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Abstract

As the current generation has been faced with innovative advancements in technology and the fact that the internet is an inseparable part of people’s lives, it is essential to provide new techniques and materials for teaching to meet the needs and wishes of learners. The article aimed to study the implementation of edutainment in audiovisual translation classrooms and appropriate way of its assessment. Students can work collaboratively in a crowdsourcing workflow platform like TED to practice subtitling videos in the class with the focus on edutainment. Teaching subtitling in audiovisual translation classrooms through crowdsourcing platforms such as Amara, TED, and Dotsub would increase students’ participation and their level of satisfaction. It also encourages entertaining learning and attracts learners’ attention by using innovative resources. As for translation quality assessment, they will receive feedback from the website’s language coordinators after finalizing their translation, for example comments such as inconsistency in choice of words, inapproprioate style, punctuation errors and untranslated parts. Moreover, students’ volunteer translation will not be approved unless they correct all the errors. Therefore, they can be evaluated in a real market situation and use constructive feedback to improve future performance. Education and Entertainment can be closely interwoven in the crowdsourcing era since by using enjoyable and authentic materials in the classrooms, learning happens more effectively. Consequently, working in crowdsourcing and online collaborative initiatives as a playful experimentation can lead to the development of students’ self-reflectiveness and translation competence. 
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