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THE ROLE OF GAMIFICATION IN LEARNING ENGLISH FOR TOURISM STUDENTS

Abstract. This study investigates the preferences and attitudes of first-year students in the
Faculty of Tourism at the International University of Tourism and Hospitality in Turkestan towards
the use of multimedia tools, particularly gamification, in learning English. The research tested the
hypothesis that gender differences significantly influence multimedia preferences (H1) against the
null hypothesis of no significant differences (HO).

Using mixed methods involving surveys and interviews, data were collected from 34
participants (16 males, 18 females). Inferential statistical analysis confirmed significant gender-
based differences in multimedia preferences: males showed a stronger preference for video games (t
= 2.45, p < 0.05), while females favored virtual tours and artistic content (t = -2.32, p < 0.05).
Additionally, educational video games emerged as the most preferred tool (28% of students), with
an overall satisfaction score of M = 4.88 (SD = 0.31).

The study highlights the effectiveness of gamification in enhancing engagement and language
acquisition while emphasizing the need for tailored, inclusive strategies that accommodate diverse
preferences. Practical applications include integrating gamified modules into tourism education to
improve vocational readiness and align with Kazakhstan's trilingual education policy.
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Annarna. byn wmakana Typkictangarbl XaJdblKapaJIbIK TYPH3M JKOHE KOHAKKANIIBLIBIK
YHHUBEPCHUTETIHIH Typu3M (hakyJIbTeTiHIH OipiHII KypC CTYIEHTTEPiHIH aFbUIIBIH TUIIH YHpeHyne
MyJIbTHUMEIMA KypalJgapblH, aran aWTKaHaa, reiiMudukanusHel naiganaHy — OoibIHIIA
Ke3KapacTapbl MEH  apTBIKIIBUIBIKTApbIH  3epTTeiini. 3eprrey  OapbiCbiHAAa  TeHIEPIiK
alBIPMAIIBUTBIKTAPIGIH MYJIbTUMEINA KYPAIIapblH TaHJAybIHA 9CEPiH aHBIKTAUThIH runore3a (H1)
YKOHE MYH/Iail allbIpMaIIBIIBIKTAD JKOK JereH Hoaik runote3a (HO) Tekcepini.

Cayannama MeH cyx0aTKa HETi3/1eIreH apanac olicTep/i KOoJIAaHa OTHIPHII, 34 KaThICYIIbIIaH
(16 ep, 18 oilien) mnpepektep >KUHANABL. ['eHACPIIK alBIPMAIIBUIBIKTAPIABIH MYJIbTHMEINA
KypajlapblH TaHJayblHa oCEpiH TEKcepy YIIIH OKYPri3UIleH CTAaTHUCTUKAJIBIK Tajnay ep
CTyIIEHTTepAIH OeitHe oWbIHAapabl Kebipek yHataThiHBIH (t = 2,45, p < 0,05), an KbI3gapabiH
BUPTYaJABI Typjap MEH KOpKeM Ma3MyHFa OachIMIbIK OepetiHiH (t = -2,32, p < 0,05) aHBIKTaBI.
ConbiMeH Katap, Oinmim Oepyne OeifHe oWbIHIApBI €H TaHbIMan Kypan Oonbin Tadbutagsl (28%),
KaJbl KaHAFaTTaHYIIBUIBIK KepceTkimi M = 4,88 (SD = 0,31).

3epTTey KAHIIAIBIKTHI BIKMNAIABl OKYUIbIIAPABIH KBI3BIFYIIBUIBIFBIH KOHE TUT MEHIepy
THIMAUTITIH ~ apTTBIpyIarbl TeMUQUKAUSIHBIH ~ QJIEYeTIH KepceTedi, COHIai-aK opTypii
KOKETTUTIKTEp/l KaHAFaTTaHABIPY YIIIH WHKIIO3UBTI CTpaTerusuiapbl €HT13yI1H MaHbI3IbUIbIFbIH
Oaca kepceremi. [IpakTHKaNBIK YCHIHBICTApFa MYJIBTUMEIWAHBI TYPUCTIK OimiM Oepy mporeciHe
eHrizy xone KazakcranubiH ymTiii Oiim 6epy casicaTbiHa coiikec OoJjaliak MaMaHIap/bl qaspiay
Kipei.

Kiar ce3aep: MynbTUMEIUSIIBIK Kypanaap, reiMudukanms, aFbUIIIbIH T, OKY CTUIBIEPI,
apaiac 9JicTep.

I'. Puzaxoxxaesal, K. AdquxanosaZ 3. Bunro.an®
PhD, ooyenm Meoicoynapoonozo kasaxcko-mypeykozo ynusepcumema um. Xooocu Axmeoa HAcasu
(Kazaxcman, 2. Typxecman), e-mail: gulnara.rizakhodjayeva@ayu.edu.kz
2MeancOynapoousiii yHusepcumen mypusma u 20CmenpuumMcmead
(Kazaxcman, 2. Typkecman), e-mail: zhadyra.abdikhanova@mail.ru
SPhD, Munucmepcmeo Kynbmypul i mypusma, SKCnepm no Kyibnype u mypusmy
(Typyus, 2. Myana), e-mail: zbingol@hotmail.com

Poab reiimupukanyu B H3y4eHUH AHTJIMHCKOIO S3bIKA CTyAeHTAaMU B c(epe TypusMa

AHHOTanus. B 1aHHOH cTaThe pacCMAaTpUBAIOTCA NPEANOYTEHUS U OTHOILIEHUE CTYAECHTOB
nepBoro Kypca ¢akynbrera TypusMa MexayHapoJHOTO YHUBEPCUTETA TypHU3Ma U FOCTEIPUUMCTBA
B TypkecTaHe K HCHOJb30BAaHUIO MYJIbTHMEIHA-UHCTPYMEHTOB, B YAaCTHOCTH TeHMHU(UKAINH, B
o0yu4eHUU aHTIUICKOMY s3bIKY. VccrnenoBanue TecTUpOBaio TMIOTE3Y O 3HAUYUTEIbHOM BIUSHUU
TeHJICPHBIX Pa3InYuid Ha BBIOOP MyJIbTHUMeAHa-UHCTpyMeHTOB (H1) nmpoTuB HyneBoil rumnoressl 06
oTcyTrcTBUM Takux paznuuuii (HO).

Metoabl uCCle0BaHMs BKJIIOYAIM ONPOCHl M HMHTEPBBIO, JaHHBIE ObLIM coOpaHbl y 34
ydyacTHUKOB (16 myxumH, 18 >xeHmmH). Pe3ynapTaThl CTaTUCTHYECKOIO aHaiu3a MOATBEPIUIN
3HaYMMOCTb T€HJIEPHBIX PA3JIMUYMNA: MYKUMHBI MPEANOYUTAIOT BUAECOUTphl (t = 2.45, p < 0.05),
TOTJa KakK JKEHUIMHBl OTJAIOT IMPEANOYTEHHE BHUPTYAIbHBIM TypaM U  XYAO0XECTBEHHBIM
Mmatepuanam (t = -2.32, p < 0.05). Kpome Toro, oOpa3oBaresbHble BUICOUTPHI OKa3aIMCh Hanboee
MOMYJISIPHBIM MHCTPYMEHTOM (28%), oOmIuii mokasaTenpb yIOBIETBOPEHHOCTH cocTaBuil M = 4.88
(SD =0.31).

HccnenoBanne  noauyepkuBaeT  3(PQPEeKTHUBHOCTh  redMuuKanuu  JUisl  [OBBILICHUS
BOBJICYCHHOCTH U OCBOCHHMS SA3bIKA, a TAK)KE HEOOXOIMMOCTh BHEIPEHUSI MHKITIO3UBHBIX CTPATErHH,
YUNATBHIBAIOIIMX DPA3IMYHBIE IpEeNnouTeHus ydamuxcs. [IpakTudeckumMu pexoMeHIalusIMU
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ABJISIIOTCSL MHTErpanus reiMuuKaniy B TypUCTHYECKOe O0Opa3oBaHME U MOJEP)KKA IOJIUTUKU
Kazaxcrana no Tpéxbs3pIYHOMY OO YyUEHHIO.

KiroueBble cjioBa: MyJIbTHUMEAMWHBIE MHCTPYMEHTBI, TeUMU(UKAIMS, aHTIMHCKUN S3BIK,
CTUJIM 00y4€HUsl, CMEILIaHHbIE METOIBI.

Introduction

The literature on multimedia and gamification in education is extensive, but often lacks focus
on the specific needs of tourism students learning English. While many studies emphasize the
positive effects of gamification on engagement and academic outcomes, there is insufficient
attention given to gender-based preferences and how these might impact learning in professional
settings, particularly within the tourism industry. This study narrows its focus to explore how
multimedia and gamification can specifically benefit tourism students in their English language
learning, addressing the gap in the existing research by considering both individual learning styles
and the role of technology in language acquisition.

Learning a foreign language, particularly in a professional field such as tourism, presents
numerous challenges. Factors such as student motivation, the effectiveness of instructional methods,
and the clarity of learning materials significantly impact the learning experience. In this context,
traditional teaching methods, such as strict adherence to textbooks and teacher-centered lessons,
often fail to engage students, leading to passivity and disinterest. Current students, particularly those
in tourism-related fields, are more inclined towards technology than traditional learning methods.
They are accustomed to engaging with digital tools and multimedia, making it essential to
incorporate these into the learning process.

As noted by Golami, students' individual traits—shaped by their genetics, cultural
backgrounds, and past learning experiences—result in diverse learning preferences. This diversity
emphasizes the need for instructional approaches that cater to various learning styles, ensuring an
inclusive learning environment that addresses the unique needs of each student [1, p. 5]. Diaz, Zaja,
and Palma also highlight the challenges of capturing the attention of modern students, who have
grown up in a world of video games, mobile phones, and the Internet, making traditional teaching
methods less effective [2, p. 1].

Learning styles, as described by Meirbekov et al., involve a mixture of strategies that students
use to process information, with some students preferring particular approaches while others use
multiple strategies simultaneously [5, p. 2]. Understanding these preferences is key for designing
effective learning experiences. Fleming's VARK model, which categorizes learning styles into
visual, auditory, reading/writing, and kinesthetic, provides a valuable framework for understanding
how students acquire and process information. This model is particularly useful in language
learning contexts, where different modalities can be leveraged to enhance comprehension and
retention [6].

Incorporating multimedia and gamification into language learning offers a dynamic approach
to address these diverse learning styles. Multimedia tools, such as videos, podcasts, and interactive
software, engage students across various sensory modalities, while gamification introduces game
mechanics into non-game contexts to increase motivation and engagement. Research by Jaramillo-
Mediavilla et al. and Al-Dosakee and Ozdamli underscores the benefits of these approaches in
fostering a more collaborative, engaging, and effective learning environment [11, 12]. Gamification,
in particular, has been shown to enhance motivation and improve academic performance by making
the learning process more enjoyable and interactive.

This study aims to examine the preferred learning styles of first-year students at the
International University of Tourism and Hospitality in Turkestan when learning English through
audiovisual media and gamification. Specifically, the study will analyze how visual, auditory, and
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kinesthetic learning approaches influence the acquisition of language skills and explore the impact
of gamification on student motivation and engagement. This research seeks to fill a critical gap in
the literature by exploring how these tools can be tailored to meet the needs of students in the
tourism field, offering practical recommendations for educators to integrate multimedia and
gamification into their language teaching practices effectively.

The findings of this study have important implications for educators in the tourism field. By
understanding the preferences of students and the potential of multimedia and gamification,
educators can create more engaging and effective language learning environments. However, the
study also acknowledges certain limitations, such as the potential variation in preferences across
different cultural contexts and the need for ongoing adaptation of teaching strategies to align with
technological advancements. Future research could further explore these aspects, particularly
focusing on the long-term effectiveness of gamification and multimedia in language acquisition and
its broader impact on professional development in tourism.

Research methods and materials

This study employs a descriptive research design, chosen for its ability to provide a detailed
analysis of students' learning preferences and their engagement with multimedia tools in English
language learning. Descriptive research is well-suited for capturing the nuances of students'
individual preferences and how different teaching methods, such as audiovisual media and
gamification, influence their learning experiences. This approach allows for the systematic
collection of data to explore the impact of various educational strategies, which is particularly
important when considering the diverse sensory and cognitive needs of students.

The VARK model (Visual, Auditory, Reading/Writing, Kinesthetic), developed by N.
Fleming in 2012, was selected as the primary framework for understanding students’ learning
preferences. This model was chosen because it offers a straightforward and widely recognized
method for categorizing sensory-based learning styles. The VARK model’s flexibility allows for the
identification of students' preferred learning modes, which can then inform the design of
instructional strategies tailored to different learning needs. The VARK framework is particularly
useful in multilingual and professional development contexts, where students may have varying
levels of familiarity with the subject matter and different ways of processing information.

To further explore the potential influence of gender on learning preferences, the study
investigates whether gender differences significantly affect multimedia usage in language learning.
This exploration was grounded in the following hypotheses:

HO: Gender differences do not significantly influence multimedia preferences in English

language learning.
H1: Gender differences significantly influence multimedia preferences in English language
learning.

To test these hypotheses, an independent sample t-test was chosen as the appropriate
statistical method. This test compares the multimedia preferences between male and female
students, providing insights into whether gender plays a role in determining how students engage
with different forms of media in language education.

Participants

The study was conducted with 34 first-year students at the International University of
Tourism and Hospitality. The sample included 16 male and 18 female students, selected randomly
to represent different levels of English proficiency (Intermediate and Pre-intermediate). This
selection ensures a balanced and representative sample, which is essential for understanding the
generalizability of the findings to a larger population. The research was carried out during the final
month of the 2024 winter semester, a time when students had a sufficient understanding of the
content to provide meaningful insights into their learning preferences.
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Data Collection Tools

To gather data, the study employed a mixed-methods approach, combining both quantitative
and qualitative methods to provide a comprehensive understanding of the research topic. The
VARK questionnaire was used to assess students' learning preferences. This questionnaire,
available on the VARK website, consists of 16 questions rated on a 5-point Likert scale ranging
from "strongly disagree™ to "completely agree.” The questionnaire provides quantitative data about
students’ preferred sensory learning modalities and allows for the classification of students into the
four VARK categories.

In addition to the VARK questionnaire, interviews were conducted with participants to collect
qualitative data. The interviews provided deeper insights into students' experiences with multimedia
tools and gamification in language learning. By combining both surveys and interviews, the study
utilized triangulation to strengthen the reliability of the findings and to offer a more holistic view of
students' preferences.

Statistical Analysis

The data collected through the VARK questionnaire were analyzed using descriptive statistics
to summarize participants’ preferences and identify general trends. The use of descriptive statistics
helped outline the general characteristics of the sample population, providing a clear picture of how
students prefer to learn.

For hypothesis testing, an independent sample t-test was conducted to compare the
multimedia preferences of male and female students. This statistical test was chosen because it
allows for the comparison of two independent groups and determines if gender differences have a
statistically significant impact on multimedia preferences in language learning.

To analyze the data, the study utilized SPSS (Statistical Package for the Social Sciences)
software, which is widely used for conducting statistical analyses in educational research. SPSS was
employed to carry out descriptive statistics, including the calculation of means, standard deviations,
and frequency distributions, to summarize participants’ responses from the VARK questionnaire.
SPSS also facilitated the conduct of the independent sample t-test to compare multimedia
preferences between male and female students, allowing for the testing of the hypotheses (HO and
H1) regarding gender differences.

SPSS was used to calculate Cronbach’s alpha to assess the internal consistency of the VARK
questionnaire. A high alpha value (above 0.70) indicates that the items within the questionnaire are
measuring the same underlying construct, ensuring the reliability of the results. The software’s ease
of use and ability to handle large datasets made it an ideal tool for this analysis, ensuring the
accuracy and efficiency of the statistical procedures (Table 1).

Table 1 — Reliability of the scales

Cronbach’s a Number of Items
,811 16

Results and discussion

The main purpose of the study was to study the preferences of first-year students of the
International University of Tourism and Hospitality in Turkestan in relation to their preferred styles
of teaching English using audiovisual media. The results are presented in table 2.

Table 2 — Descriptive analysis

N Minimum Maximum Mean Std. Deviation
total 34 3.75 4,88 4,3732 ,30830
Valid N (listwise) 34
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A descriptive analysis was conducted to study the initial research question. The results of this
analysis showed that the participants had a positive attitude towards the use of multimedia materials
in the process of learning a foreign language, especially emphasizing the role of gamification. With
an overall average score of M=4.88, the results indicate that participants prefer the use of visual
materials in English classes. This preference is consistent with the available literature, which
highlights the advantages of integrating multimedia resources into educational institutions.

The lessons were carefully selected based on their effectiveness in expanding students'
vocabulary and speaking skills. One of the notable lessons was devoted to the topic “What we
wear”, during which the video game “Clothes” was used to introduce and consolidate a new
vocabulary related to clothes. To introduce new vocabulary, a game approach was used, in which
students participated in interactive classes that included the definition and selection of clothing
items within the game. As students progressed through the various levels, they were asked to match
the correct clothing terms with the appropriate images, which facilitated their assimilation of the
material through immediate feedback. This interactive process not only helped students memorize
new words, but also encouraged active participation, making the vocabulary acquisition process
more fun and effective. Then a role-playing game was held, during which the students acted out a
scene in a clothing store. One student acted as a seller, discussing the price and quality of various
goods, while another student acted as a buyer, choosing and “purchasing” the desired product. This
lesson was aimed at further developing students' conversational skills and consolidating previously
acquired vocabulary. Initially, students showed shyness and nervousness during role-playing, which
led to uncertain speech. However, thanks to the additional preparation time and support from the
teacher, the students became more confident and engaged in the lesson. Despite some mistakes,
especially in the use of time forms, students actively participated in the role-playing game,
contributing to the overall learning of the language.

The results of the observations indicate a noticeable trend: girls show a greater susceptibility
to various types of use of multimodal tools compared to boys. In particular, girls tend to use
different types of multimedia resources more in the learning process. Conversely, boys prefer visual
game materials more. This gender disparity in the use of multimedia can be caused by various
factors, including differences in learning styles, cultural influences, and individual interests. It is
important to look deeper into these underlying causes in order to better adapt educational strategies
to the diverse needs of both genders.

Moreover, as part of the study, the authors sought to determine which educational
videos and games students prefer the most. This tendency can be explained by two main
factors: family media consumption habits and the effectiveness of video game materials in
attracting students' attention during lessons. Each of these factors can be considered in more
detail. Firstly, family media consumption habits are often associated with constant TV
watching in the background in the family. Moreover, in addition to parents, other family
members, including siblings, who are avid consumers of video games and platforms such as
YouTube, promote the widespread use of video game-based materials. When integrating
video materials into informational lessons, teachers need to be clear about the specific role
these materials will play. Subsequently, the study presented detailed results based on the
preferences of the participants, as shown in table 3.

The results show that educational video games are the most frequently used type of video
materials in English lessons, accounting for 28% of the use in the lesson. These videos are usually
integrated into the lesson to improve learning.
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Table 3 — The types of video materials preferred by tourism students for learning
English

Classification of Features of use Percentage of
multimodal instruments preferences

Virtual tours were mainly used in experiments with 16%
intermediate-level students

Creative and artistic games were used during extracurricular activities and in 19%
open lessons

Educational video games The videos of this type were accompanied by 28%
additional materials

Games with cartoon They are also suitable for intermediate level 21%

characters students, but in this experiment, short cartoon

meters for the age category such as «Shrek» and
the «City of Heroes» were used.

Short videos from news and | they were analyzed with the support of a teacher 6%
information broadcasts
Music and visual content videos of this type helped to diversify the types 10%

of lessons. In a specific experiment, he helped to
develop students' situational analysis skills.

Video recordings of television broadcasts and news consisted of small excerpts. Then, after
viewing, they were discussed by students under the guidance of a teacher. This type of language
learning through video is used less often than other types. In this experiment, respectively, he
showed a result of 6 percent of the total video usage in the lesson.

Games with cartoon characters were especially popular among intermediate level students. In
this experiment, the percentage of students' preference in the field of tourism over cartoons for the
age category such as “Shrek” and “City of Heroes” was 21 percent. Accordingly, these types of
video lessons are considered relevant in any age category.

Initially, according to the experiment, it was expected that lessons with the help of a video
tour would take a large percentile as a result, since students in the field of tourism should have been
interested in such videos that show the sights of different countries. But, video tours of various
cities or museums around the world were mostly willingly used by students at the intermediate
level. In this experiment, the percentage of tourism students' preferences in language learning using
this type of video was 16 percent.

Musical and visual content, and videos of this type helped to diversify the types of lessons.
During a specific experiment, he helped develop students' situational analysis skills. This type of
video lesson was preferred by 10 percent of the students who participated in the experiment.

Creative and artistic games were most often used during extracurricular activities and
accounted for a percentage of student preference of 19 percent. These videos introduced students to
the cultural and geographical aspects of the English-speaking world.

Table 4 shows that educational video games were the most preferred multimedia tool, with
28% of students selecting them. This preference suggests that games not only engage students but
also enhance vocabulary acquisition. This finding aligns with previous research, such as the study
by Gee, which emphasized the potential of video games to provide immersive learning experiences.
Given this strong preference, incorporating video games into language learning could be an
effective way to keep students engaged while supporting their learning outcomes [16].

The independent t-test results revealed significant gender-based differences in multimedia
preferences. Male students favored video games (t = 2.45, p < 0.05), while female students showed
a preference for artistic content and virtual tours (t = -2.32, p < 0.05). This reflects the findings of
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authors like Caponetto et al., who noted that gender differences play a key role in shaping
preferences for different types of learning materials, with males tending to favor gamified and
interactive content, while females often gravitate toward more visual and creative approaches.
These gender differences highlight the importance of tailoring multimedia resources to students’
specific preferences to maximize engagement and learning [17].

Cultural and linguistic factors also shape students’ multimedia preferences. This study’s
results align with studies by Hsiao and Chen, which suggested that students' backgrounds influence
their interaction with multimedia tools [18]. The tourism students in this study demonstrated a clear
preference for educational video games, an indication that gamification can be particularly effective
in specialized fields like tourism, where real-world language application is crucial. Kazakhstan’s
growing tourism sector emphasizes the importance of multilingualism, and the findings of this
study suggest that video games can be a valuable resource in fostering language skills among future
tourism professionals.

Gamification in education also emerges as a powerful strategy in this context. Incorporating
game elements into language lessons enhances interactivity and motivation, a concept supported by
research from Deterding et al. (2011), who argued that gamification increases student engagement
and enhances the learning process [20]. In the tourism field, the ability to simulate real-life
scenarios through role-playing games, such as customer service or tourist guiding, helps students
apply language skills practically. This method promotes not only language acquisition but also
critical thinking and creativity — skills essential for success in the tourism industry. However,
challenges remain in the use of gamification. While many students respond positively to game-
based learning, others may find the competitive nature of some games off-putting, particularly those
who are not familiar with games or those who prefer less competitive environments.

As noted by Anderson and Dill, it is crucial to offer a balance between competitive and
cooperative game elements to cater to varying preferences within the classroom. Balancing game-
based activities with other teaching methods can ensure that all students remain engaged and
included [19]. The study also highlights the importance of offering a variety of multimedia
resources to accommodate diverse learning preferences. While male students favored video games,
female students were more engaged with artistic and exploratory content. This finding is in line
with the research by Felder and Silverman (1988), who suggested that a multimodal approach to
teaching, which includes visual, auditory, and kinesthetic learning opportunities, can enhance
learning for all students. Offering a mix of multimedia options ensures that all students have the
opportunity to engage with content that aligns with their learning style. Looking ahead, future
research could explore how different types of video games and multimedia resources can be
customized to address specific language learning goals. Studies could investigate the long-term
effects of gamification on language retention, particularly on speaking and listening skills.
Additionally, exploring the challenges faced by teachers in integrating video games and
gamification into classrooms, particularly those with limited technological access, could provide
valuable insights for improving the adoption of these tools in educational settings.

Conclusion

Future studies should incorporate inferential statistics to validate findings and explore their
generalizability across diverse educational institutions. Practical implications include the design of
curricula incorporating gamified activities that simulate real-world scenarios, critical for training
tourism professionals. Limitations of this study include its descriptive nature and focus on a single
institution, which should be addressed in subsequent research.

The gender differences observed in this study point to the necessity of differentiated
instructional approaches. Future curricula should balance interactive gaming for male students with
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creative and exploratory tools for female students, ensuring an inclusive and engaging learning
environment.

Future research should extend beyond descriptive analysis to include experimental designs
validating multimedia’s impact across broader demographics. Practical applications include
gamified modules that simulate real-world scenarios, critical for training tourism professionals. A
deeper exploration of accessibility and long-term impacts of gamification on diverse learning
populations is essential.

In conclusion, it should be noted that this study provides important information about the
preferences and attitudes of first-year students of the University of Tourism to the use of
multimedia tools, namely gamification and the use of video games in English lessons. The results
emphasize the importance of recognizing and taking into account different learning styles and
preferences in educational institutions, which reflects the complex nature of students' characteristics
and learning dynamics in the context of tourism studies.
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