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Abstract. Using digital storytelling media in Indonesian schools is a new
method that helps students with written work, including the writing of
fantasy story texts. This study explores and describes the perceptions of
junior high school students in Indonesia toward using digital storytelling
media (YouTube and Spotify) to write fantasy story texts. This research
employed a mixed-methods approach with a case study design. The
participants consisted of 132 students from three junior high schools in
Banyumas, Indonesia. The sampling technique used was cluster sampling
to select schools with equivalent qualifications, followed by random
sampling to choose two of the seven classes in each school. The data
collection techniques included questionnaires with Likert scales and in-
depth interviews. The results of this study demonstrated that most
students agreed that digital storytelling media could help them get ideas
for writing fantasy story texts; they were flexible, easy to operate, and not
boring. Hence, the students wanted to use them again. The researchers'
recommendations include that students should improve their digital
literacy and teachers and students need to receive training in using digital
storytelling. In addition, digital storytelling media developers need to
develop more interesting features.
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1. Introduction

Technology is developing very rapidly and the developments are increasingly
being used in various aspects of life and have a considerable impact (Larsson et
al., 2024). One form of technological advancement can be seen in the increasing
application of technology in education (Gruenhagen et al., 2024; Jiang et al., 2024).
The role of technology in education includes media and learning methods. One
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medium that has become a trend in learning in Indonesia is digital storytelling
(Purnama et al., 2022). It is implemented by combining audio, video, images, and
other digital media to tell stories (Zhussupova & Shadiev, 2023). Learning using
digital storytelling has been shown to be more supportive than learning based on
oral storytelling (Choo et al., 2020). This is because digital storytelling media can
provide visual images and presentations that attract more students' interest in
learning and developing story ideas. Learning through digital storytelling using
multimedia has been proven to enhance students' skills, memory, and vocabulary
mastery (Masuram & Sripada, 2020). A strong vocabulary is crucial for improving
students' writing quality. Therefore, digital storytelling is highly effective for
writing instruction. This aligns with the research by Zarei and Navidinia (2024),
which found that digital storytelling improves students' writing abilities and
linguistic competence.

Various studies have discovered digital storytelling’s contribution to learning
which can improve students' higher-order thinking skills. For instance, students
can identify and predict what will happen next in the story when the teacher
pauses the video, and they can also analyze the strengths and weaknesses of the
characters (Setiawati & Setyarini, 2020). Likewise, research conducted by Ghaithi
et al. (2023) and Yang et al. (2022) found that digital storytelling effectively
develops creative thinking and enriches vocabulary in language learning. Digital
storytelling is commonly used to learn how to write. This is reinforced by research
conducted by Demirbas and Sahin (2023), which found that digital storytelling
improves the quality of students' creative writing.

Writing is a physical act, whether on paper or by typing, that engages cognitive,
metacognitive, and affective abilities (Wilson et al., 2024). Writing skills are
essential in a curriculum and need to be developed through learning (Millan et
al., 2024). Writing skills are regarded as higher-order thinking skills, which entail
critical thinking and articulating ideas clearly, accurately, and pertinently.
Therefore, these skills are essential to academic success (Guo et al., 2023). Writing
skills are divided into fiction, non-fiction, and poetry (Dewi & Siregar, 2022). One
of the many fiction writing skills that students must master is writing fantasy
story texts, which convert creative and imaginary ideas into written form by
considering the use of language structures (Wikanengsih & Silviani, 2021).
Writing fantasy story texts is one of the language lessons found in the first grade
of Indonesian junior high schools (Sumiyadi, 2023).

Writing fantasy story texts requires imaginative skills, subjectivity, and writing
talent (Harshini, 2020). It offers various benefits, including developing students'
imagination, inspiring students to overcome obstacles, accepting different points
of view, and helping students formulate their personal goals (Saputri et al., 2021).
However, the problems of learning to write fantasy story texts in Indonesian
schools still occur, including using learning media that are less engaging and
teachers who still have difficulty presenting material for writing fantasy story
texts (Balqgis et al., 2021). Another study found that the problem of learning to
write fantasy story texts was caused by monotonous learning and the use of
inappropriate methods. The research by Wikanengsih and Silviani (2021) found
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that applying inappropriate teaching methods could affect the quality of students'
imaginative ideas in writing fantasy stories. These concerns have caused the
quality of fantasy story writing instruction in Indonesian schools to be less than
optimal.

The application of digital storytelling in learning to write fantasy story texts is still
not widely implemented in Indonesian schools. The use of digital technology in
education has not achieved significant progress due to the low ability of teachers
to operate technology (Salim et al., 2022) therefore, teachers' mastery of digital
technology in the 21st century is crucial (Blume, 2020). In the context of the present
study, some schools have implemented digital storytelling learning, including the
three junior high schools sampled in Banyumas Regency, Central Java. Therefore,
research on students' perceptions of implementing digital storytelling needs to be
conducted.

Many studies have proven the effectiveness of digital storytelling through
experiments and measuring perceptions of its use. However, previous studies,
such as the research by Paramita and Utami (2021), focused solely on one school
and one grade level, using only qualitative methods. Hence, the novelty of the
present study lies in the research subjects, namely students in three junior high
schools in the Banyumas region, Central Java, Indonesia. In addition, the variable
under study was also considered a novelty, namely writing ability, especially in
writing fantasy story texts in the first semester of the first grade of junior high
school. This research employed a mixed-methods approach with the analytical
framework of the Technology Acceptance Model (TAM) theory, which set this
study apart from previous research. The mapping of this research used the theory
of Davis (1989), which emphasizes technology acceptance, especially in terms of
ease, usefulness, and attitude toward use.

Research conducted by Lim et al. (2022) recommends studying student

perceptions using questionnaires and interview data on digital storytelling in

learning. Accordingly, this study aimed to determine students' perceptions of

using digital storytelling media in learning to write fantasy story texts. Besides, it

was expected to contribute to enhancing students' self-directed learning by using

digital storytelling media and enriching their understanding of digital literacy.

The formulation of this research problem was as follows:

1. What are the students' perceptions of the usefulness of digital storytelling
media in learning to write fantasy story texts?

2. What are the students' perceptions of the ease of using digital storytelling
media in learning to write fantasy story texts?

3. What are the students' attitudes toward using digital storytelling media in
learning to write fantasy story text?

4. What are the students' behavior associated with using digital storytelling
media in learning to write fantasy story text?
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2. Literature Review

2.1 Digital Storytelling in Language Learning

Digital storytelling represents a pedagogical approach to integrating digital
technology into the learning process. The method of storytelling in question was
first formulated by Lambert in the 1990s (Ribeiro, 2015; Shin, 2016). Digital
storytelling is characterized by the use of computer devices or digital innovations
that combine various media, including websites, animations, audio, graphics, and
video (Chatterjee et al., 2019). Examples of digital media that can be used in
learning include YouTube and Spotify. Digital storytelling is a prevalent approach
in language learning. According to Syahriati (2023), digital technology-based
education is essential for facilitating collaboration between teachers and students
in language learning.

Language learning is a teaching and learning process that imparts language skills
to students. In the Indonesian school context, these skills include listening,
speaking, reading, and writing, which are interconnected (Quddus, 2023).
Language skills in Indonesian language learning, particularly reading and
writing, are aspects that need to be studied more deeply (Juanda & Afandi, 2024).
This is because reading and writing are the main gateways to acquiring
knowledge. Writing skills are the most complex compared to the other three
language skills (Gebremariam & Hiluf, 2023). One of the essential writing skills
that must be mastered in Indonesian language learning at schools is the skill of
writing stories (Hastuti et al., 2023). Therefore, in its implementation, appropriate
teaching methods and media are necessary to ensure that students can understand
the material well.

Research by Shi and Cheung (2024) found that students' learning experiences in
digital storytelling can produce more meaningful stories in English language
learning, especially in expanding the learning of the four language skills , such as
listening, speaking, reading and writing. Another study by Elahi et al. (2015)
discovered that digital storytelling allows students to create and share digital
stories. This can be done by combining storytelling with the use of technology
(Karapakdee & Wannapiroon, 2023). Digital storytelling can enhance critical
thinking skills in secondary school students when taking exams because it
involves collaborative activities that stimulate the development of their critical
thinking skills (Chen & Chuang, 2021). The application of digital storytelling in
learning offers many benefits, such as attracting students' interest in learning and
improving digital skills (Dimova et al., 2018).

2.2 Learning to Write Fantasy Story Texts Through Digital Storytelling

One of the learning materials in the first grade of junior high school using the
Indonesian language curriculum is fantasy story texts which are written based on
imagination beyond human reason, such as miracles, magic, or sorcery (Balgis et
al., 2021). These texts contain elements such as characters, dialogue, setting, plot,
and conflict (Dewi & Siregar, 2022). The characteristics of fantasy story texts
include being imaginative, unreal, and speculative (Dezcz-Tryhubczak, 2020). The
skill of writing fantasy story texts can develop students' creative ideas and critical
thinking (Wikanengsih & Silviani, 2021). The creative ideas developed by students
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involve varied and expressive language. The learning of fantasy story texts can be
conducted through digital storytelling.

The implementation of digital storytelling in teaching fantasy text writing
involves several stages. According to Brenner (2014), the stages include the
teacher's introduction of stories using digital storytelling media, the provision of
guidelines for creating digital stories, the production phase, and the evaluation
phase. In the present study context, students used digital storytelling platforms,
such as YouTube and Spotify, to observe fantasy stories in a digital format. It
positively impacts writing ability because the use of various media makes
students more interested in engaging in the learning process (Chaisriya et al.,
2023). Moreover, digital storytelling has also been proven to enhance students'
writing skills in creative writing (Demirbas & Sahin, 2023).

3. Methodology

3.1 Research Design

This research employed a mixed-methods approach with a case study design. In
mixed methods, researcher use both quantitative and qualitative data (Creswell
& Creswell, 2018). A mixed-method approach will result in more comprehensive
research than a single-method study. In the present study context, the quantitative
method was used to obtain data on students' perceptions while the qualitative
method was incorporated to gather data on why and how students perceived the
application of digital storytelling.

This study focused on students' perceptions of the use of digital storytelling media
in the writing learning of fantasy story texts. The media used were Spotify and
YouTube, featuring fantasy stories with folklore themes. The reason for choosing
these platforms was that they were considered familiar to the students. The stories
accessed by the students had characteristics of easily understood plots, contained
elements of magic, and were fictional.

In developing the student perception instrument, this research employed Davis's
(1989) TAM. The instrument was used to determine students' perceptions of using
digital storytelling media. The TAM model is divided into several parts, as shown
in Figure 1.
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Figure 1: TAM Model

The indicator of perceived usefulness represented students' perceptions of using
digital storytelling media to improve their ability to write fantasy story texts.
Meanwhile, the perceived ease of use denoted students' perceptions of the ease of
operating digital storytelling media. The attitude toward using described
students' attitudinal responses to the use of digital storytelling media. The
behavioral intention to use conveyed students' intention to use digital storytelling
media in the future.

3.2 Participants

This research was conducted at three junior high schools in Central Java,
Indonesia, specifically in the Banyumas Regency. The researchers selected these
schools based on cluster sampling, considering those with equivalent
qualifications that have implemented digital storytelling media in learning. There
were nine state junior high schools in the Banyumas Regency with equivalent
qualifications. The researchers selected three of these nine schools as the research
samples. The participants in this study were seventh-grade students, with two
classes selected from each school through a random sampling technique. Each
class had 30 students, bringing the total number of participants to 180. Out of these
180 students, 132 completed and returned the questionnaires. Among the
respondents, there were 52 male students (39.4%) and 80 female students (60.6%).
Subsequently, the researchers interviewed 10 participants from each school,
comprising a total of 30 students as interview sources. These 10 participants were
chosen to ensure a balanced representation of the three schools based on their
cooperative and communicative abilities. Female participants were coded as "F,"
and male participants as "M." Gender differences are used to see gender
preferences in the use of digital storytelling media. After removing duplicate data,
the final number of participants was 26.

3.3 Instruments and Data Collection
The data collection process involved the use of questionnaires and in-depth
interviews. This combination was administered to enhance the depth and breadth
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of the research (Wasti et al.,, 2022). The researchers collected data using a
questionnaire which was analyzed quantitatively, followed by interview data
which was analyzed qualitatively. The questionnaire was distributed using
Google Forms. These items were developed based on the theory by Davis (1989).
A total of 17 questionnaire items were created and tested using product-moment
construct validity. This resulted in 14 valid items, with the criterion that the Sig.
(2-tailed) value was less than 0.05, and the Pearson correlation was positive. The
reliability test used was split-half with a value of 0.93, indicating that the data was
reliable because the value was above 0.70 (Hair et al., 2020). The questionnaire
operated a 4-point Likert scale: strongly agree = 4, agree = 3, disagree = 2, and
strongly disagree = 1. This scale was chosen to avoid responses concentrating on
neutral options.

4. Results

4.1 Students' Perceptions of the Usefulness of Digital Storytelling Media

The aspects of usefulness focused on (1) ease of generating writing ideas, (2)
enriching vocabulary, (3) helping to structure conflicts, and (4) improving the
quality of writing. The results of students' responses to the usefulness of digital
storytelling media are shown in Table 1.

Table 1: Students' responses to the usefulness of digital storytelling media

Statements Responses (%) Average
SA|A | D | SD
Digital storytelling media makes it easier for 3.09
A 20 | 72| 7 1

me to generate writing ideas.

Digital storytelling media is useful for | 25 | 65 | 10 0 2.99
enriching vocabulary.

Digital storytelling media helps me structure | 19 | 65 | 14 2 2.70

conflicts in writing.
Digital storytelling media improves the | 9 | 62 | 20 9
quality of my writing.

Notes: SA: Strongly Agree; A: Agree; D: Disagree; SD: Strongly Disagree

3.09

A total of 92% of students had a positive response to the statement that digital
storytelling media makes it easier for them to generate writing ideas, with an
average score of 3.09. Based on in-depth interviews, digital storytelling media
could provide the students with easy-to-understand story representations owing
to animations and audio which give the story a more detailed depiction, helping
to realize the story and other creative ideas. The following were student
responses:

“Digital storytelling media, like YouTube, presents stories that can be seen and
heard, making it easier for me to grasp the meaning of the story, especially with

good animations that attract my interest.” (School 1-F)

“The fantasy storylines on YouTube appear more detailed and interesting, making
it easier for me to generate non-monotonous writing ideas.” (School 2-F)
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“Media like YouTube and Spotify that feature fantasy stories not only make it
easier to generate writing ideas but also help develop ideas and inspiration for
creating interesting digital stories.” (School 3-M)
Students' perceptions of the usefulness of digital storytelling media for enriching
vocabulary had an average score of 3.15, with 90% responding positively. They
stated that digital storytelling media could provide many new words that are not
found in non-digital stories:

“Fantasy stories on YouTube and Spotify contain many references to new
vocabulary.” (School 1-M)

“Fantasy stories on YouTube have visual representations that prompt me to learn
vocabulary appropriate to the depicted situation.” (School 3-F)

The statement that digital storytelling media helps students in structuring
conflicts had an average score of 2.99, with 84% giving a positive response.
According to interviews, most students agreed based on the sequential depiction
of conflicts in fantasy stories on YouTube and Spotify. In addition, these platforms
provided many accessible references, giving students a considerable amount of
ideas for structuring story conflicts:

“Fantasy stories on YouTube and Spotify are easily accessible, so I have plenty of
ideas for structuring story conflicts.” (School 3-M)

“There are many references to fantasy stories on YouTube and Spotify, making
me trained to realize story conflicts in digital storytelling media.” (School 2-F)

The statement of disagreement, accounting for 16%, was based on responses that
YouTube and Spotify did not significantly help in structuring conflicts because
they could only be structured by the writer's original ideas. The following was a
response expressing this view:

“In my opinion, the presentation of fantasy stories on YouTube and Spotify does
not significantly help me structure story conflicts. This is because conflict
structuring can only be developed by the writer's own ideas.” (School 3-M)

Students' responses to the statement of whether digital storytelling media helps
improve the quality of their writing had an average score of 2.7, with 71% giving
a positive response. It indicated that fantasy stories on YouTube and Spotify could
provide many new ideas and interesting story delivery and encourage students
to write as well as possible, supported by components like audio, images, and
video:

“YouTube and Spotify have many interesting features, such as the command to

search for the fantasy stories I want, allowing me to explore my imagination and

ideas in writing.” (School 1-M)

“The many interesting story references make it easy for me to develop ideas and

realize them in the form of digital stories, which helps improve the quality of my
writing.” (School 2-F)
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Based on the responses in the questionnaires and interviews, the use of digital
storytelling media, namely YouTube and Spotify, could help students generate
writing ideas, enrich vocabulary, structure conflicts, and improve the quality of
writing overall because these mediums had interesting features that encouraged
them to develop ideas and enhance writing quality.

4.2 Students' Perceptions of the Ease of Using Digital Storytelling Media

The aspects of ease of use focused on (1) ease of operation, (2) flexibility, and (3)
ease of mastery. The students' responses to the ease of using digital storytelling
media can be seen in Table 2.

Table 2: Students' responses to the ease of using digital storytelling media

Statements Responses (%) Average
SA| A | D ]| SD
Digital storytelling media is easy to operate. | 29 | 59 | 10 2 3.13
Digital storytelling media is flexible. 23 | 66 | 10 1 3.10
Digital storytelling media is easy to master. | 23 | 64 | 11 2 3.07

Notes: SA: Strongly Agree; A: Agree; D: Disagree; SD: Strongly Disagree

A total of 88% of students had a positive response to the statement that YouTube
and Spotify are easy to operate. They stated that YouTube and Spotify were not
complicated to operate. The following were student responses regarding this
view:
“Operating YouTube and Spotify is very easy because there are instructions or
labels for each available feature.” (School 1-F)

“The operation of YouTube and Spotify is easy and uncomplicated because I am
already accustomed to using them in everyday life.” (School 2-M)

The statement mentioning that access to YouTube and Spotify is flexible received
a positive response of 89%, with an average score of 3.10. This response was
supported by interviews arguing that YouTube and Spotify could be accessed
anytime and anywhere:

“I can access fantasy stories on YouTube and Spotify anytime and anywhere.”
(School 2-M)

“As a user, I have broad and unrestricted access in terms of space and time.”
(School 3-F)

The statement regarding the ease of mastering digital storytelling media had a
positive response of 87%, with an average score of 3.07. The students stated that
YouTube and Spotify were not new mediums for the younger generation. Hence,
this familiarity led to a high level of mastery in using these two platforms.

“The use of YouTube and Spotify is not unfamiliar to me. I use these media in
everyday life.” (School 3-F)
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Based on the questionnaire and interview data, students generally stated that
YouTube and Spotify digital storytelling mediums were easy to use. This
condition was due to students' familiarity with using YouTube and Spotify in
their daily lives.

4.3 Students' Attitudes Toward Using Digital Storytelling Media

Students' attitudes toward using digital storytelling media in learning writing
skills focused on (1) enjoyment, (2) interest, (3) boredom, and (4) comfort. The
students' responses are shown in Table 3.

Table 3: Students' attitudes toward using digital storytelling media

Statements Responses (%) Average
SA|A| D | SD

I enjoy using digital storytelling media in | 28 | 60 | 10 2 313
learning. '
I am interested in using digital storytelling | 24 | 61 | 13 2 3.06
media in learning.
Digital storytelling media makes me less | 27 | 55 | 14 4 3.03
likely to get bored while learning.
I feel comfortable using digital storytelling | 13 | 74 | 12 1 3
media in learning.

Notes: SA: Strongly Agree; A: Agree; D: Disagree; SD: Strongly Disagree

Eight-eight percent of students responded positively regarding their enjoyment
of using digital storytelling media, with an average score of 3.13. They stated that
YouTube and Spotify's digital storytelling features were interesting and could
enhance learning exploration. The following is representation of the interview
responses:

“The fantasy stories on YouTube and Spotify are very interesting, allowing me to
explore further and get many story references for writing.” (School 3-F)

Students' interest in digital storytelling media demonstrated a positive response
of 85%, with an average score of 3.06. The students were interested in using
YouTube and Spotify because the fantasy stories presented had many supporting
components, such as audio and animation:

“The fantasy stories on YouTube and Spotify have many interesting supporting
components like audio and animation. So, 1 feel like I'm playing while learning.”
(School 1-F)

Students' responses to feeling less bored while learning using YouTube and
Spotify had an average score of 3.03, with 82% giving a positive response. This
was because YouTube and Spotify had many features, so they were not
monotonous:
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“YouTube and Spotify are not boring because of their interesting features, and
they include supporting animations and audio.” (School 1-F)

“Yes! I don't get bored easily when learning using YouTube and Spotify because
I feel entertained by the animations and audio provided.” (School 2-F)

However, students' responses regarding boredom while using digital storytelling
media occurred when the stories presented were long. The following was a
student response related to this condition:

“I will feel bored when the duration of fantasy stories on YouTube or Spotify is
very long.” (School 2-M)

Students' responses regarding feeling comfortable using YouTube and Spotify
had a positive response of 87%, with an average score of 3.00. This condition
occurred because these two platforms were considered easy to operate:

“Operating YouTube and Spotify is easy, and accessing them does not take much
time, which makes me feel comfortable.” (School 1-F)

Based on the above data, students generally stated they enjoyed using YouTube
and Spotify digital storytelling mediums because of the interesting supporting
components. They also did not get bored easily when using YouTube and Spotify
because these mediums had many interesting features and were easy to access.

4.4 Students' Behavior Toward Using Digital Storytelling Media

Students' behavior toward using digital storytelling media focused on (1) the
desire to continue using it, (2) the desire to use it frequently, and (3) the desire to
use it again. The students' responses are depicted in Table 4.

Table 4: Students' behavior toward using digital storytelling media

Statements Responses (%) Average
SA| A | D | SD
I want to continue using digital storytelling | 16 | 43 | 37 | 4
media.
I will frequently use digital storytelling | 11 | 55 | 29 5 271
media.
I want to use digital storytelling media | 11 | 74 | 15 0 2.95
again.

Notes: SA: Strongly Agree; A: Agree; D: Disagree; SD: Strongly Disagree

2.71

The statement regarding the desire to continue using YouTube and Spotify as
digital storytelling media received a positive response of 59%, with an average
score of 2.71. It was influenced by the absence of boredom, the comfort of usage,
and the ease of access. The following was the result of an interview with a student:

http:/ /ijlter.org/index.php/ijlter



575

“I don't get bored, and instead feel comfortable using YouTube and Spotify. I also
find it easy to access fantasy stories on these media, so I want to continue using
them.” (School 1-M)

Students' responses regarding the lack of desire to continue using YouTube and
Spotify as digital storytelling media, which amounted to 41%, were influenced by
the urge to use other educational media:

“I enjoy using YouTube and Spotify in learning to write fantasy stories, but I also
want to try using other interactive media.” (School 3-F)

Students' responses regarding the desire to frequently use YouTube and Spotify
as digital storytelling media amounted to 66 %, with an average score of 2.71. This
was due to the ease of use and frequent use in everyday life. The following was a
student's response:

“I agree; I will frequently use YouTube and Spotify because they are easy to use.
Additionally, I often use these media in everyday life.” (School 2-M)

The following interview result portrayed a student's response regarding the lack
of desire to use YouTube and Spotify as digital storytelling media frequently:

“I might use digital storytelling media like YouTube or Spotify again, but I will
alternate their use with other media.” (School 1-F)

The statement regarding the desire to use YouTube and Spotify as digital
storytelling media again received a positive response of 85%, with an average
score of 2.95. This was because YouTube and Spotify were considered not boring,
had many interesting features, and helped inspire writing ideas:

“I want to use YouTube and Spotify again because these media have many
interesting features that make me less likely to get bored, and they can inspire me
to come up with writing ideas.” (School 2-F)

Based on the results of the questionnaires and interviews, most students
responded positively to the use of YouTube and Spotify as digital storytelling
media. Overall, they expressed a desire to continue using, frequently use, and use
YouTube and Spotify media again. This condition was due to their interesting
features, lack of boredom, and frequent use in everyday life.

5. Discussion

This study found that the use of digital storytelling media, such as YouTube and
Spotify, in teaching fantasy story writing generally received positive responses
from students. This is evident based on indicators such as perceived usefulness,
perceived ease of use, attitude toward usage, and behavioral intention to use.
Regarding the indicator of perceived usefulness, 89% of female students and
75.5% of male students agreed that digital storytelling media like YouTube and
Spotify made it easier to generate writing ideas, enrich vocabulary, and improve
the quality of writing. However, based on interviews, the students revealed that
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the development of conflict in their stories was not greatly influenced by other
factors but rather was developed by the writers themselves. Therefore, teachers
need to provide guidance and direction on how to appropriately structure
conflicts. This condition aligns with the research by Huang et al. (2024) and Jia
and Cheng (2024) which discovered that teacher involvement as a learning mentor
positively affected students' motivation to understand the material, their
enthusiasm for learning and progress in language learning. This finding is
supported by research conducted by Oyetade et al. (2023), which found that the
use of technology-based learning media could enhance students' learning
motivation. In addition, teacher guidance in learning could also enhance students'
conceptual understanding (Ingulfsen et al., 2023).

The study conducted by Chhachhar et al. (2022) found that YouTube was an
effective medium for learning because it could provide complex illustrations, offer
free access, and facilitate the exchange of information. Based on the indicator of
perceived ease of use, 89.2% of female and 86.5% of male students agreed that the
operation of digital storytelling media, such as YouTube and Spotify, was flexible.
This was consistent with the research by Mansfield et al. (2024), which found that
digital storytelling media was convenient, did not require much time to access,
and could be used anywhere. Moreover, digital storytelling media like YouTube
and Spotify were already familiar to students, but most of them did not fully
understand how to create engaging digital stories. Correspondingly, teachers and
students needed professional training to use and create digital storytelling media
so that they could collaboratively produce digital stories that support learning
(Shemy, 2023). This was consistent with the research conducted by Girmen et al.
(2019), Cetin (2021), and Tiirkben and Alptekin (2023), which revealed that
technology training in digital storytelling for teachers relevant to their fields was
necessary for effective digital storytelling learning.

Based on the analysis of the attitude toward usage indicator, 87.5% of female
students and 81.7% of male students stated that the features, animations, audio,
and other supplements in digital storytelling media like YouTube and Spotify
were very attractive and not boring. However, overly long stories caused students
to become easily bored. Therefore, the presentation of fantasy stories using digital
storytelling media should be balanced with shorter story durations. This aligned
with the research by Jaisankar and Justin (2019), which suggested that teachers
should balance students' interest in using technology because it could promote
practicality and help achieve learning objectives. Student participation in voicing
what they liked and disliked in learning was also important to make them feel
valued (Amdal & Endresen-Maharaj, 2023). Based on the analysis involving the
behavioral intention to use indicator, 69.6% of female students and 55.8% of male
students agreed to use digital storytelling media like YouTube and Spotify again.
Learning using these digital storytelling media was indeed engaging. However,
students also expressed a desire to use other learning media to make the learning
experience more varied and flexible. According to the research by Zhao et al.
(2023), flexible learning could stimulate student involvement in collaborative
learning. It also triggered interactive learning, which could develop critical
thinking skills (Song & Cai, 2024).
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Overall, most students agreed that using digital storytelling media like YouTube
and Spotify in teaching fantasy story writing skills could enhance vocabulary
mastery, facilitate idea generation, and improve their writing quality. This was
consistent with the research by Karakus et al. (2020), which found that digital
storytelling could improve students' creative writing skills. In addition, digital
storytelling learning could also increase learning motivation, digital literacy,
vocabulary mastery, and grammar (Cetin, 2021; Castillo-Cuesta et al., 2022;
Ghaithi et al., 2023). Based on the overall research findings, the use of digital
storytelling media in teaching fantasy writing still needs improvement. Students
must enhance their digital literacy to boost their critical thinking skills. Digital
literacy is closely related to critical thinking because it emphasizes the ability to
write, read, comprehend, evaluate, communicate, and use information in various
formats (Dewi et al., 2021). As students' understanding of digital literacy and
critical thinking skills improve, they will be better equipped to process
information from the digital storytelling media they use. Moreover, teachers also
need training in using digital media so they can present digital storytelling in a
way that is engaging and not monotonous. This aligns with the research of
Cabero-Almenara et al. (2022), which highlighted the necessity of training
teachers to operate digital media to achieve high-quality educational outcomes.
Qing and Jing's (2024) study similarly emphasized that teachers needed digital
technology training to enhance the efficiency of technology-based learning.
Hence, providing teachers with technology training is expected to improve their
quality of teaching by using digital storytelling media.

6. Conclusion and Recommendations

Based on the results and discussions, most of the students in the three Indonesian
schools agreed that using digital storytelling media like YouTube and Spotify
helped in learning fantasy story writing, particularly in terms of generating ideas
and structuring conflict. The attractive display of digital fantasy stories and the
animations increased the students' inspiration to come up with ideas so that
theyfelt the media helped them in developing ideas to write fantasy stories. Many
references to fantasy stories in digital storytelling media also helped students
acquire new vocabulary and made it easier for students to write fantasy stories.
Apart from that, students also stated that digital storytelling media is flexible and
easy to operate. They were interested and felt comfortable using digital
storytelling media. They also stated that using digital storytelling media in
learning was not boring as long as the duration was not too long. Therefore, most
students agreed that they wanted to use digital storytelling media again.
However, teachers must continue to provide guidance and use more varied
learning media to prevent students from becoming easily bored. This study
reinforced the findings that learning through digital storytelling media could
boost both students' motivation and learning outcomes.

Correspondingly, the researchers make the following recommendations. First,
future researchers could apply this research instrument to a larger sample. Second,
students should work on improving their digital literacy skills. Third, students
should maximize their use of digital storytelling media. Fourth, educational
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authorities should provide technology training to teachers on how to operate
digital storytelling media. Fifth, teachers should offer guidance to students on how
to use digital storytelling media to create digital stories. Finally, developers of
digital storytelling media should enhance features to make them more engaging
and provide clear, detailed instructions for use.
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