordination and collaboration.
Furthermore, Ling, Ismail and Abdullah’s (2015) study reveals the significance of
establishing a good feedback environment in fostering students’ creativity. Therefore, in
addition to the teachers’ crucial role in this environment, students play an invaluable
part in providing the needed constructive feedback. In this study, students’ work is done
in-groups and thus, feedback is given to groups as a whole. This leads to the topic of the

next section, which is group creativity.

De Vreede et al. (2017, p.21) define group creativity “as the extent to which a
team’s ideas in response to a problem-solving task are both novel and useful”. Then, it
Is important to understand that there are different existing factors, which contribute to
the creativity of a group and are lacked when students work individually. Some of these
factors are revealed in the following subsection, which reviews a recently proposed

model of team creativity.

De Vreede et al. (2017) assure that, in the team creativity model, both the
individual creativity of each member of the group and the knowledge and ideas shared
between the group members when working collaboratively contribute to the group’s
creativity. Additionally, Simpson (2017) affirms that the individual’s creativity is
fostered when the effort of the collaborative group is successful. She, also, claims that

the more the group spends time together, the higher the chances for the success of their
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efforts. Yet, is that, always, the case? Paulus et al. (2016, p. 45) differentiates between
two processes that take place in-group work and affect brainstorming creativity; a
process that hinders it and another that fosters it. For example, when students have
“concern[s] about evaluation” or face “production blocking” due to big numbers of
group members, creativity is hindered. On the other hand, “motivation” and “building
on shared ideas” facilitate creative brainstorming. Also, the study of Hoever et al.
(2012) reveals that when diverse groups are instructed to share and consider their
groups’ ideas, their performance turns more creative than homogenous groups. This is,
also, highlighted by H. Friedman, L. Friedman and Leverton (2016, p.7), who affirm
that accepting diversity and welcoming “those who are different” are key contributors to
the success of organisations. This means that the amount of time that group members
spend together is not effective unless those members develop positive group dynamics
and look at their diversity as a possible advantage to have more diverse ideas, and
consequently, more creative ones. So, in order for the teacher to foster group creativity
to the maximum, positive group dynamics can be developed by explaining, explicitly,
their importance to students. Moreover, evaluation concerns can be reduced by

providing those students with adequate constructive feedback.

This approach looks at creativity as a process that develops gradually, and this
reflects the constructivist nature of learning. Yi, Plucker and Guo’s (2015) empirical
study highlights the effective positive role of a social superior creative model in
increasing creativity in students’ performance regardless of their age. So, creativity is
not age restricted and thus, when individuals encounter new experiences in their lives,

aspects of their creativity may be triggered and then developed level by level no matter
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how old they are. A good example of a process creativity model is the Four Cs model,

which will be brought to light in the following section.

The Four Cs Model was built and developed by Kaufman and Beghetto (2009)
on the work of Beghetto and Kaufman (2007) and Csikszentmihalyi (1998). According
to the Four Cs Model, different people have different levels of creativity. So, the
individual is believed to develop creativity sequentially through creativity’s four levels
of development, which are mini-c, little-c, Pro-c and Big-C. In order to understand these
four levels, Figure 2.3, below, explains these levels and provides examples that further

clarify them.
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Figure 2.3 The Four Cs Model Overview: This figure defines the four developmental
levels of creativity, which are the mini-c, little-c, Pro-c and Big-C, and provides suitable
examples that clarify them

The Four Cs Model calls for the understanding of creativity as a continuum
process that lasts for one’s entire life and thus, every level of it is as valuable as the

others in this continuum. Here lies the importance of fostering creativity and the
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fundamental role of encouragement in nurturing it. As a result, the developmental level
of creativity of each individual may progress and may remain the same for a short, long
or forever time depending on the extent to which it is nurtured. Figure 2.4, beneath,

simplifies how this process of creativity takes place.

Level : mini-c ~ Level 2: little-c Level 3: Pro-c  Level 4: Big-C

—— — —— —
4 mm & am A - | & e
: The Process of : The Continuum of Life . -
wr—ww-_ Creativity = : AnIndividual Attaining a
. : The Developmental & Developmental Level of
®  :Anindividual mm Level of Creativity Creativity

Figure 2.4 The Four Cs Creativity Developmental Process: The creativity process is an
everlasting one. In this continuum, the individual develops creativity in a natural sequence
starting from the mini-c level of creativity. The type of feedback he/she receives will affect the
progress of this process positively or negatively.

This model is of interest to the researcher because having a good understanding
of it is useful for teachers for a couple of reasons. Firstly, it drives teachers to appreciate
even the minimal level of their students’ creativity; the mini-c, as they realise that it is a
process that happens in a natural sequence. Secondly, it enlightens teachers on the
importance of their role in fostering students’ creativity as to get those students to move
forward, which, in turn, results in a faster progression of students’ creativity process.
So, how can teaching foster the generation of creativity? This will be further inspected

in the following section.
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In this study, generation creativity refers to creative classroom approaches that
aim at raising students’ motivation as well as the approaches that target fostering
students’ creativity. Therefore, in the educational context of this study, generation
creativity consists of two main aspects, which are identified by Jeffrey and Craft (2010)
as ‘teaching for creativity’ and ‘teaching creatively’. Although the former is learner-
centred and the latter is teacher-centred, the two researchers argue that those two
aspects of teaching creativity are not opposites. On the contrary, in the classroom
context, they interact, influence each other and are both important. This is evident in the
context of the classroom because fostering students’ creativity requires some creative
act from the side of the teacher and thus, ‘teaching for creativity’ and ‘teaching
creatively’ are two sides of the same coin. Yet, in this study, the distinction between the

two is made for analytical purposes only.

Jeffrey and Craft (2010) define ‘teaching for creativity’ as the identification and
development of students’ creative thinking skills by using appropriate classroom
instruction methods. Sawyer (2015) states that teaching for creativity should be
designed subject wise. This means that the EFL students’ creativity should be triggered
differently from that of other school subjects. So, how can students’ creativity be
measured? The Torrance tests for Creative Thinking (TTCT) are almost as old as the
field of creativity; nevertheless, they are still very popular in measuring the four
creative thinking skills of fluency, flexibility, originality and elaboration (Cramond et
al. 2005; Kim 2011). Therefore, the following section will explain those tests

thoroughly.
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In 1987, Paul Torrance developed his tests for creative thinking based on the
work of the founder of the field of creativity; Joy Guilford. Almeida et al. (2008)
demonstrate that these tests can be either figural or verbal. According to Kaufman
(2016, p.85), Torrance figural tests include “picture construction”, “picture completion”
and “lines [or] circles tests”. On the other hand, the verbal tests include “ask-and-
guess”, “product improvement”, “unusual uses” and “just suppose” tests. Kaufman
(2016), also, adds that a single study should implement either figural or verbal tests and
thus, these tests should not be mixed. Otherwise, the study’s results turn inadequate.
Table 2.1, beneath, clarifies how the results of TTCT can be measured. Yet, it is

important to highlight that the TTCT measures are subjective ones because their

analysis depends on the personal judgments of the analyser.

Table 2.1 A Circles' Figural TTCT Example: Child 1 has the highest fluency because she has
the highest number of responses. Child 2 has the highest flexibility because she has the highest number
of different responses. Child 3 has the highest originality because she has the highest number of unique
responses. Child 4 has the highest elaboration because she has the highest number of detailed
responses.
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Kim (2011, p.302) confirms that these tests are still important “in the
identification of highly creative students and in the development of creative thinking
skills in them”. On the other hand, although Baer (2011) assures that the TTCT are still
powerful when used at school, he argues that they lead to unacceptable results when
used in programmes that assess talent. That is because these tests tend to measure
particular areas of divergent thinking skills and ignore the whole picture of creativity.
An assumption that Piffer (2012) totally agrees with as he explains that evaluating
individuals’ creativity should not be restricted to their divergent thinking skills. That is
why in this study, in order to draw a more complete picture of creativity, different

aspects of classroom creativity are inspected.

‘Teaching creatively’ is the adoption of creative methods and approaches to
enhance students’ excitement and motivation towards learning in order to turn the
learning process into a more effective one (Jeffrey & Craft 2010). The empirical study
of Ewing and Gibson (2015) draws attention to the importance of trainee teachers being
exposed to creative teaching and learning activities in teachers’ training programmes for
them to feel confident enough to initiate such activities in real life classrooms. So, what
elements of teaching approaches make those approaches more creative? To begin with,
Drapeau (2014) brings to light the elements of novelty, ambiguity, choice, visualisation
and safe environment. Additionally, the experimental study of Wang, Zhang and
Martocchio (2011, p.211) points out that a “moderate amount of role ambiguity” is “the
most conductive to work creatively”. This draws attention to the importance of

scaffolding in handling ambiguous tasks as students support each other in finding a
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proper way out; a role that is highly valued in constructivism. Furthermore, both de
Souza Fleith (2000) and Sprenger (2010) agree that offering students different
alternatives increases their motivation because as Drapeau (2014, p.31) explains, choice
“gives students a sense of control over their learning” and thus, it fosters their creativity.
Yet, the results of two other studies reveal that when choice is less, students’ motivation
is higher and their engagement in the given task is deeper (Mozgalina 2015). It can be
argued here that a moderate number of choices, which gives students enough space to
think creatively but stay focused on the given task, is what teachers need to provide.
When it comes to classroom environment, Hafner, Miller and Ng (2017) assure that
creativity requires an environment that fosters it and provides the needed resources.
Also, Davies et al. (2013) highlight that a safe, motivating, respectful and stress-free
learning environment encourages creative skills development. Additionally, the study of
de Souza Fleith (2000) adds that the classroom environment should pay attention to
students’ interests and respect their divergent ideas. By understanding the students’
need to improve their creative thinking skills and paying attention to their interests, a
better choice of creative multimodal tools that are used in ‘teaching for creativity’ and
‘teaching creatively’ is sought. Therefore, the following section reviews the topic of

multimodality.

2.3 Multimodality

Oliver and Pritchard (2016, p.1611) define multimodality as using tools that
contribute to the “textual, visual, aural [and] spatial” methods of classroom instruction.
Furthermore, Drapeau (2014) brings to light that multimodality results in various types
of responses, which can be verbal, written, visual or technological. So, what is the

impact of multimodalities on the EFL classroom? In their studies, Oliver and Pritchard
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(2016), Skains (2017) and Vandommele et al. (2017) all agree that the present EFL
classroom demonstrates a positive impact of the use of multimodal tools in it.
Additionally, Lotherington and Ronda (2012, p.114-116) affirm that this positive
influence is highly appreciated by the participating teachers in their study to the extent
that those teachers describe the quality of work that has taken place in their classrooms
as “interpretive, research-based and creative” and the learning as “collaborative” and
“self-directed”. As a result, it is clear that multimodality has a positive influence on the
dynamics of students’ collaborative work because it gives students control over their
own learning, which means that students have choice in taking decisions and thus, this
fosters their creativity (Drapeau 2014). Yet, it can be argued that there are two key
aspects that contribute to the success of those multimodalities. They are the adequate
choice of the multimodal tool to be implemented and the proper implementation of that
tool. Otherwise, chances of failure increase and the teacher ’s desired outcomes may not

be achieved.

Multimodal technologies are all those technology tools that a teacher uses in
classroom instruction. To begin with, Pop (2015) confirms that her four-year project on
learning styles has proved technology-enhanced ones to be the most favoured. She, also,
reports a significant increase in students’ motivation, satisfaction and their language
learning quantity and quality. Well, this gives an indication that in today’s world,
adopting a technological multimodal approach can facilitate teaching the current high-
tech millennial generation, which is so much into technology to the extent that many
current students outperform their teachers. That is because students are exposed to and

affected by technology to a big extent and thus, integrating a multimodal tool that copes
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with their interests is a wise idea if a teacher wants to foster their creativity to the
maximum. Additionally, both Bani Abdo and Al-Awabdeh (2017) and Doron’s (2017)
Tel Aviv Creativity Test (TACT) reveal that using animated videos has positive
influence on students because those videos provide teachers with the needed time to
provide equal guidance to all students and thus, this makes students more confident of
their work and achieve better. Furthermore, when it comes to implementing those
technologies with collaborative learning, the results of Lazakidou and Retalis’s (2010)
study support the use of computer-based collaborative learning to develop students’
creative skills in solving problems. Additionally, the studies of Peppler and Solomou
(2011) and Romero, Hyvonen, and Barbera (2012) on improving creativity via current
technologies assert that together technology and collaborative learning increase and
spread creativity. Therefore, the value of collaborative learning in enhancing students’
creativity is really high and the fundamental role of scaffolding in spreading creativity
among students must not be overlooked. Moreover, the former study claims that
creativity has a sociocultural nature, and the latter suggests that there is no age limit to
develop creativity because even old adults can improve their creative thinking skills and
this draws one’s attention to the continuum of the process of creativity. Furthermore, the
study of Biber and Reis (2016) affirm that in the studied mathematics classes, an
improvement in students’ developmental levels of creative thinking skills is evident in
the web-based environment. Also, Chu and Chow’s (2017) empirical study, in which
different multi-lingual students are taught writing through video dubbing activities,
attribute the highly engaged and motivated students to the novelty of the approach used.
Well, in addition to novelty being inspected in the teachers’ creative approaches, it is,

also, evident in students’ products. Yet, although these products are novel, Chu and
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Chow believe that they are inappropriate because they are not practical. This, again,
draws attention to the importance of usefulness in the definition of a creative work.
When it comes to training needs, Biber and Reis (2016) call for teachers’ training
programmes that support web-based learning systems and develop their technological
skills. This should help those teachers have better choice over their multimodal tools

and have better knowledge of how to implement them.

Robin (2015, p.429) simplifies that digital storytelling (DST) “is the practice of
using computer-based tools to tell stories”. GoAnimate, Moovly and PowToon are some
examples of digital storytelling makers. To begin with, Niemi et al. (2014) and Niemi
and Multisilta (2016) point out that DST is in line with the 21 century needed skills.
This justifies the reasons behind students’ big interest in DST as it represents the current
reality that they are living. Additionally, Chiang, Chiu and Su (2016) and Tang (2016),
also, highlight that DST leads to a significant improvement in students’ engagement and
creativity and this, in turn, results in their positive perceptions of it. Moreover, the
results of Thang et al. (2014) study highlights that when DST is combined with media
tools, there is an evident improvement in students’ motivation and their communicative,
conceptual and technological skills. We can say that all these aspects combined together
contribute beautifully though indirectly to fostering creativity within the context of the
classroom. For instance, when students develop their communicative skills, they
become better group members. This leads to better group dynamics, which, in turn,
results in better collaborative learning. Then, the proper scaffolding support, which
facilitates learning, results in students’ higher levels of motivation. Finally, all together,

contribute to the enhancement of creativity.
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GoAnimate is generally recognized as one of the top text-to-video, web-based
software tools because it allows its members to create a vast number of their own
designed videos for different purposes like business, work or education (Stratton, Julien
& Schaffer 2014). To begin with, Filice and Sposato (2017), Mckeeman and Oviedo
(2014) and Shively (2011) assert that due to the unique features of GoAnimate, it boosts
originality and creativity in teaching and in students’ work. Furthermore, Akyeampong
(2018) and Duveskog et al. (2012) affirm that using GoAnimate in digital storytelling
improves students’ engagement, motivation, imagination and thus, their creativity.
Moreover, the results of both the technology evaluation rubric for communicative
competence applied on GoAnimate by Mckeeman and Oviedo (2014) as well as the
study of Stratton, Julien and Schaffer (2014) confirm that the use of GoAnimate can
facilitate learners in sharing ideas and emotions and in solving problems. This means
that in addition to its positive influence on students’ creativity, GoAnimate can even
improve the collaborative learning that takes place in the EFL classroom. On the other
hand, Filice and Sposato (2017) and Kapucu, Eren and Avci (2014) point out that the
non-millennial participants in their studies find working on GoAnimate hard. This
means that intensive training programmes should be considered in order to prepare
teachers for the use of this web-tool in their classrooms. Moreover, the participating
pre-service science teachers in Kapucu, Eren and Avci’s (2014) empirical study claim
that GoAnimate should be limited to a certain age frame, which is middle-school
students. Yet, this goes against the ideas of the continuity of the process of creativity
and therefore, such judgment should be further investigated as it may have been

affected by the type and level of activity chosen when working on GoAnimate.
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2.4 Summary

This literature review covers the study’s general related topics, which are
constructivism, creativity and multimodality. It, also, brings to light the specific topics
that are related to each of these general topics. Consequently, the conceptual and
methodological bases for this study are established. Yet, as noted from the previous
literature review, almost all of the studies that inspect the effects of digital storytelling
videos, in particular, and multimodalities, in general, examine one aspect of creativity,
which is students’ creativity. Therefore, in order to understand the whole picture and to
inspect the full effects of such multimodalities on the creativity that takes place in the
classroom, the different aspects of creativity like product, group, process and generation
should be brought to light and looked into. As a result, this study will inspect the
different yet interacting aspects of classroom creativity to provide a clearer picture that

demonstrates its dynamic nature.
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3 Methodology

Methodology is a core aspect in any research because it identifies the adequate
methods and procedures that aid solving a research problem systematically. It, also,
provides a work plan that outlines how a study is to be conducted (Rajasekar,
Philominathan & Chinnathambi 2013). When it comes to this study, the methodology
is, first, outlined in Table 3.1 below. After that, different aspects that reveal how this
empirical study was carried out are explained thoroughly in the following sections of
this chapter. These aspects include the rationale for research approach and

methodology, research setting, research sample, data collection methods, data analysis

methods, issues of trustworthiness, limitations and delimitations and summary.

Table 3.1 Methodology Overview: This table gives a general idea of the study’s approach,
setting, participants and instrument with regard to each of its four specific research questions.

Research
Question

Specific
Research
Questions

What are the effects, if any, of collaborative-learning-based digital storytelling videos on
classroom creativity in the Omani EFL classrooms?

What are the effects, if
any, of collaborative-
learning-based digital
storytelling videos on
product creativity in the
Omani EFL
classrooms?

What are the effects, if
any, of collaborative-
learning-based digital
storytelling videos on
group creativity in the
Omani EFL
classrooms?

What are the effects, if
any, of collaborative-
learning-based digital
storytelling videos on

process creativity in the
Omani EFL
classrooms?

What are the effects, if
any, of collaborative-
learning-based digital
storytelling videos on

generation creativity in

the Omani EFL
classrooms?

Approach:

QUAL(quan)

Qualitative

+ Quantitative

Setting

Two grade (12) EFL constructivist classrooms (Governement Post Basic

School/Muscat)

Participants

9 English Teachers + 2 Productive Skills Classes (59 Students) = 68 Participants

Instrument

1) Students' Focus Group Interviews
2) Teachers' Focus Group Interviews
3) Self-Observational Notes

4) Students' Narrative Writings
5) Students'Animated Videos

4) Torrance Tests for
Creative Thinknig
(TTCT) - Students’

Brainstoring Sheets
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3.1 Rationale for Research Approach and Methodology

Creswell (2014, p.4) suggests that combing the two types of approaches;
qualitative and quantitative, “provides a more complete understanding of a research
problem than either approach alone”. Therefore, an embedded mixed methods approach,
QUAL(quan), was adopted to adequately answer this study’s research questions. As
indicated from the previous notations, the approach in this study was mainly qualitative
but it nested a quantitative approach. In more detail, the study looked into a particular
experience that a group of individuals undergo in their natural setting and thus, as Berg
(1998) asserts, an approach that was qualitative in nature best suited this type of
investigation. Yet, when inspecting the effects of digital storytelling videos on students’
creativity, applying the Torrance Tests for Creative Thinking (TTCT) added an
invaluable source of evidence. Such evidence, though quantitative, in nature, was not to
be overlooked for a couple of reasons. Firstly, Silvia et al. (2008) explains that the
TTCT are considered subjective measures because their results are influenced by their
analyser’s personal interpretations due to his/her personal involvement. Secondly, in
this particular study, the TTCT were applied in the EFL Omani classroom, which is a
natural setting, and the researcher was personally involved in collecting the results of
these tests for the purpose of analysing them. So, the application of these tests agreed
with the basic features of qualitative research highlighted by Berg (1998) and Creswell
(2014). All in all, applying the TTCT did not interfere with the dominant, subjective
qualitative nature of this study. On the contrary, the TTCT facilitated the researcher in
gaining a profounder understanding of the effects of digital storytelling videos on

fostering students’ creativity.
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In this empirical study, a case study methodology was chosen for two reasons.
First, the researcher conducted an empirical inquiry that sought deep understanding of
the effects of collaborative-learning-based digital storytelling videos on classroom
creativity in the EFL Omani classroom within a limited time frame; around two months.
This design agrees with Creswell’s (2014, p.241) definition of a case study as “a
qualitative design” that allows a researcher to “explore in depth a program, event,
activity, process, or one or more individuals” by using a combination of different
procedures to collect data within a restricted framework of “time and activity”. Second,
the study’s research questions required explanatory and descriptive answers, which is
one characteristic of case study methodology. Additionally, sources of case study data
are usually variable and include interviews, observations, records or a combination of
more than one source (Yin, 2011), and this, in turn, met with the general qualitative

nature of this study.

3.2 Research Setting

The research took place in a natural setting. It was conducted in a government
girls high school located in Muscat, Oman. Two EFL classrooms formed the natural
study’s context. In both classes, the integration of digital storytelling videos with
collaborative learning took place in productive skills lessons; speaking and writing. All
classes at this school are equipped with projectors and speakers to facilitate the use of

technology in them.

3.3 Research Sample

The research sample consisted mainly of teachers and students who were present

in the specific studied context. As Bell and Waters (2014) affirm, the first step to
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validate the research was by attaining those participants’ informed consents orally and
in writing (see Appendices A & B). In order to investigate the effects of digital
storytelling videos on classroom creativity, the sample was selected based on
convenience sampling. Gorard (2010) and Ritchie et al. (2013) explain that, in this
method, the availability of the participants determines their selection and therefore, this
method of sampling is a non-probability one. In more detail, 12 English teachers were
invited to attend the classes but 3 of them were not able to attend because they either
had classes to teach or trainee teachers to supervise. So, 9 teachers only participated in
this study. When it comes to students, some had a trip and thus, 5 students were absent
from the first class and another 2 from the other class. Therefore, 59 students
participated from both classes. As a result, the total number of participants was 68

participants. This number was enough to answer the research questions adequately.

3.4 Data Collection Methods

The data sources in this study varied between those collected directly in words
and others collected during the studied event. The data collected directly in words
involved teachers’ and students’ spoken utters that were collected when they were
interviewed, while the data collected during the integration of digital storytelling videos
consisted of notes taken by the researcher during and directly after the class as well as

students’ written work be it the groups’ brainstorming sheets or their narrative writings.

In this study, teachers’ and students’ focus group interviews and the researcher’s

self-observational notes were the two key tools used to collect data for all aspects of

30



classroom creativity; be it product creativity, group creativity, process creativity or
generation creativity. In this embedded QUAL(quan) study, the choice of those two
tools was adequate. That is because the focus group interviews allowed enough room
for all participants to express their ideas, feelings and beliefs. So, although the
interviews were focused in order to cover the different aspects of classroom creativity,
they were inclusive and divergent. Also, focus group interviews saved time, as it would
be difficult interviewing each participant alone due to their big number. As for the self-
observational notes, being there and then allowed the researcher to be close enough to
build authentic conclusions about the different participants’ perceptions of the
integration of digital storytelling videos with collaborate learning to enhance classroom
creativity. In addition to these two invaluable tools, students’ work, which included
their written and animated narrative stories, was another valuable tool used when
inspecting the effects of digital storytelling videos on product and group creativity.
Additionally, the Torrance Tests for Creative Thinking (TTCT) was a fundamental
quantitative instrument that helped in getting a better understanding of the effects of

digital storytelling videos on students’ creativity and thus, on generation creativity.

Data collection procedures started from the preparation stage of the lesson and
ended with the constructive feedback given to students on their work. Those procedures
can be divided into six main stages. They are pre-intervention, intervention, students’
digital storytelling videos creation, teachers’ focus group interviews, in-class
constructive feedback and students’ focus group interviews. The following sections

explain each of these stages is in detail.
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The pre-intervention stage consisted of two phases. To begin with, in phase one
of the pre-intervention, the researcher designed the students’ brainstorming sheet (see
Appendix C) as to meet the ideas of Torrance’s guessing tests (Kaufman 2016). After
that, the researcher chose a narrative story; A Nightmare!, which teachers at this
particular school used in the past years to encourage creative narrative speech or writing
(see Appendix D). In brief, the story took place in a classroom, in which a teacher and
some students were the main characters in the story. The whole story revolved around
the teacher’s mug, which got broken while she was away bringing some worksheets.
When she came back, she discovered the awful incident. The story, then, described the
actions taken by the different characters but ended without revealing the identity of the
mug breaker. Copying this story, the researcher created a digital storytelling video using
GoAnimate video creator. The researcher made sure that the video had the exact
wording of the original story; nevertheless, in order to increase ambiguity and choice,
she added elements of sound effects, facial expressions and some tertiary characters
such as; the spider, cat, bird and bees!. Figure 3.1, beneath, demonstrates examples of

the elements included in the designed video.

1 Please check the following link for the GoAnimate video:

https://ga.vyond.com/videos/OHbvAzbE5yZs?utm source=linkshare&utm medium=link

share&utm campaign=usercontent
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https://ga.vyond.com/videos/0HbvAzbE5yZs?utm_source=linkshare&utm_medium=linkshare&utm_campaign=usercontent
https://ga.vyond.com/videos/0HbvAzbE5yZs?utm_source=linkshare&utm_medium=linkshare&utm_campaign=usercontent

Creative Writing Story Creative Writing Story

Animated Video Screen Shot (1) Animated Video Screen Shot (2)

Figure 3.1 Digital Storytelling Video Screen Shots (1) & (2): Those screen shots are captured from
the digital storytelling video to provide some examples of the elements added to the original story through
GoAnimate such as; the facial expressions and the tertiary characters.

Later on, phase two of the pre-intervention took place in the classroom context.
First, three English teachers accompanied the researcher. Those teachers sat at the back
of the classroom, observed the lesson and took notes. The lesson started the usual way
by doing warm-up and lead-in activities. Next, the researcher read the narrative story in
the ordinary way, got students to sit in their groups of four or maximum five, gave them
the brainstorming sheet and asked them to work in their groups and to use one colour
only in writing as many guesses as possible on who broke the teacher’s mug. After three
minutes, the researcher elicited the groups’ answers. Then, the researcher informed the

students that they would watch an animated video of the exact same story.

The intervention started the moment the researcher used her laptop and the
classroom’s projector and speakers to show the students the digital storytelling video.
While watching the video, the researcher had a good chance to write self-observational
notes about the students’ and teaches’ reactions toward the video. After watching the
video, the students were given another three minutes to brainstorm and write their

guesses on who broke the teacher’s mug but they were asked to use a different colour
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from the one they had used previously. (Appendix E) gives an example of the
brainstorming output of one of the groups. The students’ guesses based on the digital
storytelling video formed the basis for their narrative speeches or writings as each group
was asked to choose one of their guessed characters and to retell or rewrite the story
from that character’s point of you. For the writing class, specific narrative writing sheets
were used (see Appendix F). Students had the rest of the lesson as well as another
lesson to complete their work, which was a total of eighty minutes. This, again, allowed
the researcher to take self-observational notes as her role in the classroom was mainly a

guide and facilitator.

After reading and writing notes about students’ narrative writings, the researcher
created digital storytelling videos that used the students’ exact words and ideas. As the
writing class had eight groups, the total number of digital storytelling videos produced
was eight as well (see Appendix G). The creation of those eight videos was a high

workload that took around a week of continuous effort to finish.

Once the students’ digital storytelling videos were created, the English teachers
were invited for some snacks at the meeting room. Nine of the teachers attended. They
watched students’ work while having their snacks. After that, the teachers’ focus group
interviews were conducted. Those interviews were audiotaped, which allowed the
researcher to listen to them and write notes at her convenience. It is important
highlighting here that based on the teachers’ strong request, a part of group (5) video

was omitted as teachers considered it inappropriate. Please refer back to the students’
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original writing sheet, The Possessed Teacher, for their complete narration (see

Appendix H).

The in-class constructive feedback took around a lesson. In more details, after
editing the video of group (5), the eight groups’ digital storytelling videos were played
in class using the researcher’s laptop and the accessible projector and speakers. After
watching each of the groups’ videos, the rest of the class was asked to contribute with
their constructive, descriptive feedback. Moreover, students were given the chance to
give their reflection on their own work. Finally, the class’s English teacher gave
students her feedback. It was difficult taking notes while leading the class discussion.
Therefore, it was important for the researcher to audiotape the feedback session and also
to write down her notes directly after class to avoid missing any important pieces of

information.

After the lesson, students’ focus group interviews were conducted in the
resources room at school. Each focus group consisted of three to four students only.
Therefore, The total number of interviewed groups from both classes was 16 groups; 8
groups from each class. The interviews were audiotaped to facilitate future reference for

note taking.

3.5 Data Analysis Methods
As the major design of this case study was qualitative, an inductive approach to
data analysis was used to help the researcher in understanding the data and the

relationships between the different aspects better. Three main steps were taken to
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analyse the data. First, the results of the students’ brainstorming sheets were arranged in
two tables to facilitate analysing them in terms of students’ fluency, flexibility,
originality and elaboration (see Appendix 1). When it comes to fluency, descriptive
statistics that represented students’ fluency from both classes were generated using
Microsoft Excel. Second, the rest of the data was collected and organised. So, the
researcher’s self-observational notes (see Appendix J) were typed and the teachers’ and
students’ focus group interviews (see Appendices K & L) were transcribed, and
students’ written work was scanned. Third, the collected data was reviewed and colour-
coded based on this research literature, theory and collected raw data and thus, the result
was a mixture of predetermined codes and emerging ones. For instance, based on this
case study’s questions, product, group, process, generation and classroom creativity
formed the main predetermined categories in its coding reference. Additionally, specific
related aspects that stood out while analysing the data were added under the proper
related categories. This resulted in organising the data thematically within those five
categories. The coding reference used in this study is a simpler version of a codebook as
there was no need to develop the latter because the researcher was the only involved
interpreter of data (Creswell 2014) Table 3.2, beneath, demonstrates the categorization

used when analysing the data.
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Table 3.2 Colour-Coding Categorization Reference: This table ig
refereed to when colour-coding the gathered data. It makes analysing qualitative
ata easier and mare svstematic

Category Colour

! The Originality
i Person
+ Product !
I Creativity |

i Usefulness

The Domain
!

i The Field

i Ideas’ Sharing

1
1
1
1
1
1
H
1 Group
! Creativity i
L ]
i
L
1
1
1
1
1
1

Group Dynamics

Process Creativity

T 1
: H Torrance's Four
|

| Teaching | Creative Thinking Skills

| for [
i Creativity |

Classroom :
Creativity .

Imagination

: : Motivation
1 Generation ! !
. Creativity | i Novelity

! Teaching

| Creatively | Choice

| [
' Visualisation

GoAnimate Training Needs

3.6 Issues of Trustworthiness

The researcher obtained verbal and written informed consents from all
participating teachers and students. (see Appendices A & B). This is a key aspect in
adding validity to the any research (Bell & Waters 2014). Additionally, the audiotaped
recordings were deleted directly after the needed data was obtained from them as

teachers and students requested that.

A triangulation of evidence was used to collect data from different sources by

using different methods (Flick 2014). The teachers’ and students’ focus group
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interviews, the self-observational notes and the TTCT results along with students’
products formed the needed sources of evidence that assured the credibility of this study

due to the consistency of their results.

The researcher provided thick descriptions of the research methodology and

findings. This should help other researchers to replicate the study in other contexts.

3.7 Limitations and Delimitations

The results of this case study can be only generalized to represent the effects of
digital storytelling videos on classroom creativity within the limited learning style of
collaborative learning as it was integrated with it. That is because the results can be
different with other learning styles. Additionally, the study was, also, limited to the
scope of Muscat region and should not be generalized to cover other regions or
countries without prior replication of it in different areas. That is because students from

different areas are not equally exposed to technology.

The researcher chose to conduct this case study in one school only and that was
because the study inspected different aspects of classroom creativity, which were
product, group, process and generation creativity. As a result, it was more adequate to
look fully into these aspects within this limited scope in order to be able to study them

well. In future, the same study can be replicated in other Omani schools.
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3.8 Summary

In this case study, a QUAL(quan) approach was used to answer the main and
specific research questions. The study took place in two Omani EFL classrooms.
Convenience sampling was applied to collect a sample of 59 participants of teachers and
students. Focus group interviews, self-observational notes, students’ written work and
their digital storytelling videos all together made the instrument used to collect the
qualitative data. As for the quantitative data, the TTCT results provided the needed data
to inspect students’ creative thinking skills and their improvement. When it comes to
data analysis, an inductive approach, in which colour-coding categorization reference

was designed and fluency descriptive statistics were generated, was adopted.
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4 Findings and Discussion

The findings and discussion section aims at answering the research questions
adequately. Therefore, this section is organized into five main parts. The first four parts
answer the study’s specific questions, which look into the effects of digital storytelling
videos on product creativity, group creativity, process creativity and generation
creativity when integrated with collaborative learning in the Omani, EFL classroom. As
for the fifth part, it will attempt at answering the study’s main research question, which

inspects the effects of digital storytelling videos on classroom creativity.

4.1 The Effects of Digital Storytelling on Product Creativity

It is evident from the focus group interviews that all teachers and all students
considered the final product; students’ digital storytelling videos as creative. In light of
Csikszentmihalyi’s Systems Model (2014), which includes the person, the domain, the

field, the effects of GoAnimate on product creativity will be analysed and discussed.

This section will look at the person as part of the bigger picture, which means
that it will not analyse the intrinsic or extrinsic personal aspects that contribute to
individuals’ creativity. Rather, it will inspect how the person sees the product within the
framework of Csikszentmihalyi’s Systems Model. The interviewed students identified
two aspects that reflect their personal evaluation of their work. These aspects are

product originality and product usefulness.
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When it comes to originality, two main issues are revealed from the students’
focus group interviews. Firstly, it is important to highlight that the interviewed students
considered originality as the main criterion to consider their GoAnimate products as
creative. This is obvious when the students defined creativity in terms of producing
ideas or products that were ‘“new”, “unusual”, “special”, “creative”, “unique”,
“outstanding”, “different”, “extraordinary” and “amazing”. A good number of them,
also, emphasized that creativity was all about “thinking outside the box”. Well,
originality is the criterion that all researchers from all disciplines (Diedrich et al. 2015;
Harrington 2018; Hennessey and Amabile 2010; Im and Workman 2004; Kaufman
2016; Stokes 2016; Weisberg 2015) agree upon. So, how did those students reach to
the same conclusion? It is obvious that in our daily lives, when people in our
community talk about creativity, they always connect it to originality. Therefore, being
part and parcel of this society, and because creativity is an abstract concept, students,
mainly, build their knowledge on creativity around what they absorb from others.
Secondly, in order to come up with an original, creative work, students “thought of a
story plot that no one thought of”, “tried to write something different from the other

2 13 bh 13

groups”, “thought about things that maybe the other groups didn’t notice”, “came up
with new ideas that weren’t in the original story”, “thought of other possibilities for the
person who broke the mug”. Interestingly, these responses reveal an important aspect
about the originality of students’ products. It is clear that those students’ creativity is an
intentional one as they have “tried” to accomplish something original to obtain it. This,

in turn, stresses the great role of the teacher and classroom instruction in leading

students towards achieving this goal, which goes in line with the ideas of Jeffrey and
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Craft (2010), Mvududu and Thiel-Burgess (2012) and Slavin (2014). Therefore, it can

be said that GoAnimate has helped in leading students to produce original products.

Very few students recognised usefulness as a fundamental component the
contributes to the assessment of their GoAnimate products. Some of those students
stated that creativity should result in “something” that was “the best”, “successful”,
“very useful” and had “many benefits”. The others emphasized that creativity promises
a person “a better future” and an “increase” in his/her “production” and “knowledge”.
So, unlike originality, the usefulness of students’ products was not a priority to them,
which agrees with Weisberg’s (2015) ideas on the unimportance of value in creativity’s
definition. Students’ responses and their various understandings of creativity can be
attributed to that creativity is an abstract concept and therefore, different people may
interpret it differently. In more detail, when defining abstract concepts, the ideas that
individuals carry, the beliefs that they hold and the experiences that they undergo all
shape the way they picture these concepts. This assures that creativity is indeed a
controversial issue as Corazza (2016), Diedrich et al. (2015) and Kaufman (2016)
affirm. Yet, when it comes to classroom context, students need to understand that their
products; classroom work, should be appropriate and fulfill the curriculum’s desired
outcomes for it to be accepted. So, usefulness is important after all, which is, also,

stressed in Chu and Chow’s (2017) study.

The researcher’s self observational notes and the teachers’ focus-group
interviews revealed some teachers’ suggestions through which GoAnimate could affect

the domain of teaching EFL and teaching in general in the Omani classrooms. To begin
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with, the researcher’s observational notes brought to light that the possibility of using
digital storytelling videos in classroom instruction overwhelmed teachers with
excitement. Additionally, the teachers assured that the use of GoAnimate in the
classroom could contribute positively to the methods of teaching productive skills.
Moreover, the senior English teacher asked the researcher “to conduct a workshop on
GoAnimate and its integration with teaching”. She emphasized that such a workshop
could be beneficial to “all teachers not only the English teachers”. She, even, took a step
forward after the interviews and spoke to the school principal, who consequently,
approached the researcher and discussed with her a future training plan for her
schoolteachers. As a result, if these future teachers’ training programmes are to be
successful, the domain of teaching may benefit from an invaluable, multimodal
technology. Yet, it should not be neglected that such programmes need to be designed
based on the individual needs of each school subject (Sawyer 2015), and thus, teachers
will play invaluable roles in designing those training programmes as well as the

GoAnimate videos.

By analysing the students and teachers’ focus group interviews and the
researcher’s self-observational notes, some field related aspects are brought to light. To
begin with, all groups except one; Group (5), received totally positive feedback on their
stories’ ideas from all other students and teachers and thus, as the researcher noted, they
were pleased and motivated. So, why was one group left behind? Well, this group wrote
a story about a possessed teacher, who went through a long process of spiritual
treatment to get well again (see Appendix H). So, after designing the initial GoAnimate

videos, teachers had the chance to have a look at them before students during their
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focus-group interviews. Watching the video of Group (5), teachers were shocked and
argued that there should be limits for students’ freedom when expressing their ideas.
The teachers were very upset with the groups’ ideas and one of them confirmed that
teachers “do not accept to be addressed as mentally ill”. Another one stated that this
group “‘started well but ended their writing in an unacceptable way”. Respecting their
wish, the video of this particular group was edited by skipping the part of the possessed
teacher. Later on, in addition to all other videos, the edited video of Group (5) was
played in class (see Appendix G). The group members seemed upset and announced
that there was a missing part in their story. Their class teacher tried to explain to them
that the omitted section was “inappropriate”; nevertheless, they remained unconvinced.
After that, when students were interviewed, two students from Group (5) stated that
“not everything was mentioned. The video skipped a part that we [they] had written and
we [they] think it was the main part of the story” and the other affirmed that “you [the
researcher] skipped a part that no one can think of in the video”. Additionally, one of
them claimed that creativity is to “have crazy ideas” and the other emphasized that in
creativity, “rules are not found neither judgment”. This incident presents beautifully the
ideas of Csikszentmihalyi (2014) on the extremely influential role of the field; the
teachers, on the future of the person’s product; Group (5) edited work. It, also, indicates
that in this relationship, the rejection of the creative ideas or products of individuals by
the field will, most probably, develop a kind of feeling in the involved persons. In this
classroom context, this feeling was negative as noticed from the students’ responses.
Yet, in other conditions, intrinsic motivation and self-confidence can turn such rejection

into a growing determination to prove the faulty of the field.
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The researcher’s self-observational notes and the focus-group interviews bring
to light the nature of classroom feedback that took place in the studied classrooms. To
begin with, after watching each of the groups’ GoAnimate videos, the initial feedback
was given by other groups. It was noted by the researcher that students followed the
researcher’s instructions adequately as they referred back to the GoAnimate videos to
give their descriptive feedback, which was mainly positive, to other groups in a way
that met Brownell (2015) and Ezzat et al. (2017) ideas around constructive feedback.
Additionally, one of the teachers assured that “students learned from each other” and
that “they learned from the more creative students”. This shows how valuable it is for
students to present their work (Forawi 2015) as they have the chance to learn from each
other. As for the students, a student highlighted that “when groups said their ideas and
others responded to them, they became more confident about their own ideas. This
helped them to think and be more creative when they found good reaction from others”.
Therefore, GoAnimate aids establishing the right feedback environment that both
teachers and students can use positively to provide suitable constructive feedback to
different groups (Ling, Ismail & Abdullah 2015). Moreover, it facilitates students’
scaffolding of each other, as they refer back to the groups’ videos, and this results in
students building on their previous creative work (Cazden 2017; Slavin 2014). This
supportive feedback, also, improves students’ idea exchange and collaboration
(Amabile and Pratt 2016) and results in a noticeable improvement in students’ creative

thinking skills especially that their work is successful (Simpson 2017).
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It is evident that the interaction between the person, domain and field is
dynamic. It is, also, clear that this interaction shapes the creativity of the product as it
determines which products survive and which ones extinguish. In this study, although
there is a negative field influence on one of the groups’ products, it remains a partial
influence that has not affected the major group’s work and thus, the product is not
completely rejected. All in all, it can be said that within the context of this study, digital
storytelling videos are considered to foster high product creativity as perceived by the
students, teachers and researcher. Furthermore, those videos have facilitated giving

constructive feedback to students.

4.2 The Effects of Digital Storytelling on Group Creatively
Based on the teachers and students’ focus group interviews and the researcher’s
self-observational notes, some aspects of team creativity are identified. These aspects

are ideas’ sharing and group dynamics.

Almost all students agreed that the GoAnimate video “made it easier” for them
to share their ideas as this was, positively, evident in their groups. They stated that they
“referred back to the video to discuss the different characters and events”. Therefore, it
is clear that digital storytelling aids the learners in sharing ideas, which totally agrees
with Mckeeman and Oviedo (2014) and Stratton, Julien and Schaffer (2014) studies’
results. Their responses arise three important issues. First of all, one of the students
affirmed that “more people meant more ideas”. This idea disagrees with those of
O’Donnell and King (2014) and Paulus et al. (2016) as they present that a small number

of group members is best to overcome ‘production blocking’ during brainstorming
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activities. Secondly, some students confirmed that when working in groups, “one could

29 <

have different types of views and that’s interesting and might give more ideas”, “there
were many ideas from each one”, “everyone thought of an idea” and “there were more
chances to share more creative ideas”. In addition to this reflecting the ideas of
constructivism (Mvududu and Thiel-Burgess 2012; the National Research Council
2000; Slavin 2014), it, also, affirms the positive influence of groups’ diversity on
fostering their creative thinking skills and thus, their performance. This totally agrees
with the results of the studies of H. Friedman, L. Friedman and Leverton (2016) and
Hoever et al. (2012). As there are many more examples that revolve around these same
ideas, this indicates that collaborative work, if applied correctly, leads to fostering
students’ creativity which goes with the ideas of Hogan and Tudge (1999) and Sawyer
(2015). However, three students had some concerns with regard to group work, which is
the third issue that is worth looking deeply into. They said that they faced “disconnected
ideas” and getting “confused” or “interrupted”. They, also, tried to go way too far in
their creative thinking to the extent that they “thought about literally anything that was
so much out of the box”. Two of those students stated explicitly that they “didn’t prefer
doing things in groups” and “liked working alone”. Well, this can be due to various
reasons but since they are three students only, then the number of those reasons can be
reduced to cover issues that are student related in the first place. In more detail,
students’ attitudes, organisation and the meaning of learning to them, which are the
conditions brought forward by Williams and Sheridan’s (2010) in their empirical study,

make the best justifications for those students’ negative feelings towards group work.
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The interviewed teachers and students agreed that GoAnimate helped in
establishing good group work and that the nature the of relationship between the
groups’ members affected the creativity of their work positively. The teachers
mentioned that “the students were instructed well on how to work in-groups” and “this
helped them a lot”. The researcher’s observational notes highlighted that although the
groups were diverse, their work turned creative and they worked well together (Hoever
et al. 2012). The students, also, drew attention to the fact that they worked in groups and
thus, their stories were the collection of different ideas. Many of the students responses
used the pronoun “we” instead of “I” to highlight that. Also, one of the students
commented that the story “was a story of all of us[them]” as they “shared our [their]
ideas and they turned to a great, creative, unique story”. So, the students using the
pronoun “we” means that they think as a group and they attribute their success to the
whole group rather than to themselves. This reveals that there were positive group
dynamics that governed the relationship between students and helped in the success of

those groups’ efforts.

Digital storytelling videos have enhanced group creativity on the level of the
group as well as on the level of the students. As a result, it is obvious that those videos
work well with collaborative learning and this, in turn, helps in fostering students’
creativity more. Additionally, most students loved working in groups and the only three
who had concerns about group work seemed to always have this issue and so, their

concerns are not the result of factors that are related to this lesson in particular.
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4.3 The Effects of Digital Storytelling on Process Creativity

By analysing the focus group interviews, two creativity developmental levels are
identified. First, when it comes to students, almost all of them were happy with their
products. They described their products, which were their stories presented as digital
storytelling videos, as “lovely”, “lively”, “really wonderful” and “enjoyable”. Two of
them, also, announced that they felt “proud” of their work and that the GoAnimate
video “added beauty to beauty”. Others pointed out that “it was fun to watch what we
[they] wrote. It really showed us [them] the beauty of the story” and “it turned out better
than the writing version”. These responses present, at least, a mini-c level of creativity.
Although this is the initial level in Kaufman and Beghetto’s (2009) Four Cs Model, it is
the level at which creativity is first sparked. Moreover, students have worked on
GoAnimate for the first time and so this level is where they should be situated naturally.
Yet, once the teachers announced to students that their videos were creative, the level of
students’ creativity is upgraded to level two, which is little-c, resulting in an increase in
students’ interest to work more and more on digital storytelling designing programmes.
This highlights the invaluable role that the teacher plays in nurturing students’ creativity
by appreciating even the minimal achievements that students make. Moreover, the
teachers were deeply interested in designing their own digital storytelling videos.
Therefore, once they create their first videos, they will, also, fall in the mini-c level.
This means that the process of creativity is not age restricted as Kapucu, Eren and Avci
(2014) claim. Rather, the individual’s creativity can be fostered at any age; be it young
or old, and this totally agrees with the results of Romero, Hyvonen, and Barbera (2012)

and Yi, Plucker and Guo’s (2015).
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The integration of digital storytelling videos with collaborative learning
demonstrates beautifully the natural sequence of process creativity as almost all students
have moved forward in their developmental levels of creativity from mini-c level to
little-c level. Not to forget mentioning the invaluable role of the teachers’
encouragement in achieving that. Moreover, the fact that the teachers themselves are
standing on a mini-c level of creativity when it comes to digital storytelling videos

creation assures that creativity can be fostered at any age.

4.4 The Effects of Digital Storytelling on Generation Creativity

Students’ focus group interviews and the output that students produced when
doing the brainstorming activity demonstrate the effects of GoAnimate on fostering the
students’ four creative thinking skills, which are fluency, flexibility, originality and
elaboration. These effects are presented and discussed in the following sections, which

are Torrance’s four creative thinking skills, imagination and motivation.

Comparing between students’ guesses before and after the intervention (see
Appendix 1), gives insights about the effects of GoAnimate on fostering the creative
thinking skills of fluency, flexibility, originality and elaboration, which will be analysed

and discussed in the following sections.
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Fluency
When it comes to fluency, as evident from the tables and demonstrated in the
descriptive statistics; Figure 4.1, below, students’ fluency has improved in both classes

for all groups.
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Figure 4.1 Students' Brainstorming Fluency Results: To the right, class (1) results. To the left,
class (2) results. The TTCT shows an increase in students’ fluency in both classes.

This means that GoAnimate has, adequately, succeeded in fostering students’
fluency. More insights into this chart will be brought to light on under ‘future research

implications within this section.

Flexibility

By analysing the table, students’ guesses before watching the GoAnimate video
covered all human characters from the story which are, “Eva”, “Sally”, “Alice”,
“Ruby”, Flora”, “Zara” and “Rose”. After watching the video, in addition to their
previous human guesses, students’ guesses increased to involve the “cat”, “bird”,
“spider”, “wind”, “table”, “books”, “bees”, “earthquake” and “ghost”. So, it is evident
that with regard to students’ flexibility, the guesses of all sixteen groups of students

from both classes fell into one type of guesses before the integration of GoAnimate.
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They were all humans. Yet, after watching GoAnimate, these types increased to involve
animals, birds, insects, objects and even supernatural things. This, in turn, affirms that
GoAnimate has, positively, influenced students’ flexibility because the number of the

responses’ types has increased in all groups.

Originality

When it comes to originality, students’ guesses before intervention were very
similar as they included the different human characters mentioned in the story. Yet,
after watching the GoAnimate video, some unexpected, unique guesses were given. For
example, from class (1), group (3) gave the guess “ghosts”, group (7) gave the guesses
“fan”, “the cleaner”, “A.C.” and “no one” and group (8) gave the guess “students from
another class”. As for class (2), group (2) gave two original guesses, which are “ghost”
and “no one”. Therefore, it can be said that GoAnimate has fostered some students’
originality while the rest of the class have overall similar guesses. This can be due to
that some students are naturally more creative than others. It can be, also, due to
limitations in classroom instruction and thus, in future, adopting approaches that foster

originality to the maximum should be done.

Elaboration

The only group from both classes that elaborated on their answers is group (6)
from class (2). That is because they gave more details to three of their answers, which
are “All of them (thinking that they had another thing to blame)”, “spider (trying to get
rid of it)” and “the table wasn’t stable”. In their focus group interviews, teachers argued

that “students could have elaborated more if more time was given”. But, the fact that
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“teachers are hindered with time restrictions as they need to cover a certain curriculum
does not allow them to waste many lessons on a single piece of writing”. Two more
teachers added that “as far as the students covered the task beautifully and on time,
there was no need to give extra time” and that “students need to get used to time
restrictions because in the final exam, they don’t get extra time”. Well, time indeed can
contribute to this result. That is because as Simpson (2017) claims, the more students
spend time together, the more successful and creative they can be. Additionally, by
going back to section 2.2.4.2; The Torrance Tests for Creative Thinking (TTCT), it is
evident in the provided example that the child’s elaboration responses are the lowest in
number. This means that elaboration as a creative thinking skill requires more time and
this can be due to the fact that it is more complex as students need to give more details
to their responses. Therefore, providing students with more time may lead to their better
elaboration. Yet, as teachers assured, it would be difficult for teachers to allow extra
time for the sake of elaboration while the students have already covered beautifully the
lesson’s objectives. Unfortunately, teachers are questioned about the class time and how

they use it effectively to cover all curriculum aspects.

The focus group interviews as well as the researcher’s observational notes draw
attention to the important role of GoAnimate in fostering students’ imagination, which,
in turn improves their creative thinking skills. For instance, the students highlighted this
role when some of them confirmed that the GoAnimate video made them “imagine

29 ¢¢

better the characters and how they moved around”, “imagine everything”, “imagine and
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think more and more”, “imagine and analyse” and “imagine what would happen next”.
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Therefore, it is obvious that digital storytelling videos improve students’ imagination
skills. Other students, also, claimed that the GoAnimate video expanded their
imagination when they said that “it helped our minds to have bigger imagination”, “it
helped us [them] to expand our [their] imagination” which resulted in them developing
“more imaginary ideas and situations”. Furthermore, in addition to the previous effects
of GoAnimate on students’ imagination and thus, their creativity, four of the students
gave responses that assert the positive role of collaborative learning on enhancing this
positive affect even more. Two of them assured that sharing ideas “with others helped
them to expand their imagination and be creative” and “to go through different paths”.
The other two believed that group work “got them to know how each one of them thinks
and her imagination” and thus “when they mixed it together, it became a creative story”.
This agrees with the results of the studies of Akyeampong (2018) and Duveskog et al.
(2012). Moreover, these findings bring to light how connected imagination and
creativity are to each other and thus, as Stokes (2016) claims, imagination can indeed

result in prompting creativity.

Aspects of students’ motivation were noticed when analysing students’ focus
group interviews and the researcher’s self-observational notes. When it comes to
students’ responses, students expressed that GoAnimate “added excitement and
motivation”, “was fun and interesting”, “was enjoyable”, “was beautiful”, “changed our
[their] mood and the atmosphere” and thus they “had fun”. One of the students even
announced that students “were so excited for the first time in the class this year”.

Another student asserted that due to the video, she “never got tired of the lesson”.

Moreover, one of the students stated that “when students enjoy something, they show
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their creativity without someone forcing them for marks”. This indicates that
GoAnimate fosters motivation and thus, creativity (Akyeampong 2018; Duveskog et al.
2012) In addition to students’ responses, the researcher’s self-observational notes
described the students as being “highly motivated”, “extremely interested” and “fully
engaged”. So, it is obvious that the digital storytelling video has motivated students and
this, in turn, has influenced their engagement and communication skills in the lesson

positively. This totally agrees with the result of Pop (2015) and Thang et al. (2014).

All of the teachers and the students agreed in their focus group interviews that
the lesson was novel due to the use of GoAnimate. The findings of this study bring to
light two major consequences of this novelty. First, one of the teachers declared that
when she heard about the GoAnimate video, she knew that “something new and
creative was coming on the way”. Another teacher added that “the lesson was creative
because of GoAnimate”. As for the interviewed students, a student assured that the
lesson was “presented in a unique and new way” which made it “different from other
lessons and more creative”. So, it is clear that by being new, unique and different,
GoAnimate enhances students’ creativity. This totally agrees with the ideas of Filice
and Sposato (2017), Mckeeman and Oviedo (2014) and Shively (2011), who recognise
GoAnimate as a booster of originality and creativity. Second, some of the students
stated that due to the lesson being “new”, “different” and “creative”, it was “fun”,
“interesting”, “beautiful” and “enjoyable”. This was, also, highlighted by one of the

teachers as she announced that the video “was exciting even for the teachers”.
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Moreover, two of the students pointed out that such an “unusual” and “unique” lesson
“changed our [their] mood and the atmosphere” and “gave us [them] a motive to focus
more with the teacher”. Therefore, it is evident that the lesson’s novelty contributes
positively to the environment of the classroom resulting in a stress-free environment
that motivates students and thus, fosters their creativity and this agrees with the
conclusions of Chu and Chow’s (2017) and Davies et al. (2013) on the positive role of
such environment. It is worth mentioning here that both novelty and safe environment

are recognised by Drapeau (2014) as effective elements of creative approaches.

All of the interviewed teachers and almost all of the students argued that the
video did not give a clear answer on who, actually, broke the mug. For instance, the

students expressed this ambiguity when they stated that the answer “remained a
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mystery”,
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was like a puzzle”, “not much clear”, “mysterious” and “anonymous”. That
was because the GoAnimate video “made it harder to have a clear guess” as “no specific
and clear evidence was there” and “there were many suspicious characters”. and thus,
“having unclear solution to this problem made everyone think in different possible
answers”. These findings highlight that the animated GoAnimate video can provide the
neded ambiguity, which Drapeau (2014) points out as an element of creative approaches
and therefore, it leads to fostering creativity. Additionally, one of the teachers
emphasized that “there was no right answer” and another one elaborated that “the video
was ambiguous enough to offer sufficient number of directions but not to confuse
students and this encouraged creative thinking”. Well, the teacher’s description of the
video as “ambiguous enough” gives an indication that the ambiguity level used in the

video is adequate as it allows nurturing the proper needed response from the side of the
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students but without confusing them, which, in turn, improves their creative thinking
skills. This totally agrees with the results of Wang, Zhang and Martocchio’s (2011)

experimental study.

All the teachers and students agree that the GoAnimate videos had added
alternatives to their guesses on who broke the mug. For instance, the teachers listed
some of these alternatives, which are the “ghost”, “broken table”, “earthquake”, “cat”
and “spider”. They highlighted that “giving students more choice would definitely
encourage their creative thinking skills”. Additionally, the students named some
alternatives like the “wind”, “cat”, “bird”, “bees” and “animals”. Furthermore, some of
the students pointed out that they “had not expected that there might be more options”
but, the video “showed more things that could be the ones to break the mug”. For
example, “the cartoon animals added more options on who broke the mug”. To begin
with, it is evident from students’ responses that more choices are provided by the use of
digital storytelling videos, which, in turn, results in a sharp increase in student’s creative
thinking skills as they are able to list more, variable and original guesses. This totally
agrees with de Souza Fleith (2000), Drapeau (2014) and Sprenger (2010) claims that
giving more choice to students motivates them and thus, it fosters their creativity;
nevertheless, it goes against the results of the two studies presented by Mozgalina
(2015), in which less choice is evident to foster creativity more. As argued before, a
moderate implementation of choice seems to be the way out from this dilemma. So, the
proper number of choices provided by the digital storytelling videos is that number that
enables students to have control over their own learning but, one that assures that they

stay focused on the task in hand.
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The teachers and students all agree that the sound effects and facial expressions
had made a difference in them imagining what might have happened better. In more
detail, two teachers ensured that they “were able to live our [their] students’ stories
through their videos. Very interesting!” and that “the sound effects made the videos
lively”. Also, some students pointed out that the sound effects and facial expressions
“showed out the real class and things that were not written in the paper” and made “the
story livelier and beautiful”. Two other students explained that “before watching the
video, we [they] didn’t spot the light on some characters and we [they] ignored them but
after watching the video, the details made some things clearer” and “we [they] could
imagine the whole story in our [their] heads with the characters’ expressions and so on”.
Additionally, students added that “the voices helped in knowing who helped causing the
action and broke the mug” while “the facial expressions like nervousness, fear,
shivering made us [them] suspicious in more people and added them to the list of those
who might have broken the mug”. All of these descriptions assure the wonderful role of
GoAnimate on providing the needed support for students and teachers to visualise the
created stories to the extent that they feel that they are living them. So, this visualisation
adds interest and motivation to the classroom instruction. This makes GoAnimate a
creative teaching approach as it provides the needed visualisation of events, which, in
turn, increases motivation and thus, creativity, which goes in line with Drapeau’s (2014)

ideas on the importance of visualisation.

When it comes to teaching for creativity; fostering students’ creativity, the

influence of digital storytelling videos is evident on students’ creative thinking skills,

58



imagination and motivation. To begin with, it is obvious that TTCT results give
accurate indications on students’ creative thinking skills, and this goes in line with Baer
(2011), Cramond et al. (2005) and Kim’s (2011) studies’ results. Based on these tests, it
is obvious that digital storytelling videos have a significant impact on fostering
students’ fluency and flexibility and a noticeable impact on some groups’ originality.
When it comes to elaboration, a little minor impact is noticed in a single group only.
This impact can be, most probably, increased if more time is given to students;
nevertheless, the fact that teachers are obliged to cover the curriculum and prepare
students for standardized tests hinders allocating more time for the sake of elaboration.
When it comes to students’ imagination and motivation, a positive influence of the
videos is, also, obvious on these aspects. As for teaching creatively; using creative
approaches of instruction, the digital storytelling is evident to be novel, ambiguous,
provides choice and fosters visualization. Moreover, students and teachers have positive
perceptions about it and consider it to be creative. Therefore, it can be announced that
digital storytelling is a creative approach of instruction that teachers can use in the
classroom to increase motivation and thus, creativity. All in all, both teaching for
creativity and teaching creatively interact and influence each other as the change in one

affects the other. This goes with the ideas of Jeffrey and Craft (2010).

4.5 The Effects of Digital Storytelling on Classroom Creativity

Classroom creativity is an umbrella term that covers all the previously discussed
topics of product, group, process and generation creativity. Yet, there are two more
issues that are worth highlighting and will be discussed in the following two

subsections. They are GoAnimate Vs. Creativity and GoAnimate Training Needs.
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Getting introduced to GoAnimate for the first time, it is natural to build some
conclusions, which are expressed in the students’ interview responses around it. To
begin with, most of the students were with the use of GoAnimate in the classroom. For
instance, students believed that GoAnimate could make them “think out of the box”, “be
more creative”, “create lots of things” and “create stories with different sounds and
characters”. Some of them, also, highlighted that GoAnimate would be useful in “school
presentations”, “writing stories”, “show[ing] parts of the story that one can’t explain in
a writing”. Moreover, other students pointed out that GoAnimate is a unique web-tool
because it allowed them to “edit, put different expressions and add live pictures”,
“create lively stories” or “add more details to the story which help in making [them]
creative”. So, it is obvious that the majority students consider GoAnimate to be highly
beneficial in improving their creative thinking skills and this totally agrees with the
ideas of Stratton, Julien and Schaffer (2014) and the results of Filice and Sposato
(2017), McKeeman and Oviedo (2014) and Shively (2011). Additionally, it is evident
that those students have positive perceptions of GoAnimate because it engages them in
their own learning, which goes in line with the results of Chiang, Chiu and Su (2016)
and Tang’s (2016) studies. On the other hand, five students questioned the usefulness of
GoAnimate in fostering their creativity. For instance, one of them was “not sure”, while
the other four were quite confident that GoAnimate had nothing to do with fostering

(13

creativity. They gave different reasons for this judgement, some of which were, “a
creative person can be creative at any circumstances”, “creativity does not need an aid

to be accomplished”, “GoAnimate is a programme that makes video and edit them for

montage, not a programme to learn how to be creative” and “creativity isn’t the
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environment around you forcing you to be creative, it is you who make what’s around
you creative”. Interestingly, those students seem to have got an answer to the ever-
lasting question: Which came first, the chicken or the egg? To them, creativity comes
first and it does not need to be fostered by any means and a creative person will be
creative in any condition. Well, no one can neglect the invaluable role of an individual’s
inner creativity, which varies from one person to the other. Yet, even this inner
creativity can make good use of some enhancement and here comes the role of the
digital storytelling videos like GoAnimate in improving students’ creative thinking

skills and thus, on building on their inner creativity.

By analysing the focus group interviews, some training implications arouse. To
begin with, one of the students highlighted that it would be “difficult to create those
GoAnimate videos but maybe after some more practice and more ideas that would be
possible”. Additionally, the teachers’ and principle’s requests mentioned in section
4.1.2; The Domain, also, imply the need for teachers’ training programmes. This need is
totally understandable and it should serve two levels. First, on the designing level,
GoAnimate video maker is not as simple as video editing because it requires adding
specific elements like characters, sounds, movements, recordings etc. Therefore,
teachers will need some thorough practice on how to create digital storytelling videos
whether using GoAnimate or other video making programmes. Second, on the practice
level, teachers need to be trained on how to use these videos properly in the classroom
to achieve their lessons’ predetermined objectives. Otherwise, the results will be
inadequate. Additionally, this training ensures that teachers are more confident to work

on those multimodal technologies in real life contexts; their classrooms, which is a need
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highlighted, also, by Ewing and Gibson’s (2015) study. As for the students, it is true
that this generation is a high-tech one, but it would be a good idea to give students some
basics on GoAnimate before asking them to design their own videos. All in all, the need
for full training before the application of different multimodal technologies is
highlighted in the recommendations of Biber and Reis (2016), Filice and Sposato
(2017) and Kapucu, Eren and Avcr (2014), who call for teachers’ training programmes
of different multimodal technologies like GoAnimate and web-based programmes prior

to the implementation of those tools.

In addition to the previous discussion on product, group, process and generation
creativity, which form classroom creativity, there are two more aspects that contribute
to it. First, most students and all teachers believe that digital storytelling increases
classroom creativity except for few students, whose justifications remain questioned.
Moreover, the need for training programmes that empower the individual with the
needed technological skills to design videos using digital storytelling makers is
highlighted. Additionally, when it comes to teachers, those training programmes should,
also, provide training on how to implement their products properly in the context of the

classroom.

4.6 Chapter’s Summary

In general, digital storytelling has proved itself to be a creative approach to learning
which, also, improves students’ motivation, imagination, group work and group
dynamics. Furthermore, digital storytelling works beautifully with collaborative
learning as both work hand in hand in fostering students’ creative thinking skills to the

maximum. Yet, because it is still a newly introduced multimodal technology, the need
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for training on its use is crucial to guarantee the proper integration of it. All things
considered, digital storytelling has a positive influence on product, group, process and

generation creativity and thus, classroom creativity as a whole is fostered.
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5 Conclusions and Implications

In conclusion, the results of this case study answer its research questions
adequately. To begin with, when it comes to product creativity, digital storytelling
videos have a positive impact on the interaction that takes place between the domain,
person and field and thus, on product creativity. Those videos, also, facilitate giving
constructive feedback if applied appropriately. Moreover, collaborative-based-learning
digital storytelling videos foster group creativity on both levels; the individual and the
group as a whole. Furthermore, as for process creativity, three main points are worth
highlighting. Firstly, the natural sequence of the creativity process is evident in
students’ progress as their level has improved from mini-c to little-c. Secondly, the
influential role of teachers’ encouragement should not be neglected as it has contributed
greatly to those students’ creative thinking skills improvement. Thirdly, it is, also,
evident that this process is not age restricted. When it comes to generation creativity,
teachers and students consider digital storytelling videos as creative approaches that
improve motivation and imagination and thus, students’ creativity. That is because these
novel and ambiguous videos provide choice and foster visualization. Therefore, if
sufficient time is provided, these videos can improve students’ fluency, flexibility,
originality and elaboration. All in all, it can be said that the integration of digital
storytelling with collaborative learning results in positive influence on all four aspects
of classroom creativity, which are product creativity, group creativity, process creativity
and generation creativity. This, in turn, affects the overall classroom creativity
positively. So, it can be stated that this study has succeeded in shedding light on some

of the aspects that contribute to classroom creativity and so, it has provided a completer
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image of classroom creativity and the nature of the interaction between its different
aspects. Additionally, it is evident, then, that the TTCT alone is not enough to evaluate
classroom creativity, which totally agrees with Piffer’s (2012) argument that other
aspects; like product creativity are, also, important. Furthermore, the role of
collaborative learning in the success of the implementation of digital storytelling in the
Omani classroom should not be undervalued. That is because the study brings to light
that this combination of the GoAnimate digital storytelling multimodal tool and
collaborative learning is a perfect match as they have worked spontaneously to foster
students’ engagement, motivation, imagination and thus creativity. Finally, digital
storytelling has proved itself to be a creative multi-technological tool that can foster
students’ creativity if applied properly. So, the results of this study agree totally with the
results of the studies of Lotherington and Ronda (2012), Oliver and Pritchard (2016),
Skains (2017) and Vandommele et al. (2017) that highlight the positive role of

multimodalities in the current EFL classroom.

5.1 Implications
The findings of this study suggest different implications on the levels of the

teachers, supervisors, trainers and researchers.

On the level of teachers, their role is divided into two parts: their role towards
their students and their role towards their professional development. When it comes to
their role towards their students, it is important to guide students on how to give
instructive feedback, as they are part and parcel of the classroom feedback environment.

Additionally, teachers need to enlighten students that novelty alone cannot make their
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work creative and that usefulness is an important criterion of creativity. Moreover,
teachers need to give guidelines to students that facilitate working effectively in diverse
groups because positive group dynamics are key aspects to group creativity. Finally,
teachers make students understand and believe that creative thinking skills can be
fostered. This way they will encourage students to deliberately try to improve those
skills.

As for teachers’ role towards their professional development, teachers should
integrate digital storytelling appropriately so that students’ creativity is fostered to the
maximum. Also, teachers should develop positive attitudes towards students’ creative
ideas and to provide students with constructive feedback that encourages students and
thus improves their creativity. Moreover, teachers need to carefully select the lessons on
which they wish to integrate digital storytelling because it would be a good idea to
allow students some more time and room to elaborate on their work. Furthermore,
teachers should develop the use of digital storytelling to cover topics that are part of

students’ standardized tests. This way they can kill two birds with one stone.

On the level of supervisors, it is crucial for supervisors to understand that
implementing digital storytelling as a multimodal technological tool is not as easy task
to accomplish and that it is time consuming as highlighted in the methodology section
of this study. As a result, they should appreciate teachers who implement it.
Additionally, as this tool works best with collaborative learning, supervisors should
tolerate students moving around in class and expressing their ideas enthusiastically for

their creativity to be fostered to the maximum.
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On the level of trainers, they should prepare educational training programmes that
prepare teachers to use digital storytelling in their classrooms. That is to train teachers
on how to design the digital storytelling videos and to educate them on how to integrate

those videos with their teaching effectively.

On the level of researchers, the study gives various implications for future
research. To begin with, this case study is narrow in scope as it covers two EFL classes
that are located in a government, girls, high school in Muscat. Therefore, its results
cannot be generalized because most students from other regions of Oman are not as
exposed to technology as those living in Muscat and thus, a replication of the study in
other areas is highly requested. Moreover, digital storytelling should be integrated with
other skills as well to explore its effects on classroom creativity. Furthermore, It is clear
that GoAnimate has a positive influence on students’ fluency, flexibility, originality and
elaboration; nevertheless, it is, also, evident that this improvement varies from one
group to the other and from one skill to the other. Additionally, by analysing the results
using the TTCT measures for creative thinking skills, there are some more specific
findings. For instance, it is obvious that in class (1), group (7) improved the most with
regard to the group’s fluency, flexibility and originality, whereas in class (2), group (2)
is on the lead. Well, in addition to that the influence of GoAnimate varies from one
group to the other, the fact that the group with the highest improvement in those three
creative thinking skills is the same group in both classes is a very interesting finding.
Yet, unfortunately, the scope of this study is limited. Therefore, an adequate

justification to this phenomenon cannot be given in this study. Rather, in order to get an
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accurate explanation, further future investigation that inspects different issues on both

levels of the group and the individual should be conducted.
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Teachers’ Informed Consent Form *

The British University in Dubai offers a Master of Education (MEd) degree in different fields for
interested students. teachers, and professionals in the United Arab Emirates. The master’s programme
is designed and developed in collaboration with the School of Education of the University of
Birmingham, one of United Kingdom's leading schools of education. The offered MEd programmes
are approved and accredited by the Ministry of Higher Education and Scientific Research in the UAE.
As T am working on a research for my ‘Dissertation’, your participation in this research is invaluable

to me.

1.

Purpose of this Study: The purpose of this study is to explore your perceptions, as
teachers, of integrating ‘digital storytelling videos’ with collaborative learning in the
Omani, EFL class.

Statement of Confidentiality: Your participation in this research will be handiea
with complete confidentiality and is used for the sake of writing a course research
paper. In the event of a publication or presentation resulting from the research, no
personally identifiable information will appear in any reports, articles or
presentations. Anonymity will be maintained at all times.

Authorization: Participation in this study is completely voluntary. By signing this
form I am attesting that I have read and understood the information above and I give
my consent.

Participant Name: /)’)WJ

Participant Signature: />

Date:

187N b, 2019

If vou requirc any additional information, please don’t hesitate to contact me at:
2014201171@student.buid.ac.ae.

Yours sincerely,

Shatha Al Khalili
Masters of Education Student

* This form is a modified copv of Dr. Yasemin Yilidiz Informed Consent Form (The British University in

Dubai)
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The British University in Dubai offers a Master of Education (MEd) degree in different ficlds for
interested students, teachers, and professionals in the United Arab Emirates. The master's programme
is designed and developed in collaboration with the School of Education of the University of
Birmingham, one of United Kingdom’s leading schools of education. The offered MEd programmes
are approved and accredited by the Ministry of Higher Education and Scientific Research in the UAE.
As I am working on a research for my ‘Dissertation’, your participation in this research is invaluable
to me.

1. Purpose of this Study: The purpose of this study is to explore your perceptions, as
students, of integrating ‘digital storytelling videos’ with collaborative learning when
teaching English to your class.

2. Statement of Confidentiality: Your participation in this research will be handled with
complete confidentiality and is used for the sake of writing a course research paper. In the
event of a publication or presentation resulting from the research, no personally
identifiable information will appear in any reports, articles or presentations. Anonymity
will be maintained at all times.

3. Authorization: Participation in this study is completely voluntary. By signing this form I
am attesting that I have read and understood the information above and I give my
consent.

Participant Name: _A{sha

S : 4
Participant Signature: @Aj%a

Date: b, (32019

If vou require any additional information, please don’t hesitate to contact me at:
2014201171@student.buid.ac.ae.

Yours sincerely,
Shatha Al Khalili
Masters of Education Student

* This form is a modified copy of Dr. Yasemin Yilidiz Informed Consent Form (The British University in
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Group:@

Who Did 1t?

Based on the GoAnimate video “A Nightmare!” that you have watched, work
with your group members to brainstorm for possible answers to the question:

Who did it? List as many possibilities as you can within the given time.

Who ol
f Did




(Appendix. D)

A Nightmare!

Hi ladies, let me tell you a story of mine. On one of the hottest days of
school, my only wish was to get over this day peacefully. Yet, unfortunately,
my wish did not come true. | was sitting in my office drinking coffee and
sending some important emails, when Ms. Sandra came in with tears filling
her eyes. Ms Sandra was a sweet teacher who was loved by her students.
Her problem began when she left the classroom to get some worksheets. But,
when she came back, she was shocked that someone has broken her
favourite mug. Hearing some students’ laughter at her sight crying, she left
the classroom immediately with a broken heart. | told Sandra that everything
would be fine. After all, it was cruel laughing at her. The moment | entered the
classroom, | felt that something fishy was going on. | talked firmly to the class
stating that it was mean from their side what they did whether one or all. |
also made it clear that this case would not be closed until the responsible
student is caught. | started searching for clues in the classroom. What can
make better clues than students themselves? To begin with, | had to wake up
Sally from her nap. Yet, she looked so sleepy and puzzled. She regretted
knowing anything because she was asleep. Rose, who was eating like a pig
when | entered the classroom, asked for permission to go to the toilet. But, |
refused and waited for the truth. Silence was her answer. At the front of the
class, Alice was so nervous and couldn’t sit still in her place. | noticed that
Eva was looking at her with sharp eyes. That was creepy. Two other students,
Ruby and Zara, were whispering something to each other. Again, they refused
to let the cat out of the bag. The strangest of them all was Flora. She was the
best student in class and the most confident one but, she couldn’t look me in
the eyes. Her head was dropped down and her eyes were fixed on the floor. |
asked her about what had happened but she didn’t say a word. How strange?
Well, there was no use of all my efforts. Silence took place in the class. | was
upset to realize that no one was willing to confess. “You'll all be punished
unless one of you says the truth”. | went back to my office wishing that this

nightmare would end soon. What a shame!
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(Appendix. G)

List of Groups’ Digital Storytelling Videos

Group (1): A Nightmare!
https://ga.vyond.com/videos/05My5QyEWXo0A?utm_source=linkshare&utm_medium

=linkshare&utm_campaign=usercontent

Group (2): A Nightmare

https://ga.vyond.com/videos/0Ax7TSDOr38U?utm_source=linkshare&utm_medium=I

inkshare&utm_campaign=usercontent

Group (3): Ms. Sandra and the Mug

https://ga.vyond.com/videos/OAYINtiQi5dU?utm_source=linkshare&utm_ medium=lin

kshare&utm_campaign=usercontent

Group (4): Nightmare
https://ga.vyond.com/videos/0Bav7XvseCHo?utm_source=linkshare&utm_medium=li

nkshare&utm campaign=usercontent

Group (5): The Possessed Teacher

https://ga.vyond.com/videos/0XqQkmy6AZSc?utm_source=linkshare&utm_medium=I

inkshare&utm_campaign=usercontent

Group (6): All the Possibilities
https://ga.vyond.com/videos/03eZ6H141h4Q?utm_source=linkshare&utm_medium=li

nkshare&utm_ campaign=usercontent

Group (7): From a Hateful to a Lover

https://ga.vyond.com/videos/04RbUioA b10?utm_source=linkshare&utm_ medium=li

nkshare&utm campaign=usercontent

Group (8): Nightmare
https://ga.vyond.com/videos/0ZclhwLslUg0?utm_source=linkshare&utm_ medium=lin

kshare&utm campaign=usercontent

* Please be informed that GoAnimate has recently been changed to Vyond, nevertheless, when this
research was conducted it was still called GoAnimate.
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Narrative Writing Sheet

Group: — 2 Fob. 2018
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(Appendix. 1)

Brainstorming Results - Class (1)

G Afterd GuessesAfterd
uessesl er . .
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Story Video GoAnimatefl Guesses
Video
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" RoseEBally@F|oraBRliceBRubyEZaraFEva(]
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5 oseBFloraBBallyBRliceBEvaBZaraBRoby birdBEogBRat? 0 3
. RoseEIEEvaE%EFIoraE@\IiceEIBaIIyEII?ZaraEIIRubyEIIj
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(Appendix. J)
Researcher’s Self-Observational Notes

Summary®fMyBSelf-ObservationalNotesF
Brainstorming: the students were highly engaged and motivated

Watching the Video: The students were very happy with the video.. They
looked excited and interested

Group Work: groups were active and their dynamics seem positive — they

were able to finish on time and to write well

Watching their Videos: Students enjoyed watching their production. Laughs

and giggles were hear in the class. Even the teachers got very excited

Constructive feedback: students did as instructed. This was very beneficial.
Well done.

Overall, | enjoyed teaching the lesson and all seemed happy. GoAnimate has
helped in increasing students’ motivation, engagement and creativity, |
believe.



(Appendix. K)

Teachers’ Focus-Group Interviews’ Highlighted Responses

Ql:@oyourhink@hat@he@oAnimate@ideoFEaved@norelternatives@o®he@riginal@vrittenZtory®nAvhol

broke®he@nug?

A:Xees,Rhe@EhostHor@xample@nd®heibroken®able
N:Hees
N2:Bff@ourse

Choice

Q2:@WVhat@siyour@inderstanding®f@reativity?
N:RoRome@ipAviththewddeas
A:Tohink@Dut®f®hefox
R:@n@vriting,Rreativity@s@odmagine®hings@lifferently

Product Originality

Q3:DoFoulhink@hatbeing®reativethaso@oMvith@nebeing@leaver?

A:@oldEnyBtudentsEhatBomethingthewndXreative@vas@omingnZhe@vay
Z:@VellEhedesson@vasXreativeecause®flioAnimate
A2:Bho,Btudents@learndrom@ach®ther..Bo,®heydearn@rom@hed@norereativeBtudent

Originality

Ideas' Sharing

Q4:DMohinkZreativeBkills@antbe®aught?
Allzgreedi.iyesk.fesk.yes,BfEourse

For@xamplefGoAnimatefhelpAnBtudentsibeingreativefbecause@®f®heEddedBounds

Visualisation
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Imagination
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A2:Fes,DfRourse
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Group Dynamics
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(Appendix. L)
Students’ Focus-Group Interviews’ Highlighted Responses

Q1: Have you enjoyed the lesson? In which way?

— >y |VesARRInKat T JAhatd’ Tedbefore,mndddikedheStoryXhativethadlor
work@vith
2 Ye: i i il i 28 Yes,because@vethad@EEhange
3 Yes,&h i@ f dhear acter d@njoy Eh ditibroke®hel 29 Ye: Rhere@ver ivitiesHik ing®he®i dEvi h ivitiesith
routine@sivell willbetboring
4 |Ye 30 |ve i i iti i i s
5 Yes 31
6 Yes, i .Gt 32
7
8 iting
9
10 Ye:
11 |Yes,@t'sEnore@®nergetic@ndiively
12
13
14 Ye: i i i ‘elbr
1s Yes,
-
17  |Yes,mt K
20
21 Ye: i @orit Bo, esting a7 Ye:
22 Ye: 48 Ye:
23 Yes,@t’s@ifferentdr "s@nor 49
24 Yes,@tiwasBomethingihew 50 Yes,
25 |Yes, y 51
26 Ye:



Q2: Has the video added more alternatives to your original guesses on "Who broke the mug?" How?

1 Yes,av@llharacter‘sl!aciaﬁap. i s JsmfEat,Bpid Ibirds.ﬁ\llbﬂ!hesemhingsa 27 Yes,| yRhath tAn@he| At@lsohelpeda yhased®nRt y
helj b h d&ndthowih dXo@whatth d.
Yes,&h dEndRheir: divhereh BittingAnRhel! Qs
R es, ni erethey@vereBittingdnRheRlassEavelis@nore? 28 |Yesm § inedt . fnimalsinZheBtory Ahemid
guesses
Yes,@tBh di@nore®hingsat dibeh hobbrokeh iit3h dheirfacial?
3 |Yes, bef hing®he®id, lly@ifferentdfrom&hose&fterBvatchingitl 29 = 'owe el €
expressions
4 |Yes,AtBhowed@peoples'@xpressions,Bhowed®hings®hat@veren'tAvrittendn®he@riginalBtory 30 |Yes,@&know,Rhefway®heydook,thowRheyHeel,Bounds,Bnimals
5 Yes,AtBhowed@istheHacial@xpi ®hatthelped stand®heBtoryinoreBndEuessivho 31 Yes, i Wisualpr ingHort i b h Iy Gt. SoRhatdR
broke®he@nug used@nyGrain@oRnalyse®he®opic
Yes, 3t ionstby@ooki Rhet Rheirfacial@xpr diher el
6 Yes,®b li| standh e ing®hedid 32
— & ST h 3h AnRhelideodike®heRat,bird@ndBpider
7 |Yes,ABawhe@haractersfacial@xpressionsEandBound@ffects 33 |Yes,®he@ideon®he@oAnil ellter It { hotroke®hednug
s Vis,ﬂtlinatfelinel?eelﬂikeﬂ@vastm.l‘ "': : ithit 3 I ditthdded®he@xpr ihel 3 |Vesmm Adeastlikethowith oken
ef dil
9 Yes,weBawinoreRctions@nd®haracters 35 |Yes,@doveRhatth I hed®heiid dearnt@norellternatives
Yes,®heWideothad® dEff dm ®hefacial@xp fthel
10 |Yes,B Dfhe@xtraharactersin®hedid 36 .
es,because! e@xtraharactersdn®he@ideo char hichthelpediistoig - ah hombrokehelinug
11 |Yes,®Rhelid fith d: d#acial@xpr idersonality 37 |Yes,Gtthelpedius@dot
12 |Ves,Bvethadm dithatith 3g [Yesam e ons.Th dffectsthaveddeddmoreit|
. thatBhoulddhelpGnadentifyingBivhobrokehe@nug
13 |Yes,Bvatching®he@ideo@nade®heBtory@noredeality? 39 |Yes,dtthelped@ne®ohi @iffer y
14 |Yes,GtGEave@isAnore®ptions@oRhink@®f 40 |Yes,Bvh ®heideo,®t i ichh her@lidn i f
15 Yes,Hacial®xpressions@nd&hehingsih AnEhelid { | horoke®hel! a1 |ves
mugtike®h dxhetird®hatzr didn®heBtory
16 |Yes, EheBtud i it d@ffects 42 |yes,® Rhe@ideoth d, e@ndiz} sl
17 Maybe,butvhendih hotbroke®he@nug,@h @idn'" h 43 Yes, @b ingRhe AikeRheir d: IdthelpRy Rhatd@t?
anything@o&oAvisht couldibefvhoibroke®hednug
18 |Yes, hEshe@vind,Zh i t 44 |Yes,A%hought| Feeli b hen@BawRhedideo,8h HookingBick
19 |Yes,® Rheirf: d@letails®fivhere®heBtorythappened 45 |Yes,yBeeing®heFacial®xpressions
20 |Yes.Wh @helideo,tl e@letailsBfXheBtory 46 |Yes,Rhe®icturesilearer®ois
21 |Yes,®he@id ddedar i his;®RheRat,tbirdsEndBpider 47 |Yes,b @h i fEact
22 |Yes,tbecause®he®ideothas@more@haracters@ndGtdhel, ingat etter 48 |Yes,A%hought®here@vasn't imalstut,33 imals@nZhe®idi
= T n =Yy = T Ay
23 |ves 4 Yes, Akh fhel hen,&h
thene
q . . " . Yes,b y&h hereh dzheirdavasHlyingBnd®he@vindow(
24 |Yi t [E} diEf hing®heirFacial®; 50
& ’ e Xpressions was®pened,BotheAvind@ntered
25 |Yes, lF:d h I Aike®heRats,Birds@ndbees 51 |Yes,@%hougt fith ut®hen,Rher I beRhe®ne
N Yes,b Rhoughtt fith RheWideoRher dxhed
26 |Yes,BnoreharactersBppeareddn®heideo 52

wind@lso




Q3: Does the video give a clear answer on who, actually, broke the mug? How?

No, Rhererr h h ﬂeemhatﬂheyﬁanﬂareakﬁ

actuallytbroke®he@nugfrom&hedid

No,because@ve@idn'tBelIRheBtoryEndiveRion'tknowRhe®haractersierydvell

T BomeRetail ithear IsEaddednr

By@ising®hefacial®xpressions@ndBeeingh le, EtEBi

happened
no,@becauseh yRiiffe Dutil
Yes, @&t pressit fithett iveBathint®nivhob

Kind®f.AtEavefis@thint 40 |No,Rhe@ideojust@dded@nother@haracter@vhonightthave@one®he®hing
No,Xheideo®idn'tBh ly@vhotbrokefth 41  [No,AvehoseRifferentihar ing®he®id
No,becauseft@idn't@eallyBhowihobroke®he@nug 42 [No,® it itBtrange

No,butiwhend®hought@bout@vhoibroke®he@nug, &t
do@vishi@t

no,Avetill@idn'tknow@vhoRctuallybroke®heinug

no,AtjustBhowed®heFeactionsi h hoRlidat 45 |No,&her b leAvh ®Rhat®heytbroke®heinug
Not&eally 46
ToBome@xtenttbecauseitBhowsRhe@xpressit deeli 47 |No,B Rheref: th
No 49 |no,mot@eally
No,@otieally,but@efinitely@nade@ne@hangeiny®houghts 50 |No,tbecause®hey@idn'tRalk@bout®hiskhing

51 [No, dizh ionstb fth ho@iidt

no,AtjustFBavethintsBndRlues




Q4: What is your understanding of creativity?

1 |TheB®ne®ffpeopleBvho@oes@Ereat@nd@lear@vork@vitt gEndGEt'sBEmhewRhing 27 |Brii hii dhinki ideheox,@venfpeople@on'tdikedt,dt'sBtillZreative

2 ToRomeMviththew®hings@ndAdeas®hat@villinakeEveryoneFEetRodikedt 28 hing®hata dm defikeftbefore

3 |Creativi hii dainusual® t hing&igid®of3: hinggively? 29 |To@nake@ndZhink@®fhingshatfho®ne@nayRhink@f

4 |Thinki fthel. d@maki k malBut®fthormal 30 |Cr hii I y |

5 Thinki tafRheox,| hi d@lifferent@han®he@®thers 31 |ToRhink@But®fthefbox

6 ItRheBpecialdnd@reativeAvork®hat@s@ifferentdrom®he@isualBnddt@mazesipeopled 32 r ial&nd@ni dibeil bl dbutvit

7 P le@v k hingft FunnyBnd@xcited? 33 [T k hi d2ob er?

s 2 ﬂoﬁ,u@:.ﬁ 1Euml - Aike®heBthers,RoZddRoEtEIIFour? 34 |Tom - . hingh bodyRidibefore

9 K 'malihit iEddRoltREhewhing;®Rhat'sEreativity 35 |Amper L hii 3 hingat ' hersBurprised@nd@mused?

10 |Tom i ®hing; 36 |Creativi bl &hi dibeautiful@ndin@@ifferent@vay

11 |It" il i dinterestingddeas®hat®heier nake 37 |It" /| K eativelhi davhere®hey@anhink@ut@®fhefbox

12 |CreativityfsE hii HromRheformalthings@ndRobeinique@ndB@ttractive 38 |Something®hatAs@ifferentBnd@inique,@hatidsthewBndAinpredictable

13 |Thinking®ut@®fhebox 39 [T Adeast th rih

14 |Somethi ial, yonehinks@ft 40 |k g@HotdfAdeas, ingfid

15 |tobbeRreati tainkhi ya&k kesGt@ifferent@rom&heisual 41 |Cr i d

16 |Those@vhobthave®razyddeas 42 |t ik ledg

17 |Creativityi hii vth bod &h i di dB ful 43 Hromah i it { yausefulForth:

18  [E) lansForir i Jie: e} el 44 |MakingBomethinghewndaiseful

19 |Te i @heRhingsit y | OW@vay 45 |ToRhink@But®dfheibox

20 :Ireadyﬂmow tthroughBwvhict I Elo@ifferentreati dbuildi K ledge®hatiheyd a5 | L. . @ifferent
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Q5: Did the added sound effects (cat, birds, spoken language) and characters' facial expressions help you in imagining what might have happened better? How?
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Q6: Do you think that GoAnimate can help you become more creative? How?
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Q7: Do you think that your product (your group's piece of writing) will be a creative one? In which way?
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Q8: Did working in groups help in sharing your creative ideas? How?
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Q9: After watching your group's GoAnimate video, are you happy with your product? Why?
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