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Gamification in the education of tourism specialists

Abstract. The article examines the role of gamification in foreign language learning among tourism students. The study
analyzes the impact of game-based methods on students’ motivation and the development of language skills
essential for future professionals. The experimental research was conducted at the International University of
Tourism and Hospitality (Turkistan) with the participation of 35 first- and second-year students randomly assigned
to control and experimental groups. The experimental group used gamification elements in language learning,
while the control group followed traditional methods. Data collection included a learning preferences questionnaire
(Fleming, 1987), as well as pre- and post-tests to assess students’ motivation and engagement before and after the
experiment. All data were processed using the SPSS statistical analysis program, with additional observations and
interviews conducted with participants. The findings demonstrate that gamification significantly enhanced student
motivation and improved the language skills of the experimental group.

Key words: gamification, education in tourism, foreign language learning, student motivation, professional skills, digital
learning technologies.

PusaxomkaeBa N'ynHapa A6ay»XaMUTKbI3bl, 96fixaHoBa XXaablpa AMaH6alikbi3bl, AkewloBa MagmHa
Myp3saxaHoBHa, LLlana6aeBa Jlaypa UcmannbekoBHa

TypuaM MamaHAapbIH Aaspnayparbl reiimupukauus

AHpartna. Makanaga Typuam canacblHaa 6iniManaTtbiH CTYAEHTTEPAIH, LET TiNiH YApeHy yaepiciHae reMMUbUKaumsiHbIH,
peni kapacTtbipbinagbl. OViblH 3NeMeHTTepiH nanpanaHyfblH, CTYAEHTTEpPAH MOTMBAUMACbIHA >XaHe Tingik
JaF[blnapbiH AaMbITyblHa 9cepi TangaHaapbl. IKCNepUMEHTTIK 3epTTey TypKicTaH KanacblHAarbl Xanblkapanblk,
TYpPU3M XaHe MeMaHAOCTbIK, yHUBepcUTeTiHAE 1—2 KypC CTYAEHTTEpiHiH, KaTblCybIMeH Xyprisingi. CtyaeHTTep
Ke3fencok TaHaanbin, 6akplnay XaHe 9KCNepUMEHTTIK TonTapFa 6eniHi. DKCNepuMeHTTIK TonTa reiMudukaums
KongaHblica, 6akplnay Tobbl A3CTYpNi 9AiCTEPMEH OKbITbINAbI. [lepeKTepai KUHay YLiH CTYAEeHTTepAiH OKy
yaepiciHZeri kanaynapblHa apHanfaH cayanHama (Fleming, 1987), coHfait-ak, angbiH ana >KoHe KOpbITbIHAbI
TecTTep KonaaHbinabl. byn 3epTTey CTyAeHTTEpAiH, MOTMBALMACHI MeH TiNAiK KysbIpeTTiniriHiH, esrepicTepiH
aHblKTayFa MyMKiHAiK 6epai. bapnbik aepektep SPSS ctatuctukanbik, Tangay 6araapnamachl apkbiibl eHAeNAj,
KOCbIMLIa 6Gakblnaynap MeH cyx6aTrap Xypridingi. HaTumxke reiMudpukaumsiHblH, CTyAeHTTEPAIH bIHTaCbIH
aTapnbiKTaln apTTbipbIn, onapAblH TINAIK AaFablnapbiH XXakcapTyFa biknan eTKeHiH KepceTTi.

TyiiH cespep: renmmndukaumns, TypusMm canacblHAarbl GifliM, LeT TifiH YWAPeHy, CTYAEHT MOTUBALMSACDHI, K3Cion
JaFppinap, LMdpriblk OKbITY TEXHOIOTUSINapbl.

PusaxomxkaeBa N'ynHapa A6ayMaXuTKbI3bl, AbanxaHoBa XXaabipa AMaH6aikbi3bl, AkewoBa MaguHa
Myp3aaxaHoBHa, LLlanabaesa Jlaypa Micmann6ekoBHa

Feiimndukaumna B o6pasoBaHnM cneLuanncToB No Typusmy

AHHOTaumsa. B cTaTbe paccMaTpuBaeTcs ponb redmMudukaumm B 06y4eHUM WHOCTPAHHbIM A3blKaM CTYAEHTOB,
obyyatolumxcsi B cdepe Typuama. [poaHanM3MpoBaHO BNWSHAE WIPOBbIX METOAOB Ha MOTMBALMIO U
pasBuTUE SI3bIKOBbIX HaBbIKOB GyAyLyMX CMeLuanucToB. JKCMEPUMEHTANIbHOE UCCNefloBaHUE MPOBEAEHO B
MeXayHapoaHOM yHMBepcUTeTe Typuama U roctenpuumcTia (r. TypkecTaH) ¢ yyactueM 35 cTyaeHtoB 1-2
KypCOB, CnydyaiHbiM 06pa3oM pacripefenéHHbIX Ha KOHTPOJSIbHYI0 M 3KCMepuMeHTanbHyto rpynmbl. Mepsas
rpynna o6yyanacb ¢ UCMOJIb30BaHWEM 3NIEMEHTOB reiMucbuKaLmm, BTopas - TPaAULMOHHBIMU MeTogamu. s
c60pa AaHHbIX MPUMEHsANAch aHKeTa npefnoyTeHuin B o6ydeHnn (Fleming, 1987), a Takxke npefsapuTesibHble
U UTOrOBble TeCTbl, MO3BOSIMBLUME OLIEHUTb YPOBEHb BOB/IEYEHHOCTM U MOTMBALMMU CTYAEHTOB A0 W nocne
aKkcnepumMeHTa. Bce paHHble 6blnv 06paboTaHbl C UCMOSIb30BaAHWEM MPOrpaMMbl CTAaTUCTMYECKOro aHanusa
SPSS; [OMOMHUTENBHO NMPOBOAWIUCH HABMIOAEHNUS U UHTEPBLIO C yYacTHUKaMW. PesynbTaTbl Nnokasanu, 4To
BHeJZipeHVe reiMUduKaLmy CyLLLEECTBEHHO MOBbLICUIO MOTMBALMIO U CMOCOGCTBOBASO YyULLEHUIO SI3bIKOBbIX
HaBbIKOB CTYIEHTOB 3KCNepYMEHTaNIbHOM rpynibl.

KnioueBble cnoea: reiimudukaums, obpasoBaHve B cdepe Typu3aMa, U3yYeHe MHOCTPAHHOMO Si3blka, MOTUBaLUSA
CTY[EHTOB, NpodhecCUoHasbHble HaBbIKY, LiUhpOoBble 06pa3oBaTesbHbIe TEXHOMOMUN.
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Introduction. Modern education faces a
number of problems, one of the key factors is the
involvement of students in the learning process. This
problem requires teachers to search for innovative
methods that contribute to the development of
interest and motivation in students. This is especially
true in the context of rapidly changing technologies
and educational trends. Traditional methods and
forms of knowledge control are gradually losing
their effectiveness, and more dynamic approaches
are coming instead. An important part of such
changes is the integration of gamification into the
educational process. Gamification as a method
of teaching combines elements of games and
educational technologies that help to activate the
interest of students and increase their involvement
in the educational process.

Tourism students encounter several challenges
in learning foreign languages, which hinder their
professional development. One of the key issues is
the lack of motivation. Many students experience a
decline in interest in learning a language because the
educational material often lacks connection to real-
world professional tasks. Tourism as a field requires
practical communication skills, but traditional
teaching methods frequently overlook this aspect,
focusing instead on theoretical knowledge.

Another significant challenge is the difficulty
in information perception. Students have diverse
cognitive styles, such as visual, auditory, and
kinesthetic, yet educators do not always adapt
teaching methods to align with these preferences.
This mismatch between teaching methods and
students’ learning styles reduces the effectiveness of
language acquisition.

Additionally, students face problems in
applying language skills in professional contexts.
For instance, they struggle with tasks like customer
service, conflict resolution, and conducting tours,
which are essential for their future careers. The
gap between theoretical knowledge and practical
application creates barriers in their professional
readiness.

The stress and language barrier represent another
major obstacle. Many students feel anxious when
using a foreign language, especially in speaking
situations. This stress inhibits their ability to interact
freely with native speakers, which is critical for
working in the international tourism sector.

Lastly, there is a lack of practical skills
development. Traditional teaching methods often
emphasize grammar and reading comprehension
while neglecting the development of communication
and interpersonal skills. As a result, students are

unprepared for real-world conditions in tourism,
where language proficiency is a fundamental
requirement.

Solving these problems through gamification.
Introducing innovative methods such as gamification
can help overcome these challenges. Gamification
increases motivation by incorporating game elements
like competitions, leaderboards, and interactive tasks
that make learning more engaging. It also adapts
the learning process to students’ cognitive styles,
particularly visual and auditory, which are prevalent
among tourism students. Furthermore, gamification
promotes the development of professional skills
by simulating real-world situations in a game
format. This approach reduces stress by creating a
comfortable and enjoyable learning environment,
ultimately helping students overcome language
barriers and gain practical communication skills.

Old methods such as the method of conducting
control are no longer suitable for modern youth for
learning. And teachers have to look for trends or
create them.

In the 21st century, globalization and rapid
digitalization have transformed both education and
tourism into dynamic sectors requiring innova-
tive approaches for effective development. Foreign
language proficiency has become a critical compe-
tence not only for academic purposes but also for
professional growth in tourism, where communica-
tion skills directly influence service quality and cus-
tomer satisfaction [1]. In this context, educational
innovations such as gamification and art therapy
have emerged as promising methodologies that can
enhance learning motivation, creativity, and cogni-
tive engagement among students [2, 3].

The tourism industry increasingly demands
specialists capable of intercultural communication,
problem-solving, and adaptability [4]. Traditional
teaching methods often fail to fully meet these de-
mands, highlighting the need for approaches that
combine emotional involvement and interactive
technologies [5, 6]. Gamification, defined as the use
of game-based elements in non-game contexts, has
demonstrated effectiveness in fostering motivation,
critical thinking, and active learning across various
disciplines [7, 8]. Similarly, art therapy techniques,
originally applied in psychology, have been success-
fully integrated into educational settings, promoting
self-expression, reducing anxiety, and stimulating
creativity [9, 10].

Recent research in Kazakhstan and Central Asia
emphasizes the importance of aligning foreign lan-
guage teaching with the requirements of the tourism
sector, where experiential and culturally enriched
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learning methods are particularly valuable [11, 12].
UNESCO’s initiatives on creative tourism also un-
derline the role of innovative education in preserv-
ing cultural heritage and preparing future specialists
[13, 14]. Moreover, digital technologies and gamified
tools have proven to be efficient in engaging youth
audiences, particularly within the framework of tour-
ism education and professional training [15, 16].

Empirical studies conducted in different coun-
tries show that integrating gamification into lan-
guage teaching improves vocabulary retention,
communicative competence, and teamwork skills
[17, 18]. At the same time, art-based methods help
learners cope with stress, enhance empathy, and
develop a deeper understanding of cultural con-
texts, which is essential in hospitality and tourism
professions [19]. Combining these two approaches
may therefore provide a comprehensive model that
unites cognitive, emotional, and practical aspects of
learning [20].

The purpose of this research is to design
and evaluate a course that integrates art therapy
and gamification techniques into foreign language
teaching for students in the tourism sector.

The main objectives of the study are:

1. To analyze theoretical foundations and
previous research on gamification and art therapy in
education.

2. To identify the specific requirements of
tourism education and its alignment with innovative
teaching strategies.

3. To develop a model course that combines
gamification and art therapy in foreign language
learning.

4. To evaluate the effectiveness of this integrated
approach in enhancing students’ cognitive and
professional skills.

Thus, the study seeks to contribute to both the
theoretical understanding and practical application
of innovative pedagogies in tourism education, sup-
porting the development of qualified specialists for
the global labor market [21-25].

Materials and methods. Participants. The
study was conducted at the School of Tourism of the
International University of Tourism and Hospitality.
A total of 35 undergraduate students participated,
including 17 females and 18 males, all enrolled in
the second and third years of study. Following best
practices in applied educational research, a quasi-
experimental design was employed, dividing par-
ticipants into experimental and control groups. Such
division allowed the researchers to compare the
impact of gamification on language learning moti-
vation and professional skill development, which

is widely used in similar studies on educational in-
novation.

Procedure. The intervention lasted for four
weeks and was integrated into regular English
language classes. Prior to the experimental phase,
students from both groups completed a pre-test, de-
signed to evaluate their baseline motivation and lan-
guage skills. At the end of the intervention, a post-
test was administered to assess potential changes, in
line with methods employed in prior gamification
and cognitive learning research.

Additionally, students completed a learning-
style questionnaire adapted from Fleming’s VARK
model, which identifies visual, auditory, reading/
writing, and kinesthetic preferences. This diagnos-
tic step was essential to align the gamification tasks
with students’ individual cognitive tendencies, con-
sistent with approaches highlighted in multimedia
learning and personalized education studies.

The experimental group engaged in gamified
lessons, incorporating point systems, leaderboards,
and role-playing scenarios relevant to tourism con-
texts. The control group followed a traditional cur-
riculum without game elements. This procedure
reflects widely applied designs in comparative gam-
ification studies.

Instruments. The reliability of pre-test and post-
test instruments was verified using Cronbach’s Al-
pha, which remains a standard statistical measure
for internal consistency in educational research.
Data analysis was conducted using the Statistical
Package for the Social Sciences (SPSS), following
protocols in earlier gamification-focused studies.

Beyond quantitative measures, qualitative tools
were also implemented. The researchers conducted
systematic classroom observations to record behav-
ioral patterns such as participation, collaboration,
and persistence when completing tasks, following
protocols described in pedagogical psychology [16,
p- 119]. Observation notes were compiled into struc-
tured forms, ensuring comparability and reliability
of results.

Furthermore, semi-structured interviews were
carried out with participants at the end of the inter-
vention. The interview guide was designed to cap-
ture subjective experiences, perceived motivation,
and opinions on the usefulness of gamified tasks for
professional development. Similar qualitative ap-
proaches are common in research on tourism educa-
tion and student engagement [17, p. 100].

Data Analysis. Quantitative data from pre-
tests and post-tests were analyzed with descriptive
statistics, paired-sample t-tests, and reliability as-
sessments via Cronbach’s Alpha. These analyses
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allowed the identification of statistically significant
changes in motivation and performance, consistent
with the methodology recommended in recent cog-
nitive and gamification studies [19, p. 288].

For qualitative data, content analysis was ap-
plied to both observation notes and interview tran-
scripts. Categories such as motivation, engagement,
collaboration, and professional relevance were used
to code the material. This combined approach of
quantitative and qualitative analysis supports trian-
gulation, which strengthens validity and reliability
of findings [20, p. 16; 21, p. 130].

Ethical Considerations. All procedures com-
plied with established ethical research guidelines.
Participants were fully informed about the purpose
of the study, and their participation was voluntary.
Confidentiality was guaranteed, and anonymity of
responses was maintained throughout the analysis.
Written informed consent was obtained from all
participants, following international standards for

educational and psychological research ethics [2, p.
274; 6, p. 315].

Results. The results of the study confirm
that the use of gamification elements in teaching
foreign languages significantly increased students’
motivation and contributed to the improvement of
language skills. All the results of the questionnaire,
pretest and posttest were analyzed and processed
in the SPSS (Statistical Package for the Social
Sciences) program. This allowed the authors to
conduct a detailed statistical analysis and identify
differences between the experimental and control
groups.

At the very beginning of the experiment, a
VARK questionnaire was conducted to identify
students’ preferences in foreign language learning
styles (Figure 1). The results showed that most
students who participate in the experiment prefer
visual and auditory perception of information. Table
1 below shows the results of the questionnaire.

Table 1 — Preferences of 1st-2nd year students in the field of tourism in studying foreign languages (Compiled by the au-

thors based on the results of the VARK questionnaire)

Type of perception Experimental group Control group
Visual 42 per 38 per
Auditory 28 per 32 per
Readin/Writnig 18 per 17 per
Kinesthetic 12 per 13 per

Theresults ofthe VARK questionnaire confirmed
the students’ inclination towards visual and audio
perception in general. This also corresponds to the
trends in educational technologies. Multimedia and
visual elements in foreign language teaching play
an important role in increasing engagement and
motivation. This opens up opportunities for using
gamification with visual and audiovisual elements,

such as animations and sound effects. The results
of the pre-test and post-test also showed a positive
side in that gamification significantly influences
the increase of students’ motivation in studying
language materials. The average motivation score
before the introduction of the game was 2.9, and
after it was 4.3. In the control group, the change was
much smaller (Table 2).

Table 2 — Average motivation scores on a scale from 1 to 5, before and after the experiment (compiled by the authors based

on experimental data)

Group Pretest Posttest
Experimental 2.9 43
Control 3,1 32

To analyze the statistical significance of changes in motivation in both groups, a paired t-test was

conducted (Table 3).
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Table 3 — Results of the t-test table for change in motivation (compiled by the authors based on experimental data)

Group T-value Degrees of freedom P-value
Experimental -9,52 25 <0,001
Control -0,89 25 0,38

Figure 1 — Average results of both groups
(compiled by the authors based on experimental data)

In the experimental group where lessons were
conducted using the gamification method, the
changes in the motivation level were statistically
significant (p<0.001). The result confirms that
gamification contributes to a significant increase
in student motivation. And in the control group
there were no changes (p=0.38). The results of
the control group show that traditional methods of
language teaching do not lead to significant results
in motivation. This also confirms the data obtained
from the interviews where tourism students noted

that game methods, especially visual ones, enhance
their perception of the material. The results of the
language skills tests also showed positive changes
in the results of the experimental group. Students
participating in the game process not only showed
significantly greater interest in the lessons but
also positive test results. After the introduction of
game elements, the average score on the tests in
the experimental group increased by 17.4 points,
while in the control group the changes were only 3.4
points (Table 4).

Table 4 — Average motivation scores on a scale from 1 to 5, before and after the experiment (Compiled by the authors based

on experimental data)

Group Pretest Posttest Difference
Experimental 58,2 75,6 17,4
Control 30,1 63,4 34

A paired t-test was also conducted to analyze the impact of gamification on language development

(Table 5).
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Table 5 — Results of the T-test (Compiled by the authors based on experimental data)

Group T-value Degrees of freedom P-value
Experimental -1,14 25 <0,001
Control -1,48 25 0,15

In the experimental group where lessons were
conducted using game elements, the results of lan-
guage skills development were high (p<0.001). In
the control group, the improvements were minimal
and statistically insignificant (p=0.15). Comparison
of the results of the groups indicates the effective-
ness of innovative methods compared to traditional
approaches.

During the interview, tourism students shared
positive feedback about gamification. Most noted
that game elements made learning more fun and
motivating. Below are some questions and their an-
swers from the interview.

- What did you like most about the learning pro-
cess using gamification?

The answers of most students: “Games made
the lessons more fun and helped memorize new
words faster”, “The competition in the group was
fun, all my classmates were involved in the lesson,
even the less active ones”.

- How did gamification affect your interest in
learning a language?

Most students’ answers: “I became more inter-
ested in learning languages because games made
lessons more interesting”, “I started studying more
often because lessons became more interesting”,
“Before, I didn’t even want to go to English lessons,
now I would like to study more, I like lessons with
game elements.”

- Are there any aspects that you would like to
improve in the gamification process?

Most students’ answers: “I would like more
game options”, “More interaction with visual tools”.

Based on the interview results, the authors of
the study concluded that students appreciate the use
of gamification and, in their opinion, game elements
make lessons interesting.

The observation results were consistent with
the interview results and students’ responses. Dur-
ing the observation, the authors noted that students
from the experimental group actively participated
in the game process and expressed high interest in
the tasks. Unlike the experimental group, such high
involvement was not observed in the control group.
Thus, the observations confirmed that gamification
significantly increases student activity in the class-

room. Students were more involved in the tasks, ac-
tively discussed them in groups. In the game forms,
situations were visualized that could arise with tour-
ists in the future, and in such tasks, students coped
with tasks better and more creatively, which shows
the benefits of gamification in preparing tourism stu-
dents for languages.

Discussion. The findings provide clear evi-
dence that gamification is an effective pedagogical
tool in language education for tourism students. The
VARK results demonstrated that students predomi-
nantly rely on visual and auditory modalities, which
aligns with current research on the effectiveness of
multimedia-based learning [7, p. 215; 12, p. 263].
Gamification, with its integration of visual elements,
competition, and interactivity, is thus particularly
suited for this audience.

This study makes a significant contribution to
the theory of education by integrating the concept of
gamification into foreign language learning for tour-
ism students. One of the key theoretical contribu-
tions is the expansion of the theoretical foundation
of gamification. The study provides empirical evi-
dence confirming the effectiveness of gamification
in enhancing students’ motivation and cognitive en-
gagement, which was previously insufficiently ex-
plored in the context of tourism education.

Another important aspect is the development of
a model for integrating game elements. The present-
ed model combines gamification and multimedia
technologies tailored to students’ cognitive styles,
representing an innovative approach in educational
practice. This model bridges the gap between tradi-
tional teaching methods and the dynamic needs of
modern students.

The study also addresses gaps in motivation
research. Previous studies often focused on general
educational contexts without considering the specif-
ic needs of tourism students. By emphasizing the im-
portance of language skills in tourism, this research
highlights how gamification can be used to address
motivational challenges specific to this field.

From a practical perspective, the study offers
valuable tools and methodologies for educators.
First, it provides tools for increasing motivation,
such as game-based tasks and interactive activities
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that make learning more engaging. Educators can
use these tools to foster a more dynamic and enjoy-
able learning environment.

Second, the study introduces a methodology
for adapting educational materials. By incorporat-
ing multimedia and gamified elements, educators can
create personalized learning experiences that align
with students’ cognitive preferences, thereby improv-
ing the overall effectiveness of language teaching.

Lastly, the study contributes to the preparation
of specialists for real-world tasks. Through gamified
scenarios, students develop essential skills such as
intercultural communication, problem-solving, and
creative thinking. These skills are vital for their fu-
ture careers in tourism, where interaction with in-
ternational clients and multicultural environments is
common.

This study addresses several gaps in existing
research. First, it fills the lack of research on gami-
fication in tourism education. Despite the growing
popularity of gamification, its application in teach-
ing tourism students has been underexplored. The
study provides empirical data demonstrating its ef-
fectiveness in this specific context.

Second, the research tackles the insufficient ad-
aptation of educational technologies to professional
requirements. By showing how gamification can
prepare students for real-world professional situa-
tions, the study bridges the gap between theoretical
learning and practical application.

Finally, the study addresses the limited research
on students’ cognitive preferences. The analysis of
VARK results confirms the need to adapt teaching
methods to align with students’ cognitive styles,
which was previously overlooked in educational re-
search.

The significant improvement in motivation and
test performance in the experimental group confirms
earlier conclusions of Hamari et al. and Plass et al.,
who highlighted the strong motivational effect of
gamification. Similarly, Connolly et al. emphasized
that serious games enhance both engagement and ac-
ademic outcomes [10, p. 672; 11, p. 3027; 12, p. 279].

The qualitative findings (observations and inter-
views) further underline the motivational benefits of
gamification, consistent with the arguments of Gee
and Kim et al., who stress the role of game-based
learning in fostering learner autonomy and deeper
involvement. Students’ requests for more diverse
game elements also correspond to Deterding et al.’s
observation that sustained interest requires variety
in design [8, p. 179; 9, p. 11; 13, p. 138].

The study additionally supports the conclusions
of Kazakhstani researchers, who noted the positive

impact of gamification and digital games on motiva-
tion and cognitive skills development in higher edu-
cation. In the context of tourism education, where
language proficiency and intercultural competence
are vital, gamification provides not only increased
motivation but also practical skill development,
preparing students for real-world professional situ-
ations.

In summary, the results suggest that gamifica-
tion is not merely a motivational tool but a compre-
hensive educational strategy that enhances learning
outcomes, aligns with students’ cognitive prefer-
ences, and develops key competencies required in
tourism.

Conclusions. The role of gamification in teach-
ing foreign languages, especially in the context of
preparing students for work in the tourism indus-
try, is an important and promising area. Research
has shown that the introduction of game elements
in teaching foreign languages increases students’
motivation and helps improve their language skills.
Students who participated in the experimental group
using gamification demonstrated a significant im-
provement in motivation and academic performance
compared to the control group, whose lessons were
conducted using a more traditional method. These
results show that game elements make learning
more fun and effective. This leads to stimulation of
learning the material in more interesting forms.

The data on students’ preferences in perceiving
information obtained using the VARK questionnaire
showed that most students are inclined to visual and
audiovisual perception. This opens up opportunities
for using multimedia and visual elements in educa-
tional games. Gamification in teaching foreign lan-
guages contributes to the development of not only
language skills, but also professional competencies,
which are important factors for specialists in the
tourism industry. In a field where interaction with
international clients and a multicultural environ-
ment are key, language skills are essential. Gam-
ing elements can help students develop these skills,
making them more prepared for real-life challenges
in the tourism industry.

To implement gamification, it is necessary to
take into account the characteristics and needs of
students. It is important that game tasks not only
develop language skills, but also that they meet the
professional requirements that students will face
in the field of tourism, such as customer service
skills, situational problem solving and creativity
development. In this scenario, gamification can
become not only an effective tool for improving
language skills, but also an important element
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of training specialists ready for the challenges
of the globalized tourism industry. To introduce
gamification into the educational process, teachers
need to be prepared to create high-quality and
exciting game elements. It is necessary to provide
them with knowledge about gamification methods
and the means of evaluating effective methods.
Regular monitoring and evaluation of gamification
results will help to adjust approaches. Periodic
analysis of the methods will help maintain a high
level of student engagement throughout the course.
It is recommended to use digital platforms to create

interactive game tasks and virtual worlds. It is also
worth developing a system of awards and rewards
that will motivate students to actively participate in
the learning process. The introduction of modern
technologies such as leaderboards, virtual points and
certificates and their combination with gamification
can significantly increase students’ interest in
learning.
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