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TEACHING: DEVELOPING A COURSE FOR THE TOURISM SECTOR

Abstract. This study examines the effectiveness of an integrated foreign language course for
tourism students that combines art therapy and gamification. Sixty first-year students at the
International University of Tourism and Hospitality in Turkestan participated, with 30 in an
experimental group and 30 in a control group. Pre-tests and post-tests assessed language
proficiency and cognitive skills, while questionnaires and interviews measured motivation,
emotional engagement, and professional preparedness.

Results showed that students in the experimental group improved significantly in English
proficiency, creativity, motivation, and professional readiness compared to the control group. Art
therapy reduced anxiety and fostered emotional engagement, while gamified activities enhanced
participation and practical application of language skills in tourism scenarios.

The study demonstrates that combining creative and gamified approaches provides an
effective, engaging learning environment, helping future tourism professionals develop both
language and professional competencies.
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Introduction

In the modern world, the tourism industry is developing at an extremely rapid pace, placing
high demands on the training of specialists capable of effective communication in foreign languages
and demonstrating creativity in professional activities [1]. Foreign language proficiency is a key
skill for future tourism professionals, as their work involves intercultural interaction, serving
international clients, and adapting to diverse cultural contexts [2]. Therefore, contemporary
educational programs should not only focus on language competencies but also enhance students’
cognitive, emotional, and creative skills. Traditional foreign language instruction, which
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emphasizes grammar, vocabulary memorization, and translation exercises, often fails to fully
develop the competencies necessary for effective communication in real-world professional
contexts. This limitation is particularly critical in tourism education, where students must interact
with international clients, adapt to diverse cultural norms, and manage unpredictable situations [1].

To address these challenges, increasing attention is being given to innovative pedagogical
approaches, such as art therapy and gamification, which simultaneously promote cognitive,
emotional, and motivational development [2; 3; 4]. Art therapy has been widely recognized as an
effective tool for enhancing creativity, emotional intelligence, and problem-solving abilities.
Through drawing, painting, music, drama, and other artistic activities, students can express
emotions, reduce anxiety, improve empathy, and develop critical thinking and analytical skills [3;
4]. In tourism education, these capabilities are essential, as professionals frequently face stressful
situations, must provide personalized client service, and navigate complex intercultural interactions
[2]. Research indicates that art therapy interventions in language classrooms not only increase
student engagement but also foster confidence in speaking and oral communication [2]. Moreover,
integrating art and scientific methodologies in educational practice supports holistic development
and strengthens students’ creative and analytical abilities [5]. Comparative studies of art therapy
applications across different countries have shown that, despite methodological variations, art
therapy consistently improves emotional regulation, creativity, and student motivation, making it a
versatile approach for higher education, including tourism programs [6].

Recent innovations in art therapy include the use of multimedia and virtual reality
technologies. Multimedia-based methods, such as digital drawing tools, video-based reflective
tasks, and interactive visual projects, enhance both emotional expression and cognitive engagement
[7]. Virtual reality environments provide immersive experiences, allowing students to simulate real-
world scenarios, explore cultural contexts, and practice professional communication skills in a safe
and interactive space [8]. In higher education, these approaches contribute not only to emotional
well-being but also to active learning, sustained motivation, and creativity, all of which are essential
for tourism students preparing for international professional settings [9].

Alongside art therapy, gamification has emerged as a complementary approach that enhances
motivation, engagement, and cognitive skill development in foreign language education. By
incorporating game mechanics such as points, levels, quests, badges, and leaderboards, educators
can encourage students to participate actively and persistently in learning activities [1]. For tourism
students, gamified learning allows the simulation of authentic professional scenarios, including
conducting guided tours, resolving client complaints, negotiating services, or managing travel
logistics, thereby bridging the gap between theoretical knowledge and practical application [8].
Gamification also promotes both competition and collaboration, reinforcing teamwork and
interpersonal communication skills, which are crucial in the tourism sector [10].

Despite extensive research on art therapy and gamification individually, studies addressing
their combined application in foreign language education for tourism students remain limited [11;
12]. Emerging research suggests that integrating creative, immersive, and interactive methods—
such as virtual and augmented reality, digital storytelling, and simulation games—can
simultaneously enhance emotional and cognitive development, cultural awareness, and professional
competencies [11; 12]. For example, interactive digital storytelling allows students to engage with
cultural narratives, practice language in context, and develop problem-solving strategies, combining
the benefits of artistic expression and game-based learning [13]. This highlights a significant gap in
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the literature and underscores the need to design integrated courses that foster emotional
intelligence, creativity, communicative competence, and professional readiness for tourism
students.

Based on the literature review, the research hypothesis of this study is proposed: the
integration of art therapy and gamification elements into a foreign language course for tourism
students enhances their motivation, creativity, and communicative skills, while also strengthening
their professional preparation for working in an international tourism environment [14]. The
relevance of this study is determined by two main factors: the growing demand for competent
professionals in the tourism industry and the necessity of implementing innovative pedagogical
approaches that develop students’ cognitive, emotional, and professional competencies. The aim of
the study is to design and pilot an English language course for tourism students based on the
integrated application of art therapy practices and gamification elements.

Methodology

Research Design

This study employed a quasi-experimental mixed-methods design to evaluate the
effectiveness of an integrated foreign language course for tourism students, combining art therapy
practices and gamification elements. The design allowed for both quantitative assessment of
language proficiency and cognitive development, as well as qualitative evaluation of students’
emotional engagement, motivation, and creativity. This approach ensured a comprehensive
understanding of the pedagogical impact of the integrated methods on students’ professional
preparedness.

Participants

The participants included first-year tourism students enrolled in the English language program
at the International University of Tourism and Hospitality in Turkestan. A total of 60 students were
selected using a purposive sampling technique, with 30 students assigned to the experimental group
(receiving the integrated course) and 30 students to the control group (receiving traditional language
instruction). Both groups were comparable in terms of age, prior English proficiency, and academic
background. All participants provided informed consent to take part in the study.

Instruments and Materials

1. Language Proficiency Assessment: A pre-test and post-test measured students’ English
language skills in speaking, listening, reading, and writing, using standardized evaluation
rubrics.

2. Creativity and Cognitive Skills Tasks: Activities such as problem-solving scenarios, role-
plays, and reflective journals were used to assess cognitive and creative development.

3. Art Therapy Activities: Students engaged in drawing, digital storytelling, dramatization, and
other art-based exercises designed to express emotions, reduce anxiety, and enhance
creativity.

4. Gamification Elements: The course incorporated game mechanics, including points, levels,
quests, badges, and team challenges. Simulated professional tourism scenarios were
embedded in gamified tasks to replicate real-world interactions with clients and cultural
situations.
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5. Questionnaires and Interviews: A structured questionnaire assessed students’ motivation,
engagement, and emotional response, while semi-structured interviews with selected
participants and instructors provided deeper insights into the learning experience.

Procedure

The study was conducted over 12 weeks, with two sessions per week. The experimental group
received instruction that integrated art therapy exercises and gamified activities into the English
curriculum, while the control group followed a standard language course focusing on grammar and
vocabulary. The experimental sessions included:

e Warm-up creative tasks (drawing or storytelling related to tourism topics) to stimulate
emotional engagement.

o Gamified activities (role-plays, quests, team challenges) simulating real tourism scenarios.

o Language-focused tasks embedded in artistic and gamified contexts to practice professional
communication skills.

Data collection involved administering pre-tests and post-tests, distributing questionnaires at
mid-course and end-of-course points, and conducting interviews after course completion.
Observations of classroom interactions and participation levels were recorded to complement
quantitative and qualitative data.

Data Analysis

Quantitative data from pre-tests, post-tests, and questionnaires were analyzed using
descriptive statistics, paired-sample t-tests, and analysis of variance (ANOVA) to determine
differences between experimental and control groups. Qualitative data from interviews, journals,
and observations were analyzed using thematic content analysis to identify recurring patterns
related to motivation, creativity, engagement, and emotional responses. Triangulation of data
sources ensured reliability and validity of the findings.

Results

1. English Language Proficiency

At the beginning of the course, during the pre-test, both groups had similar levels of English
proficiency. The experimental group had an average score of 61.2 points, while the control group
scored 62.1 points. This indicates that the groups were comparable at the start of the study, allowing
for meaningful comparisons of post-course outcomes. Many students initially lacked confidence in
speaking, particularly when simulating interactions with foreign tourists, which is a crucial skill for
future tourism professionals.

After completing the course, the post-test results showed a significant improvement in the
experimental group, with an average score of 85.4 points, compared to 71.8 points in the control
group. These results suggest that the integrated course effectively enhanced students’
communicative skills, enabling them to use English more confidently in practical contexts. Art
therapy and gamification exercises provided a supportive environment where students could express
themselves, reduce anxiety, and actively practice their language skills through meaningful and
engaging activities.

Table 1 — English Language Proficiency (Pre-test vs Post-test)
Group Pre-test Mean (SD) Post-test Mean (SD) Improvement
Experimental 61.2(5.3) 85.4 (4.7) +24.2
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(n=30)
Control (n=30) 62.1 (5.6) 71.8 (5.2) +9.7

2. Cognitive and Creative Skills

Pre-test results showed that both groups had similar cognitive and creative skills: 58.5 for the
experimental group and 59.3 for the control group. This suggests that both groups started with
comparable problem-solving abilities and creative thinking skills.

The post-test results revealed a remarkable increase in the experimental group, scoring 82.7
points on average, while the control group reached 70.1 points. This indicates that integrating art
therapy and gamified activities not only improved language skills but also stimulated critical
thinking and creativity. During the course, students successfully completed tasks such as designing
tourist itineraries, role-playing client interactions, and solving real-life tourism problems,
demonstrating enhanced analytical and creative abilities.

Table 2 — Cognitive and Creative Skills (Pre-test vs Post-test)

Group Pre-test Mean (SD) | Post-test Mean (SD) | Improvement
Experimental (n=30) 58.5(6.0) 82.7 (5.4) +24.2
Control (n=30) 59.3(5.8) 70.1 (5.5) +10.8

3. Motivation and Engagement

Initially, students’ motivation was moderate: the experimental group scored 3.4, and the
control group 3.3. Many participants approached tasks passively, completing them only because
they were required to.

Post-test results revealed a considerable increase in motivation in the experimental group,
reaching 4.6, compared to 3.8 in the control group. Gamified elements such as quests, points,
badges, and team challenges encouraged students to engage actively, while art therapy exercises
helped them emotionally connect with the learning process. Students reported feeling more
involved, enjoying the lessons, and participating with enthusiasm, which directly contributed to
their overall language development and confidence.

Table 3 — Motivation and Engagement (Pre-test vs Post-test)

Group Pre-test Post-test Increase
Experimental (n=30) 3.4 4.6 +1.2
Control (n=30) 33 3.8 +0.5

4. Emotional Engagement and Confidence

At the start of the course, many students felt anxious about speaking and lacked confidence in
group activities. By the post-test, 85% of students in the experimental group reported reduced
anxiety, 82% expressed higher confidence in using English, 88% enjoyed the learning process, and
90% actively participated in lessons. In contrast, the control group demonstrated smaller
improvements, with only slight gains in confidence and engagement.

These findings demonstrate that the integration of art therapy and gamification significantly
enhances students’ emotional well-being and learning confidence. Creative tasks allowed students
to express emotions safely, while gamified scenarios motivated them to participate actively, which
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in turn improved both communicative and cognitive outcomes.

Table 4 — Emotional Engagement and Confidence (Pre-test vs Post-test)

Pre-test Post-test Post-test
Theme . . Pre-test Control
Experimental Experimental Control
Reduced
anxiety during | 35% 85% 38% 40%
speaking
i -
Confidence in| ), 82% 34% 45%
using English
Enj t f
OYMERt 01 400 88% 42% 50%
learning
illi t
Willingness to |, 90% 40% 55%

participate

5. Professional Preparedness

Pre-test assessments showed moderate levels of professional skills among students, with
scores between 3.3 and 3.5 for communication, teamwork, and problem-solving. Post-test results
indicated that the experimental group improved to 4.5-4.7, while the control group only reached
3.4-3.6. The integrated course allowed students to practice realistic tourism tasks, such as
interacting with clients, working in teams, and solving problems creatively.

Table 5 — Professional Preparedness (Pre-test vs Post-test)

Pre-test Post-test Post-test
Skill Area re e? 08 ?S Pre-test Control ost-tes
Experimental Experimental Control
Communication | , ¢ 47 3.4 3.5
with clients
T k d
camwork antls4 4.6 3.5 3.6
collaboration
Problem-solvi
 TODICIITSOVING | 5 45 3.2 3.4
1n tourism tasks
Creativity in
professional 3.5 4.6 33 3.5
tasks

The findings indicate that combining art therapy and gamification in a foreign language
course for tourism students significantly enhances not only language proficiency but also cognitive,
creative, motivational, and emotional development. Pre-test and post-test comparisons clearly show
that students in the experimental group made larger gains in all measured areas than the control
group. These results confirm that integrating creative and gamified activities provides a supportive
and stimulating learning environment, helping students develop the professional skills and
confidence necessary for international tourism contexts.
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Discussion

The findings of this study clearly show that combining art therapy and gamification in a
foreign language course makes a real difference for tourism students. Compared to the control
group, students in the experimental group not only improved their English skills but also became
more confident, creative, and motivated. From the very first weeks, it was noticeable that these
students approached lessons differently—they were more willing to speak, try new activities, and
take risks in communication.

When it comes to language proficiency, the pre-test and post-test comparison revealed a
significant jump for the experimental group. What is striking is that this improvement was not just
about grammar or vocabulary—it was about using English in real situations, like simulating
conversations with tourists or explaining travel itineraries. Students who were initially shy or
hesitant suddenly started volunteering for role-plays and storytelling exercises. Art therapy seemed
to play a key role here: drawing, digital storytelling, or creating short dramatizations helped
students relax, express themselves, and feel safe making mistakes. Gamification added a playful
competitive element, which made the learning process fun and engaging. Students often commented
that “earning points or completing quests made the tasks feel like a game rather than homework,”
which clearly boosted their participation and confidence.

The course also had a strong impact on cognitive and creative skills. Students were tasked
with problem-solving challenges, designing tourist routes, or role-playing unexpected client
situations. At first, many struggled to come up with creative solutions or speak spontaneously, but
by the end of the course, they were able to think on their feet and propose multiple ideas in group
activities. One student, for example, designed a mock sightseeing tour that included cultural
storytelling and interactive games for tourists—a task that required both creativity and language
accuracy. This illustrates how integrating art and gamification stimulates thinking beyond
memorization, helping students apply knowledge in realistic contexts.

Motivation and engagement were another area where the experimental group clearly excelled.
Pre-course, several students admitted they were only “going through the motions” in language
lessons. By the end, most reported enjoying the classes, participating actively, and even helping
peers in team challenges. Small things like awarding badges for completing tasks or unlocking a
“tour guide level” in a role-play made a noticeable difference. Combining these game elements with
creative tasks created a positive feedback loop: students were motivated to try, they succeeded, and
their confidence grew.

Finally, professional preparedness—arguably the most important outcome for tourism
students—improved considerably. By practicing realistic scenarios such as handling client
complaints, guiding virtual tours, or collaborating in team-based challenges, students developed
skills they could use in their future careers. Their ability to communicate clearly, solve problems
creatively, and work collaboratively was visibly stronger than that of the control group. Several
students reported feeling ready to face real-world situations, which shows that the course helped
bridge the gap between theory and practice.

Of course, the study had some limitations. The sample was limited to first-year students at a
single university, and the course lasted only 12 weeks. We cannot be certain how well these
improvements will be retained long-term, or how the approach would work with older students or in
other institutions. Future research could explore larger samples, longer-term effects, and additional

206



Bulletin of the IUTH, Volume 2(8), 2025

combinations of gamification and creative activities, perhaps incorporating more technology like
virtual reality or mobile apps.

In summary, the study suggests that foreign language teaching in tourism can benefit
immensely from combining art therapy and gamification. The approach makes lessons more
engaging, reduces anxiety, stimulates creativity, and develops practical skills. Most importantly,
students leave the course not just with better language knowledge, but with confidence, motivation,
and professional readiness—qualities that are crucial in the fast-paced, intercultural world of
tourism.

Conclusion

This study demonstrates that integrating art therapy and gamification into a foreign language
course can have a profound impact on tourism students’ learning outcomes. Students who
participated in the experimental course showed significant improvements in English language
proficiency, cognitive and creative skills, motivation, emotional engagement, and professional
preparedness compared to those in a traditional language course.

The combination of creative exercises and gamified activities created a supportive and
engaging environment where students felt confident to practice English, express their ideas, and
take risks in communication. Art therapy helped reduce anxiety and allowed students to connect
emotionally with the learning process, while gamification provided motivation, a sense of
achievement, and opportunities to apply language skills in realistic tourism scenarios.

These findings suggest that traditional language teaching methods, which often focus mainly
on grammar and vocabulary, may be limited in preparing students for the practical and interpersonal
demands of the tourism industry. Incorporating creative and gamified approaches not only enhances
language learning but also fosters critical thinking, problem-solving, teamwork, and professional
readiness.

Based on these results, it is recommended that tourism educators integrate art therapy
activities and gamified elements into foreign language courses to enhance students’ motivation,
engagement, creativity, and professional preparedness. Creative exercises such as storytelling,
drawing, and role-playing, combined with game mechanics like points, levels, quests, and team
challenges, can provide a supportive and interactive learning environment that strengthens language
proficiency, emotional well-being, and practical skills necessary for success in the international
tourism industry.

Finally, while the results are promising, further research is recommended with larger and
more diverse student groups, as well as longitudinal studies to assess long-term retention of
language skills, cognitive abilities, and professional competencies. Nevertheless, the study
highlights the clear benefits of innovative, student-centered teaching approaches in higher education
for the tourism sector.
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HIETEJI TLIIH OKBITYJIA APT-TEPAIIUA MEH TEHUMH®HKAIIHAHbI
BIPIKTIPY: TYPU3M CAJIACBIHA APHAJIFAH KYPC 93IP/IEY

Anoamna. byn 3epmmey mypuzm Mamauowiebl CmyOeHmmepiHe apHalaH uwemesl MiliH
OKbIMYObIY MUIMOLNICIH apmmblpy MAKCAMbIHOA apm-mepanusi MeH 2eumugpuxayus maciioepin
Oipikmipin  Jcacanean UHMeSPaAyusivblK KypCmuly —Hamuoiceniniein  manoauosl. Typkicman
KanacvlHoaevl XanvlKapanvlk mypusm JdcoHe MeuMaHoocmulK yHusepcumeminiy 60 Oipinwi Kypc
cmyodenmi 3epmmeyee Kamulcbln, 0aapovly 30-vl dKxcnepumenmmixk monka, an kanzan 30-vl
oakwviiay moowvina 66aindi. Tindik daz0viiap men KOZHUMUBMIK Kabitemmepdi bazanay yulin anobii
ana e KOpblmblHObI mecmmep, Al MOMUBAYUSL, IMOYUSLIbIK KAMBICY HCIHE KICIOU OaspiblK
OeHeellin aHLIKMAY VUi CayatHama MeH cyxoam icypeizinoi.
3epmmey Homudicenepi 3KCHEpUMEHMMIK MONMazvl cmyoenmmepOiy a2vllublH Mini OeHeelil,
WBbIRAPMAUBLILIK OUNAY Kabilemi, 0Ky2a 0e2eH bIHMACHl HCaHe KICIOU OaublHObIK KepcemKiumepi
bakwiiay mMoObIMeH — CanbiCmblp2aHOa  e0dyip  IHCAKCApRAHbIH — Kepcemmi.  Apm-mepanus
cmyoeHmmepoiy  MAa3acbi30bleblH  MOMEHOemin, SMOYUOHANObL OelceHOLNiciH  apmmblpobl, Al
eeumuukayus snemenmmepi 01apovly cabaKkKa 6OeiceHol KamvlCyblHA HcoHe MINOIK OLimMOL
MYpUsM CALACLIHOARbl HAKMbL HCAR0AUNAPOA KOIOAHA OLLYIHe bIKNAl emmi.
3epmmey KopwuImbIHObICHL OOUBLIHULA, UBIRADMAUUBLILIK JHCIHE OUbIH APKblIbl OKblMY MaCiloepiH
yiliecmipe Konoany 601auiax mypusm MAmManoapvlHa mindik HcaHe Kaciou Kysvipemmepin muimoi
api KbI3bIKMbL hopmamma 0amvlmyea MyMKIiHOIK 6epemin 3aManayu neda2ouxaibly wewim 60avin
maowLIaow.

Kinm ce30ep: mypusm canacvinoazel Oinim Oepy, wemen MiniH OKbIMY, apm-mepanus,
eelmuukayust, KOGHUMUBMIK 0ag0vlIap, Kaciou OasapvlK.
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HHTETPAIIHA  APT-TEPAITHH H TEHMH®HKAIIHH B OBYYEHHE
HHOCTPAHHBIM A3BIKAM: PA3PABOTKA KYPCA JIJIA TYPHCTCKOH C®EPBI
Annomauyun. Hacmoswee uccredosanue HaAnpaeieHo Ha anaius 3pgexmusHocmu
UHMEeZPUPOBAHHO20 KYpca O0OyYeHUs UHOCMPAHHOMY SA3bIKY OAd CHYOeHmMOo8 MmYyPUCMCKOLU
CNeyuanbHoCmu, 6 OCHO8Y KOMOPO2O NONONCEHO Ccodemanue Memooos apm-mepanuu U
eetmucpukayuu. B sxcnepumenme npunsAnu  yyacmue 60 cmyoenmos nepeozco  Kypca
Meswcoynapoonoeo ynueepcumema mypuzma u 2ocmenpuumcmea (2. Typkecmatn), uz komopuix 30
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COCMABUIU IKCNEPUMEHMANbHYI0 epynny, a 30 — KoHmpoavHy. /[ oyeHKu OUHAMUKU A3bIKOBOU
NO020MOBKU U  KOSHUMUBHBIX CHOCOOHOCMelU Obliu NpoBedeHbl B6XOO0Hble U UMO0208ble
MecmupoB8aHus, a MaKIce UCNOIb308AHbL AHKEMbl U UHMEPBBIO OJIs USMEPEHUS YPOBHSL MOMUBAYUL,
IMOYUOHATILHOU 8081€4EHHOCMU U NPOPECCUOHATLHOU 20MOBHOCMU CIMYOEHMO8.
Pezynomamer  uccredosanus  nokazanu, 4mo — Y4ACMHUKU — IKCNEPUMEHMANbHOU  2PYnnbl
NPOOEMOHCMPUPOBATU CMAMUCMUYECKU 3HAYUMOe NOBbIULeHUe VYPOBHS GIAOCeHUs. AHSTUUCKUM
A3LIKOM, KPeamusHOCMU, YYeOHOU MOomusayuu u npoheccuoHarbHOU KOMNEMEeHMHOCMU o
CPAaBHEHUI0 ¢ KOHMPOIbHOU epynnou. Ilpumenenue apm-mepanuu cnocoOCME08aN0 CHUINCCHUIO
VDOBHS MPEBONCHOCU U NOBLIULEHUI) IMOYUOHANLHOU YCMOUYUBOCIU 00YHAIOWUXCS, M020d KAK
UCNONL3068AHUE  2CUMUDUYUPOBAHHBIX 3A0AHULL  YCUTULO BOBNIEYEHHOCMb U  CHOCOOCMBOBANO
NPAKMU4eCKoMy NPUMEHEHUI)  S3bIKOGLIX HABLIKOG 6 NpPOpecCUOHATbHO-OPUEHMUPOBAHHBIX
cumyayusx mypucmckou cgepol.
Taxkum obpazom, uHmezspayus KpeamueHviX U USPOBbLIX NOOX0008 8 HnNpoyecc o00yYeHus
UHOCMPAHHLIM — SA3bIKAM — obecneyusaem  (opmupoganue  3PEOEKMmueHol,  IMOYUOHATLHO
HACHIWEHHOU U NPOpecCUOHANbHO HANPABIEHHOU 00pa308amenbHol Cpedbl, Cnocobcmeyioujell
KOMNIEKCHOMY PA3GUMUIO A3bIKOGLIX U NPOPECCUOHATLHBIX KOMNEemeHYyull 0y0yuux Cneyuaiucmos
8 obacmu mypuszma.

Knrwouesvie cnosa: oopazosanue 6 cghepe mypusma, oOyueHue UHOCMPAHHbIM S3bIKAM, APM-
mepanusi, 2eUMupuUKayus, KOCHUMUBHbLE HABBIKU, NPOPECCUOHATLHASL KOMNEMEHMHOCTb.
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