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1. Aim / Learning Objectives 

 
This tutorial introduces participants to digital and multimedia tools for storytelling, 

with a focus on utilising video, audio, and interactive media to create engaging digital 

storytelling experiences.  

Key Learning Objectives: 

Participants will learn to harness technology effectively to enhance audience 

engagement and create accessible, inclusive digital narratives that reach diverse 

learning communities. 
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Definition of Digital and Multimedia Tools 

Digital storytelling emerges from the intersection of traditional narrative practices 

with contemporary technological capabilities. The European School Education 

Platform defines digital storytelling as "the practice of using computer-based tools 

to tell stories. This is done with the help of a variety of multimedia, including photos, 

graphics, comics, audio (sound, speech, music), video, and Web publishing tools" 

(European School Education Platform, 2024). This methodology transforms 

conventional storytelling into dynamic, multimedia experiences that can 

accommodate various learning preferences and engagement levels. 

Educational research demonstrates that digital storytelling functions as both an 

instructional method and a learning resource, with applications spanning all 

educational levels. The approach enables creators to weave together multiple 

media elements, including digital images, graphics, music, and sound, to create 

cohesive narrative experiences that support educational objectives. 
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Benefits of Using Digital and Multimedia Tools 

The integration of digital storytelling tools in educational settings provides 

documented advantages for both instructors and learners. Research indicates that 

educators utilise digital storytelling because it makes storytelling more entertaining, 

captivating, engaging, communicative, and theatrical. This enhanced engagement 

stems from the multimedia approach's ability to address diverse learning styles 

through multiple sensory channels. 

Educational studies demonstrate that digital storytelling supports student learning 

while enabling teachers to implement innovative instructional methods. The 

methodology proves particularly effective as a tool for integrating instructional 

messages with learning activities, creating more engaging educational 

environments. Students benefit from opportunities to organise and express their 

ideas through distinctive multimedia formats, while educators gain insights into 

student learning processes through creative outputs. 

The European educational context recognises digital storytelling as an approach 

that combines narration with images or videos to convey emotion, organise 

information, and foster connection. This recognition reflects the method's ability to 

enhance traditional pedagogical approaches through technological integration, 
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3. Step-by-Step Guide 

a) Defining the Needs 

 
Effective digital storytelling requires systematic planning that establishes clear 

educational objectives before technology selection. The planning process involves 

determining the narrative format, identifying target audiences, establishing 

accessibility requirements, and defining learning outcomes that will guide 

subsequent tool selection and content development. 

Creators must establish whether their project will take the form of video narratives, 

audio productions, interactive web experiences, or multimedia presentations 

combining multiple formats. This decision influences all subsequent planning 

elements, including resource requirements, technical capabilities needed, and 

distribution strategies appropriate for the intended audience. 

Key planning considerations include narrative structure development, technical 

resource assessment, platform compatibility evaluation, timeline establishment for 

production phases, content accessibility planning, and distribution strategy 

formulation. Each element requires careful consideration to ensure that the final 

product serves educational objectives effectively while remaining technically feasible 

within available resources and expertise levels. 

b) Selecting Tools and Gathering Media 
Theoretical Framework for Tool Selection 

European educational research emphasises that multimedia integration should follow 

an educationally driven approach that establishes educational goals first and 

examines how technology can implement these goals, rather than adopting a 

technologically driven approach that surveys developments and adapts educational 

practice accordingly. The educationally driven approach proves superior because 

technologically driven approaches have historically led to poor-quality educational 

systems. 
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This framework prioritises educational vision over technological novelty, beginning 

with educational aims and concluding with appropriate technology selection. The 

evaluation process should consider how multimedia artefacts integrate into 

educational delivery while maintaining focus on learning outcomes rather than 

technical sophistication. 

Understanding Multimedia Production Components 

Digital storytelling integrates three primary multimedia components, each serving 

specific narrative and educational functions that creators must understand to make 

informed selection decisions. 

 

 

Video Production Principles: Video components demonstrate complex processes, 

provide visual context for abstract concepts, maintain viewer attention through dynamic 

content, and support diverse learning preferences through visual representation. 

Research shows that video elements should be selected based on their contribution to 

learning outcomes rather than their technological sophistication. Educational video 

production emphasises message clarity, appropriate pacing for learning objectives, and 

visual design that supports rather than distracts from content comprehension. 

Audio Production Applications: Audio elements provide narrative voice and 

personality, establish emotional tone and atmosphere, support accessibility through 

audio descriptions, and reinforce key messages through strategic emphasis. European 

educational technology research emphasises that audio components must 

complement rather than compete with visual elements, creating cohesive multimedia 

experiences that enhance rather than overwhelm learners. Audio production requires 

consistent volume levels, clear articulation, appropriate pacing, and strategic use of 

silence to highlight important information. 
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Specific Tool Applications 

Video Production Tools: Canva Video provides user-friendly interfaces suitable for 

beginners while offering professional-quality output capabilities. The platform 

supports collaborative editing and includes template libraries that accelerate 

production timelines while maintaining educational design standards. 

Audio Production Tools: Audacity and Ocenaudio offer solutions for audio editing 

and enhancement. These open-source tools support multiple audio formats and 

include advanced editing features essential for professional-quality educational audio 

production. 

Interactive Media Tools: Genially enables interactive presentation creation without 

requiring extensive programming knowledge. The platform supports embedded 

multimedia content and provides analytics for tracking user engagement, allowing 

creators to assess the effectiveness of interactive elements. 

Research demonstrates that educators successfully use simple digital technologies 

to create effective storytelling experiences, including search engines for image 

gathering and basic presentation software for multimedia integration. During media 

gathering, creators should conduct comprehensive research to identify appropriate 

content that aligns with narrative objectives while considering copyright, accessibility, 

and cultural sensitivity requirements. 

Interactive Media Integration: Interactive components increase engagement through 

active participation, provide immediate feedback on comprehension, enable 

personalised learning paths, and facilitate collaborative learning through shared 

experiences. The European School Education Platform recognises that interactive 

elements should serve pedagogical purposes rather than purely technological 

demonstration. Interactive design must emphasise intuitive navigation, meaningful 

interactions that contribute to educational outcomes, appropriate complexity levels, and 

clear feedback systems. 
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c) Inserting Tools into the Story and Final Steps 
 

The assembly phase integrates multimedia elements according to predetermined 

narrative plans, requiring technical proficiency with selected tools and attention to 

storytelling principles that maintain audience engagement throughout the 

experience. 

Production steps include media asset organisation within chosen platforms, content 

arrangement according to narrative structure specifications, transition and effect 

integration that enhances rather than distracts from core messages, interactive 

element incorporation that encourages audience participation, voice-over and music 

recording or insertion, and consistent audio level and visual quality maintenance 

throughout productions. 

Educational research indicates that digital storytelling requires additional planning 

compared to traditional storytelling, but this preparation proves vital to presentation 

success. Quality assurance testing represents a critical final step, involving multi-

device and multi-platform testing to ensure accessibility compliance and optimal user 

experience across different technical environments. 

Export and publication processes vary according to chosen platforms and target 

audiences. Creators should consider file size optimisation, loading time 

requirements, and bandwidth limitations when preparing content for distribution, 

ensuring that publishing platforms align with accessibility standards and support the 

intended audience's technical capabilities. 

4. Practical Activity Example 
The New York Times' "Snow Fall: The Avalanche at Tunnel Creek" exemplifies 

sophisticated multimedia storytelling techniques that integrate text, video, audio, and 

interactive graphics into cohesive narrative experiences (The New York Times, 

2012). This Pulitzer Prize-winning piece demonstrates how digital tools can enhance 

traditional journalism by providing immersive, multi-sensory storytelling that engages 

audiences through multiple communication channels simultaneously. 
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5. Inclusivity Considerations 

 Multiple story formats: Provide digital stories in various formats (audio, text, 

subtitles) so participants with different learning preferences and abilities can 

access content through their preferred modality  

 Self-paced learning control: Allow learners to pause, replay, or revisit digital 

content at their own speed, accommodating different processing times and 

attention spans  

 Clear audio production standards: Create slow-paced, well-articulated 

narrations free of background noise with consistent volume levels to support 

participants with auditory processing difficulties  

 Multiple output format options: Allow participants to create digital stories in 

various formats (simple slideshows, basic videos, audio recordings) based on 

their technical comfort level while meeting the same learning objectives  

 Accessibility-ready content creation: Teach participants to add captions to 

videos, alt-text to images, and transcripts to audio content so their digital 

stories are accessible to peers with different abilities 

6. Expected Outcomes / Conclusion 
By the end of this tutorial, participants will be able to plan, create, and share digital 

stories that combine creativity with accessibility. They will gain confidence in using 

multimedia tools to enhance narrative impact while applying inclusive design 

principles that ensure stories engage a wide range of audiences. 

The tutorial emphasises that effective storytelling requires thoughtful preparation, the 

right choice of tools, and a strong commitment to accessibility. Participants will leave 

with a solid foundation to explore new technologies, adapt to evolving platforms, and 

continue developing meaningful, inclusive digital narratives. 
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7. Recommended Tools / Resources 
Primary Production Tools: 

 Canva Video: User-friendly video creation and editing platform 

 Audacity: Open-source audio editing software 

 Ocenaudio: Cross-platform audio editor 

 Genially: Interactive content creation platform 

Additional Resources: 

 European School Education Platform digital storytelling courses 

 Digital storytelling research and best practices guides 

 Accessibility testing tools and guidelines 

 Storyboard templates and narrative planning resources 
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