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Students today expect the use of technology in their classes, rather than have to
listen to less-than-engaging lectures. College students are connected electronically
and incessant technology consumers. As a result, they may prefer the infusion of
technologies to help them learn and enjoy the process of learning, rather than
having to listen exclusively to lectures. To investigate this, the authors solicited
student perceptions to assess the importance of learning through technology-nested
instructional strategies. Student perceptions give direction to and affirm the
benefits of instructional strategies that increase student motivation to engage more
actively in their learning. Based on quantitative and qualitative responses through
action research in multiple courses, students perceive their learning as more
engaging and enjoyable when technology-nested instructional strategies are infused
into their classes.
Accountability for student learning has become the new norm in higher
education. While teachers have been recognized as significant determinants in
student learning, Bean (2011), Brookfield (2006), Davis (1993), Diamond (2008),
McKeachie, Svinicki, and Hofer (2011), and Umbach and Wawrzynski (2005)
claimed teachers cannot rely exclusively on class lectures because today’s students
expect use of technology and engaging activities. Malm and Defranco (2011-2012)
concluded, “The next generation of students will not just be concerned about if
technology is used, but rather how it is incorporated into the educational
experience” (p. 404). Technology will serve as a catalyst to student engagement
with content.
Yazedjian and Kolkhorst (2007) argued that unless students were forced to
break out of the anonymity and inactivity of large classes, many of them resisted
embracing course content and persisted in doing only the minimum. Absent any
change, students cheated themselves of opportunities to collaborate with and learn
from classmates, improve critical thinking and oral and written communication
skills, and prepare more effectively for future jobs requiring interdependence and
practical application of knowledge. Incorporating technology-based strategies has
become one highly effective approach, especially benefiting visual and interactive
instructional strategies, including learning management systems (LMSs), carefully
designed slides developed using PowerPoint presentation software, an interactive
review game, online blogs, two types of classroom response systems, and video
clips. In developing this action research project in several courses, the authors
carefully designed, implemented, and reflected on the use of these learning
strategies and their impact on student perceptions of their learning.
The purpose of this study was to gather student perceptions of technologynested learners, for challenging students to engage more actively with course
content (DeBourgh, 2008; Patterson, Kilpatrick, & Woebkenberg, 2009).
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Review of Literature
This review of literature includes brief descriptions of the use of an LMS,
PowerPoint slides, blogs, classroom response systems, and video clips. These
technologies have been found to enrich and extend learning and actively engage
students.
A university’s provision of an LMS along with staff to support its use has
encouraged and facilitated faculty members’ use of instructional technologies. Malm
and Defranco (2011-2012) suggested, however, that this was just the first step.
With the near-universal adoption of LMS platforms by colleges and
universities, the time has come to shift the focus of conversation from
whether faculty use the LMS to the more difficult and important questions
of how these systems are impacting the student learning experience. (p.
410)
They also concluded that while these systems have been used pervasively,
there was almost no evidence to verify how they were used and whether they
impacted student learning.
Debevec, Shih, Mei-Yau, and Kashyap (2006) suggested PowerPoint slides
provided a structure for lectures and discussions to help students focus and
organize course material. Clark (2008) commented how PowerPoint slides focused
students’ attention, partially because watching and listening were preferred to just
listening.
She concluded, “The key element in the use of PowerPoint as a
presentation tool is its potential to increase and maintain student interest and
attention to the lecture when combined with active teaching and student
involvement” (p. 39).
Debevec et al. (2006) reported their students often used an LMS in class
preparation and study routines and were not deterred from attending class,
compared to students who utilized an LMS less frequently. Slides posted on an LMS
allowed students to view them electronically or use printed copies for taking aligned
notes during lectures as well as in studying for tests. Clark (2008) also described
how PowerPoint slides stimulated interest, improved note-taking, and promoted
higher-order thinking (p. 39). As such, students are challenged to engage more
deeply with the content by asking and answering questions to construct new
knowledge.
In another use of an LMS, students were provided with blog prompts and
required to post responses based on their understanding of assigned readings. The
best blog prompts, Bean (2011) posited, “require students to respond
knowledgeably to some part of course content but then to add their own views and
experiences” (p. 209). Student discussions using blogs have been shown to
facilitate student learning (Cheng & Chau, 2011). They reported blogs enabled
students to learn and expand the meaning of terms, revise co-constructed
knowledge, and apply newly co-constructed knowledge in collaborative ways. Also,
they found blogs helped students construct knowledge at a higher collaborative
level.
Sevian and Robinson (2011) stated that use of a classroom response
system, specifically clickers, helped teachers discover students’ misconceptions,
assess their preparedness, gauge the understanding of concepts, poll opinions to
fuel debates, elicit discussion, and identify students who needed additional help.
They found use of clickers increased the quality and quantity of participation,
promoted learning, provided immediate and accurate feedback about what students
did and did not understand, and stimulated critical thinking. DeBourgh (2008)
concurred and concluded that increased student participation resulted “in high-level
application and synthesis of complex concepts, and supports skill development for
advanced reasoning” (pp. 86-87). Additionally, the use of classroom response
systems possibly resulted in greater student enjoyment (Stowell & Nelson, 2007)
and engagement (Patterson et al., 2009).
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Videos have been found to enhance key course content (Wright & Abell,
2011). Hoover (2006) found video clips were learning devices as well as attitude
enhancers, especially for first- and second-year students, since many students are
visual learners. That is, students remembered more of what they saw than what
they heard. Doyle (2008) emphasized how pictures and images helped students
remember what they were learning. Hoover (2006) concluded that video clips
broke up the monotony of largely auditory lectures and assisted students’
understanding of concepts, as long as the teacher offered pre- and postcontextual
information to frame key concepts. Cooper and Robinson (2000) supported the
benefits of using audiovisual presentations and offered how the effectiveness of
using video clips improved when informal discussions were conducted before and
after presentations to focus students’ attention on the most important points.
Several authors supported the use of technology-nested strategies because
they positively impacted student learning. Use of LMS, PowerPoint slides, blogs,
classroom response systems, and video clips
…it was determined student
have been shown across multiple disciplines
perceptions should be sought
to engage students more actively and
to support decisions of when to
challenge them to think more critically as
use or not to use technologies
they
learned
and
constructed
new
to enhance learning.
knowledge.
But, what do students think
about technology-based strategies?
Little
evidence exists about how students perceive the relationship between technologybased strategies and their learning (Komarraju & Karau, 2008; Lumpkin, Achen, &
Dodd, 2015). While engaged students are the ideal, it is difficult to tell, based on
body language and unsolicited comments, if students value instructional strategies.
Because the authors wanted to have evidence of whether students valued expanded
use of technologies in teaching, the purpose of this action research project was to
gather student perceptions about whether these instructional strategies benefited
their learning. Using the authors’ classes as case studies, the authors collected
student perceptions of several technology-based strategies in their courses across
multiple content areas and levels of students.
Method
This work investigated student perceptions of the use of technology-based
classroom activities and their perceptions about the impact of these strategies on
their learning. A mutual interest in improving and enhancing student learning
prompted the evaluation of multiple classroom learning strategies rooted in
technology and identification of ways to utilize these strategies. Through this
discussion, it was determined student perceptions should be sought to support
decisions of when to use or not to use technologies to enhance learning.
Participants
Students in four undergraduate courses and one graduate course were
asked to participate in the study by taking an author-designed survey at the end of
the fall 2012 semester. One graduate class, taking a required course to complete
their graduate degrees in sport management, was surveyed (N = 27). A total of
153 undergraduate students across four courses completed the survey. One of the
undergraduate courses was an introductory course that was required of students to
enter the sport management major.
It consisted of mostly freshmen and
sophomores; however, students across campus could also take the course as an
elective. Another undergraduate course was an upper-level core course for sport
management majors and consisted of primarily juniors and seniors. At a second
university, sophomores, juniors, and seniors enrolled in a course required for all
physical education majors pursing a concentration in health and exercise science
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were surveyed. The final course was an elective for upper-class physical education
majors as well as a variety of other students.
Materials
Teaching at two universities, the authors used an LMS, PowerPoint slides,
one or two classroom response systems, video clips, and an interactive review
game. Blogs were designed and implemented by two of the authors. One type of
classroom response system, Poll Everywhere, was used by each author, while one
also used an additional classroom response system, Lino, with a graduate course.
Numerous learning materials placed on the LMS were designed to facilitate
the achievement of student learning outcomes. Students were encouraged to utilize
all course materials, and especially the PowerPoint slides, to expand and support
understanding of key content.
Blogs encouraged students to complete assigned readings, respond to
prompts, and engage in discussions with classmates. Ideally, through blogging,
students gained deeper understanding of course material and applied information
from assigned readings to practical situations. When using blogs, groups of 6 to 10
students facilitated learning from and with one another. Prompts or questions
related to assigned readings posted on the LMS elicited responses from students,
who use specific examples from readings to support their responses, contribute new
perspectives about topics to the group, and demonstrate critical inquiry in their
responses.
Using a template originally developed at Rutgers University, the authors
incorporated a technology-based, interactive review game (i.e., Jeopardy-like) in
undergraduate courses to help students review for tests. To create each interactive
review game, 31 answers and questions were developed. Completion of one review
game during class took 20-25 minutes. Students either formed groups or competed
individually and were asked to raise their hands prior to responding. Students were
required to put away tablets, laptops, and not use their notes. Each author
displayed the answers in each category from the lowest to highest point value. If
students were in groups, they discussed possible questions and chose their
responses or the correct questions to match the answers provided. All students
received points if they knew the correct questions. After each interactive review
game was used for review, it was made available on the LMS to help students study
for tests.
One example of a classroom response system, which unlike clickers cost
students nothing, is Lino. The use of Lino, an online canvas service, enabled
students to anonymously express opinions and view classmates’ responses
immediately to help facilitate discussions based on differing perspectives. After
opening a Lino account (http://en.linoit.com), questions were developed about
issues and posted for viewing during class. Using their smart phones, laptop
computers, or tablets, students clicked on a hyperlink for each question provided on
the LMS, which opened a Lino canvas with a teacher-initiated question. Students’
responses appeared as “sticky notes” on the canvas and were rearranged or
grouped by the teacher to facilitate discussions.
Use of Poll Everywhere, an online classroom response or polling tool,
enabled real-time responses from students via their smart phones, tablets, or laptop
computers. After each of the authors set up a free (which allows 40 responses per
question; unlimited responses require a purchase) Poll Everywhere account,
questions developed on the Poll Everywhere website allowed students to answer
electronically individually or in groups and to view responses immediately. By
downloading a free presentation application onto the classroom computer,
responses to each question placed on Poll Everywhere and linked directly to
PowerPoint allowed real-time responses to appear in a graphic format (for true/false
or multiple choice questions) or a scrolling list of open-ended responses. Through
Poll Everywhere, students’ understanding was assessed, and students’ anonymous
opinions on controversial issues were solicited.
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Video clips were used to enrich and extend student learning through timely
and informative visual technology. Professional organizations, media outlets, and
commercial videos were searched to obtain video clips to supplement course
content. YouTube provided another useful resource, but its use required careful
review to ensure quality and appropriateness of content. Links to video clips were
embedded within PowerPoint slides, which permitted students to review video clips
or view them if absent from class.
Procedure
In conjunction with regular course evaluations, student perceptions were
measured through an anonymous, author-designed questionnaire.
The
questionnaire asked students to respond about the degree (0 = not at all; 1 =
sometimes; and 2 = often) of positive impact on their learning for each technologynested strategy. Additionally, students were asked to record the open-ended
comments at the bottom of this questionnaire. A student volunteer collected
completed questionnaires in an envelope and returned them to each author,
allowing the teacher to be absent during questionnaire completion. Quantitative
data and students’ qualitative feedback are provided in the results.
Quantitative data from all four undergraduate classes were compiled, and
percentages for each learning strategy were calculated as composites. Students’
qualitative comments were reviewed by each author and organized by learning
strategy. Then, each author reviewed student comments and grouped them based
on themes found in students’ word choice (for example, fun, interesting, helped me
learn). Then all three authors reviewed the comments for reporting. Comments
representing each unique student sentiment supporting the quantitative findings
were reported.
Results
The study collected quantitative and qualitative data from undergraduate
and graduate students to examine which of the technology-nested instructional
strategies positively impacted their learning. Over 80% of undergraduate and 88%
of graduate students rated each strategy as ‘often’ or ‘sometimes’ positively
impacting their learning. Students’ ratings of each instructional strategy are listed
separately in Table 1 for undergraduate and graduate students.
Table 1
Student Ratings of the Impact on Learning of Technology-Nested Instructional
Strategies
Not at All
Sometimes
Undergraduate Student Ratings
Blogs (n = 123)
13%
43%
Interactive Review Game (n =
7%
31%
151)
Learning Management System (n
0%
44%
= 55)
Poll Everywhere (n = 149)
17%
53%
PowerPoint Slides (n = 55)
0%
2%
Video Clips (n = 55)
2%
44%
Graduate Student Ratings
Learning Management System (n
4%
37%
= 27)
Lino (n = 26)
12%
42%
Poll Everywhere (n = 27)
4%
59%
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PowerPoint Slides (n = 27)
11%
Video Clips (n = 27)
0%
Note: Undergraduate N = 153; Graduate N = 27

33%
15%

56%
85%

Students also provided open-ended comments about their perceptions of
the technology-nested instructional strategies (see Table 2).
Comments are
organized by learning strategy and undergraduate and graduate students.
Table 2
Students’ Comments about Technology-Nested Instructional Strategies
Undergraduate Students’ Comments
Learning management system

“Helped me learn the material more”
Slides developed using presentation software

“Because it clearly explains what everything is and so they were very
helpful to refer to when I was uncertain about something”

“They summarized the information clearly and concisely and helped me
study effectively”

“The way I learned the best in combination with you lecturing”
Group blogs

“Although I didn’t like doing them they were pretty helpful”

“Forced us to read articles and articulate thoughts and concepts”

“Helped incorporate the readings”

“Because they really didn’t come up on the tests and were more for making
sure you actually read. I still learned a lot from the blogs and they were
informational”

“Forces you to do the reading and critically think on the topic”

“They were difficult, but doesn’t mean I didn’t learn from them”

“I liked the weekly engagement in real world situations”

“It displayed real world application on perspective for the topics”

“It required you to comprehend as well as analyze new material every
time”

“Had to read article to understand, help me learn”

“Because they were usually helpful article[s] and it helped understanding
them by writing about them”

“It helped me to talk and understand the readings”

“They made you apply what you learned”

“While doing the reading made you pay better attention”
Jeopardy

“Class involvement and learned”

“Helped with review”

“Because it was a fun way to review for the tests”

“Something fun but still learned from it”

“Helped me learn and know what was important”

“Actually integrated material helped learn. Posting on Blackboard helped as
well”

“I thought they were a very beneficial review”

“Help learn, more relaxed”

“They were entertaining but were still learning”

“Fun way to review as class”

“Quizzing us on info and having fun with it was helpful”

“Fun because the questions were straightforward and I know I needed to
know them in order to do well on tests”

“It was fun and easy way to study”

“Helped me put all we learned into something fun, made it easier for me to
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learn”
“It helped us understand what was the most important information and
what you (i.e., professor) thought was important”

“It got the class to interact and work together”

“Because I like the competition aspect of the game”

“Helpful before exams. Involved the whole class”

“They were questions based on what she taught us, therefore, made the
test easier and less stressful”
Poll Everywhere

“Those were fun because you got the other people’s response”

“It was fun, interactive, and useful”

“I like the interactive part of class”

“Interesting to see what everyone else is thinking”

“Was interesting to anonymously vote or poll on information then discuss
preferences, usually was funny”
Video clips

“The clips are fun and easy to watch”


Graduate Students’ Comments
Learning management system

“Concrete learning with topical research”

“Course material well-selected and gave well-rounded understanding”
Slides developed using presentation software

“Well-done, made issues clear”
Lino

“Funny to see different responses and discussion was good”

“Interactive learning, made class more interesting”

“Able to see others thoughts and opinions”
Video clips

“Real life experiences/examples”

“I’m a visual learner”

“Real world examples that we can apply”

“Nice to hear what experts say on popular subjects”
An examination of the comments made by undergraduate students
suggested they found the use of technology-nested strategies enjoyable and
beneficial to their learning. They commented positively on the use of an LMS and
PowerPoint slides, stating these helped them learn more and improved the clarity of
the material. Additionally, students’ comments about blogs, another strategy
facilitated on the LMS, suggested students found them helpful in the learning
process by making them read, think critically,
From a positive perspective,
and apply what they learned. With regard to
students appreciated the
interactive
review
games,
undergraduate
convenient, easy access to a
students believed their use increased peer
fully developed LMS…
interaction
during
class,
helped
them
understand what material was most important,
and allowed them to enjoy class. Students’
comments about the use of Poll Everywhere emphasized the importance of learning
from classmates and interactivity in class. Also, students appreciated the use of
videos in class because it gave them real-world examples and kept their attention.
Graduate students perceived that in-class technologies enhanced the
learning environment by giving them a clearer picture of course concepts and
helping them learn even outside of class. Specifically, graduate students perceived
the use of Lino positively, stating it allowed for interaction and its uniqueness held
their attention. Finally, graduate students felt that videos provided examples that
expanded on key content and engaged them during class.
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Discussion
While research in teaching and learning has discussed the impact of
technology-based strategies on learning from the teacher’s perspective, students’
evaluations of these strategies are lacking. Student perceptions are valuable for
evaluating learning strategies because students who enjoy learning will learn more
(Komarraju & Karau, 2008). The purpose of this study is to examine student
perceptions of the use of technology-nested learning strategies and determine if
students’ believe they learn more when these strategies are used as current
literature suggests that they do.
Learning Management System
LMSs on college campuses are ubiquitous, with millions of dollars dedicated
to supporting faculty members’ and students’ use of these systems. As Malm and
Defranco (2011-2012) questioned, however, are these systems impacting student
learning?
Students provided qualitative and quantitative evidence that they
believed the LMS and other technologies helped enhance their learning. From a
positive
perspective,
students
It is important to note, however, that
appreciated the convenient, easy
one possible negative about using an
access to a fully developed LMS,
LMS could occur if students rely too
many preferred to use course
heavily on their teachers to provide
materials posted on the LMS to learn
everything relative to the course…
on their own time and individual
pace. This should encourage faculty members to take the time to organize course
materials and post them online so students can easily find information outside of
class. It is important to note, however, that one possible negative about using an
LMS could occur if students rely too heavily on their teachers to provide everything
relative to the course, such as lecture notes and review questions and answers,
making students feel they do not have to attend class to achieve passing grades.
This further illustrates the need to engage students in class and challenge them by
using instructional strategies that force them to participate.
PowerPoint Slides
Students especially liked the availability of PowerPoint slides on an LMS to
guide note taking during class presentations and while studying for tests. This
confirmed the conclusions of Debevec et al. (2006) and Clark (2008) about how
PowerPoint slides increased student focus and attention during class.
When
students commented on the availability and use of PowerPoint slides, overall
comments were positive. For example, students described PowerPoint slides as
detailed and helpful, stated how they made good use of and liked writing notes on
these slides, and appreciated their availability online. Additionally, several stated
they learned more because the PowerPoint slides were well-developed.
This
highlights the fact that students appreciate well-developed course content. So,
teachers should consider how their course slides facilitate student learning.
Additionally, teachers might clearly explain how the PowerPoint slides can serve as
a framework to help guide their learning from lectures, textbooks, and other
readings as well as remind students that not every slide will be discussed in class.
Blogs
One difficulty for many teachers is convincing students to read and apply
what they read. Students commented that responding to blog questions helped
them better understand assigned readings. Based on student comments and
anecdotal evidence, the blogs were effective in motivating students to read, engage
with, and understand assigned readings, as Bean (2001) also reported. Similar to
Cheng and Chau (2011), the authors agreed that while students may not like
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responding to blogs, (i.e., it took time and thought), they were convinced they
learned more by reading and writing about what they read. Also, the authors found
the use of blogs became even more effective when students were provided with
timely feedback and specific examples of quality student posts and when blog
responses were used as discussion starters in
Students enjoyed the variety
class.
In comparing the positives and
of playing interactive review
negatives, blogs contributed to student
games to assess what they
learning due to their investment of time in
were learning or may not yet
reading, thinking, and writing; still, many
have learned.
students would have preferred not to have to
respond to the blogs because of the out-of-class time and effort required. The
authors concluded that greater engagement with content led to more learning even
though blogs were the least liked instructional strategy used.
Jeopardy-Like Game
One of the most popular technology-nested instructional strategies was
using an active learning, change-of-pace Jeopardy-like game to review for tests;
plus students liked having these games placed on the LMS for further review.
Students enjoyed the variety of playing interactive review games to assess what
they were learning or may not yet have learned. Students also found these games
to be fun and enjoyable, which kept them engaged and interested during class. The
amount of time for each interactive review game seemed well spent in helping
students self-assess their learning and review for tests. Undergraduate students
overwhelmingly enjoyed engaging in the Jeopardy-like games because they were
fun yet beneficial. There were not any negatives, other than the initial time it took
to develop each game.
Poll Everywhere and Lino
Due to the cost of clickers, the authors instead took advantage of two free
classroom response systems, with students expressing appreciation for not having
to purchase expensive clickers.
Overwhelmingly, students enjoyed using Poll
Everywhere because it was interactive, occurred in real-time, and gave them
immediate feedback about what they were or were not learning. They were asked
to respond individually or in groups, with the latter facilitating interactions with
classmates. Students commented that they enjoyed learning from their classmates
and sharing their own thoughts on a wide range of topics, without feeling anxiety
over speaking in front of a large group of their peers.
No doubt, student
participation and engagement increased through in-class polling, as Sevian and
Robinson (2011), DeBourgh (2008), and Patterson et al. (2009) also reported.
Another classroom response strategy, Lino, received very positive feedback from
several graduate students as they indicated using Lino helped their learning and
was enjoyable. The positives of using Poll Everywhere and Lino were that they were
free, students received immediate feedback on their responses which in turn
contributed to class discussions as students learned from each other, and the
technology-based approach was a change-of-pace strategy used to teach and
review content.
Since use of these two response systems forced student
participation, a few students expressed they would have preferred to sit passively
rather than engage actively.
Video Clips
Comments from students indicated videos were interesting, enjoyable, and
helpful to their learning. Overwhelmingly, punctuating class lectures with video
clips to reinforce or extend key points was an effective instructional approach and
addressed the need to meet the visual learning styles of many students, which
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Wright and Abell (2011) also found. Students appreciated the inclusion of video
clips to inform their learning through real-world examples (Doyle, 2008). Almost all
students liked the real-world applications and practicality shown through video clips
to reinforce or expand their understanding of key concepts, which led to many
positive comments about them. Video clips, however, add nothing to learning
unless they are carefully chosen and connected specifically to what is taught or the
key points to be reinforced visually.
When over 50% of undergraduate and graduate students rate a
technology-based instructional strategy as often having a positive impact on their
learning, this is strong evidence of their effectiveness, as the data in Table 1 verify.
If a technology-based instructional strategy even sometimes has a positive impact
on learning, its occasional use is supported. Through this action research project,
the authors were strongly convinced students’ comments and ratings supported the
importance, and even essentiality, of continued use of technology-based
instructional strategies. This action research project that used the authors’ classes
as case studies reaffirmed the use of LMS, PowerPoint slides, blogs, Jeopardy-like
review games, Poll Everywhere, Lino, and video clips to positively impact student
perceptions of their learning.
One limitation of this study is its exclusive use of sport and health
classrooms, which could limit the generalizability of the findings. Researchers
across disciplines should collaborate to use the same survey instruments and
methods to study students’ evaluation of technology-based learning strategies on
their learning. Additionally, the results in this study are limited to students who
chose to write anonymous, open-ended comments giving the authors no ability to
follow up with students or probe students about the reasons they believe strategies
do not positively impact their learning. This information is just as valuable as the
reasons why they believe strategies do positively impact their learning. To examine
this, researchers could conduct semi-structured interviews with students to gain a
deeper understanding of why and how these strategies help them learn.
Conclusion
College students enjoy and value the use of technologies in their classes.
The evidence illustrates how use of an LMS to organize and provide learning
materials for students helps facilitate learning and active engagement with course
content. Video clips add real-world examples and applications to further extend
learning.
Blogs are especially effective in holding students accountable for
completing readings and focusing on learning because they must respond to
prompts and provide specific examples from readings in their responses. Students
seem to enjoy opportunities to share their opinions through classroom response
systems, like Lino and Poll Everywhere, and thoroughly enjoy playing an interactive
review game.
Technology-nested strategies engage students actively in their
learning and help reinforce information previously presented, especially as a change
of pace punctuating traditional lectures.
Students’ positive comments encourage the authors to continue to adapt
and adopt technology-nested strategies to enhance learning. The authors remain
committed to and desirous of increasing the infusion of technology-based
instructional approaches in teaching. The positive results about student perceptions
adds to the literature by challenging other
Blogs are especially effective in
faculty
to
incorporate
innovative
holding students accountable for
technologies in their courses and then
completing readings and focusing
gather evidence of strengthened and
on learning because they must
expanded student learning in their
respond to prompts and provide
classes. Through this process faculty can
specific examples from readings
learn what technologies students perceive
in their responses.
as beneficial to their learning as well as
enjoyable.
Most importantly, student
perceptions are valuable in assessing technology-based strategies because students’
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decisions to attend class and actively participate are inevitably linked to the use of
these technologies. When students enjoy the learning process in their courses, they
are more likely to prepare for, participate in, and interact with disciplinary content.
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