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The development of the information age and globalization has challenged the training of technical talents in the 

21st century, and the information media and technical skills are becoming increasingly important. As a creative 

sharing form of multimedia, the digital storytelling is being concerned by more and more educators because of its 

discipline applicability and media technology enhancing ability. In this study, the information visualization 

software, i.e. CiteSpace was applied to visualize and analyze the researches on digital storytelling from the aspects 

of key articles and citation hotspots, and make a review on the research status of the digital storytelling in the 

education fields, such as promoting language learning, and helping students develop the 21st century skills. 
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Introduction 
The information age has changed the way in which the knowledge is created, communicated and 

connected, and has posed new challenges to education. The application and introduction of software and 

hardware technologies as well as various social media tools has driven the society into the media era, where 

everyone may connect with the digital media and global knowledge system, create and share knowledge and 

information based on which. To master the 21st century skills, the new generation of learners must have 

information, media and technology skills in addition to the solid discipline knowledge, and should be capable 

of accessing, analyzing, evaluating and creating information through technical means (Trilling & Fidel, 2011). 

The digital storytelling, as a form to create and share multimedia, has increasingly been widely used in various 

fields, playing an ever more important role in the training of the 21st century skills on the learners. 

Digital storytelling was originated from the American art field in the late 20th century (Tucker, 2006). The 

multimedia autobiography created by the artist Dana Winslow Atchley, caused a strong reaction after it was 

openly published. Thereafter, the digital storytelling was applied to various fields. Constructivism sees learning 

as a social and cultural process that occurs in learners’ interaction with material tools and others (Vygotsky, 

1978). As a new teaching methodology, the digital storytelling can help learners build knowledge, and promote 

collaboration and sharing (Daily & Eugene, 2013), and its creative process can enhance the students’ 

information and communication technology (ICT) literacy as well, which is applicable to both children learners 

and adult learners (Alston & Ellis-Hervey, 2015; Shelby-Caffey, Ubeda, & Jenkins, 2014). In order to 
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understand the current situation of digital storytelling, a visualization analysis based on the method of Mapping 

Knowledge Domain was performed on the digital storytelling-related literatures published in the world in this 

article. 

Methods 

Research Objectives and Search Strategy 

During the study, the citations (from 2000 to 2016) related to the topic of Digital Storytelling were 

searched by limiting the citation index to Science Citation Index Expanded (SCI-EXPANDED), Social 

Sciences Citation Index (SSCI) and Arts & Humanities Citation Index (A&HCI) in the Web of Science Core 

Collection, the fine Articles were further selected from the 313 citation records, with the language set as 

English, and finally we obtained 267 citations as the research objects. 

Data Source and Retrieval 

The Mapping Knowledge Domain belongs to the category of scientific metrology. It shows the evolution 

and structural relationship of scientific knowledge via the visualization technique, revealing the knowledge 

resources and the carriers obtained by human beings over the time (CHEN & LIU, 2005). With the Mapping 

Knowledge Domain, people can sort out the evolution process, development trend, present status, frontier and 

hotspot direction of disciplines or fields. 

In this study, CiteSpace was used as a software tool for drawing the Mapping Knowledge Domain. It was 

developed by Dr. Chen Chaomei of Drexel University in the United States. As a knowledge analysis and 

information visualization software for dynamic and complex network analysis based on Java environment, 

CiteSpace belongs to the citation analysis software in the Mapping Knowledge Domain and uses annual rings 

to represent the citation frequency of the object in different time periods. This article makes a review on the 

characteristics and hotspots of international researches on digital storytelling through the co-citation and 

co-occurring keyword analysis. 

Results 

The Number of Articles Published in Digital Storytelling in the Past 17 Years 

The publication times of the 267 articles were summarized, and made into a line chart by year. It can be 

identified from Figure 1 that the publication time of digital storytelling articles shows a trend of rising year by 

year. Thus, it was in 2000 when the digital storytelling appeared as a research topic in an international journal. 

In the initial research related to digital storytelling, McLellan (2000) explored how drama, digital storytelling, 

and so on were used in the design of online learning experience, while Harris (2000) focused on the 

development of new media such as e-mail and digital stories when studying the mutual fusion in the transition 

period of the printed and electronic media.  
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Table 1   

Source Publications Statistics of Digital Storytelling Articles  

Publication Research direction Numbers of articles Percentage 

LECTURE NOTES IN COMPUTER SCIENCE Computer Science 16 5.993% 
TECHNOLOGIES FOR INTERACTIVE DIGITAL 
STORYTELLING AND ENTERTAINMENT 

Computer Science 9 3.371% 

DIGITAL CREATIVITY Art 8 2.996% 

NEW MEDIA SOCIETY Communication 7 2.622% 

COMPUTERS EDUCATION 
Computer Science; Education 
& Educational Research 

6 2.247% 

CONVERGENCE THE INTERNATIONAL JOURNAL 
OF RESEARCH INTO NEW MEDIA TECHNOLOGIES

Communication 6 2.247% 

EDUCATIONAL TECHNOLOGY SOCIETY 
Education & Educational 
Research 

5 1.873% 

LEONARDO Art 5 1.873% 

MEDIA INTERNATIONAL AUSTRALIA Communication 4 1.498% 
 

Regional Analysis 

In the statistics on the researchers, it is found that among the authors who had published more than two 

articles, Couldry (2008), MacDonald et al. (2015), Clark et al. (2015), and Dickens et al. (2015) carried out 

research on digital storytelling from the perspectives of social, political and communication. Whereas, Burgess, 

Klaebe and McWilliam (2010) studied the digital storytelling cases in the history, culture and communication 

field. In the rank of researchers by the number of their publications, few researchers in the field of education 

rank the top, which indicates the education field is lack of experts and scholars who are engaged in digital 

storytelling research for a long term. 

Through the analysis on the country and region of the researchers, it is found that the research of digital 

storytelling is mainly concentrated in Europe and the United States. The countries with the largest number of 

articles include the United States (86 articles, 32.21%), the United Kingdom (36 articles, 13.48%), Australia 

(31 articles, 11.61%), Canada (18 articles, 6.74%), Germany (14 articles, 5.24%) and Italy (11 articles, 4.12%). 

Reference Co-citation Analysis 

By performing the citation analysis with the information visualization software CiteSpace, the citation 

situation of the literatures may be presented in the visualized form, based on which, the degree of the effect and 

the quality of the literatures may be inferred. Highly-cited literatures, which are namely the key node literatures 

for the development of discipline or field, are helpful to explore the path of research evolution, explain the 

background of the development of the discipline and the dynamics of evolution (LIU, DON, & HAN, 2012). In 

this study, CiteSpace software was used to analyze the 267 citation records of the related research on the digital 

storytelling. The set time span for the analysis was 2000 to 2016, the annual slice was 2 years, and the node 

type was the common citation. The first 30 of each slice was selected, and the others were set as the default. 

The minimum spanning tree was used (a network simplified algorithm) for analysis. There were a total of 225 

nodes and 229 lines in the obtained mapping. As shown in Figure 2 (each node in the figure represents a 

document, the thickness of the circle is proportional to the number of citations in the corresponding year). 
 



 

Fig

In the

the citation

of nodes in

used as a m

CiteSpace 

literature is

research of

In this

ranking, th

Murray (19

of commun

combined 

research of

and inform

critical too

Center for 

community

literacy abi

A HYP

gure 2. Co-cita

e analysis of 

n frequency o

n the network

measurement

mapping, thi

s marked in t

f digital story

s study, the i

he top five we

997), of whic

nication. Jan

digital enviro

f education fi

mation dissem

l to improve 

Digital Story

y and persona

ility via digita

PNOTISING

ation mapping k

the co-citatio

or centrality. W

k, it refers to

t to determin

is indicator is

the purple cir

ytelling. 

important lite

ere respective

ch, the resear

net Murray p

onments with

ield, Joe Lam

mination, as w

the quality o

ytelling (loca

al stories, and

al storytelling

G DANCE OF

knowledge dom

on mapping, t

Where, the c

o the number

ne the connec

s used to indi

rcle. The imp

eratures were

ely Meadows

rch conducted

resented how

h traditional n

mbert describe

ell as develop

f writing and

ted in Califor

d is dedicated

g and commu

F BODIES: T

main for analysis
 

the importan

entrality is an

of the shorte

cting role of 

cate and mea

portant literat

e analyzed ac

s (2003), Cou

d by Meadow

w the compu

narration, im

ed the role of

pment of liter

d thinking. La

rnia, USA). T

d to helping K

unity sharing.

THE CASE O

s of internationa

nce of the lite

n important i

est paths pass

the network 

asure the imp

tures in the m

ccording to th

uldry (2008), 

ws, Couldry a

uter technolog

agining a po

f digital story

racy, and that

ambert is the 

The Center c

K-12 and col

 

OF STEPHEN

al research on d

erature can be

ndicator to d

sing this nod

node in the 

portance of lit

mapping const

heir ranking 

Lambert (20

and Burgess t

gy could cha

ssibility of fu

ytelling in pro

t the digital st

founder and 

arries out the

llege educato

N KING 

digital storytelli

e evaluated a

determine the 

de in the netw

overall netw

terature, and 

titute a key b

by the centra

06), Burgess 

ended to the 

ange people’s

uture storytel

omoting com

torytelling w

executive dir

e creation and

rs improve th

1685

ing. 

according to 

importance 

work, and is 

work. In the 

this type of 

basis for the 

ality. In the 

(2006) and 

perspective 

s lives, and 

lling. In the 

mmunication 

as used as a 

rector of the 

d sharing of 

he students’ 



 

1686 

Visualizati

Throu

frontier an

hotspot usi

spanning t

according 

respectivel

the keywor

and educat

multimoda

The c

understand

that the fie

language le

In addition

the digital 

mobile dev

on the mob

had strong 

the mobile 

A HYP

ion of Resea

ugh the visual

nd hotspot m

ing the settin

tree for the r

to the ranki

ly multimoda

rds with the h

tion (10) indi

ality are more

Figure 3. M

chart was ch

ding of the tim

eld of educat

earning (inclu

n, it is found t

storytelling h

vice in childre

bile devices i

social and id

devices, tran

PNOTISING

arch Hotspot

lization analy

may be presen

ngs same as 

research keyw

ing of node 

ality (0.33), p

highest freque

icating that l

 concerned in

Mapping know

hanged to th

me distributio

tion has paid

uding the sec

through the a

has been conc

en’s storytelli

in rural comm

dentity featur

nsforming the

G DANCE OF

s 

ysis on the ke

nted. We con

above, with 

words (see F

frequency an

perspective (0

ency include 

language lear

n the research

wledge domain f

he Timeline 

on of the rese

d more attent

ond language

analysis on th

cerned about 

ing cooperati

munities of S

res. Tebeau (2

e digital story

F BODIES: T

eywords of th

nducted a vis

the node typ

Figure 3). Th

nd centrality

0.28), narrativ

narrative (13

rning, techno

h of digital sto
 

for internationa
 

view (see 

earch hotspot

tion to the ap

e), subject tea

he visualizatio

since 2003. C

ion. Reitmaie

South Africa 

2013) combin

ytelling into m
 

THE CASE O

he digital stor

sualization an

pe selected a

he keywords 

y. The keywo

ve (0.24), me

3), technology

ology, narratio

orytelling. 

l research hotsp

Figure 4) in

ts. It can be s

pplication of

aching, partic

on results that

Cole and Stan

er, Bidwell an

and found th

ned the digita

museums that 

OF STEPHEN

rytelling resea

nalysis on th

as keyword, 

ranking the 

ords with th

edia (0.22) an

y (11), media

on, media, an

pots of digital s

n order to o

seen from the

f digital story

cipation and c

t the applicat

nton (2003) s

nd Marsden (2

hat the situat

al storytelling

promote com

N KING 

arch article, t

he digital sto

and drew the

top five wer

he highest ce

nd animation 

a (10), multim

nimation, edu

torytelling.  

obtain a mo

e figures and 

ytelling in m

collaboration 

tion of mobile

tudied the ap

2011) perform

tional digital 

g with oral hi

mmunity iden

the research 

ory research 

e minimum 

re recorded 

entrality are 

(0.19), and 

modality (10) 

ucation and 

re intuitive 

the articles 

multiliteracy, 

since 2005. 

e devices in 

pplication of 

med a study 

storytelling 

istory using 

ntity.  



 

Digital Sto

The d

videos and

promote th

cooperation

teaching m

tablet-base

design-bas

and constru

storytelling

visual med

authors (C

traditional 

(Shelby-Ca

As for

learners w

teacher gu

means of 

experience

A HYP

orytelling Pr

digital storyte

d animation, 

he developme

n and proble

mainly focuse

ed interactive 

ed research, i

uction, but al

g works show

dia elements 

Chisholm & T

literacy wi

affey, Ubeda,

r the digital s

ith English a

ided the ESL

Multiliteracie

es with novels

PNOTISING

Figure 4. Tim

romoting Lan

elling, combi

has been wi

ent of langua

em-solving ab

s on multi-lit

digital readi

it was proved

lso can build 

ws that the d

for their lite

Trent, 2013).

ith new me

, & Jenkins, 2

storytelling pr

as a second l

L students of

es Pedagogy 

s, helping the

G DANCE OF

meline mapping 

nguage Lear

ining the stor

idely concern

age skills, bu

bility. The re

teracy and the

ing, painting 

d that the RC

a bridge for 

digital storyte

racy about lo

. In addition

edia technolo

2014). 

romoting the 

language (ES

f Grade Eigh

(MLS). Dur

e students rea

F BODIES: T

for research ke
 

Discussion

rning 

ry telling wit

ned and stud

ut also promo

esearch on th

e second lang

and writing 

CS not only ha

the students’

elling provide

ocation, so th

, the digital 

ogies, chang

second langu

SL). In one o

ht to understa

ring the read

ad and under

THE CASE O

ywords of digit

n 

th multimedi

died as a lang

ote the impro

he applicatio

guage learnin

tool (Read th

as the charac

’ literacy. Th

es the studen

hat the stude

storytelling 

ging and re

uage learning

of Burke and

and a novel w

ding teaching

rstand based 

OF STEPHEN

tal storytelling. 

ia elements s

guage learnin

ovement of r

n of digital 

ng. Cordero e

he Create Sh

cteristics of in

e study on th

nts with the d

ents become t

can also ass

econstructing 

g, the research

d the Hardwa

with the them

g, the digital

on their own

N KING 

 

such as pictu

ng tool. It ca

related abiliti

storytelling i

et al. (2015) d

hare, RCS). T

nteraction, co

he student Ril

diverse persp

the creative r

sist teachers 

the literac

h subjects are

are’s studies 

me of life an

l storytelling 

n cultural thin

1687

ures, audios, 

an not only 

ies, such as 

in language 

developed a 

Through the 

ollaboration, 

ley’s digital 

pectives and 

readers and 

to combine 

cy teaching 

e mostly the 

(2015), the 

nd death by 

linked life 

nking. From 



A HYPNOTISING DANCE OF BODIES: THE CASE OF STEPHEN KING 

 

1688 

the perspective of teachers, Thang, Lin, Mahmud, Ismail and Zabidi (2014) conducted a study on the four 

Malaysian teachers who performed their ESL teaching using the digital storytelling. The results show that the 

teachers think the digital storytelling may bring benefits to the students to some extent, but it also raises a high 

demand for teachers’ information and technical level. In the study, two of the teachers strongly resisted the 

technology, resulting in the failure of the application of digital storytelling. 

Digital Storytelling Promoting the Development of Students’ 21st Century Skills  

The 21st century skills request the students to have life and career skills, learning and innovation skills, 

information, media and technology skills on the solid basis of subject knowledge. In addition to the role in the 

language teaching, the digital storytelling can also play a role in the subject teaching, promoting the reflective 

learning, and presenting the development potential in the field of STEM teaching. 

In the study on the issue that the digital storytelling promotes learners’ information and communication 

technology (ICT) literacy, Gyabak and Godina (2011)’s qualitative study showed that the digital storytelling 

creation activity with the animal theme bridged the digital gap for the Bhutan rural learners. The digital 

storytelling may be applied to the teaching of humanities subjects such as history and geography. With the aid 

of social cultural dialogue teaching method, it can promote the students’ deep participation and collaboration, 

and even to help students establish their values. The digital storytelling not only can play a role in the process 

of learning, but also can be used as a reflective tool to help the student carry on the reflective learning (Sandars, 

Murray, & Pellow, 2008). For example, the visual media and audios provide creative opportunities for the 

students, and allow them to conduct in-depth study and practice, constantly reflecting on and improving 

themselves in the process of performing their work. 

Because of the narrative characteristics, the digital storytelling is applied more in the themes of humanities 

and social culture, and less in subject like mathematics and science. In the STEM education study, however, 

some students have used Scratch (a simple graphical programming tool) to create the digital storytelling, thus 

promoting their empathy, self-awareness and computational thinking. This is also the necessary skills for them 

to adapt to the 21st century career (Daily & Eugene, 2013). 

The Technical Studies of Digital Storytelling Need to Be Strengthened 

When we straightened out the important literatures, it was found that there are more qualitative studies, but 

less experimental and quantitative studies on digital storytelling. As for the technical tools, the video editing 

software such as PowerPoint, MovieMaker and iMovie are used to carry out the practical activities in most of 

the studies. Although “technology” has a high centrality and frequency in the mapping keywords, there are few 

studies on the development of tools for the creation of student digital storytelling. Most of the studies focus on 

the application of technological tools and technology media literacy. The learners at different ages and learning 

stages have different characteristics, and the digital storytelling involves multiple expression elements like 

video, animation, audio, images and text, so the learners’ characteristics should be taken into account during 

design, to meet their specific learning demands. In addition, the difficulty frequently encountered in the 

application of digital storytelling is the technology gap of the teachers and students. In the studies of digital 

storytelling, most tend to the information technology and media literacy ability of students, and few to the 

teachers’ information literacy. 

In general, the digital storytelling, as a form of using digital material for multiple expression, has been 

applied in the formal and informal learning environment, inside and outside school, on the basis of subjects like 
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communication and art. The studies show that the digital storytelling is an effective way to promote the 

integration of learning inside and outside school (Wales, 2012). The creative learning activities with learners as 

the center, have promoted the students’ initiative and in-depth participation, stimulated their consciousness of 

share, enrich their learning experience, and create opportunities for the enhancement of solid academic 

foundation and information, media and technological literacy. However, the application of digital storytelling in 

teaching also faces some challenges, such as the high demand for teachers’ information technology literacy and 

the lack of effective evaluation tools for the performance of digital storytelling. 

Conclusion 

The digital storytelling is being explored and tried by the educators of various countries in terms of its 

outstanding advantages in developing students’ 21st century skills. This article conducted a visual analysis on 

the literature data with the theme of digital storytelling in the international academic journals, drew the 

Mapping Knowledge Domain and analyzed the key articles and research hotspots about the digital storytelling 

studies using the citation analysis tool, i.e. CiteSpace in the field of information visualization. In this article, the 

researches on digital storytelling in the field of education are discussed a lot, but there is less analysis on the 

fields of communication and art, which is a shortcoming of this study. 
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