TECHNOLOGY IN THE
LANGUAGE ARTS
CLASSROOM

CURRENT TRENDS
IN TECHNOLOGY

Current technology trends in the classroom
emphasize multimedia presentations, interactive
student activities, and social media. Research
studies on the efficacy of technology as an
instructional strategy have not proven to be any
more influential on student achievement than
traditional methods (Schipper & Yocum, 2016). The
benefit appears to be in the increased motivation
that students have to learn when the content is
presented in a digital format. Students are generally
more enthusiastic about learning when technology
is involved; they ask more questions and draw more
connections between prior knowledge and the new
material (Erbas, Ince & Kaya, 2015).

Seesaw is a digital app for students to complete
and share classroom work using various media
(photos, videos, drawings, links, PDFs, and text). All
social media is teacher-controlled so there is a
limited danger to students (Bielefeld, 2018).

Students and teachers interact online to create and
share assignments. Students collaborate on
assignments, brainstorming and allowing others to
comment on their work. All content is stored in the
cloud (Bielefeld, 2018).

ADVANTAGES OF
SOCIAL MEDIA FOR
CLASSROOM USE

e Sharing tools and resources with their peers
encourages students to do better work (Niehoff,
2019).

e Collaborating with peers gives students an
opportunity to reach out for help and support on
challenging assignments (Neihoff, 2019).

e Students showcase their work by creating digital
portfolios (Niehoff, 2019).

e Implementing social media in the classroom is
an opportunity to train students on proper digital
citizenship (Bielefeld, 2018).

FUTURE TRENDS
IN TECHNOLOGY

The future of instructional technology is in artificial
intelligence (Al), augmented reality (AR), and virtual
reality (VR). “Having access to this technology [AR,
Al, VR] helps to connect students with learning in
more authentic and meaningful ways, especially
with some of the possibilities for students to
engage with the content through the use of
augmented and virtual reality tools” (Poth, 2020).

AR

ELASHCARIDS

AR Flashcards uses Augmented Reality (AR) to
teach the alphabet to toddlers and preschoolers.
Children point their device on printed flashcards,
and the letters come to life with 3D animals that
pop up on the screen.

DISADVANTAGES OF
SOCIAL MEDIA FOR
CLASSROOM USE

e The wuse of student data and pervasive
surveillance is concerning (Fournier, Molyneaux,
& Kop, 2018).

e Social media can create problems when
students are allowed to communicate in
“secret.” When inappropriate communication
happens after school hours, is it the
responsibility of the school to monitor it?
(Bielefeld, 2018)

e Deciding which tools to use and learning new
technology can be overwhelming (Poth, 2020).



REFERENCES

BIELEFELD, K. CLASSROOM-FRIENDLY SOCIAL MEDIA OPTIONS FOR TEACHERS.
BOXLIGHT. HTTPS://BLOG.MIMIO.COM/CLASSROOM-FRIENDLY -
SOCIAL-MEDIA-OPTIONS-FOR-TEACHERS.

ERBAS, A. K., INCE, M., & KAYA, S. (2015). LEARNING MATHEMATICS WITH
INTERACTIVE WHITEBOARDS AND COMPUTER-BASED GRAPHING UTILITY.
JOURNAL OF EDUCATIONAL TECHNOLOGY & SOCIETY, 18(2), 299-312.
RETRIEVED FROM HTTP://EZPROXY.LIBERTY.EDU/LOGIN?URL=HTTPS:
//SEARCH-PROQUEST-COM.EZPROXY.LIBERTY.EDU/DOCVIEW
/1683512093?ACCOUNTID=12085

FOURNIER, H., MOLYNEAUX, H., & KOP, R. (2018). EMERGING TECHNOLOGIES AND
LEARNING INNOVATION IN THE NEW LEARNING ECOSYSTEM.
INFORMATION SYSTEMS AND TECHNOLOGIES TO SUPPORT LEARNING,
111, 164-170. HTTPS://DOI.ORG/10.1007/978-3-030-03577-8_19

NIEHOFF, M. (2019, OCTOBER 2). 9 WAYS REAL STUDENTS USE SOCIAL MEDIA FOR
GOOD. ISTE. HTTPS://WWW.ISTE.ORG/EXPLORE/DIGITAL-
CITIZENSHIP/9-WAYS-REAL-STUDENTS-USE-SOCIAL-MEDIA-FOR-GOOD.

NIEVES, K. (2019, DECEMBER 27). 5 WORTHWHILE AUGMENTED AND VIRTUAL
REALITY TOOLS. EDUTOPIA. HTTPS://WWW.EDUTOPIA.ORG/ARTICLE/5-
WORTHWHILE-AUGMENTED-AND-VIRTUAL-REALITY-TOOLS.

POTH, R. D. (2020, APRIL 17). 15 AR AND VR IMMERSIVE LEARNING TOOLS.
GETTING SMART. HTTPS://WWW.GETTINGSMART.COM/2020/04/15-AR-
AND-VR-IMMERSIVE-LEARNING-TOOLS/.

SCHIPPER, J. M., & YOCUM, R. G. (2016). INTERACTIVE WHITEBOARD
TECHNOLOGIES IN HIGH SCHOOL: A COMPARISON OF THEIR IMPACT ON
THE LEVELS OF MEASURE THAT DETERMINE A RETURN ON INVESTMENT.
JOURNAL OF EDUCATIONAL TECHNOLOGY SYSTEMS, 44 (4), 377-403.
HTTPS://DOI.ORG/ 10.1177/0047239515615846

THE NESSY APPROACH TO LEARNING. NESSY US. HTTPS://WWW.NESSY.COM/US/
ABOUT-NESSY/.



