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The findings from this study suggest that digital
storytelling is a powerful tool to integrate instructional
messaqes with learning activities to create more
engaging and exciting learning environments. It is a
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potential to enhance student engagement and provide
better educational outcomes for learners.”




W make sense of the world through story

We understand the stakes through game mechanics
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/ Let's head back over to:
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otk T0U NEXT WEEK!

2\ Portfolioworking period: participant questions for the facilitators
A
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