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Introduction

D

igital Storytelling (DS) is a simple, powerful
method that provides people with the skills to
tell their stories in a short video, which they can
share within their communities and further afield
through the Internet. A typical DS workshop takes
place over three days, intensively, and the aim is to
support each individual participant to construct their
own digital story based on their lived experience.

The format of a digital story is typically a two-to
three-minute video, with a voice-over, accompanied
by still or moving images and sometimes enhanced by additional sound
effects or music. The format favours the use of still images rather than video
sequences in order to enable the production of a full story (video editing is
far more complex) and to focus the attention of storyteller and audience
on the storied voice. Stories are shared at the end of the third day with the
group, and, subsequently, often with others, such as family members or
the local community and, in the case of funded or sponsored workshops,
stakeholders may also attend.
This toolkit contains the key approaches and techniques used in the training
of facilitators and delivery of digital storytelling workshops. It also contains
three case studies from each of the locations in which the workshops in
Kenya took place, all from the perspective of the local facilitators. Links to
a broad range of resources on digital storytelling, including guides, games,
project evaluations and academic articles can also be found in the resources
section of this toolkit.
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Background to the
DRIVE project

The role of Digital Storytelling
within DRIVE

D

E

RIVE (Digital Reading for Inclusivity, Versatility and
Engagement) was funded by UK Research and
Innovation’s Global Challenges Research Fund under
its Digital Innovation for Development in Africa strand.
The project ran from 1 May 2020 to 30 April 2021.
DRIVE was one of 24 new networks aiming to explore
the impact and application of digital technologies for
development challenges in Africa.
The project was led by Professor Bronwen Thomas
of Bournemouth University in the UK, with Professor
Joseph Kavulya from CHUKA University in Kenya as
Co-Investigator. Project partners included the Catholic
University of Eastern Africa, Worldreader (a charity
dedicated to providing digital reading solutions to
help readers build a better world) and DigiTales (a
participatory media company based in the UK and
Portugal). Network members included academics from
Kenya, the UK and the US, public librarians and reading
advocates from Kenya, community development
workers and specialists in accessibility and disability
inclusion. The project aimed to examine whether
technological advancements in the development of
digital reading platforms and devices can increase
accessibility for readers from underserved communities,
and contribute more broadly to the development of
robust and inclusive reading cultures beyond the
confines of the classroom.

ngaging readers from underserved communities
was central to the DRIVE project from the outset.
A previous project led by Professor Thomas, Reading
on Screen, involved a collaboration with DigiTales
to produce around 30 digital stories about reading
in the digital age, funded by the UK’s Arts and
Humanities Research Council. The experience was
transformative for many of the project participants
and for the project team. For the participants, many
of whom had never used computers before, the
project provided training in audio and visual editing
skills, as well as training on how to develop stories
and make those stories interesting and accessible
to a wide audience. For the project team, working
with participants demonstrated how the storytelling
method could provide insights into aspects of the
reading experience often overlooked or ignored, in

ways that would be of benefit to researchers, reading
organisations and policy makers.
For DRIVE, our aim was to produce 10-12 digital
stories amplifying the voices of women readers and
people with disabilities, and exploring with those
readers how access to digital technologies might
provide them with greater access and versatility
in terms of their reading, and help them discover
new opportunities for engagement and creative
expression.

Over the course of the year, network members met
regularly to share expertise and discuss how we could
build on existing programmes and initiatives and
address gaps in provision for readers who are so often
‘left behind’. Workshops on accessibility and inclusivity
also introduced network members to some of the latest
off the shelf technologies for reading and their practical
applications, hearing from people with disabilities
about how these technologies benefited them in their
daily lives.
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Adapting for a
Covid-19 world

T

he start of the DRIVE project coincided with
the global pandemic and complete lockdowns
first in the UK, then in Kenya. The project team
had to adjust rapidly to online delivery, quickly
becoming adept at ‘zooming’ and redesigning
planned activities for emerging platforms and ways
of working. For the digital storytelling, this meant
totally rethinking how we could deliver storytelling
workshops remotely, training facilitators in Kenya
to take the lead and redesigning the workshops
to make them Covid-19 secure. So instead of one
workshop based in Nairobi, we planned to deliver
three smaller workshops in different locations, each
facilitated by someone with knowledge of the local
communities, their languages and cultures.
Facilitators also had an enhanced role in recruiting
participants, and in helping to redesign activities and
methods to ensure that they reflected African and
indigenous storytelling traditions and practices. We
also introduced training on accessibility features as
part of the workshop process and planned to deliver
the workshops working as much as possible on the
iPads provided for participants. This worked both
to maximise the safety of participants, avoiding
the need to share devices, but also ensured that
participants could continue to develop and enhance
their digital storytelling skills on their own devices
after the workshops ended.
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Digital Storytelling - origins,
techniques and approaches
D

igital storytelling (DS) has its roots in the artistic
and cultural activist movements in the United
States (US) during the 1970s and 1980s, emerging
through collaborations between San Francisco
Bay media artists, community and citizen activists
and radical theatre makers. As digital technologies
became increasingly available, accessible and
affordable during the late 1990s and early 2000s,
artists and educators saw their potential as
empowering tools for personal storytelling. The DS
method was developed and codified by Storycenter
(then known as the Centre for Digital Storytelling)
and there is now a significant body of publications
focusing on digital storytelling from both practitioner
and academic perspectives, as well as a facebook
group comprising more than 680 members from all
over the globe.

The equipment required for a digital storytelling workshop
varies, depending on the purpose of the project and
the resources available. In our most luxurious projects,
DigiTales had access to high quality computer labs,
photographic and audio recording equipment and editing
suites, a group of 12 participants being supported by up to
4 facilitators! However, increasingly workshops are making
use of the technology that many of us have in our pockets mobile phones have everything you need to create a digital
story from the technical perspective. For this project, we
have used iPads, which were then left with the participants
and facilitators in order for them to continue to create digital
stories beyond the life of DRIVE.
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Using iPads and understanding
accessibility tools

Approaches to developing narrative
skills - games and exercises

W

D

e chose iPads for use in the project as they
have a very good range of easy-to-use
inbuilt accessibility options. Initially, we planned
to use iPads along with desktop computers, but
due to Covid-19 restrictions we had to adapt to
using facilities without computer labs, printers etc.
Facilitators and participants were supplied with
iPads and it was decided to provide a set up session
for participants new to using iPads, combining this
with basic training in understanding accessibility
options.
In keeping with the aims of the DRIVE project, this
training provided some insights into accessibility
options for reading, however, for the storytelling
workshops the emphasis also turned to accessibility
options more broadly, especially relating to content
creation and potential audience.
The facilitators provided support for participants
in setting up personal accounts, using SIRI and
navigating inbuilt apps, particularly iMovie, which
would be used for the digital stories.
Joseph Odhiambo, who runs his own tech start-up
in Nairobi and who designed the project website,
also provided training (in person and remotely)
at all three workshops on accessibility tools for
iPad users. This included built-in iOS accessibility
tools for Blind and Low-Vision users such as
VoiceOver and VoiceOver Gestures, magnification,

text enlargement and contrast controls. He also
demonstrated how low-vision users can also obtain
support from apps such as the font size and style
controls in the Kindle app and can also benefit from
something as simple as switching to dark mode
to enhance reading comfort or using the inbuilt
camera to enlarge package text.
In addition, Joseph covered how iPads provide
various methods to control sound output and include
hearing aid support and closed captioning. He also
showed how iOS sound cues can be replaced with
flashes or vibrations, including custom vibration
patterns. Finally, the training covered how Physical
and Learning Access can be enhanced through
guided access, switch controls, and assistive touch.
The training sessions provided an opportunity
for participants to discuss the importance of
accessibility and inclusivity for both digital readers
and digital storytellers. Although some of the
training was tailored to the particular demands
of the storytelling workshops, the intention was
also to provide participants with knowledge and
understanding that they can take forward as they
continue to use their iPads both for reading and for
creative expression.

igital storytelling starts out as a collaborative
process, in which participants are led through a
series of games and activities designed to build trust
in the group, develop creative and technical skills
and understand how stories work. Other activities
develop visual literacy, by enabling participants
to explore the role of images and their power to
enhance, deepen or anchor a story. Icebreakers
and energiser games are used at different points
of the process to reconnect participants after a
break, or simply to help the creative juices to flow!
Some of the games we used in the training of the
facilitators are described below. Our facilitators
in Kenya decided which games would work best
with their participants in their particular locations
and adapted them to suit local needs, as can be
seen through the case studies presented by each
facilitator below.

At the heart of the process is the Story Circle. A
circle has a symbolic meaning that people can
relate to. Circles are symbols of trust; when people
exchange stories, they are often sitting round the
dinner table, or round the campfire. In a circle,
everyone can see one another and participate
equally. We sometimes use an image of a campfire
in the story circle, or create one using a circle of
stones filled with orange, red and yellow tissue to
represent the flames.
Telling stories about your own life is an ageold human activity. Everyone has a story to tell,
although many people think that they do not when
they enter the digital storytelling workshop. The
workshops are designed to provide an enjoyable,
accessible means for people to find value, meaning
and significance in their own personal story.

COLLECTIVE LEARNING AND THE COLLECTIVE NOTEBOOK
We use an experiential learning approach to our workshops - no notes need to be taken, just listening
deeply, then capturing our learning collectively using brightly coloured notes, drawings and diagrams, which
are then shared on the wall.

Do the
activity

Share the
learning on
the wall

Reflect

Capture the
learning
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phase one

phase two

Introducing each other, practicing
listening, and group etiquette.

Developing Storytelling skills
and visual literacy.

WHO IS TELLING THE STORY?
•

Is it the person(s) in the image? (So, the story
would be in the first person “I” or ‘we’).

The following games enable participants to begin to
explore storytelling using materials that are not related
to their own personal stories, to spark ideas freely and
in a safe and enjoyable way.

•

Is it the person’s mother, father, sister,
brother, friend?

•

Is it a journalist?

•

Is it a random encounter with a stranger?

NAME AND MEMORY GAME

LOVE/HATE GAME

The idea of the game is to get the group to know one
another’s names quickly and to exercise their listening
skills and memory muscle.

Each person has a sheet of paper and pen. The group
is given 2 minutes to write down everything that they
love. Then each person reads out their list. The group
is given another two minutes to write down everything
that they really do not like! Again, each person reads
out their list. This way, we start to get to know a few
things about one another - and spot things in common
and differences.

The first person introduces themselves to the group
and tells the group what they first saw/heard/smelled/
touched/tasted this morning. Then it moves to the
next person who does the same, but then repeats the
first person’s name and ‘first thing’. For example:
“My name is Joseph and the first thing I heard/saw/
smelled/ate this morning was…”

TRUTH AND LIES…

“My name is Scola and the first thing I saw was…This
is Joseph and the first thing he heard was….”

This is a great way to discover some more interesting
things about one another - sometimes the thing that
sounds most like an untruth is, in fact, a fact!

“My name is Kelvin and the first thing I touched was…
and this is Scola and the first thing she saw was….
And this is Joseph and the first thing he heard was…”

Each person tells three “facts” about themselves –
which one is the lie?

The more people in the group, the more challenging it
gets as you go round the circle. Other members of the
group can help by giving clues!

GROUP AGREEMENT
Early on in the workshop, it is good practice to come
up with a series of ground rules that are decided by
the group. Write them up on a large piece of flip chart
paper. The rules should come from the group rather
than be imposed by the facilitator, but facilitators can
add to the list as well, so long as the group agrees.
Don’t forget to put some ‘positive’ rules, such as
‘have fun’!

ETHICS - INFORMED CONSENT
AND PARTICIPANT AGREEMENT
Depending upon who is commissioning the workshop,
there are different consent requirements around
using and sharing stories and photographs from the
workshops. Universities, for instance, will all have
their own ethics requirements and forms to fill in. If
you are working with people who are not familiar with
this technical language, you can explain at different
points of the process that you need their consent
before any of the material that they produce can be
used. You can also use video to record contributors
giving consent, as a useful alternative to using
complicated forms. There are excellent guidelines
to informed consent in InsightShare publication
A Rights Based Approach to Participatory Video.
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RANDOM WORD GAME
Have a piece of flipchart paper ready. Each participant
shouts out a word and the facilitator writes that word
on the flipchart. Words need to be varied - some verbs,
adjectives, adverbs, nouns. Go round the group three
times for a new word. You should have around 24
words to play with.
Work in pairs and take 15 minutes to come up with a
story that includes every word. Encourage participants
to be as imaginative as possible. They can use the
words more than once. Encourage them to have
characters in the story, perhaps some dialogue.
When time is up, get each pair to ‘perform’ their story.
Another member of the group should check that the
pair performing have used all of the words. A key
learning from this game is that even using the exact
same words, each pair will have come up with a very
different story: same ingredients, different recipe!

EVERY PICTURE TELLS A STORY
This game enables participants to understand how
to ‘read’ photographs. Facilitators should provide
enough images to enable the group to work in pairs.
The images should be as interesting as you can find
- but they need to not be recognisable, so not from
magazines or newspapers. We use images from our
travels, or our family albums. You could also consider
using images from copyright-free sharing sites such
as Pexels.
To introduce the exercise to the group, you can talk
through these questions using an image to help them
to think about the story behind the picture. Emphasise
that they do not need to describe the image - we can
all see it for ourselves. The task is to interpret the
image.
You can also write these questions up on flip charts
around the room. Encourage the pairs to generate
a story from the image, perhaps including dialogue
if appropriate. Give them half an hour to write and
rehearse their stories.

EVERY PICTURE TELLS A STORY QUESTIONS

WHAT DOES THE BACKGROUND TELL YOU?
•

Context – what year, time, season?

•

What country?

•

What situation? e.g. Everyday? War? Peace?

•

What do the clothes tell you about the person/
people?

WHERE IS/ARE THE PERSON/PEOPLE LOOKING?
• Is the person looking at the camera?
•

If there is more than one, where are they each
looking – at other people in the picture, outside of
the frame – if so what is beyond the frame – another
person, a situation (e.g. a robbery taking place; two
people embracing)?

IF THERE IS A MAIN PERSON IN THE PICTURE…
•

Who are they?

•

Why are they there?

•

What is their background – nationality? Profession?
Member of an organisation perhaps?

WHAT MIGHT THEY BE SAYING OR THINKING?
•

What about using some dialogue to add some
texture to the story?

•

What are they thinking?

•

What are they saying?

•

Is someone off-shot saying or thinking anything?

As with the ‘random words’ game, each pair should tell
their story - even ‘perform’ it - to the group. The group
can feed back - for example, they could ask for more
detail on a particular element of the story. This is good
practice for story circle feedback, when developing their
own digital stories.
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Photo safari
P

articipants often have images that they want to use from their own existing personal archives, but often these
will be limited to images of places and people. How can we think about using images to suggest emotions,
feelings, thoughts, or more abstract ideas?
Whilst it can be possible to locate images online, we discourage their use in participants’ personal stories, partly
to avoid copyright issues and partly because they can often be so different in style to participants’ own photos that
they jar and have a negative impact on the authenticity of the story.
A photo safari is a fun, creative and energising way of getting participants to create their own image bank that they
can all draw from when creating their own digital stories, with no worries about copyright. It is also a great way to
develop visual literacy skills and framing skills.

Construct a list of words together. These could be quite random suggestions from the group, or could include
ideas from participants’ own story ideas.
Example words could include:

Challenges ● Border ● Home ● Love ● Lost ●
Safety ● Balance ● Afraid ● Peaceful ● Surprise
Divide the group into teams and give them 30 minutes to take photos that they feel represent the words.
Encourage them to take a variety of different kinds of shots - close ups, extreme close ups, wide shots, etc.
When they return, project each team’s images on a large screen and ask the other participants to guess which
words each image represents.
Gather all of the images into a shared Drive or give them out on USB sticks to each participant to use, if they
wish, in their own stories.
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phase three

phase four

Getting to the person and the story

Production

OBJECT STORIES
Each participant should be asked to bring a special
object that has particular meaning for them to the
workshop. For this project, we asked them to bring
something that had some meaning to do with reading.
In the story circle, each person shows their object and
tells the story behind it. Participants can ask further
questions about the object, or any part of the story.
As a second phase, when everyone has told their
object story and received feedback, go round again
and challenge each participant to ‘edit’ their story to
30 seconds.

STORYCIRCLE
The storycircle process, as developed by Storycenter,
assists each participant to move forward with
developing their stories. First, ask participants for their
first ideas for their individual stories, then give them
30 minutes or so to create the first ideas for a draft.
Then bring everyone back to the storycircle to read
out their first tellings of their stories. The facilitator and
participants are invited to give positive feedback to the
storytellers. Often, participants start with a ‘big’ idea,
which they are trying to shrink to fit the 250-350 word
narration required for a digital story. The storycircle can

help them realise this. In order to ensure a safe and
healthy exchange, it is good to run through a specific
ground rule for this process. We adapt Storycenter’s
rules, summarised here:
•

Shared duration - each person gets 10 minutes to
share and get feedback

•

Wait until the Storyteller is done before asking
questions or making comments

•

Share an appreciative comment first

•

Preface suggestion statements with, for example,
“If it were my story, I might…”, or “I would love to
know more about the part when…”

•

Step up, step back - assertive and passive roles in
the group: know when to come forward, and when
to let others speak

•

Show support for each storyteller when they have
shared in storycircle. Storycenter recommends
ASL silent applause (known as ‘jazz hands’) - your
words of thanks and encouragement from the
group.

•

Repeat this process two or three times until
everyone is satisfied with their individual story
scripts.

RECORDING THE STORIES
If you are in a space with some ambient sound, or echo,
you can create a makeshift ‘studio’ by recording under
a quilt or heavy blanket as can be seen in the image on
the previous page. Make sure that you are in a quiet
space, without background noise such as heavy traffic.
Use an audio recording app on phones, tablets or
iPads. You could also plug in an external mic to a laptop
computer and record via free sound editing application
Audacity.
Participants need to practice performing their scripts.
Record each ‘practice’ - sometimes the first run through
is the best!
Try to get the recording with minimal need to perform
any audio edits. The idea that a poor recording can be
‘sorted out’ in the edit is rarely true!
Store the audio recording on the device upon which
participants are going to edit their stories.

SELECT THE IMAGES
Usually around 20 images are needed for a digital story
- but there are no hard and fast rules. Some stories only
use one or two images.
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Images can be from participants’ own personal archives.
If they are printed photos, scan them or re-photograph
them with a digital camera. They can be created
especially for the story and the photo safari images can
also be used.
Store the images in a folder on the device upon which
participants will edit.

CREATE A STORYBOARD
Either print out each image, then match which parts
of the narrated story go with which image, or bring the
images into a powerpoint or word document on your
device and do this electronically.

EDIT THE STORY
Open a new ‘project’ in an editing programme available
on participants’ devices.
Each participant needs to import their audio and images
into the editing package as ‘media’.
Drag the audio recording into the timeline, then bring
the images into the timeline in the correct order.
Once each participant is satisfied with their final project,
export it at the highest quality available.

17

phase five

Case Studies
Facilitator Training - at a distance

SHARING
Screening and sharing the stories is a highly important
part of the workshop. As part of the facilitation process,
we discuss potential audiences for the participants’
stories. For some people, they have no audience
other than close family and friends in mind, but for
others, they want it to reach many. The recognition
of achievement and endeavour, the listening to the
stories can be transformational for both storyteller and
audience.
Making the screening a real celebration, complete
with drinks and snacks and, if possible, projecting
the stories onto a ‘big screen’ is a real ‘thank you’ to
the participants and a chance for them to experience
the power of story sharing. We always capture
photographs from the workshop process and create
a slideshow to play on a loop whilst people gather.
This is a great way for the participants to revisit their
experience and gives the audience a sense of what
they have been doing for three days. It is always a
proud and emotional moment, when the lights dim
and the stories come to life on the silver screen.
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igitalTales delivered facilitator training remotely
over four days in February 2021. Adapting our
workshop style, which is usually very physical, with
many games and activities that involve moving
around the space, was challenging, and a key
lesson learned was that the intensive whole days via
screen is extremely exhausting. However, we did
generate a real team spirit, despite the difference,
and enabled the trainee facilitators to hone their
skills to be able to run their first workshops, face to
face with small groups of participants in the three
locations, each very different settings, with different
challenges and expectations of participants.

The project Research Assistant, Jess Rose, took
part in the facilitator training and her impression of
the experience, published on the DRIVE website as a
blog post, captures the spirit of the weekend.
Each of the Case Studies represents the newly trained
facilitators’ experience of facilitating digital storytelling
workshops for the first time. They also present these
case studies as videos on the DRIVE website.
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Nairobi - by
Joseph Odhiambo
to and from the workshop venue was the greatest
challenge and at one point, we thought of adopting
a completely virtual training.

Watch the stories:

Proper communication and consultation were key
to ensure that we agreed on rules to guide us
on time management, movement and observing
Covid-19 protocol at all times.

The Paradox of Life, by Lisa Warware

My digital storytelling workshop combined
3 techniques:
1. Uses and application of technology in storytelling;

N

airobi is the capital city of Kenya with a
population of over 5 million people. It is
situated in the south-central part of the country. As
a governmental centre, Nairobi attracted a stream
of migrants from rural Kenya that made it one of the
largest cities in tropical Africa. My main mission was
to develop applicable methods that will enhance
learning, contribution and development of digital
storytelling workshop for drive network participants
in Nairobi.
I was privileged to work with Lisa, Alan, Wangari,
and Boniface, who are young professionals from
diverse sectors, with rich stories and experiences.
Two weeks before the Nairobi workshop, the
Government imposed a curfew in Nairobi which was
strictly enforced between 22:00- 04:00. Movement
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2. Developing literacy and storytelling skills;
3. Use of group exercises and individual processes
to increase confidence and self-esteem. Throughout
the workshop these techniques developed positive
interactions as each activity became more fun.
Each participant’s digital story was an individual,
personal account, yet developing them was
shaped by the collaborative experience in the
workshop. I developed a toolkit which incorporated
word plays, photo stories, storycircles and games
to develop their storytelling skills. The participants
were very excited to participate and gave positive
feedback from each completed activity. Games
included ice breakers and energisers, as they
ensured collaboration, and connection among the
participants. I developed these different games
based on ideas learned in the facilitators’ workshop.

The Hare and the Lion, by Wangari Ireri

My Best Trial, by Boniface Mirikwa
The Black Board Boy, by Alan Hebert
Photo stories, word plays and story circle created
an opportunity for learning different contexts of
African stories in the digital age. As each participant
developed their scripts during story circle, we would
feed back as a group and at some points we asked
for additional feedback from Tricia and Professor
Thomas via WhatsApp and Zoom.
This was a great opportunity for me to facilitate a
digital storytelling workshop. I had so much fun and
this workshop has helped me and the participants
to develop even better communication and literacy
skills through the presentations and storytelling. The
experience has given me a kick-start in developing
my skills and improving my chances to have a voice
and contribution in digital space.
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Chavakali - by
Kelvin Gwuma
All of the participants had an iPad, provided by the
project. The first thing we did with the Ipad was
to set it up by creating a personal account. I then
asked the participants to check out the siri feature
and customise it by talking to it. I showed them
where to download applications and asked them to
install iMovie. I asked them to take few images both
with back and front camera on the IPad. We did a
photo safari on the first day, this was intended to
help the participants familiarize with the iPad and
understand the concept of image and symbolism.
I took them through iMovie editing and how to
organize your resources on the timeline.

C

havakali is a small, but one of the oldest towns
in the western part of Kenya, located In Vihiga
County, Sabatia Sub County. It is approximately
400km to Nairobi, and it takes 7 hours from Nairobi
by bus.
I had the privilege to train Stephen Kipkemboi,
Aldrine Kagai and Robert Ong’ai in how to develop
digital stories at SAIDE Community library. SAIDE
Library strives to enhance a reading culture and
enable accessibility of reading materials. I loved
the idea of discussing the tasks and planning how
to execute them together as a team, it made the
work so easy. The participants are team players.
We had a brief introduction which led to each
person sharing their expectations. We set rules to
be observed. I also took the participants through
Covid-19 regulations and we all agreed to adhere
to them. We discussed what digital storytelling
means and its principles. The first thing I did was
to show them images of an isolated log from a tree
and another of a child on a swing. We discussed
each image and possible message they were
representing. We concluded that every picture tells
a story.
I used energizers after every break to bring the
group back together. For example the clapping
and knee tapping game, in which you establish
the rhythm with the group, then you call your
name twice before mentioning the person you
want to take over the rhythm. When your name is
mentioned, you have to keep the rhythm or else
you are disqualified. The rhythm is kept while
singing and clapping.
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At the end of the training, you could hear applause and see excitement in each of the storytellers. They couldn’t wait
to share their stories with their loved ones. They wanted to know when the stories would be uploaded so they could
share on their social media platforms.

Another exercise to develop storytelling skills was
the ‘random word story’. We all wrote down random
words, and then we created stories using all of the
words in two teams to show that even with the
same words, different stories could be made.

Coming from a community with a high rate of poverty and lack of opportunity I will use digital storytelling technology
to help young people air their voices and inspire others to aim for greatness. I believe stories help us endure hard
times and reflect on the future. Telling stories for instance on how some of us have had to endure hard times to get to
where we are will help the community to work on their goals and not give up.

All of this prepared the team for the storycircle. A
story circle is where people come together to share
and listen to stories about their experience. A good
example is the way our grandparents used to tell
us stories each and every evening to teach us
manners and help us understand our heritage.

Watch the stories:
My New Friend, by Stephen Kipkemboi
Tomorrow is Uncertain, by Robert Ong’ai
My Christmas Gift, by Aldrine Kagai

After explaining the storycircle, I asked the
participants to create their own stories related to
reading. The story circle enabled each person to tell
their story and be listened to. It enabled them to also
give feedback on each others’ stories. On refining
the stories, we listened to each story together and
advised where we thought they needed adjusting.
We asked each other questions on the images to
be used, what they would represent. I could see the
participants go back to their photo gallery to identify
images that best fitted their story. The feedback
concept shed light on each of the stories and each
time they shared them, they had improved. The
feedback from other facilitators remotely played a
big role in boosting the participants’ confidence and
enhancing their stories.
All the participants were inspired by the training
and each of them agreed that they would develop
more digital stories and share with us. The team
spirit was amazing despite the fact voice recording
took longer than expected.
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Loita - by
Scola Kukutia
them had some knowledge of reading and writing,
whilst the other did not have this knowledge. We
were fortunate to be supported remotely by Joseph
in Nairobi, with regular check-ins from Bronwen
in Bournemouth in the UK and Tricia in Lisbon,
Portugal.
Faith and Nalotwesha were looking forward to
getting some know-how in using the touch screens
on their new iPads, supplied by the project.
They can now use them comfortably. They were
committed to our workshop, despite the challenges
due to heavy rains.

N

kosesia village in Narok county is on the
borders of Kenya and Tanzania. When I first
got the opportunity to train as a digital storytelling
facilitator, it was like a dream. I thought I would
not manage it, but during the training in Nairobi in
February 2021 my loving and caring colleagues,
Kelvin and Joseph, helped me and supported me
to succeed.
I’m also privileged to be a member of ‘Oltoilo Le
Maa’ participatory video hub, so being part of the
digital storytelling team helps me to empower my
community to write and share their stories. Digital
storytelling and participatory video help me and my
community to document and preserve our language
and culture for coming generations.
Loita is a unique community, fiercely proud of its
heritage - its culture and traditions. The community
is a small clan of the Maasai people, situated
approximately 130 kms from Narok town and
about 210 kms from Nairobi. Loita people are
pastoral, depending on their livestock for their
livelihood. In the past, stories used to be passed
on by grandparents to their grandchildren around
the fireplace, who would then share them with their
friends whilst playing and today this continues
alongside the introduction to our community of
video and other digital methods, although access
to digital technology and the internet is very difficult
in our remote community.
In my digital storytelling workshop, I worked with
two participants, Faith and Nalotwesha. One of

24

I had to use Maa language for our activities, as
Nalotwesha does not know any other languages.
Despite this, and the fact that she did not know how
to read and write, she easily learned how to take
photos. They loved doing the photo safari and they
managed to take perfect photos. At the beginning
of the workshop, they took mainly ‘selfies’, but they
went on to take very beautiful pictures around the
community, which they used in their digital stories.
We used a version of the ‘random word’ game to
create a Maa word story game, in which we went
round in a circle, starting with one or two sentences,
and then each person taking the story a little further.
We had to repeat the words several times to enable
Nalotwesha to capture it in her memory, but this
is also good training for all of us in listening well.
They really enjoyed this game and it resulted in
them creating their own stories.
After creating their stories, we used the ‘story
circle’ technique to feed back to one another, to
help the stories have a good flow. I had to prompt
my two participants deeply in order to get all that
was needed to tell a good story. During the sound
recording, we had some challenges but at last,
and an extra day, we made it! The participants
were overjoyed when we all watched their stories
together.
Watch the stories:
Blossoms of the Savannah, by Faith Mopia
The Lost Sheep, by Nalotwesha Yiaro
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Feedback
FROM NAIROBI
I came and was taught how the thought process can be better channelled to give some energy and
meaning into it. I’ve learnt that simple things can really make a great impact. I’ve learnt that simple
events in my life can be life changing events to other people. - Boniface Mirikwa
We’ve learnt quite a good number of things, this afternoon was particularly the most
challenging, recording our videos and listening to ourselves...I don’t think it was an experience
that I have had before, just listening to how you speak, and trying to make sense out of it. I’m
looking forward to extending it to advocacy, extending it to sharing stories on a daily basis and
not just for this particular project. - Wangari Ireri
Personally I would say the last four days we’ve had a lot of fun, maybe more fun than
I’ve had in quite a while because of being locked down in the house. I’m so happy to
have had the opportunity to participate - Lisa Warware
Personally I feel full of gratitude, to have even been considered to be sitting with these
eloquent minds in terms of storytelling. In terms of a takeaway home, there is something
that we spoke about here in the team on Monday when we started the discussions about
authenticity, and I think that’s come out very clearly in the stories that we’ve shared
here, they are authentic stories. These aren’t fictional stories that we’ve seen in a movie
somewhere and thought, ‘ok we must retell these’, these are real, authentic stories Alan Herbert
As a facilitator, it has been a very good experience. Here we have here the support, the technology,
the security, and also the place has given us a good mood for interaction and to work with creativity.
- Joseph Odhiambo

FROM CHAVAKALI
"I really felt good being the facilitator, and I hope I can do this more
and more to my readers at the library, because this really is impactful
and gives everyone a bit of high self esteem and confidence.
Especially when it comes to becoming an author. We have a lot of
young people here that want to become authors, but now they don't
have the support. But if you give such a platform whereby they can
write, and you can cast their stories to the world...I think it's a very
impactful thing. - Kelvin Gwuma
Telling stories reminds you of important and painful
experiences of your life, but most importantly it brings
people closer. This is a very beautiful way of keeping the
coming generation informed. Imagine if our parents and
grandparents had this device! - Robert Ong’ai

This workshop has made me realize the power of technology, I have
so many pictures I can clearly see beautiful stories from the images.
Digital storytelling has made me realize the desire in me to tell stories
about my life. - Stephen Kipkemboi
It was a nice experience and actually my story is a real life story. I never liked reading, but when Gold came I started reading
to him. I think I’m going to continue reading to him and with
the iPad you’ve given I’m going to download more and more
reading materials for him - Aldrine Kagai

FROM LOITA
From now on, I know that I can use digital technology
to strengthen my reading ability. - Faith Mopia
Thanks to DigiTales for letting me know that
nothing is impossible. - Nalotwesha Yiaro
Thanks to digital storytelling, and through digital technology as a
facilitator, I can empower the youth and the community to speak
their inner voice through digital technology. - Scola Kukutia
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Additional resources
and further reading
Resources via DigiTales
Digital Empowerment - A Guide to Digital Storytelling
Understanding the Media Literacy of Digital Storytelling
Travelling Stories: Digital Storytelling with young people studying or working abroad
Positive Uses in the Training of Health and Social Care Professionals (2015)
Digital Storytelling Workshops - A Guide for Facilitators (Silver Stories project).

Resources from Storycenter
Lambert, J. Digital Storytelling Cookbook, (Berkeley CA, Digital Diner Press,
2002, 2010).
Lambert, J., Digital Storytelling: Capturing Lives, Creating Community, (New York
and Abingdon, Routledge, 2013).

Dunford, M., ‘Understanding Voice, Distribution and Listening in Digital Storytelling.
Participations. 14, (2017), pp. 313-328.
Dunford, M. and Rooke, A., ‘Extending creative practice’, Ed. C. Gregori-Signes
and A.M. Brígido-Corachán, Appraising Digital Storytelling across Educational
Contexts, (Valencia, University of Valencia, 2014), pp. 205-221.
Hardy, P. and Sumner T., Cultivating Compassion. How Digital Storytelling is
Transforming Healthcare, (Chichester, Kingsham Press, 2014).
Hartley, J. and McWilliam, K (eds) Story Circle: Digital Storytelling Around the
World. Malden, MA: Wiley-Blackwell
Jamissen, G., Hardy, P., Nordkvelle, Y., & Pleasants, H., Digital Storytelling in
Higher Education, (Switzerland, Palgrave Macmillan, Springer Nature, 2017).
Jenkins, T., ‘Ageing narratives: embedding digital storytelling within the Higher
Education curriculum of health and social care with older people’, Digital
Storytelling in Higher Education, Ed. G.Jamissen et al (Switzerland, Palgrave
Macmillan, Springer Nature., 2017), pp. 261-278.

Lambert, J., Seven Stages: Story and the Human Experience, (California, Digital
Diner Press, 2013).

Jenkins, T. and Hardy, P., ‘Silver Hair, Silver Tongues, Silver Screen: Recollection,
Reflection and Representation through Digital Storytelling with Older People’,
Communities, Archives & New Collaborative Practices, Eds. Popple, S., Prescott,
A., Mutibwa, D. H. (Bristol, Polity Press, 2020), pp.181 - 193.

Academic publications - a selection

Rooke, A. and Slater I, Evaluation Report: Extending Creative Practice, CUCR,
Goldsmiths, University of London (2012)

Dunford, M., and Jenkins, T. (2015), ‘Understanding the Media Literacy of Digital
Storytelling. Media Education Research Journal, 5, 2, pp.26-42.
Dunford, M. and Jenkins, T. Digital Storytelling Form and Content, (London,
Palgrave Macmillan, 2017).
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Rooke, A., Levy, C. & Slater, I., Evaluation Report: Silver Stories, CUCR,
Goldsmiths, University of London (2015).
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