




1 

ALTERNATIVE APPROACHES TO DISCOURSES 
 

Editors: Dana RUS, Bianca HAN 

 

Authors: Dana RUS, Anișoara POP, Adrian NĂZNEAN, Nicoleta MARCU, Andreea BAN, 

Corina LIRCA, Bianca HAN, Smaranda ȘTEFANOVICI, Iulian BOLDEA, Reka KUTASI, 

Georgeta MATEI, Corina BOZEDEAN 



4 

Redactor: 

Tehnoredactor: 

Copertă: 

Elena Onea  

Luiza Stan 

Vlad Pătruță 

Editat de Pro Universitaria SRL, editură cu prestigiu recunoscut. 

Editura Pro Universitaria este acreditată CNCS în domeniul Științelor Umaniste 

și CNATDCU (lista A2-Panel 4) în domeniul Științelor Sociale.  

 

Copyright © 2023, Editura Pro Universitaria 

Toate drepturile asupra prezentei ediții aparțin  

Editurii Pro Universitaria. 

Nicio parte din acest volum (fragment sau componentă grafică) nu poate fi copiată fără acordul 

scris al Editurii Pro Universitaria. 
 

 

Descrierea CIP a Bibliotecii Naţionale a României 

Alternative Approaches to Discourses / Dana Rus, Anişoara Pop, Adrian 

 Năznean, ... ; ed.: Dana Rus, Bianca Han. - Bucureşti : Pro Universitaria, 

 2023 

     Conţine bibliografie 

     ISBN 978-606-26-1804-9 

 

I. Rus, Dana 

II. Pop, Anişoara 

III. Năznean, Adrian 

IV. Han, Bianca (ed.) 

 

80 

61 

 

 Reviewers:  Maria-Laura RUS PhD, G.E. Palade University of Medicine,  

 Pharmacy, Science, and Technology of Târgu Mureș 

 Andrea PETERLICEAN PhD, Sapientia University of Cluj-Napoca   

 

 

 

 

 

 

 

 

 
   

 

 
 

Redacție: 

tel.: 0732.320.664 

e-mail:editura@prouniversitaria.ro 
 

EdituraProUniversitaria 

 

 
 

LibrăriaUJmag: 

tel.: 0733.673.555;021.312.22.21 

e-mail:  comenzi@ujmag.ro 

 ujmag.ro 

Ujmag.ro 

mailto:editura@prouniversitaria.ro
http://www.editurauniversuljuridic.ro/
mailto:comenzi@ujmag.ro


5 

CONTENTS 

FOREWORD .................................................................................................................  7 

CHAPTER 1. BEYOND TRADITION: ALTERNATIVE PARADIGMS TO 

SPECIALIZED DISCOURSE, by DANA RUS .................................................................  11 

CHAPTER 2. BUILDING A DIALOGUE OUTSIDE THE CLASSROOM. AN 

ALTERNATIVE ED-TECH APPROACH TO TEACHING ENGLISH FOR MEDICAL 

PURPOSES (EMP), by ANIȘOARA POP ..............................................................................  27 

CHAPTER 3. MASTERING THE LANGUAGE OF HEALTHCARE: OVERCOMING 

CHALLENGES IN MEDICAL COMMUNICATION, by ADRIAN NĂZNEAN ................  56 

CHAPTER 4. TECHNOLOGY-ENHANCED ALTERNATIVE APPROACHES TO 

LEGAL DISCOURSE, by NICOLETA AURELIA MARCU .............................................  71 

CHAPTER  5. ERFORSCHUNG NEUER TECHNOLOGIEN FÜR UNABHÄNGIGES 

LERNEN, by ANDREEA-ROMANA BAN .......................................................................  89 

CHAPTER 6. DIGITAL CONTENT IN THE LANGUAGE CLASS –  FROM FOE TO 

FRIEND, by CORINA ALEXANDRINA LIRCA ..............................................................  106 

CHAPTER 7. WANNA TEACH? GOTTA TECH! TAKE THE CALL! ON THE USE OF 

CALL ALTERNATIVE METHODS, by BIANCA HAN ....................................................  120 

CHAPTER 8. EXPLORING ALTERNATIVE APPROACHES TO DEVELOPING 

LINGUISTIC COMPETENCE THROUGH INTERDISCIPLINARITY, by ANDREEA-

ROMANA BAN and ARINA-FLORENȚA MODREA ......................................................  141 

CHAPTER 9. DECANONIZATION AND ALTERNATIVE APPROACHES TO 

LITERATURE, by SMARANDA ȘTEFANOVICI ............................................................  156 

CHAPTER 10. EXPLORING ALTERNATIVE DISCOURSES OF IDENTITY: THE 

REPRESENTATION OF ROMANIAN LITERARY EXILE, by IULIAN BOLDEA ..........  171 

CHAPTER 11. BEYOND TRADITIONAL DISCOURSE: THE ROLE OF LITERATURE 

IN TEACHING ENGLISH AS A FOREIGN LANGUAGE, by RÉKA KUTASI ................  187 

CHAPTER 12. SPEAKING THE LANGUAGE OF VULNERABILITY: ALTERNATIVE 

LANGUAGES IN LITERARY DISCOURSE, by GEORGETA MATEI ............................  204 

CHAPTER 13. UNE PERSPECTIVE ALTERNATIVE EN TRADUCTION: 

TRAVAILLER L’ALTERITÉ OU SON IDENTITÉ ?, by CORINA BOZEDEAN ..............  220 

 

 



Dana RUS, Bianca HAN 

120 

Chapter 7 

 

WANNA TEACH? GOTTA TECH! TAKE THE CALL! ON 

THE USE OF CALL ALTERNATIVE METHODS 

 

 

Bianca HAN 

 

 

Abstract: Technology can make language learning more collaborative and enjoyable 

through interactive platforms, multimedia resources, and gamified apps. It also increases 

accessibility by breaking down geographical barriers and catering to learners’ diverse needs. 

Technology provides access to authentic language materials and personalises learning experiences 

through adaptive platforms. The Computer-Assisted Language Learning (CALL) alternative 

methods regard the design, implementation, and evaluation of technology-enhanced language 

learning experiences. Nevertheless, it is equally important to address challenges such as reduced 

human interaction, unequal access to technology, distractions, and technostress to ensure a 

balanced and effective approach to teaching foreign languages. Coping with technostress requires 

acknowledging the problem, understanding its sources, and implementing strategies for mitigation. 

The applicative part of this chapter debates upon the need for adaptation in response to rapid 

advancements of technology. Thus, projects such as ELSE (aiming at the application of innovative 

tools and methods in teaching) and PROF (initiated by the Romanian Ministry of Education, to 

establish a comprehensive framework for professional mentoring in the secondary education 

system) are presented, next to outcomes of fruitful collaborations with secondary school teachers.  

Keywords: language teaching, technology, adaptation, evolution, tools. 

 

 

Introduction 

Using technology in teaching languages offers numerous benefits and advantages 

for both educators and learners. Reasoning on why technology is important in 

language teaching would include arguments like enhancing engagement, increasing 

accessibility, providing authentic language exposure, personalising learning, 

facilitating communication and collaboration, providing instant feedback, 

supporting multimedia learning, fostering autonomous learning.  

Therefore, regarding enhancing engagement of users, we agree that 

technology can make language learning more interactive, engaging, and enjoyable. 

Interactive language learning platforms, multimedia resources, and gamified 
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language apps can capture learners` attention and motivate them to actively 

participate in the learning process.  

When it comes to the issue of increasing accessibility, technology enables 

language learning to be accessible to a wider range of learners. Online language 

courses and virtual classrooms break down geographical barriers, allowing students 

from different locations to learn together, and to enjoy the process. Additionally, 

digital resources and tools can cater to learners with diverse needs, such as those 

with visual or hearing impairments. Kukulska-Hulme and Shield (2008: 273) 

emphasise the importance of mobile technologies in language learning. Their 

research shows that mobile devices offer learners the flexibility to engage with 

language materials anytime and anywhere, enabling continuous learning 

opportunities. Mobile apps, language learning games, and social media platforms 

on mobile devices contribute to personalised and on-the-go language learning 

experiences. 

In terms of providing authentic language exposure, technology offers access 

to authentic language materials, such as videos, podcasts, news articles, and social 

media platforms. This exposure to real-world language use helps learners develop 

their listening, reading, and comprehension skills in a more authentic and natural 

context, which leads to the next argument supporting the need to bring technology 

in the classroom, that of personalising learning experiences. Adaptive learning 

platforms can analyse learners` strengths and weaknesses and provide tailored 

content and activities accordingly. This individualised approach helps learners 

progress at their own pace and focus on areas that require more attention.  

Warschauer (1996) argues that technology can facilitate authentic language 

use and communication. Through online platforms, learners have access to real-

world language materials and opportunities to interact with native speakers, 

enabling them to develop their language skills in a more natural and meaningful 

context: “Hypermedia provides a number of advantages for language learning. First 

of all, a more authentic learning environment is created, since listening is combined 

with seeing, just like in the real world. Secondly, skills are easily integrated, since 

the variety of media make it natural to combine reading, writing, speaking and 

listening in a single activity. Thirdly, students have great control over their learning, 

since they can not only go at their own pace, but even on their own individual path, 

going forward and backwards to different parts of the programme, refining 

particular aspects and skipping other aspects altogether. Finally, a major advantage 
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of hypermedia is that it facilitates a principle focus on the content, without 

sacrificing a secondary focus on language form or learning strategies. For example, 

while the main lesson is in the foreground, students can have access to a variety of 

background links, which will allow them rapid access to grammatical explanations 

or exercises, vocabulary glossaries, pronunciation information, or questions or 

prompts which encourage them to adopt an appropriate learning strategy.” 

It goes without saying that this facilitates communication and collaboration: 

online communication tools, such as video-conferencing, chat platforms, and 

discussion forums, enable learners to connect with native speakers, fellow learners, 

and teachers from around the world. Such interactions promote language practice, 

cultural exchange, and collaborative learning. According to a study by Stockwell 

(2010: 157), technology integration in language teaching has the potential to 

enhance learner engagement and motivation. The study found that multimedia 

resources and interactive activities can create a more dynamic and enjoyable 

learning environment, leading to increased student participation and interest. “The 

issue of the inherent motivating effects of technology in education is hardly new, 

and teachers have long held the view that introducing new technologies into 

language learning environments has the potential to boost learner motivation. Apart 

from the novelty effect of engaging with a new technology (e.g., Fox, 1988), such 

claims were founded on the idea that computer-assisted instruction allowed for 

more individualised instruction and provided opportunities for learner control and 

rapid, non-judgemental feedback.” 

Another important aspect regarding the arguments in support of the necessity 

to use technology in the classroom regards the possibility of providing instant 

feedback: technology enables immediate feedback on language exercises and 

assessments. Language learning applications and software can automatically 

evaluate learners’ responses and provide instant feedback, allowing learners to 

correct their mistakes and reinforce their understanding.  

Last, but not least, the variety and versatility of learning types enabled by the 

use of technology constitute an argument in itself. Thus, on the one hand, 

technology supports multimedia learning by enabling the integration of various 

multimedia elements, including images, audio, video, and interactive exercises, into 

language lessons. These multimodal resources cater to different learning styles, 

making the learning experience more engaging and effective. On the other hand, 

technology fosters autonomous learning, by empowering learners to take control of 
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their learning journey. With the abundance of online resources, learners can explore 

language materials independently, set their own learning goals, and track their 

progress. Language learning apps and platforms often provide self-assessment tools 

and learning analytics to facilitate this process. 

Research by Levy and Stockwell (2006: 198) highlights the advantages of 

technology in promoting learner autonomy. The study suggests that learners can 

take control of their learning process by utilising digital resources, such as online 

dictionaries, language learning apps, and self-access websites. This autonomy 

empowers learners to tailor their learning experience and focus on their specific 

needs and interests. “Learner autonomy is an attribute that is notoriously difficult 

to define. It is not constant, but rather is both culture- and task- specific, as well as 

dependent on each individual learner’s motivation. The way in which learners will 

approach different types of CALL (Computer-Assisted Language Learning) will 

depend very much on these factors as well. There are dangers in assuming that all 

groups of learners will automatically have the skills and discipline required to 

undertake CALL unsupervised from the outset. For the most part, learners need to 

be gradually trained and guided to be able to take increasing responsibilities for 

their own learning.” 

It is worth noting that while technology can greatly enhance language 

teaching, it should be used strategically and in balance with traditional teaching 

methods. The role of a skilled language teacher remains crucial in guiding and 

supporting learners throughout their language learning journey. Moreover, it is 

imperative to note that the literature encompasses a wide range of opinions, and the 

effectiveness of technology in language teaching may vary depending on various 

factors such as the specific technology used, the teaching context, and the learners’ 

characteristics. Additionally, ongoing research and evolving technologies 

continually shape our understanding of the benefits and challenges associated with 

technology integration in language teaching. 

 

Frame the CALL – Theoretical framework  

The theoretical framework for the CALL alternative methods draws upon various 

theories and approaches that address the design, implementation, and evaluation of 

technology-enhanced language learning experiences. Some of the key theoretical 

perspectives and frameworks include constructivism, sociocultural theory, task-

based language teaching (TBLT), multimodal learning, gamification and game-
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based learning or adaptive learning. Thus, constructivist learning theories 

emphasise the active construction of knowledge by learners. In the context of 

CALL, this perspective underscores the importance of providing learners with 

interactive and engaging activities that promote exploration, discovery, and 

meaningful engagement with language materials. Alternative methods in CALL can 

incorporate constructivist principles by encouraging learners to actively participate 

in tasks, collaborate with peers, and make connections between new language 

knowledge and their existing understanding. (Jonassen, 1991: 7). 

Sociocultural theory, developed by Vygotsky, emphasises the role of social 

interactions and cultural contexts in learning. In CALL, this perspective highlights 

the significance of collaborative learning environments, language exchange 

platforms, and online communities. These alternative methods facilitate language 

learning through social interactions, peer support, and negotiation of meaning, 

fostering the development of language skills within authentic sociocultural 

contexts. (Vygotsky, 1991: 139) Thus, CALL approach explores ways to 

incorporate social and collaborative elements into language learning through online 

communities, discussion forums, and peer interactions. 

Task-Based Language Teaching (TBLT) focuses on meaningful, authentic 

language use through the completion of tasks. In CALL alternative methods, TBLT 

principles can be applied by designing computer-based tasks that simulate real-

world language use. These tasks may involve interactive language exercises, 

simulations, virtual reality experiences, or online communication activities that 

require learners to actively use the target language to achieve specific goals or solve 

problems. (Willis et al, 2007: 31). 

Multimodal learning theory recognises that learners engage with information 

through various modes such as visual, auditory, and kinaesthetic, as an ongoing 

focus to create comprehensive language learning experiences. In CALL, this 

framework emphasises the integration of multimedia resources and interactive tools 

that engage learners through multiple sensory channels. Alternative methods in 

CALL can incorporate videos, audio recordings, images, animations, and 

interactive exercises to enhance language comprehension, vocabulary acquisition, 

and overall engagement. (Kress, 2010: 26).  

Drawing from the principles of game design, gamification and game-based 

learning approaches in CALL leverage game-like elements to motivate and engage 

learners. By incorporating features such as challenges, rewards, progress tracking, 
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and competition, these alternative methods in CALL create immersive and 

enjoyable language learning experiences that promote active participation and 

intrinsic motivation. (Prensky, 2001: 21) This approach through immersive 

learning, under the form of gamification, virtual reality (VR), and augmented reality 

(AR) in language learning helps make the experience more engaging and 

interactive. 

Adaptive learning frameworks leverage technology to personalise the 

learning experience based on learners’ individual needs, preferences, and progress. 

Through the analysis of learner data and performance, intelligent adaptive systems 

can provide tailored language learning materials, activities, content, feedback, and 

support, according to the individual needs and proficiency levels of learners. 

Alternative methods in CALL can utilise adaptive learning platforms and intelligent 

tutoring systems to provide personalised language instruction, individualised 

practice and targeted interventions. (Brusilovsky, 2003: 9).  

 

Take the CALL – Applicative framework 

The theoretical frameworks presented provide a foundation for understanding the 

underlying principles and pedagogical considerations in the design and 

implementation of alternative methods in CALL. By drawing upon these 

frameworks, educators and researchers can inform their decision-making and 

contribute to the ongoing development and enhancement of technology-enhanced 

language learning experiences. CALL encompasses various alternative methods 

and approaches that leverage technology to enhance language learning. Some of the 

most representative alternative methods within CALL may include online language 

courses, language learning apps and platforms, virtual reality (VR) and augmented 

reality (AR), online language exchange platforms, language learning communities 

and social media, speech recognition and pronunciation tools or digital language 

corpora and concordancers. 

Online language courses provide learners with structured language 

instruction through web-based platforms. These courses often include interactive 

exercises, multimedia resources, and assessments. Learners can access the materials 

at their own pace and receive feedback and guidance from online instructors. This 

is broadened to teacher training and professional development, as CALL research 

extended to the training of language teachers, including the effective use of 

technology in the classroom and online teaching environments. 
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The proliferation of mobile devices led to a significant interest in developing 

language learning apps and platforms that are accessible on smartphones and 

tablets, allowing learners to practice language skills on the go. Mobile applications 

designed for language learning offer a wide range of features, including vocabulary 

practice, grammar exercises, pronunciation drills, and cultural insights. These apps 

often incorporate gamification elements, progress tracking, and adaptive learning 

techniques to provide personalized language learning experiences.  

Virtual Reality (VR) and Augmented Reality (AR) technologies offer 

immersive language learning experiences. Learners can engage with virtual 

environments or overlay digital information onto the real world, enhancing their 

language comprehension, cultural understanding, and communication skills. For 

example, learners can practice language skills by interacting with virtual characters 

or explore cultural landmarks using AR applications. 

Online language exchange platforms connect learners from different 

linguistic backgrounds, allowing them to practice their target language with native 

speakers. These platforms provide opportunities for language conversation practice, 

cultural exchange, and building international connections through video calls, voice 

chats, or text messaging. 

Language learning communities and social media, like online communities, 

forums, and social media platforms dedicated to language learning facilitate peer-

to-peer interaction, resource sharing, and language practice. Learners can engage in 

discussions, ask questions, share language learning tips, and receive feedback from 

a global community of language enthusiasts. 

Speech recognition and pronunciation tools refer to the CALL tools with 

speech recognition capabilities, able to provide learners with instant feedback on 

their pronunciation and intonation. These tools help learners refine their speaking 

skills by comparing their pronunciation to the correct model and providing targeted 

feedback and suggestions for improvement. 

Digital language corpora are large collections of written or spoken language 

samples, while concordancers allow learners to search and analyse these corpora 

for language patterns, collocations, and usage examples. Access to digital language 

corpora enhances learners' understanding of language use in authentic contexts and 

supports vocabulary acquisition and language production. 

These alternative methods within CALL offer diverse opportunities for 

language learners to engage with technology and enhance their language learning 
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experience. Each method has its own strengths, and can be integrated into language 

teaching and learning practices based on specific goals, contexts, and learner 

preferences. 

 

Mind the CALL – Drawbacks (?)  

Using technology in teaching foreign languages brings undisputable benefits, but it 

also carries significant drawbacks. First, over-reliance on technology can lead to 

reduced human interaction, hindering students’ ability to develop conversational 

and interpersonal skills. Second, not all students have equal access to technology, 

exacerbating educational inequalities. Third, technology can be a distraction, 

diverting students’ focus from language learning to entertainment. Finally, the rapid 

pace of technological change can overwhelm teachers, leading to technostress. 

While technology enhances language education in many ways, it is essential to 

acknowledge and address these drawbacks to ensure a more balanced and effective 

approach to teaching foreign languages. 

The integration of technology into education has undeniably transformed the 

way foreign languages are taught and learned. From online language learning 

platforms to interactive whiteboards and virtual classrooms, technology offers 

countless advantages for both educators and students. However, with these benefits 

come a set of challenges, and one of the most prominent is technostress. Coping 

with technostress while teaching foreign languages has become a crucial aspect of 

modern education, and it requires a multifaceted approach that involves 

acknowledging the problem, understanding its sources, and implementing effective 

strategies for mitigation. 

Technostress, a term coined by Craig Brod in the 1980s, refers to the 

psychological and physiological consequences of using technology. In the context 

of teaching foreign languages, it encompasses the stress and anxiety experienced 

by educators when dealing with various technological tools and platforms. This 

stress can arise from multiple sources, each demanding its unique coping 

mechanism. 

One of the primary sources of technostress among foreign language educators 

is the rapid pace of technological advancements. Teachers must continuously adapt 

to new tools and software, often without adequate training or support. This constant 

change can lead to feelings of inadequacy and anxiety. To cope with this aspect of 

technostress, institutions must invest in ongoing professional development for 
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educators, ensuring they have the skills and knowledge needed to effectively use 

technology in the classroom. 

Another source of technostress is the complexity of some technology 

platforms. Learning management systems, video conferencing software, and 

language learning apps can be overwhelming for teachers, especially those with 

limited technical expertise. To address this, educators should be provided with user-

friendly tools, and technical support should be readily available. Additionally, 

schools can implement mentorship programmes where experienced teachers assist 

their colleagues in navigating these technologies. 

The pressure to integrate technology seamlessly into language teaching 

methods can also contribute to technostress. Educators may feel compelled to adopt 

the latest gadgets and apps, even if they do not align with their teaching style or the 

needs of their students. To cope with this pressure, teachers must be encouraged to 

prioritise pedagogical goals over technological trends. They should have the 

autonomy to choose the tools that enhance their teaching methods rather than 

feeling obligated to follow tech-centric trends. Furthermore, the constant 

connectivity facilitated by technology can blur the boundaries between work and 

personal life, leading to teacher burnout. Coping with this aspect of technostress 

requires setting clear boundaries on when and how technology is used for work. 

Educators should be encouraged to disconnect from their devices during non-

working hours to prevent burnout and maintain a healthy work-life balance. 

Moreover, the fear of technology replacing teachers is a significant source of 

stress in the field of foreign language education. While technology can be a valuable 

tool, it cannot replicate the human connection, cultural insights, and nuanced 

feedback that a teacher provides. To cope with this fear, educators must emphasise 

their unique role in facilitating language learning, showcasing the irreplaceable 

aspects of their teaching. 

Technostress is, consequently, a real challenge that foreign language 

educators face in the digital age. Coping with it requires a multifaceted approach 

that addresses its various sources. Schools and institutions must invest in teacher 

training, provide user-friendly technology, and offer technical support. Educators, 

in turn, should prioritise pedagogical goals, set clear boundaries, and emphasise 

their irreplaceable role in language education. By acknowledging the problem and 

implementing effective coping strategies, educators can harness the benefits of 

technology while mitigating the negative consequences of technostress. In doing 
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so, they can create a more productive and fulfilling teaching environment for 

themselves and a more enriching learning experience for their students. 

 

Apply the CALL – Applicative dimension 

In order to support the thesis proposed in this chapter, we will bring into the 

foreground several case-studies of good practice: the ELSE project (aiming at the 

application of innovative tools and methods in teaching), the PROF project 

(initiated by the Romanian Ministry of Education, to establish a comprehensive 

framework for professional mentoring in the secondary education system), together 

with collaborations with secondary school teachers in the process of coordinating 

Ist didactic degree papers. 

The rapid advancement in all areas of human activity necessitates an equally 

swift adaptation by the key actants. It is evident that embracing the new requires 

change, which can often be perceived as difficult to achieve, and met with resistance 

or discomfort. Consequently, it becomes necessary to identify approaches and 

methodologies that facilitate the smooth implementation of change. In the field of 

education, this gentle transition can take the form of introducing new teaching 

methods and tools, including technology-enhanced resources. It is commonly 

acknowledged that using the same old methods will not yield different (i.e., 

improved) outcomes. Given that education is an ever-evolving domain, educators 

must be well-prepared and engaged, leading to the continuous updating of teaching 

methods and tools. 

The ELSE - Eco/Logical Learning and Simulation Environments in Higher 

Education (2018–1–IT02-KA203-048006, implementation period 2018-2021) is an 

Erasmus+ Project, coordinated on behalf of the “G.E. Palade” University of Târgu 

Mureș, partner in the consortium initiated by the Universita degli studi della Tuscia, 

UNITUS Viterbo, Italy, next to other nine universities: Manchester Metropolitan 

University, UK; West University of Timișoara, Romania; International Balkan 

University of Macedonia, Skopje, North Macedonia; Politecnico di Milano, Italy; 

University of Cyprus, Cyprus; Universidad de Cadiz, Spain; Instituto Politecnico 

do Porto, Portugal; Uniwersytet Adama Mickiew, Poznań, Poland and one software 

company: Entropy Knowledge Network, Italy).  

This initiative attempted to establish and disseminate a policy in order to 

accomplish the core European goal of rethinking education and enabling the 

Bologna principles to be used throughout Europe. The goals were carried out 
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through a cohesive curriculum where the acquisition of competencies and cross-

disciplinary skills appropriate for the digital age runs concurrently with and 

enhances the transfer of intellectual content. The project’s novel features include 

the release of cutting-edge content, an e-learning platform, manuals and guides for 

teachers and students. Thus, the ELSE Intellectual Outputs were primarily focused 

on advancing pedagogies at the tertiary level by utilising alternative teaching 

strategies like the flipped classroom or serious gaming, which heavily encouraged 

the concept of learning through simulation and so created environments that used 

technology. 

The ELSE project was ingrained in the need to demonstrate the necessity, and 

to design the means to practice the application of innovative tools and methods in 

teaching especially, but not exclusively, in higher education. In order to board on 

this adventure, the coordinators of the project, the Italian team from the UNITUS 

Tuscia University of Viterbo, envisaged an extended collaboration between ten 

European universities and a software company (as mentioned above). This joint 

venture was meant to learn and design proper solutions to support and employ 

innovative teaching methods, to meet the expectations of the students directly 

engaged in the teaching-learning process, and of the external beneficiaries, i.e. the 

employment companies on the labour market.  

The ELSE project brought together eleven partners with strong educational 

backgrounds, project-based actions, business and technical area, and diligent teams 

of specialists in various fields of activity, marking the added value necessary to 

such an initiative. It was impressive in density, well-designed phases, clearly set 

goals and targets, and project-based actions. As a result, the members of the ELSE 

team addressed a variety of subjects, including the humanities, economy, and 

technology.  

Due to the involvement of such a wide range of specialists and the innovation 

it stamped upon the teaching system, the ELSE project was merely daring. The 

project’s goals endorsed the necessity of embracing and adapting to change in all 

facets of human growth, embracing the uniqueness that technology has brought 

about, and learning (how to) adapt to all the life adjustments constantly and 

continuously.  

One of the primary objectives of the contemporary education process is to 

prioritize student-centerer learning activities. This necessitates a continuous 

recognition of students’ individual identities, educational and emotional needs, as 
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well as their interests and concerns. Educators must remain attuned to present 

realities and acknowledge that teaching methods employed in the past may have 

become outdated and insufficient to meet the current needs of students unless they 

are updated and adapted to meet today’s requirements. 

Educators should relinquish their traditional role as mere disseminators of 

information and instead involve themselves more actively in the learning process. 

In the era of advanced technology and easily accessible internet, information is 

readily available to students. Therefore, a crucial aspect of education is facilitating 

students’ access to high-quality information and supporting them in developing the 

necessary skills to become professionals of the future. 

The current generation of learners can be characterised as digital natives, 

having grown up with technology and internet access from an early age. This 

noteworthy detail can be leveraged by designing teaching activities that incorporate 

technology. Hence, we consider that ECORE, which is one of the ELSE-branded 

tools, could stand as an  exemplary practice in support of the idea(l) of education. 

Thus, the ECORE tool, falls under the category of “Serious Games” and 

serves as an educational virtual game. The utilisation of gamification in this tool 

involves learning through simulation, employing a technology-enhanced approach. 

The ECORE tool was developed by the Entropy Knowledge Network company, 

located in Rome, Italy, partner in the ELSE consortium, which also included our 

university, G. E. Palade UMPhST of Târgu Mureș. 

According to the ELSE Teachers' manual (2021: 17), ECORE is a simulation 

tool specifically designed to create Serious Games that effectively convey subject 

content, stimulate student reflection, and promote experiential learning, which 

refers to learning by actively engaging in activities. This aspect is vital when 

working with students, as actively involving them in the lesson development, in this 

case, the game, can contribute to the success of the class. 

The ECORE tool consists of several phases. In the initial phase, the game is 

designed using an editing programme, with the teacher responsible for preparing 

the script and the storyboard tailored to the lesson objectives. The story is then 

created as a sequence of frames. Each frame presents a situation through narration 

and offers three possible answer options, which lead to the subsequent frame until 

the game concludes. The next phase involves the students, who must engage with 

specific materials such as reading texts of varying lengths and complexity, watching 

videos, and so on, in order to solve tasks and progress in the game. The pedagogical 
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significance of this approach lies in its resemblance to real-world situations, where 

interconnectedness exists, and decisions made in one stage have consequences for 

subsequent stages (ELSE Project - A Handbook  for Teachers, 2021: 18). 

 

Another project which qualifies as example of good practice is the PROF project, 

“Profesionalizarea carierei didactice” (ID: POCU/904/6/25/146587, 2021-2023 

implementation period), i.e. (“Professionalisation of teaching career”), a national 

project initiated by the Romanian Ministry of Education, which focused upon 

mentorship of teaching career and of pedagogic internship. The PROF project is an 

expansive initiative, targeting approximately 30,000 individuals involved in 

secondary education, with a budget of 28 million euros. The overarching objective 

of the programme is to establish a comprehensive framework for professional 

mentoring throughout the entire teaching career in the secondary education system. 

This is to be achieved by creating a cohesive and dependable national system for 

professional training and development, fostering learning communities in the form 

of educational consortia. The central focus of the project is on educational 

mentorship and aims to establish a consistent and predictable national system for 

professional training and development. The expected outcomes of the project are 

multifaceted, encompassing various areas that converge towards the establishment 

of a sustainable institutional framework that aligns with modern didactic 

competences. One particularly engaging and fruitful topic of training and discussion 

within the project is the incorporation of technology in the classroom. The project 

itself included teaching sessions that were conducted online, thus ensuring access 

for a larger audience of mentor students and educators. Moreover, the extended and 

comprehensive variety of teaching topics included and exploited tech-enhanced 

tools, like the so-called RED (Resurse educaționale deschise – Open Educational 

Resources) or other open teaching platforms and apps. (Wakelet, Magicschool, 

Vboard, Geogebra, a.o.) 

 

Regarding my ongoing collaboration with secondary school teachers, an activity 

expanded over the last ten years, there are more than a half a dozen coordinated 

papers advocating the idea of bringing technology into the classroom: (“The 

Efficiency of English Language Teaching Through Audio-Visual Aids on Primary 

Education”, “Teaching English to Lower Secondary Students Through Computer-

Based Technologies”, “Enhancing Teaching and Learning English Using Video 



Alternative Approaches to Discourses 

 133 

Technology”, “Enhancing Teaching and Learning English Using Information and 

Communications Technology”, “Using Digital Books in Teaching English to 

Primary School Pupils in Simultaneous and Regular Classes”, “Teaching English 

Using Digital Textbooks with Physical Presence in the Classroom and in Online 

Environment: A Comparative Approach”, “Using Audio-Visual Technology in 

Teaching Young Learners”, “Teaching and Learning English Using Technology”). 

Therefore, the thesis “The Efficiency of English Language Teaching Through 

Audio-Visual Aids on Primary Education”, authored by Sajgó Szabolcs, professor 

at the “Sövér Elek” Technological Highschool of Joseni, Harghita County deals 

with the application of audio-visual methods in English language learning, deemed 

as indispensable due to the recognised effectiveness of engaging all senses for 

optimal learning outcomes. The research project aims to examine the impact of 

incorporating audio-visual resources in secondary school English classes. In 

addition, it compares contemporary approaches with traditional ones and proposes 

methods and strategies to inspire students in the instructional process, fostering a 

positive attitude towards English language acquisition. An additional noteworthy 

aspect of this study is its exploration from both the teacher’s and the students’ 

perspectives. Empirical evidence proves that students taught through audio-visual 

means in English classes outperformed those taught through conventional methods, 

provided that the latter are used appropriately. As a result, this research scrutinises 

the influence of digital manuals on students’ learning experiences. Findings indicate 

that this form of digital instructional material motivated and engaged all students, 

fostered self-confidence, and is imperative for educational institutions striving to 

offer contemporary, adaptable education. The research contends that teachers 

should acquire proficiency in using such manuals in the classroom to enhance 

students’ digital skills and competencies, as well as to provide support and 

motivation. However, it is emphasised that teachers bear the responsibility of 

consciously and responsibly selecting texts and activities proposed as teaching 

materials, while also instructing students on their utility and proper utilization. 

The thesis “Teaching English to Lower Secondary Students Through 

Computer-Based Technologies”, authored by Nica (Grama) Ramona, professor at 

the “Alexandru Ceușianu” Secondary School of Reghin, Mureș County debates 

upon the significance of incorporating technology in the classroom to foster 

students’ development of autonomous learning. The chosen theme holds particular 

importance due to the growing necessity of using technology in the educational 
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process, specifically in foreign language acquisition. Integrating technology as a 

learning tool aligns with students’ inclination towards visual and information-based 

approaches. Additionally, it aids teachers in identifying and harnessing the 

technical skills of the current generation of students. The study focuses on the use 

of technology as an integrated tool for teaching English in the classroom, which is 

a crucial and beneficial aspect of foreign language learning. The author successfully 

concentrates on interactive methods of English learning, teaching, and evaluation, 

promoting student-centred activities that facilitate the development of 

communication skills among secondary school students. and valuable in the field 

of education. 

“Enhancing Teaching and Learning English Using Video Technology”, 

signed by Sima Andreea (Dumitrache), professor at the “Lucian Blaga” 

Highschool, Reghin, Mureș County selects a theme is of great significance 

considering the growing necessity to incorporate technology into the educational 

process of English language learning. The use of video as a pedagogical tool aligns 

with students’ inclination towards visual and informational resources. The 

theoretical section of this study thoroughly explores various methods of teaching 

and learning English, accompanied by illustrative procedures and activities that 

incorporate video. The theoretical part emphasises the significance of this topic in 

the context of the twenty-first century, outlines the roles of teachers and students in 

the teaching and learning process, provides an overview of video as a useful tool, 

highlights its benefits in pedagogical practices, explores different types of videos, 

and suggests activities that enhance English language learning through video. The 

practical segment consistently analyses the results obtained from administering a 

questionnaire to a group of high school students. The questionnaire method has 

yielded valuable insights in support of incorporating video into the educational 

process. The concluding section of the paper offers insightful observations on the 

use of video as a pedagogical tool and proposes recommendations for potential 

future research based on this methodical and scientific work. The paper is 

meticulously constructed from a scientific standpoint, presenting video as an 

effective and valuable tool for English language learning. The research findings 

validate the overarching hypothesis that video as a learning tool significantly 

contributes to the educational process.  

“Enhancing Teaching and Learning English Using Information and 

Communications Technology”, authored by professor Nagy (Nagy-Vajda) 
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Domokos, at the “Adorjáni Károly” Secondary School, Glodeni, Mureș County is 

a thesis of significant importance considering the recent need to integrate 

technology in the educational process of students for learning English. The 

employment of information and communication technology as a tool and learning 

environment aligns with students’ inclination towards the information age. The 

theoretical section highlights the significance of the topic in the 21st century, 

provides a general overview of the infrastructure and software framework of 

information and communication technology as a tool and work environment, and 

explores the benefits it brings to the pedagogical process. The practical part consists 

of a comprehensive analysis of the results obtained from questionnaires 

administered to secondary school students and their teachers in order to assess their 

readiness to work within the digital environment. The questionnaire method proved 

to be instrumental in supporting the integration of ICT in the educational process. 

In the final part, the paper concludes with insightful observations regarding the use 

of information and communication technology as a tool and work environment. 

Additionally, it offers recommendations for potential future research based on the 

findings of this methodical and scientific study. 

The thesis “Using Digital Books in Teaching English to Primary School 

Pupils in Simultaneous and Regular Classes”, by Ormenișan (Cheța) Corina Raluca, 

professor at the Mărișelu Secondary School, of Bistrița-Năsăud County, focuses on 

the application of technology, specifically digital textbooks, as an integrated tool in 

English language learning within the classroom setting. The research investigates 

the impact of digital textbooks on the reading experience of primary school 

students, including both regular and simultaneous classes. Data were gathered 

through various methods such as direct observations, audio recordings of student 

accounts, interviews, and questionnaires, which aimed to explore students’ 

experiences in using this particular teaching material. The findings indicate that 

these digital resources effectively motivate and engage all students, enhance 

comprehension of textual content by addressing relevant topics, and provide 

support in word recognition. However, it is important to note that these digital 

textbooks also possess potentially disruptive characteristics, particularly in terms of 

students’ attention during classroom instruction. The author asserts that educators 

should incorporate such textbooks in the classroom to enhance students’ digital 

skills and provide support, particularly for those students who struggle with 

learning difficulties. Nonetheless, the author emphasises the importance of teachers 
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assuming a responsible role in selecting appropriate texts as teaching materials and 

training students on their effective application. 

In her thesis entitled “Teaching English Using Digital Textbooks with 

Physical Presence in the Classroom and in Online Environment: A Comparative 

Approach”, Kelemen (Piroska) Mária- Magdolna, professor at the “Domokos 

Kázmér” Technological Highschool, Sovata, Mureș County, highlights the 

significance of incorporating technology into the educational setting to facilitate 

students’ progression towards becoming independent learners, even at the primary 

school level. It also acknowledges and supports teachers’ efforts in identifying and 

leveraging the technical proficiencies of the current generation of students. The 

study concentrates on the integration of technology, specifically a digital manual, 

as an effective tool within the language learning process, particularly in the context 

of learning English as a foreign language. The author effectively underscores the 

benefits and drawbacks of this approach, as well as interactive techniques for 

language learning and teaching, by promoting student-centred activities that foster 

a conducive environment for the development of communication skills. 

Consequently, the study investigates the impact of applying digital manuals on 

students’ learning experiences. The findings reveal that this type of digital 

instructional material enhances student motivation and engagement, fosters self-

confidence, and is a necessity that should be embraced by all educational 

institutions striving to deliver contemporary and tailored education. The author 

argues that educators should acquire the necessary skills to effectively employ such 

manuals in the classroom, thereby enhancing students’ digital literacy and 

competencies, while providing support and motivation. However, it is essential to 

emphasise that teachers bear the responsibility of thoughtfully and responsibly 

selecting the texts and activities proposed as instructional materials and providing 

their students with guidance on their relevance and usage. 

The thesis “Using Audio-Visual Technology in Teaching Young Learners”, 

authored by professor Kemendi (Gălățean) Anamaria, of the “Dacia” Secondary 

School, Târgu Mureş, Mureș County underlines the recent emphasis on continuous 

change and the advancements in technology, which have led to new innovations in 

English language teaching. Contemporary methods and techniques are increasingly 

being employed in the instruction of foreign languages. The theoretical section of 

the study encompasses a range of modern audio-visual methods exploited by 

foreign language teachers, while the practical section demonstrates their application 
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and usefulness. The study follows a well-defined logical sequence and maintains a 

cohesive structure, with the theoretical part providing a detailed examination of 

modern audio-visual methods, focusing on their evolution over time as a result of 

technological advancements. This not only benefits students and teachers, but also 

contributes to the students’ overall educational development.  

In the thesis “Teaching and Learning English Using Technology”, by 

Tăslovan (Oprea) Maria, professor at the “Szasz Adalbert” Sports Highschool, of 

Târgu Mureș, Mureș County, the significance of incorporating technology into the 

classroom to promote students’ self-directed learning is rightfully emphasised. It 

also supports teachers in recognising and leveraging the technical skills possessed 

by today’s generation of students. Specifically, the paper focuses on the use of 

technology (such as computers, the internet, phones, tablets, software, platforms 

and applications) as integral tools in teaching English. This approach is deemed 

essential and desirable in foreign language acquisition. The author effectively 

highlights the advantages and disadvantages of this method, as well as interactive 

approaches to teaching and learning English. These student-centred activities foster 

a conducive environment for developing communication skills among secondary 

school students. The study is well-structured, commencing with a review of key 

theoretical aspects supporting the theme, followed by an exploration of the 

importance and impact of technology in the classroom. Additionally, various 

technical devices and applications are identified. The paper culminates in well-

coordinated and applied case studies, ultimately underscoring the significance and 

effectiveness of incorporating technology in the classroom teaching process. 

 

Conclusions  

Using technology in language teaching offers numerous benefits such as enhancing 

engagement, increasing accessibility, providing authentic language exposure, 

personalizing learning, facilitating communication and collaboration, providing 

instant feedback, supporting multimedia learning, and fostering autonomous 

learning. Technology can make language learning more interactive and enjoyable 

through interactive platforms, multimedia resources, and gamified apps. It also 

increases accessibility by breaking down geographical barriers and catering to 

learners with diverse needs. Technology provides access to authentic language 

materials and personalizes learning experiences through adaptive platforms. It 

facilitates communication and collaboration through online tools and enhances 
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learner engagement and motivation. Technology enables instant feedback on 

language exercises and assessments and supports multimedia learning and 

autonomous learning through various resources and self-assessment tools.  

However, it is important to use technology strategically and in balance with 

traditional teaching methods, and the effectiveness of technology in language 

teaching may vary depending on factors such as the specific technology used, 

teaching context, and learners' characteristics. Ongoing research and evolving 

technologies continue to shape our understanding of the benefits and challenges 

associated with technology integration in language teaching. 

The theoretical framework for Computer-Assisted Language Learning 

(CALL) alternative methods draws upon various theories and approaches that 

inform the design, implementation, and evaluation of technology-enhanced 

language learning experiences. constructivism, sociocultural theory, task-based 

language teaching (TBLT), multimodal learning, gamification and game-based 

learning or adaptive learning are some of the key theoretical perspectives and 

frameworks relevant for this topic. These frameworks emphasize active learning, 

social interaction, authentic language use, multimodal learning, gamification, and 

personalized instruction. Alternative methods within CALL include online 

language courses, language learning apps and platforms, virtual reality and 

augmented reality, online language exchange platforms, language learning 

communities and social media, speech recognition and pronunciation tools, and 

digital language corpora and concordancers. While technology enhances language 

education in many ways, it is important to address challenges such as reduced 

human interaction, unequal access to technology, distractions, and technostress to 

ensure a balanced and effective approach to teaching foreign languages. Coping 

with technostress requires acknowledging the problem, understanding its sources, 

and implementing strategies for mitigation.  

To conclude, this chapter aims at pointing out the necessity to adopt and adapt 

to the newest trends in approaching a foreign language, in terms of teaching, 

learning, practicing a language. It briefly presents the rationale and theoretical 

frame supporting the topic, followed by several examples of good practices. Thus, 

projects such as ELSE (aiming at the application of innovative tools and methods 

in teaching) and PROF (initiated by the Romanian Ministry of Education, to 

establish a comprehensive framework for professional mentoring in the secondary 

education system) are highlighted, next to fruitful collaborations with secondary 
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school teachers to obtain the Ist didactic degree. Accordingly, the importance of 

introducing new teaching methods and technology-enhanced resources in education 

to achieve improved outcomes is strongly emphasised. 
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Abstract: The phenomenon of aggressive language in video gaming is 
worth observing since it might induce trauma to a typology of users who 
might not benefit from the appropriate set of tools and social maturity 
needed to cope with such an instance. Yet, we should not consider 
lightly the benefits associated with playing video games, as they are 
rightfully perceived as entertaining and as being settings in which social 
and communicative skills can be practiced, observed, and developed. 
All this provided that the environments are controlled, monitored, and 
made safe by the game providers, or other responsible people.  
Keywords: video games, virtual reality, traumatic language, language 
awareness. 

 
“All the world’s a stage / And all the men and women 

merely players / They have their exits and their entrances / And 
one man in his time plays many parts (…)” as Shakespeare warns 
us in his play “As You Like It” (scene VII), (probably) written in 
1599. Today, more than four centuries later, we still find 
ourselves performing on the stages of life, playing our roles in our 
real lives, all the way to impersonating our alter egos in virtual 
realities. We have always been fascinated by the idea(l) of a 
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perfect world in which we could be whoever we desired and 
behave whatever we truly felt like. We have often enjoyed 
imagining great experiences, pretending to be our best version or 
even identifying with our heroes. And all this because our lives 
might sometimes lack or miss the thrill that, apparently, only a 
game could entail. “Motivations behind video gaming vary 
depending on the child or teen, but research shows that video 
games allow youth to escape their problems, to try on different 
personalities, to socialise, and to engage in challenging and 
reward-based experiences”. (Collins and Kavanaugh, 2022) 

According to Cerghit, a game implies “action pursued by 
itself, without immediate utility, generating fun and comfort, 
feelings of pleasure and joy” (our translation from Cerghit, 2006: 
262) […] “Sometimes a game can develop in competitive
conditions, implying cooperation with others, and not only
conflict, as the most common understanding of the term
competition is. In this way, the term approaches the meaning of
the English game, i.e., taking part in a game (action) that binds to
a stake, which is endorsed by success, by gains and losses, thus
being much more than just a game. Here, winning means
enjoying acknowledgement of superiority, consideration,
honour, and appreciation, which has an impact on the entire
group the winners belong to.” (266)

The same author observes that the term game is offered a 
large variety of definitions, functions, and meanings in the 
specialised literature. Furthermore, he quotes from several 
specialists: from J. Huizinga’s “Homo Ludens”, where we read 
that “the game is a specific action, charged by meanings and 
tensions, always carried out according to willingly accepted rules, 
and outside the utility sphere or material necessity, accompanied 
by feelings of elevation and tension, joy and relaxation” (1977); 
from Vîgotski, according to which “the game is the primary 
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manifestation of children’s creative attitude towards that what 
surrounds them. The game awakens imagination, creates a good 
mood, activates thinking” (1967); from Gotesman, who underlies 
that the game is the “original spontaneity, which is derived from 
the children’s ever-growing internal needs, way of internalising 
their contact with the surrounding world in the real sense of the 
word” (2001), while Cucoș states that “the game is a 
continuation, or complementation of the children’s activity, thus 
being an important means of manifesting their spirit” (our 
translation from Cucoș, 2002: 272) 

We learn to play from an early stage in our lives, and we 
play to learn: how to learn, how to live, how to behave, how to 
act, interact, react, how to communicate… and whatnot? 
Moreover, we play to win a game, to be successful in a 
competition, and to feel the excitement, the fun, and the thrill of 
the entertainment; therefore, there is a lot at stake since playing a 
game, more often than not, becomes time, energy, sometimes 
even money consuming, not to mention patience and good 
temper. All these might lead to competition conflict, which might 
even provoke alterations in the players’ behaviour and language, 
that sometimes may well indicate a certain degree of toxicity, as 
the case-studies, we have chosen to base our survey upon tried to 
prove. We aim here to observe the effects that some of the most 
frequently played video games today (in 2022) – according to 
Ranker1, Newzoo2 (or any other current online available enlisting) 

                                                           
1 “The Most Popular Video Games Right Now”, available at 
https://www.ranker.com/list/most-popular-video-games-
today/ranker-games, accessed on 29 Oct., 2022 
2 “Most Popular PC Games-Global”, available at  
https://newzoo.com/insights/rankings/top-20-pc-games accessed on 
29 Oct., 2022. 

https://www.ranker.com/list/most-popular-video-games-today/ranker-games
https://www.ranker.com/list/most-popular-video-games-today/ranker-games
https://newzoo.com/insights/rankings/top-20-pc-games
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– might have upon their gamers in terms of language and 
language-generated behaviour. 

The aim of our approach is definitely not to judgementally 
cast shade upon video gaming, as we agree that there are 
undisputable positive and beneficial aspects to the matter in 
question: video games create worlds in which gamers can learn 
how to solve tasks, interact with partners, play by the rules, face 
challenges and so on, and all that in an enjoyable, entertaining, 
safe and bully-free manner. Thus, regardless of the type of video 
game genre: battle royale games, first-person shooters, role-playing 
games, multiplayer online battle arena, social-simulation games, 
or action-adventure, one should be aware of the implications 
entailed by the games, just as Jenny Radesky, a researcher and 
developmental behavioural paediatrician stated “With appropriate 
boundaries and supervision, video games may be a fun way for 
some children to enjoy time with each other and for parents to 
connect with their kids. But prolonged gaming has the potential 
to interfere with other elements of a teen’s life, such as sleep, 
family and peer relationships and school performance.” 
(Radesky, 2022) 

Moreover, we would also draw attention to a recently 
published article about a study funded by the U.S. National 
Institutes of Health, stating that “children playing video games 
performed better on memory, attention and impulse control tests 
compared to those who never play”, thus underlining the 
cognitive benefits associated with video gaming. The same study 
refers to another extensive study previously performed by the 
University of Oxford, that showed that “time spent on video 
games does not necessarily induce welfare problems or 
depression for players, as long as they do not become addicted. 
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Regardless of the degree of violence of the game, negative 
emotions are triggered rather by the need to fulfil the missions in 
the game.” (our translation from biziday.ro) 

As indicated above, we aim to examine the extent to which 
video game language and language-driven behaviour might 
impact gamers, as empirical observation has led to the conclusion 
that a certain degree of toxicity is attached to this type of 
language. According to Collins and Kavanaugh, “Evidence shows 
that playing violent video games has the potential to increase 
aggression, and the American Psychological Association 
recommends that children, parents, and teachers educate 
themselves about how violent video games can lead to aggressive 
behaviour in youth. Parents should know that aggression can 
include increased angry or hostile feelings as well as reduced 
empathy for others (meaning that children might be less likely to 
help others in distress). Some children can become desensitized 
if they are continually exposed to violence in video games. 
Researchers continue to study how violent video games affect 
health and behaviour.” (Collins and Kavanaugh, 2022) All this 
leads us to believe that violent language used in some video 
games might cause traumatic and disruptive behaviour in young 
gamers.  

In order to gather pertinent information about the possibility 
of traumatic language in certain video games, we first analysed 
several case-studies, of video games like GTA and LOL, i.e. Grand 
Theft Auto®, and League of Legends®. GTA is an action-adventure 
type of video game, while LOL is a multiplayer online battle arena 
type of video game, therefore, they offer the players the opportunity 
to interact in varied and versatile manners, virtually. These video 
games could become extremely engaging, entertaining and 
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challenging, which sometimes may lead to aggressive reactions 
on the part of some players. Needless to say that, on account of 
our survey, we did not engage in playing in order to observe the 
players’ language and behaviour, all the more so since we were 
able to find several videos accounting for every swear word in 
GTA5, or for toxic language in LOL; thus, the video Every Swear 
Word in Grand Theft Auto 5 (2020) 
https://www.youtube.com/watch?v=Xr9E-GccWqo gathered all 
sequences in GTA5, in which there were swear words, and 
created a more than two-hour-long collage. Doing a simple 
mathematic operation, we may observe that there are 
approximately 18 such words per minute, which could be 
regarded as toxic and traumatising for a common player. 
Certainly, we did not fail to notice that this number applies to this 
particular collage; nevertheless, it made us aware of the fact that 
the GTA video game is rather abundant in invective language 
items. 

Another sample we observed was: Why League of Legends 
is SO TOXIC | League of Legends (2021), 
https://www.youtube.com/watch?v=2VjLXObhtBc, a video 
which goes so far as to pin down, in an orderly manner, the main 
problems that might explain the toxic language used by players 
and the reasons behind this phenomenon, for instance, problem 
1: “LOL is a team game that pits random players against random 
players. It usually takes all five teammates working together to 
achieve victory, meaning that if even one person decides against 
it, that can jeopardise the win for everyone.” (minute 3:38), or 
problem 2, which introduces us to the term snowballing, which 
implies that “a single mistake will seal a game’s fate”, obviously 
adding tension to the players. (minute 5:55); problem 3 makes us 

https://www.youtube.com/watch?v=Xr9E-GccWqo
https://www.youtube.com/watch?v=2VjLXObhtBc
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aware how, in this video game, “players have the tendency to 
overestimate themselves, leading them to believe they have better 
skills and understanding of the game than their peers, despite 
being in the same exact rank.” (minute 8:38); problem 5 notes 
that the problematic behaviour is not kept under control by the 
RIOT (i.e. the report system which ought to solve such issues), 
therefore, “disruptive and illegal activity, such as intentional 
feeding, unsportsmanlike conduct of win trading, which gives 
trolls the idea that they can get away with their game ruining” 
(minute 10:46) is prone to happen quite frequently, generating a 
riot in the players feelings, possibly traumatising them into using 
abrasive language; problem 6 regards the fact that ‘victories are 
exciting and entertaining, while losses can be aggravating. There 
is a huge emphasis placed on the team that wins, while the losing 
team often gets made fun of/ridiculed’ (minute 13:50), a situation 
which, needless to say may generate frustration, thus reactive and 
aggressive foul talk. These quick observation-based analyses 
prove how the phenomenon entailed by traumatising language 
and behaviour in video games constitutes an issue for the players 
and not only, and that it finds itself among the permanent 
preoccupations of game developers, who are implementing 
reporting systems meant to identify and penalise inappropriately 
behaving gamers. This only proves that the issue in question is 
acknowledged, observed, and managed to the extent to which 
this is possible, considering the versatility of the phenomenon.  

In our attempt to obtain relevant data to support our 
survey, we have applied a questionnaire to a total of 87 gamers. 
Moreover, we invited a video gamer to answer a short interview, 
in order to detect if there is a certain pattern to be observed from 
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the gamer’s perspective in regard to the possible traumatic 
character of aggressive language used in video games.   

The questionnaire is concerned with the young video 
gamers’ activity and mainly with their attitude towards possible 
toxicity in the language of the game (regardless of the game, since 
the questions in the questionnaire did not contain any reference 
to a particular game). The first question reveals that the age pool 
of the respondent gamers is predominantly between the ages of 
13 to 23 years (81.6 %). The next question shows the frequency 
in playing video games (on PC, smartphone, Xbox, etc.): 25.3 % 
play 2-3 times a week, and the same percentage: 20.7 % of 
respondents play 4-5 times a month while another batch of 20.7 
% play daily, for at least 2 hours. Next to that, there is also the 
17.2 % who do not play at all, yet, their answers serve the purpose 
of the present questionnaire, as even the non-gamers could offer 
input to the problem in question. In order to establish the profile 
of the gamer we observed, we inquired about other types of 
activity they engaged themselves into besides playing video 
games: 47.1 % read, 51.7 % enjoy nature walks, almost three 
quarters of them (74.4 %) go out with friends, only 9.2 % do 
volunteer work, 39.1 % practice sports, 59.8 % sleep, while 12.6 % 
do nothing else.  

The following query checks the respondents’ attitude 
toward a series of situations: the most relevant answers for our 
survey reveal that 33 (37.9 %) gamers admit that they play 
videogames containing aggressive language, and 15 (17.2 %) 
gamers confirm that they feel annoyed by the use of such 
language during the game. Yet, even if only 14 of the respondents 
(16 %) gave up playing or exited the game due to the violence in 
the language – while 34 (40.2 %) chose to continue playing –, 
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almost a quarter of them 21 (24.1 %) consider that such a 
language could be damaging, hurtful or intimidating. 
Furthermore, 43 (49.4 %) players declare that they felt agitated 
during, and after the game, implying that there might be a certain 
amount of anxiety that could be associated with video games that 
foster aggressive language and language behaviour. More than 
that, our short survey shows that 34 (39 %) players admit that 
sometimes they feel like using the language heard in such an 
aggressive game, even outside the game, in real-life situations, as 
56 (65.5 %) players feel that such a language is, indeed rather 
exaggerated, in some cases. 60 (68.9 %) also admit that the stress 
gamers face during the video game makes the players use toxic 
language orally and in game chats, also.  

Concerned about any possible official position that a 
gamer might take while listening to traumatic language during a 
video game, we found that 34 (39 %) of them reported, at least 
once, the violent language in a game to the video game 
administrator/creator, while 62 (71.2 %) admit that they are 
aware of cases in which gamers were temporarily or permanently 
suspended from a game, on account of using bad language. 
Moreover, 21 (24.1 %) even admitted having been in such a 
situation themselves. Regardless of all the answers we gathered, 
that prove that video game language could sometimes be rather 
toxic, it appears that an overwhelming majority 82 (94.2%) of 
gamers still consider that video games are a pleasant, entertaining, 
and relaxing activity, especially amongst young people.  

A very thought-provoking segment of the questionnaire is 
the one in which we invited the respondents to express their 
thoughts on the topic of traumatic language in video games; this 
section allowed us to gather a handful of impressions and 



106 

opinions on the matter in question. According to them, 
aggressiveness in video games is perceived as a marketing 
strategy, and language aggressiveness is triggered by losing a 
game, but it is considered to be an unwise way of coping with the 
situation. Apparently, there are certain games in which the game 
topic requires it to be somewhat violent, in order to make them 
more entertaining and challenging for the player, by this is, or 
should be, mentioned in a disclaimer at the beginning of the 
game, so the players could choose from the very beginning if they 
want to proceed with the game or not. On the same topic, they 
also consider that it may differ from game to game, and what 
makes the difference is that each player realises (or should be able 
to realise) the difference between the game and the real world. 
“Violent language is something normal and implemented in the 
minds of every player and I consider that violence is a method of 
coping with the game itself” declares one respondent. 

There is also that category of respondents who believe that 
the aggressive language in video games might even have a social 
role in the development of teenage language and behaviour yet 
tend to trigger personality disorders if not dealt with accordingly: 
“The language in video games can be an influencing factor for the 
consolidation of a specific vocabulary. Some, being avid gamers, 
may end up adopting the characteristic attitude of video game 
characters, wanting to be assimilated with them. Others may play 
video games without any intention of adopting the behaviours 
present in that game. I know cases of children who, unfortunately, 
identified themselves with the characters from the video games, 
with their vocabulary, ending up imitating them. In these cases, 
games can cause imitative behaviours that lead to personality 
disorders. From the point of view of the language used, I confess 
that I don’t have a problem with the language found in video 
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games because I don’t pay attention to it. Many times, I don’t 
even observe the sounds and words heard, but simply focus on 
the purpose of the game”; “The language and action in some 
video games are, indeed, a bit over the top and violent. It depends 
a lot on the type of personality you have and how it affects you, 
and that’s why it’s very important to know yourself very well, to 
know if you can continue to play that game or you should step 
away. Sometimes, such games even helped me destress, get rid of 
everyday worries.”  

They also stress how important it is for the players to be 
mature enough so as to be able to committedly deal with the 
requirements of the video game. “Aggressive language can be 
harmful to easily influenced people, such as children or teenagers, 
even some adults, but I think that for most people who play video 
games, it is not such a serious aspect and can be easily overlooked, 
if mature enough”; “I don’t think that aggressive language is a 
problem as long as the audience is mature enough, and can pass 
through the filter of reason what they see/hear in a game”. Indeed, 
the language of the video game is regarded as toxic, yet, if the player 
is able to cope with it, it is not considered to be problematic: “As 
long as the language does not influence the individual playing, 
because they are mature enough to see it as toxic, I don’t consider 
it bad. But in many cases, the influence is, unfortunately, 
unavoidable”. “Although sometimes the aggressiveness in the 
language is a bit exaggerated, I think it has its purpose and presents 
the world in a somewhat realistic way. Children should be allowed 
to explore and get into contact with this language as well, as long 
as they have the judgment and maturity to not let themselves be 
influenced in a negative manner.” 

One of the respondents felt the need to associate violence 
in video games to the idea of competitiveness and to underline 
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that it is a prerogative to be discovered in any type of 
entertainment: “I believe that video games can lead to the same 
aggression as any physical sport or competitive activity. Anyone 
who gets hot during a game will feel massive frustration when 
they lose. Some people are more competitive than others, and 
some are better losers than others, but ultimately the feeling of 
excitement can cause aggression, not the activity itself. Does this 
mean games cause violence? From my point of view: no more 
than sports or television. This doesn’t mean it doesn’t, but it is 
certainly not an argument for banning video games. The form of 
aggression can also be different. People who play physical sports 
are prone to be physically aggressive, while people who play video 
games are more likely to use weapons, regardless of whether this 
is due to exposure to the violence in the game, or to the 
personality of the player”. 

The majority of the respondents believe that the problem 
could be dealt with in a clean manner provided that the parents 
or tutors supervised more closely and attentively the teenage 
players’ activity. “It became a problem when parents let their 
children play games without any parental supervision. In my 
experience, 90% of toxic players are children/young people, or 
they talk and think like children. I don’t see the difference 
between people who are toxic while playing video games and 
adults on Facebook. It all depends on us. How we react to 
different hates”. “I do not agree with verbal hostility both in real 
and virtual life. Verbal violence denotes a lack of education, but 
also a weak character, frustration, a desperate attempt to impose 
oneself. Since online games are used intensively by children, I 
consider that aggressiveness in language is a form of 
manipulation. Thus, I definitely do not agree with the aggressive 



109 

language”. “In my opinion, language aggression in games falls 
into two categories: that of the game itself and that perpetuated 
by the players. The first one doesn’t bother me, because I consider 
games to be an art form, like a movie or a song. Of course, I 
believe that parents should monitor the games that youngsters or 
children play (check online, or on the game case for the age rating 
and content). However, an adult is often competent enough to 
distinguish play from reality. Therefore, the vulgarity of the 
language in the game itself is acceptable. On the other hand, the 
profanity perpetuated by players is much more toxic. A game that 
does not directly discourage or even encourage conflict between 
players is an unplayable game. I have played such games in the 
past and even if I loved the game itself, I abandoned them because 
of the players. I prefer not to spend my time stressing over 
encounters with such immature people”. “Violence in video 
games has nothing to do with the games, it all starts with 
education. An aggressive child in a game is aggressive and not 
because of the games. Here, I think that parents play an essential 
role; I believe that aggressive players usually had problems at 
home and vented in the online environment, something that can 
affect the experience of other players, but in no case do I think 
that it changes their personality in the long term. Today I don’t 
consider myself toxic or aggressive in my everyday life, as I have 
played any kind of online game for over ten years.” 

Moreover, if the cards are played right (pun intended), 
certain – otherwise considered violent – video games could be 
perceived as a relaxing way of spending time. Even so, the 
respondents insist that the right precautions are taken in order to 
ensure a safe, violence-free environment for the young gamers to 
play in: “I believe that aggression in the context of story-based 
video games can help tell the story or the message desired by the 
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creator. As long as they are marked in the appropriate age 
category, I don’t think it should be a problem. Many times, 
whether you adopt that language or actions, is up to the 
discretion and mental age of the player, it is not the fault of the 
game itself or game creators. On the other hand, in the case of 
chat in online games, I think it is important to maintain a 
civilised, appropriate language, because the words addressed to 
other players can affect them. Many players use the fact that they 
are behind a screen, to vent their weaknesses and frustrations on 
other players. In conclusion, games can contain language and 
violent activities, but it is important that they are addressed to the 
right audience, and chats and voice chats must obey the good 
behaviour rules, to keep the communities clean”; “In some 
games, aggressiveness is somehow necessary, making them more 
entertaining and challenging”; “Aggressive language is not 
harmful if it occurs in moderate manner, sometimes even 
creating a more special and amazing experience. Aggressive 
language becomes harmful in the online environment, especially 
in the presence of children. In my experience, stressful situations 
during the game created circumstances for more aggressive 
language but did not affect the rest of the time spent in the game. 
The real problem is the use of inappropriate language in the case 
of children, but this problem also depends on the education of 
each person, not only on the situations in which they find 
themselves”; “Video games don’t have to be so aggressive; they 
have to be something interesting for children and something 
positive. Let it be a relaxation”; “Aggressive language in a video 
game is sometimes necessary to relax from the stress of everyday 
life”; “Video games can be relaxing but also annoying, it depends 
on what mindset the person starts playing with.” 
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The respondents to the questionnaire seem to be of the 
opinion that sometimes, the ones who do not match the game are 
actually the players, and not the other way around, since this type 
of language is present in all fields of human activity, being part of 
who we are, as humans interacting and reacting to the reality 
around us. “I don’t think there is anything wrong with playing a 
game with a little aggression in the language. The world is too 
easily offended. Stop living in a bubble!”; “The world takes 
offense too easily. Everyone has the right to play however well or 
badly, that’s why I see no point in abusing a person in a video 
game”; “From my experience, players who want to be 
perfectionists, are usually the toxic ones...but people who just 
want to spend time with friends playing online, not so much”. 
Still, they feel the need to underline that such a language could be 
traumatic, especially in the case of young players, who could be 
bullied, insulted, and intimidated: “I think it is very harmful 
among young children, they have every chance to develop an 
aggressive attitude towards others because they identify with the 
characters of the video game. Many times, they act aggressively 
involuntarily because it all becomes an acquired behaviour”. 
“Not everyone is good at video games, so more experienced 
players have become accustomed to insulting weaker players”. “I 
believe that aggressive language in a video game can sometimes 
have a negative impact, especially for children, as they are much 
more easily influenced. One thing that could improve this would 
be an option where you could mute a player’s chat or microphone 
during gameplay if you feel they are making you uncomfortable”. 
“Aggressive language in a video game can have negative mental 
and psychological consequences for the people to whom it is 
addressed.” 
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Most of the respondents offered their feedback starting 
from their own practices as players, so these empirical 
experiences are to be regarded as such; nonetheless we believe 
that they offer a valuable insight into the phenomenon in 
question, proving that video gamers are aware of the 
environmental features of the virtual games they play. Thus, they 
have developed coping techniques that help them disregard what 
could be considered annoying and traumatic: “I believe that if the 
language in a video game becomes too licentious, you can always 
close it or turn the volume to minimum, or mute, thus having the 
possibility to play in a more pleasant atmosphere”. “In general, it 
depends a lot on the person playing the game, but more recently 
there are several methods to block the toxicity or to avoid it 
completely if it bothers you. Foul language has no place in video 
games (movies or books, websites, too) because it doesn’t help 
anyone. It is a sign of a lack of morality or principles”. “I’ve been 
insulted many times in a game, but I don’t think it affected my 
self-esteem, maybe only momentarily. However, more measures 
should be taken regarding verbal aggression because there are 
many children who repeat the words heard there and become 
verbally aggressive, becoming offensive with their peers.” 

Speaking of using foul language as a stress coping 
mechanism, one of our respondents even made a reference to a 
study (Stephens et al., 2009) which proved that if people were 
allowed to use vulgar language under pressure, they seemed to 
have been able to handle the stress easier than people who were 
permitted to use only neutral words. “In some cases, hostile 
language seems necessary, just as people do in real life; it is worth 
noting that in a social test, people who were allowed to swear 
while their hand was in an ice bucket, lasted on average with 15 
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seconds more than those who were not allowed to use vulgar 
words, as a result, although it is not ethical and moral, it seems to 
be useful!” 

All these thoughts and impressions expressed by the 
gamers who agreed to respond to the questionnaire show that the 
issue pertaining to the use of aggressive language in video games 
is, indeed, regarded as possible traumatic, unless the players are 
equipped with the necessary tools to help them cope. The 
responses we observed prove that the gamers are aware of their 
exposure to the (occasionally) foul language of video games, they 
seem mature enough to understand the case, and seem to be  
en garde when it comes to coping with it.  

In an attempt to offer some closure to our survey, we 
invited a long-time gamer to express his opinions on the matter 
in question in a mini interview. NHC is a 20-year-old gamer, who 
used to be an avid video gamer until recently. According to him, 
the longest period spent playing a video game, his ‘longest play 
time streak’, as he called it, was of 9 hours, indeed, considered a 
long time to be spent gaming. When asked about any situations 
in which he might have been banned or suspended from playing, 
due to using aggressive language, he recollected his “ragging and 
flaming periods, being for 2 weeks in LOL for saying something 
bad to someone, out of frustration and stress”. On the same note, 
when asked how he managed to cope with the toxicity in the 
video games he was playing, he confessed that he “used to either 
turn off the chat of LOL, or avoid looking at it all, to prevent 
being tilted (a.k.a. influenced negatively by bad teammates).” The 
gamer we interviewed believed that engaging in video gaming 
could be perceived as worthwhile activity for those who seek 
relaxing and entertaining activity, especially for those who are 
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patient and mature enough to pursue all game levels, to ignore 
toxic language (if need be), who manage to remain calm in 
stressful situations, thus developing healthy stress-coping 
strategies. Regarding the issue of time, whether it was or not to 
be seen as wasted, he declared that he did not regret the time 
spent playing “I think that, despite having so much toxicity in 
language, even the most competitive video game has something 
to teach you, how to cooperate with a team of highly furious 
people, how to respect other people (especially after getting 
banned for bad language and behaviour), how to relax and enjoy 
your free time.” Moreover, he agreed that video games were, 
indeed, time and energy-consuming, and one should be quite 
balanced to be able to benefit from the perks of the game, and not 
become stressed by its toxicity and inherent stress.  

To conclude, we believe that the phenomenon of 
aggressive language in video gaming is, indeed, an issue worth 
observing, since it might induce trauma to a typology of users 
who might not benefit from the appropriate set of tools, and 
social maturity needed to cope with such an instance. Yet, we 
should not consider lightly the benefits associated with playing 
video games, as they are rightfully perceived as entertaining, and 
as being settings in which social and communicative skills can be 
practiced, observed, and developed; all this provided that the 
environments are controlled, monitored, and made safe by the 
game providers, or other responsible people. Our aim here was 
to draw attention to the phenomenon, to analyse the opinions of 
video gamers on the matter and to signal the possible occurrence 
of violent discourse that might lead to gamers being bullied and 
ill-treated, thus, detrimentally affected during their time spent in 
a virtual environment. We believe that, by raising awareness, the 
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necessary measures to ensure damage control could be taken, and 
that video games could become a safe world for their virtual 
inhabitants.  
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Abstract. After almost 2 years of Covid-19 pandemic-imposed online teaching, 
educators might wonder whether technology in education is indeed the future. 
Before the pandemic struck the world, technology has been part of the teaching 
process for a while already, by means of online manuals, gadgets, use of the in-
ternet, etc. but never before has technology become such an integrated part to the 
teaching process as in this period, in which courses were taught almost exclu-
sively online. The article offers arguments to support the need of adapting and 
adopting technology to the new classroom (online or on-site) and to the digital-
native student; it also describes some examples of good practices proving the 
advantages of digital education while underlining the idea that the students need 

, who ought to permanently adjust 
to the novelty-imposed technological changes to teaching, in view of Industry 4.0 
requirements.  
The present paper presents the way in which technology has interfered with edu-
cation, in the case of an educational project that focuses upon designing digital 
tools to support innovation in the classroom. The practical part of the paper pre-
sents a model of implementing digital technology into the classroom in order to 
introduce technical content. The methodology of the research contains a ques-

ing medium. 

Keywords: innovation, teaching, adaptability, virtual teaching tools 

1. Introduction: theoretical background on the use of technology 
in education 

The purpose of the present paper is to suggest a model of implementing digital technol-
ogy as means of delivering technical education in higher education. Nowadays over-
views on education perceive it as an essentially interdisciplinary approach making use 
of a wide variety of technological tools in order to achieve its scope. This is in accord-
ance with contemporary views on the concept of Industry 4.0., for which education 



2 

plays a major role. Some of the connections between the principles of Industry 4.0 and 
education refer to notions of interdisciplinarity, interconnectivity, collaborative work 
and the resort to technology and means of instruction. Considering the current devel-
opments in all educational areas, technological education included, it is necessary to 
adjust and innovate methods, means and contents in order to meet both student needs 
and the requirements on the labour market.  

In view of the above, the present paper presents the way in which technology has 
interfered with education, in the case of an educational project that focuses upon de-
signing digital tools to support innovation in the classroom. The practical part of the 
paper presents a model of implementing digital technology into the classroom in order 
to introduce technical content. The methodology of the research contains a question-

  

2. Good practices in the implementation of digital learning 
environments 

We are living a time in which we need to acknowledge that on the one hand, the students 
need to be placed in the centre, as the direct beneficiary of the learning process, and on 
the other hand that education can no longer be performed outside a technology-marked 
environment. This would be a good moment to salute projects that acknowledge this 
reality and take initiatives that develop and support innovation in the classroom. A good 
example seems to be, for instance, the ELSE Erasmus+ Project: Eco/Logical Learning 
and Simulation Environments in Higher Education [1], which is a project developed 
between 2018-2021, strongly supporting the idea that education is in a continuous need 
of technology-backed tools, that aim at creating and maintaining a challenging and re-
warding atmosphere for all the actants involved. Therefore, the project initiated by the 
UNITUS University of Viterbo, Italy and conducted together with other 10 partners (9 
European universities and a software company) proposed an eco-system composed of 
three tools: EVOLI, EDASH and ECORE.  

EVOLI is a tool that exploits video tagging, and it may be perceived as a preliminary 
stage to the flipped classroom teaching method. The teacher uses certain YouTube vid-
eos, as knowledge clips, to provide students with content supporting the teaching aim, 
and the students are invited to watch the suggested videos, react to it, even leave com-
ments, before the class is actually taking place. By doing that, the teacher is able to 
gather the feedback before class, and offer further required explanations, focusing es-
pecially upon the problems or issues identified, signalled by the students. [2, 3] 

The next tool developed within the ELSE project is the EDASH tool [4] is a plat-

assessments, in an objective way, by offering info on the level of progress and perfor-
mance, thus getting the pulse of the class, and initiating the necessary interventions and 
possible actions to be taken in remedy.  

Last, but not least, we approach the tool ECORE, which is a type of simulation tool 
[5], used to create serious (video) games that convey content, promote reflection in 
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students, and stimulate learning by doing, the so-called experiential learning. This tool 
will be further debated in the research part of our paper. 

3. Practical case study: the serious games as digital learning tool 

The above-mentioned examples, inscribed into the general trend towards technologis-
ing educational acts, led to the formulation of the hypothesis according to which pre-
senting technical content by resorting to technology is a motivational factor in the suc-
cessful acquisition of interdisciplinary knowledge in higher education. By interdiscipli-
nary knowledge we imply technical knowledge related to the automotive industry field 
and linguistic knowledge, in the form of specialised terminology. 

which is an ELSE-branded ECORE tool to create a video game in which students stud-
ying technical content for specialised technical translations were exposed to technical 
content and terminology from the automotive engineering field.  

only, since it brings together the necessities of the learning act, i.e. to inform and edu-
cate, and the needs of the current digital native learner, who expects to be both in-
structed and entertained, in the process. Referring to the latest definitions of the term 

is a situation, an instance in which the 
players (in our case, the learners) are invited to become active in a teacher pre-estab-
lished virtual framework, and play the game, implying that they need to chose from a 
set of actions and steps, leading to a goal, while taking decisions that affect the outcome 
of the game. [6] 

It is of utmost importance for the objectives and the rules of the game to be clearly 
set from the beginning, for the tool to prove its efficiency in the educational act. This 
idea only makes us more aware of the rather contradictory association of the two terms 

two different connotative, pragma-semantic areas. Therefore, analysing the picture in 
Fig. 1
to the learning process as much as it is linked to entertainment, thus, supporting one of 
the basic requirements of the current learner. To support that even more, we also appeal 
to the ideas underlining the fact that, according to recent studies, training and learning 
with the aid of serious games proved to be more engaging and effective, contributing 
to the improvement of cognitive skills, knowledge, and retention of information taught, 
in comparison to traditional or conventional methods of instruction. [7] 
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Fig. 1. Presentation of 8] 
 
Therefore, the ELSE-branded ECORE tool aims at re-creating real life situations, in 

that it offers context and environment which resemble natural settings, in which the 
player (the student) faces certain problems that need to be solved, step by step. The 
problems that the student needs to solve may vary, according to the objectives of the 
lessons, type of discipline, pedagogical aims of the teachers, etc. The tool develops an 
editor, which allows the teacher to play while building the serious game into a number 
of frames which are meant to lead the student through the game. At each step, the stu-
dent is invited to perform certain tasks (read certain materials, watch certain videos, 
consult certain links, solve certain situations, exercises, etc.) and then choose from 3 
pre-designed answers, out of which only one is correct. The beauty of the game lies in 
the fact that the students can seriously play as many times as they need to, in order to 
achieve good results, and thus, learn from/while doing so.    

To exemplify, the ECORE tool was used to create the serious game Know my car, 
which aims to teach students certain specialised terms, in the field of automobiles. The 
group of students was represented by applied modern languages students enrolled to 
specialised terminology courses, where they study to become specialised translators, or 
interpreters, in different fields. 

The teacher needs to have a clear view upon the goal of the game, in order to be able 
to design the frames accordingly. Thus, the storyboard that fills the framework prepared 
by the editor of the tool is an important part of the game, and it is created in such a 
manner that the teacher is carefully guided into its production. Needless to point out 
that the digital skills of the creator of the game are highly exploited, proving once again 

-mindedness in using technology in the classroom. Therefore, the 
game editor opens with the frame in which the teacher introduces the title, the descrip-
tion, and the goal of the game, and also chooses other details referring to the way the 
game is going to develop: the number of steps, the structure (sequential or parallel), or 
the cover (for aesthetic and pragmatic purposes).  
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Fig. 2. Sample from the ECORE game Know my car, presenting game description and objectives, 
as set by the teacher 

In the serious game we created, the character, George Smith, is looking for a job as a 
mechanic at an auto repair shop. The student playing the game needs to choose the best 
answer out of the three offered, to provide the character the best continuation to the 
next step. The answers are scored according to their suitability to fit the needs of the 
character: score 2 being the least likely and score 6 being the most likely to fit. 

 

Fig. 3. Sample from the ECORE game Know my car, presenting one of the initial phases of the 
game 

The next step takes the character to a test that needs to be solved to prove his skills. The 
test refers to the ability of the character to arrange the steps of developing a car in the 
right order. [9] In order to solve the task, the students must watch a Youtube video on 
designing a car from sketch to presentation. By doing that, they will be exposed to the 
specific technical language, which should help them achieve the task successfully. [10] 
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Fig. 4. Sample from the ECORE game Know my car, presenting the core exercises of the game 

The next step is another test that the character needs to pass, in order to get the job, and 
that entails matching parts of the car with their definitions. To help students become 
aware of the specialised technical vocabulary, they are invited to consult a drawing on 
the topic, presenting the parts of the car. [9]  

 

 

Fig. 5. Automobile parts [9] 

The game ends after the students pass all the steps and solve all the tasks. As mentioned 
previously
objectives and the purpose of the lesson. Yet, regardless of its difficulty, the students 
will always seriously play serious games, becoming aware of the fact that they are ac-
tually learning by doing something entertaining, that fits their expectations. More than 
that, the ECORE game offers feedback under the form of percentages of correct an-
swers for each frame, and of the total score, so that the students can see which frame 
was problematic and play again, for as many times as they need to, until they get the 
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desired score, which will definitely entail retaining the necessary knowledge on the 
learning topic.  

 

 

Fig. 6. Sample of the score in the ECORE game 

The ECORE tools provides students with the possibility to play the serious game on 
their own, in their free time, to acquire the information in a safe and stress-free envi-
ronment, after studying the material suggested as support (videos, textbooks, diction-
aries) or in groups, or in the classroom, with the teacher. It is important to underline the 
fact that, even if the ECORE tool implies a certain amount of individuality on the part 
of the students, since they can play alone, the teacher can and ought to 
performance and progress, and provide more explanation, if needed, in class. That is to 
say, the tool is to be perceived as a complementary alternative to the direct teaching, 
belonging to the flipped classroom model of teaching methods. 

4. Results 

In order to receive information on the efficiency of the ECORE tool upon the linguistic 
students learning specialised terminology, we applied a questionnaire (Google forms) 
to a number of 19 students. The group of students was invited to answer 10 questions:  

For question 1. regarding the level of appreciation of the ECORE tool, the suggested 
answers included: its user-friendliness, its efficiency in introducing new technical con-
tent, its efficiency in introducing new linguistic content, the fact that it simulates real-
life situations. As the graph suggests, 52.6% agreed to the fact that the tool is user-
friendly, and it is efficient because it simulates real-life situations. Also, students con-
sidered that the tool was efficient in introducing new technical (47.4%) and linguistic 
(42.1%) content, which rightfully serves their purposes in acquiring specialised vocab-
ulary. 
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In the case of question 2, on the areas in which students felt they made progress after 
using the ECORE-based activity, 63.2% admitted that they improved their digital skills, 
47.7% of the responses showed improvement in linguistic knowledge, 42.1% showed 
improvement in the technical knowledge and only 5.3% considered that not much pro-
gress was made.  

 

 
Question 3, asking about the familiarity with this type of learning technologies before 
using ECORE showed that the majority was between somewhat familiar (47.7%) and 
very familiar (31.6%), leaving the minority in a less familiar zone, which proves that 
the technology-based learning has been gaining ground in education.  
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Question 4 aimed at finding the main advantages of ECORE compared to traditional 
learning methods. It showed that more than half of the answers (57.9%) appreciated 
that the ECORE tool ensures a natural way of acquiring the technical information and 
also that it makes use of modern, interactive and intuitive technology, while a small 
percentage (5.3%) considered that there were no significant advantages to the tool. 
Also, the result on the development of soft and hard skills is just as significant, since it 
rounds up to 52.6% of the responses, proving that the tool was well perceived by the 
users.  

 

 
Question 5 aimed to discover the level of suitability of the tool for introducing technical 
vocabulary from other engineering branches and the answers were quite balanced 
amongst the suggested answers; thus, 31.6% of the respondents considered it extremely 
suitable, because it incorporated modern technology, 36.8% believed that the tool was 
somewhat suitable, but it also had some disadvantages and 21.1% considered that the 
tool was suitable in general, depending on the technical content, and that not all tech-
nical contents could be adapted to this method. This raises awareness on the fact that 
extended care needs to be taken when choosing the right content material to fill the 
game, in order for it to be effective.  
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Questions 6 to 10 invited the students to rate certain statements of appreciation of the 
application of the tool, by using a scale from 1 to 5, where 1 means to a very little extent 
and 5 means to a great extent. Thus, question 6 checked whether it was easier to iden-
tify, label and learn automotive terminology while playing, because learning motivation 
was increased. Following the charts, it was interesting to observe the balanced answers, 
as only the rate-point 4 gathered 36.8% of the responses, while rate-point 2, 3 and 5 
equally showed 21.1%, implying that the opinions of the students are fairly spread on 
the rate-scale, leaving out completely only the rate-point 1. These results seem rather 
expected since, even if the students in the sample group have different linguistic back-
grounds in terms of specialised terminology, varying from very little to some 
knowledge, the game provided them with enough content material to support their 
search in an entertaining, thus motivating way.  

 

 
Question 7 aimed at a more emotional aspect, checking the increase in content 
knowledge regarding car parts and operating procedures in an entertaining and interac-
tive way. As the chart shows, the largest majority of answers were the 4-point rated 
ones, representing 52.6% of the total answers, implying that the students enjoyed the 
activity that helped them find new specialised vocabulary . 
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Question 8 verified whether the language skills were practised in a natural way, and the 
results favoured again the 4-point rate answers (47.4%), followed closely by the 3-point 
rate answers (26.2%) and 5-point rate answers (21.2%) implying that most of the re-
spondents felt they practiced the language in a natural way.  

 

 
Question 9 observed that practical tasks, such as the ECORE game, are preferred, as 
they simulate real life. As seen in the chart, 84.2% of the answers were of 4-point rate 
(57.9%) and 5-point rate (26.3%), underlining once again the idea that the real-life at-
tribute plays an important role in the perception of the students in regards to learning 
activities.  
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ing their 

belief that engineering terminology should make use of interactive methods using tech-
nology. Apparently, the limits of the rating scale were not strongly covered, implying 
that students had their reservations as to the efficiency of the tool, yet with a tendency 
towards the tool being more efficient than not.  

 

5. Discussion 

The results of the survey confirmed the hypothesis that the resort to technology stimu-
lates learning motivation and acquisition success. Both components of the hypothesis 
were confirmed: the technical part and the linguistic one, thus making proof of the ef-
ficiency of interdisciplinary approaches in education.  

It is obvious that the current and future trend in education ought to ensure easy access 
to teaching and learning resources for the teachers, who need to adapt their teaching 
methods and techniques to the expectations and requirements of the young generation 
of digital-native students. Education can no longer continue to entail only frontal 
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teaching, when the teacher lectures in front of the classroom and the students (rather 
passively) sit in their desks taking notes; teaching today needs to have the teacher (lit-
erally and figuratively speaking) step dow
dents, meet their expectations, adapt to their style and comply to their preoccupations.  

Therefore, we can observe how, after almost two years of Covid-19 pandemic-im-
posed online teaching, educators have reached the conclusion that technology in edu-
cation is indeed, the future. Before the pandemic afflicted the world, technology has 
been part of the teaching process, for a while already, by means of online manuals, 
gadgets, use of internet, etc., but never before has technology become such an inte-
grated part to the teaching process as in this period, in which courses were taught almost 
exclusively online. Keeping this in mind, we ask ourselves: Does technology bring 
about more added value to teaching, or not? Does it imply re-formatting all that the 
educators knew and applied in the classroom? Does it mean that old-school schooling 
is obsolete? After applying the ECORE tool, we may answer that indeed, more added 
value appears to be imprinted to teaching, once technology is applied in the classroom, 
and that educators do need to adjust their teaching styles, their soft and hard skills to 
meet the requirements of the new age of education. Lastly, old-school schooling is not 
necessarily obsolete, but it ought to be complemented and adjusted to the novelty im-
posed to teaching, in view of Industry 4.0 requirements. 

6. Conclusion 

The tools are out there, the possibilities of applying them to teaching exist, all there is 

Teachers need to reconsider their role in the educational process, from providers of 
information to facilitators [12]. It is no longer enough for educators to design lessons 
following (or shadowing, really) the official teaching syllabus, making sure that stu-
dents are being delivered all the right information, but it is of paramount importance 
for the e
ests. The curriculum needs to be adapted, the teaching methods and tools must be ad-
justed having in mind the receivers, the beneficiaries of the act of education.  

It goes without saying, this is a tough process, which entails, more than anything 
else, readiness and availability, willingness to adapt. It implies de-coding the educa-
tional needs of the current student, who was born digital-native, who can easily operate 
gadgets almost all the time, who has quick and direct access to information. It implies 
re- -
instruct the new student. Last, but not least, it means that the teachers ought to be ready 
and willing to learn and train themselves on the new technologies, in order to keep up 
and perform. This brings us back to the idea of adaptability, which should not be con-
sidered lightly, since it involves employing and developing technology skills and com-

today might be obsolete tomorrow. It only leaves us with the realisation that in order to 
survive, we need to adapt to always adapting. 
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Cristina NICOLAE

Bianca HAN

Smaranda ȘTEFANOVICI

LINGUISTIC AND LITERARY
IDENTITY

Student Perspectives

Identity has often been labelled one of the most controversial concepts of
our time, its complexity and elusiveness generating heated debate among
identity theorists, researchers, enthusiasts, etc. The present volume is
structured as a collection of articles focusing on this multifaceted
phenomenon, offering various and challenging analysis lens that would
zoom in on constructive or deconstructive identity journeys.
The authors of the papers are master’s degree programme students (first
year of study), specialising in Anglo-American Studies, and the papers
reflect, to a certain extent, the research they conducted within several
courses at George Emil Palade University of Medicine, Pharmacy, Science,
and Technology of Targu Mures (UMPhST), constituted as incipient studies
that do not claim to exhaust the approaches they propose, but further
them as the beginning of a scholarly journey. 

The editors Dr. habil Ștefanovici, Dr. Cristina Nicolae, and Dr. Bianca Han
teach English literature and linguistics within G. E. Palade UMPhST of
Targu Mures, Romania. Their fields of research are: British and American
Literature and Civilisation, Translation Studies, Applied Linguistics,
Communication Techniques.
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Abstract: Since technology has become an organic part of our lives, new skills are in order, and 
continuous updating is a must. The field of translation could not be left out of this evolution; therefore, 

the future translator needs to be trained to acquire new digital skills, in order to meet the market 

requirements. The paper focuses on the Course on translation software, freshly taught within the 

Master’s degree programme of Multimodal translation within our university.  
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The speed with which things are developing, the speed that appears to be imprinted in our 

lifestyles nowadays, imposes certain adaptability on our part. No section of human life has been 

left unaffected by this truism. An old game we used to play when we were kids said: ‘…ready or 

not, here I come…’, words later used even in songs. This only proves how timeless the quick the 

passing of time really is. Regardless of how ready (or not) we may find ourselves in front of the 

inherent changes that occur in life, change has always been constant, the one that never changes.  

This idea has been among my preoccupations for some time, therefore it was developed 

in previous articles as well, as I consider that there is a particular fascination that derives from 

this belief. In an article (Han 2016: 323), I wrote “One cannot fight or stop change. We daresay 

one shouldn’t even try. We believe that trying to embrace it and to make the most of it might 

work better for us, the subjects it affects.” With the same conviction, I aim to underline the 

necessity to adapt the teaching curricula of the linguistic study programmes in higher education 

to such an extent that it contains courses that support adaptation to change. The case we are 

interested in here is that of translation courses, which can no longer be conceived without the 

inclusion of technology employed to applied linguistics. That is to say, our students need to 

benefit from the advantages proposed by such an updated and modern approach of technology 

upon the education process. This leads us to the aim of this article, which focuses upon the use of 

translation technology tools, tools that support the work of translators in the translation process.  

Sometimes perceived with a certain degree of reluctance, if not even disdain, in some 

cases, these tools have already proven their efficiency and usefulness among translators who 

were ready to open-mindedly embrace the organic shift to the new approach. The waves of fear 

that these tools might endanger, or even replace altogether, the job of the human translator were 

little by little overcome by the realisation that the tools work only in the hands of the human 

translator, and that AI algorithms that support them have not (yet, anyway) managed to eliminate 

the human touch. Translators have, therefore, come to understand that these CAT tools are to be 

perceived as the next logical step towards professional improvement, and that having digital 

skills and being able to perform the translation job employing applied technology is a must, in 

order to resist on the market. In a globalised world, the translation market has become genuinely 

competitive, thus, adaptation to technology-enhanced tools is no longer an option, but a sheer 

necessity. In her book, Martinuzzi reminds us that adaptability is a crucial skill to master: “There 

is a well-known Chinese proverb that says that the wise adapt themselves to circumstances, as 



water moulds itself to the pitcher. Perhaps at no other time in recent history has adaptability been 

more important than it is now. Adaptability – the ability to change (or be changed) to fit new 

circumstances – is a crucial skill […] and an important competency in emotional intelligence.” 

(2009: online) 

In another more recent article (Han 2020: online), I also observed how “the translation 

software market is already fairly dense and judging by the way technology evolves, it is prone to 

become more populated. This is a natural process, and we need to adopt it and adapt to it. From 

the perspective of the translation teacher, this is ‘translated’ -pun intended- into the effort of 

presenting this technology-enhanced reality to our students, the future translators, who need to be 

made aware of the tools they can use as professionals. Clearly, we ought to understand the 

benefits and the drawbacks that may result from using such tools. Still, it goes without saying 

that the future translators would be incomplete in their professional formation if deprived of the 

knowledge and implicit competencies that back such technology-supported tools.” Translators, 

just like all professionals, need to be alert and ready to embrace the novelty brought about by the 

CAT tools. At the same time, they ought to keep in mind that “a growing number of adaptive 

competitors are using an array of new approaches and technologies, especially in virtual 

environments” (Reeves, M., Deimler, M. 2011: online), so that keeping up-to-date and 

continuously improving one’s skills is imperative. 

Today, maybe more than ever, due to the Covid 19 pandemics, teaching became strongly 

touched by the use of technology: “No matter the type of channel used (radio, TV, mobile, online 

platforms, etc.), teachers need to adapt their practices and be creative to keep students engaged as 

every household has become a classroom -more often than not- without an environment that 

supports learning”, opinate the authors of a study performed by the Worldbank.org. (Barron et 

al., 2021: online) And teachers, indeed, adapted to the use of technology in the classroom, 

proving once more that education is of paramount importance for the evolution of humankind. 

The focus here lies in the idea that technology has become an organic part of our lives, thus new 

skills are in order, and continuous updating is a must. The field of translation could not be left 

out of this evolution; therefore, the future translator needs to be trained to acquire new digital 

skills, in order to meet the market requirements.  

In this respect, I found Titela Vîlceanu’s idea rather interesting (2017: 137): “The 

building and development of translation competence become a matter of where, how and when. 

Without a shadow of doubt, translator training programmes are most adequately developed by 

universities or other academic entities at the Bachelor’s and Master’s levels. Although, 

theoretically and not only, such programmes offer a competitive advantage to translators, 

employers (even large international organisations) hire or entrust translation tasks to people who 

have not specialised in translation. One of the most reasonable justifications is that the mastery 

of a range of powerful CAT tools can enable a non-specialist translator to perform different tasks 

in semi-specialised domains.” That is to say that training in the use of the CAT tools could 

provide the working kit to a linguist, be it a student or not. Nevertheless, I trust that the best way 

to train into developing digital skills applied to translation is by taking on undergraduate or 

master’s degree courses. 

One of the degree programmes within our university offers the students a Course in 

Translation software, in which they are presented with the most recent approaches of the matter, 

and are taught the know-how of some of the most used such CAT (Computer-assisted/aided 

translation) tools. The declared aim of the Course is to raise awareness upon the fact that 

translation technology marks the future of the pragmatic approach of the translation market and 



also to guide the students’ way in learning how to use the tools smartly and make them work for 

them.  

One of the most important phases in the teaching process dedicated to translation 

technology was to clarify the specific terminology of the field since some of the terms and 

concepts are prone to cause confusion. Therefore, the students found that CAT tools are not to be 

confused for MT (Machine translation); they were also made aware of the importance of learning 

how to deal with a TM (Translation Memory) and a TB (Termbase); they practiced corpora and 

glossary building, concordance, matching and performed guided translations, soon to realise the 

usefulness of the tools, if used appropriately.  

In line with the leitmotif of the theme that places the use of technology in teaching in the 

foreground, I opted to use an online questionnaire to gather feedback regarding the Course. The 

experimentation group consisted of 20 students, 15 of which answered the questions in the 

questionnaire. Since the number of the focus group cannot be considered as a reference, I reckon 

that a disclaimer would be fitting, thus the results of this questionnaire are only considered 

significant to assess the feedback of the Course in question.  

Mainly, this survey was based on the answers to the following questions: Have you ever 

heard of Machine Translation before you took the Course in Translation software? Have you 

ever heard of CAT Tools before you took the Course in Translation software? Have you ever 

used Machine Translation before you took the Course in Translation software? Have you ever 

used CAT tools before you took the Course in Translation software? Were you aware of the 

difference between MT and CAT tools? Do you consider the use of Translation software useful? 

Do you believe that the traditional pen-and-paper translation is taken over by the modern 

technology-based approach, i.e. Translation software? Would you rather stick to your own pen-

and-paper approach to translation to the detriment of the technology-based approach, i.e., 

translation software? Do you consider that it is easy to learn how to use CAT tools in translation? 

Do you consider that it is difficult to learn how to use CAT tools in translation? Do you believe 

that the use of CAT tools will cast a shadow over the job of a human translator? How efficient 

was the Translation software course for you? What was the percentage of new info delivered 

during the Course? 0-25%, 26-50%, 51-75%, 76-100% What is your overall opinion of the 

Translation software course? What would you advise the new translator? 

It would be essential to mention from the very beginning that that group of students 

consulted is rather heterogeneous in what concerns their educational backgrounds and translation 

experiences. Part of them was already initiated (up to a certain extent) in the translation 

technology issues, but a slight majority was at the initial stage in the matter. In regard to their 

experience in translation (in a generic sense), the first question of the questionnaire discovered 

that only 2 (13.3%) had not had any before the Course. In comparison, the largest majority had 

already dealt with translation in school (11 students: 73.3%), while 2 students (13.3%) have 

already received a translator’s certificate.  

The next question aimed at checking familiarity towards the tool MT (Machine 

translation), prior to the Course, only to discover quite a balanced situation: 4 students (26.7%) 

declared not to have heard about the tool, other 4 had already heard about it, but had not known 

what it referred to, and the same number of students had heard about it and had also used it in 

their translation activities, leaving the 3 students who had heard of the tool, without ever using it. 

Interestingly enough, when checking familiarity towards CAT Tools (Computer Assisted 

Translation), the answers were anything but balanced, meaning that most of the students had 

either never heard of such tools (5 students: 33.3%) or, even if they had, they had never used 



them in their translation activities (6 students: 40%). On the other hand, the same number of 

students had either heard of the tools but had not known what they implied, or had heard of them 

and even used them (2 students: 13.3%).  

As I have already anticipated, one of the aspects that required attention was that regarding 

the difference and relation between MT and CAT tools, as, just as the questionnaire revealed, 

almost half the students (40%) had not been aware that there are differences between the two 

types of tools, while more than half of the students (53.7%) admitted having vague ideas on the 

matter, leaving us with a crushing 13% of students actually in-the-know.  

Another significant result of the survey shows that, by the end of the Course, almost all 

students were convinced that the translation process would definitely benefit from the use of 

applied technology (93.3%), while only 1 student (6,7%) was still not sure, yet had not answered 

negatively. The answers to the question regarding suitable approaches for translation presented 

20% of the students who believed that the modern (technology-enhanced) approaches were the 

most suitable. In comparison, the majority of the students (80%) believed that a mixture between 

modern and traditional (the so-called pen-and-paper) approach would have better results.  

Besides its proven, undeniable efficiency, learning and handling translation software is 

not an easy process, not necessarily because of the technical aspect itself, but rather because of 

the adaptability facets it entails. This might also be linked to the fact that most of the 

professionals working today started translating in a period in which the field of translation had 

not yet been so amply affected by technology. They are at a period in their lives in which 

adapting to something new might still be perceived as energy-consuming or even difficult to 

some extent. 

Nevertheless, the largest majority of respondents (80%) agreed that modern methods of 

translation (CAT) should be used together with the traditional ones (pen-and-paper), while only 

20% considered that CAT tools should replace the old ones completely, as the traditional ones 

are obsolete, leaving 0 respondents to believe that using modern methods should not be the case. 

In the same light, 73.3% agree to the fact that learning new methods of translation is something 

that can be rendered fairly easy, and only 26.7% admitted that more practice is required to decide 

if acquiring the new skill is easy; yet, no respondent confessed it being a difficult task, meaning 

that future translators are open to keep an open mind and understand the necessity to be up-to-

date regarding the latest approaches of this activity.  

In one of my articles quoted above (Han 2016: 327), I concluded that “translators […] 

should […] learn how to use [the CAT tools] properly” in order to help the translation process 

run smoothly, especially when used in the case of texts with a certain degree of specific 

terminology or texts that use repetitive terminology. It does not entail that the translation process 

is completely (or even partially, for that matter) taken over by the CAT tool but that the 

translator has an organised assistant that can operate segments of translation, under the careful 

supervision of the translator. Continuing the same idea, “We reason that anyone believing that a 

translator can [completely] rely only on such tools to get the job done, is far from utterly 

understanding their need and meaning. A translator’s job cannot be performed by such tools with 

a 100% accuracy.” And that is because that is not the point of using the tools. 

Keeping this in mind, it was interesting to observe how the master students responded to 

the question about the status of the human translator, viewed from the perspective of possible 

negative effects that might be brought about by the use of translation technology upon the human 

translator. Only a little over half of the respondents (60%) declared that they did not believe 

translation technology negatively impacted the human translator, while 20% still fear that this 



might be an issue. The same percentage declared that they were still undecided, which might 

imply that they had not had enough and relevant experience with the tools to understand their 

role entirely. At least, the question on the efficiency of the Course revealed that it was a good 

opportunity to raise awareness upon the matter at hand and introduce students to translation 

aided by modern tools, as all the answers were painted in favourable colours: 46.7% of students 

found the Course very efficient, and 53.3% considered it to have been efficient. As it turned out, 

93.3% of the students considered that the Course shed new light upon the translation process, 

and 73.3% consider themselves ready to apply and practice the information received within the 

Course.  

This entitles us to hope that future translators taking this Course will approach the 

translation process with more confidence and will be able to adapt to the updated working 

techniques imprinted by the translation technology. This became even clearer with the answers to 

the last but one question in the questionnaire, which aimed at finding out the general opinion of 

the master students regarding the Course on CAT tools. All the respondents considered that the 

information received was certainly useful, well-organised, relevant, and easy to follow; most of 

them declared that they were anxious to start applying the newly received info and practice 

translating using the CAT tools. Almost all of them admitted that most of the information 

received was rather new and seemed difficult, especially at the beginning, yet they became aware 

soon enough about the necessity of learning how to use the tools and need to adapt to the new 

approach in the practice of translation, to fulfil the expectations of the market.  

The last question in the above-mentioned questionnaire summoned the respondents to 

offer advice to a new translator preparing for today labour market. All pieces of advice revolved 

around the ideas that the future translators should become aware of the novelty in translation 

technology, should practice as often and as much as possible working with the translation 

software, should be patient with themselves and with the tools, should keep up-to-date with the 

tools’ development, but also, with their working languages, should continue their education and 

training, by investing in themselves and in translation technology and, most important, always be 

assured that the tools are not doing the translation job instead of them, and that the tools are not 

going to leave them jobless, but, on the contrary.  

Teaching translation technology requires a high degree of adaptability and awareness of 

the matter, both on the part of the teacher, who needs to adjust to the needs and expectations of 

the students while performing the educational act, and on the part of the students, who need to 

keep an open mind and be ready to apply and practice the information received. But, above all, 

educators and educated alike, need to trust that this is a ‘round-trip’ type of process, as 

“`Whoever teaches, learns in the act of teaching and whoever learns, teaches in the act of 

learning" wrote the Brazilian pedagogue Paulo Freire.” (qtd in Barron et al., 2021: online). 
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Abstract: The article aims at presenting an insight into the implementation at the G.E. Palade 

on the other hand, a tool that was developed within the ELSE Erasmus + Project by the 
Politecnico di Milano (Partner 5 in the ELSE Consortium) - the E-voli tool, applied to the field of 
linguistics, with special focus on the teaching of foreign languages.   

 
Keywords: innovation in higher education, teaching methods and tools, student centred approach 
 

 
The ELSE Erasmus + Project, has, by now, proven to be one of those ambitious 

projects that truly believes in the necessity to keep an open mind when it comes to teaching, 
to stay in touch with the pragmatic reality, thus allow, or better yet, invite innovative 
methods and tools to support and become a part in the teaching process and to value (to be 

It was these two aspects, i.e. innovation in teaching and the student in the centre of the 
teaching process, that mainly triggered the application1 of the ELSE project: 

continue to be peripheral to the process of knowledge co-construction; and 2. the potential 
for true pedagogical innovation through new technologies that can enhance the learning 

 

the ELSE Project, next to universities from Italy, Cyprus, Spain, UK, Portugal, North 
Macedonia, Romania and a software company from Italy. Regarding the objectives aimed 

embrace change in all fields of human development, adopt technology-induced novelty and 
learn (how) to adapt to all the changes that occur in life. Thus, the objectives of the project 
include: innovating pedagogies at tertiary level: a hypertext of good practices, flipping the 
academic classroom: the eco-system, learning through simulation: technology enhanced 
environments for university, personalising competence e-assessment: a digital tool, making 

e humanities in the 
digital age, making self-reflection feasible: the ELSE university student's guidelines to self-

 
1 Application form of the ELSE Erasmus + project  Key action: Cooperation for innovation and the exchange 
of good practices, Action - Strategic Partnerships  
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assessment.(https://internacional.uca.es/proyectos/proyectos-en-ejecucion/) presented 
in an article published in 2019, with LAP Lambert2 This 
partnership is meant to find and design appropriate solutions to support and implement 
innovative teaching methods, to meet the expectations of the students directly involved to 
the teaching-learning process, and of the external beneficiaries, i.e. the hiring companies 

3 
For that to be achieved, the partners have been working on implementing new 

teaching methods and using the tools developed within ELSE. Therefore, our contribution, 
up to this stage of the project, was to adapt and apply an innovative learning method, i.e. 
the flipped classroom, along with an ELSE developed tool, i.e. E-voli tool, designed by the 
Politecnico di Milano, member of the ELSE consortium. The purpose of this article is to 
present the situation regarding the application and adaptation of the method and tool 
mentioned above, in the field of linguistics, at our university.  

Flipped clas
classroom-based learning is inverted, so that students are introduced to the learning 
material before class, with classroom time then being used to deepen understanding 
through discussion with peers and problem- 4 This 
merely implies that the students are invited to become familiarised with a certain topic 
beforehand, in their own, free time, prepare the possible questions, raise probable queries, 
to such an extent that, by the time they meet the professor for the class, they would have 
already become aware of the topic in question, of the issues that are clear or those they still 
need explanation to. This method appears to have a number of advantages, since it shifts 
focus upon the students, it makes them become more involved in the educational process, 
be an important piece in the puzzle. 

The implementation of the flipped classroom method at our university, in the field 
of linguistics (more precisely, foreign languages) was applied to MA students in Anglo 
American Studies and was first supported by a questionnaire-based survey, meant to 

most efficient strategy to be applied. Thus, at this first stage, the questionnaire intended to 

one, they were asked to name any demotivating aspects/elements/agent; students were also 
asked to have an opinion regarding the importance of linguistics as a communicative and 
pragmatic way of life, or even enumerate/name and describe the methods through which 
they have been taught linguistics (language) in middle school, high school and university. 
They were also required to go as far as to have opinions and arguments on the effectiveness 
and ineffectiveness of the methods used by their former teachers. Last, but not least, they 
were invited to imagine what approach they would use, if they were to teach linguistics 
(language) themselves, with special focus on innovative methods. 

Pertaining to the findings of this first stage of the survey, the answers regarded as 
the demotivating aspects the following issues: length of the topic being taught, uselessness 

 
2 Somethings ELSE in Teaching Strategies in Higher Education. Insights into an Erasmus+ Project (I), in 
Humanities in the Spotlight. L. Chiorean, C. Nicolae, C. Lakó (coord.) Editura Lambert LAP, 2019, p. 196 
3 idem 
4 https://www.heacademy.ac.uk/knowledge-hub/flipped-learning-0 
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-social media today supports bad grammar-, linguistics -not a popular field, considered 
boring or not so interesting-, information gap, lack of practice, lack of understanding of the 
info taught. Another interesting and not at all surprising idea was the one referring to the 
differences between teaching methods (Romanian vs. English). Therefore, in teaching 
Romanian, it used to be quite often for the teacher to dictate and give examples, without 
insisting too much upon them, analysis of literary excerpt, grammar issues -theory, 
dictation, big volume exercises-, grammatical text analysis + learning the theory by heart, 
not many interactive activities.  

On the other hand, in the case of teaching English language, the teacher appeared 
to be more inclined to give the definitions, then gives examples, thus engaging the 
inductive method of teaching, always made sure that students understood the new concepts 
and analysed everyday situations, used different types of funny, interactive exercises, 
focusing on basic info not on exceptions, offering several language formulae, many 
practical exercises, translations, while theory was explained and supported by examples, 
analysis of real-life situations, debates, video materials, dialogues, group and individual 
work.  

answers was that between middle school and high-school, on the one hand (where lessons 
were rather learnt word by word, were usually written on the black/white board, language 
was taught through dictation, exercises, dictation, explanation, schemes, exercises) and, on 
the other hand, university (where language was taught by practical courses, really 
interesting and useful exercises, accompanied and supported by power point presentations, 
explanation, schemes, exercises.  

The last, but not least aspect dealt with at this stage of the questionnaire also 
discussed to the effectiveness and ineffectiveness in the teaching methods, and the situation 
that ensued refers to the appreciation that the effective methods were those interactive 
methods, diverse exercises, debates, deductive ways of learning, exploring rules through 
examples to improve logical thinking, use of worksheets, power point presentations, active 
learning exercises, creative exercises, text analysis, practical exercises, theory taught in 

whereas amongst the ineffective methods, we can find dictation, theory learning, too long 
explanations and too few and unclear exercises. 

The second stage of the adapted flipped classroom* method entailed the application 
to the course: Language and Discourse Contexts, for MA students in Anglo American 
Studies. Thus, the MA students were suggested to watch certain videos from Youtube, on 
topics related to the theme they had chosen (from the course bibliography) to present and 

(*thus, the term adapted flipped classroom). They were expected to use as methods for the 
theoretical approach, lectures along with inductive/deductive learning, brainstorming or 
Q&A sessions, and for the practical approach, they analysed videos from a wide cultural 
range, with different audience and speech contexts, with different speech purposes, with 
focus upon varying media techniques involved in creating a successful speech. 

The third stage encompasses the findings that resulted from the questionnaire and 
application of the (adapted) flipped classroom method to teaching language. Thus, amongst 
the methods that were rendered as effective, we can pick interactive presentations and 
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speech analysis, humorous remarks, wordplays, puns, jokes, discourse analysis, debates, 
crosswords, games, brainstorming, visual aids, worksheets/handouts (containing the new 
info), feedback from peers and teacher - constructive criticism.  

As a conclusion, flipped classes are perceived as a good opportunity to learn, not 
only about the subject at hand, but also about each other, and about new styles and 
techniques of teaching. Regarding the ineffective method issue, the conclusion was that 
there were no ineffective methods, only ineffective approaches or capacity of transmitting 
the information. 

The next part of this article regards the use of a tool developed under ELSE, the E-
voli tool, designed by the team of specialists in IT, bioengineering, philosophy and 
education of Politecnico di Milano, Italy. This tool proved to be easy to use, allowing 
uncomplicated access both on the part of the students, as well as the teacher (instructor). 
Therefore, the experimentation of this ELSE promoted tool at the UMFST, in the field of 
linguistics, 
Languages AML (Applied Modern Languages, 2nd and 3rd years of study) and GM in 
English (General Medicine in English, 2nd year of study).  

The activity taken as an example here presents a video applied to medical students 
that prepared an extra activity as a part of a multicultural event. As we can see in the figure 
below, the tool is designed in a very user-friendly manner, to such an extent that both 
teachers (instructors) and students would encounter no difficulty in using it. Once they 
accessed the site of the tool, they were invited to log in. The students were asked by the 

hey could see their reactions and 
comments and even watch the video material again. After all these phases, the students 

instructor could, thus, check on all the reactions and feeds offered by the students, and, 
consequently become aware of possible shortcomings of the topic/task presented by the 
video or issues that still needed further attention and even the timeframes in which the 
problems appeared.  

The alfa variant that we used in our experiment could only show the time (minute 
and second) of the video, but not send us directly to the video, to visualise the problem, but 
the ulterior version, presented within the ISP Intensive Study Programme week hosted by 
the Politecnico di Milano (3-7 February 2020) solved this weakness.5 This implies that the 
instructor can go directly to the problematic section in the video and see clearly what 
triggered that feedback. 

 
 

 
5 https://moodle.unitus.it/progetti/course/view.php?id=87 
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The conclusion of this experimentation leads us to consider that the E-voli tool is, 

indeed, a useful teaching alternative, a method which engages interactivity in the attempt 
to make the most out of using technology in the classroom. Last, but not least, it allows 

feedback and needs, since the instructor easily becomes aware with the possible problems 
that may appear during the educational process. Another advantage of such a tool would 
also be the fact that it is not time-consuming and that it can use both ready-made video 
materials or tailor-made (by the instructor) materials.  
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nothing but help and support the teaching and learning process, and they should constitute 
not the exception, but the rule at the basis of the methodology of any subject matter.  
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CHALLENGES UPON TRANSLATING CULTURE-CARRIER 

LITERARY WORKS. CASE STUDY – TRANSLATING BUBICO, BY 

I.L. CARAGIALE 
 

Bianca-Oana Han 

Assist. Prof., PhD, ”Petru Maior” University of Tîrgu Mureș 

 

 
Abstract: No wonder that the most difficult to translate literary works are the ones considered to 

embrace the cultural essence of a people. Together with the Master students in Anglo-American 

Studies of the Masters Programme within the ”Petru Maior” University of Tg. Mureș, we will try to 

render a fair transdaptation of a very difficult to translate literary work, i.e. ”Bubico”, by I.L. 

Caragiale (excerpts), in order to underline the challenges found upon translation. 

 

Keywords: culture specific items, humour, language, difficulty in translation 

 

 

The idea to translate excerpts from Bubico by I.L. Caragiale was triggered, on the one 

hand, by the idea that Caragiale is already acknowledged to be difficult (if not impossible) to 

render in translation and, on the other hand, by two facts: first, the fact that more than a 

decade ago, Maria Bucur1 declared in the online issue of the Observator cultural that “There 

is no good English translation of the most important modern Romanian playwright I.L. 

Caragiale!”, and second, the fact that a certain professor Eric D. Tappe, had already tried 

almost four decades ago and, to some extent considered to have succeeded such an endeavour, 

with the slight exception of Bubico and Două Loturi, according to an article written by Rodica 

Pioariu2. ”The general impression spawned from reading these translations is that of a notable 

accomplishment. The British translator (E.D. Tappe) offers a good selection of texts and 

correct transposition in the target language, in spite of the inevitable ‘losses’ arising from 

filtering through his own soul of the conception of the Romanian author. However, the 

prerequisite was fulfilled: the original spirit and form can certainly be found within the 

translations - Eric D. Tappe managed to merge equally, both the atmosphere and spirit of the 

Romanian stories, adapting them to the specificity of the receiving culture and spirit. 

Sometimes, the language overflown with diminutives, exaggeration, or even swearing or 

inappropriate nicknames - specific to a particular social and ethnic segment - has not always 

found the happiest expression in English. In our opinion, the language register selected by 

translator was not always the best for the characters outlined in Bubico or Două Loturi, for 

example. Slang rudimentary shade does not seem to have been pinned well enough 

consequently; its English equivalent appears to be poor. In some cases, much of the comic of 

the language, its rich semantics, its equivoque, ambiguity of expression that gives 

                                                           
1 http://www.observatorcultural.ro/articol/scriitura-romaneasca-in-traducere-un-vis-de-20-de-ani-2/ 
2 R. Pioariu, Despre o traducere a lui Caragiale în limba engleză, http://www.diacronia.ro/ro/indexing/details/A4850 

 

http://www.observatorcultural.ro/articol/scriitura-romaneasca-in-traducere-un-vis-de-20-de-ani-2/
http://www.diacronia.ro/ro/indexing/details/A4850
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unparalleled flavour to the language of Caragiale - so appreciated by the Romanian reader - is 

hardly found in its English rendering, or moreover, it loses its value.” 

Considering this line of events, together with the Masters students in Anglo-American 

Studies of the Masters Programme within the ”Petru Maior” University of Tg. Mures, we 

embarked in the challenging journey of rendering a fair ‘transdaptation’ of two short excerpts 

of the difficult to translate literary work, Bubico, by I.L. Caragiale, in an attempt to underline 

the challenges found upon translation. The exercise of translation benefited from the input 

translation variants of nine master students and it was developed within the seminars of the 

Translation and Interculturality master degree course. The original Romanian texts, excerpts 

from Bubico, by I.L. Caragiale3, that required translation were the following 2 fragments, 

from the volume “Momente și schițe” (rendered by the students as “On-the-spot Stories, 

Sketches and Memories”). 

 

“Nouă ceasuri şi nouă minute... Peste şase minute pleacă trenul. Un minut încă şi se-

nchide casa. Repede-mi iau biletul, ies pe peron, alerg la tren, sunt în vagon... Trec de 

colo până colo prin coridor, să văz în care compartiment aş găsi un loc mai comod... 

Aci. O damă singură, şi-fumează, atât mai bine! Intru şi salut, când auz o mârâitură şi 

văz apărând dintr-un paneraş de lângă cocoană capul unui căţel lăţos, plin de funde 

de panglici roşii şi albastre, care-ncepe să mă latre ca pe un făcător de rele intrat 

noaptea în iatacul stăpânii-şi. 

- Bubico! zice cocoana... şezi mumos, mamă! 

"Norocul meu, gândesc eu, să trăiesc bine!... Lua-te-ar dracul de javră!" 

*** 

“- Să te mănânce Bismarck... craiule!  

- Ham! ham! 

Şi sare de pe bancă jos în vagon şi apucă spre mine. 

- Cocoană! strig eu, ridicându-mi picioarele; eu sunt nevricos, să nu se dea la mine, 

că... 

- Nu, frate! zice cocoana, nu vezi că vrea să se-mprietinească? Aşa e el: numaidecât 

simte pe cine-l iubeşte... 

- A! zic eu, având o inspiraţie infernală; a! simte pe cine-l iubeşte... vrea să ne-

mprietenim!... Bravo!  

Şi pe când căţelul se apropie să mă miroasă, iau un pacheţel de bonboane, pe cari le 

duc în provincie, la un prietin; îl deschid, scot un bonbon şi, întinzându-l în jos, cu 

multă blândeţe: 

- Cuţu, cuţu! Bubico băiatul! Bubi! 

Bubico, dând din coadă, se apropie mai întâi cu oarecare sfială şi îndoinţă, apoi, 

încurajat de blândeţea mea, apucă frumos bombonul şi-ncepe să-l clefăie. 

- Vezi că v-aţi împrietinit! zice cocoana cu multă satisfacţie de această apropiere.” 

 

 From the very beginning of our analysis, we acknowledge the types of humour 

exploited with such talent by Caragiale. The author of Bubico is famous for his multi-folded 

sources and resources of humour: situational humour, humour of vices, of characters, of 

names or language humour. We daresay that even these short excerpts we chose for our 

analysis envelop, to a bigger or lesser extent, shades of each type of humour: the situation, 

                                                           
3 Ion Luca Caragiale, Momente și schițe (1908)  
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even if it might appear quite a common one, becomes a hilarious, thus zestful one; the 

characters are undoubtedly entertaining and the name of the poor spoiled mutt, Bubico, (even 

if not captured by the variants suggested by the students) may be derived from the Romanian 

bubă, which is a sore spot, a blotch, something annoying, one desperately wishes to get rid of, 

just like the mutt eventually becomes.  

 The analysis we performed brought into the light the idea that the degree of 

difficulty was increased by the linguistic items which support the orality and language 

humour which is so specific and characteristic to Caragiale’s works. The instances that 

triggered the most diverse variants were the ones rendering the following linguistic items: 

 

Original text Instances from the students’ variants of translation 

cocoana lady/ dame/ madam/ misses 

şezi mumos, mamă! sit nicely, dear!/sit tight, darling!/sit quietly, you 

mommy’s boy!/ be nice, darling!/ sit nicely, love!/ sit 

down nicely, honey!/ sit gently, dear! 

"Norocul meu, gândesc eu, să 

trăiesc bine!... Lua-te-ar 

dracul de javră!" 

Lucky me, I say to myself, hope to live well! Damn 

you, you stupid mutt!/ What a luck (I have)` I think. 

`Damn you, mutt!/ A hack of luck, I think! 

Comfortable living…! Damn you cur!/ Just my luck, I 

thought, cheers!... Go to hell you mutt!/ Lucky me, 

thinking I, living well!.. The hell with you mutt!/ “My 

luck, I say to myself, is to live well! To hell with you, 

you mangy mutt!/ Just my luck, I say to myself, I hope 

to live well!… To hell with you, stupid mutt!/My great 

luck, thought I, hope to live well! To hell with you, 

stupid mutt!/ Just my luck- I thought to myself-Should 

the devil have its way with you mutt! 

craiule! womaniser/ prince/ beau/ your highness/ wolf/ waif 

eu sunt nevricos, să nu se dea 

la mine, că… 

I’m jittery, he’d better not hit on me, or else…/ I’m 

neurotic if this comes closer…/ I am a feeble person, 

don’t let him get me, or I…/ I’m nervy, so don’t let it 

get me, or else…/ I'm nervous, so stay away from me, 

or else.../ I’m “scarious”, don’t let it get near me, or.../ 

I’m sorehead, don’t let him get me, ‘cause…/ I’m 

craven, don’t let it reach me/ I suffer from hysteria 

should it not approach me or else… 

Nu, frate! No, dear!/ Don’t worry, bro’!/ No, my brother/ No, 

brother!/ No, lad!/ No, chap!/ Oh, no brother dear! 

Bravo! Good dog!/ Great…!/ Well done!/ Good!/ Whoop!/ 

Good doggy!/ Good for you! 

Cuţu, cuţu! Bubico băiatul! 

Bubi! 

Here, doggie, doggie! Good boy! Bubi! Doggy-doggy! 

Boy Bubico, Bubi!/ “Hey doggy dog, Bubico…good 

boy…! Bubi!/ Here doggy, doggy! Here Bubico boy! 

Bubi!/ Here puppydog! Bubico boy! Bubi!/ 

 

 As the terms taken into discussion stand to prove, the master degree students who 

took part in the translation exercise managed, more often than not, to render the difficult 
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instances they came across in the source text. Most of them were able, to a certain extent, to 

capture the humour and savour that hides within the words and behind the images so artfully 

designed by Caragiale, and thus, render the meaning quite appropriately. Moreover, the 

orality effect was also seriously considered by the translators, being aware of the fact that half 

of the fun lies in the oral communication of the humour-endowed expressions.  

 There were other instances that couldn’t be rendered as appropriately as desired, due 

to the difficulty they imposed: they stand for the Romanian intended misspellings: bonboane 

instead of bomboane (meaning candies), pe cari instead of pe care (meaning which), să văz 

instead of să văd (meaning to see), să se-mprietinească instead of să se-mprietenească 

(meaning to become friends), prietin instead of prieten (meaning friend), instances which 

could hardly be rendered in any way, without spoiling the intended meaning.  

 The original contains a multitude of linguistic instances that can, under no 

circumstance, be rendered in any language, since they carry the cultural heritage of the 

Romanian people of that particular historical period from the beginning of the XXth century 

and of that particular social stratum, which was the new aristocracy. On the other hand, one 

ought to observe that even if it had not been for the historical and social contextual framing, 

still the work of Caragiale could be enjoyed and savoured, since it has that special something-

else-ness that lures the reader. It is just that this particular quality is the one that triggers the 

difficulty in translation. 

 The translator is not only the one who needs to ‘solve’ a mystery found in a certain 

language, the one who decodes the message, but the one who knows and who is able to re-

code the message for the receiver to understand. This is possible, but very difficult to be 

achieved most of the times, without ‘tampering with’ the content of the message, sometimes, 

unfortunately, not in the favour of the message. Therefore, we find translation to be like ‘food 

already chewed, to be served to the one who cannot chew by himself. Still, such a food does 

not taste the same as the original one.’4 Keeping this in mind, we can only imagine how 

difficult, yet, rewarding, transdaptation from Caragiale might have been for anyone 

endeavouring to de-code and re-code the message. The message is to be considered, from the 

very beginning, one filled with a multitude and pluri-faceted intralingual meanings, which 

only adds to the difficulty of the de-coding and re-coding process. 

 It goes without saying that, the work of a translator requires knowledge and 

continuous effort, and the high degree of difficulty within the act of translation stems 

primarily from the imperious necessity that the translator not only seeks appropriate 

equivalent of a certain situational or cultural context, but also achieves transfer in the target 

language of the whole universe of ideas and feelings illustrated by the original. This can only 

be achieved as a result of a careful analysis and interpretation of the original work, aiming to 

facilitate the discovery of particular attributes specific to the source culture, preconditions 

which are absolutely indispensable to support a fair transposition in the cultural context of the 

Other. In other words, the translator ought to find ways and methods best suited to express the 

same reality to the target culture, thus becoming a true mediator not only between two 

different languages, but also between two different cultures.5 

 

                                                           
4 Kumarajiva, translator of Budist texts in Chinese, quoted by Andrei Bantaş, Elena Croitoru, Didactica Traducerii, Teora 

Publishing House, Bucharest 1999, pg. 7 
5 acc. to . Pioariu, in idem (our translation) 
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