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Abstract

Technology is very much a part of our daily lives, and is only natural to want to implement the same technology in
our classrooms. Thus, this study engaged undergraduate international university students from distinctive linguistic
backgrounds, utilizing Eddie’s Vocab Challenge, testing its impact on the students’ capacity to comprehend fundamental
English reading passages. When initially introducing technology into a classroom setting, it is not a matter of simply adding
an interactive online exercise randomly, but rather making sure the newly integrated technological application and/or feature
is synchronized with a classes’ or course’s overall curriculum development or design. During the course of this study, a
mixed method of both quantitative and qualitative approach was utilized. First of all, both (control and experimental)
groups participated in a 100-question reading comprehension pre-test and post-test. Secondly, students were asked to
participate in focus groups that were randomly selected. Lastly, the researchers kept audio journals after each teaching
session. When compared to utilizing teaching methods, the findings of this study showed that by using a flash-based
vocabulary-oriented in-class online application, students reading comprehension scores in the experimental group improved
12% as opposed to the control group’s 5%. Additional unintended findings of the study also found that student motivation
improved 14.2% more in the experimental group than did in the control group. The other unintended finding was that the
student truancy decreased 6.8% more in the experimental group when compared to the control group.

Keywords: curriculum development, Eddie’s Vocab Challenge, flash-based vocabulary-oriented in-class online application,
in-class online application, reading comprehension

1. Introduction materials” (Lamb & Johnson, 2006, p. 54).

The ever-changing technology in the However, numerous teachers feel uncomfortable
outside world has not only radically altered how about their students’ infatuation with “technology”
people exist, make a living, and how we interact, but (Lane-Kelso, 2014, p. 818). Even more, some
it has also transformed the contemporary educational teachers don’t possess instruction, knowledge or
framework (Lan, Worch, YuChun, & Aguitan, support to implement technology in the classroom
2015). By integrating technology in the classroom (Safitry et al, 2015). Some other main obstructions
(from the outside world), it can revolutionize the preventing the utilization of an in-class online

way students acquire knowledge, enhance student applications in the classroom: (1) educator’s
involvement, and assimilate distinctive groups of understanding in the area of study; (2) relevance of
students together as one (Conefrey, 2016). in-class online applications (or lack thereof) to the

Being one aspect of technology, utilizing a curriculum; (3) getting the online applications ready
flash-based vocabulary-oriented in-class online for implementation; (4) insufficient technological
application in the classroom offers a way for both infrastructure at the school; and (5) the right or
teachers and their pupils to understand the opportunity to use in-class online applications
significance of the curriculum through their (Allsop, Yildrium, & Screpanti, 2013). The current
participation in meaningful encounters with justifications for not using technology in the

technology. Flash-based technology is blended with classroom can no longer be tolerated, as instructors
enticing computer animation, communication, and need to possess the instruction, knowledge and
interactive media elements that embody the first-rate support to evolve their teaching practices (Safitry et
elements of the internet in the areas “of free or low- al, 2015). Educators need to receive proper
cost, high quality informational and instructional qualifications on how to implement in-class online
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applications so they are modeled after the curriculum
(Allsop et al., 2013).

Simplified access to technology has
impacted “learning theories and evaluation
methodologies” in reference to using technology in
the classroom (Levene & Seabury, 2015, p. 46), so
when utilized properly, in-class online applications
have a myriad of benefits (Allsop et al., 2013): (1)
can give students the opportunity for “technology
skills” to develop and prosper (p. 5); (2) can be used
as a way of recognition of achievement; (3) can give
students the opportunity to operate self-reliantly; (4)
can give the chance for cooperative learning; (5) can
expand “problem-solving/critical thinking” abilities
(p- 5); (6) can inspire imaginativeness; (7) can
upgrade education; and (8) in-class online
applications can inspire students. Additionally,
McClanahan (2014) stressed that by utilizing
technology in the classroom: (1) can increase
English development; (2) can develop conversational
abilities; (3) can develop specialized abilities; (4) can
give students the chance to experience real-life
situations; (5) students can learn from various
methodologies; and (6) can foster academic
impartiality.  Also, in-class online applications
proved to be most beneficial for learners who
generally fall behind, or do not fully understand the
course content (Beserra, Nussbaum, Zeni,
Rodriguez, & Wurman, 2014). There are those times
when learning can be mundane, so using in-class
online applications in the classroom can supply
students with pleasure and inspiration (Lane-Kelso,
2014). Finally, utilizing in-class online applications
can help to decrease truancy, improve students’
attitudes and student achievement (Meyer, 2015). In
order to best get our students ready for life after
graduation, educators need to communicate and
immerse students in the technological world inside
their academic lives (Nowell, 2014). Itis essential to
integrate “print-based literacy and digital literacy” so
the two forms (of literacy) can collaborate with each
other to benefit students (Brosseuk, 2014, p. 20).

In the past few years there has been
increasingly more research conducted in the field of
using technology in the classroom. For example,
research was done utilizing tablets in the classroom
to foster creativity under a model called Visual
Thinking  through  Tablet-Based Classroom
Instruction (VTTCI) in Korea (Kim, Park, Yoo, &
Kim, 2016). In this study, when compared to the
control group, “the treatment group scored
significantly higher . . . on overall creativity” (Kim et
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al., 2016, p. 207), thus providing evidence that
technology within the confines of the classroom is a
key asset. Additionally, another study conducted in
Australia came to the following conclusions
regarding the benefits of using technology in the
classroom: (1) technology inspires and stimulates
students; (2) technology offers learners options in the
direction of what they view or study; (3) students can
become more independent; and (4) technology offers
adaptability in education (Spencer & Smullen, 2014).
Finally, there was a study completed in England
where technology in the classroom was utilized in a
student-centered environment. The results indicated
that by allowing students to learn in innovative
manners, there was “greater student participation and
higher-quality understanding” of the course content
(Warren, 2016, p. 309).

Although, there has been increasingly more
research done in the past few years pertaining to
utilizing technology in the classroom, research has
been lacking in a few areas. For example, utilizing
technology (i.e. flash-based vocabulary-oriented in-
class online applications) are presently aiding
students to comprehend ideas or content they cannot
comprehend in a textbook (Schaffhauser, 2013).
However, in order for in-class online applications to
be practical, they need to be a component of the
curriculum instead of merely an additional unrelated
segment (Meyer, 2015).

In addition, there seems to be little or no
link in prior research between using technology in
the classroom and reading comprehension. Effective
reading comprehension encompasses varied
“cognitive and affective abilities” (Kelley, Roe,
Blanchard, & Atwill, 2015, p. 42), as it is an integral
part of effectively understanding the English
language (Beydarani, 2015).  Since it is a
prerequisite for proper reading comprehension for
students to recognize vocabulary words and
comprehend their definitions (Carlson, Jenkins, Li,
& Brownell, 2013), integrating ways of developing
learner’s vocabulary and grammar skills into a
curriculum is key (Mokhtari & Niederhauser, 2013).
As a result, there are six factors when selecting
vocabulary words to be taught (Fisher & Frey, 2014,
p. 596): (1) “Representative” — Is the vocabulary
word depictive of something a student should know?
(2) “Repeatability” — Is the vocabulary word utilized
more than once during the academic term? (3)
“Transportable” — Will the vocabulary word be used
in multiple contexts? (4) “Contextual Analysis” —
Can the definition of a word be inferred by the way it
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is being utilized in a reading passage? (5) “Structural
Analysis” — Ability to separate a word into parts (i.e.
root, prefix and suffix) to determine its definition.
And finally, (6) “Cognitive Load” — Are the group of
vocabulary words too humerous in numbers for the
learners to effectively utilize them? Taking all those
factors into account, allowing students the situations
to also come across vocabulary words outside the
classroom is an effective method to complement
their knowledge of the particular vocabulary word
(McKeown, Crosson, Artz, Sandora, & Beck, 2013).
By using a flash-based vocabulary-oriented in-class
online application, this method could enhance
reading comprehension skills for students.

2. Objectives

The research objective is to study the
impact that a flash-based vocabulary-oriented in-
class online application for teaching vocabulary can
play in exclusively increasing a student’s reading
comprehension  skills in an international
multicultural setting by including students from
seven different countries (including Thailand,
Myanmar, China, Netherlands, Bhutan, American
and Russia). Therefore, this paper aims to contribute
to the theoretical understanding of utilizing a flash-
based vocabulary-oriented in-class online application
in an international multicultural classroom by asking
- Does using a flash-based vocabulary-oriented in-
class online application in the classroom exclusively
help to increase a student’s reading comprehension
skills?- indicated as a research question.

3. Materials and methods
3.1 Method introduction

In an effort to gauge whether technology
inside the classroom is beneficial for students, this
multicultural study utilized a flash-based vocabulary-
oriented in-class online application that is proprietary
to the researchers and utilized it in a manner to show
improvement in student reading comprehension.
The researchers based the game off of the popular
game show Who Want to be a Millionaire? This
flash-based vocabulary-oriented in-class online
application is called Eddie’s Vocab Challenge, and
similar to the game show, it has a series of 15
questions in an effort to win the game. All reading
comprehension questions in the flash-based
vocabulary-oriented in-class online application are
independent of each other and are completely
nonaligned in terms of the setup of each game. The
flash-based vocabulary-oriented in-class online
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application  gauges the students’ reading
comprehension enhancement of the vocabulary
words introduced in each lesson. Also comparable
to the game show, this online application has three
lifelines students can choose from: 50/50, phone a
friend and ask the audience. Each question is
vocabulary-based, and if the student answers a
question correctly, they then move onto the next
level. However, if the student answers a question
incorrectly, they must then start over from the very
beginning. In this flash-based vocabulary-oriented
in-class online application, “a conditioned response”
is created (Lineros & Hinojosa, 2012, p. 2).

With Eddie’s Vocab Challenge, each
student logs into the flash-based vocabulary-oriented
in-class online application using their name and
student ID number. When a particular student
successfully finishes a particular game, an email is
automatically sent to the researchers informing them
which student successfully finished which game.

This mixed (quantitative and qualitative)
method was conducted in a student-centered
classroom. In an effort to find out if student reading
comprehension improved as a result of the
researchers’ proprietary flash-based vocabulary-
oriented in-class online application, the 44 research
subjects were separated into two separate groups of
one control group and one experimental group. The
dissimilarity in the number of students between the
two groups had to do with the availability of working
computers in the computer lab. Students were
selected from a common pool and randomly chosen
based on their overall English levels based on
reading, writing and listening abilities. All students
in this study took an online Oxford placement test
and received a score of C1 or higher or successfully
passed all the English courses offered. The Oxford
placement test gauges students’ English listening
abilities, as well as their understanding of English
grammar (Wistner, Sakai, & Abe, 2009). The two
groups of research subjects are as follows:

Control group: The researchers conducted
the study with 28 multicultural international first-
year and second-year students.

Experimental group: The researchers
conducted the study with 16 multicultural
international first-year and second-year students.

The researchers analyzed and compared the
two groups of multicultural international students
utilizing a  written  100-question  reading
comprehension pre-test and post-test (Lougheed,
2014) to find out which group’s reading
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comprehension skills improved the most. The
reading comprehension pre-test and post-test, which
was first used in 1979, has been utilized by
thousands of “corporations, English Training
programs, English language schools” (Suzuki &
Daza, 2004, p. 16). All data collection was
conducted at one international college in Patumthani,
Thailand.

3.2 Study procedures

Step 1: Received consent and endorsement
from international multicultural university where the
study took place.

Step 2: All participants signed consent
forms to participate in the study, and were each
given copies of the consent forms they signed.

Step 3: Students in both the control group
and experimental group were tasked with completing
a written 100-question reading comprehension pre-
test (Lougheed, 2014) that could distinguish English
reading comprehension into 5 different levels (A)
ability to speak, read or write sufficiently as a non-
native English speaker; (B) ability to speak, read or
write in most situations; (C) can accomplish most
routine circumstances and can accomplish certain
business-related activities; (D) limited ability to
speak, read or write in English; (E) insufficient
English reading, writing and speaking abilities
(Trew, 2007).

Step 4: Research subjects in the
experimental group were asked to utilize the flash-
based vocabulary-oriented in-class online application
(Eddie’s Vocab Challenge), whereas the research
subjects in the control group were given paper-
quizzes (with the exact same questions and answers
used in the online application). At the beginning of
each lesson, all students would login to play the
flash-based vocabulary-oriented in-class online
application playing a particular game, after which the
researchers would go through the English lesson
introducing key vocabulary words that were utilized
in the flash-based vocabulary-oriented in-class
online application. At the conclusion of each lesson,
all students would again login to play the same game
in the flash-based vocabulary-oriented in-class
online application.

Step 5: All research subjects were expected
to complete the course’s Vocabulary Book, which
was comprised of key vocabulary words that were
utilized in the flash-based vocabulary-oriented in-
class online application, after each lesson and turn
them in as part of their homework.
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Step 6: After each lesson, the researchers
made an audio observational journal that was later
transcribed into written form.

Step 7: For both the control group and the
experimental group, there were student focus groups
held in the middle and at the end of the study.

Step 8: Students in both the control group
and experimental group were tasked with completing
a written 100-question reading comprehension pre-
test (Lougheed, 2014) that could distinguish English
reading comprehension into 5 different levels (A)
ability to speak, read or write sufficiently as a non-
native English speaker; (B) ability to speak, read or
write in most situations; (C) can accomplish most
routine circumstances and can accomplish certain
business-related activities; (D) limited ability to
speak, read or write in English; (E) insufficient
English reading, writing and speaking abilities
(Trew, 2007).

3.3 Evaluation criteria

The researchers analyzed the control group
against the experimental group by comparing the
results of the groups’ pre-test reading comprehension
scores with that of the groups’ post-test reading
comprehension scores. In the end, the researchers
assessed which group’s reading comprehension
scores improved the most.

4. Results
4.1 Reading comprehension test

In answering the research question (Does
using a flash-based vocabulary-oriented in-class
online application in the classroom exclusively help
to increase a student’s reading comprehension
skill?), the results are shown below in Figure 1
pertaining to the  100-question  reading
comprehension pre-test and post-test (Lougheed,
2014).

14%
12%
12%
10%
8%
.
6% 5%
4%

2%

0%

Experimental Group Control Group

Figure 1 Percentage of improvement between the reading
comprehension pre-test and reading comprehension post-
test for both the control group and experimental group
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As shown in Figure 1, the experimental
group utilizing the flash-based vocabulary-oriented
in-class online application increased 12%, whereas
the control group that utilized the teaching methods
that did not use technology increased by only 5%.
The results show that when comparing the reading
comprehension pre-test and post-test scores, the
experimental group’s reading comprehension scores
increased over twice as much as the students in the
control group.

4.2 Flash-based vocabulary-oriented in-class
online application results

120.00%

100.00%
100.00% 100.00%

100.00% -

80.00%

60.00% -

M Control Group

% |
40.00% Experimental Group

20.00% -

Figure 2  Student participation in the flash-based
vocabulary-oriented in-class online application of
experimental group versus the in-class paper- based quiz
of control group

Figure 2 shows a higher percentage of
students in the experimental group participated in the
flash-based vocabulary-oriented in-class online
application at 92.5% versus the students in the
control group at 85.7%. The results show that when
comparing the percentage of in-class online
application games that were finished, the
experimental group finished 6.8% more of the games
than the control group did. Since more students in
the experimental group successfully finished more of
the in-class online games, it shows that students in
the experimental group had a lower truancy rate than
the control group. As previously stated, utilization
of technology in the classroom can help to decrease
truancy (Meyer, 2015).

4.3 Vocabulary book results
Just as Figure 2 relates to the motivation of
the students in this study, Figure 3 also addresses the
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key factor of motivation (in terms of completing the
assigned homework):

100.00% -92.86%

85.71%
87.50% 87.50%
82.14%

87.50%

90.00%

81.25% 81.25%

80.00%

70.00%

60.00%

50.00%

40.00% B Control Group

Experimental Group
30.00%

Figure 3 Completion of assigned homework:
experimental group versus control group

Figure 3 shows, a higher percentage of
students completed the assigned homework at 84.6%
versus the students in the control group at 70.4%.
The results show that when comparing the
percentage of homework that was finished, the
experimental group finished 14.2% more of the time
than the control group did. Since more students in
the experimental group successfully finished their
homework (as opposed to the control group), it
shows that students in the experimental group had a
higher motivation to finish their homework. As
previously stated, utilization of technology in the
classroom can help to inspire or motivate students
(Allsop et al., 2013).

4.4 Student focus group

In the middle and at the end of the study,
the researchers conducted student focus groups (for
both the control and experimental groups), and the
underlying theme of both groups was how much the
students enjoyed playing the flash-based vocabulary-
oriented in-class online applications, and how
mundane the paper-based quizzes can be. One
student in the control group stated that they would
have preferred to play an in-class online game,
instead of a paper-based test because they had played
online games their whole life. Another student (in
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the control group) stated that they enjoyed the card
games the researchers used in class and preferred this

The experimental group enjoyed playing the
flash-based vocabulary-oriented in-class online
application, as a few students stating the application
was very good and fresh. One student went further
and stated that the game was of “good quality”.
However, there were a couple negative aspects about
the flash-based vocabulary-oriented in-class online
application that students did not approve of. For
example, sometimes the flash-based vocabulary-
oriented in-class online application froze up and
students had to start over from the very beginning of
game. Also some students did not appreciate the
music of the online application that was utilized. But
overall, students enjoyed playing the flash-based
vocabulary-oriented in-class online application, as it
was enjoyable and it allowed them to learn new
vocabulary in a meaningful context.

4.5 Observational audio journal

Since all research subjects in this study
either had to successfully pass all the other English
courses (as this course was the most advanced
English course offered at this particular international
college), or they had to pass an online English
placement test with a level C1 or higher, the overall
student English level was rather high. Given those
facts, there were large portions of the class who
finished with the in-class quizzes in a short matter of
time, as opposed to other international students who
took a longer time to complete them (towards the
beginning of the study). Some students finished the
quizzes in less than two minutes, but most students
completed the quizzes in less than 10 minutes.
However, towards the end of the study most students
finished the quizzes in five minutes on average for
both the control group and experimental group.

One thing the researchers did notice
towards the end of the study, however, was that for
the majority of the students in the control group,
taking the paper-based quiz was rather mundane and
uninteresting, whereas the majority of the students
really enjoyed participating in the flash-based
vocabulary-oriented in-class online application.

5. Discussion
5.1 Online application benefits

Even though technological infrastructures
are available in some educational institutions, hardly
any educators are utilizing them (Rehmat & Bailey,
2014). At the beginning of this study, the
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style of exercise, as opposed to paper-based ones.

researchers explored to find out one answer: Does
using a flash-based vocabulary-oriented in-class
online application in the classroom exclusively help
to increase a student’s reading comprehension skills?
However, as the study progressed, the researchers
found five main advantages in using technology in
education (Alodail, 2016). First of all, through the
use of the flash-based vocabulary-oriented in-class
online application in this study, student motivation
improved more than students that did not use
technology in the classroom. This can be based on
the fact that students utilizing technology in the
classroom finished their homework 84.6% of the
time, whereas students being taught in traditional
teacher methods only completing their homework
70.4% of the time. Secondly, as Meyer (2015)
stated, technology used in the classroom can help to
decrease truancy. It was evidenced in this study as
students who utilized the flash-based vocabulary-
oriented in-class online application completed the
online quizzes 92.5% of time, as opposed to students
in the control group who completed 85.7% of the
paper-based quizzes. In addition, as McClanahan
stated in 2014 that using technology in the classroom
can develop student interest. Additionally,
technology inside the classroom can inspire students
(Allsop et al., 2013). This factor was also evidenced
in this study as multiple students in the experimental
focus group found that using the flash-based
vocabulary-oriented in-class online application was
enjoyable. In this study, it was proven that by using

technology in the class, student reading
comprehension can be improved. Reading
comprehension  progression is reliant upon

vocabulary progression (Quinn, Wagner, Petscher, &
Lopz, 2015), and the flash-based vocabulary-
oriented in-class online application utilized in the
study is a vocabulary-based application. Students
who utilized the online application improved 12%
during the course of the study, compared to only 5%
to those who were taught without using technology.

5.2 Online application obstacles

However, there were a few minor
hindrances while using a flash-based vocabulary-
oriented in-class online application in this study.
First of all, a few students complained about the
(flash-based vocabulary-oriented in-class online
application) music, one student in particular stated
that he “hated” the music. Another point to consider
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is that when there is a room full of students trying to
finish the flash-based vocabulary-oriented in-class
online application, the music can be a bit disruptive.
In the future, the researchers will either change the
music of the flash-based vocabulary-oriented in-class
online application or eliminate the music altogether.
The next hindrance is that sometimes the flash-based
vocabulary-oriented in-class online application will
freeze up and then students have to start the game all
over again from the very beginning. Although it
seldom happens, this is an aspect of the flash-based
vocabulary-oriented in-class online application that
needs to be remedied. Since this study utilized a
flash-based technology, it could only be played on
computers, and it was not compatible on other
platforms. Because of this fact, this study could only
be done in a computer lab.

5.3 Limitations of the study

During the course of this study, the research
subjects’ English level was advanced, with a handful
of students being actual native-English speakers or
near-native level. The course the research subjects
were enrolled in was the most advanced English
course in this particular multicultural international
college. Because of this fact, the reading
comprehension improvement was handicapped due
to the high English level of the students in the class.
In subsequent research of this nature, the researchers
intend to use research subjects with intermediate
levels.

5.4 School infrastructure

The location of the study was conducted at
a multicultural international college in Patumthani,
Thailand, where all of the classrooms were equipped
with overhead projectors, free Wi-Fi (for teachers
and students), and sound systems. Although greater
facilities may not be able to be found at other
universities in the area, there were a few issues with
the computers in the computer lab. First of all, it
would be a good idea to update some of the
computers in the computer lab, as not all the
computers were completely functional. In addition
to that, not all the computers in the computer lab had
actual internet access. If future studies are to be
conducted utilizing the current flash-based
vocabulary-oriented in-class online application
(which is reliant on the university’s infrastructure),
then these issues should be addressed.
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6. Conclusion

In this study the researchers has presented
the results of the research question by coming to a
conclusion that using technology in the classroom
can help improve reading comprehension skills. In
addition, by focusing on the research objective, the
findings of this study have come to the conclusion
that, by using technology in the classroom,
motivation can be increased and student truancy can
be decreased.

6.1 Reading comprehension

Knowing a broad range of vocabulary does
help reading comprehension (Hall, Greensburg,
Laures-Gore, & Pae, 2014). In order to comprehend
reading passages, it is vital to expand learners’
understanding of vocabulary words, and the main
predicament in reading comprehension for students
is inadequate understanding of vocabulary words and
various word combinations (Asmaa, Noorizah, &
Zaini, 2015). Given those facts, this study
implemented the use of a flash-based vocabulary-
oriented in-class online application in order to
improve student reading comprehension. When
comparing the group that utilized technology in the
classroom with that of the group that did not utilize
technology in the classroom, the experimental
group’s reading comprehension results improved
12% as opposed to the control group’s 5%.

6.2 Motivation

As observed in a similar study, when using
technology in the classrooms, students seemed more
engaged (Alresheed, Leask, & Raiker, 2015).
Similarly, as observed in this study and in the student
focus group, the students stated the flash-based
vocabulary-oriented in-class online application was
very good and fresh. One student commented that
the flash-based vocabulary-oriented in-class online
application was of “good quality”. Furthermore, the
results of the student vocabulary book proved that
students were more motivated during the course of
the study based on the fact that students utilizing
technology in the classroom finished their homework
14.2% more of the time than the group that used
traditional teacher methods.

6.3 Truancy

As stated earlier, utilizing online
applications in the classroom can help decrease
truancy (Meyer, 2015). Similarly, this study came to
the same conclusion, as student truancy decreased
6.8% more in the experimental group when
compared to the control group.
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6.4 Future research

The researchers advocate that future
research possibilities in the area of using technology
in the classroom, can and should be conducted, but
with two minor adjustments. Firstly, this study
utilized a flash-based vocabulary-oriented in-class
online application. Because of this fact, it could only
be played on computers and not on other platforms
such as tablets and mobile phones. The researchers
propose for future studies that a similar in-class
online application should be developed as a tablet-
based application. At the university where the study
took place, all in-coming students receive an iPad
Air (included in their tuition). So if an iPad app was
developed, future studies would not be reliant on the
university’s infrastructure. The other study
modification that the researchers advocate has to
deal with the research subjects. As stated earlier, the
students in this study possessed an advanced English
level, and because of this fact, the researchers
assume their reading comprehension improvement
was handicapped. So in future studies of this kind,
the researchers are advocating research subjects with
an intermediate English level, that way reading
comprehension improvements could be better
assessed. Educators need to be creative,
acknowledge their students’ curiosities, minimize
their technological bias and take advantage of the use
of technology in the classroom (Ersoy & Bozkurt,
2015). One of the research subjects in the
researchers’ focus group said it best: “The way
moving forward is using more technology, but notin
a way that distracts students”.
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