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Abstract  
Researchers of digital storytelling emphasize emotions as an important aspect of learning 

in the production and presentation of digital stories. The aim of this study is to explore the 

positive and negative emotions involved in the process of making digital stories and 

presenting them. As well as students’ perceptions of how this affects their motivation and 

learning. One hundred and thirty-two students responded to an adapted version of the 

Achievement Emotions Questionnaire, which collects data on the emotions present in a 

learning context. In addition, we interviewed ten students to gather in depth data about 

their feelings, motivation and learning. We found that both positive and negative emotions 

were involved when the students created and presented their digital stories. The students 

felt that their emotions influenced their motivation and learning. Drawing on theories of 

learning and motivation, we argue that negative activating emotions can aid learning, and 

positive deactive emotions can have a negative impact on learning. Emotions can aid 
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learning in higher education and digital storytelling is an important contribution in this 

regard.  

 

Keywords:  Digital storytelling, Learning, Emotion, Motivation  

Why considering students feelings? 
The emotions of child welfare students in encounters with children, adolescents and 

families during practice are important for their learning and professional development. We 

wish to examine how these emotions are experienced and applied when students produce 

digital stories from their practice, and what emotions they experience following their 

learning process. Does the sports commentator’s question: “How do you feel now?” have 

any relevance to student learning? This will be explored in the present article, but let us 

first introduce the context of the study, child welfare education and training. 

Child welfare programmes in Norway include one or more practice periods. Following 

their practice, students have various learning activities based on their practice. Child 

welfare students on the Harstad campus of UiT The Arctic University of Norway are 

required to produce digital stories and present them on film following their two practice 

periods.  

The purpose of our study is to gain insight into the importance of students’ emotions in the 

learning process of producing digital stories and presenting them on film. Students 

experience practice differently, and will also experience different emotional reactions. This 

emotional aspect of practice is difficult to capture in an academic text, but we assume that 

it can be expressed more clearly in a digital story. The background to our study is our 

desire to promote research-based teaching in the field of digital storytelling. Emotions are 

an important aspect of digital storytelling and our research is a contribution to the field. 

We will therefore explore the following research questions:  

1. What positive and negative emotions are involved in the process of producing 

and presenting digital stories? 

2. How do students find that these emotions influence their motivation and 

learning? 

Background to the study  
Digital stories are short, personal stories of 3-5 minutes in length that convey experienced 

events. The purpose is to provide the storyteller and listener with new insights (Lambert, 

2010, 2013). Digital stories very often use still pictures more than video. The storyteller’s 

voice, sounds and music accompany the pictures. This is done to emphasize the message of 
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the story. There are many possible themes, such as families, identity, relationships, 

oppression and injustice (Haug, Jamissen, & Ohlmann, 2012; Lambert, 2010, 2013).                 

Digital storytelling is used as a learning tool in higher education to encourage students to 

reflect on different topics (Sandars & Murray, 2011; Stacey & Hardy, 2011). Anderson 

(2017) and Hardy (2017) emphasize that reflection is an important part of learning 

through digital storytelling. Nilsen Lie and Schjelde (2019) show that students learn 

through academic reflection on their own and others’ practices when they create and share 

their stories. 

In addition to reflection, emotions have been highlighted as a key aspect of digital 

storytelling, because students feel that they are emotionally engaged in the learning 

process. Through sharing their own stories, gaining insight into different topics, and being 

emotionally able to relate to other students’ stories (Price, Strodtman, Brough, Lonn, & 

Luo, 2015; Stacey & Hardy, 2011). Digital stories differentiate from other types of 

expressions because the stories allows a connection with one`s feelings, makes students 

internalize narratives and engages them in learning (Kocaman-Karoglu, 2016). Students 

also expressed that digital stories supports practice learning, and enhances motivation 

because the work is personal, and making the stories inspires creativity (Kocaman-

Karoglu, 2016). 

Ribeiro, Moreira, and da Silva (2016) argues on how studentes reflection and display of 

emotion makes the learning process richer and deepens thinking. There is also evidence 

showing that the group work in digital stories has fostered more positive emotional 

experiences, and the researchers explain this because students support each other, and this 

causes less anxiety (Liu, Huang, & Xu, 2018).  

Digital storytelling at our University 
Following their practice, students spend 3-4 days in a workshop, producing and presenting 

their stories. All students are asked to try to link theory and ethics to their story, and first-

year students create a story out of an event that has affected them during their practice. In 

the second year, students create a story that deals with their professional role as a child 

welfare officer. The difference between the first- and second-year stories is based on the 

content and progression of the curriculum.  

Creation of the digital stories takes place in groups. This group work is called a “story 

circle” and represents a learning process in which students work to discover and develop 

their stories (Lambert, 2010). The goal of the story circle is to encourage joint reflection to 

provide individual students with insight into their stories and help in developing them. 

This is done through feedback provided by the other students in the group (Haug & 

Jamissen, 2015). Our story circle methodology is based on The Seven Steps by Joe Lambert 
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(2013). In our story circle it has involved students freely sharing their ideas and receiving 

feedback from the other students. They then write down their story and return to the story 

circle for another round of feedback. Their teacher is present to provide advice and 

guidance. Students find pictures and music that fit the story and record the story in a 

digital medium. The order of pictures, music and the story itself is planned by using a 

storyboard or storyline. A storyline involves creating a timeline where the sequence of 

images, sound and other effects is planned. Students work independently on the storyline. 

Finally, all the elements are combined into a digital story, using the Movie Maker or iMovie 

filmmaking tools. The stories are then shown to the other members of the group, who 

provide mutual feedback.  

Theoretical framework: Emotions as indicators of 
learning 
Relationships between emotions and learning performance have received little attention 

(Govaerts & Grégoire, 2008; Pekrun , Goetz , Titz , & Perry 2002; Trigwell, Ellis, & Han, 

2012). In recent years, research has foucused on how emotions play a role in students’ 

learning and development (Schjelde, 2015).  The new concept of “academic emotions” has 

been developed to describe emotions related to learning and performance situations 

Pekrun  et al. (2002) distinguish between four groups of emotions that are important for 

learning performance. These are: 

1. Positive activating emotions, such as enjoyment of learning, hope of success and 

pride. 

2. Positive deactivating emotions, such as relief or pleasant relaxation following 

success. 

3. Negative activating emotions, such as anger, anxiety and shame. 

4. Negative deactivating emotions, such as boredom and hopelessness.   

 

Pekrun et al. (2002) find a correlation between positive activating emotions and 

motivation, effort, learning strategies that emphasize elaboration, and self-regulation. 

They assume that emotions and achievement mutually influence each other (Pekrun, 

Goetz, & Perry 2014). If students initially show positive activating emotions, this will have 

a positive effect on their performance. The learning environment in the form of 

enthusiastic teachers, work requirements that students can meet on their own (autonomy), 

a goal structure that provides predictability, feedback and giving students a sense of 

belonging and a feeling of being supported can promote positive activating emotions. Here, 

there is also theoretical support in Deci and Ryan’s theory of self-determination (Ryan & 

Deci, 2012; Ryan, Deci, Fowler, Seligman, & Csikszentmihalyi, 2000), which shows that 

people need to feel belonging, autonomy, and competence. Also, relevant here is Bandura’s 



The impact of emotions on learning and motivation in producing and presenting digital stories 

Seminar.net - International journal of media, technology and lifelong learning 5 

Vol. 17 – Issue 1 – 2021 

theory of self-efficacy belief, which deals with faith in one’s ability to organize or 

implement the necessary actions to learn at a particular level (Bandura, 1997).  Schunk, 

Meece and Pintrich (2014) state that self-efficacy belief is important for students to 

experience control and self-determination. Further, self-efficacy belief has been shown to 

predict learning performance. Our self-efficacy belief is influenced by our experience of 

similar tasks in the past. If students have high self-efficacy belief, they will be more likely 

to make extra efforts when facing challenges, and less likely to give up, provided that they 

have the necessary skills (Bandura, 1997). Self-efficacy belief is linked to feelings of 

expectation about the outcome of a learning activity. According to Bandura (1986), 

students with high self-efficacy belief will usually also have high expectations of succeeding 

in a task. This leads to positive emotions such as hope of success and joy of learning, and 

the student will then feel highly motivated.    

 

Negative deactivating emotions, such as boredom and hopelessness, are inversely related 

to intrinsic motivation, learning effort, self-regulation and concentration (Reinhard 

Pekrun, Goetz, Daniels, Stupnisky, & Perry, 2010), and therefore have a potential negative 

effect on student learning The other two categories are more complex. A positive 

deactivating emotion may lead to reduced learning effort in the following task. Students 

may become over-confident and think that they do not have to make any effort this time. 

By contrast, negative activating emotions can motivate students to put in extra effort in the 

following classes, because they want to avoid a repeat of their negative feelings. Negative 

activating emotions such as anxiety are a natural and normal response to uncertainty 

(Nordhelle & Sakhi, 2014). In unclear performance situations, where students get judged 

by others, it can lead to anxiety and insecurity. However, this process is necessary for 

learning to take place (Moxnes, 1989).  

Method 
In this section we present the methods we used to conduct and analyze our research. 

Gerring (2007) points out that case studies provide a detailed exploration of a 

phenomenon and are used where case and context are difficult to distinguish. Case studies 

are also suitable for mixed data collection methods, and where a particular example is 

being studied. Drawing on Gerring (2007), we have chosen to present a case because we 

have studied child welfare students in their learning context and have used different 

methods to explore our research questions in depth. Child welfare students can also be 

considered an example.   

We chose to use a questionnaire for our data collection because quantitative method was 

suitable to explore the positive and negative emotions present among a larger section of 
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informants, during the process of producing digital stories and presenting them on film. In 

the first instance, a questionnaire would provide relevant data on a relatively large number 

of respondents to capture “the big picture” of the phenomenon. We also conducted 

interviews to elicit greater detail, and to elaborate on how the students felt that their 

emotions influenced their motivation and learning. 

 This study was conducted among 132 first- and second-year students. Two first-year 

cohorts (n=55) and three second-year cohorts (n=77) completed the questionnaire. In 

addition, ten students were interviewed, five from each year. Students invited to interview 

were randomly selected by pulling students name randomly from student lists and asking 

them to participate in the interviews 

The questionnaire 
In order to collect data on emotions present in the learning context that may affect 

students’ learning performance, we translated parts of the Achievement Emotions 

Questionnaire (R Pekrun, Goetz, & Perry, 2005), which measures students’ academic 

emotions. We translated statements that cover positive activating emotions ( =0.69), 

negative deactivating emotions ( =0.55) and negative activating emotions ( =0.64). We 

did not translate statements related to positive deactivating emotions because these 

emotions are a product of learning activities, and affect future action. We had no data on 

the students’ future actions and therefore chose to exclude this area. In retrospect, we see 

that these emotions are relevant and should have been included. None of the areas in the 

questionnaire can be used as a common area, since internal reliability has a Cronbach’s 

alpha ( ) below 0.7. We therefore chose to present frequency tables in the results section. 

The responses in the questionnaire were measured on a five-point Likert scale, where 1 = 

completely disagree and 5 = completely agree with the statement.  

Interviews 
A semi-structured interview guide was prepared as the starting point for the interviews. 

The questions were based on the various parts of the storytelling component of the 

programme, such as the story circle and the creation and presentation of the story. Each 

student was asked about emotions, experiences, motivation and learning in relation to 

story circle, creation of and presentation of the digital story. The interview questions was 

not based on the questionnaire, but was designed to capture the students point of view in 

regards to the different parts of the process.  

We used open coding to analyze the interview data, creating codes to express key themes in 

the data. These themes were: preparation, expectations, motivation, experience with the 

tool, the group process, emotions in relation to production and presentation, learning and 

feedback. We then classified statements on the same topic into categories and examined 
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common features of the statements within each category (Brinkmann & Kvale, 2015). Each 

category reflects a key theme of the project. Brinkmann and Kvale (2015) state that 

theories can add new insights to the analysis, as long as the researcher is sensitive to 

different findings and angles in the interview data. Our final categories were as follows: 

expectations and self-efficacy, learning and the group process, and emotions. 

Limitations of the study and ethical considerations 
 The questionnaire was handed out after the students had presented their digital story. 

They were informed about the purpose of the study and told that participation was 

voluntary and that they could withdraw at any time. The interviews were conducted after 

the students had completed the entire storytelling component of their programme.  

 One of the authors for this article helped to implement the storytelling component. This 

researcher developed the component and implemented it with the students. This may have 

influenced students’ responses both in the questionnaire and in the interviews. The other 

researcher was not involved in teaching and interaction with the students. Against this 

background, both were involved in the distribution of questionnaires and the design of the 

interview guide to ensure open questions. The fact that a teacher researched and 

implemented a new educational intervention could be seen as a strength of the study 

(Anderson & Shattuck 2012). At the same time, the dichotomy between active participation 

and maintaining a distance may be challenging (Reeves, 2011). A partnership between a 

teacher and a researcher has been argued to be important in ensuring validity (Anderson & 

Shattuck 2012). Therefore, to minimize the impact on the results, both were actively 

involved in the analysis of the data and discussion of the findings.  

A further limitation of the study is that we chose to omit positive deactivating emotions 

because our experience suggested that these emotions were not central to digital 

storytelling. In retrospect, we see that this dimension should have been included, since 

students mentioned this emotion in the interviews.   

Results  
We are now going to present the result of our research starting with the questionnaire 

responses. This section of the result gives us a general picture of the different emotion they 

experience when they produce and present their digital story. 

Questionnaire responses  

When we asked the students how satisfied they were with the teaching, 88% expressed 

satisfaction. In the following presentation of the results, we have merged the responses 

“partly agree” and “completely agree” as “agree”, and “partly disagree” and “completely 

disagree” as “disagree”.  
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Most students (65%) reported positive activating emotions in creating and presenting their 

stories, 25% was uncertain and 10% disagree on statment about positive activating 

emotions.  Most (75%) believed that they would succeed, were optimistic during the 

storytelling component (68%) and were proud of their contribution (65%). This is 

illustrated here:  

Table 1: Positive activating emotions 

 

  

In regard to negative deactivating emotions, the results show that few students (15%) 

reported negative deactivating emotions such as boredom during the classes. Of those who 

experienced such emotions, most reported not being motivated for these classes. 

Table 2: Negative deactivating emotions 
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 When it comes to negative activating emotions we get a more differentiated picture. 16 % 

of the student experienced irritation or anger in the teaching setting. Few students (8%) 

experienced negative activating emotions about speaking up in the groups. A majority of 

students (60%) reported nervousness before and during the films, and a large proportion 

(47%) were afraid of not succeeding.  

Table 3: Negative activating emotions  

 

 

The students’ point of view from the interviews 

This section will present results from the interviews with the students in the categories: 

expectations and self-efficacy, learning and the group process, and emotions. The main 

categories are based on the theories of emotions, learning and motivation presented earlier 

in this article, and on the words of the students interviewed. 

In the first category of “expectations and self-efficacy”, the students reported having 

expected the classes to be fun, but had also been afraid of hearing their own voice. Some 

also reported being anxious because they had no experience of digital storytelling. The vast 

majority of students mastered the digital tool, but a few had challenges with the music or 

the editing of images and sound. Although a few experienced problems, they reported 

succeeding through trial and error.  

In the second category: “emotions”, most students described being embarrassed when 
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recording and hearing their own voice. Most felt nervous before they showed their digital 

story, but they all thought it was a success. A few students were annoyed and frustrated 

while working on their story. They reported being annoyed at receiving too little feedback 

from other students or because they were struggling with the tool they needed to use for 

storytelling. All students felt pleased at having managed to create a story and they felt good 

about watching the others’ stories.   

In the third category: “learning and group process” category, the students pointed out that 

they had gained knowledge of creating digital stories, showing them to others and using 

Movie Maker/iMovie. When students compared the learning outcomes of digital 

storytelling with practice assignments or group work based on problem-based learning, 

several of them felt that digital storytelling did not involve the same requirements for 

theory. They found it to be more experience-based. Several students also mentioned having 

to reflect on the event they wanted to make a story about, which was a learning experience. 

The students also found that there was much to learn and reflect on from watching each 

other’s stories. Only one student thought that digital storytelling had no learning value, 

perhaps apart from learning to use the tool. Several of the students found that the group 

process was important for learning digital storytelling. However, there were examples of 

frustration when not all group members were equally motivated and involved in sharing 

and giving feedback on each other’s stories. The frustration was based on poor feedback 

from the unmotivated students in the group. The students mentioned that it was important 

that peer feedback was constructive and pointed out both the good points of the stories and 

those aspects that could be improved.  

Analysis and discussion 
In the following we are going to present the analysis of the data and discuss our finds. 

Starting with positive emotions.  

Positive emotions and the learning process 

The students expressed positive activating emotions in the questionnaires, such as pride of 

their story, belief in success and optimism when working on digital stories. Such emotions 

can have a positive influence on student learning. Pekrun et al. (2002) state that positive 

activating emotions, such as the joy of learning, belief in success and pride, have been 

shown to have a positive effect on intrinsic and extrinsic motivation, effort and learning 

performance. This may be what was expressed by the students’ experience in the 

interviews of mastering digital tools and learning through reflection when creating their 

own story and watching each other’s stories. One student explained: 

“I've learned a lot about myself and how it’s ok to challenge myself. You reflect more 

on what happened when you sit down and make a story like that. You don’t have to 

hold anything back, you actually learn from that as well. I’ve also learned how to use 
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digital tools.”  

The students’ statements and experiences of their own learning reveal their positive 

emotions when they worked on their own and others’ digital stories, and their feelings of 

having been motivated in preparing and presenting their stories. The following is one 

example of how they experienced emotions during the learning process in the interview 

material:    

“I couldn’t help smiling when I worked on my story. When the turning point came, I 

felt my feelings coming back linked to the experiences I’d had. The fact that he 

wouldn’t talk to me or look at me. And that he didn’t even want me to touch him. I 

felt all this when I was writing down all the feelings I’d had. I was completely at a 

loss in that situation. After the turning point, I felt the good feelings and I was 

happy. I thought, ‘Wow, that’s great, I managed to build a relationship!’”  

The quote by this student is important to reflect on, based on the description of working on 

the narrative evokes emotions and memories in the student. This emotional aspect of 

practice is difficult to capture in an academic text, and as this quote shows the emotional 

side of practice is also powerful and important. Students’ emotions related to practice will 

motivate them and inspire them to reflect, thus initiating and sustaining student learning. 

In line with Kocaman-Karoglu (2016)  we also find that writing down the story allows a 

connection with one`s feelings and can be motivational because it is personal. The feelings 

in the memory and the process of writing down the personal reflection we think supports 

practice reflection. Reflecting means linking actions, theories, experiences and ethical 

considerations (Lauvås & Handal, 2014). We might also suggest that reflecting should also 

include reflecting on the emotional side of the experience and actions and in line with 

Ribeiro et al. (2016) that argues that the display of emotion makes the learning process 

richer, and deepens thinking.  

The students also reported in the questionnaires that they were optimistic and believed in 

their own success in digital storytelling. Having faith in one’s own ability is referred to by 

Bandura (1997) as self-efficacy belief. This means trusting one can do what is necessary to 

get a job done. Self-efficacy belief is influenced by the experiences we have had with similar 

tasks in the past (Bandura, 1997). If students have had positive experiences with the use of 

Informating Technology in learning, this can have a positive impact on their self-efficacy 

belief. In the interviews, the students stated that they had positive expectations and were 

looking forward to creating digital stories, and although some experienced challenges in 

how to add music to their movie or editing the movie in movie maker, they still mastered 

the tool by trial and error. If students have high self-efficacy belief, they are more likely to 

increase their efforts when facing challenges, and to persevere if they have the necessary 

skills (Bandura, 1997). The students’ optimism may also indicate that they expected a 

positive outcome of their work on digital storytelling. Optimism is associated with positive 

emotions and enhances student motivation (Bandura, 1986).   



The impact of emotions on learning and motivation in producing and presenting digital stories 

Seminar.net - International journal of media, technology and lifelong learning 12 

Vol. 17 – Issue 1 – 2021 

In spite of the students’ positive expectations and mastery experiences, positive emotions 

can also be deactivating, such as relief, relaxation and pleasure. These emotions can lead to 

reduced learning, because the person believes that he/she does not have to put in as much 

effort. A feeling of pleasure can make the work seem less demanding, which will affect the 

learning effort. One student explained:  

“You learn a number of other things when you write a practice assignment. You 

have to go much deeper into theory than you do in digital storytelling. I think a 

digital story is supposed to be more general, and a practice assignment should be 

more academic.”  

This statement suggests that digital storytelling may be too easy for students. It takes place 

in a comfort zone without major challenges. Learning is change in behaviour. To translate 

experience from practice into a digital story can be seen as a résumé rather than an 

important learning task. We have seen that most students expected to succeed in creating a 

digital story. Further, they felt that digital storytelling did not require theory, unlike a 

practice assignment, resulting in high self-confidence, a relaxed attitude and little effort 

put into digital storytelling. This again may mean fewer reflections in the story circle. We 

must be critical as to whether we achieve reflection at the desired level. Furthermore, we 

must realize that when students find lower requirements for theory in digital storytelling 

as in other types of student work, deactivating emotions may have arisen in the learning 

process. We also see that students found that some group members did not participate 

actively in the story circle. Pettersen (2017) writes that we have a general tendency to 

invest less effort when working in groups, and group members may experience loss of 

motivation because it is difficult to define the individual’s efforts. This may be related to 

positive deactivating emotions where working in a group can make a person feel more 

relaxed about his/her own work. In the words of one of the students who found that not 

everyone in the group was equally motivated:   

“It was difficult in the story circle that not everyone had a clear idea of what to write 

about and it was hard to get anything out of them. Not everyone was equally 

involved in the process or cared about it just as much. Not everyone was equally 

motivated and they never gave any feedback.”  

Peer feedback and students’ learning experiences from digital stories will then affect 

students’ emotions in the learning situation. Lack of feedback and learning efforts from 

other group members can make keen students bored, finding little meaning in the work.  

In the next section, we will present negative emotions and their importance for student 

learning. 

Negative emotions and learning performance 

Negative deactivating emotions such as boredom and hopelessness have a negative impact 
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on student learning and can reduce intrinsic and extrinsic motivation (Pekrun  et al., 

2014). Some of the students reported being bored in the questionaire and unmotivated in 

the storytelling classes. This could be becase an important factor affecting student learning 

performance and motivation is autonomy. Creating digital stories is part of a mandatory 

work requirement in the programme. Students may therefore feel that participating in the 

group work and creating the story is an activity controlled by teachers, which they must do 

to avoid punishment, i.e. not meeting the work requirement. By contrast, an offer of 

choices can increase people’s motivation (Deci, Vallerand, Pelletier, & Ryan, 1991; Ryan & 

Deci, 2012). For example, students choosing their own stories can provide a sense of 

autonomy, which may be strengthened by the feeling that the stories are based on their 

own experience and point of view. As one of the students experienced making a digital 

story in the interviews: “It lived up to my expectations. It was fun because I had the 

freedom to structure it the way I wanted.”  

 We must also be aware that making demands on students does not necessarily mean that 

they experience weakened autonomy. What is important is the degree to which they accept 

these demands, how well they can meet the demands and whether they feel that they can 

influence the learning process.We think that the students feelt like they could meet our 

demands, because most students (88%) reported that they were satisfied with the teaching.  

With regard to negative activating emotions, 60% of the students felt nervous before and 

during the screening and some students felt ashamed or embarrassed when presenting 

their story. We know that negative emotions can have a negative effect on learning 

performance. 47 % of students were afraid of failing in their attempt at digital storytelling. 

Low self-efficacy belief can lead to feelings such as hopelessness and sadness, which in 

turn can affect students’ motivation for learning (Bandura, 1986). On the other hand, 

negative emotions in a learning situation do not necessarily mean less learning. Although 

the students reported nervousness before and during the presentation, this does not 

necessarily mean inferior learning. Negative activating emotions such as anger, anxiety or 

shame can motivate students to extra effort if the consequences of failure are great or to 

avoid the associated discomfort (Pekrun et al., 2002). Several of the students were nervous 

but were still satisfied and proud of their product reported in the questionnaire, which 

made their nervousness unimportant. Another factor is that our students work in groups 

during story circle. Group work can cause less anxiety and fostered more positive 

emotional experiences, because students support each other (Liu et al., 2018).  Negative 

activating emotions such as anxiety are a natural response to uncertainty (Nordhelle & 

Sakhi, 2014).  Being nervous in performance situations is completely natural and can be 

seen as “warm anxiety” that provides energy and a signal that the performance is 

important. However, in some students, nervousness will lead to “cold anxiety”, which will 

inhibit them in their performance (Moxnes, 1989, 2009). Since the students were 

presenting a digital story they had created in advance, the nervousness will not affect the 

presentation itself, but will affect the students’ experience during the presentation. This is 
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shown by the fact that the students reported being nervous before presenting their stories 

on film. One student explained this as follows: 

“I don’t normally like presenting things, and it was even worse when I had to hear 

my voice out loud. It was almost better to listen to my voice than to physically stand 

up and read out loud. It wasn’t that scary. If you’ve experienced the feeling of giving 

a presentation in front of some people, well, that’s worse than having prepared it in 

advance, so everything’s ready. Then you just press play.” 

Negative activating emotions and warm anxiety should therefore not be pathologized. They 

can be important drivers of learning, indicating to the student the importance of making 

an effort.  

Summary reflection and further research 
 Our study has examined the emotions involved in the learning context of producing and 

presenting digital stories. Teachers should be aware of the emotions present in a learning 

setting and how these can affect student learning and motivation. We have explored this by 

interviews and questionnaire. The students experienced positive activating emotions and 

expectations and motivation in relation to digital storytelling. The presence of positive 

emotions may not only enhance student learning, but make students realize that they have 

learned by reflecting on their own and others’ experiences in practice. We believe that 

digital storytelling is an important contribution to post-practice reflection. Because we are 

creating what Pekrun et al. (2014) calls a good learning environment. Student reports high 

self-efficacy belief, they report feelings of success and pride in creating a digital story. The 

presence of positive emotions and motivation in the learning context will enhance student 

reflection, leading to greater learning outcomes.  

We also see that students do not only experience positive emotions in the learning process. 

Most of them were nervous before and during the screening and some were afraid of 

failure. A few students were bored and unmotivated for digital storytelling, which might 

have adversely affected their learning. It seems it`s the dialectics or combination of 

paradoxical emotions that might lead to learning. As our research shows that even negative 

emotions can lead to learning.  One factor to consider in relation to student learning in 

digital storytelling is that teachers have an important part to play in creating a safe 

learning environment. This also implies that the teacher has an important role to play in 

the story circle by being active and supporting students in the feedback process. These 

points are similar to those emphasized by Pekrun et al. (2002 ) as important for promoting 

positive activating emotions, which we know enhance student learning outcomes. All these 

factors will thus help to promote student learning. We must focus on the idea that students 

need to perceive themselves as competent in order to be motivated in their work. This is 

related to Bandura’s concept of self-efficacy belief, which means having faith in one’s 
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ability to organize or implement the actions that are necessary to learn at a certain level 

(Bandura, 1997).  

Further work on digital storytelling should explore how feedback can influence emotions 

and increase student learning in the use of digital stories. Another interesting angle would 

be to study how students’ emotions affect their learning performance in terms of assessing 

the content of the digital stories. We believe that digital stories as a teaching and learning 

method allow students to work with subject matter in a way that can foster positive 

emotions, and with the right support also can make negative emotions become positive in 

the sense of learning. The research is a part of developing higher education towards the 

digital storytelling University (Jamissen & Haug, 2014) where also emotions plays a 

central role. So the sports commentator`s question: “How do you feel now?”, have 

important relevance also in academic learning. 
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