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Abstract 
 

Visual storytelling is a powerful means of communication, capable of evoking deep emotional responses and fostering creative 

engagement. This article explores the potential of transforming traditional drawings into multimedia formats as a method to 

enhance positive emotions and stimulate creativity in the context of visual storytelling. Drawing upon existing literature on 

the psychology of emotions, the nature of creativity, and the impact of multimedia on user experience, we propose a 

hypothetical study investigating the effects of this transformation. The Introduction outlines the theoretical background, 

emphasizing the interconnectedness of positive affect and creativity, and the growing role of multimedia in narrative. The 

Methods section details a potential experimental design, including participant recruitment, the transformation process of 

drawings into multimedia (incorporating elements like sound, animation, and interactive features), measures for assessing 

positive emotions and creativity, and the planned analytical approach. Hypothetical Results are presented, suggesting that 

multimedia transformation of drawings leads to increased positive emotional states and enhanced creative responses 

compared to viewing static drawings. The Discussion interprets these potential findings within the broader theoretical 

landscape, explores implications for artistic practice and educational interventions, acknowledges potential limitations, and 

suggests avenues for future research. This exploration highlights the transformative power of multimedia in amplifying the 

emotional and creative impact of visual narratives originating from traditional art forms. 
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INTRODUCTION 
 
Visual storytelling, a fundamental aspect of human communication throughout history, leverages visual 
elements to construct narratives and convey meaning. From ancient cave paintings to modern cinematic 
experiences, the power of visuals to captivate, inform, and emotionally engage audiences is undeniable. 
In recent years, the landscape of visual storytelling has been significantly reshaped by the advent of 
multimedia technologies, which allow for the integration of diverse sensory elements such as sound, 
animation, video, and interactivity. This evolution presents new opportunities to explore how the manipulation 
and presentation of visual information can influence psychological states and cognitive processes.    
Positive emotions, such as joy, interest, and contentment, have been consistently linked to enhanced 
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creativity. The broaden-and-build theory of positive emotions, proposed by Fredrickson (2001), suggests 
that positive affect broadens an individual's thought-action repertoire, leading to increased flexibility in 
thinking and a greater likelihood of engaging in creative exploration. Conversely, negative emotions tend 
to narrow focus and promote more rigid cognitive processing. Therefore, fostering positive emotions within 
the context of visual storytelling could potentially unlock greater creative potential in both the creator and 
the viewer.    
Creativity, a multifaceted construct involving the generation of novel and valuable ideas or products, is 
crucial in visual storytelling for developing compelling narratives, unique visual styles, and innovative modes 
of expression. While traditional drawing is a powerful medium for creative expression, the static nature of 
drawings can sometimes limit their capacity to fully immerse an audience and evoke dynamic emotional 
shifts.    
Multimedia transformation involves converting content from one media format to another, often enhancing 
its sensory richness and interactive potential. Applying multimedia principles to traditional drawings can 
involve animating elements, adding soundscapes, incorporating narration, or creating interactive pathways 
within the visual narrative. Such transformations have the potential to create a more dynamic and engaging 
experience, which in turn, could influence the emotional responses and creative interpretations of the 
audience. 
Previous research has explored the impact of multimedia on learning, engagement, and emotional 
responses (Mayer, 2014). Studies have also investigated the relationship between emotions and creativity 
in various artistic domains (Ivcevic & Brackett, 2015). However, there is a gap in understanding the specific 
effects of transforming existing drawings into multimedia formats on simultaneously enhancing positive 
emotions and fostering creativity within a visual storytelling context.    
This article proposes that the multimedia transformation of drawings for visual storytelling can significantly 
enhance positive emotions and stimulate creativity in viewers. The increased sensory engagement, dynamic 
presentation, and potential for interactivity offered by multimedia are hypothesized to create a more 
affectively positive experience, which in turn, facilitates broader cognitive processing and more creative 
responses to the narrative.    
METHODS 
This section outlines a hypothetical experimental study designed to investigate the effect of multimedia 
transformation of drawings on positive emotions and creativity in visual storytelling. 
Participants 
A sample of 100 participants will be recruited for this study through university subject pools and community 
advertisements. Participants will be screened to ensure they have no prior formal training in art or 
multimedia production to control for potential confounds related to expertise. The sample size is determined 
based on power analysis to detect a medium effect size with a significance level of 0.05 and a power of 
0.80. Participants will be randomly assigned to one of two conditions: the static drawing condition or the 
multimedia transformation condition. 
Materials 
• Original Drawings: A set of 20 original, black and white line drawings will be created by a 
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professional artist. These drawings will depict simple, open-ended narrative scenes (e.g., a character 
looking at a mysterious object, two figures walking towards a light). The drawings will be designed to be 
emotionally neutral or slightly positive to avoid pre-existing strong negative emotional responses. 
• Multimedia Transformation: The 20 original drawings will be transformed into multimedia visual 
stories. This transformation will involve: 
o Animation: Subtle animation of key elements within the drawings (e.g., a character's eyes moving, 
the mysterious object emitting a glow). 
o Sound: A simple, non-diegetic musical score designed to evoke positive or neutral emotions, and 
minimal sound effects where appropriate (e.g., a soft chime when the object glows). 
o Subtle Transitions: Smooth transitions between sequential drawings to create a sense of flow in 
the narrative. 
o Optional (for future studies): Interactive elements such as clickable areas that reveal additional 
visual or auditory information. 
• Viewing Platform: A digital platform will be developed or utilized to present the visual stories to 
participants. This platform will ensure standardized presentation across both conditions. 
• Emotion Measurement: The Positive and Negative Affect Schedule (PANAS) will be used to 
measure participants' positive and negative emotional states before and after viewing the visual stories. 
Arousal levels will be measured using a self-report scale (e.g., a 9-point Likert scale from "very calm" to 
"very excited"). 
• Creativity Assessment: Participants' creativity will be assessed using two methods: 
o Story Completion Task: After viewing each visual story, participants will be asked to verbally 
complete the narrative. Responses will be audio-recorded and transcribed. Creativity in story completion 
will be rated by independent judges using a Consensual Assessment Technique (CAT) adapted for 
narrative, focusing on originality, elaboration, and emotional expressiveness. 
o Drawing Task: After viewing a subset of the visual stories, participants will be provided with paper 
and drawing materials and asked to create their own drawing inspired by one of the stories. These 
drawings will also be rated for creativity using an adapted CAT. 
Procedure 
1. Upon arrival, participants will be greeted, the study will be explained, and informed consent will be 
obtained. 
2. Participants will complete the initial PANAS questionnaire to establish baseline emotional states. 
3. Participants will be randomly assigned to either the static drawing condition or the multimedia 
transformation condition. 
4. Participants will view the set of 20 visual stories according to their assigned condition on the digital 
platform. The order of presentation will be randomized for each participant. 
5. After viewing each story, participants will complete the story completion task. 
6. After viewing a subset of the stories (e.g., 5 stories), participants in both groups will complete the 
drawing task inspired by one of the viewed stories. 
7. After viewing all 20 stories, participants will complete the final PANAS questionnaire and the arousal 
self-report scale. 
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8. Participants will be debriefed, compensated for their time, and thanked for their participation. 
2.4 Data Analysis 
Independent samples t-tests will be conducted to compare the change in positive and negative affect 
(post-viewing score minus pre-viewing score) between the static drawing and multimedia transformation 
conditions. An independent samples t-test will also compare arousal levels between the two groups. 
The creativity ratings from the story completion and drawing tasks will be analyzed using independent 
samples t-tests to compare the mean creativity scores between the two conditions. 
Regression analysis will be used to explore the relationship between the change in positive affect and 
creativity scores, controlling for baseline affect and condition. 
RESULTS (Hypothetical) 
Based on the proposed study design and the theoretical framework, the following hypothetical results are 
anticipated: 
Emotional Responses 
It is hypothesized that participants in the multimedia transformation condition will exhibit a significantly 
greater increase in positive affect compared to participants in the static drawing condition. There may be 
no significant difference in negative affect between the two groups, suggesting that the multimedia 
transformation primarily enhances positive emotional experiences rather than mitigating negative ones. 
Arousal levels are also expected to be higher in the multimedia transformation condition, indicating a more 
engaging and stimulating experience. 

Table 1: Hypothetical Mean Change in Affect and Arousal by Condition 

Condition Mean Change in Positive 

Affect (Post-Pre) 

Mean Change in Negative 

Affect (Post-Pre) 

Mean Arousal 

Level (Post) 

Static Drawing 1.5 (SD = 1.2) 0.2 (SD = 0.8) 4.5 (SD = 1.5) 

Multimedia 

Transformation 

4.8 (SD = 1.8) 0.3 (SD = 0.9) 7.1 (SD = 1.3) 

p-value < 0.001 0.65 < 0.001 

Note: Higher values indicate greater change in affect and higher arousal. 

Creative Responses 
Participants in the multimedia transformation condition are expected to demonstrate higher levels of 
creativity in both the story completion and drawing tasks compared to participants in the static drawing 
condition. This would be reflected in higher mean creativity scores assigned by the independent judges. 
The multimedia elements are hypothesized to provide richer stimuli, sparking more imaginative and 
elaborate creative outputs. 
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Table 2: Hypothetical Mean Creativity Scores by Condition 

Condition Mean Story Completion Creativity Score 

(1-7 scale) 

Mean Drawing Creativity Score (1-

7 scale) 

Static Drawing 3.2 (SD = 1.0) 3.5 (SD = 1.1) 

Multimedia 

Transformation 

5.9 (SD = 1.3) 6.2 (SD = 1.0) 

p-value < 0.001 < 0.001 

Note: Higher values indicate greater creativity. 

Relationship between Emotion and Creativity 
Regression analysis is expected to reveal a significant positive correlation between the change in positive 
affect and creativity scores, even after controlling for the experimental condition and baseline affect. This 
would support the notion that the increase in positive emotions experienced during the multimedia visual 
storytelling contributes to enhanced creative performance. 
DISCUSSION 
The hypothetical results of this study suggest that transforming traditional drawings into multimedia visual 
stories has a significant positive effect on both the emotional states and creative responses of viewers. 
The anticipated increase in positive affect in the multimedia condition aligns with theories suggesting that 
richer sensory experiences and dynamic presentations can enhance emotional engagement and pleasure 
(Mayer, 2014). The higher arousal levels are also consistent with a more stimulating and attention-grabbing 
experience. 
The hypothetical finding that multimedia transformation enhances creativity supports the broaden-and-build 
theory, where increased positive emotions are thought to broaden cognitive scope and facilitate creative 
thinking. The multimedia elements likely provide more diverse cues and inspiration, prompting viewers to 
generate more original and elaborate narrative completions and drawings. The combination of visual, 
auditory, and potentially interactive elements creates a more immersive world for the viewer to draw upon 
in their creative endeavors. 
These hypothetical findings have several implications. For artists and storytellers, the results suggest that 
exploring multimedia transformations of their drawings can be a powerful way to connect with audiences 
on a deeper emotional level and inspire more creative interpretations of their work. In educational settings, 
multimedia visual storytelling could be a valuable tool for fostering both emotional literacy and creative 
expression in students. By engaging students through dynamic and affectively positive narratives, educators 
might create a more conducive environment for creative learning and idea generation. 
Furthermore, the hypothetical positive correlation between the change in positive affect and creativity scores 
underscores the importance of considering emotional design in the creation of multimedia narratives. 
Crafting experiences that intentionally evoke positive emotions may be a key factor in unlocking the 
creative potential of the audience. 



INTERNATIONAL JOURNAL OF EDUCATION TECHNOLOGY 

 

  

http://www.academicpublishers.org 6 

 

 

Limitations and Future Directions 
This hypothetical study has several limitations. The use of a controlled experimental setting may not fully 
capture the complexities of real-world visual storytelling experiences. The selection of specific multimedia 
elements and their implementation could influence the results, and further research could explore the 
differential effects of various multimedia components (e.g., the impact of animation vs. sound vs. 
interactivity) on emotions and creativity. The long-term effects of exposure to multimedia transformed 
drawings on creativity also warrant investigation. 
Future research could expand upon this study by: 
• Investigating the effects of different types of drawings and narrative content. 
• Exploring the impact of interactive multimedia transformations. 
• Examining the effects on diverse populations, including different age groups and cultural 
backgrounds. 
• Utilizing neurophysiological measures (e.g., fMRI, EEG) to gain a deeper understanding of the 
cognitive and emotional processes involved. 
• Conducting longitudinal studies to assess the sustained impact of multimedia visual storytelling on 
creativity. 
CONCLUSION 
In conclusion, this hypothetical study, framed within the IMRAD structure, suggests that the multimedia 
transformation of drawings holds significant potential for enhancing positive emotions and stimulating 
creativity in visual storytelling. By leveraging the dynamic and multi-sensory capabilities of multimedia, 
creators can craft more engaging and affectively resonant narratives that broaden cognitive horizons and 
foster imaginative responses in viewers. This exploration highlights the exciting possibilities at the 
intersection of traditional art forms and modern technology for enriching the experience of visual storytelling 
and unlocking human creativity. The hypothetical findings presented here provide a strong rationale for 
further empirical research in this promising area.    
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