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Abstract:

The aim of the research was to develop self-confidence and
creative thinking among sixth grade primary school pupils by
exploring the effect of digital kinetic stories. The study, conducted
using an experimental approach, involved 40 pupils aged 11-12
from the Sixteenth Elementary School in Al-Hofuf. The pupils
were divided into two equal groups: one engaged with teacher-
narrated Kinetic stories, while the other used computer-based
digital Kinetic stories. Results showed that the digital kinetic
storytelling method led to greater improvements in self-esteem
and innovative thinking compared to teacher narration, with
iImprovement percentages of 47.68% and 18.57%, respectively.
The study highlights the effectiveness of digital Kinetic
storytelling as a tool to enhance key developmental skills. The
researcher recommends adopting digital Kinetic storytelling in
educational practices, providing teachers with training and ready-
made templates, and extending its application to other age groups.
Future research should explore alternative methods for developing
self-esteem and innovative thinking and assess the long-term
effects of digital storytelling on learners' growth.

Keywords: Digital kinetic story, self-esteem, innovative thinking,
Kinetic innovation, 1Q.

1. Introduction

Childhood is that stage of human life that has immense
value for the future development of a person. At this stage, the
child acquires skills, his potential is revealed, and the child
becomes moldable, or, in other words, one can say that the child
can be taught. Thus, the care for childhood and attention to its
activities is one of the greatest factors in human cultures to help
them progress. Basic education is the first systematic stage for
teaching and educating the child. It is the first cycle of basic
education. It has a strategic place in the laid-out educational
system since it defines the education level of the large population
base. Hence, a need to support the child at this age, as pointed out
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by other authors in the study. The significance of this stage makes
it a starting stage in the development of the child’s mind as well as
offering him his first tools for learning and skill development.
This is why it is possible to dedicate some attention to the child at
this stage and attempt to take advantage of all that is new and
practical in the spheres of child education and talent management.

Self-concept is central to the personality and psychological
well-being, behavior, and learning processes of a child. It involves
what the child thinks about himself or herself and the things that
others think about that child and provides a foundation for
personality. Self-concept is important in influencing positive
psychological outcomes in children, which is why it is important
to understand it. Self-concept boosts the capacity of children to be
able to cope with and find acceptance in their environments or
contexts, therefore leading to higher and clearer goals and
achievement expectations (Dzaid & Nurhidayah, 2024). Further,
self-concept helps in moderating moral development and various
forms of risk-taking, which are important to ethical decision-
making and social relationships (Waqar, Bibi 2019). According to
Dzaid and Nurhidayah (2024), self-conception enhances learning
effectiveness since children who have a clear view of who they
are will be more receptive.

To enhance the educational process and efficiency, it has
been deemed appropriate to invite technological devices and
contemporary methodologies to perform conceivable educational
assignments (Yu J-E. 2022). Education and the enhancement of
the education process in the field of physical and health education
is not only a process of adding new educational details and forms,
Educational technology new curricula, and adding new devices,
machines, and tools in educational systems, but through the
effective use of educational technology to serve the educational
process, which is provided through the new technology
technologies to achieve the maximum level of performance and to
achieve the educational objectives (Al-Hail M Furthermore,
incorporating modern technology into learning makes us eliminate
the traditional education method, which is only applicable if the
applications are done systematically and integrated as a part of the
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basic education system (Kerimbayev, N. et al., 2023; Grani¢, A.,
2022).

Design-based learning involves practice and work in groups
and therefore encourages creativity among the learners. With a
view to facilitating students’ open-ended inquiries that draw on
prior knowledge into various topics and concepts in the
curriculum, as proposed by Chang, Peng, Lin, and Liang (2015),
teachers can adopt Digital storytelling (DST) in enabling the
student groups to design their digital stories. While in text- or
Image-based form, the students need to think and create to be able
to submit texts of high quality and reasonable storyboards
(Kobayashi, 2012). They work on their game scripts more in
cooperation with other individuals, as the design entails an
interaction process where people reveal information with a view
of learning from others. Those learners who do this later enhance
their skills in collaborative learning and come up with innovative
reflections (Novakovic, 2016).

Learners’ competencies are not equal, and levels of
knowledge range from one educational phase to another as well as
the teacher’s strategies in teaching (Mensah, N. et al. 2023;
Thambu, N. et al. 2020; Barut MEO., Retnawati, H. 2020).
Therefore, the teacher must look for the method which fits both
the learner and the characteristics of the stage and the content of
the subject. Instruction that delivers various educational contexts
and considers facts and differences of learners is the right
approach to obtaining the educational objectives, which educators
pursue (Bonoli, L., & Gonon, P. 2022; Berkovich, I., & Benoliel,
P. 2020; Sparkes JJ. 2020). For the teacher to improve the
educational process and increase its effectiveness, he called for
thinking about using technological devices and modern methods
to carry out possible educational tasks. Developing education and
advancing the educational process does not necessarily mean
adding new educational materials or programs to the curricula and
adding devices, machines, and tools to the educational systems
only, but this is done through the optimal use of educational
technology that serves the educational process and which modern
technologies provide to provide the best performance and help
achieve the desired goals of learning (Daher, 2023). In addition,
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introducing modern technology into learning makes us get rid of
outdated educational systems, provided that they are used
systematically and coordinately in the basic educational process
(Topping, 2022).

Digital kinetic storytelling is a new development in
education curricula in that it combines well-developed visual
stories with movement and interaction, making changes to lesson
plans more effective. This approach not only hooks learners but
also engages them in educational content in a way that fosters
skills required in contemporary society. According to the works
by Moody et al. (2024), digital stories enhance students’ learning
by telling narratives in a more fulfilling manner, integrating media
and learning materials. Studies proposed that this paradigm
enhances the interest and enrollment of students, particularly in
the generation area of computer science (Oliveira and Kilass,
2024). In digital storytelling, everyone is an active participant, and
this active participation defines learning, problem-solving, critical
thinking, and imagination, and these skills should all be developed
by the year 2024 (Tyler and Moore, 2024). Problem-solving is a
generic competency needed in today's educational setup;
interactive storytelling has been seen to develop this among
students.

Digital storytelling (DST) is the art of creating individual
stories that use text, images, graphics, music, and sound. It has
been established that digital storytelling helps in creating an
effective learning environment through improvement on students’
interaction, teamwork, and knowledge acquisition and
presentation (Robin, 2008; Sadig, 2009). Academic researchers
have examined the impact of digital and traditional effected
achievement within learning environments where oral activities
are most associated with outcomes (Gomez, 1995, Kim et al.,
2021, Marais 2022). Digital stories come under the purview of
digital technologies; digital stories are defined as different
software tools to attract the participation of students in various
learning activities (Hong et al., 2012). simultaneously, they
convey the intended viewpoints and values of the narrator through
other digital forms of media such as images, videos, music, and
audio (De Castro & Levesque, 2018; Lowenthal, 2009). With
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images, audio, and text, it can complement students’ interest and
learning results (Bran, 2010; Maleta and Martin, 2010; Xu, Park,
and Peck, 2011); in critical thinking (Gaita et al., 2014); and in
problem solving (Yang and Wu, 2012).

Digital storytelling (DST) is a versatile educational tool that
effectively taps into students' cognitive strengths and interests,
resulting in enhanced motor skills and a deeper understanding of
educational, ethical, historical, and national concepts
(Trichopoulos, G. et al. 2023). By leveraging its narrative
structure and character development, DST helps achieve
behavioral objectives, making it an indispensable component of
educational settings. Moreover, this innovative method fosters a
broad range of skills and competencies (Toyin & Mewomo,
2023). ultimately enriching the learning experience and promoting
academic success (Romhild & Hollederer, 2023). Therefore, it is
the researcher’s view that learners, particularly schoolgirls, always
require something to probably compel them to pay attention;
hence, when one uses whatever means or methods to attract their
attention, it is more effective and positive. It was therefore
possible to take advantage of the advantages of the digital kinetic
story in an interrelated manner in a technological educational
environment based on multimedia systems, images, and sound in
the achievement of set goals to the desired high standard.
According to the importance of kinetic story activity in the
educational process and according to the limited number of
studies that aim at knowing the extent of using this method at that
stage, the researcher conducts this research as one of the scientific
attempts to know the impact of the digital kinetic story on the self-
esteem and on the ability of the sixth primary school pupils to
think creatively.

Importance of research:

Recent research has followed the ways students learn, how
information is stored in the human mind, and how optimal
conditions can be provided for learning, which in turn has given
rise to new methods and techniques through which utmost
benefits, when used in harmony with every one of these methods,
can be derived, which include the digital kinetic story through
which the benefit is gained to offer new more effective and
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efficient learning practices and presentations based on the
learner’s needs, possibilities, and preparedness. Through the
above, the researcher believes that the importance of this research
lies in the following points:

- It can provide opportunities in an attempt at a new method,
which underlines the importance of optimal learning conditions
provided through an interaction environment and some of the
electronic educational media with sound and image in achieving
the desired goals to a greater extent.

- It can assist in increasing and enhancing the use of the digital
kinetic story through the integration of storytelling and the
computer.

- As far as the researcher is aware, this possibly could be one of
the initial studies in addressing digital Kinetic stories and
understanding their effect on self-esteem as well as cognitive
flexibility among sixth-grade primary school students.

Study limitations:

This research was identified in: A group of kinetic stories

that were addressed in two forms:

Kinetic stories arise from the classroom teacher's narration.
Stories are based on a kinetic computer.

A sample of sixth-grade primary school schoolgirls that

were divided into two groups:

1. The first experimental group with whom the researcher
maintained the kinetic stories following the narration of the
classroom teacher.

2. The second experimental group with which the
researcher accompanied the books—digital Kkinetic stories
based on the use of the computer.

Research objective:

The current study seeks to establish whether there is a
change in self-esteem as well as innovative thinking among 6th-
grade primary school schoolgirls after using a digital kinetic story.
Research hypotheses:

Considering the research objective, the researchers assume the
following:

1. There are statistically significant differences in the pre- and
post-measurements of the first experimental group in the variables
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that were evaluated and the percentage of improvement in favor of
the post-measurement.

2. There are statistically significant differences in the pre- and
post-measurements of the second experimental group in the
variables that were evaluated and the percentage of improvement
in favor of the post-measurement.

3. There are statistically significant differences between the
average post-evaluation scores of the first experimental group and
the second experimental group in self-esteem and creative
thinking in favor of the second experimental group.

2. Materials and Methods

2.1. Design and Participants

The researcher opted to use the quasi-experimental method
since it is the standard research method for the nature of the study.
The researcher used one of the quasi-experimental designs, which
Is the experimental design for two experimental groups as well as
the pre- and post-measurements for both groups. The study sample
consisted of sixth-grade primary schoolgirls at the Sixteenth
Elementary School in AlHofuf-Rawdah District, and their ages
were extended between 11 and 12 years during the academic year
1446/1447, and the total number of students was 115. The
researcher Intentional chose 40 schoolgirls, which is 34.78% of
the research community, as a sample through which the researcher
is going to apply the research. They were randomly divided into
two groups, both of which comprised twenty equal and equally
qualified schoolgirls. The researcher used kinetic stories with the
first experimental group (EG1) based on the narration of the class
teacher and followed the second experimental group (EG2) with
digital kinetic stories. The researcher selected this sample because
the school administration permitted the researcher to conduct the
study with the provision of the required capabilities and
equipment for the study. The schoolgirl who never attended
school were eliminated, as were the female students who took part
in the experimental study.
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2.2. Methods

2.2.1. Distribution of the sample in moderate distribution:

The researcher confirmed the degree of the moderation of
the distribution of the individuals of the two experimental groups
with the following characteristics: age, intelligence (1Q), social
level "economic and cultural" of the family, self-esteem,

innovative thinking skills and From Table 1.

Table 1. The arithmetic mean, standard deviation, and Skewness
coefficient of the two research groups concerning age, intelligence (1Q), the
social level of the family economically and culturally, self-esteem, and
innovative thinking (n = 40).

Outcomes unit EGL EG2
Mean Std. SkewnessMean Std. Skewness
age year 11.37 0.25 -72 11.38 0.25 -0.66 0.188
[@) Score 8.35 049 068 8.4 0.50 0.44  0.319

social level
economically Score63.15 7.01 0.27 63.25 7.09 0.25 0.045
culturally Score72.10 552 -014 72.05 554 0.01 0.029
total Score135.2511.39 -.094 135.310.49 -0.19 0.014
self-esteem  Score53.55 2.86  -.713 536 2.78 -0.73  0.056
innovative thinking
Motor fluency Score16.30 1.75 0.21 164 157 0.6 0.190
Motor imagination Score 12.65 1.14 0.30 12.75 1.02 023 0.293
Motor originality Score 745 123 -25 75 132 -031 0.124
total Score36.40 2.66  -.09 36.65 2.52 -0.26 0.305
Table 1. shows that the values of the skewness for each of
age, intelligence, the social status of the family (economic and
cultural), self-estimation, and innovative thinking for both the first
and second experimental research groups are range of (+3, -3)
which may suggest that the distribution of the research sample
students is moderately skewed. Equivalence was also observed
between the two study groups because with calculated “t” values
less than tabular (t) values at a significance level of 0.05, there
were no significant differences between the two groups in these
variables.
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2.2.2. Tests and Measures:
John Raven’s Color Progressive Matrices Test (Appendix A):
The tool we used in measuring the intelligence of the
children in the research sample was a test of sequential matrices,
which is made up of three groups of twelve matrices and six little
matrices at the bottom of each of the groups’ matrix. To record the
child’s mental growth until they get to the standard thinking level
that is considered a method of deduction, which is the stage of
mental age, the examiner chooses one matrix that will be
complementary to the matrix that is above and puts the previous
three groups in an order form. In this configuration, there is,
therefore, the creation of a harmonized line of thought and a
written documentation about the manner of work. Moreover, it is
also important to mention that the different color of the test cards
Is to attract the children to take the test and distract them from
what is around them (Gonthier, C. 2023), It has high scientific
transactions since the coefficient test of the testimony (0.92) also
arrived. The values of the stability coefficient for the test ranged
between 0.94 and 0.97 using the test a few times and then using it
again.

Social level scale (economic - cultural): (See Appendix B)

This was developed by Al-Qattan S. (1974) and seeks to
quantify the socio-cultural status of a child’s family. The scale
includes two dimensions: the first that is the “economic™ social
level and the second that is the “cultural” social level. It is
composed of twelve items of each dimension that help establish
features such as the number of family members, the income of the
family, the available tools and devices, both parents’ educational
levels, and culturally or recreationally activities that a family does.
The correction key with which the scale is assessed has reasonable
scientific validity depending on the result’s type. The validity of
the scale has been confirmed; the internal consistency coefficients
of the dimensions of the scale are 0.68 and 0.73, and the stability
coefficients when the scale is applied and in the second
application are 0.65 and 0.69.
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Self-estimation measure: (see Appendix C)

This scale was developed by Ashwal A. (1984) with the
purpose of assessing self-esteem in children. The scale is made up
of eighty items that are related to the children’s personal identity,
physical, and social identity. The terms used in the scale relate to
the child's self-perception and emotion regarding themselves. The
scale was constructed with a reliability and validity analysis
yielding the desired confidence level of 0.95. The scoring system
Is such that the items loaded in the direction of the scale will
receive scores ranging from 1 to 0, while those in the opposite
direction will receive scores ranging from 0 to 1. Therefore, the
maximum attainable total score on the scale is eighty, while the
minimal attainable score is zero.

Innovative Thinking Test: (See Appendix D)

It is prepared by Torrance E. et al. (2008), where the first
activities, the third and the fourth, are given degrees of fluency
and kinetic originality, and the second activity is given degrees of
Kinetic imagination only, according to the following clarifications:
The kinetic originality is determined by the total of various
responses concerning the first, third, and fourth activity. The
motor imagination: It is identified in the six segments that are in
the second activity, whose accomplishment depends on the
execution of the motor activities of several situations and the
tradition of unfamiliar roles. The kinetic originality: The degrees
of originality are estimated with the help of an unprecedented,
unique, or repeated answer, which in very few proportions is
appropriate and related to activity and funny. The total degree:
This is the overall degree of testing that is really done on fluency,
imagination, and originality, which are the innovative aspects of
the child. The grades have been calculated where the grades were
calculated for the motor fluency: the degree of each new response,
similar and rational. As for the motor imagination, its degree is as
follows: a degree is given when the child does not move. One
degree is given when the child attempts to portray a certain role,
but his actions are not proper for that role. A second degree is
given when the child portrays some roles but the way he did it was
wrong. Three degrees are provided where acting is appropriate
and known. Four degrees are provided in cases whenever there is
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a new signal in personalized interpretation and elaboration. As for
the kinetic originality: how it works Basing on the degrees of
freedom concept, the degree in the key to correction is calculated.
The validity of the scale has been confirmed; the internal
consistency coefficients of the dimensions of the scale are 0.66
and 0.75, and the stability coefficients when the scale is applied
and in the second application are 0.63 and 0.70.

2.3.3. Procedures Digital kinetic stories (see Appendix E):

The researcher designed Kinetic stories based on the
research question of this study in addition to the growth trend of
the target population, which is the sixth-grade girls in primary
school, by consulting various studies such as OLIVEIRA, EG;
CLASSE, TM. (2024), Modi S. et al. (2024), De Castro, A.B.,
Levesque, S. (2018), Hung, C. (2012), Xu, Y., et al. (2011),
Malita, L., Martin, C. (2010), Lowenthal, P. R. (2009).

2.4. Research Timeline

The kinetic stories, when implemented, took four weeks,
each of which had two sessions for each kinetic story, each lasting
45 minutes, therefore making the overall rate of the experiment.
The organizational form of the session was as follows: Knowledge
confirming (5 minutes), where in this part the students are
arranged to tell the story to them. Presenting the story in general
(10 minutes): In this part, the story is orally presented to the
students of the first experimental group, while for the students of
the second experimental group, the story is introduced to them
through the computer in the television form of a kinetic story. Re-
presenting the story with the application (20 minutes): In this part,
the story is re-told to translate the situations into any kind of
drawing the students wanted to draw based on the nature of the
story. Students then must share with the teacher or in small groups
what they have just seen in the digital story. Students also
illustrate events based on the story through activity or acting.
They can describe body movements to depict situations or
characters, and this will involve dramatizations with fellow
students. Achievement tests are used to assess comprehension and
intensive retention of information. Students are also asked
questions and solve puzzles as well related to the story. Evaluation
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(5 minutes): This entails assessing those students as well. Pre-
measurements were taken on either 10-11 September 2024, and
the use of the strategy of digital kinetic stories was administered
to both research groups from 15 September 2024 to 10 October
2024 for both groups, while the post-measurements were
administered on either 12-13 October 2024, following the same
process as the pre-measurements and under similar conditions.
2.5. Statistical analysis:

We computed significant statistics: the minimum,
maximum, mean, and Std. for the pre- and post-measurements of
the EG1 and EG2, the upper and lower limits of the 95% CI, and
Cronbach’s alpha coefficient using IBM-SPSS 26 statistics. We
also computed the t-test t-values, the respective p values, and the
effect size in terms of the Coen’s d together with the improvement
percentages. Therefore, to establish the significance of the change
in the pre- and post-measurements between the two groups, an
independent t-test was carried out. Moreover, a paired t-test (t, p)
was conducted on a single group to determine whether one was
able to get the mean values that were obtained from the pre- and
post-tests while one test was different from another test. The
independent samples t-test (t, p) was also applied to check the
hypothesis that two independent values significantly differ. The
value of p < 0.05 was used as the reference value in placing the
focus on the significance of the findings.

4.Results

Table 2. Analysis of the significance between the means of the pre- and post-
measurements in the first experimental group concerning the variables in
focus (n = 20).
Outcome Pre- Post P%CID_ Sig.  Imp.
Mean Std. Mean Std. LowerUpper
self-esteem 53.55 2.856 54.95 3.576 -3.46 0.66 1.42 0.171 2.61%
innovative thinking
Motor fluency 16.3 1.75 20.75 1585 -4.94 -3.96 18.95 0.001 27.30%
Motor imagination 12.65 1.137 17.75 1.251 -5.64 -4.56 19.57 0.001 40.32%
%Motor originality  7.45 1.234 111 0.641 -41 -3.21 17.49 0.001 48.99%
total 36.4 2.664 49.6 2.257 -13.1-12.40 34.63 0.001 36.26%

As is evident in Table 2, the averages of the first
experimental group’s pre- and post-measurements in all
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investigated variables manifested significant differences in favor
of the post-measurement at a level of 0.05; the calculated “t”
values were greater than the tabular (t) value The percentages of
change vary between (2.61% - 48.99%).

Table 3. Analysis of the significance between the means of the pre- and post-
measurements in the second experimental group concerning the variables in
focus (n = 20).
Outcome Pre- Post 95% CID t Sig. Imp.
Mean Std. Mean Std. Lower Upper
self-esteem 53.60 2.78 64.95 2.24 -12.34 -10.36 24.06 0.001 21.18%
innovative thinking
Motor fluency  16.40 1.57 25.95 0.83 -10.22 -8.88 29.83 0.001 58.23%
Motor imagination 12.75 1.02 21.80 1.20 -9.69 -8.42 29.84 0.001 70.98%
Motor originality  7.50 1.32 1475 0.64 -7.93 -6.57 22.42 0.001 96.67%
total 36.65 2.52 6250 1.57 -27.26 -24.44 38.36 0.001 70.53%

As is evident in Table 2, the averages of the second
experimental group’s pre- and post-measurements in all
investigated variables manifested significant differences in favor
of the post-measurement at a level of 0.05; the calculated “t”
values were greater than the tabular (t) value The percentages of
change vary between (21.18- 96.67%).

Table 4. Statistical significance of differences between the mean values of the
post- measurements for the first and second experimental groups on the
investigated variables, n = 40.

[0)
Outcome G1 G2 ¢ Sig. D. 95% CID
Imp. Lower Upper

Mean Std. Mean Std.

self-esteem 54.95 3.576 64.95 2.235 10.60 0.001 18.57% -11.91 -8.09
innovative thinking

Motor fluency  20.75 1.585 25.95 0.826 13.01 0.001 30.93% -6.01 -4.39

Motor imagination 17.75 1.251 21.80 1.196 10.46 0.001 30.66% -4.83 -3.27

Motor originality 11.10 0.641 14.75 0.639 18.04 0.001 47.68% -4.06 -3.24

total 49.60 2.257 62.50 1.573 20.97 0.001 34.27% -14.15 -11.65

Table 4. indicates that there are statistically significant
differences in the average values of the post-measurements
between the first and second experimental groups across all
variables examined, favoring the second experimental group. The
calculated “t” values exceed the tabular (t) value at a significance
level of (0.05), with the percentage changes varying between
18.57% and 47.68%.
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4. Discussion:

The results of Table 2 showed that there were statistically
significant differences between the averages of the pre- and post-
measurements of the first experimental group, which applied the
Kinetic stories based on the narration of the classroom teacher, in
all the variables under study, and in favor of the post-
measurement, as the calculated "t" values were greater than the
tabular (t) value at a significance level of (0.05), and the
percentages of change ranged between 2.61% and 48.99%. The
researcher attributes this result to the use of the kinetic story,
because it provided a huge number of experiences that helped to
revive and release abilities and ideas through exploration,
experimentation and imagination so that the student could reach
the goal, which helps to develop innovation among the students of
the first experimental group. It also made them more attentive and
focused on what was asked of them during their teaching of those
Kinetic stories, which contributes to increasing the opportunities
for exploration and self-initiation. It also contributed effectively to
raising the level of the students because of the experiences they
have that are appropriate for their age and the excitement that
drives away boredom and weariness from their souls.

This is consistent with the study Oliveira et al. (2024),
Tortella, P. (2020) which demonstrated that kinesthetic learning
that integrates movement into lessons increases student motivation
and engagement, leading to better focus and behavior in the
classroom. Storytelling in kinesthetic education also greatly
motivates children, enhances their enjoyment, and improves their
performance. Eun-Jung K. et al. (2016) believe that the use of
Kinesthetic narrative educational content, especially through
storytelling and movement, enhances creative thinking and self-
esteem by engaging children’s imagination. Designing interactive
stories and games that use movement to control characters
requires careful planning to ensure that children can actively
engage with the content (Huhtanen, 2014). Incorporating
Kinesthetic elements into educational environments promotes a
more inclusive approach to learning, addresses diverse learning
needs, and encourages active participation (Oliveira et al., 2024).
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Therefore, the first hypothesis is fulfilled: The first experimental
group post-measurement presents statistically significant
differences as compared to the pre-measurements in the variables
assessed and the percentage of improvement in favor of the
second post-measuring.

The findings of Table 3. revealed significant differences
between the means of the second experimental group, to which the
digital kinetic stories were administered for the variables of
investigation in the post testing direction, as the calculated “t”
values exceeded the tabular (t) value at 0.05 level of significance,
and percentage improvement extended between 21.18 and
96.67%. The researcher elaborates these findings on the positive
and profound role of digital kinetic stories as kinetic stories afford
students the chance of free movement—as they open new and
broader spheres for creative and critical thinking—and let them
perform their body and mind and tell the story in their own
creative way, apart from contributing to expanding the circle of
knowledge as they gain many ideas and learn the prevailing
environment as well as adapt to sharing, collaborating, and
cohesion. The researcher also believes that this result arose from
the aspect of using the computer, as it tries to build a good
education environment by touching all the specialties of the
students as well as motivating on the one hand using kinetic
stories on the computer, eliminating boredom in as much as one is
made to feel her worth and her personality without hindrance by
the teacher through the times, and the rate at which she presents is
all determined by the desires and capabilities.

Taliak et al. (2024) have noted that the use of digital stories
makes the learning experience engaging, less monotonous, and
motivates students. The use of digital story aspects makes use of
analytical thinking and problem solving. Both Salyuk and Shkola
(2023), Hamouda, (2023), and Yang, et al. (2020) proved that
through creating digital stories, self-identity and relationship
skills, for subsequent social integration, are also built, as each
learner demonstrates storytelling individually, which fosters
Imagination and self-expression.
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Digital stories have been related to enhanced motivation and
effective learning. Students consider the digital stories as
enjoyable and captivating, which make them more engaged and
motivated during learning (Basar, 2022) (Aktas & Yurt, 2017).
Therefore, the second hypothesis is fulfilled: The second
experimental group post-measurement presents statistically
significant differences as compared to the pre-measurements in
the variables assessed and the percentage of improvement in favor
of the second post-measuring.

The results of Table 4. also pointed out that there were
significant differences between the means of the post-
measurements of the first experimental group, which followed the
Kinetic stories based on the narration of the class teacher and the
second experimental group which used the digital Kinetic stories
in all the studied variables and in favor of the second experimental
group as the calculated “t” values were higher than the tabular “t”
value at 0.05 level of significance and the improvement rate
differences ranged between 18.57% and 47.68. The researcher has
attributed this to the fact that use of the computer assisted in the
development of this information and the general capacity to think
and imagine since it offers the capability to access images and
drawings both still and moving and then offers the accompanying
narrative audio track connected with these images. The following
Is a pictorial depiction of the interaction of the various body parts
during the performance and the aspect of the body in
implementation space. It also has an easy and interesting
presentation method considering the coordination in presenting,
nice choice of words, and accompanied by a musical. All of this
made the digital Kkinetic stories distinguished from the kinetic
stories based on the class teacher’s narration as they became able
to build the basic knowledge of the students in accordance with
the ideas and information they observe.

This can be supported by a study carried out by Basar
(2022) that focused on third-grade students, In the study, it was
found that the students who were exposed to digital stories had
better achievement in science lessons than the students who were
grouped out. In this regard, digital stories raise the students’

889
2024 jiadgi. oy guadlly (ualdl) aael) | jdlel) Alaal)




e gill Al c¥lme § Bigml Alma

academic performance to a great extent. Yang and Wu (2012)
observed that storytelling improved proficiency in English among
high school learners that surpassed conventional lecturing
techniques. Digital stories enable thinking and creativity since
students engage with content in an interactive and individualized
manner.

As noted by Aktas and Yurt (2017), this method has been
said to raise students’ interest in exploring and reasoning. The
author also identified that due to the narrative and engaging nature
of digital stories, there is less likelihood of learners getting bored
and that they develop enhanced self and confidence levels as a
result of the interactive and engaging aspects of the digital stories.
As with most technologies, digital kinetic stories have evidenced
strong positive results in learning environments and thus it is
worthy to note the within and between group variations on the
results elicited depending on the context and subject. From this,
the researcher concludes that digital kinetic stories enhanced the
self-esteem of the student and cultivated the aspect of innovative
thinking. From this, the third hypothesis is realized which states
that Descriptive and inferential analysis of the results also
indicated that There are statically significant differences between
the mean scores of the post-assessment of the first experimental
group and the second experimental group in self-esteem and
creative thinking in favor of second experimental group.

5. Conclusions

Considering the confines of the research problem, its
significance for realizing its goal, assumptions, and the type of the
sample, which involved 40 students from the primary sixth grade,
besides the statistical analysis and the interpretation over the
result’s discussion, the researcher of the current study allowed for
the Motor stories based on the narration of the class teacher used
on the first experimental group enabled enhancing the research
variables of ‘self- esteems and innovative thinking skills as The
second set of experiments whose subjects were exposed to the
digital kinetic stories showed an improvement of research
variables such as self —esteem in The ability to innovative thinking
The percentage improvement from 21.18 to 96.67%. Therefore,
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the second experimental group which applied digital kinetic
stories on the basis of the list of the class teacher in self-esteem,
the ability to think about innovative thinking as the improvement
rate differences ranged between 18.57% and 47.68 percent
necessary for the benefit of the group. The second experiment.

6. Recommendation:

According to the research findings, the researcher would
encourage the use of the kinetic storytelling method either by the
teacher or using digital Kinetic storytelling to promote self-esteem
and creativity. In addition, classroom teachers also should be
trained in another method, which is known as digital kinetic
storytelling, and offer ready-to-print digital kinetic story templates
for the classroom teachers to use in classroom teaching practice.
In addition, there is digital kinetic storytelling, which means that
this method should be employed in other age groups so that the
general result can be obtained. Further research should consider
other means through which self-esteem and creativity can be
fostered and comparative research to compare the application of
Kinetic storytelling with other instructional approaches. Moreover,
research avenues for future research could explore how changes in
learners’ personal development and cognition occur over time as a
result of engagement in digital kinetic storytelling.
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