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Introduction
Storytelling is a crucial part of a child’s development in later life, therefor both practitioners and parents need to tell their children stories as often as possible. Reading children stories aids them for the future as it can enhance their curiosity, develop their language skills and increase their concentration and listening skills. Living in a world that is constantly evolving, individuals must learn to adapt, hence why digital literacy is becoming more popular throughout school life and at home for most children. Using digital technology to tell a story allows children to develop their digital literacy skills and technology skills which will be needed for their future.

Main Body 
How could the activity promote children’s oracy/reading/writing PLUS digital literacy?
Telling a story digitally and telling a story by reading a physical book are two very similar activities. However, it comes with their differences, some positive and some negative! When reading a story with a physical book, some professionals find it difficult to engage with the children and turn the pages of the book while. This is where digital literacy skills work in the professionals’ favour. Reading a story digitally means that all the practitioner needs to do is press the next button, therefore they are more engaged with the listeners. 
The hungry caterpillar was the story used for the traditional story telling activity, by the practitioner. There is a lot to analyse from this activity. Firstly, the practitioner made a prop, to go along with the book which ensures that the children are engaged with the story. Using props enhances children’s engagement and enthusiasm within a story. Props also help children remember main parts of the story, and main characters, so they are then able to recite the story (not word for word, but in the correct order of what happens in the story). 



 During this activity, the practitioner made a caterpillar’s face using a cardboard box and used drawings, that the children had previously made of food. Using resources that the children themselves have made encourages the children to engage with the story, and feel that they are part of it. 
The practitioner kept the engagement of the children, by choosing one child at a time to go up to the front and pick the correct fruit to feed the caterpillar. This meant that the children’s behaviour was also impacted positively, as they all wanted to have a chance to feed the hungry caterpillar. 
However, a couple of children’s behaviour had a negative impact, as in nursery, the children are so young, almost still like babies. This meant that when some of them did not show good sitting and didn’t get chosen to feed the caterpillar, they became upset impacting the rest of the class and resulted in them becoming fussy and disengaged, for the minority of the class.

By using props, it made the children more likely to be able to recall the story. This means that they would effectively be ‘teaching’ other children the story themselves. This will benefit the children as they will develop their communication skills, cognitive skills and curiosity. Evelyn (2014) implies that important characters in the narrative may serve as catalysts for a child's recollections of the plot's flow and structure. Evelyn suggests that if the practitioner tells the children the story multiple times, and tries to get them to join in using the props, that if the practitioner allows them to actually have free play with these props, the children will be able to recall the story on their own, without an adult present. This is great as the children will need to work together as a team, to recall the story and decide among themselves, who is going to hold what props ultimately, improving their speaking skills, communication skills and teamwork skills. 

On the other hand, reading a story traditionally and using a prop at the same time, is that the there is a lot going on. If the prop breaks for example, the children may become distracted and may take longer to finish the story, and the children may lose focus. 
However, telling a story traditionally with a book makes it easier for storyteller to question the listeners on the book. It is easier due to the fact that they are holding the book, so the storyteller can pause at any time and question their listeners. Asking children questions is a great way to see what the children already know, assess their progress with the story to see if they understand it, and to challenge the children to get them to think about why questions says the Assessment for Leaning (2008). 

When telling the digital story, the practitioner chose to read ‘The Rainbow Fish’. The practitioner did not use any props for this story. This could be a disadvantage as Alavesa (2014)  says that using props allows for a “more immersive setting for storytelling enhances the enjoyment of the participants.” This suggests that the practitioner could have used a prop such as a ‘cuddly toy’ fish, to try and ensure the children were more engaged with the story. However, telling the story digitally without a prop, allowed the practitioner to use actions with their hands. 
Sage Pub (2021), suggest that using hand gestures is an effective way to communicate with children who may not be able to focus for a long period of time. This could be due to the child having ALN (additional learning needs) or could be due to behavioural concerns. Even so, Sage implies that hand gestures can benefit these children as it keeps them more engaged, and allows them to have a different focus, rather than just hearing words and not making sense of them. If this type of storytelling is done often, with hand gestures, the children may try to use gestures themselves, in their own play without any prompting. This means that their communication skills would develop hugely, improving their oracy skills. 

On the other hand, digital storytelling can be fast paced. When telling a story digitally, it is already uploaded to the internet, and the practitioner must follow the speed of their chosen book. Brandon Gaille (2019) states that with digital storytelling, ‘you only have one chance to hook the listener’. This is in relation to the fast pace of a digital story. The reader cannot read at a slower pace, as they would normally. In some parts, the practitioner seems to be rushing to ensure that they finish the page before the next page appears. This could be amended, as the storyteller could pause the video on each page. However, arguably this could be worse for engagement, as the children will be waiting for the next page to appear, and could become distracted. 
This is where traditional storytelling can be used to the practitioners advantage, for the children to benefit. When telling a story traditionally, the reader can read the story at their own pace and ensure the engagement of the audience. 
Another advantage of traditional storytelling is it allows for emergent literacy. Emergent literacy is where parents and adults start reading to children before the children start reading themselves. 
There is evidence from Rhode (2015) that suggests the frequent use of emergent literacy can help children recognise letters and words, and they may start to try to re-tell the story through their play, in the role-play area, for example. Additionally, due to being able to go at a slow pace, and pause whenever necessary for traditional storytelling, emergent literacy can spark conversations between an adult and child, and the children to each other. This allows them to be curious and inquisitive about the story and make up scenarios through play. Curiosity is vital whilst reading a story, digitally or traditionally. However, reading a traditional story may make it easier for the practitioner to spark children’s curiosity as they have more time and less pressure just to simply keep up with the story.  
The practitioner will have time to question the audience, like the practitioner in the example was doing. This had a good response from the children, and they would look as though their mind was always thinking of something whilst the practitioner read the story, creating visions and interest.
 Boudreau (2020) states that curiosity allows children to strengthen their relationship with their friends, teachers and parents. This can impact a child’s oracy skills positively, as the more curious they become, the more questions the child will ask or try to answer their friends’ questions, improving their overall communication skills. 
Storytelling in general helps children to develop their literacy skills, such as reading, writing and speaking. Fredricks (1997) suggests that there are several ways that storytelling might help children become more proficient oral communicators. Children are typically eager to share their version of a story and connect it to their personal experiences once they have heard it. In order to understand more about other people's stories, children might question members of their family or community. Hearing these stories can inspire them to create their own. This will them in turn, allow children to incorporate the use of literacy skills in their day-to-day life, without feeling like they are being taught a new skill. 

In this age, digital literacy could arguably be one of the most important life skills a child can learn. UNICEF (no date) suggests that digital literacy skills are vital in order to is get children ready for college, the workforce, and life. In a world where everything is turning digital, children need to keep up with the ways of working and be able to use technology in their favour whilst staying safe. Introducing digital literacy activities such as reading a book online, in school as early as nursery and reception is a great way of encouraging the children and assuring them that using technology is not a negative thing. In reality, technology is great for the future and the children who learn how to use it now, will be able to understand more than others at a later stage in life.
 According to Ohler (2008), digital storytelling fosters students' creativity and helps them come up with novel solutions to challenging issues. It is a powerful teaching tool that raises student motivation and creates a classroom setting that encourages group projects, introspection, and interpersonal interaction in order to build stories. Students can develop digital stories based on specified educational topics by using multimedia software tools and other technical abilities.
Conclusion
To summarise, traditional story telling and digital story telling are both amazing activities that are vital for any child’s holistic development, or more specifically, their literacy development. It is important to incorporate both when teaching children in school, as the world is always changing and advancing, so children should be advancing with it, not falling behind. Practitioners need to understand the importance of storytelling and make it their own. Take advantage of resources in a classroom, or even better, try to involve the children when telling stories, and when making activities for them.
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