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The intensive development of technology, particularly the widespread 

application of video platforms on social media among youth, highlights 

the need to implement digital technology into education. Regardless of 

the increasing scholarly interest, current research is spread across the 

fields, contexts, and applications of technology, which hinders 

establishing a unified vision of present research patterns and 

disciplinary focus. In this respect, the specified systematic review of the 

literature will serve as an attempt to chart the research space of the 

sphere of digital storyboarding in education by synthesising the recent 

empirical studies and expounding on the current themes in research. The 

systematic search was designed and formulated based on the Preferred 

Reporting Items for Systematic Reviews and Meta-Analyses (PRISMA) 

protocol, and two primary databases, such as Scopus and ERIC, were 

utilized with the assistance of the advanced keyword, which is “digital 

storyboarding.” Peer-reviewed journal articles published between 2023 

and 2025 were restricted in the search strategy to capture the current 

developments in the field. After applying the inclusion and exclusion 

criteria, screening, and eligibility checking, 26 primary studies were 

chosen to be studied in detail. The results reveal three major themes that 

appear across the literature: (1) the pedagogical application of digital 

storytelling and storyboarding to improve learning and skill acquisition, 

indicating the improvements in cognitive, creative, and communicative 

learning outcomes; (2) digital storytelling as a means of identity, 

culture, inclusion and social interaction, which underlines the voice of 

the learner, sense of belonging, and more culturally responsive practice; 
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and (3) technology-enhanced and novel innovations in visual 

storytelling, which revolves around the incorporation of Artificial 

Intelligence (AI), immersive media, and interactive platforms to make 

them more accessible and engaging to learners. On the whole, the 

review suggests that there is a visible trend toward replacing traditional 

skill-based practices with more inclusive, identity-affirming, and 

technology-oriented applications of digital storyboarding. This 

contribution presents a systematic overview of recent studies, 

determines the gaps in the areas of longitudinal influence and 

pedagogical architecture, and suggests future research areas that could 

contribute to the development of theory, practice, and innovation in the 

field of digital storyboarding in educational settings. 
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Introduction 

Since digital storyboarding is a recognition of interactive learning technology, it has undergone 

considerable expansion as a pedagogical method of educating people of various disciplines. 

This approach focuses on the production of imaginative stories with the help of digital 

technologies, combining texts, images, audio, and video to deliver engaging yet informative 

narratives. In digital storytelling practices, digital storyboarding can be perceived as a scaffold 

of the planning and design process that allows learners to plan ideas, order narratives and 

systematically combine multimodal information before production. The digital storytelling 

concept in education is driven by the possibility of fomenting critical thinking, creativity, and 

interaction between students, which has the effect of making learning more interactive and 

meaningful.  

 

The ability to engage the students on a profound level is one of the main advantages of digital 

storytelling in education. Digital storytelling encourages students to learn actively and connect 

with the material personally by allowing them to create and share their stories. An example can 

be observed in mathematics learning, where the use of digital stories has been found to support 

engagement, understanding, and meaningful learning experiences; foster cognitive and 

emotional growth; enhance competency development; promote collaboration; and support 

constructivist learning (Talati et al., 2025). Similarly, digital storytelling has been 

implemented in language learning to increase speaking proficiency, improve students’ 

reading of literature, and support the development of creativity and critical thinking 
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(Nourhane & Mészáros, 2025; Sangeetha, 2025). Still, there are no limitations on the age 

of this group or subject, since digital storytelling has been successfully utilized in the 

preschool and higher education, in fields like health education, business, and 

environmental studies (Asli, 2025; Ellison et al., 2025; Qasim et al., 2025). 

 

The adoption of digital storytelling in education is challenging, although it has a number of 

benefits. Another major challenge relates to the coordination of digital storytelling projects 

with the standards of the curriculum and the incorporation of technology into current 

instructional trends. Teachers find it challenging to find the right digital stories, handle legal 

concerns, and evaluate the learning in students (Watson et al., 2025; Benvenuti et al., 2025). 

Moreover, the effectiveness of digital storytelling projects may be influenced by technological 

barriers, including low technological self-efficacy among teachers and students, as well as 

possible cultural and curricular differences (Talati et al., 2025; Suryani et al., 2025). Hence, to 

address these problems, teachers should be provided with proper training and resources so that 

they can easily accommodate digital storytelling into their instructional repertoire. 

 

Digital storytelling also enhances the acquisition of 21st-century skills in students. Through the 

process of establishing digital stories, learners acquire information technology, graphic design, 

and media literacy competencies. To illustrate, research on ESL [H1.1] [ST1.2] student-

teachers revealed that they could improve their writing, critical thinking, self-confidence, and 

intercultural awareness through the creation of digital stories (Branson et al., 2025). Also, 

digital storytelling may be used as a career coaching instrument, allowing students to 

get to know and follow valuable career paths depending on their interests and abilities 

(Marzuki et al., 2025). Digital storytelling ability is a useful tool in the development of diverse 

skills needed in the modern digital age by virtue of its flexibility.  

 

 

Figure 1: Conceptual Map of Digital Storyboarding in Education 
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A concept map provided in Figure 1 locates digital storyboarding in education as a core 

pedagogical phenomenon that is upheld by three interconnected areas: technological 

integration, educational practices, and digital storytelling. Technological integration highlights 

that computer-aided instruction, digital tools, web-based learning, and digital literacy are the 

means of facilitating the organized, meaningful learning process, and that pedagogical methods 

focus on higher-order learning as the development of the skills of reflection and critical 

analysis. At the same time, digital storytelling prefigures learning outcomes, specifically 

learners’ performance and creativity in the context of narrative-based multimodal writing, 

which indicates how multimodal production, based on narrative, can improve student 

engagement and self-expression. The concept map, on the whole, demonstrates that digital 

storyboarding is not just an application of technology but an integrated approach to instruction 

that combines technology, pedagogy, and the development of cognitive skills and, thus, makes 

it a worthy tool to be used as a solid framework of modern teaching and learning processes. 

 

In conclusion, it is possible to say that digital storyboarding in learning is a powerful tool that 

can push the educational process by making it more interesting, interactive, and meaningful. 

Despite the issues surrounding the implementation, this is a promising initiative due to the 

benefits of furthering critical thinking, creativity, and 21st-century skills among learners. 

Providing teachers with the necessary training and resources and changing the digital 

storytelling projects to match the curriculum requirements, the maximum innovative 

instructional strategy will be attained. The role of digital storytelling in the new educational 

landscape is projected to be even more significant due to the further growth of the world of 

technology. 

 

Research Question 

 

In Systematic Literature Reviews (SLRs), research questions are essential since they outline 

the conceptual framework and the orientation of the entire process of a literature review. They 

describe the scope and focus of the review by informing how the relevant studies shall be 

identified, included and excluded to ensure that the objectives of the review are achieved. Well-

stated research questions help use a systematic and extensive search strategy that will mitigate 

the risk of omission, minimize potential bias and provide an opportunity to thoroughly map the 

current evidence. Moreover, research questions offer an analytical outline through which the 

results of the studies can be organised, compared, and synthesised to allow coherent 

interpretation and valuable conclusions. Clear research questions also help make the review 

more transparent, clear, and reproducible, so that other researchers can repeat the process or 

advance the inquiry into a different field. As a result, research questions are an inseparable part 

of a well-constructed and methodologically viable SLR that underlies the identification of 

research trends, the assessment of pedagogical practices, and the identification of gaps in the 

literature. 

 

Research question development is generally considered the most important step in designing 

an SLR, as it directly influences the review methodology and data analysis (Kitchenham & 

Charters, 2007). Considering that the purpose of this SLR is to find out and examine the state 

of the art in relation to digital storyboarding in education, it was structured around the 

elaboration of directed, conceptually based research questions. In order to do so, the 

Population, Interest, and Context (PICo) framework suggested by Lockwood et al. (2015) was 

implemented. The PICo framework is specifically adapted to qualitative and exploratory 

reviews, since it facilitates systematizing research questions regarding clearly defining the 
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target population, the phenomenon of interest, and the contextual limits of the study. The use 

of this framework helped make the research questions clear and consistent with the objectives 

of the review, and it allowed the researcher to develop an effective literature search strategy 

that could be replicated. In line with this method, the current research came up with three 

research questions to inform the systematic review procedure. 

 

RQ1:  How do digital storyboarding and digital storytelling, when used as a teaching 

approach, support learners’ learning outcomes and skills development (e.g., writing, 

communication, critical thinking, creativity, collaboration) across educational contexts? 

RQ2:  In what ways do digital storytelling and storyboarding shape learners’ identity 

expression, cultural understanding, inclusion, and social engagement within inclusive 

educational and community contexts? 

RQ3:  What benefits and implementation challenges are reported when emerging technologies 

(e.g., Artificial Intelligence (AI)-assisted storytelling, AR/VR, interactive platforms) are 

integrated into digital storyboarding and visual storytelling activities in educational settings?  

 

Materials and Methods 

 

The framework of Preferred Reporting Items for Systematic Reviews and Meta-Analyses 

(PRISMA) provided the guide for this SLR to ensure transparency, methodological rigour, and 

consistency in evidence synthesis (Page et al., 2021). The PRISMA guidelines provide a 

systematic and reproducible method for selecting, screening, and including relevant studies, 

which increases the reliability and validity of the review procedure and eliminates the potential 

selection bias. Despite the methodological robustness of randomised studies acknowledged by 

PRISMA, the leading strength of this methodology is that it encourages both complete and 

impartial reporting of any research design. In the selection of databases to use in this review, 

Scopus and ERIC were chosen as the two main databases because they cover a wide range of 

peer-reviewed scholarly research on education and are credible in their respective fields. 

 

The PRISMA process has four sequential steps, which include identification, screening, 

eligibility, and data abstraction. The identification phase is used to do extensive searches on 

the database in order to isolate all potentially interesting studies. Records are evaluated against 

set inclusion and exclusion criteria during the screening to remove irrelevant and poor-quality 

sources. The eligibility phase demands full-text analysis to ensure that one is fit to be included, 

and data abstraction involves the logical identification and gathering of essential data for the 

final list of studies. Together, these measures help to provide a strict and open review process 

that can help to produce sound and reliable results to inform future research and teaching 

practice.  

 

Identification 

 

According to the PRISMA system, the first phase of the SLR process is the identification phase, 

as it determines the extent to which the evidence base will be exhaustive. The identification 

phase of this study was carried out since two large academic databases, namely, Scopus and 

ERIC, were searched using structured searches using the core keywords of the research, 

“digital storyboarding” and “education,” presented in Table 1. The databases that were chosen 

were selected for their reputations for indexing high-quality, peer-reviewed research in the 

fields of educational technology and pedagogy. The initial search resulted in 770 records in 

Scopus and 225 records in ERIC, which provided a total of 995 publications. The list of viewed 
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documents indicates that the body of research on digital storyboarding and related practices 

has attracted scholarly attention in recent years, particularly in education. Notably, the 

combination of the two databases allowed providing extensive disciplinary and methodological 

coverage that minimized the risk of database-specific bias during the initial phase of the review. 

 

Along with the numerical results, the identification findings give a substantial reason for the 

systematic synthesis performed in this paper. The high number of records retrieved indicates 

that scholarly investigation into digital storyboarding is highly scattered across journals, 

academic ranks, and research traditions, to the extent that an educator and a researcher cannot 

produce a comprehensive image of the discipline using a single research study. Additionally, 

the increased number of records in Scopus indicates greater interdisciplinary attention, whereas 

ERIC provides domain-specific depth by hosting studies that are education-specific and may 

be omitted in other indexes. Combined, these findings have indicated the importance of 

stringent screening and eligibility procedures to narrow the evidence base and single out the 

studies that actually comment on pedagogical uses of digital storyboarding. Therefore, the 

identification phase not only confers transparency in the search procedure but also delivers a 

firm methodological justification for undertaking a systematic review to trace patterns in 

research, methodological trends, and educational findings as a result of digital storyboarding. 

 

Table 1: The Search String 

 

Screening 

 

After the identification phase, a screening process was conducted to narrow the original set of 

records and validate conceptual fit with the stated objectives of the systematic review. Before 

the screening, entries detected in the Scopus and ERIC databases were filtered out (n = 12) to 

remove redundancy and reduce potential bias from overlapping database coverage. The rest of 

the records were then screened at the title- and abstract-level against the predefined inclusion 

and exclusion criteria. At this phase, the number of records that were eliminated for not meeting 

the eligibility criteria was 839. Specifically, non-English language publications, released before 

2023, which are conference proceedings, books, or review articles, were not considered or were 

termed in-press publications. These criteria were to make sure that the studies that were 

 

 

 

 

 

Scopus 

TITLE-ABS-KEY ( ( "digital storyboarding" OR "storyboarding" OR 

"digital narrative" OR "visual storytelling" ) AND ( education OR 

"educational technology" OR "learning" OR "teaching" OR 

"instruction" ) ) AND ( LIMIT-TO ( PUBYEAR , 2023 ) OR LIMIT-

TO ( PUBYEAR , 2024 ) OR LIMIT-TO ( PUBYEAR , 2025 ) ) AND 

( LIMIT-TO ( DOCTYPE , "ar" ) ) AND ( LIMIT-TO ( SRCTYPE , 

"j" ) ) AND ( LIMIT-TO ( LANGUAGE , "English" ) ) AND ( LIMIT-

TO ( PUBSTAGE , "final" ) ) 

 

Date of Access: January 2026 

 

ERIC 

(“digital storyboarding" OR "storyboarding" OR "digital narrative" OR 

"visual storytelling”) AND (education OR "educational technology" 

OR "learning" OR "teaching" OR "instruction”) 

 

Date of Access: January 2026 
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retained were up to date, peer-reviewed, and end-stage empirical research works that were in 

line with the current trends in digital storyboarding in education. 

 

The dataset was then filtered by the screening criteria, and eventually, a new set of 156 records 

that would be utilized in subsequent evaluation was generated, comprising 119 Scopus articles 

and 37 ERIC articles. The refining process, as indicated in Table 2, increased the 

methodological rigor of the review by narrowing down the evidence base to studies that were 

timely and methodologically appropriate. The inclusion of non-empirical and non-journal 

material enhanced the consistency and comparability of the findings, and the emphasis on 

current articles gave the review current digital storyboarding practices and trends. In addition 

to this, the supplementary use of Scopus and ERIC contributed to an interdisciplinary breadth, 

as well as an education-centered depth, making the screening procedure even more powerful. 

These choices, combined with each other, provide a sensible methodological justification for 

the corpus that is retained and an appropriate and defensible starting point for the further steps 

of eligibility and data abstraction in the systematic review. 

 

Table 2: The Selection Criterion is Searching 

 
Criterion Inclusion Exclusion 
Language English Non-English 
Time line 2023 – 2025 < 2023 
Literature type Journal (Article) Conference, Book, Review 
Publication Stage Final In Press 
Subjects Social Sciences 

Arts and Humanities 
Besides Social Sciences 
Arts and Humanities 

 

Eligibility 

 

At the stage of the PRISMA workflow, 144 full-text articles were taken into account during the 

eligibility phase in the third stage. The critical analysis of the articles at this stage was done 

considering the content of the study, its research objectives, and empirical backdrop, ensuring 

that they are aligned with the review objectives. Full-text analysis allowed a more intensive 

review than title and abstract screening, thus being able to exclude those studies that did not 

properly incorporate the idea of digital storyboarding into the learning environment. 

 

After the eligibility test, 117 articles were eliminated on the basis of a lack of inclusion criteria. 

These exclusions were largely due to studies that were outside the scope of the field, titles that 

did not have substantive relevance, abstracts that did not correspond with the review objectives, 

no access to full-text, or no empirically backed evidence. As a result, 27 articles met the 

eligibility criteria and proceeded to the end phase of the review. This eligibility procedure 

maintained the conceptual, methodological and direct alignment of the chosen corpus with the 

aims of the research, which enhanced the validity and reliability of the analysis and synthesis 

that followed. 

 

Data Abstraction and Analysis 

 

The methodology used was an integrative analytic approach to systematically analyse and 

synthesize the empirical studies that utilized a qualitative research design. The approach 

applied an integrative analytic method to critically examine and integrate the empirical studies 
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that employed a qualitative research design. The primary aim of the analytic method was to 

identify recurrent patterns, themes, and sub-themes that can be applied to digital storyboarding 

in learning contexts. The analytical process began with a comprehensive evaluation of the 

selected corpus, during which the 27 eligible studies were read, and the information was 

recorded to identify statements, findings, and evidence that addressed the purpose of the 

review. Figure 2 demonstrates that all of the publications were attentively analysed, and 

methodological approaches, along with the critical research outcomes, were considered in the 

synthesis process. 

 

Findings of the report and the methodological nature of the studies included therein were then 

subject to analysis to draw meaningful comparisons among the studies incorporated in the 

report, in terms of settings and research designs. The themes were collaboratively made by the 

authors, and all interpretations were founded on the evidence and put in the educational context 

of digital storyboarding. In the analysis, an audit log was maintained to document analytical 

decisions, lessons learned, reflexive observations and places of doubt, which enhanced 

transparency and analytical rigor. In order to bring uniformity and validity in the development 

of the themes, the authors critically matched interpretations, and any discrepancies were 

resolved through consensus and debate. This cooperative, repetitive exercise strengthened the 

plausibility of the thematic findings and made the final themes a true representation of the 

group evidence presented by the selected studies. 

 

Quality of Appraisal 

 

By following the specifications outlined by Kitchenham and Charters (Kitchenham, 2007), the 

quality of the potential primary studies was determined in a systematic way in order to conduct 

a rigorous comparison and synthesize evidence. Quality Assessment (QA) is among the most 

crucial stages of the SLR process, as it ensures the acceptability of the methodological quality 

of the studies used and contributes a credible portion to the outcomes of the review. 

Consequently, the QA framework applied in the current study was proposed by Abouzahra et 

al. (2020) and consists of six QA criteria that were applied in all the selected studies. 

 

The criteria were assessed by a three-level scoring scale in a transparent and consistent manner. 

The score of 1 (Yes) was applied when the criterion met the requirements completely, 0.5 

(Partly) was applied when the criterion was met partially with several minor shortcomings, 

and 0 (No) was applied when the criterion was not addressed. The systematic assessment 

approach offered a systematic comparison of the quality of the study and strengthened the 

quality and validity of the evidence synthesis in general. 

 

• QA1. Is the purpose of the study clearly stated?  

• QA2. Is the interest and the usefulness of the work clearly presented?  

• QA3. Is the study methodology clearly established?  

• QA4. Are the concepts of the approach clearly defined?  

• QA5. Is the work compared and measured with other similar work?  

• QA6. Are the limitations of the work clearly mentioned? 

 

The table describes a QA process that is employed to measure a study according to particular 

criteria. The study is evaluated by three experts using the enumerated criteria, and each criterion 

is rated as "Yes" (Y), "Partly" (P), or "No" (N). The following is the detailed explanation: 
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The three experts independently evaluated each study based on the set QA criteria, and the 

respective individual scores were summed up to achieve a total quality score. The next step in 

the review involved only those studies with a cumulative score of over 3.0, by considering the 

collective judgment of all three experts. This quality criterion was used to filter out studies that 

did not meet a decent standard of methodological rigor and reporting quality for further 

analysis. 

 

 
 

Figure 1: Flow Diagram of the Proposed Searching Study 
Source: Moher D, Liberati A, Tetzlaff J, (2009) 
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Result and Finding 
 

The QA outcomes for PS1-PS27 in Table 3 show that a satisfactory standard of methodology 

was observed across the examined studies, with most of them meeting or surpassing the 

established acceptable threshold of 50%. Among the 27 studies evaluated, a single study (PS1) 

received a score of less than 50% (41.7%) and thus could not be subjected to any future 

analysis, as per the QA protocol. Two studies (PS13 and PS18) had a 50.0% success rate and 

were retained, having reached the minimum quality criterion. The vast majority of studies fell 

in the moderate level of quality (58.3%-75.0%), which states that the purpose and relevance of 

research (QA1 and QA2) were well-defined and represented in almost all studies, limits were 

rarely reported (QA6), and comparisons with related works (QA5) were not well developed. 

The smaller group of studies indicated high-quality methodology, with PS6, PS15, PS16, and 

PS22 scoring over 80%, indicating a clear description of methodology, a well-described 

conceptual framework and greater analytical rigor. Generally, these results indicate that the 

evidence base for digital storyboarding and associated visual storytelling practices is generally 

robust but differs in the level of reporting and critical reflection. The use of a rigorous quality 

criterion enhanced the validity of the review as only methodologically well-founded and 

adequately reported studies were used to finalize the synthesis.  

 

Table 3: Performance of Quality Assessment 

 

PS QA1 QA2 QA3 QA4 QA5 QA6 Total Mark Percentage (%) 

PS1 (Talati 

et al., 2025)  
Y Y N P N N 2.5 41.7 

PS2 

(Nourhane 

& Mészáros, 

2025) 

Y Y Y P N N 3.5 58.3 

PS3 

(Sangeetha, 

2025) 

Y Y Y P N N 3.5 58.3 

PS4 (Ellison 

et al., 2025) 
Y Y P Y N N 3.5 58.3 

PS5 (Asli, 

2025) 
Y Y Y P Y N 4.5 75.0 

PS6 (Qasim 

et al., 2025) 
Y Y Y Y Y N 5.0 83.3 

PS7 

(Watson et 

al., 2025) 

Y Y P Y N N 3.5 58.3 

PS8 

(Benvenuti 

et al., 2025) 

Y Y Y P Y N 4.5 75.0 

PS9 

(Suryani et 

al., 2025) 

Y Y Y P N P 4.0 66.7 
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PS10 

(Branson et 

al., 2025) 

Y Y Y P Y N 4.5 75.0 

PS11 

(Marzuki et 

al., 2025) 

Y Y Y P N N 3.5 58.3 

PS12 (de las 

Mercedes 

Martínez, 

2025)  

Y Y Y P N N 3.5 58.3 

PS13 (van 

Hoven, 

2025)  

Y Y P P N N 3.0 50.0 

PS14 

(Illingworth 

et al., 2025)  

Y Y Y P N N 3.5 58.3 

PS15 

(Tsankov & 

Levunlieva, 

2024) 

Y Y Y P Y P 5.0 83.3 

PS16 

(Estrella, 

2024) 

Y Y Y P Y Y 5.5 91.7 

PS17 (Khoo 

et al., 2024)  
Y Y Y P N N 3.5 58.3 

PS18 (Modi 

et al., 2024)  
Y Y P P N N 3.0 50.0 

PS19 (Mou, 

2024) 
Y Y Y P Y N 4.5 75.0 

PS20 

(Hazaymeh 

& Saleem 

Khasawneh, 

2024) 

Y Y Y P Y N 4.5 75.0 

PS21 (Nik et 

al., 2024)  
Y Y Y P N P 4.0 66.7 

PS22 

(Avello-

Martínez et 

al., 2024)  

Y Y Y Y Y P 5.5 91.7 

PS23 (Pears 

et al., 2023) 
Y Y Y P N P 4.0 66.7 

PS24 (Von 

Reumont & 

Budke, 

2023) 

Y Y Y P Y N 4.5 75.0 

PS25 

(Morgado, 
Y Y P Y N N 3.5 58.3 
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& Vesala-

Varttala, 

2023) 

PS26 

(Buragohain 

et al., 2023) 

Y Y Y P N N 3.5 58.3 

PS27 

(Lavrysh et 

al., 2023) 

Y Y Y P P N 4.0 66.7 

 

Pedagogical Use of Digital Storytelling and Storyboarding for Learning and Skills 

Development 

 

The pedagogical effects of digital storytelling and storyboarding have been observed to yield 

positive educational results across educational settings, especially in aiding conceptual 

learning, participation, and learning abilities in the context of visual-narrative structures. 

Research on comics and visual storytelling in science and environmental education indicates 

that cognitive and affective learning is highly positive in comparison to text-based instruction. 

Sangeetha (2025) indicated significant gains in the awareness of wind energy in the fourth-

grade students using a comic-based teaching method at the end of the intervention, with large 

effect sizes for increased conceptual knowledge and continued interest. Likewise, von Reumont 

and Budke (2023) concluded that the use of comics, combined with maps, diagrams, and a 

narrative, yielded better outcomes than natural texts in facilitating understanding and retention 

of climate change concepts among young learners. These results are supported by Mou (2024), 

whose research in the visual storytelling of STEM topics demonstrated that structured 

storytelling tasks positively influenced creative self-efficacy and the use of disciplinary 

knowledge, especially when the students were involved in analogy-based visual narration. 

Taken together, these papers indicate that visual narration and storyboarding can be useful in 

the learning process by enhancing meaning-making and abstraction, as well as by promoting 

participation among learners using multimodal representations. The remarkable focus 

throughout these works implies that narrative images do not serve only as motivational aids 

but also as cognitive support systems that encourage more thorough processing of complex 

information. 

 

In language teaching and literacy-oriented settings, digital storytelling and storyboarding have 

been reported to help develop writing, structure the narrative and develop higher-order skills. 

Research that has been developed within both EFL and ESP contexts has consistently found an 

improvement in the ability of learners to formulate, structure and refine written ideas with the 

help of visual planning aids. As shown by Suryani et al. (2025), the incorporation of Storyboard 

That into project-based learning allowed Indonesian EFL students to engage, develop their 

creativity, and form their narratives in a coherent fashion, despite the technological limitations 

at the beginning. Similar results were obtained by Estrella (2024), who discovered that writing 

comics promoted brainstorming, drafting and peer feedback, resulting in an increase in writing 

confidence and genre awareness among Ecuadorian undergraduates. Other conceptualisations 

of digital storytelling as a form of participatory pedagogy were further developed by Morgado 

and Vesala-Varttala (2023), who demonstrated that goal-oriented stages of scripting and 

storyboarding facilitated purposeful language application and teamwork as well as digital 

literacy in ESP classes across various European settings. In line with these results, Hazaymeh 

and Saleem Khasawneh (2024) indicated that the use of visual storytelling on the YouTube 
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platform strongly improved the reading and writing scores of foreign language learners with 

students reporting a substantial effect in terms of reading comprehension and writing 

expression. In these works, storyboarding is presented as a mediating activity that connects 

visual thinking and language production and helps learners to organize their ideas, match the 

content with audience requirements, and acquire the 21st-century skills to think critically and 

collaboratively. 

 

In addition to student learning outcomes, some studies note the importance of digital 

storyboarding in teacher education, professional development, and metacognitive 

development. Illingworth et al. (2025) used storyboarding as a form of self-reflection in the 

context of CPD for academic staff, finding possible enhancements in the aspects of inclusive 

teaching, engagement with students, and the relevance of learning. Such application of 

storyboarding was not limited to instructional design but was a reflective tool that helped 

educators see professional learning paths and how they would affect students. In a similar way, 

Tsankov and Levunlieva (2024) explored how preservice kindergarten teachers planned their 

multimodal digital resources and revealed inconsistencies between intuitive design practices 

and the expectations of experts, especially those related to coherence, audience awareness, and 

symbolic representation. Their results highlighted the necessity of formal education in 

storyboarding and multimodal design during teacher training programmes. Regarding learner 

development, Lavrysh et al. (2023) showed that the development of the digital narratives 

enhanced metacognitive skills, including planning, monitoring, and evaluation, particularly 

when instructional practices focused on reflective collaboration between students and 

instructors. Lavrysh et al. (2023) and Buragohain et al. (2023) also demonstrated that when 

digital storyboarding is incorporated into the larger e-learning tasks, it improves writing, 

reading comprehension, vocabulary growth, and learner autonomy among Malaysian 

engineering students. Combined, these studies place digital storytelling and storyboarding as 

flexible educational methods in both their ability to support academic skills, reflective thinking, 

career development, and learner agency across academic fields and levels. 

 

Digital Storytelling for Identity, Culture, Inclusion, and Social Engagement 

 

Digital storytelling and digital storyboarding are becoming established as pedagogical practices 

that promote identity formation, cultural cognition, and socialization across a variety of 

educational settings. Synthesising evidence of digital narratives to foster learner motivation, 

self-confidence, cultural exposure, expressive capacity and analytical thinking, Nourhane and 

Mészáros (2025) illustrated the application of digital narratives in African higher education, 

describing it as a space of identity confirmation and intellectual development. The same trends 

are reflected in youth and community-based learning settings. Ellison et al. (2025) showed that 

in multimodal community journaling, Black and Latino girls were able to express personal and 

collective identities through writing, drawing, and photography, in addition to challenging the 

hegemonic narratives in STEAM learning. Digital storytelling here served as an agency-

building and social-justice advocacy, but not as an add-on literacy activity. Extending the role 

of identity construction to transnational digital space, Watson et al. (2025) analysed digital 

stories of African and Asian immigrants on social media platforms and found that identity is 

negotiated within algorithmically mediated spaces. Their findings revealed that digital 

narratives facilitate community-building across borders and challenge fixed notions of 

belonging, home, and place. Together, these studies indicate that digital storytelling and 

storyboarding support identity work by enabling learners to represent lived experiences, 

negotiate cultural positioning, and participate in broader social discourses. This is particularly 
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true when narrative production is situated within meaningful cultural and community contexts 

(Nourhane & Mészáros, 2025; Ellison et al., 2025; Watson et al., 2025). 

 

Cultural transmission, values education, and intercultural understanding also emerge as 

prominent outcomes within digital storytelling research. Marzuki et al. (2025) reported that 

interactive Islamic visual storytelling, supported by augmented reality and multimedia 

elements, enhanced young learners’ engagement and comprehension of moral values embedded 

in Surah Luqman. The findings suggest that digital narratives can mediate religious and cultural 

learning by aligning moral concepts with developmentally appropriate visual and interactive 

forms. In teacher education, de las Mercedes Martínez (2025) suggested that intercultural 

awareness and understanding of cultural identity among preservice teachers were attained 

through reflection and academic writing of digital stories and life narratives focusing on Roma 

culture. Life stories served as cultural bridges, creating valuable interactions with marginalised 

communities and aiding in the inclusion of views in the educational practice. The emotional 

and affective aspects of cultural learning are further demonstrated by van Hoven (2025), in 

which the arts-based participatory project indicated that visual storytelling enabled students to 

interact with disability and inclusive urban spaces by experiencing discomfort, struggle, and 

joy. The presentation of these emotional reactions as part of learning and not as barriers implied 

the use of digital storytelling as a means of creating pedagogical spaces where empathy, 

reflexivity, and ethical awareness are developed. In these studies, the digital telling of stories 

is depicted to aid the cultural learning through the integration of narrative, emotion and 

multimodality thus allowing learners to experience the cultural knowledge as lived, relational 

and contextualized as opposed to abstract or decontextualised (de las Mercedes Martínez, 2025; 

Marzuki et al., 2025; van Hoven, 2025).  

 

Digital storytelling helps in inclusion, belonging, and social participation, particularly for 

migrant, refugee, and socioeconomically marginalised learners. It also points out structural 

constraints that influence implementation. Khoo et al. (2024) demonstrated that, in cases where 

teachers produced digital stories, this assisted reflection and enhanced pedagogical 

consciousness regarding the experiences of migrant and refugee children at home in the early 

childhood environment. Digital stories can provide educators with space to explore their 

professional identity, values and relational practices, resulting in intentional teaching rooted in 

belonging. Modi et al. (2024) also discovered, at the policy level, that digital storytelling 

encourages global citizenship and awareness of sustainability, whereby more people are 

engaged, cross-culturally understand, and align with global responsibility. However, access and 

equity are still a challenge. Nik et al. (2024) reported that while digital storytelling enhanced 

engagement in widening participation programmes, digital divides related to infrastructure, 

technological access, and digital literacy limited equitable participation. These are echoed by 

a larger concern regarding institutional preparedness and resource allocation, which is also 

observed by Nourhane and Mészáros (2025). Together, the literature indicates that digital 

storytelling and storyboarding may be helpful for inclusion, social interaction, and learning as 

participatory practices, but their long-term effects are contingent on the structural assistance, 

teacher training, and equal access to digital materials. In the absence of these, the social and 

inclusive possibilities of narrative-based digital pedagogies stand a risk of being 

disproportionately fulfilled among the groups of learners (Khoo et al., 2024; Modi et al., 2024; 

Nik et al., 2024; Nourhane & Mészáros, 2025). 
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Technology-Enhanced and Emerging Innovations in Visual Storytelling 

Digital storytelling and storyboarding, when examined through the lenses of identity, culture, 

inclusion, and social engagement outcomes, show consistent value as communicative scaffolds 

that help diverse learners participate in meaning-making tasks. In patient education, Benvenuti 

et al. (2025) indicated that culturally tailored animated narratives can reduce cultural and 

language barriers in complex genomic communication. At the same time, the post-viewing data 

indicate increased interest and knowledge, high openness to diverse ethnic representation in 

characters, and a strong preference for emotionally impactful dramatic narrative structures 

among many participants. In higher education learning design, Branson et al. (2025) reported 

that visual storytelling, aesthetic design, and dashboard design are dominant emphases across 

many data visualization courses. This suggests that narrative communication is becoming a 

mainstream academic literacy that supports wider participation across disciplines, even when 

statistical inference is not strongly foregrounded. In graduate learning settings, Avello-

Martínez et al. (2024) established that the use of ChatGPT did not enhance the digital 

storytelling skills in the short term. Nevertheless, the research noted that there was a 

considerable decrease in the germane cognitive load, which indicated that AI assistance could 

make storytelling more available by decreasing mental effort to combine and use learning in 

the act of narrative scripting. Collectively, these results indicate that digital storytelling is not 

only a creative process but also an inclusion-based strategy: cultural representation facilitates 

belonging and engagement (Benvenuti et al., 2025), ubiquitous adoption of the curriculum 

legitimises narrative expression as an academic process (Branson et al., 2025), and complexity 

in composition reduction can help learners who experience barriers to it (Avello-Martínez et 

al., 2024). 

 

In both professional and specialised training, digital storytelling practices relate to inclusion 

and socialisation through voice, confidence, and creative involvement in an area that may 

otherwise be perceived as defended by technical language and performance pressure. 

According to Qasim et al. (2025), Digital Narratives in Translation Training improved 

cognitive creativity, with the highest benefits in conceptual or ideational fluency. It means that 

there is a higher ability to produce numerous new ideas during translation tasks. Associative 

reasoning was enhanced relatively, whereas visual structuring displayed relatively small 

advances, indicating persisting difficulties in converting spatial-visual characteristics into 

interpretation cognition. In clinical training, Pears et al. (2023) outlined a VR-based application 

of non-technical skills, created through scenario design, storyboarding, and refinement through 

several rounds of expert feedback. There were moderate usability and positive perceptions of 

learning and confidence as reported by users. These results are consistent with the perspective 

on storyboarding as a social practice that enables professional identity: the organization of the 

situations and sequences of narratives provides safe platforms for communication, decision-

making, and collaboration (Pears et al., 2023). In the meantime, translation training based on 

narratives enhances adaptability of thought and interpretative creativity, which promotes 

involvement in multifaceted linguistic communities (Qasim et al., 2025). Meanwhile, Avello-

Martínez et al. (2024) proposed that inclusion can be aided by AI tools by taking the mental 

load off, even in cases where the immediate effect on storytelling performance remains 

unobserved, and that process support can be achieved before the product benefits are realized. 

These abstracts, combined, suggest that digital storytelling and storyboarding can broaden 

access to professional learning, by reducing barriers to entry, building confidence, and 

practicing the identity-relevant communicative roles, and also indicate that certain sub-skills 
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(like visual structuring) can be more effectively taught (Pears et al., 2023; Avello-Martínez et 

al., 2024; Qasim et al., 2025). 

 

According to a cross-study synthesis, there are three interconnected identity, culture, inclusion, 

and social engagement mechanisms, namely: (a) culturally responsive representation, (b) 

cognitive and procedural scaffolding, and (c) institutional legitimisation of storytelling as 

disciplinary literacy. The most explicit examples of cultural responsiveness appear in 

Benvenuti et al. (2025), in which acceptability and perceived emotional impact were influenced 

by narrative form (linear versus dramatic) and character diversity, which confirms the statement 

that the design choices reflecting the audience identities and cultural context promote 

inclusiveness in storytelling to some extent. Digital narratives and AI support result in cognitive 

and procedural scaffolding in Qasim et al. (2025) and Avello-Martínez et al. (2024), as the 

ideational fluency and cognitive load are affected, and the implication of the study is that 

inclusive participation can be reinforced in case learners are assisted in generating ideas and 

managing mental load in the process of complex writing. The concept of institutional 

legitimisation can be seen in Branson et al. (2025), where visual storytelling is common in 

data-visualisation courses. This places narrative competence as an appreciated form of 

communication across all disciplines, where learners have opportunities to offer information in 

forms that are easily comprehensible. Nevertheless, the relative lack of focus on inference is 

an indication that there should be a balance between persuasive storytelling and the responsible 

use of evidence. Pears et al. (2023) also broadened the concept of belonging to professional 

circles and demonstrated that storyboarding can structure immersive training that instills 

confidence and acceptance, two important prerequisites for working in high-pressure 

environments. 

 

Conclusion 

 

This literature review is a systematic mapping of the modern state of digital storyboarding in 

education, as it summarizes peer-reviewed empirical research published in 2023-2025. 

Following the PRISMA structure and using the Scopus and ERIC records, we analysed the 

conceptualisation, implementation, and research of digital storyboarding in the educational 

environment. We conducted the analysis using 27 high-quality studies through rigorous 

identification, screening, eligibility and quality appraisal. The review addressed three 

fundamental research questions that involved pedagogical applications, identity-oriented 

inclusive practices, and technology-enhanced innovations in visual storytelling. The 

fragmentation of current research is addressed through the organisation of the literature into 

three coherent thematic areas, which contribute to making the review coherent and a structured 

synthesis that elucidates the current trends, methodological trends, and the functions of digital 

storyboarding in education. It helps to see the role of digital storyboarding as a more effective 

method for developing a better comprehension of digital storyboarding as a technological tool 

that combines narrative, visuality, and learning design. 

 

The results suggest that digital storyboarding is most evidently used as a pedagogical tool to 

facilitate learning and skills acquisition in disciplines, levels of learning and groups of learners. 

Digital storyboarding, as part of this theme, is always an instance of cognitive and 

organisational scaffolding that facilitates conceptual comprehension, narrative integrity, 

creativity, teamwork, and reflective thinking. The great focus on multimodal composition and 

learner-centred design indicates a more general movement toward constructivist and 

participatory methods of learning. Besides the development of skills, recent studies present 
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digital storytelling as an aspect of identity, culture, inclusion, and social engagement. It has 

been found that digital storyboarding creates important learning spaces where students can 

make personal and group identities, engage with cultural information and feel part of the 

learning and social settings. Emotional involvement, cultural representation and learner voice 

may be regarded as significant mechanisms that may result in inclusion. At the same time, the 

review identifies a growing body of research that evaluates the use of technologies, including 

technology-enhanced and new technologies, like AI, immersive spaces, and interactive 

platforms. The research articles underline the potential of new technologies to enhance access, 

reduce cognitive load, personalise the learning experience, and get more engaged in more 

detailed narrative tasks. A combination of the three themes shows a clear change in the 

traditional usage of instruction toward more positive, identity-oriented, and technologically 

enhanced uses of digital storyboarding. 

 

The review makes some huge contributions to the field. Firstly, it integrates a rapidly expanding 

methodologically diverse literature into a single thematic lens to offer a detailed image of the 

current role of digital storyboarding in the educational literature. Secondly, it signifies a change 

in the direction of conceptual change in literature, utilizing skill acquisition as one rooted in 

the results instead of more abstract goals of education, which are inclusive, identity, and social 

interaction. Their practical implications for educational practice, curriculum design, and policy 

suggest that multimodal learning, teaching everyone, and the acquisition of digital competence 

can be handled at a strategic level through digital storyboarding. Nevertheless, there are a 

number of constraints that have to be recognized. It was limited to English-language journal 

articles from databases and a specified period of publication, which could have resulted in the 

omission of other studies that were published in other languages or earlier. Besides, the short-

term and qualitative designs mainly suggest that longitudinal and comparative studies should 

be conducted to investigate the impact of sustained learning and pedagogical effectiveness. The 

design principles, teacher development, and equity-focused implementation strategies should 

also be studied in the future. In general, the review highlights the importance of evidence 

synthesis systems in promoting theoretical knowledge and informing future research. With the 

ongoing development of digital stories in line with advances in educational technologies, 

systematic reviews are significant for shaping evidence-based innovation and providing 

meaningful guidance for research and practice. 
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