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Abstract: The educational process is rarely carried out without the use of any technology, be it 

directly through the use of Web 2.0 tools in the classroom, or through their application while preparing 

for the class. Learners use social media, You Tube channels, online learning tools and platforms to 

communicate with their peers in English, to perform some tasks, or to improve their skills. Thus, no 

matter whether we want it or not, technology has already occupied a substantial niche in the field of 

education. This article presents the background of the issue of technology in the classroom, as well as the 

benefits and challenges of using Web 2.0 tools to develop entrepreneurial skills of the learners.  
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 Introduction. The present paper has been developed as part of the international project 

Fostering university-enterprise cooperation and entrepreneurship of students through SMART 

Caffes/ SMART16, nr. 585620-EPP-1-2017-1- EL-EPPKA2-CBHE-JP, within the European program 

ERASMUS +, which aims at developing students’ entrepreneurial education by fostering university 

and enterprise cooperation. One of the project objectives is the creation of online educational tool 

called SMART Caffes, through which novice entrepreneurs could communicate, exchange ideas and 

learn from each other. This online space could also help them promote and sell their ideas and 

products. On the other hand, the platform could be used by more experienced businesses to identify 

and recruit young and talented people. It is known that young generation is considered to be a 

digital generation and they learn easily through digital tools. To this this end, the teaching staff 

training future entrepreneurs should be well-acquainted with technology, in general, and with digital 

tools, specifically.  

Background. New technologies, such as social networks, Skype, Google hangouts, blogs, as 

well as tools for video conferencing such as Zoom.us or Cisco Webex.com and many others provide 

new opportunities for educators, as they incorporate both individual and group communication via 

networked computers. According to Prensky, students born after 1980 are digital natives, because 

they have grown up with digital media and spend much time engaging in new digital activities and 

on the Internet [10, 1-6]. He estimated that current college students spend less than 5,000 hours 

reading, but more than 10,000 hours playing video games. A more recent trend among young 

population, is their total neglect for TV, which increases the number of hours spent on the Internet.  

We shall consider the statistics on the use of Facebook since it is one of the most popular 

social networks among the young population. According to the Statistics Portal, as of the third 

quarter of 2018, Facebook had 2.27 billion monthly active users. In the third quarter of 2012, the 

number of active Facebook users had surpassed one billion, making it the first social network ever 

to do so. Active users are those which have logged in to Facebook during the last 30 days. 50% of 

18-24- year-olds go on Facebook when they wake up. It is also worth mentioning that Facebook is 

not the only social network that is widely used by the students. The table below, shows statistical 

data on the use of social media platforms among the young population, aged 18-24. The data reflect 

the current situation in the USA.  

  

                                                 
16 This project has been funded with support from the European Commission. This communication 

reflects the views only of the author, and the Commission cannot be held responsible for any use which 

may be made of the information contained therein. 
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Table 1. Substantial “reciprocity” across social media platforms 

 
Source: Pew Research Center: Internet and Technology 

 

In our attempt to find statistical data on the use of social networking platforms in the Republic 

of Moldova, we found data reflecting the situation in the years 2016- 2017, without making specific 

reference to the age of users. Thus, the most widely used social networks in Moldova are: 

Odnoknassniki (1.168,000 real users), Facebook (760, 000 users), Instagram (250,000 accounts), 

LinkedIn (141,800 users), Tweeter (approx. 25,000 users), VKontakte (approx. 25,000 active users). 

Additionally, we found out the age categories of Facebook users. Thus, the statistics clams:  

13-17- year-olds – 86,000 

18- 24- year-olds – 190,000 

25-34- year-olds – 250,000 

35-44-year-olds – 120,000 

45-54-year-olds – 58,000 

55-64- year-olds – 35,000 

65+ - 16,000. 

Thus, we can see that 58% of Facebook users are aged between 18-34 years.  

The use of Instagram shows a steady increase, thus, in 2015, there were 99,000 accounts, while 

in 2017- 250,000, increasing by 151,000 or 152%. Practice has shown that Instagram is mainly used 

by the young population.  

Odnoklassniki still remains the most popular social network, boasting a total of 1.168,000 real 

users. 

15-19- year-olds – 18% 

20-29- year-olds – 31% 

30-39- year-olds – 19% 

40-49 - year-olds – 16% 

50+ 16%. 

The data used in the article has been provided by the Public Opinion Barometer for the news 

portal Independent.  

The data presented above show that most of the learners spend very much time on social media 

platforms, communicating, exchanging photo and video content, making new friends in the country 

and abroad. Therefore, it is a good opportunity for teachers to use these resources for their classes, 

thus succeeding to raise the learners’ interest and motivation, making them do the tasks required for 

the class, by using the tools they are familiar with. The wide use of social media and technology has 

been targeted by the theorists of education and they came up with solutions on how to use this trend 

to the benefit of the educational process.  
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Literature Review. Traditionally, technology has been used by teachers to bring authentic 

language into the classroom. However, quite often, seeking resources for a particular class or 

activity, we face the situation that the handout that we have found is not exactly what we want, 

being either too simple or too difficult for the class, or it does not include the vocabulary we want to 

use/ the grammar form we need to train. At this point, it is high time to move from being a simple 

consumer to being a creator of digital content. Technology allows the teacher to create engaging 

tasks and tailor them for a particular group of learners, taking into account their age, interests and 

educational needs.  

Additionally, technology allows the teacher to make the change from the traditional teacher-

centered class to the learner-centered one, where the learners will perform most of the activities, 

making individual investigations, inquires and comparisons to find answers to the problems posed 

by the teacher. By adopting a learner-centered approach, the educators teach learners to be 

individual in their studies, to be able to find answers to any question or problem on their own.  

In this respect, Web 2.0 offers multiple opportunities for creating a student-centered learning 

environment that maximizes use of the target language, models best pedagogical practices, and 

promotes a standards-based curriculum through integration of the three modes of communication 

i.e. interpersonal, interpretive, presentational. It is important to note that shifting from a teaching to 

a learning centered classroom places the responsibility for learning on the learner who must be fully 

engaged in the act of learning through authentic tasks that emulate the real world [3, p. 110]. It is 

the teacher who determines the learning tasks, but the learners carry them out, by interpreting the 

content and producing artifacts and products using Web 2.0 that provide evidence of understanding 

and language mastery. 

The term Web 2.0 was first used in 2004 to refer to the second generation of the Internet tools 

that provide opportunities for promotion, production, creativity and information sharing and 

collaboration [11]. A more detailed definition has been offered by Anderson, who defined Web 2.0 

as “networked tools that support and encourage individuals to learn together while retaining 

individual control over their time, space, presence, activity, identity and relationships” [1, p. 4]. 

According to the experts in foreign language education, three conditions contribute to the 

optimal language classroom environment: comprehensible and rich language input, opportunities for 

output or practice and quality feedback [4, p. 115- 137]. Nowadays, technology has provided the 

teachers with the opportunity to provide comprehensive language input through the use of colorful 

pictures and together with spoken or written word (consider such tools as Power Point Presen-

tations, SMART boards, You Tube, which offers a variety of recordings, including educational 

ones). Multimedia input contribute to the learning process since it involves the visual and audial 

learning and it is suitable for representatives of different learning styles. Output or practice opportu-

nities are ensured through the social nature of digital media, learners have the possibility to practice 

language using social networking, Skype, Google hangouts, they can create their own colorful video 

presentations, using video production tools, like Animoto, Online Movie Maker, or they can design 

their own book (StoryBird), overlaying a sound path on it (Voice Thread), or try their hand at 

directing their own comics using ToonDoo. These are just some of the digital tools the teacher can 

suggest to the learners or assign tasks to be fulfilled using them. 

Developing entrepreneurial skills through digital tools. To motivate the learners actively 

engage in various class activities they should be as realistic as possible. To this end, the teacher has 

to carefully select the resources he/she brings into the class. YouTube gives a large variety of real-

life resources in this respect. For instance, while working on developing elevator pitch speeches, the 

teacher can use digital resources developed by business trainers, such as MindTools i.e. Crafting an 

Elevator Pitch. Introducing Your Company Quickly and Compellingly [19]. At the same time, good 

examples can be found by analysis the YouTube channel Elevator Pitch Winner [20]. By analyzing 

the speeches delivered by the winners of the competitions, the learners can figure out not only the 

traditional parts of the speech, but also the originality of each individual speaker, or in other words, 

the hook of each speaker. The advantage of YouTube in this respect, is that it provides the teacher 

with authentic resources that will make the situation in the classroom closer to real-life. To continue 

this activity, the learners should think of their own product/ service and develop an elevator pitch to 
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sell/ promote it. Learners should record it with one of the digital tools and promote it in the local 

community through social media or any other media. The winner is the learner who produced the 

most qualitative elevator speech and got the most of appreciations.  

Another example in this respect, could be the mobile applications available to learners. By 

analyzing a mobile application promoting a certain product/ service, they could write a short 

description of the product/ service, following a give plan. The description they produce should be 

very specific, complying with rules laid down in rubrics developed by the teacher. The rubric should 

evaluate the consistency of the description with the objective, the correctness of the text produced, 

the style, etc. The purpose of the activity should be announced to the learners, they need to know 

that the activities they perform are not simple training exercises, but part of their entrepreneurial 

activity, something they need to constantly improve to achieve success.  

Advantages of using the Web 2.0 tools. It has been widely recognized that the use of Web 

2.0 tools in the foreign language classroom is advantageous not only as a means of establishing 

contact with native speakers through forums or social networks, but also as a motivator for students 

to engage in collaboration and communication [5, p. 49-53; 7, p. 71-85]. If in the traditional class-

room, language content is presented in form of texts and extracts from literary works, in a modern 

environment, Web 2.0 offers much more than simple textual information, it provides innovative 

ways to interact with a variety of language texts and audio input, and the opportunity to create pro-

ducts using the foreign language through digital storytelling, online posters, comic generators, and 

wikis.  

In other words, the use of Web 2.0 tools offers several advantages: they are Web-based, have a 

collaborative character allowing for multiple users, provide storage for online content, and allow for 

shared content [11]. Due to these features, Web 2.0 tools make students actively engage in the 

learning process, producing artifacts using the foreign language and interpret texts and content 

through visual representations. 

It is universally agreed that students learn by doing things, which is the main methodological 

principle for implementing communicative language teaching practices [2]. If new knowledge is 

connected to real-world activities, it is better integrated into long-term memory and more easily 

retrieved [6]. Creating products such as comic books, digital stories, or podcasts promotes language 

output through a hands-on approach to language learning. Furthermore, these products are ideally 

created as collaborative projects, promoting interaction among learners. Collaboration has been 

recognized as a strong facilitator of learning, and it is representative of a student-centered 

environment [8]. 

Challenges of using Web 2.0 tools. Despite the above-mentioned benefits of using digital 

tools in the language classroom, there are several things that can challenge both the teacher and the 

learners, or affect the course of the lesson. In this section, we will refer to situations where techno-

logy can cause problems or interfere with the planned course of the lesson. First of all, it should 

always be borne in mind that technology can fail and if it does, there should always be a backup 

plan. For instance, if digital flashcards are made for vocabulary practice, the same cards can be 

printed in advance. Online games offered by the Quizlet platform can be conducted in a simplified 

form without technology. Perhaps, it will be less colorful, but the essence of the activity will be 

preserved. It is important to remember that the activities are not performed for the sake of techno-

logy but rather for training a certain skill or check some knowledge.  

Another challenge faced by the foreign language teachers in Moldova is the fact that learners 

are often unwilling to engage in tasks requiring digital skills. The situation is rather strange, on the 

one hand, they are digital natives, they spend most of their free time on the Internet, but on the other 

hand, they are reluctant to perform tasks using digital tools. This can be explained by the fact that 

they perceive the Internet as a means of entertainment, something that is done for fun and do not 

take it seriously. Quite often, they do the task focusing on the technical aspect mainly and disre-

garding the language. In such cases, emphasis should be made on both aspects, the teachers can 

announce in advance the criteria for evaluation. This can be rubrics, which will include the 

requirements, specifically the linguistic aspect. We think it will help the learners focus on the 

language aspect and make them realize what is the real objective of the task. 
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Conclusion. Finally, it should be mentioned that the designing tasks and activities with the 

help of digital tools requires some skills and effort, especially at the initial stage, when the teacher 

or the learner is not experienced enough and has to gain some knowledge and skills. It might be 

time consuming too. However, considering the benefits of using Web 2.0, we think that it is worth 

acquiring and putting it in practice. Practice has shown that Web 2.0 tools yield beautiful results and 

teachers using them have highly motivated learners.  
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Abstract: Thе articlе prеsеnts thе dеfinitiоn оf art managеmеnt as a cоncеpt оf mоdеrn humani-

tarian knоwlеdgе and businеss rеality frоm thе pеrspеctivе оf a systеmatic apprоach, and its еssеncе and 

spеcificity arе alsо rеflеctеd. 
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