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ABSTRACT 
 
The usage of instructional media (apps) is poorly delivered due to inappropriate content of the presentation. 
Recent studies showed that perceptions among students and teachers regarding the use of apps are very low. 
Thus, Digital Storytelling (DST) concept is infused in developing the apps. Nevertheless, students are unable 
to comprehend DST clearly. The aim of this study is to identify DST elements for the development tablet 
based teaching products (apps). Critical analysis and comparative analysis are employed based on eight 
samples of DST tools to formulate generic DST elements. Eleven DST elements are formed and learning 
theories are adapted based on correct principles and procedures. The elements should contribute a new 
pedagogical approach for teachers in developing apps with mobile technology. 
 
Keywords: Digital storytelling, DST elements, Comparative analysis 

 
1.0 INTRODUCTION 

 
Digital Storytelling (DST) is a digital narrative with infused multimedia elements, namely videos, images, audio and 
animations that deliver information effectively [1]–[3]. DST presents interesting information for specific topics 
which is introduced by Dana Atchley (pioneer of DST) [4], [5]. Precisely, there are three categories of DST based 
on its content: (i) personal narratives, (ii) stories on historical events, and (iii) stories on inform or instruct [6]–[8]. 
This study emphasizes on the narrative to instruct stories, due to the factor that there are still students who are 
unable to differentiate DST with non DST [9][10]. Recent study has shown that the implementation of the DST 
concept facilitates teachers in solving problems of self-learning and diversity of students’ knowledge [11]. 
Moreover, teachers are able to better strategize their teaching and learning approaches by including DST concepts in 
developing learning apps. This would eventually ease teachers in tailoring lessons [12], [13]. The aim of this study 
is to infuse DST elements in the development process so that the concept is comprehended. This article first explains 
the DST Concept, DST dimensions, proposed DST elements, learning theories and guidelines. The next section 
covers the methodology and then the conclusion. 

1.1 DST concept 

The introduction of DST concept has a positive effect on refining the students’ achievement and knowledge with the 
multiplicity of the learning resources towards the need for the latest technology [14][15]. In line with that, high 
demands for teaching products (apps) have boosted the creation of tablet-based teaching products (apps). However, 
the usage of apps is poorly delivered due to inappropriate content of the presentation. Recent studies showed that 
perception among students and teachers regarding the use for apps are very low. Thus, DST concept is infused in 
developing the apps. Nevertheless, initial study show that students are unable to comprehend DST clearly[16]. The 
concept of DST is recognized by elements to distinguish DST from other types of media such as film, television, 
video and blog [17]. Besides, in order to draw audience’s attention to listen to stories is based on its elements. The 
element is essential in describing the characteristics of DST. Meanwhile, a dimension consists of a list of elements 
which has the same functionalities and commonalities.   
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1.1.1 DST dimensions 

Figure 1 illustrates a brief overview of the mapping process in proposing the DST dimensions. In order to determine 
the  DST elements, Abstract Layer Model by Schäfer is referred for better justification. Initially, the model is the 
prior DST model to describe DST dimensions that can be grouped into five different layers [18]. The Abstract Layer 
Model displays the relation between dimensions of each layer according to the divergent level of complexity. 
Basically, the model consists of five layers: Origin, Construction, Interaction, Appeal and Presentation. The model 
by Kim, Moon, Han and Chang [19] is designated in the mapping process based on interactivity that meets with the 
objective of the study [20]. The model consists of four dimensions, namely narrative, tool, interface and output. The 
mapping process took place based on their commonalities of features for each layer (dimension). As a result, four 
DST dimensions are formed, namely, narrative, functional, tablet interface and multimedia to comply with the aim 
of this study mainly on DST, tablet based and multimedia technology. 

 
Fig 1. DST Dimensions 

1.1.2 Proposed DST elements 

There are various DST elements according to different perspectives of experts in order to comprehend DST 
concepts. Previous study by [21] suggested 14 key interactive DST elements, namely perspective, intention, 
personal, dramatic question, engagement, articulation, sound track, tempo, story map, expression, significant 
content, collaboration, user contribution and minimal. The elements are validated by seven prominent DST experts. 
Nevertheless, the elements are scarce and not in touch with the current technology. Table 1 lists the 
recommendations of the proposed DST elements in this study. The DST elements are clustered according to DST 
dimensions: narrative, functionality, tablet interface and multimedia. Narrative dimensions are situated in the early 
stage of storytelling process and initiated the preparation of media materials. The elements comprise of story 
objective, story content and story style. Meanwhile, functional dimension is the interaction between the designer and 
DST tool during the development process. This dimension involves character, editing media and authenticity in 
order to produce quality media that gives impact to the story. Tablet interface is another dimension which involves 
the interaction of the audience on the apps with the story system and consists of elements: interactivity, screen 
display and collaboration. This is to illustrate the relationship of communication between the story system and the 
audience. The final dimension is to attract audience with a compelling presentation which involves articulation and 
story beat using multimedia technology. 

Table 1. Proposed DST elements on touch screen tablet 

Dimension Element Sources 
Narrative Story objective, Story content, Story style, Character 

 
[5], [22]–[24]  

Functionality Editing media, Authenticity 
 

[6], [25]–[27] 

Tablet interface Interactivity, Screen Display, Collaboration 
 

[19], [28]–[30] 

Multimedia Articulation, Story beat 
 

[31]–[33] 
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 Learning Theories 1.2

The learning and storytelling theories namely, Cognitive Theory of Multimedia Learning (CTML), Cognitive Load 
Theory, Connectivism Theory and Neo Aristotelian Theory are adapted in the proposed DST elements [34]. In order 
to justify the selection of the proposed DST elements, correct principles of the theories are adapted as tabulated in 
Table 2. With theoretical support, DST elements for touch screen tablet are formed to provide a proper guide to ease 
the development of apps. 

Table 2. Adaptation of learning theories in DST elements on touch screen tablet 

Element Principles Theory Justification  

Story objective 

Eliminate the working memory 
load associated by integrating 
several sources of information  

Cognitive Load Learning objective is focussing on essential 
learning content 

Signalling CTML Learning is effective if designed on essential 
materials to attract student’s attention. 

Story content 
Capacity to know more is more 
critical than what is currently 
known 

Connectivism 
Learning content includes the development 
of the concept of knowledge to foster 
students’ knowledge. 

 Limited working memory  Cognitive Load Learning material content is sufficient and 
limited 

 Dramatical structure  Neo 
Aristotelian 

Storytelling content consists of title and 
structure and narrative format (story map).. 

Story style Personalization CTML Message is delivered in conversational style 
rather than formal style 

 
Dramatic experience is through 
audience and character 

Neo 
Aristotelian 

Message is delivered in dramatically 
question for audience’s awareness.  

Character  Object Neo 
Aristotelian 

Character or image representation provides 
two-way communication for interactive 
storytelling. 

Editing media Learning may reside in non-
human appliances Connectivism Various functional tools enable ease of 

teaching process. 

Authenticity Realism Neo 
Aristotelian Digital media are displayed in real situation. 

Interactivity  
Learning is a process of 
connecting specialized nodes 
or information sources 

Connectivism 
Interactivity occurs through the connection 
between the audience (touch screen 
interaction) and the story system (apps). 

Screen Display Limited working memory  Cognitive Load Screen working area is built optimally based 
on tablet screen size. 

Collaboration Learning and knowledge rest in 
a diversity of opinions Connectivism 

The combination of designer skills and 
engagement from audience are to create an 
effective story 

Articulation Modality CTML 

The use of text is presented as narration 
(spoken words) or using auditory, rather 
than presented as a written text to 
accompany the graphics. 

Story beat Redundancy CTML 

Combination of animation with voice 
recording are applied rather than animations, 
voice recording with text on the screen for 
effective learning  

 Guideline for the development of apps with DST concept on touch screen tablet 1.3

Recently, there are many users enable to interact with  touch screen devices, even though these interactions are easy 
to learn [35], [36]. Due to the lack of principles and established guidelines with touch screen have triggered an idea 
of proposing a guideline[37]. With the infusion DST elements in the development process, the understanding of the 
concept of DST is achieved. A comprehensive analysis is employed to form the five components of the guidelines, 
namely, process development, DST elements, system requirement, DST dimensions, as shown in Figure 2. The 
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production of apps should go through four phases of activities: pre-production, production, post production and 
distribution in the development process, [38]. The four dimensions stated in Figure 1. The DST elements comprise 
of story objective, story content, character, editing media, authenticity, interactivity, screen display, collaboration, 
articulation and story beat. The guidelines require hardware and software specification for instance, Android as an 
operating system, touch screen tablet and DST tools (storyboarding, editing and authoring)[39].  

 

 introduce DST concept

DEVELOtMENT tROCESS 

1.0

1.2

1.3

1.4

support Ny

1.1

System requirement4.0

DST elements 
3.0

DST Tool FeMtures

DST 
Dimensions

2.0

D.0

Multimedia

Narrative

Functional

Tablet
Interface

• Story Objective
• Story content 
• Story style
• Character
• Editing Media
• Authenticity
•  Interactivity
• Screen Display
• Collaboration
• Articulation
• Story beat

SpeciicMtion:
Andriod,TMNlet, DST Tools

Fig. 2. Guideline for development of apps with DST concept on touch screen tablet [39] 

2.0 METHODOLOGY 

A series of activities are employed in this study as shown illustratively in Figure 3. The study involves three phases 
of activities namely critical analysis, comparative analysis and expert review, respectively. A critical analysis is 
carried out using content analysis from previous studies on eight samples of DST tools. In order to identify the 
generic DST elements with concrete justification, the adaption of three learning theories and two storytelling 
theories is employed. In the second phase, a comparative analysis was conducted to seek for the commonalities and 
determine appropriate DST elements. The proposed elements are based on the majority scores. Finally, the expert 
review phase takes place where thirteen appointed experts validate the proposed DST elements with a checklist 
form. A descriptive analysis is performed to calculate the scores of each element. 
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Fig. 3. Summary of activity 

 

 Findings and Discussion 2.1

As mentioned in previous section, the gap on the aspect of mobile technology design with touch screen interaction is 
identified as a major contribution in the DST elements for touch screen tablet. In order to provide a clear explanation 
in the design aspect, a detailed characteristic of the DST element is required. Thus, the context of design principles 
with touch screen interaction is determined according to appropriate narrative elements as a guide in understanding 
the elements. The following are the activities employed in the development of DST process.  

 

2.1.1 Comparative Analysis 

A total of eight samples of DST tools from previous studies are determined to select the appropriate design 
principles of DST elements. A comparative analysis is employed to select the design principles of DST elements as 
shown in Table 3. Thus, the elements are designated based on commonalities of the majority scores applied in other 
studies.In seeking the common elements, comparative analysis is important to ensure that the elements are formed 
based on established root. 

The findings is analysed based on the condition for classification of generic elements using statistical calculation to 
form three groups of data  as shown in Table 4 [47]. If the score is between 6 to 8, this indicates that the elements 
compulsory recommended, but if the score is between 3 to 5, the elements are recommended. Instead, if the score is 
less than 2, the component is discarded. This is important to attain an accurate result and appropriate elements for 
the guidelines. Results indicate that 30 design principles based on eleven DST elements are compulsory to be 
included in the development process of apps. The common elements with majority scores is designated based on the 
results as the scores are more than four. A detailed list of the DST elements with design principles according to 
dimensions is formed. Next, the elements are then validated by experts before they are infused in the development of 
the apps. 

 

 

 

 

Identify suitable DST elements 
 - content analysis of previous studies
- three learning theories and two 
storytelling theories 

Compare and determine appropriate 
DST elements 
 - eight samples of DST tools

Proposed DST elements 

 Critical Analysis 

Comparative Analysis

Expert Review Validate DST elements
- 13 experts (Checklist) Validated DST elements 

ACTIVITY OBJECTIVE OUTCOME

 Phase 
I

 Phase 
II

 Phase 
III
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Table 3. Comparative analysis for DST elements 

Element Design principle Sources Total 
Score [40] [42] [44] [28] [41] [43] [45] [46] 

Story objective Aim   ×      7 

Focus       ×   7 

Story content Title   ×  × × ×  4 

Type ×  ×     × 5 

Learning Material ×  ×      6 

Limited resources   ×    ×  6 

Structure and story 
format    ×   ×  × 5 

Story style Appreciate        × 7 

Awareness ×  ×  ×   × 4 

Character Facial expression         8 

Body language × ×       6 

Editing media Move   ×       7 

Delete   × ×     6 

Change Size ×  × ×  ×   4 

Change format   ×       7 

Authenticity Background        ×  7 

Angle view   × × ×   ×  4 

Interactivity Navigation   ×      7 

Optional finger 
input      ×   7 

Interactive touch 
screen   ×  × × ×  4 

Object ×  ×     × 5 

Screen Display Work display  ×  ×      6 

Object 
arrangement   ×    ×  6 

Collaboration Involvement   ×   ×  × 5 

Contribution         × 7 

Share  ×  ×  ×   × 4 

Articulation Audio & text         8 

Narration × ×       6 

Story beat Image duration   ×       7 

Transition/ 
animation   × ×     6 

: elements  applied  ×: elements not applied 
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Table 4. Condition for classification of generic components [47] 

Condition (Total score) Indicator 

6 to 8 Compulsory 

3 to 5 Recommended 

0 to 2 Discarded 

 

2.1.2 Expert Review 

An expert validation involves thirteen academic lecturers from the Institute of Teacher Education (ITE) and local 
universities . Their roles are to review and comment the proposed elements based on relevant expertise. An expert’s 
checklist form is made to collect data based on the understanding of DST elements. The data is analysed by 
frequency and percentage scores [34]. Figure 4 represents experts’ feedback on DST elements. Based on the results, 
it can be seen that majority of the experts (76.92%) have a clear understanding, 22.38% of the experts require a little 
explanation and only one expert (0.70%) requires a clear explanation on screen display. Table 5 lists eleven DST 
elements with the summarized design principles based on experts’ comments. It is important that justification and 
comments made by experts are applied in the development process.  

 
Fig. 4 Percentage of experts’ feedback on DST elements 

 
 

Table 5. DST elements on touch screen tablet 

Dimension Element  Design principle 

Narrative Story objective Provide aim and focus of the story based on audience background.  

 Story content Provide a headline, type of story and adequate learning materials. 

 Story style Show audience’s appreciation and awareness with dramatic 
questions and views. 

 Character Provide an image for interaction via two-way communication. This 
is to draw audience’s attention through facial expressions or body 
language. 

Functionality Editing media Enable media editing to manipulate the media (changing size and 
format, move and delete). 

 Authenticity Provide a suitable background or image with the correct angle of 
view. 

0
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Dimension Element  Design principle 

Tablet 
Interface 

Interactivity Enable interaction with audience for navigation via finger input 
based on  the size of media  

 Screen Display Provide suitable and adequate working area on the touch screen. 

 Collaboration Enable engagement from audience and designer via interaction with 
story’s system to share stories. 

Multimedia Articulation Provide narration or voice recording and combination of text or 
voice with effective background music  

 Story beat Enable image display at a certain time at each scene using transition 
and animation to demonstrate the continuity of the story. 

 

3.0 CONCLUSION 

The DST elements are formed to comprehend DST concept in the development of apps in the guidelines. The 
previous study on the creation of the guideline embarks further study on the DST elements [39]. An experts’ 
validation is carried out after a critical analysis is employed to determine the elements. As a result, eleven DST 
elements, namely story objective, story content, story style, character, editing media, authenticity, interactivity, 
screen display, collaboration, articulation, story beat. The elements are clustered based on DST dimensions 
(narrative, functionality, tablet interface and multimedia). The experts’ validation is to confirm the correct terms and 
principles of the DST elements. The infusion of DST elements in the development process creates the novelty of the 
guidelines. Additionally, learning and storytelling theories are pedagogical aspects in adapting the DST elements in 
the development process. In order to provide a solid justification, the established design principles of DST elements 
are supported by these theories. This study contributes towards content development of learning material and 
national agenda as transforming shift towards Education 4.0. In line with that, machine (multimedia technology and 
tablet) and human development (teachers) will integrate in improving learning and teaching strategy for educational 
purposes. For future prospect, DST elements can be incorporated with the design of DST tool to create a compelling 
application for novice designers cum teachers to create their own apps.  

REFERENCES 

[1] J. Lambert, Digital storytelling: Capturing lives, creating community, Second edi. Berkelay CA: Digital 
Diner Press, 2006. 

[2] B. Porter, Digitales: The art of telling digital stories. Sedalia, CO: bjpconsulting, 2004. 

[3] C. G. Signes, “Integrating the old and new : Digital storytelling in the EFL language,” Rev. para Profesores 
Inglés, vol. 16, no. 1&2, pp. 43–49, 2008. 

[4] J. Lambert, “Digital storytelling cookbook,” in Seven steps of digital storytelling, Berkeley, CA: Digital 
Diner Press, 2010, pp. 9–24. 

[5] J. Ohler, Digital storytelling in the classroom new media pathways to literacy, learning, and creativity, 
Second Edi. United States of America: SAGE Publications, Inc., 2008. 

[6] A.-H. Eman Mohamed and A.-H. A. H. Hasnaa Sabry, “Using digital storytelling and weblogs instruction to 
enhance EFL narrative writing and critical thinking skills among EFL majors at faculty of education,” Int. 
Res. J., vol. 5, no. 1, pp. 8–41, 2014. 

[7] P. Yuksel, B. R. Robin, and S. McNeil, “Educational uses of digital storytelling around the world,” in 
Society for Information Technology & Teacher Education International Conference, 2011, vol. 1, p. Vol. 
2011, No. 1, pp. 1264–1271. 

[8] B. R. Robin, “Create: Getting started,” University of Houston, 2011. [Online]. Available: 
http://digitalstorytelling.coe.uh.edu/index.cfm. [Accessed: 01-Jan-2014]. 

[9] F. N. Azman, S. B. Zaibon, and N. Shiratuddin, “Pedagogical analysis of comic authoring systems for 
educational digital storytelling,” J. Theor. Appl. Inf. Technol., vol. 89, no. 2, pp. 461–469, 2016. 



DST Elements: Infusion In The Development Of Tablet-Based Teaching Products (APPS)  
(Special Issue 2019). pp. 56-65 

 

64 
Malaysian Journal of Computer Science. Visual Informatics Special Issue, 2019 

 

[10] B. R. Robin and S. G. McNeil, “What educators should know about teaching digital storytelling,” Digit. 
Educ. Rev., vol. 22, pp. 37–51, 2012. 

[11] Muhammad Adri, “Strategi pengembangan multimedia instructional design (suatu kajian teoritis),” J. 
Invotek, vol. VIII, no. 1, 2007. 

[12] G. Siemens, “Instructional design in e-learning,” Elearnspace, 2002. [Online]. Available: 
http://www.elearnspace.org/Articles/InstructionalDesign.htm. [Accessed: 20-Feb-2014]. 

[13] J. Yao, T. Fernando, and H. Wang, “A multi-touch natural user interface framework,” in 2012 International 
Conference on Systems and Informatics (ICSAI), 2012, pp. 499–504. 

[14] O. Yahya and P. Dayang Raini, “Kesan aplikasi perisian cerita interaktif semasa mengajarkan kemahiran 
bacaan dan kefahaman dalam kalangan murid tahun 4 di Brunei Darussalam,” J. Pendidik. Bhs. Melayu, vol. 
1, no. 1, pp. 27–49, 2011. 

[15] B. Alexander, The new digital storytelling: Creating naratives with new media. United States of America: 
Praeger, 2017. 

[16] H. Hashiroh and S. Norshuhada, “Australian Journal of Basic and Applied Sciences Usage of Digital 
Storytelling for Media Creation on Tablet,” Proc. Soc. Inf. Technol. Teach. Educ. Int. Conf., vol. 9, no. 18, 
pp. 647–654, 2015. 

[17] P. Lowenthal, “Digital storytelling : An emerging institutional technology ?,” in Story circle: Digital 
storytelling around the world, Wiley-Blackwell, 2006, pp. 297–305. 

[18] L. Schäfer, “Models for digital storytelling and interactive narratives,” in 4th International Conference on 
Computational Semiotics for Games and New Media, 2004, no. September, pp. 148–155. 

[19] H. K. Tenh, S. Norshuhada, and H. Harryizman, “Digital storytelling’s conceptual model: A proposed guide 
towards the construction of a digital story,” in International Conference on Teaching and Learning in 
Higher Education (ICTLHE 2011), 2011. 

[20] S. Kim, S. Moon, S. Han, and J. Chang, “Programming the story: Interactive storytelling system,” 
Informatica, vol. 35, pp. 221–229, 2011. 

[21] H. K. Tenh, “Conceptual model of digital storytelling (DST),” Universiti Utara Malaysia, 2013. 

[22] B. R. Robin, “The educational uses of digital storytelling,” in Proceedings of Society for Information 
Technology and Teacher Education International Conference, 2006, pp. 709–716. 

[23] H. C. Barrett, “Researching and evaluating digital storytelling as a deep learning tool,” in Society for 
Information Technology & Teacher Education International Conference, 2006, pp. 647–654. 

[24] S. B. Zaibon and N. Shiratuddin, “Adapting learning theories in mobile game-based learning development,” 
in DIGITEL 2010 - The 3rd IEEE International Conference on Digital Game and Intelligent Toy Enhanced 
Learning, 2010, no. September, pp. 124–128. 

[25] Y. Rogers, H. Sharp, and J. Preece, Interaction design: Beyond human computer interaction, Third Edit. 
United Kingdom: John Wiley & Sons, Inc, 2012. 

[26] A. Jennings, S. Ryser, and F. Drews, “Touch screen devices and the effectiveness of user interface 
methods,” in Proceedings of the Human Factors and Ergonomics Society Annual Meeting, 2013, vol. 57, 
no. 1, pp. 1648–1652. 

[27] I. Miyaji, “The effects of digital storytelling through the strategy of evaluation and correction,” in 
Proceedings of the 9th International Conference on Information Technology Based Higher Education and 
Training, 2010, pp. 129–135. 

[28] K. Yu, H. Wang, C. Liu, and J. Niu, “Interactive storyboard: Animated story creation on touch interfaces,” 
in 5th International Conference Active Media Technology, 2009, pp. 93–103. 

[29] M. Y. Nor’ain and S. Siti Salwah, “Investigating cognitive task difficulties and expert skills in e-Learning 
storyboards using a cognitive task analysis technique,” Comput. Educ., vol. 58, pp. 652–665, 2012. 

[30] F. Karray, M. Alemzadeh, J. A. Saleh, and M. N. Arab, “Human computer interaction : Overview on state of 
the art,” Int. J. Smart Sens. Intell. Syst., vol. 1, no. 1, pp. 137–159, 2008. 

 



DST Elements: Infusion In The Development Of Tablet-Based Teaching Products (APPS)  
(Special Issue 2019). pp. 56-65 

 

65 
Malaysian Journal of Computer Science. Visual Informatics Special Issue, 2019 

 

[31] T. Suwardy, G. Pan, and P.-S. Seow, “Using digital storytelling to engage student learning,” Account. Educ. 
An Int. J., vol. 22, no. 2, pp. 109–124, Apr. 2013. 

[32] J. Ohler, “Storytelling and new media narrative,” 2014. [Online]. Available: 
http://www.jasonohler.com/storytelling/storytech.cfm. [Accessed: 01-Jan-2014]. 

[33] R. Mayer and R. Moreno, “A cognitive theory of multimedia learning: Implications for design principles,” 
Annu. Meet. ACM SIGCHI …, pp. 1–10, 1998. 

[34] H. Hashiroh, “Garis panduan pembangunan media pengajaran berkonsepkan penceritaan digital untuk tablet 
skrin sentuh,” Univeristi Utara Malaysia, 2017. 

[35] A. Malizia and A. Bellucci, “Viewpoint: The artificiality of natural user interfaces toward user-defined 
gestural interfaces,” Communications of the ACM, vol. 55, no. 3, pp. 36–38, 2012. 

[36] K. Montague, V. Hanson, and A. Cobley, “Evaluation of adaptive interaction with mobile touch-screen 
devices,” Digital Engagement Conference. United Kingdom, 2011. 

[37] D. A. Norman and J. Nielsen, “Gestural interfaces :A step backward in usability,” Interactions, vol. 17, no. 
5, pp. 46–49, 2010. 

[38] H. Hashiroh and S. Norshuhada, “A Digital Storytelling Process Guide for Designers,” J. Telecommun. 
Electron. Comput. Eng., vol. 8, no. 8, pp. 13–17, 2016. 

[39] H. Hashiroh and S. Norshuhada, “Guideline for the development of instructional media with DST concept 
on touch screen tablet,” in In: Badioze Zaman H. et al. (eds) Advances in Visual Informatics. IVIC 
2017.Lecture Notes in Computer Science book series (LNCS, volume 10645), Badioze Zaman H. et al. (eds), 
Ed. Springer, Cham, 2017, p. pp 398-411. 

[40] M. Shin, B. Kim, and J. Park, “AR storyboard: An augmented reality based interactive storyboard authoring 
Tool,” in Proceedings of the International Symposium on Mixed and Augmented Reality (ISMAR’05), 2005, 
pp. 1–2. 

[41] A. Chang and C. Breazeal, “TinkRBook : Shared reading interfaces for storytelling,” in Proceedings of the 
10th International Conference on Interaction Design and Children, 2011, pp. 145–148. 

[42] L. Bongshin, H. K. Rubaiat, and G. Smith, “SketchStory: Telling more engaging stories with data through 
freeform sketching.,” IEEE Trans. Vis. Comput. Graph., vol. 19, no. 12, pp. 2416–25, Dec. 2013. 

[43] A. Druin, B. B. Bederson, and A. Quinn, “Designing intergenerational mobile storytelling,” in Proceedings 
of the 8th International Conference on Interaction Design and Children, 2009, pp. 325–328. 

[44] M. Haesen, J. Meskens, K. Luyten, and K. Coninx, “Draw me a storyboard: incorporating principles & 
techniques of comics,” in Proceedings of the 24th BCS Interaction Specialist Group Conference, 2010, pp. 
133–142. 

[45] D. M. Frohlich et al., “StoryBank: Mobile digital storytelling in a development context,” CHI 2009 ~ 
Mobile Applications for the Developing World. ACM, Boston, Massachusetts, USA, pp. 1761–1770, 2009. 

[46] B. Atasoy and J.-B. Martens, “Crafting user experiences by incorporating dramaturgical techniques of 
storytelling,” Procedings Second Conf. Creat. Innov. Des. - DESIRE ’11, p. 91, 2011. 

[47] C. O. Azizah, S. Norshuhada, and S. Siti Mahfuzah, “Conceptual Design Model Of Interactive Television 
Advertising : Towards Influencing Impulse Purchase Tendency,” ARPN J. Eng. Appl. Sci., vol. 10, no. 3, pp. 
1427–1437, 2015. 

 


	DST ELEMENTS:  INFUSION IN THE DEVELOPMENT OF TABLET-BASED
	TEACHING PRODUCTS (APPS)
	1.0 INTRODUCTION
	1.1 DST concept
	1.1.1 DST dimensions
	1.1.2 Proposed DST elements

	1.2 Learning Theories
	1.3 Guideline for the development of apps with DST concept on touch screen tablet

	2.0 METHODOLOGY
	2.1.2 Expert Review

	3.0 Conclusion
	References

