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TURKISH LANGUAGE TEACHER CANDIDATES’ PERCEPTIONS OF THE  
CONCEPT OF DIGITAL STORY: A METAPHOR STUDY2 

 
 

Abstract: The study aims to reveal Turkish Language teacher candidates' 
metaphorical perceptions of the concept of digital story. The study is 
phenomenological research, which is one of the qualitative research approaches. 
The study group consists of 68 Turkish Language teacher candidates studying at 
Firat University, Education Faculty, Department of Turkish Language Education 
in 2018-2019. The study uses a purposeful sampling method to determine the 
study group of the study. To determine the teacher candidates’ metaphorical 
perceptions of the concept of the digital story, the study employs a metaphor 
questionnaire form developed by the researchers. The metaphors obtained are 
analyzed according to their reasons, and themes are created. As a result of the 
research, it is revealed that teacher candidates perceive digital stories as an 
instructional, mind-building, versatile, facilitating, entertaining, curious, relaxing, 
remarkable, and transparent tool. These results confirm that digital stories 
should be used in the training of Turkish Language teacher candidates, and other 
teacher candidates as well. 
 
Keywords: Digital story, metaphorical perceptions, Turkish Language teacher 
candidates. 
 
 

1. Introduction 
 

Technology is a phenomenon that facilitates human life. Traditional stories, on the other hand, 
are the approaches that people use to tell about events, situations and share their 
experiences, which enable them to explain what they want to tell more effectively and 
interestingly and are used effectively in teaching-learning processes (Gere, Kozolvich & Kelin, 
2002; Lowenthal & Dunlap, 2010). It would not be wrong to say that these approaches also 
make people's lives easier and are the technology of the time they are used. These 
technologies have been transformed into digital platforms since the beginning of the 20th 
century and used as digital stories on these platforms. The first studies on digital stories were 
conducted in 1993 at the digital story center by Joe Lambert and Dana Atchly in their health 
and community practice studies (Robin, 2008). Aiming to allow people to create their own 
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stories with small budgets at this center, Lambert pioneered the organization of workshops 
on digital stories and wrote a book on digital stories (Lambert, 2013). Increasing studies on 
digital stories have made them necessary to use these stories intensively in the educational 
environment as well (Demirer, 2013; Diermyer & Blakesley, 2009;Garrety, 2008; Karakoyun, 
2014; Kocaman-Karoglu, 2015). Studies using digital stories as products or tools revealed that 
digital stories are effective in creating an active classroom environment, supporting language 
studies, developing creative writing, facilitating the acquisition of social values, and increasing 
student achievement (Baki, 2019; Balaman, 2016; Kurudayioglu & Bal, 2014; Yuruk & Atici, 
2017). Also, digital stories help students to think at a higher level and help them read in more 
depth and meaning (Kurudayioglu &Bal, 2014). 
 
It is seen in the literature that the concept of the digital story has many definitions. Despite its 
emphasis on computer technology, digital storytelling is not a new practice. Basically, digital 
stories typically have narration in the form of recorded audio that provides an emotional 
element to the story (Robin & McNail, 2019). Digital stories, in interactive digital platforms 
that users can control, actively involve the user in the process, enabling them to reinforce this 
information acquired and apply it to real life, both in a story flow and in this flow, enabling the 
user to make sense of their information and to construct it in mind. It is an approach that can 
last from 3 minutes to 5 minutes (Dush, 2009; Garrety, 2008; Menezes, 2012; Tunc & Karadag, 
2013). Digital stories are products created in teaching and learning processes in many different 
fields such as mathematics, science, fine arts, social studies, and values education in some 
studies (Balaman, 2015; Balaman, 2016; Demir & Kilickiran, 2018; Gomleksiz & Pullu, 2017; 
Kabaran, Karalar, Altan & Altintas, 2019; Kotluk & Kocakaya, 2015; Kutlucan, Cakir & Unal, 2019; 
Tatli & Aksoy, 2017; Tatli & Bayramoglu, 2015; Uslupehlivan & Kurtoglu Erden, 2017). It is seen 
that digital stories are used as teaching material in some studies (Polater, 2019; Tabak, 2017; 
Yuruk & Atici, 2017). Some of the studies related to the digital story are review and content 
analysis studies (Inceelli, 2005; Kocaman Karoglu, 2015; Kungeru, 2016; Tunc & Karadag, 2013; 
Yilmaz, Ustundag & Gunes, 2017; Yuzer & Kilinc, 2015) Digital stories are used in Turkish lesson 
teaching as well as in many lessons (Cigerci & Gultekin, 2017; Kurudayioglu & Bal, 2014). 
Studies on the use of digital stories in Turkish teaching are mostly related to reading and 
writing skills (Baki & Feyzioglu, 2017a; Baki & Feyzioglu, 2017b; Dayan, 2017; Ertan Ozen, 2017;  
Gunduz, 2019; Sarica & Usluel, 2016; Tabak, 2017).  
 
Digital stories that are used effectively in many fields are important and effective teaching 
material for both teacher and student (Robin, 2006). Because, Digital Stories can be a 
powerful educational tool for students at all ages and grade levels who are tasked with 
creating their own stories (Robin, 2016). Digital stories also enable teacher candidates to 
acquire 21st-century skills (Robin, 2008; Niemi & Multisilta, 2016). This is very important for 
teacher candidates who will become teachers of the 21st century. On one hand, teachers 
candidates are likely to encounter digital stories, which are important and effective teaching 
materials, in their career, on the other hand, when the relevant literature is analyzed, it is 
determined that the digital story studies about Turkish Language teacher candidates are 
scanty and insufficient. For this reason, the opinions of the Turkish Language teacher 
candidates who will become 21st-century teachers should be revealed. 
 
When the literature is examined, it is seen that metaphors are frequently used to investigate 
the perceptions of individuals and some of these studies are aimed at determining the 
perceptions of teacher candidates (Akyol & Kiziltan, 2019; Beyoglu & Ergin, 2019; Cavusoglu & 
Tepebasili, 2019; Celik & Incili, 2019; Eker & Sicak, 2019; Demirer & Baki, 2018; Gezgin, 
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Hamutoglu, Sezen Gultekin & Yildirim, 2019; Gurol & Donmus, 2010; Sola Ozguc, Uzunkol & 
Uysal, 2019; Toksun, 2019; Yapicioglu & Korkmaz, 2019). Metaphors "allow the individual to 
express a concept or phenomenon in the way he perceives it by using metaphors" (Aydin & 
Pehlivan, 2010). In this context, metaphors can be considered as important data collection 
tools, especially for social sciences (Yildirim & Simsek, 2011). It is thought that the results of 
this research will provide important conclusions regarding Turkish Language teachers' 
perceptions of digital stories. Also, due to the small number of metaphors related to the 
concept of digital stories in the literature, this study will contribute to overcoming this 
shortcoming in the literature. Besides, since the metaphor studies related to the concept of 
digital stories in the literature are insufficient, this study will contribute to overcoming this 
shortcoming in the literature. 
 
The study also aims to reveal the metaphorical perceptions of Turkish teacher candidates 
regarding the concept of the digital story. In this context, answers to the following questions 
are sought: 

1. What are the metaphors of Turkish Language teacher candidates regarding the 
concept of the digital story? 

2. In which themes do Turkish Language teacher candidates' metaphors regarding the 
concept of the digital story take place in terms of their reasons? 

 
2. Method 

 
2.1. Research Design 
 
This study is designed in a qualitative research approach and the "phenomenology” method is 
used to reveal Turkish language teachers’ views about professional development barriers. The 
phenomenology research aims to investigate phenomena that we are not entirely unfamiliar 
with but which we cannot fully understand (Yildirim & Simsek, 2013). The purpose of 
phenomenological research is to describe the different ways in which people experience a 
particular direction of a phenomenon, interpretation, meaning, or conceptualization (Cepni, 
2007). Phenomenological research deals with what people perceive, understand, and 
experience about the phenomena they encounter in the universe they live in(Patton, 2002; 
Cekmez, Yildiz & Butuner, 2015). So, a phenomenological approach is well suited to studying 
effective, emotional, and often intense human experiences (Merriam, 2009). 
 
2.2. Participants 
 
The criterion sampling method, one of the purposeful sampling methods, was used in the 
selection of the participants of the research. Because in "Phenomenology" researches, data 
sources should be individuals or groups that experience the phenomenon that the research 
focuses on and that can express this phenomenon (Yildirim & Simsek, 2011). At the same time, 
these groups must have experienced the phenomenon in all its aspects (Creswell, 2013). The 
teacher candidates participating in the study must have experienced the digital story 
phenomenon. For these reasons, the experience of the “digital story” phenomenon was 
chosen as a criterion in the selection of the teacher candidates participating in the study. 
Teacher candidates can experience the phenomenon of the digital story in the Instructional 
Technology and Material Design course. Therefore, the study group consists of 68 Turkish 
Language teacher candidates who experience the phenomenon of the digital story in the 
Instructional Technology and Material Design course studying at Firat University, Education 
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Faculty, Department of Turkish Education in 2018-2019. 78% (n = 53) of the teacher candidates 
participating in the study are female and 22% (n = 15) are male. 
 
2.3. Data Collection Tool 
 
Metaphors were used to collect data in the research. Metaphors move facts from one area to 
another, filter the truth, and define it simply. Metaphors frequently used in social sciences 
allow describing the situation, events, or facts as they exist (Yildirim & Simsek, 2011). It is 
aimed to determine the perceptions of pre-service teachers about the digital story concept 
using metaphors in this study. The research data was collected through the metaphor 
questionnaire form. The questionnaire form consists of three sections. In the first section, 
personal information is included to determine the demographic characteristics of teacher 
candidates. In the second section, the definition of the digital story in the literature and used 
in the course is given in order not to cause any confusion. In the last part of the form, “Digital 
story …………. is as / similar; because …………. ” There is an open-ended question in the 
form. 
 
2.4. Data Collection and Analysis 
 
The research data were collected by the researchers after the digital story creation process of 
the Instructional Technologies and Material Design course was completed because, in 
phenomenology researches, the participants must have experienced the phenomenon, event, 
or concept that is the subject of the research (Yildirim & Simsek, 2011). After the questionnaire 
forms were given to teacher candidates, it was mentioned to the teacher candidates that the 
structure of the metaphor, which constitutes the essence of the study, consists of three 
elements and that these elements are goals, sources, and associations (Aygun, Hacioglu & 
Durukan, 2014). To set an example and better understand, a metaphor example is given about 
the concepts of the social network, school, and teacher. 

 
Metaphor questionnaire forms collected from teacher candidates were transferred to the 
Excel program by the researchers. The data was then analyzed in four steps according to the 
metaphor analysis method proposed by Saban (2008). The metaphor analysis method steps 
used in the study are as follows: 
 
1. Coding and extraction phase: At this stage, teacher candidates' metaphors about the 
concept of the digital story are listed alphabetically. After the listed process, the data of two 
of the preservice teachers who left the metaphor reason empty or did not provide a logical 
justification were not evaluated. The metaphors developed by the participants are simply 
coded. Codes of teacher candidates who developed metaphors and metaphors were entered 
into the Excel program as data. To determine which teacher candidate was developed by 
metaphor, the coding method was used. Teacher candidates identified by sequence numbers 
as T1, T2, T3… to determine which teacher candidate was developed by metaphor. By 
analyzing this created Excel file list, it has been determined which metaphor density is shown. 
After the listing, the study was conducted with 66 valid metaphors. 

 
2. Example metaphor image compilation phase: At this phase, metaphors entered in the Excel 
program are listed alphabetically. A sample metaphor image, which is thought to represent it 
best, was developed from the same metaphors by examining the metaphors. 
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3. Category development phase and adding it as data entry: 66 metaphors obtained by 
examining metaphors developed by teacher candidates are divided into seven different 
themes in terms of similar features. It was also themed according to 66 metaphor reasons, 
and as a total of nine different themes, it was written as data entry on the line with related 
metaphors in Excel. These themes are presented in the tables and direct quotations about 
metaphors that are stronger in expressing themes are given below the tables. 
 
4. Validity and reliability: In the study, the metaphors were examined by a different 
researcher who had previously studied metaphors apart from the researchers according to 
the codes created according to the subject-source association and the suitability of the main 
metaphors. To demonstrate consensus among researchers and another researcher, the 
percentage of agreement was determined as 93% using Miles and Huberman's (1994) 
percentage adaptation formula (Percentage of agreement = [Consensus / Disagreement + 
Consensus] * 100). After the review, the data were rearranged by reaching a consensus on the 
metaphors that the researchers and the other controlling researchers disagreed with. There 
are two important factors to ensure the validity of the results in the study (Yildirim & Simsek, 
2011). The first is credibility. To ensure credibility, research data found to be incomplete or 
inaccurate were removed. In reporting the results of the research, the direct quotations were 
given by keeping the identity information of the participants confidential, and the encodings 
(T1, T2, T3… etc) determined for each teacher candidate was presented at the beginning of 
the direct quotations. The second factor is transferability. For the transferability of the 
research, metaphors are described in detail; however, the data collection and analysis process 
are given in detail. 

 
3. Findings 

 
In this part of the study, the metaphors developed by teacher candidates for the concept of 
the digital story are explained by presenting them in tables showing frequencies according to 
their main metaphors and then according to their themes. The frequency values in these 
tables are calculated according to the total number of valid metaphors and rationales 
developed by the teacher candidates. 
 
1. Findings Related to Metaphors Developed by Turkish Teacher Candidates Regarding the 
Concept of Digital Story 
 
The metaphors of Turkish Language teacher candidates regarding the concept of a digital 
story and the main metaphors formed by grouping these metaphors are given in Table 1. 

 
Table 1. Main metaphors about the concept of the digital story 

Metaphor  f Main 
metaphor 

f Metaphor f Main 
metaphor 

f 

Accessory 1 Garden 1 

Encyclopedia 

1 

Top of the Mountain 

1 

Computer game 1 Sea 1 

Cartoon  3 House 1 

Lighthouse 1 Sky  1 

Movie 1 Library 1 

Photo  1  
To

o
l 

 
 
 
 
 
 
 
 
 Lunapark 1 

  
P

la
ce

 

9 
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Trailer 1 School 1 

eyeglasses 2 Ocean 1 

External memory 1 Car 4 

Book 5 High-speed train 1 

Crutch  1 Bus 1 

Bridge  2 Railway car 1 

  
V

eh
ic

le
 7 

Lamp 1 Mother  1 

Story  2 Child  1 

Storybook   2 Teacher 3 

  
H

u
m

an
 5 

Food processor 1 Chocolate  1 

Olympic Races 1 Pomegranate 1 

Food 2 

Game 2 Chameleon 1 Animal 1 

Window 1 Photosynthesis 1 

Puzzle 1 Light 1 

Advertisement  1 Blackhole 1 

Chess 1 Seasons 1 

Poem  1 Autumn 1 

  
O

th
er

 

5 

Theater play 1     

brainbox 1 

 
 
 
 
 
37 

    

 
As can be seen in Table 1, when the metaphors developed by teacher candidates regarding the 
concept of digital story are examined, the main metaphor themes created are tools (f = 37), 
place (f = 9), vehicle (f = 7), human (f = 5), food (f = 2) and animal (f = 1). The last main 
metaphor theme is determined as the other (f = 5) with metaphors that cannot be included in 
the determined main metaphor themes. It was determined that the most developed 
metaphors were in the main metaphors of tools, places, and vehicles. When the developed 
metaphors are analyzed in general, it is seen that the most repeating metaphors are books (f 
= 5), cars (f = 4), cartoons (f = 3), and teachers (f = 3). 
 
2. Findings Related to the Reasons of the Metaphors Developed by Turkish Teacher 
Candidates Regarding the Concept of Digital Story 
 
The metaphors obtained from Turkish Language teacher candidates were divided into themes 
by the researchers according to their reasons, and the reasons for pre-service teachers to 
determine these metaphors were discussed. The expression “because …… .." in the 
metaphor questionnaire form has been determined as a criterion for including the reasons in 
the themes. Some metaphors are in more than one theme according to their reasons. For 
example, the "car" metaphor has been included in the themes of a versatile vehicle, a 
facilitating vehicle, and a relaxing vehicle. One of the rationales is "…. Because it performs 
more than one task at the same time", while the other is expressed as "... .. because it speeds 
up and facilitates teaching." 
 
Table 2. Metaphor rationale themes developed for the concept of the digital story 

Theme f 

A versatile tool 12 

A remarkable tool 3 

An entertaining tool 4 
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A facilitating tool 4 

An intriguing tool 5 

An instructional tool 21 

A relaxing tool 2 

A transparent tool 1 

A mind-building tool 15 

Total 66 

 
As seen in Table 2, the reasons for the digital story concept metaphors are divided into nine 
themes after the coding and extraction step. The themes created by metaphors are as 
follows: (1) A versatile tool, (2) A remarkable tool, (3) An entertaining tool, (4) A facilitating 
tool, (5) An intriguing tool, (6) An instructional tool (7) A relaxing tool, (8) A transparent tool, 
and (9) A mind-building tool. The themes created as a result of the analysis of the metaphors 
developed by teacher candidates regarding the concept of the digital story are explained 
below in detail.  
 
A versatile tool (Theme 1): A versatile tool is one of the themes (f = 12) highlighted by the 
teacher candidates related to the digital story. Metaphors and quotations regarding this 
theme are given in Table 3. 
 
Table 3. Metaphors and quotations about the concept of digital story as a versatile tool 

 f Metaphors  Quotations 

A
 v

e
rs

at
il

e
 t

o
o

l 

12 Encyclopedia, Car, 
Garden, Chameleon, 
House, Photograph, 
Photosynthesis, 
External Memory, 
Pomegranate, 
School, Ocean, 
Poetry 

T59: is like an encyclopedia because it contains a lot of 
information. 
T37: is like a home because it contains many different things. 
T31: is like an external memory because it contains information, 
pictures, sounds. 
T22: is like a school because a lot of different elements have come 
together for the learning environment. 
T30: is like the ocean because it contains a lot of information on it. 

 
Under this theme, teacher candidates emphasized that digital story is a versatile tool and used 
12 different metaphors for this. Metaphors such as the encyclopedia, home, garden used here 
strikingly emphasize that digital stories are a versatile tool for teacher candidates. 
 
A remarkable tool (Theme 2): One of the highlighted themes related to the digital story is the 
theme of digital stories being a remarkable tool. Under this theme, teacher candidates used 
three different metaphors to emphasize that a digital story is a remarkable tool. Metaphors 
and quotations regarding this theme are given in Table 4.  

 
Table 4. Metaphors and quotations about the concept of digital story as a remarkable tool 

 f Metaphors Quotations 

A
 r

e
m

ar
k

ab
le

 
to

o
l 

3 Cartoon, Child, 
Movie. 

T32: is like a cartoon because it catches the student's attention.  
T64: is like a child because it is interesting and interesting. 
T39: is like a movie, because you get your attention and watch it. 
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An entertaining tool (Theme 3): One of the themes mentioned about the digital story is an 
entertaining tool theme. Under this theme, teacher candidates used four different metaphors 
to emphasize that a digital story is an entertaining tool. Metaphors and quotations regarding 
this theme are given in Table 5. 
 
Table 5. Metaphors and quotations about the concept of digital story as an entertaining tool 

 f Metaphors Quotations 

A
n

 
e

n
te

rt
ai

n
in

g
 

to
o

l 

4 Cartoon, 
Game, Chess, 
Amusement 
Park. 

T51: is like a cartoon because it provides teaching in fun ways. 
T20: is like a game because it is both instructive and entertaining. 
T26: is like chess because it both entertains and teaches. 
T24: is like an amusement park because it teaches while 
entertaining. 

 
A facilitating tool (Theme 4): Another highlighted theme related to the digital story is a 
facilitating tool theme. Under this theme, teacher candidates used three different metaphors 
to emphasize that a digital story is a facilitating tool. The car metaphor is highlighted more 
than once. Metaphors and quotations regarding this theme are given in Table 6. 
 
Table 6. Metaphors and quotations about the concept of digital story as a facilitating tool 

 f Metaphors Quotations 

A
 f

ac
ili

ta
ti

n
g

 
to

o
l 

4 Car, High-
speed 
train, Food 
processor. 

T35: is like a car because it speeds up and makes teaching easier. 
T43: is like a car because it allows us to learn fast. 
T9: is like a high-speed train because its instructive aspect is quick and 
easy. 
T27: is like a food processor because it makes the job easier for the 
teacher. 

 
An intriguing tool (Theme 5): One of the highlighted themes related to digital stories is an 
intriguing tool theme. Under this theme, teacher candidates used five different metaphors to 
emphasize that a digital story is a curious tool. Metaphors and quotations regarding this 
theme are given in Table 7. 
 
Table 7. Metaphors and quotations about the concept of digital story as a curious tool 

 f Metaphors Quotations 

A
n

 in
tr

ig
u

in
g

 
to

o
l 

5 Computer 
Game, Top of 
the Mountain, 
Trailer, Story, 
Olympic 
Races 

T65: is like a computer game, because the end is eagerly awaited. 
T28: is like the top of the mountain, because its end is unpredictable, 
arousing curiosity. 
T18: is like a story because it educates and teaches unconsciously 
while entertaining and arousing curiosity. 
T8: is like an Olympic race, because it motivates and motivates 
people to succeed. 

 
An instructional tool (Theme 6): One of the themes most frequently emphasized by teacher 
candidates regarding the digital story (f = 21) is an instructional tool theme. Metaphors and 
quotations regarding this theme are given in Table 8. 
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Table 8. Metaphors and quotations about the concept of digital story as a teaching tool 

 f Metaphors Quotations 
A

n
 in

st
ru

ct
io

n
al

 t
o

o
l 

21 Accessory, 
Mother, 
Chocolate, 
Cartoon, 
Lighthouse, 
Glasses, Book, 
Crutches, Bridge, 
Library, Lamp, 
Teacher, 
Advertisement. 

T61: like a mother because she teaches us things we don't know. 
T63: is like eyeglasses because it allows us to see and understand 
the whole more clearly. 
T47: is like a book because it enables us to gain valuable 
information. 
T13: is like a bridge because it provides a transition in learning 
topics. 
T53: is like a lamp because it sheds light on incomprehensible 
subjects. 
T5: is like a teacher because it is the role of the instructor by 
following different methods. 

 
Under this theme, teacher candidates emphasized that digital story is a teaching tool and used 
13 different metaphors for this. Book, bridge, glasses, and teacher metaphors were used more 
than once. Metaphors such as mother, book, teacher used here strikingly emphasize that 
digital stories are an instructional tool for teacher candidates. 
 
A relaxing tool (Theme 7): Another theme emphasized by teacher candidates regarding the 
digital story is a relaxing tool theme. Under this theme, teacher candidates used two different 
metaphors to emphasize that a digital story is a relaxing tool. Metaphors and quotations 
regarding this theme are given in Table 9. 
 
Table 9. Metaphors and quotations about the concept of digital story as a relaxing tool 

 f Metaphors Quotations 

A
 r

e
la

x
in

g
 

to
o

l 

2 Sea, car. T1: is like the sea because you do not get bored as you watch it, you will 
feel comfortable. 
T11: is like a car because it provides comfort in the learning process. 

 
A transparent tool (Theme 8): The least emphasized (f = 1) theme of teacher candidates 
regarding the digital story is a transparent tool theme. Under this theme, pre-service teacher 
candidates used a metaphor to emphasize that a digital story is a transparent tool. Metaphors 
and quotations regarding this theme are given in Table 10.  
 
Table 10. Metaphors and quotations about the concept of digital story as a transparent tool 

 f Metaphors Quotations 

A
 t

ra
n

sp
ar

e
n

t 
to

o
l 

1 Seasons T3: It is like the seasons because it is displayed completely if it 
is positive or negative. 

 
A mind-building tool (Theme 9): A mind-building tool is one of the themes (f = 14) emphasized 
by teacher candidates regarding the digital story. Metaphors and quotations regarding this 
theme are given in Table 11. 
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Table 11. Metaphors and quotations about the concept of digital story as a mind-building tool 

 f Metaphors Quotations 
A

 m
in

d
-b

u
il

d
in

g
 t

o
o

l 

15 Trailer, Sky, 
Light, Black 
Hole, Story, 
Storybook, Bus, 
Game, Window, 
Puzzle, 
Autumn, 
Theater Play, 
Wagon, 
Brainbox. 

T50: is like a trailer because it does not give you what it wants to 
teach directly, you complete it. 
T6: is like light because it provides enlightenment of our minds. 
T33: is like a black hole, because it takes place in the mind in a short 
way and affects the mind. 
T23: is like a storybook, because what you want to be told is explained 
by examples by developing our imagination without boring. 
T10: is like autumn because there is a message in it. You should 
understand it. 
T6: is like a theater play because there is a message it wants to give. 

 
Under this theme, pre-service teachers emphasized that digital story is a mind-building tool 
and used 12 different metaphors for this. The fairy tale book metaphor, one of these 
metaphors, was used more than once. Metaphors such as the puzzle and the brainbox used 
here strikingly emphasize that digital stories structure the mind for teacher candidates. 
 

4. Discussion, Conclusion, and Suggestions 
 

Digital stories are known as the modern reflection of storytelling, which is an effective 
teaching method in learning-teaching environments that transform and evolve with 
technology (Robin, 2008). It is seen that most of the studies in the literature using digital 
stories have resulted positively. In the studies on digital stories, it was concluded that digital 
stories have positive effects on many variables such as students' achievement, reading/writing 
skills motivations and attitudes towards the course (Uslupehlivan & Kurtoglu Erden, 2018; 
Yuruk, 2015). In this context, Turkish Language teacher candidates who were presented with 
digital story examples related to their fields in Instructional Technologies and Material Design 
courses were asked to developed metaphors to reveal their perceptions regarding this 
phenomenon. 
 
Findings of the research revealed that Turkish Language teacher candidates perceive digital 
stories more as tools and materials and liken them to books and cartoons the most. In the 
study conducted by Yuruk and Atici (2017), it was determined that the materials in the form of 
cartoons draw more attention and be more effective. Also, it was determined that the 
students liked the digital stories that they likened to cartoon movies at a high rate. It was seen 
that teacher candidates emphasized the concept of the teacher regarding the instructional 
aspect of digital stories, and the concept of the car regarding the speed of instructional 
aspect in the study. It can be said that digital stories are generally perceived as instructive, 
mind-building, intriguing, facilitating, entertaining, remarkable, relaxing, and transparent tool. 
 
It is known that Robin (2008) groups digital stories into three different types, one of which is 
digital stories used in education in informative or instructional stories. Also, Kilic (2014) 
mentioned that digital stories can be used to raise awareness about the subject, reduce 
cognitive load, and support learning while drawing attention to the teaching aspect. Wang 
and Zhan (2010) state that digital stories affect and support learning. In some studies, it has 
been emphasized that digital stories are an instructional tool and it is stated as "an effective 
teaching tool for teachers" or "an effective learning tool for students" (Clarke & Adam, 2012; 
Nilsson, 2008; Robin, 2006). Also, Robin (2008) stated that teachers have the option of 
showing previously-created digital stories to their students to introduce content and capture 
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students’ attention when presenting new ideas. The finding that turkish language teacher 
candidates' perceptions regarding digital stories as an instructional tool in the study also 
obtained in other studies. Therefore, digital stories can be considered as effective learning 
and teaching tools. As a matter of fact, the idea that digital stories will be an effective tool in 
the teaching-learning process is an important reason for its use in education. 
 
Digital stories are the tools that allow the user to apply the story in real life by giving the 
control, reinforce it with the repetition of the story, and provide the ability to think according 
to himself by reviving the subject in his mind (Inceelli, 2005). In other words, digital stories 
enable the student to get to know himself and to use his imagination effectively. (Miller & 
Pennycuff, 2008; Tompkins, 2004). In this context, Woodhouse (2008) stated that one of the 
advantages of digital stories is that it enhances creativity, imagination, and concentration. In 
another study, it is stated that digital stories draw attention in terms of developing people's 
creative thinking skills and imagination (Duveskog, Tedre, Sedano & Sutinen, 2012). The ability 
of digital stories highlighted in the relevant literature to develop creativity and structure the 
mind can be associated with pre-service teachers' perception of digital stories as a mind-
building tool. It is noteworthy that digital stories, which are justified as a mind-building tool, 
are expressed using metaphors such as puzzles and brainboxes. Therefore, this approach is 
considered to be a different, creative, and functional approach for the new generation that 
will shape the future in the field of education (Bozdogan, 2012). 
 
Digital stories are multi-dimensional learning-teaching tools with different approaches and 
applications offered by the technology of the age (Baki, 2019). Turkish language teacher 
candidates emphasized the presence of diverse elements and diversity of information in 
digital stories in the theme of digital stories being a versatile tool. As Robin (2006) stated, 
digital stories are the combination of digital materials such as audio, video, pictures, etc. to 
present information on a subject. In other words, he pointed out that digital stories consist of 
too many items. It can be seen as one of the benefits of the versatility that digital stories 
provide benefits to the individual in terms of combining, integrating, and analyzing visual and 
audio elements with a written text (Robin, 2008). Ohler (2008) expressed digital stories as 
creating a personal video by using many media tools and harmoniously combining them. The 
definitions made in the literature and the expressions of teacher candidates confirm that 
digital stories are formed by the combination of many items. The expressions of teacher 
candidates show that the versatility of digital stories is related to the fact that digital stories 
contain different skills. In this context, LaFrance and Blizzard (2011) stated that digital stories 
provide students with communication skills, research skills, and the ability to work 
collaboratively. Also, Hathorn (2005) points out that digital stories are tools to develop 
literacy, language, and communication skills by using technological opportunities. 
 
The fact that digital stories are perceived by Turkish language teacher candidates as an 
intriguing and facilitating tool is another finding of the study. These themes emphasize that 
teacher candidates' perceptions of digital stories as a facilitating tool in terms of accelerating 
learning. Therefore, digital stories can be defined as tools used in teaching-learning 
environments, stimulating students' curiosity, increasing their learning speed, and naturally 
facilitating learning. The more stimulants are included in the learning environment for 
learners, the more motivational drives are motivated. Tunc and Karadag (2013) stated that 
with a digital story, the learner entered a different educational environment and perhaps 
encountered a learning environment that he was not accustomed to before. It is an 
undeniable fact that the curiosity of the learner increases with the tool encountered in a 
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different and unfamiliar learning environment. Robin (2008) emphasized that the visual 
images combined with written texts provide the development and acceleration of students' 
understanding levels by expressing the facilitating feature of digital stories in increasing the 
speed of learning. Balaman (2016) stated that learning with digital stories can happen in a 
shorter time. Yuruk (2015) stated that not only learning but also the teacher will be shortened 
by using digital stories and stated that the transfer time of the instructional message will be 
shortened by removing the technological obstacles and providing suitable conditions. 
 
The teacher candidates emphasized that digital stories make teaching more entertaining. In 
general, stories are an attractive and binding method of education with their spiritual, 
historical, psychological, philosophical, and sociological meanings. Stories entertain, excite, 
cheer, explain, and teach (Yuruk & Atici, 2017). It is also possible to say these for digital stories, 
which are the digital form of stories. In this context, Baki and Feyzioglu (2017b: 689) stated 
that "the dynamic and powerful tool (digital stories) that covers many of today's generation's 
expectations has various advantages that will enable the student to enjoy knowledge with an 
understanding parallel to the constructivist approach's" learning by living "perspective. 
Moreover, the students who participated in the study of Yilmaz, Ustundag, Gunes, and 
Caliskan (2017) stated that the course will be fun with all the readings in the textbooks as 
digital stories. 
 
Torres, Ponca, and Pastor (2012) emphasize that digital stories increase students' level of 
interest and attention and that they are an educational tool for teachers. This explains why 
teacher candidates who participated in the study perceived digital stories as a remarkable 
tool. There are also different studies stating that digital stories attract the attention of 
learners with visual materials, arouse their interest, and increase their motivation (Robin, 
2006; Yuruk & Atici, 2017). 
 
Another finding of digital stories in the study is that digital stories are emphasized as a 
relaxing and transparent tool by Turkish language teacher candidates. Teacher candidates 
stated that digital stories are not boring, they are also a relaxing tool and provide comfort in 
learning. It is possible to see similar findings in other studies. Tsou, Wang, and Tzeng (2006) 
stated that digital stories distract the feeling of boredom by keeping students' attention on 
the subject. Moreover, Turkish language teacher candidates stated that, as a transparent tool, 
digital stories show everything as they are, such as seasons. There are similar findings in the 
literature related to this finding. One of them is the finding obtained in the study conducted 
by Yuruk and Atici (2017). In this study, although few students state that they do not 
understand the stories, it is seen that most of the students do not have problems in 
understanding digital stories. 
 
This study aims to reveal the metaphorical perceptions of Turkish Language teacher 
candidates regarding the concept of the digital story. Findings of both the other studies and 
the current study show that the perception of teacher candidates regarding digital stories is 
positive. In this context, it is thought that digital stories should be used as a teaching tool in 
the process of teaching both teacher candidates and students at other educational levels. 
Besides, it is thought that digital stories can be used to make teaching environments 
entertaining, attractive, and intriguing. Moreover, it can be said that digital stories can be 
used to make the teaching environment transparent, relaxing, and facilitating learning. 
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Limitations and Suggestions 
 
The results obtained in the study are limited to the sample of the study. Besides, the 
perceptions of Turkish language teacher candidates regarding the single concept were 
examined in the research. This can be considered a limitation. But, Creswell (2013) stated that 
only a concept should be examined in "phenomenology studies". Quantitative, qualitative, 
and mixed research can be done to reveal the effects of digital stories in the teaching process 
of pre-service education. In particular, experimental or mixed-method researches that will 
reveal the effect of digital stories on the development of language skills of Turkish Language 
teachers should be conducte. 
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