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Abstract

This study investigates the effects of digital technology on the motivation of English as Foreign Language (EFL)
students and implementation obstacles in English for Tourism classes. The study employed a narrative synthesis
approach and used 12 peer-reviewed journal articles and empirical studies published from 2016 to 2026 in
databases including Scopus, ERIC, ScienceDirect, and Google Scholar. These studies examined higher education
and vocational students using digital technologies such as computers, tablets, smartphones, videos, electronic
books, LMS/e-discussion forums, gamification, artificial intelligence applications, and immersive technologies.
The findings indicate the use of digital technologies generally increases motivation as it provides authentic,
realistic simulations, an interactive environment, and personalized feedback. Nonetheless, implementation faces
barriers such as a lack of appropriate infrastructure, instructors' poor technological proficiency, technical
failures, and privacy issues. In order to address this issue, it is recommended to invest in infrastructure
development, improve teachers’ digital literacy, and encourage students’ academic discussions. Future studies
may consider the role of digital technology in other ESP environments and concentrate on particular aspects of
the English language.
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1. Introduction

The rapid pace of technological development in digitization has significantly influenced
education worldwide. In particular, modern technologies like Learning Management System
(LMS), mobile learning technologies, social networking websites, artificial intelligence (Al),
and immersive technologies have become widely applied in the educational process. Such
technologies have allowed moving away from traditional teacher-oriented approaches to more
innovative and student-focused ways of studying.

There has been increasing research on digital technology use in foreign language
acquisition. Digital technology-assisted language learning has helped students to get exposed
to real language resources, interact with other students outside the classroom context, and
participate in self-learning activities. Research evidence indicates that digital tools like mobile-
assisted language learning apps, gamified language learning platforms, and social media-
assisted learning contexts have a positive impact on learners' motivation and involvement in
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learning (Karsudianto, 2020; Pramasta, 2023; Scully, O’Leary, & Brown, 2018; Song & Song,
2023).

In this review, the target population is higher education students enrolled in tourism-
related English courses, including English for Tourism and Hospitality (ETP/ESP) programs,
and high school students preparing for tourism industry programs. The technology used in the
research included computers, tablets, and smartphones (Anggayana, 2024), e-book (Behr &
Wongthai, 2025), videos (Cahyana, 2020; Mandasari & Aminatun, 2020), LMS/e-discussion
boards (Ginaya, Rejeki, & Astuti, 2018; Goh & Wen, 2021), Artificial Intelligence (Al) tools
(Malelak, Nazar, & Conterius, 2024), gamification (Nair, 2022; Poldkova & Klimova, 2019),
Virtual Reality (VR) (Pramasta, 2023), and Augmented Reality (AR) (Ho Minh Thang, &
Suppasetseree, 2025a, 2025b). The results indicated that using digital technologies has
generally increased students’ motivation, engagement, and communicative competence.

As explained by Self-Determination Theory (Ryan & Deci, 2016), there are two main
types of motivation. Intrinsic motivation refers to motivation that comes from an individual’s
genuine interest in learning something, while extrinsic motivation refers to motivation that
results from external factors like grades and job prospects. Motivation is essential for language
learning success since it helps to determine whether students are willing to participate, persist
in their studies, and achieve specific goals. The recent advances in technology offer various
options to increase intrinsic and extrinsic motivation among EFL students. For instance, mobile
learning experiences demonstrate the potential to promote learner involvement, enjoyment, and
confidence, thus leading to positive effects on language learning processes. Several studies have
concluded that using digital tools for language learning has boosted students’ motivation and
engagement. (AlAfnan, Dishari, Jovic, & Lomidze, 2023; Artiana & Fakhrurriana, 2024;
Yildiz, 2023)

These aspects are especially applicable to tourism education, in which knowledge of
English is seen as an important employability skill for students. Tran Thi Thu Trang (2024)
pointed out that tourism specialists deal on a regular basis with foreigners, so they need to be
competent in communication, intercultural awareness, and professional English language skills.
In this way, the use of technological means within the framework of tourism-related EFL
lessons can become a means of creating realistic contexts and activities for learners.

Whereas previous research studies have investigated the issue of technology-enhanced
language learning, most of the literature available today focuses on English as a Foreign
Language (EFL), rather than on English for Specific Purposes (ESP). Tourism English is a
unique context, where it is important not only to develop linguistic skills but also
communication competencies and intercultural skills. However, there are few research studies
devoted to the issue of how the use of new technologies affects the motivation of tourism
students as well as difficulties in implementing these technologies in the tourism education
setting. Therefore, a comprehensive review of the literature is necessary to analyze existing
evidence regarding both the motivational effects of digital technologies and the barriers to their
implementation in tourism-related EFL education. Accordingly, this literature review aims to
understand the effect of integrating digital technologies in relation to the level of motivation
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among students in the learning of foreign languages in the context of tourism. To address these,
this study aims to answer the following research questions:

1. How does the integration of digital technologies influence students’ motivation in
foreign language education for tourism?

2. What are the challenges when implementing digital technologies in tourism language
training?

2. Literature review

2.1.  Motivation in language learning

Motivation is widely recognized as one of the most influential factors affecting second
and foreign language acquisition. It refers to the internal and external forces that initiate, direct,
and sustain learners' efforts to achieve language learning goals. According to Self-
Determination Theory (Ryan & Deci, 2016), motivation can be categorized into intrinsic
motivation, which arises from genuine interest and enjoyment in learning, and extrinsic
motivation, which is driven by external rewards such as grades, employment opportunities, or
social recognition. In language learning contexts, highly motivated students tend to demonstrate
greater engagement and a willingness to communicate, leading to improved learning outcomes.
Alrabai and Moskovsky (2016) indicated that EFL students’ language performance is heavily
influenced by motivation, self-efficacy, perspective, level of anxiety, and self-confidence. With
the development of technology, the integration of digital tools at school is necessary for
enhancing suitable techniques of instruction that foster students’ motivation required for
learning EFL (Do6rnyei, 2001).

2.2.  Digital Technologies in Education
2.2.1. Definition and Characteristics

Digital technologies consist of communication tools and internet networks used to
process and convey information (Susanty, Hartati, Sholihin, Syahid, & Liriwati, 2021). Among
others, the use of the World Wide Web (WWW) may be viewed as the main means of acquiring
the English language (Cahyana, 2020). The use of digital technologies in education implies the
utilization of digital tools in locating, assessing, using, and creating information, including
electronic books, articles, podcasts, videos, and social networks (Anggayana, 2024), which can
assist teaching and learning process.

In language education, through digital technologies, learners can engage in active learning
processes by using multimedia, collaboration sites (Goh & Wen, 2021), gamified applications
(Nair, 2022; Pramasta, 2023), and instant feedback systems (Malelak, 2024). Digital
technologies afford authentic experiences for interacting and communicating (Pramasta, 2023).
Furthermore, mobile apps, virtual exchanges, simulations, and applications for Al-assisted
language learning have been mentioned by Ho Minh Thang and Suppasetseree (2025a), Behr
and Wongthai (2025) and Cahyana (2020). All of these technologies can resemble real-life
situations, which can make communication activities more practical and meaningful. This type
of technology seems to be especially important in tourism language education because
professional competencies imply good communicative skills.

2.2.2. Digital Trends in Higher Education
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Nowadays, digital transformation has become a strategic priority in the field of higher
education all around the globe. For instance, Learning Management Systems (LMS) (Goh &
Wen, 2021) and virtual classrooms (Susanty et al., 2021), which are designed for face-to-face
instruction coupled with online learning features, have become extremely popular in higher
education. Furthermore, the implementation of Al is another trend. Chatbot technology,
intelligent tutoring systems, language translation tools, and personalized applications for
language learning are widely used to enhance educational experience and increase productivity
at colleges and universities (Malelak et al., 2024; Mandasari & Aminatun, 2020; Susanty et al.,
2021). Also, the rise of mobile learning should be mentioned since students tend to use
smartphones, social media, and communication applications on their devices on a regular basis
(Anggayana, 2024; Cahyana, 2020; Mandasari & Aminatun, 2020). Furthermore, Ho Minh
Thang and Suppasetseree (2025a) and Pramasta (2023) indicated that immersive technologies,
including virtual reality (VR) and augmented reality (AR), are considered to be one of the
popular trends in professional training. Lastly, gamification cannot be neglected when
discussing technological innovations in higher education today (Polakova & Klimova, 2019).
All these innovations provide unique opportunities for improving language performance among
learners and fostering higher levels of learner engagement and professional competence.

2.3.  EFL Education in Tourism Contexts
2.3.1. Language Needs in Tourism Industry

The research findings have indicated that employers in the tourism and hospitality sector
greatly appreciate the graduate students who can exhibit excellent communicative and customer
service skills, which may improve the clients' satisfaction and brand image (Anggayana, 2024).
Apart from being linguistically accurate, the employees are supposed to show some degree of
complex interactions by making appropriate use of the professional vocabulary and expressions
in situational scenarios such as check-ins in hotels, orders, tourist-related information, and
service complaints (Pramasta, 2023). Accordingly, language education for tourism purposes
should be designed to prepare the students to interact proficiently with the clients using English
in their respective professional roles. Intercultural communication is another aspect related to
the language needs in tourism. The employees of tourism companies usually interact with
clients from different cultural backgrounds (Anggayana, 2024). As such, the language
education curriculum should focus not only on language aspects but also on intercultural
communication skills. Furthermore, tourists and tourism workers usually communicate through
emails and other social media platforms (Anggayana, 2024). Therefore, current tourism
students should be ready to interact with clients using various types of communication, both in
person and via the Internet.

2.3.2. English Competency Requirements for Tourism Students

Modern approaches to tourism studies require a set of competences that would allow
graduates to be effective in working in a dynamic and multicultural environment. Linguistic
competence is a fundamental requirement (Anggayana, 2024). Tourism students have to speak
fluent and accurate English to ensure efficient communication with international clients, co-
workers, and partners. To ensure successful communication in tourism, students have to achieve
not only grammar knowledge but also how to employ language efficiently in certain
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professional situations (Pramasta, 2023). For instance, they need appropriate language skills for
communicating with clients and solving problems.

In connection with the changes in the requirements for the competences needed for
tourism specialists, nowadays universities try to involve modern technology in language

teaching. Digital technologies in language studies may lead to a better level of motivation and
engagement of students and their better communication skills as well as improved digital
competence. Therefore, understanding the role of digital technologies in supporting EFL
learning and identifying barriers to their implementation has become an important area of
inquiry in tourism education research. The analytical framework below describes the
connection between technology affordances and intrinsic/extrinsic motivation, engagement,
and communication skills.

Table 2.1. Analytical Framework Linking Digital Technology Affordances, Learner

Motivation, Engagement, and Communication Competence in Tourism ESP Education

. Intrinsi Extrinsi mmunication
Technology Main Affordance ! SIC. /' Extrinsic Engagement Communicatio
Motivation competence
Learning Intrinsic: supports
. autonomy,
Management 24/7 access to learning compe teI}l/CC and Promotes student- Develops
Systems (LMS) | resources; asynchronous P ’ . collaborative
: . ) reduced language centered learning, " .
& Electronic Iinteraction; . . . writing, online
. . . anxiety through low- peer interaction, ..
Discussion opportunities for . . communication, peer
. pressure interaction. feedback exchange, .
Boards reflection and . . feedback skills, and
. ) . Extrinsic: encourages | and learning .
(Ginaya et al., multimedia articipation through communities professional
2018; Goh & communication Eourseprequirementgs discourse
2021
Wen, 2021) and assessment
Videos Intrinsic: increases
. L enjoyment, reduces . Improves speakin
(YouTube/Vlog | Authentic audiovisual Joy Increases attention, p P &
) i bini d boredom, and lowers 1 fluency,
put combining sound, . . classroom -
. speaking anxiety. C pronunciation,
(Cahyana, 2020; | images, and Extrinsic: Supports participation, peer confidence. and
Mandasari & contextualized language  Supp collaboration, and ’
. performance through . . extended oral
Aminatun, exposure . . active learning .
2020) authentic assignments production
and public sharing
Intrinsic: increases
enjoyment Improves
Game mechanics coJm . tenc’e Reduces boredom vocabulary,
Gamification (points, badges, autoflorn a’n d social and learning decision-making,
Nair, 2022; leaderboards, s fatigue; increases teamwork,
connection g
Polakova & challenges) with Extrinsic: 'mo tivates attention, adaptability, and
Klimova, 2019) | immediate feedback and . ) participation, and communication
. achievement through . .
progress tracking persistence under time
rewards and .
constraints

competition

Computers,
Tablets,
Smartphones
(Anggayana,
2024)

Flexible, ubiquitous,
anytime-anywhere
access; supports mobile-
assisted language
learning (MALL),
information sharing, and
autonomous learning

Intrinsic: increases
autonomy and self-
paced learning.
Extrinsic: supports
academic and industry
digital readiness goals

Encourages active
learning,
collaboration, out-
of-class practice,
and connection with
global learning
communities

Supports listening,
speaking, reading,
writing, vocabulary
development, and
confidence in digital
communication
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Intrinsic: strengthens
Personalized learning competence through Enhances speakin
Artificial pathways, adaptive immediate feedback Provides listenin WI;'i tin &
Intelligence feedback, automated and individualized interactive, & &
: . . . accuracy,
(AD) Tools correction, learning. Extrinsic: personalized, and
. X . . vocabulary use, and
(Malelak et al., | pronunciation support, supports achievement | adaptive learning .
. . simulated workplace
2024) and conversational and career-related experiences .
. . communication
simulation language
improvement.
Intrinsic: promotes Enhances attention .
. . . . Improves reading
Accessible, low-cost, enjoyment, autonomy, | through interactive .
E-books ) . . . . comprehension,
flexible materials with and self-study. multimedia and
(Behr & . . . . vocabulary
. multimedia features Extrinsic: provides game-based features L
Wongthai, o . . acquisition, and
(audio, video, career-oriented content | compared with .
2025) L . : o professional
animation) and tourism-specific traditional
. language knowledge
language preparation textbooks
Develops
. . Intrinsic: stimulates Creates experiential professm.nal'
VR (Pramasta, | Immersive simulations, curiosity. eniovment learnine throueh communication
2023) & AR 3D environments, virtual Y, enjoy ’ g & competence,
. . . flow, and confidence. exploration, . .
(Ho Minh objects, and realistic . . including fluency,
. . Extrinsic: develops problem-solving, > .
Thang, & tourism scenarios (e.g., . pronunciation,
workplace readiness and role-play; L
Suppasetseree, hotels, tours, customer .. . listening
. through realistic reduces speaking .
2025a, 2025b) service) . . . comprehension, and
professional practice anxiety
workplace
pragmatics

3. Methodology

3.1.  Research design

This study employed a narrative synthesis approach to synthesize and critically analyze
existing research on the use of digital technologies in English as a Foreign Language (EFL)
education for tourism students. Unlike systematic reviews, narrative reviews provide a
comprehensive understanding of a research topic by integrating findings from diverse studies
and identifying recurring themes, trends, and research gaps (Baumeister & Leary, 1997). This
approach was considered appropriate because the study aimed to explore both the benefits and
challenges associated with the integration of digital technologies in tourism language education
rather than evaluating the effectiveness of a specific intervention. The review focused on two
main areas: (1) the influence of digital technologies on students’ motivation in tourism-related
EFL learning, and (2) the barriers encountered during the implementation of digital
technologies in tourism language training.

3.2.  Search Strategy

To identify relevant studies, a literature search was conducted across four major academic
databases: Scopus, ERIC, ScienceDirect, and Google Scholar on June 1, 2026. These databases
were selected because they contain extensive collections of peer-reviewed publications in
education, applied linguistics, educational technology, and tourism studies. The search focused
on journal articles and empirical studies published between 2016 and 2026. Given that the
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indexing system of Google Scholar is so extensive, simple keywords were used, and only the
first and second pages of search results were evaluated according to their titles and abstracts.
For Scopus, ERIC, and ScienceDirect, the following Boolean string was added in the search
engine:

("digital technology" OR "educational technology" OR "mobile learning"
OR "artificial intelligence" OR "virtual reality" OR "augmented reality"

OR "gamification" OR "learning management system")

AND

("EFL" OR "English as a foreign language" OR "English language learning"
OR "English for tourism" OR "tourism ESP")

AND

("motivation" OR "learner engagement" OR "student motivation" OR "challenges" OR
"difficulties")

AND
("higher education" OR "university" OR "college")
3.3.  Inclusion and Exclusion Criteria

To ensure the quality and relevance of the reviewed literature, explicit inclusion and
exclusion criteria were established.

Inclusion Criteria

Studies were included if they met the following conditions:

Published in peer-reviewed journals.

Published between 2016 and 2026.

Written in English.

Focused on EFL, ESP, or English for Tourism.

Examined the use of digital technologies in language teaching and learning.

Investigated student motivation, engagement, learning outcomes, technology adoption, or
implementation challenges.

Conducted within higher education, vocational education, or tourism training contexts.
Exclusion Criteria

Studies were excluded if they:

Were conference abstracts, editorials, book reviews, or non-peer-reviewed publications.
Focused exclusively on general education without reference to language learning.
Examined digital technologies in non-educational contexts.

Did not provide sufficient empirical or theoretical evidence related to the research
questions.
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Were published in languages other than English.

The application of these criteria ensured that the selected studies were directly relevant to
the objectives of the review and provided reliable evidence for analysis.

3.4.  Data Analysis

The selected studies were analyzed using thematic synthesis. This qualitative analytical
approach allows researchers to identify, compare, and integrate recurring patterns across
multiple studies (Thomas & Harden, 2008). The analysis was conducted in three stages. First,
the selected articles were read carefully and coded according to their research focus,
methodology, participants, digital technologies employed, and key findings. Second, similar
codes were grouped into broader categories. Finally, these categories were organized into

overarching themes corresponding to the study’s research questions.

4. Results

The following table provides a review of findings from different studies related to the use
of technology in Tourism ESP/EFL classes. Overall, the results show that the implementation
of technology has increased motivation, engagement, and communication competence of the

students.

Table 4.1. Characteristics and Key Findings of Included Studies on Digital Technology
Integration in Tourism ESP/EFL Education

No | Study by Context/ Technology Research focus Main outcome Quality

. .o Participants level

1 | Ginaya et | 51 Travel and | LMS Effects of blended | Massive speaking gains in | High
al. (2018) | Tourism WebQuest instruction on | the experimental group

Business speaking ability, learning | vs. the control group.
university motivation, and foreign

students, language anxiety

Indonesia

2 | Polakova | 20 high | online quiz | Comparing mobile-based | Experimental group Moderat
and school games gamified vocabulary | showed a 34% vocabulary | e
Klimova | students, (Kahoot) acquisition against paper- | score increase vs.

(2019) Slovakia based dictionary methods | only 18% in the control
group. Confirmed
Kahoot's high enjoyment
level.

3 | Cahyana | 35 vocational | YouTube Role of YouTube videos | Videos significantly Moderat
(2020) high  school | videos in  English listening, | enhanced vocational e

students, speaking, and vocabulary | English acquisition,
Indonesia. in  vocational  high | vocabulary retention, and
The  school schools student interest over text-
focused on only media.

tourism field.

4 | Mandasar | 40  English- | Video blogs | Improving transactional | Transactional Moderat
i and | majored (Vlogs) conversation  speaking | conversation speaking e
Aminatun | university performance,  fluency, | scores increased
(2020) students and student confidence | significantly; increased

assigned  to through vlogging

165




IJLS 2026, Vol. 3, No. 3

tourism place,

talk time and reduced

Indonesia anxiety.

5 | Goh and | 32 hospitality | Electronic Hospitality students' | Reduced speaking anxiety | Moderat
Wen management | discussion perceived usefulness, | by offering reflection e
(2021) students at a | boards withi | ease = of wuse, and | time.

university, n LMS behavioral intentions to

Australian adopt discussion boards,
using the TAM
framework

6 | Nair Tourism online quiz | Using gamification to | Game-centric learning High

(2022) majored games offset COVID-19 | successfully improved
university (Kahoot) isolation, online | attention spans, offset
students, classroom fatigue, and | online fatigue, and
South Korea student distractions fostered vital

employability soft skills .
7 | Anggayan | 100 students | Computers, | Applied Linguistics and | High student confidence Moderat
a(2024) | at Indonesian | Tablets, Digital Literacy | (84% in device e
Hospitality Smartphones | integration in the MBKM | use, 78% in online
Community Independent Campus | search, 87% in webinars).
Academy Curriculum Industry recognized work-
readiness.

8 | Pramasta | 23 English for | VR Evaluating  immersive | Speaking achievement Moderat

(2023) Hospitality VR to enhance English | rose e
students at a speaking  skills and | significantly. Comprehens
university, motivation;  examining | ion exhibited the highest
Indonesia correlation between VR | statistical improvement.
motivation and | VR motivation positively
achievement correlated with final
success.

9 | Malelak 30 Al Hospitality students' | Al provided personalized | Moderat
et al. | Hospitality- tools (Intelli | perceptions of  Al's | and adaptive learning e
(2024) majored gent positive and negative | experiences. However,

university Tutoring, impacts on ESL learning | students flagged a high

students, Google and professional | risk of technology

Indonesia Translate, preparation dependence and a
Grammarly, reduction in real social
Al Chatbots) interaction.

10 | Behr and | 50 EFL | E-books Impact of e-books on | English proficiency rose High
Wongthai | students English proficiency and | overall. Monitored Group
(2025) studied motivation; impact of | A outperformed Group B,

tourism- close monitoring (group | but Group B had stronger
related class, A) vs. independent self- | integrative motivation and
Thailand study (Group B) long-term autonomy

11 | Ho Minh | 82 AR Investigating AR's | Significant overall High
Thang & | undergraduate impact on speaking sub- | speaking score gains.

Suppasets | English skills over a 9-week
eree majors in course
(2025a) English  for

Tourism and
Hospitality,
UEH,
Vietnam

12 | Ho Minh | 80 AR Tracking the longitudinal | Speaking scores, High
Thang & | undergraduate impact of AR tasks on | pronunciation/ fluency
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Suppasets | English speaking fluency, | rose significantly.
eree majors in pronunciation, Speaking anxiety
(2025b) English  for confidence, and | plummeted.

Tourism and cognitive load

Hospitality,

UEH,

Vietnam

Research question 1: How does the integration of digital technologies influence students’
motivation in foreign language education for tourism?

Students’ motivation and engagement in the English for Tourism context have been
enhanced due to interactivity, immersive and authentic real-world experiences, psychological
shifts, personalization, and immediate feedback.

For interactivity, many digital tools like Vlogs, WebQuests (Mandasari & Aminatun,
2020), and gamification applications (Nair, 2022) have provided an interactive environment,
which may shift them from passive to active participants and create a healthy competitive
atmosphere. In addition, multimedia appeal like YouTube, which is a lively combination of
audio, video, and visual effects, can lower boredom in the classroom (Cahyana, 2020).

Recently, the employment of immersive and authentic real-world experiences has led to
the surge in integrating modern technology into teaching. Students’ enthusiasm could be
captivated by using AR or VR (Pramasta, 2023), since these tools can mimic authentic
environments, such as restaurants, hotels, or guided tours. This real-world simulation makes
learning progress more practical and meaningful (Ho & Suppasetseree, 2025a, 2025b).

Regarding psychological shifts, in Behr and Wongthai’s (2025) research, e-books have
been proven to raise students’ instrumental motivation — students believed this can help them
attain meaningful goals like getting a career, and integrative motivation — students raised their
connection to the international English-speaking community. Moreover, many technological
gadgets provide students with learning flexibility, as they can learn with them at any time and
anywhere (Goh & Wen, 2021). Some students who are characterized as “digital natives” tend
to learn at their own pace or choose suitable materials. This flexibility may improve students’
autonomy and enhance learning outcomes (Behr & Wongthai, 2025; Goh & Wen, 2021). In
addition, technologies, such as Al tools, support students with a “safe” and low-pressure
environment, which may alleviate learning anxiety and boost self-confidence (Pramasta, 2023).

In terms of personalization and immediate feedback, thanks to Al applications, students
can be provided with immediate feedback on their performance, such as writing, grammar
correction, or vocabulary usage, which can make students feel more supported in their learning
journey. Besides, with electronic discussion boards, low-level students can consider their
course materials, reflection, and peer validation, which foster a sense of belonging in a language
community.

Research question 2: What are the challenges when implementing digital technologies in
tourism language training?

167




IJLS 2026, Vol. 3, No. 3

Many challenges have been faced by both teachers and administrators when
implementing digital technologies in tourism language training. These include infrastructure,
instructors, students, technical problems, and privacy concerns.

Regarding limitations of access and infrastructure, there is unequal access for students to
have a stable internet connection (Cahyana, 2020) or essential hardware due to their financial
circumstances or geographic area (Anggayana, 2024). Besides, in most remote locations, some
institutions have lacked resources and had insufficient infrastructure, which may hinder
students’ opportunity to get access to such digital devices like e-books, online websites (Behr
& Wongthai, 2025), or such expensive digital devices like Virtual Reality (VR) and Augmented
Reality (AR) (Pramasta, 2023).

In terms of instructors, many of them lack the necessary technological guidance and
digital literacy, so they may not be confident in the integration of complex technological
operations and instructional guidance when teaching (Anggayana, 2024). Besides, many
teachers may resist adapting to new tools because technology tutorials may take a long time for
them to be familiar with (Cahyana, 2020; Pramasta, 2023). This leads to a consequence that
those teachers tend to depend on traditional methods rather than digital approaches (Anggayana,
2024).

As regards students, Ho Minh Thang and Suppasetseree (2025a) asserted that using AR
and VR, which are advanced immersive digital tools, can submerge students in sensory and
linguistic input. This multimedia environment may trigger students’ distractions since their
attention has been shifted to non- traditionally educational content or long focus (Polakova &
Klimova, 2019), which may hinder students’ learning efficiency. For Al tools, when students
have already utilized these professionally, there would be a tendency for students’ overreliance
on such tools, limiting their independent critical thinking development (Malelak et al., 2024),
real-life social communication, and conversational practice (Goh & Wen, 2021; Malelak et al.,
2024).

For technical problems, Ho Minh Thang and Suppasetseree (2025b) pointed out that
implementation may often be prevented by software bugs, sluggish download speed, and device
compatibility issues. In addition, if digital tools are not user-friendly, students may find it hard
to navigate correct operations, and this may hamper their motivation in the learning process
(Goh & Wen, 2021).

Lastly, about privacy concerns, many users have raised awareness of privacy and security
when using online tools, since they have unsecured feelings about leaking personal data when
logging into an online system (Anggayana, 2024; Goh & Wen, 2021).

5. Discussion and recommendations

Several studies indicate that the utilization of technology in education can make learners
more motivated during the educational process. In a conventional classroom, the teacher is
usually at the center, whereby knowledge is passed directly from the teacher to the learner in a
passive manner. As a result, learners are dependent on teachers because all activities in learning
will be under the control of the teacher. However, through the integration of technology in
education, that passive layer can be broken, hence making the learner more involved in the
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learning process. At the same time, the teacher’s role shifts from being the primary source of
knowledge to becoming a facilitator, leaving students the opportunities to show performance.
In teaching English for Tourism, it is important to have a proper balance between technology
and its use for the development of communication abilities in students, as successful
implementation of technologies depends on their alignment with tasks that people perform in
their professions. Instead of integrating technology because of its novelties, teachers need to
integrate technologies into meaningful task-based activities such as role-play, customer service,
and complaint handling to achieve specific outcomes of the English for Tourism curriculum.

The simulation tools may also assist the learners in immersing themselves in real EFL
learning settings so that they can link their classwork with actual life situations. In the
immersive learning environment created by the AR and VR technologies, the learners are able
to make contextual use of the language by applying grammar and vocabulary within the realistic
situations generated through real-world simulation tools. For instance, when learning about the
hotel industry, learners may engage in practice activities like welcoming clients, checking them
in, and addressing their complaints (Pramasta, 2023). In other words, this approach will
motivate students to study English since the learning environment may be directly relevant to
their careers.

In relation to countries in Asia such as Vietnam, most students lack international
experience and have unwilling interation and collaboration among students. This can be
because they may be frightened of losing face and having shame when showing weaknesses in
front of strangers. Therefore, Al tools become indispensable assistants because they do not
assess learners' performance, but rather provide them with an opportunity to solve academic
challenges whenever necessary (Abas, Arumugam, Yunus, & Rafiq, 2023; Abdullayeva &
Musayeva, 2023; Adeshola & Adepoju, 2024; Ajlouni, Wahba, & Almahaireh, 2023).

As for the difficulties, the initial problem is related to the infrastructure. For the provision
of highly advanced virtual technology like VR and AR, educational organizations require great
amounts of money and space. It is important to note that institutions which have such inadequate
resources are mostly located in developed countries. Thus, developing nations, which have
problems with financing their educational organizations, may face difficulty providing students
with highly advanced technologies. Internet connectivity is another issue, as too much load on
networks leads to their overloading, causing a reduction in speed or even malfunction. Hence,
governmental organizations need to invest more funds into improving educational
infrastructure for more efficient teaching and learning progress.

Regarding the teachers and learners, while there is an increased focus on learner-centered
education, the importance of teachers in this process should not be underestimated.
Administrators should not try to put much pressure on those teachers who do not use
technological means in their lessons. Instead, it is recommended to create some incentives for
teachers who enhance their digital literacy and utilize it in teaching. Technology-aided tourism
communication courses should be established by institutions under suitable circumstances,
while also being concerned about equality, ethics regarding Al use, and pedagogic purposes.
Besides, students should be instructed about what exactly they need to learn from the lessons
and how to use technology in this way so that it can help them to get better academic
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performance. In addition, the institutions can promote students’ academic communities
discussing technological use in learning process.

About technological obstacles, teachers need to make sure that these applications are
useful and relevant to the goals before using them in the classroom. Instructors may test those
technologies on their own or conduct some pilot studies involving a class. Privacy is yet another
very controversial issue since private details may be compromised when individuals log into
the various online sites. Consequently, teachers must ensure that only trustworthy websites and
applications are used in the learning process to avoid leaking students' private information.

6. Limitations and Conclusion

Some of the limitations that must be recognized in the review include the following. First,
the study is confined only to the field of EFL tourism; thus, it would be useful for subsequent
reviewers to consider the impact of digital technologies in other ESP fields, including business
English, medical English, or engineering English. Second, the review does not deal with any
specific language skill, nor does it consider any geographical location. In subsequent research,
it would be useful to consider the effect of digital technologies on any specific language skill
like speaking, writing, listening, or reading. Besides, future studies should make distinctions
between various classes of digital technologies such as Al-enhanced learning, immersive
technologies, mobile learning, and gamification since their features and learning principles are
quite different. Additionally, it would be useful for future researchers to conduct comparative
reviews involving different education systems in different areas to analyze similar or distinct
experiences regarding technology use. Finally, longitudinal studies are suggested to be
conducted to determine whether the use of technology to motivate and engage students leads to
lasting gains in professional communication skills.

Overall, the literature review demonstrated the enormous opportunities provided by
digital technologies to inspire and engage students during EFL tourism education classes. The
study generally reported that digital technologies possess such enormous potential through
increased interactivity and immersion that arise as a result of using them, their psychological
shifts, such as increased self-confidence and decreased anxiety, personalized experience, and
immediate feedback. This set of elements helps learners become involved in the process of
mastering the necessary linguistic skills. Nevertheless, people should not ignore numerous
challenges facing the successful application of digital technologies in terms of tourism
education in EFL settings, including infrastructure difficulties, lack of digital literacy in
instructors, student-related problems, technical issues, and privacy concerns.

In order to counteract the limitations resulting from the utilization of technology within
the field of education, it is necessary to reinforce working relationships between the
government, educational administrators, teachers, and students. Through working together and
making improvements to the technological system, improving technological literacy, devising
a pedagogical approach, and establishing appropriate policies, the problems that come with the
adoption of technology can be solved. In doing so, more innovative and internationally
integrated learning environments can be established.
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