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Given the constantly changing social and educational landscape and the continuous advances in 
technology for learning/ teaching purposes, the question of what constitutes appropriate literacy 
pedagogy in a modern educational context has been raised by a number of researchers (see  
Kaminski, 2019; Kalantzis & Cope, 2012). This paper argues in favor of integrating a multimodal 
approach into foreign language (FL) teaching to very young learners. An innovative educational 
program was designed and implemented to 26 preschoolers with the ultimate purpose of examining 
the potential of digital storytelling (Kim, 2014; Robin, 2016) as well as its gamification dynamics 
(rewards, feedback, time, scores etc.), in order to highly motivate and encourage 5-year-old children 
to synthesize knowledge from several sources (Kapp, 2012). Special emphasis was placed on the 
utilization of digital technologies as a means to offer extended opportunities for the promotion of 
cooperative learning, to strengthen interaction and to develop vocabulary skills (see also Bakhsh, 
2016). The findings revealed that digital narratives and multimodal activities a) provided children 
with opportunities to interact in a gamified learning environment, and b) contributed to developing 
their listening comprehension skills. Furthermore, interplaying on multimodal interfaces with digital 
material designed for educational purposes proved to enable children to better acquire FL 
vocabulary.  
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1.  Introduction 
 
The ways young learners communicate and express themselves are becoming more and more 
digital. On the one hand, a worldwide increase has been observed during the last decade in the use 
of Information and Computer Technologies (ICT) by young children, mainly regarding the home 
environment (Stephen & Edwards, 2018). Therefore, many children today start school being 
technologically literate. On the other hand, recent research work reveals that employing ICT as 
dynamic teaching tools in the language classroom seems to be imperative, as their integration and 
innovative teaching processes can contribute to meeting the challenges and opportunities of the 
mobile age (Kokkalia, Economou, Roussos & Choli, 2017; Merzifonluoglu & Gonulal, 2018), as far as 
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very young learners are concerned (see Korosidou & Bratitsis, 2019; Nikolopoulou, 2019). In that 
context, the concept of ‘gamification of learning’ emerges, which incorporates the use of game 
elements and game design techniques in non-game environments (Gibson, Ostashewski, Flintoff, 
Grant & Knight, 2015). Through the introduction of play practices, the learning environment 
becomes more effective, while the learning experience is more motivating for the learner-user. 
Consequently, on a short-term level gamification intends to enhance student engagement in the 
learning process (Seaborn & Fels, 2015), while in the long run, it may be possible to instill behaviours 
that can foster knowledge acquisition and social interactions (Furdu, Tomozei & Köse, 2017). 
Considering the abovementioned, we aimed at designing and implementing an innovative foreign 
(English) language learning environment with kindergarten children, where interaction with ICT for 
educational purposes would be of utmost importance.  
 
2.  Literature review on digital technologies and young learners 
 
Recently, researchers and practitioners have placed great effort into combining FL pedagogy with 
digital technologies, since young or even very young children tend to use emerging technologies 
increasingly. The positive effects of educational practices utilizing mobile and game-based learning 
on student motivation have affected the learning process and have subsequently raised students’ 
interest in the subject matter (Seaborn & Fels, 2015). When learners work in digital environments 
they a) are provided with authentic learning opportunities, b) are given chances to develop language 
and digital skills as they make connections between text, images, video, audio and animation, and c) 
are engaged in meaning making processes, also making connections between their new and prior 
knowledge (Boyaci & Atalay, 2015; O’ Hara, Pritchard, Huang & Pella, 2012). 
 
Even for preschoolers, high-quality learning environments can provide a framework where their 
natural tendency to explore is developed along with the construction of knowledge and the 
possibility to raise questions (Chesloff, 2013; Cutter, 2015).  To exemplify, interactive e-books help 
kindergarten children develop their EFL skills (Hans, 2018), with gains reported in listening and 
phonological awareness (Hamadtoh & Gohar, 2017). Online activities, such as online games, were 
also found to aid children’s vocabulary learning through play and interaction, when employed in a 
manner appropriate to their needs and potentials (AlNatour & Hijazi, 2018). Moreover, children 
acquire vocabulary in the target language and become familiar with its use through digital 
applications and digital games used in education or through Digital Storytelling (DS) (Alexiou & 
Vitoulis 2014; Alsied & Pathan, 2013; Daniel & Cowan, 2012; O 'Hara, et al., 2012; Paluka & Collins, 
2015; Shelby-Caffey, Úbéda & Jenkins, 2014). 
 
In more detail, DS is an educational method which uses technological devices in order to help the 
user develop interesting stories (Robin, 2016). In DS the art of telling stories is combined with a 
variety of digital multimedia (Lathem, 2005; Robin & McNeil, 2012), in order to induce learning by 
implicitly highlighting the language elements aimed to be learnt. It actually represents an evolution 
of traditional storytelling, enhancing the relationships between user, narration and context through 
the introduction of new narrative models (Miller, 2004). As learners become more involved in DS 
processes, they concentrate on appropriate language use in context.  Therefore, they do not focus 
on memorizing vocabulary but rather on using language for a purpose. Multiple intelligences are 
recognized and exploited through the possibilities provided for the use of images, sounds and text to 
tell each story. Through these processes, DS appears to reduce students' anxiety levels while 
enhancing their motivation to actively participate in learning. 
 
Abidin, Pour-Mohammadi, Souriyavongsa, Da and Ong (2011) observed that digital stories enhance 
the comprehension skills of preschoolers in a FL. Figg, McCartney and Gonsoulin (2009) conclude 
that by integrating DS in students' learning experiences, they are engaged in acquiring 21st century 
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skills, while teachers are provided with opportunities for differentiated instruction (Figg et al., 2009). 
Brenner (2013) noted the benefits of introducing DS processes to enhance children's intercultural 
awareness when learning a FL. She argued that digital stories are the ideal educational tool for 
learners to overcome the ‘cultural shock’ of learning the target language. Green (2013) and Skinner 
and Hagood (2008) reported similar findings. 
 
Drawing on the above mentioned, language education more and more uses the power of 
multimodal tools to implement new teaching approaches for the benefit of learners. Thus, through 
DS educators seek to trigger young learners’ creative thinking and allow them to develop the skills of 
a ‘competent’ technology user and a critical thinker. Overall, digital media constitute potent tools in 
education.  However, focus should be placed on selecting applications or games suitable for the age 
of the children and tailored to their specific educational needs (see also Griva & Sivropoulou, 2009; 
Griva & Semoglou, 2012; Griva, Semoglou & Geladari, 2010). In other words, it should be assured 
that the digital material is linked to the learning objectives and clearly serves the acquisition of 
relevant knowledge and skills (Chalkiadaki, 2018; Korosidou, Bratitsis & Griva, 2021), as well as the 
interaction among peers (De Freitas, 2018). 
  
3. The research study 
 
3.1. Aim and research questions 
 
This study is part of a broader research project that lasted two school years. An early language 
learning program was launched in a state kindergarten and the 1st grade of a state primary school. In 
this paper, focus is placed on the first year of the study, which lasted one school year. DS and 
gamification of learning techniques were employed with preschoolers in order to enable the 
development of their language skills in the target language (English). By listening to ‘authentic’, yet 
simplified written texts through a DS process, an ‘experience’ was created for the very young 
learners-users (Werbach & Hunter, 2012). Therefore, the following research questions were posed:  
 

1. Can DS and educational technology have an impact on preschoolers’ receptive language 
skills and their vocabulary development? 

2. What are the opportunities for interaction created in a multimodal, gamified environment? 
What are the difficulties encountered in such a learning context?  

 
3.2. Participants  
 
The educational program was designed for very young learners and implemented to 26 
preschoolers, 16 boys and 10 girls who attended a state kindergarten in an urban area in northern 
Greece. Their average age was 5.5 years old. All students were Greek and they had received no 
previous formal instruction in the target language, as EFL teaching in the Greek state school begins 
from the 1st grade onwards. 
 
3.3. Methodology and research procedure 
 
3.3.1. Syllabus design 
 
Gamification of leaning techniques was integrated into a DS context, emphasizing ‘authentic’ 
language use and making the development of young learners’ multiliteracies skills possible. At the 
same time, the cultural elements integrated in the stories helped the children correlate ‘our culture’ 
with a ‘foreign’ one, interrelating concepts of ‘us’ and ‘the other’. The ultimate goal was to raise 
children's awareness of issues on multiculturalism and enable them to respect different ‘identities’ 
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around the world. Links between language, culture and ICTs were sought. Attempts were made to 
foster learning experiences that would ‘connect’ the children’s world with the environment around 
them (Brewster, Ellis & Girard, 2004), spark their interest and trigger their motivation; thus, creating 
the conditions for successful language learning. 
 
The principles of the national Curriculum for the Kindergarten (2014) and the objectives included in 
the Kindergarten Teacher's Guide (2014), in accordance with the purpose and the specific objectives 
of the Curriculum for Early English Language Learning (PEAP, 2010) were initially taken into 
consideration by the authors. Furthermore, a coherent syllabus was designed by integrating the 
PEAP principles (http://rcel.enl.uoa.gr/peap/articles/genikes-didaktikes-odigies) with the purpose 
and the specific objectives of the present program. The choice of stories from all around the world 
was of primary importance for the creation of a teaching framework appropriate to the needs of the 
children. Stories seem to be the tool that can connect children’s imagination with the real world 
around them, facilitating their acquisition of language skills. It seems that young children’s 
concentration span becomes less limited and linguistic development is better achieved through 
stories (Vieira & Krcmar, 2011). 
 
The syllabus was designed around 7 broad thematic units, with a digital story at the core of each 
unit. The educational material used was interactive and appropriate for children’s perceived needs 
(Lynch, 2015). All stories were authentic, while in the process of creating digital stories, the 
necessary adjustments were made to achieve the appropriate language level for the children. The 
researchers created the stories by using relevant DS tools, such as Storybird (https://storybird.com), 
Storyjumper (https://www.storyjumper.com) or StoryboardThat (https://www.storyboardthat.com). 
Stories were selected based on (i) children’s interests, as recorded through interviews with the 
children before the implementation of the educational program, (ii) children's learning needs, as 
reported in questionnaires distributed to their parents before the implementation of the 
educational program, and (iii) the authentic cultural elements and educational values contained in 
the stories, as documented by the researchers during the material design process.  
 
 
3.3.2. Implementation of the program 
 
The program lasted for a school year with 52 teaching hours allocated for 27 weeks. The educational 
activities were carried out for two teaching hours per week (1 teaching hour/ 2 times a week). In the 
following table (Table 1), the thematic areas of this part of the program and the corresponding story-
based units are presented: 
 
 

Thematic unit Story 
Colors Our colorful world  
Numbers Let’s travel around the world through stories 
Family Small hands can help big 
Animals The beautiful differences around us 
Food A friend from Japan 
The weather Our Australian friends 
Face and body parts – Clothes The real image 

 
Table 1. The program’s thematic units and the corresponding stories 

 
 

The units were relevant to children’s daily experience and constituted a framework for vocabulary 
acquisition in the target language, as well as for oral production of short phrases. More specifically, 
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researchers integrated communication practices in EFL in the context of the digital stories. As one of 
the researchers was also the teacher of the classroom, she ensured that preschoolers were 
encouraged to develop motives for learning the target language by participating in the learning 
process in small groups, interacting with the digital material and ‘realizing’ social rules and roles. 
 
The implementation of the educational program was carried out in three stages: the pre-stage, the 
main stage and the post-stage. 
 
During the pre-stage preschoolers were engaged in the interactive, DS process. Before narrating the 
story, the teacher encouraged preschoolers to follow her in a digital trip to the country of its origin. 
The children were provided with opportunities to activate their previous schemata by interacting 
with digital maps and playing memory games with interactive flashcards depicting culture, tradition 
or food themes. They could also listen to the vocabulary in the target language through recorded 
messages in order to gradually be able to make connections between the concepts and the words 
through audio and visual stimuli. DS was used as a teaching tool for presenting the story in an 
attractive way (Robin, 2016), facilitating interaction between peers and the multimodal material and 
aiming at a better understanding of the content (Korosidou, Bratitsis & Griva, 2021). Using related 
vocabulary such as ‘Look at the cover!’, ‘Let's flip through this (digital) book’, ‘Click the arrow to 
move to the next page’ and by finger pointing through the text during storytelling, the teacher 
aimed at developing very young learners' oral skills. In addition, children were encouraged to 
participate in the learning process by making predictions, observing the images, the shapes and the 
colors that accompanied the text, in order to draw conclusions and develop multiliteracies skills.  
 
The researcher engaged them in performing basic verbal acts (e.g., greetings, thanks, self-
presentations, etc.), as the heroes of the stories did, making simple presentations or descriptions 
with emphasis on certain details (e.g., use of adjectives to describe people or objects, use of nouns 
to express emotions). Audiovisual material, animation, songs and links embedded in the stories 
allowed for memorization and repetition of target language vocabulary in an enjoyable way. 
Moreover, children familiarized with linguistic (verbal utterances), non-linguistic (gestures, body 
posture, facial expressions) and paralinguistic (pitch, rate) features in oral communication, which 
alerted them on how to interpret the messages during the meaning making process. 
 
In the main stage, they worked in groups in a multimodal environment, they played educational 
games by using digital media and cooperated with peers in order to win other teams and collect as 
many points as possible in a given time or find the solution to a given “problem”. Some of the 
activities included digital memory games, digital puzzles, audio-visual recognition matching games, 
digital inductive reasoning and image sequencing games, as well as painting games by using online 
applications (e.g., http://www.crickweb.co.uk/Early-Years.html, https://www.dltk-
kids.com/puzzles/jigsaw/ver20/canvas.asp?20160501, 
https://www.phonicsbloom.com/uk/game/match-cards?phase=2). 
 
Finally, during the post-stage, kindergarten children experimented with educational robotics, by 
feeding the floor robot with the correct answers found on the mats designed by the researchers. 
Moreover, they engaged in QR code learning activities, where they used pictures on which 
researchers embedded QR codes in order to motivate them in story-retelling processes. During the 
activities, special emphasis was placed on encouraging children to reflect on their thinking process, 
while also providing feedback and recycling vocabulary in the target language. 
 
 
 
 



Korosidou & Griva / Research Papers in Language Teaching and Learning 11/1 (2021)  124-137 

 

129 

3.4.  Research tools 
 
Both qualitative and quantitative data were gathered to assess the effect of the intervention on 
learners’ language skills and their vocabulary development. Employing a data triangulation approach 
(Kember, 2003), the following research tools were used in the present study: 
 
 
a) mid-term evaluation and post-test on vocabulary 
 
All participants were assessed on their vocabulary comprehension at the mid of the school year, as 
well as after its completion, i.e., at the end of the intervention (post-test). The assessment was 
conducted using a test based on the Peabody Picture Vocabulary Test - 4 (PPVT - 4) (see Dunn & 
Dunn, 2007). A 10-page picture booklet (see sample in Appendix I) was designed by the researchers 
to assess preschoolers’ comprehension of oral speech in the target language. The questions were of 
graded difficulty and concerned nouns in singular or plural form or small noun-phrases in topics 
related to vocabulary used in early childhood (e.g., animals, family, colors, numbers, clothes, fruits, 
and vegetables).  
 
Each child was asked to identify and indicate the word they listened to. The teacher/ researcher also 
used expressions such as: ‘Show me ..’, ‘Can you point at...’, while she was also recording the 
children’s answers on an assessment form. Εach question in this part had one correct answer. An 
alternative version of the mid-term evaluation booklet was designed and used for the needs of the 
final evaluation. 
 
 
b) a teacher/ researcher’s journal 
 
Journals have been proven to be valuable tools for recording, reflecting on aspects and episodes of 
teaching and improving the teaching/learning process (see Griva & Kofou, 2019). For the purposes of 
this study, the researcher recorded her observations in the journal once a week, in order to reflect 
on the implementation of the educational program and critically monitor the approach adopted. The 
reflective journal was developed based on the reflective questions proposed by Richards and 
Lockhart (1994, p. 44). In general terms, it aimed to interpret the strategies employed rather than 
simply record them in order to allow for ongoing evaluation and decision-making. 
 
The qualitative analysis of 27 journals resulted into the following five typologies: i) Teaching 
approach, ii) Communication and interaction, iii) The role of the teacher, iv) Children’s attitudes, and 
v) Evaluation of the learning process. Several categories and subcategories were organized and 
grouped into each typology (see Appendix II).  
 
 
c) semi-structured interviews with the children  
 
Semi-structured, face-to-face interviews were conducted at the end of the school year with all the 
children involved in the program in order to investigate their attitude towards the program, the DS 
process and the target language. Children were asked to speak freely and reflect on their 
participation in the program. By describing their experiences, they were encouraged to offer ample 
research material to let researchers interpret their attitude towards the educational program. ‘Did 
you like the stories/ games? Why?’, ‘Which was your favorite story/ game? Why?’ or ‘What did you 
learn in your English class?’ were some of the questions posed.  
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4. Results  
 
4.1. Mid-term and post-test on vocabulary 
 
As the results of the conducted independent samples test show (Table 2, Table 3), the difference 
detected between mid-term and post-test evaluation means, although not statistically significant, 
tends to the acceptance limit (p=0.052); therefore, setting implications to effective vocabulary 
acquisition in the specific educational environment.  
 
 

 
 Ν Mean Std. Deviation Std. Error 

Mean 
Mid-
term 

26 0,77 0,15 0,03 

Post 26 0,85 0,12 0,02 
     

 
Table 2. Mid-term and a post-test evaluation means 

 
 
 
 

 Sig.(2-tailed) 
Equal Variances assumed 0,052647 

Equal Variances not assumed 0,052895 
 

Table 3. Mid-term and a post-test evaluation (Levene’s Test for Equality of Variances) 
 
 
 
4.2. Teacher/ researcher’s journal 
 
According to the journal data, DS and educational tools employed in the current study had an 
important impact on preschoolers’ language skills. The researcher noted that: ‘they were interested 
in digital storytelling, reacting verbally and non-verbally’, and ‘they were very enthusiastic about the 
digital storytelling process and interacted with the digital material’. DS attracted the interest of 
children, who ‘got excited every time a new story was introduced in this multimodal learning 
framework‘. Employing multimodal material and having learners participate in activities relevant to 
each story’s content, led to their active participation during the learning process and promoted the 
enhancement of their receptive skills, as the teacher/ researcher stated that: ‘they are always eager 
to play language games on the interactive whiteboard, having opportunities to recycle the target 
vocabulary’ or ‘they play and learn in groups, helping each other and using the L2 meaningfully’.  
 
The journal data also revealed that a host of opportunities for interaction were provided to children 
in the specific educational environment created. Their listening comprehension skills were 
developed, as the researcher recorded that ‘the children understood the instructions given orally’ 
and that ‘the children understood the simple phases uttered in oral language’. The importance of 
using non-linguistic and paralinguistic elements was also of utmost importance, as ‘with the help of 
gestures and body language the children comprehended the messages in the target language’. The 
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children also seemed to gain knowledge relevant to topics of ‘culture’, ‘tradition’ or ‘foreign 
language’ and developed their respect towards the ‘other’, as they ‘liked the traditional costumes of 
the heroes’, ‘paid attention to the flags of the countries, the shapes and the colors’ or ‘were 
encouraged to focus on the country of origin of each story, the traditional elements contained in it 
and people’s habits in that part of the world’.   
 
In addition, the teacher/ researcher recorded some of the difficulties that preschoolers encountered 
in their attempt to understand oral language, either in a video, a song or during storytelling or when 
produced by the teacher herself. According to the journal entries “they had some difficulty in 
comprehension during the narration of the story, but were willing to overcome it by making 
assumptions and trying to understand the meanings through the help of pictures, sounds or other 
supplementary material” or “sometimes children find it difficult to understand… the translanguaging 
mechanism is employed to let them successfully complete tasks without losing their interest.” 
 
4.3. Interviews with the participants 
 
The qualitative analysis of the interview transcripts revealed that children enjoyed learning English 
by being involved in DS. Children stated that ‘I really liked English ...’, ‘Yes, I liked English and what 
we did here was nice’.  

 

The stories seemed to capture the interest of preschoolers. They reported: “I liked the stories you 
told us and then I told them to my mum. I loved the Ugly Duckling,” and “I liked the story with the 
kangaroo and the baby, because I liked the pictures and the song we listened to and we were 
jumping up and down,” or “I liked the story you told us because we pressed the buttons and the 
pages turned in the book.”  
 
Multimodal material was also observed to be an important factor in the language learning process, 
as it attracted children’s interest and encouraged them to participate actively. More specifically, 
they stated the following: “I liked the videos we watched and when we read the fairytale on the 
(interactive) whiteboard” or “all the videos we watched were fun... I asked my mum to watch them 
again at home.” Concerning the difficulties encountered, children mentioned that “sometimes I 
don’t understand because everything is in English…but my classmates help me,” “sometimes it’s 
difficult for me to remember the words to play the games, but my group may know the answer and 
help me win” or “I like playing on the interactive whiteboard and I like the tablet… it’s fun…but I don’t 
like it when some children want to play all the time and they won’t let us play.”      

 

5. Discussion 
  
The present study aimed at exploring the impact of DS and educational technology on the 
acquisition of preschoolers’ foreign language skills through interaction in a multimodal, gamified 
environment. The analysis of the research data showed that preschoolers had various opportunities 
to expand their vocabulary knowledge in the target language and develop their receptive skills 
regarding oral language comprehension. Although some difficulties were recorded in listening 
comprehension or oral production of target language vocabulary, the findings of the present study 
indicated that the quality and frequency of the language input can significantly contribute to the 
enhancement of young children's language ability (see also Pfenniger & Singleton, 2017).  
 
In relation to the impact the educational technology had on preschoolers’ receptive language skills 
and their vocabulary development, it was revealed that the adaptation and the simple phrases in the 
digital narratives motivated children to watch the stories, while the existence of a specific and 
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repetitive structure in every story enabled children to understand the meanings in the target 
language. DS in the kindergarten context created appropriate and effective conditions for EFL 
learning, as stated in the relevant research (Kim, 2014), while the use ICT increased children's 
exposure to the target language (see also Sakamoto, 2015) and their motivation (see Bursztyn, 
Pederson, Shelton, Walker & Campbell, 2015); thus, having a positive impact on children’s receptive 
skills and vocabulary development. Furthermore, several gains stemmed from children’s contact 
with cultural elements embedded in the digital narratives (references to language, customs and 
traditions, songs, food, etc.), allowing for children’s multicultural awareness raising.  
 
Concerning the opportunities for interaction created in a gamified learning environment enhanced 
participation and created stimuli for cooperation in groups. The quantitative and qualitative data 
analysis showed that collaboration and the use of digital media allowed preschoolers to develop 
their receptive skills regarding oral language, by exercising their multiliteracy skills. Their 
metacognitive skills were also enhanced as young students were often encouraged to explain their 
thinking process to their classmates in order to facilitate problem solving, (e.g., when flipping 
through a digital book or when clicking on interactive flashcards or audio messages to get some 
feedback on a story’s content). Moreover, the ICT-based activities maintained very young children’s 
focused attention on the learning process for a longer period of time. Their enthusiasm, interest and 
eagerness to participate in gamified activities made it easier for children to acquire FL vocabulary in 
an effective and natural way. The positive effects of using educational digital tools in creating an 
effective learning environment for young children highlight the importance of integrating ICTs in 
early language learning environments. Similar research findings were reported in previous studies 
having revealed that stimuli provided in a multimodal environment leads to the creation of a 
dynamic language learning environment (Cutter, 2015; Hassan, Rosnani, Ahmad & Su, 2016). In 
other words, children’s exposure to multiple modalities such as texts, images, videos or animation 
creates an educational framework that could significantly influence vocabulary learning.  
 
Stakeholders should take into consideration that technological devices and applications along with 
the interrelationship and interaction with multimodal semiotic resources may affect the classroom 
environment and have a positive impact on learning (see Jewitt, 2006). Future research is suggested 
to investigate i) the impact of multimodal material on children’s productive skills and ii) the long-
term effect of early language leaning with the ICTs use on students’ language skills. In addition, the 
feasibility of the project in other contexts should be carefully considered, as the current study 
sample was rather small.  
 
6. Conclusion 
 
The innovative framework, integrating DS and gamification techniques, proved to have a positive 
impact on the effectiveness of the learning process in early childhood education settings. DS 
introduces young children to meaning making through visual and audio material utilized to support 
the story’s events. Moreover, the quality and frequency of the language employed leads to 
improved language ability (e.g., vocabulary gains, enhanced communication skills). Furthermore, the 
narrative process facilitated the development of listening skills and digital skills.  The engaging and 
motivating content allows for young children’s active participation, while play-based digital learning 
activities keep children's interest and attention high, enabling them to develop positive attitudes 
towards FL learning.  
 
The findings of the current study should be of interest to FL curriculum developers and material 
designers. The use of technology and multimedia in early FL learning settings should also be 
identified by educators, who can consider the above-mentioned recommendations in order to 
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acknowledge the benefits and overcome the barriers toward the implementation and sustainability 
of early FL learning programs.  
 
Considering the limitations of the study, although the findings indicate that DS and gamification of 
learning may be potent tools that can be employed for early FL learning, the existence of a control 
group could further confirm the effectiveness of the pilot implementation. Further studies could also 
detect any convergences and divergences between the traditional and digital storytelling on early FL 
learning outcomes and profoundly evaluate the impact of DS on children’s learning in preschool and 
early primary school contexts. 
	
	
 
 
References 
 
Abidin, M. J. Z., Pour-Mohammadi, M., Souriyavongsa, T., Da, C. & Ong, L. K. (2011). Improving 

listening comprehension among Malay preschool children using digital stories. International 
Journal of Humanities and Social Science, 1(14), 159-164.  

Alexiou, T. & Vitoulis, M. (2014). iGeneration issues: Tracing preschoolers English receptive & 
productive vocabulary though interactive media. Mission impossible?  Conference Proceedings 
from Early Language Learning: Theory and Practice, Umea, Sweden. 

AlNatour, A. S. & Hijazi, D. (2018). The impact of using electronic games on teaching English 
vocabulary for kindergarten students. US-China Foreign Language, 16(4), 193–205. 

Alsied, S. M. & Pathan, M. M. (2013). The use of computer technology in EFL classroom: advantages 
and implications. IJ-ELTS, 1(1), 61-71. 

Bakhsh, S. A. (2016). Using Games as a Tool in Teaching Vocabulary to Young Learners.  English 
Language Teaching, 9(7), 120-128. 

Birbili, M., Kontopoulou, M. & Christodoulou, I. (2014). Teacher's Guide for the Kindergarten 
Curriculum. Retrieved June 15, 2015 from 
https://repository.edulll.gr/edulll/retrieve/11882/1859_.  

Boyacı, D.B. & Atalay, N. (2016). A Scale Development for 21st Century Skills of Primary School 
Students: A Validity and Reliability Study. International Journal of Instruction, 9(1), 133-148.  

Brenner, K. (2013). Digital Stories: A 21st-Century Communication Tool for the English Language 
Classroom. English Teaching Forum, 52(1), 22–29. 

Brewster, J., Ellis, G. & Girard, D. (2004). The primary English teacher's guide. England: Pearson 
Education Limited.  

Bursztyn, N., Pederson, J., Shelton, B., Walker, A. & Campbell, T. (2015). Utilizing geo-referenced 
mobile game technology for universally accessible virtual geology field trips. International 
Journal of Education in Mathematics: Science and Technology, 3(2), 93-100. 

Chalkiadaki, A. (2018). A Systematic Literature Review of 21st Century Skills and Competencies in 
Primary Education. International Journal of Instruction, 11(3), 1–16.  

Chesloff, J. D. (2013). STEM Education Must Start in Early Childhood. Education Week, 32, 32-27. 
Retrieved April 25, 2015 from 
https://www.edweek.org/ew/articles/2013/03/06/23chesloff.h32.html .  

Cutter, M. (2015).  Using Technology with English Language Learners in the Classroom. Education 
Masters. Paper 313. 

Daniel, M.C. & Cowan, J.E. (2012). Exploring teachers’ use of technology in classrooms of bilingual 
students. Education and Learning Research Journal, 97-110. 

Dunn, M. & Dunn, L. M. (2007). Peabody Picture Vocabulary Test—4. Circle Pines, MN: AGS. 
Figg, C., Mccartney, R.W. & Gonsoulin, W. (2009). Differentiating instruction with digital storytelling 

while making connections to critical literacy. Teaching and Learning, 5(1), 31-44.  



Korosidou & Griva / Research Papers in Language Teaching and Learning 11/1 (2021)  124-137 

 

134 

Freitas (de), S. (2018). Are games effective learning tools? A review of educational games. Journal of 
Educational Technology & Society, 21(2), 74-84. Retrieved July 26, 2019 from 
https://psycnet.apa.org/record/2018 18436-006.  

Furdu, I., Tomozei, C. & Köse, U. (2017). Pros and cons gasification and gaming in classroom. BRAIN: 
Broad Research in Artificial Intelligence and Neuroscience, 8(2), 56-62. 

Gibson, D., Ostashewski, N., Flintoff, K., Grant, S. & Knight, E. (2015).  Digital badges in education. 
Education and Information Technologies, 20(2), 403-410. doi:10.1007/s10639-013-9291-7.  

Green, L.S. (2013). Language learning through a lens: the case for digital storytelling in the second 
language classroom. School Libraries Worldwide, 19 (2), 23-26.  

Griva, E. & Kofou, I. (2018). Alternative assessment in Language learning: Challenges and Practices 
(Vol. I). Thessaloniki: Kyriakidis.  

Griva, E. & Sivropoulou E. (2009). Implementation and evaluation of an early foreign language 
project in kindergarten. The Early Childhood Journal, 37(1), 79-87. Ed. Springer. 

Griva, E. & Semoglou, K. (2012). Estimating the effectiveness and feasibility of an early EFL 
learning project based on physical activities. English language teaching, 5(9), 33-44. 

Griva, E., Semoglou, K. & Geladari, A. (2010). Early Foreign Language Learning: implementation of a 
Project in a game –based context. Selected Volume: Procedia Social and Behavioral Sciences (pp. 
3700-3705). ELSEVIER.  

Hamadtoh, R. & Gohar, A. G. (2017). The impact of a proposed interactive e-book on developing 
English language skills of kindergarten children. International Journal of Internet Education. 
Retrieved October 3, 2019 from http://ijie.journals.ekb.eg . 

Hans, D. M. (2018). The concept of animated electronic books in increasing young learners’ literacy 
skills in EFL classroom. Pedagogy: Journal of English Language Teaching, 6(1), 57–64. 

Hassan, M., Rosnani, M., Ahmad, F. M. A. & Su, L. W. (2016).  Teachers’ Acceptance of ICT and Its 
Integration in the Classroom. Quality Assurance in Education, 24 (1), 26-40. 

Jewitt, C. (2006). Technology, Literacy, Learning. A Multimodal Approach. Abingdon/New York: 
Routledge. 

Kalantzis, M. & Cope, B. (2012).  Literacies. Cambridge: Cambridge University Press. 
Kaminski, A. (2019). Young learners ’engagement with multimodal texts. ELT Journal, 1–11. 

doi:10.1093/elt/ccy060.   
Kapp, K. M. (2012). The gamification of learning and instruction: game-based methods and strategies 

for training and education. San Francisco: Wiley & Sons. 
Kember, D. (2003). To control or not to control: The question of whether experimental designs are 

appropriate for evaluating teaching innovations in higher education. Assessment & Evaluation in 
Higher Education, 28(1), 89-101.  

Kim, S. (2014). Developing autonomous learning for oral proficiency using digital storytelling. 
Language Learning & Technology, 18(2), 20-35. 

Kokkalia, G., Economou, A., Roussos, P. & Choli, S. (2017). The use of serious games in preschool 
education. International Journal of Emerging Technologies in Learning, 12(11), 15-27. DOI: 
10.3991/ijet.v12.i11.6991.  

Korosidou, E., Bratitsis, T. & Griva, E. (2021). A framework proposal for interdisciplinary early 
childhood education integrating ICT and foreign language. In Tsiatsos, T., Demetriadis, S., 
Dagdilelis, V. & Mikropoulos, A. (Eds). Research on e-Learning and ICT in Education: 
Technological, Pedagogical and Instructional Issues. Springer.  

Lathem, S.A. (2005). Learning communities and digital storytelling: new media for ancient tradition. 
In C. Crawford, et al. (Eds.), Proceedings of Society for Information Technology & Teacher 
Education International Conference (pp. 2286-2291), Chesapeake, VA: AACE. 

Lynch, M. (2015). More Play, Please: The Perspective of Kindergarten Teachers on Play in the 
Classroom. American Journal of Play, 7(3).  

Merzifonluoglu, A. & Gonulal, T. (2018). Review of Digital language learning and teaching. Research, 
theory, and practice. Language Learning and Technology 22(1), 65-68. 



Korosidou & Griva / Research Papers in Language Teaching and Learning 11/1 (2021)  124-137 

 

135 

 Miller, C. (2004). Digital Storytelling: A Creator’s Guide to Interactive Entertainment. Focal Press, 
Waltham.  

Ministry of Education, Lifelong Learning and Religious Affairs (2010). Early English Language Learning 
Program. Retrieved on March 3, 2011 from http://rcel.enl.uoa.gr/peap/ . 

Nikolopoulou, K. (2019) Mobile Technologies and Early Childhood Education. In Tsitouridou, M., A. 
Diniz J., Mikropoulos, T. (Eds.). Technology and Innovation in Learning, Teaching and Education 
2018. Communications in Computer and Information Science, vol 993. Springer, Cham. 

O’ Hara, S., Pritchard, R., Huang, C. & Pella, S. (2012). The teaching using technology studio: 
Innovative professional development to meet the needs of English learners. TESOL Journal, 4(2), 
274-294. 

Paluka, E. & Collins, C. (2015). Tandem Table: supporting conversations and language learning using 
a multi-touch digital table. Proceedings of the 41st Graphics Interface Conference (pp.139-146), 
Canadian Information Processing Society. 

Pedagogical Institute (2014). Kindergarten Curriculum. Retrieved on January 11, 2015, from 
https://repository.edulll.gr/edulll/retrieve/7058/1947. 

Pfenniger, E. S. & Singleton, D. (2017). Beyond age effects in instructional L2 learning: Revisiting the 
age factor. Bristol: Multilingual Matters.  

Richards, J. C. & Lockhart, C. (1994). Reflective teaching in second language classrooms. Cambridge, 
MA, Cambridge University Press. 

Robin, B. R. (2016). The power of digital storytelling to support teaching and learning. Digital 
Education Review, 30, 17-29.  

Robin, B.R. & McNeil, S.G. (2012).  What educators should know about teaching digital storytelling. 
Digital Education Review, 22, 37-51. 

Robson, C. (2011). Real World Research. Patstow, UK, Wiley. 
Sakamoto, B. H. (2015). The role of technology in early years language education. In Mourão, 

S. and Lourenço, M. (Eds.), Early Years Second Language Education: International Perspectives on 
Theories and Practice (pp. 120-136). Abingdon: Routledge. 

Seaborn, K. & Fels, D. I. (2015). Gamification in theory and action: A survey. International Journal of 
Human-Computer Studies, 74, 14-31. 

Shelby-Caffey, C., Úbéda, E. & Jenkins, B. (2014). Digital Storytelling Revisited. An Educator’s Use of 
an Innovative Literacy Practice. The Reading Teacher, 68, 191–199. 

Skinner, E. N. & Hagood, M.C. (2008). Developing Literate Identities with English Language Learners 
through Digital Storytelling. The Reading Matrix, 8(2). Retrieved on September 17, 2015 from 
http://www.readingmatrix.com/articles/skinner_hagood/article.pdf . 

Stephen, C. & Edwards, S. (2018). Young Children Playing and Learning in a Digital Age. Milton Park: 
Routledge.  

Vieira, E. & Krcmar, M. (2011). The Influences of Video Gaming on US Children's Moral Reasoning 
About Violence. Journal of Children and Media, 5(2), 113-131.  

Werbach, K. & Hunter, D. (2012). For the win: How game thinking can revolutionize your business. 
Wharton Digital Press. 

	
	



Korosidou & Griva / Research Papers in Language Teaching and Learning 11/1 (2021)  124-137 

 

136 

 
Appendix I 

 
Mid-term evaluation sample 

 
 
 
 
 
 

Appendix II 
 

Indicative typologies and categories of the teacher/ researcher’s journal  
 

Typology Categories 

A. Teaching approach 

 

 

 

 

 
 

Developing multiliteracies skills 

Developing cross cultural skills 

Developing language skills  

Multimodal learning 
environment 

Collaborative learning 

Engaging in problem solving 
 

B. Communication 
and Interaction 

 

 

 

 

 

Taking initiatives 

L2 use and paralinguistic 
features 

L2 use 

L1 use 

Translanguaging 

Multiliteracies meaning making  
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