
STORYTELLING IN TEACHING DIGITAL TECHNOLOGY RELATED 
COURSES 

K. Tomičić-Pupek, M. Tomičić Furjan, I. Pihir 
University of Zagreb, Faculty of Organization and Informatics (CROATIA) 

Abstract 
Teaching courses in higher education requires continuous care about teaching techniques. This is 
especially true for teaching courses in the field of digital technologies, where the challenge is 
threefold: how to implement new technological developments, how to embed digital technologies 
within interdisciplinary topics related to business and how to apply teaching methods and techniques 
which are suitable for covering various aspects of technology implementation.  

The use of contemporary methods and techniques covering the broadness of context-modelling is 
common practice in teaching courses related to improving business processes, information systems 
development and digital transformation. Another important aspect of understanding how digital 
technologies contribute to organizational goal improvements is the Customer-orientation. The 
complexity of designing processes relaying on emerging digital technologies, understanding what 
customer needs are and what role customer experience plays, puts new demands in research and 
teaching activities. Based on industry trends, gamification, blended learning and storytelling 
techniques arise as a potential suitable teaching improvement.  

In this paper, we present our experience with implementing storytelling techniques in teaching digital 
technology related courses and illustrate how this approach was implemented in one real case. After 
lectures, we conducted a short survey among graduate study students on gathering their first 
impressions about using storytelling for topics related to strategic planning of information systems. Our 
experience shows that teachers cannot easily evaluate benefits from the student-perspective and that 
there is a need to conduct quantitative and qualitative analysis. Finally, lessons learned are presented 
in order to demonstrate the benefits of including storytelling in teaching courses in Higher Education 
Institutions. 
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1 INTRODUCTION 
Storytelling is a technique that is as old as the humankind, and it can be seen as a „holistic process 
that engages the heart, body, and spirit along with the mind“ transforming thereby theory from being 
something abstract to a practical and understandable experience [1]. It contains four essential 
components: perspective, narrative, interactivity and medium [2]. Since this technique helps listeners 
visualize the story theme, it forms a great basis for discussion and interpretation with the aim of 
creating a common understanding [3] and is therefore identified to be one of the ways to improve 
teaching processes.     

Storytelling can be used at all levels of education. It stimulates critical thinking, as well as analysis and 
synthesis of information and leads students to practice advanced communication skills through 
structuring content, processing of information and drawing meaning, while contributing to three 
dimensions of human nature and behaviour: a) social – enabling the narrator and audience to coexist 
as one group and develop mutual relations; b) emotional – by letting the audience get involved in the 
story or identify themselves with one of the protagonists of the story and c) cognitive – where learners 
improve communication and high thinking skills for problem solving [4]. Research made by Ferres and 
Masanet [5] shows the need for educators to change the communication with students that focuses on 
transmission, or classical teaching methods, to use of storytelling techniques, since it does not only 
activate the rational system, but it gives “an integral and synergistic experience in which the 
perceptual, motor and emotional systems play an essential role in driving cognition”.  

When using storytelling technique in higher education, an impact on social activity within the 
classroom was identified, mainly through facilitating group cohesion, reinforcement and dissemination 
of professional culture or “how cultural expectations and imagination can impact on reality in practice 
through story sharing” and influence on the direction and focus of learning, resulting with the 
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recommendation to use the storytelling technique for courses which are linked to practice [6]. A good 
story can help as key point summaries of the lecture, can reduce the monotony of a standard lecture, 
keeps student attention on a satisfactory level and helps students recall on the topic learned and 
connect to lesson content on a deeper level, by applying it to their personal lives [7]. In projects and 
contents related to information and communication technologies, storytelling can help in simplifying 
the technical details of the theme explained [8]. 

A more advanced form of using storytelling techniques is digital storytelling, which is defined as “the 
art of telling stories with a mixture of digital media, including text, pictures, recorded audio narration, 
music and video. These multimedia elements are blended together using computer software, to tell a 
story that usually revolves around a specific theme or topic and often contains a particular point of 
view” [9]. When used in classroom, digital storytelling is especially effective in developing academic 
skills and motivation in students, so in addition to enabling teachers to increase understanding of new 
material, it raises students' motivation while working collaboratively in the classroom [10]. Generic, 
intuitive and flexible means to “foster creativity and co-creation in groups with mixed competences” are 
well accepted in design thinking, especially for the interpretation and further use of models and 
concepts, created within the ideation of solutions, therefore research is also evolving in the field of 
“computer-supported diagrammatic modelling in combination with ontologies for capturing and 
enhancing the results of haptic Design Thinking methods” [11].  

2 METHODOLOGY 
For testing the applicability of the storytelling technique in a real environment, a short survey among 
students was performed. The survey was conducted prior and after lectures covering a topic of 
business process improvement in strategic planning of information systems, at which storytelling 
technique was applied. Survey template had two questions, and the first was related to overall 
lecturing preferences: 

Question 1: In relation to the last lecture about improving organizational effects supported by digital 
technologies I prefer: A) Consideration of influential factors / motives for improving organizational 
effects supported by digital technologies based on theoretical concepts or B) Consideration of 
influential factors / motives for improving organizational effects supported by digital technologies 
based on storytelling techniques. 

Second question was aimed for gathering evaluations from students about their experience in a real 
scenario and had series of seven statements that needed to be evaluated using Likert scale from 1 to 
5 according to participants’ level of agreement to them: 1- strongly disagree; 2 – disagree; 3 – 
undecided; 4  - agree; 5 – strongly agree. 

Question 2: Please evaluate the usefulness of storytelling techniques on the topic: Consideration of 
influential factors / motives for improving organizational effects supported by digital technologies. In 
the last two lines, add elements that you think we did not include in the given criteria.” 

1 Supports understanding the context of the process / problem 
2 Allows visualization of key elements 
3 Enables to considerate processes / problems from different perspectives 
4 Reduces complexity by concentrating on key elements 
5 Promotes discussion and interpretation 
6 Is intuitive and stimulates creativity 
7 Is suitable for use in interdisciplinary groups 
8 ______________ 
9 ______________ 

Evaluation criteria of usefulness were designed according to learning outcomes related to the lecture 
topic and were aimed on covering the broadness of context-modelling as an important factor of 
improving business processes, strategic planning of information systems development and digital 
transformation. The chosen criteria also measure the contribution of the storytelling technique to the 
three dimensions of human nature and behaviour [4], mentioned earlier, namely the social, which is 
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examined by the 5. and 7. criteria, the emotional, evaluated by 3. and 6. criteria and cognitive explored 
in the 1., 2. and 4. criteria.  

In order to demonstrate how digital technologies contribute to organizational improvements and 
encourage students to recognize customer needs and rethink the role of customer experience, a real 
case scenario was used in the storytelling example as lecturing materials is shown in (Fig 1) as a 
collection of presentation slides. The slides were made using SAP scenes [12]. 

 
Figure 1. Example of storytelling lecture materials 

Common Business Model
Common Business Model – Expectation: Business as Usual

Common Business Model – Disruption Missplaced Baggage Issue • Challenges or New Opportunities?

• More agile Competitors

• New Services

• New Competencies to deliver
Services….

• Digital Technologies are available… 
but it’s not all about technologies!

Common Business Model – Disruption Missplaced Baggage Issue

Lost & Found Office

Vs.

We are very sorry that you and 
your companions were not able 
to pick up your baggage upon 
arriving in Genoa on June 17, 
2018. We can imagine how 
frustrating and exhausting that 
must have been for you. Please 
accept our apologies for any 
inconvenience caused.

Do I care how 
the Airline
company
feels?

• Disruptions have the Potential to become part of the Business as Usual Plan

• Customer Experience vs Quality – Planes cannot run faster, but what about
Customer Care?
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The example illustrates a common business model of travelling whereby a disruption of lost baggage 
occurs. This disruption of normal business process execution bears challenges and opportunities for 
various players on the market, whereby agility and exploration of digital technologies can create new 
value creation or even the generation of new business models. Goal of the lecture topic was to enable 
students to understand the context of disruptions in common business models, reduce complex 
problems by concentrating on issues that can be resolved with digital technologies and rethink key 
expectations from different process actor perspectives while developing new and creative solutions 
based on industry, technology, competitor and business trends. In this case storytelling technique 
using SAP scene templates has arisen as a suitable teaching instrument.  

3 RESULTS 
Results of the survey analysis show that students have reacted positively on introducing storytelling in 
covering complex topics where creativity and discussion are of great benefit. All together there were 
58 collected valid questionnaires, whereby every student coded hers/his questionnaire and answered 
the questions before and after the lecture. The limitation of our short survey is the size of the sample 
and homogenous group of participants in terms of previous experience, domains specific knowledge 
and possible choice of suitable lecture topic. 

3.1 Survey results  
Survey results according to the first question, described in previous section, basically review the 
participant / student perception of influential factors / motives for improving organizational effects 
supported by digital technologies based on theoretical concepts vs. based on storytelling techniques. 
Figure 2 presents the results before and after the storytelling technique has been implemented into the 
lecture.  

 
Figure 2. Preference of supporting digital technologies in lectures:  

theoretical concepts vs. storytelling techniques 
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Figure 2 demonstrates that participants / students prefere storytelling techniques more than teoretical 
concepts and that the affinity towards this technique has risen by closely 10% after storytelling usage 
in sample lecture.  

Considering the second question of our survey, regarding perception of usefulness of storytelling 
techniques, results are given in Figure 3 (showing the perception before) and Figure 4 (after) the 
sample lecture. 

 
Figure 3. Perception of usefulness of storytelling techniques  - before sample lecture 

 
Figure 4. Perception of usefulness of storytelling techniques  - after sample lecture 
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Results (Fig. 3 vs. Fig. 4) indicate that participants have changed their first opinion in favour of 
storytelling techniques, especially in terms of promoting discussion and interpretation, reducing 
complexity and supporting understanding of the process / problem context. Only few participants 
added elements to the survey in the question 2, stating that benefits of using storytelling are: More fun 
than theory, Lecture time passes more quickly and Helps solve a real case scenario. 

3.2 Lessons learned about storytelling in teaching courses 

The introduction of storytelling into the teaching process has taught us several important lessons 
related to the theme and example used:  

• It was necessary to pay close attention to choosing a topic that does not require much 
preparation; 

• The example must be sufficiently illustrative and comprehensible from different perspectives; 

• The example should be open to discussion in various directions, so it does not reduce the 
scope of the solution proposals; 

• The visualization of the case example eliminates language barriers; 

• The broad context of the example increases the scope of introducing digital technologies as a 
solution; 

• The moderation of the discussion was demanding in order to remain focused on the lecture 
topic; 

• The storytelling technique contributes mostly to the emotional and cognition dimension of the 
human behaviour, while the influence on the social dimension is less present yet more 
promoted by storytelling techniques in the way of promotion of participants’ discussion and 
interpretation;  

• Most recognized benefit was supporting of understanding the context of process / problem 
presented / discussed during the lecture.  

4 CONCLUSIONS 
Our experience of implementing storytelling techniques in teaching digital technology related courses 
showed that this technique enables students to understand the context of problems more directly and 
with a greater empathy for customer needs which allows more creativity in suggesting more specific 
solutions. It also helps reducing complex and multidisciplinary issues in environment to initiatives that 
can be addressed by introducing emerging digital technologies.  

The visualization of business scenarios stimulates changing perspectives and provokes discussion 
among participants making the moderation more challenging. Results from our survey strengthen our 
assumption that teachers cannot easily evaluate benefits from the student-perspective regarding the 
applicability and suitability of this technique. The impact of limitations as well as topic and goals of 
lectures could be included in further quantitative and qualitative analysis. Lessons learned in our case 
are a step towards evolution to ubiquitous storytelling in teaching courses in Higher Education 
Institutions. 
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