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Abstract

This study aims to explore and evaluate the effectiveness of integrating role-playing methods and
multimedia technology in improving English language skills among students in the context of the
hospitality industry. Using an action-research approach, this research was conducted on third-
semester students majoring in travel business at Prasetiya Mandiri Polytechnic Bogor. This research
method encompasses three cycles of action: planning, action, observation, and reflection. At the
planning stage, role-play scenarios relevant to real-world situations in the hospitality industry are
designed and combined with multimedia technologies such as video tutorials, interactive
simulations, and language learning software. Students then participate in role-play activities that
complement these multimedia elements. The results showed that the integration of role-playing
games and multimedia technology significantly improved students' oral skills. Students become
more confident in using English, are able to communicate more effectively, and show improvements
in the aspects of correct pronunciation, intonation, and vocabulary. This study concludes that
integrating role-playing with multimedia technology is an effective approach to improving English
language skills among students in the hospitality industry. The practical implications of these
findings suggest the application of similar methods in language training programmes in other
sectors, as well as recommendations for the further development of technology-based teaching aids
to support contextual and interactive language learning.

Keywords: Role play, multimedia technology, speaking skill, English for hospitality, higher

students.

Introduction

The integration of role play and multimedia
technology is an innovative approach in
education, especially to improve English
speaking skills in hospitality. Akbar et al.
(2020) Explaining in role play learning can
be done by students by acting as certain
characters in  simulated situations.
Example; Students can play the role of hotel
receptionists, restaurant waiters, or guest
service officers, and interact with "guests"
in situations similar to the real world. By
repeatedly practicing in a safe and
controlled environment, students become
more confident in using English in real
situations (Kusnierek, 2015; Yen et al.,
2015).

Combining role play with multimedia
technology in English language learning in
hospitality can provide a breakthrough in
learning. With VR (Virtual Reality)
technology (Takada et al., 2022) or AR
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(Augmented  Reality) (Hapsari &
Wulandari, 2020), Students can participate
in highly realistic role play simulations
without having to be in a specific physical
location (Song, 2019). The use of software
can record student performance during role
play (Li & Keller, 2018), allows for further
analysis and more detailed feedback on
strengths and areas that need improvement.
From this, students can practice through
role play scenarios accompanied by video,
sound, and animation that depict certain
situations in the hospitality world (Bonar
Siagian & M Bambang Purwanto, 2023;
Irawan et al., 2024).

The purpose of this study is to
complement previous studies that talked a
lot about the difficulties of learning
speaking for many students. From the
results of this study, it is expected that the
use of role play methods with the use of
media technology in learning English for
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hospitality will have a very significant
impact on the learning process, especially
students' speaking skills. From this, the
integration of role play and multimedia
technology in English language learning in
the  hospitality  world offers a
comprehensive and effective approach. By
harnessing the strengths of these two
methods, hospitality education can produce
professionals who are better prepared and
competent in communicating with guests
from various linguistic and cultural
backgrounds.

Research on the integration of role
play and multimedia technology in
improving English speaking skills in
hospitality can be based on the assumption
that these methods are more effective,
motivating, and provide a richer and more
realistic ~ learning  experience  than
traditional methods. By combining hands-
on practice and interactive technology,
students can develop strong English
language skills as well as soft skills
essential to their success in the hospitality
industry. Continuous learning through
multimedia technology allows students to
continuously improve their English
language skills even after completing a
formal education program.

Literature Review

Role Play Method

Learning is an active process in which
students build new knowledge based on
their experiences. Rahmawati (2015) Role
play promotes active learning by engaging
students directly in situations that require
problem solving and interaction. Role play
enables collaborative learning (Liu et al.,
2021), where students work together to
complete a specific scenario or task (Nair &
Fahimirad, 2019). In role play, teachers can
provide support or guidance which is then
reduced as students improve. In the world
of hospitality, students adopt specific roles
(e.g., hotel receptionist) (Agustin &
Purwanto, 2023) and act in accordance with
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the expectations and norms associated with
the role.

Rakhimovna (2022) Explaining role
play methods in learning is supported by
various educational theories that emphasize
the importance of direct experience, social
learning, cognitive processing, and active
engagement. By combining elements from
these theories, role play offers a holistic and
effective approach to learning (Wang et al.,
2021), especially in the context of English
language learning for the hospitality
industry (Travis, 2020; Zhetpisbayeva et
al., 2017). This allows students to practice
their language skills in realistic and relevant
situations, which helps improve their
confidence and communication skills.

Multimedia Technology
Hubbard & Levy (2006) Explain
multimedia learning that focuses on

students to be better. The learning process
can be combined through images and audio
narration or from images and written text.
Adding written text to audio and image
narration doesn't always improve learning
and can lead to cognitive overload
(Budiyanto et al., 2024). Learning is more
effective when the learning material does
not include irrelevant or redundant
information (Hidayad et al., 2023).
Complex learning material should be
divided into smaller segments to facilitate
understanding. Students are better off
learning when they already have basic
knowledge of the main concepts to be
taught.

The use of multimedia technology in
English for Hospitality learning offers a
more interactive, engaging, and effective
approach. Irawan et al. (2024) By
combining various media, simulating real
situations, and providing instant feedback,
this technology can help students develop
English skills essential for success in the
hospitality industry. With VR technology,
students can experience the hotel or
restaurant environment virtually and
practice interacting with guests in simulated
situations (Hanadya et al., 2023). Software
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that allows students to practice role play
through programmed scenarios, such as
handling guest check-in, responding to
complaints, or recommending menus.

English for Hospitality
Hospitality industry education provides in-
depth training in all aspects of the
hospitality industry, preparing learners for
careers in hotels, restaurants, event
organizing, tourism, and other fields. This
education often covers a wide range of
topics, including customer service and hotel
management, as well as food and beverage
operations, marketing tactics, and industry-
specific technologies (Adeyinka-Ojo et al.,
2020; Marneros et al., 2021). It also studies
how to provide guests with exceptional
experiences, manage hotel operations
effectively, and negotiate the complexities
of the global hospitality business. Case
studies and internships are often included in
the curriculum to provide hands-on
experience and practical skills development
(Le et al., 2018; Venkatraman et al., 2019).
In addition to practical skills, students
also learn soft skills such as leadership,
teamwork, and effective communication
methods, which are essential for managing
diverse teams in a fast-moving environment
(Talawanich & Wattanacharoensil, 2021;
Weber et al, 2020). For example,
transformational leadership is a powerful
and impactful style that has gained
popularity in the dynamic and ever-
changing hospitality business. According to

research,  transformational leadership
increases  perceptions of leadership
effectiveness and satisfaction.

Transformational leaders align teams with
shared goals by clarifying the direction and
mission of the organization. As the
hospitality industry faces challenges such
as mergers, workforce shortages, and a
diverse workforce, transformational
leadership becomes essential to address
instability and drive innovation (Alfaro et
al., 2019).
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Methodolgy

The investigation method chosen in this study
is the Classroom Action Research (PTK)
approach. This approach refers to efforts to
understand and solve learning problems in
the classroom through self-reflection,
followed by the systematic application of
planned actions in the context of actual
learning activities, followed by an analysis of
the impact of an action (Fitri, 2019). A
research process that aims to overcome the
challenges faced by teachers, improve
quality, and achieve optimal learning
outcomes is carried out by this action
approach, namely PTK (Syahza, 2021).
Carr and Kemmis are quoted by (Mangait
et al., 2021) Stating that PTK is a form of
investigation conducted by researchers in
certain  social  contexts, including
educational contexts with the aim of
improving their own practices.

This research was conducted in third
semester students majoring in travel business
at Prasetiya Mandiri Polytechnic Bogor, this
activity was carried out for 2 cycles. The
study participants were students totalling 20
students, consisting of 12 girls and 8 boys,
with an age range of 19-20 years. Data taken
includes observation and documentation.
This research design includes 4 steps per
cycle, namely: (1) planning; (2)
implementation; (3) observations; and (4)
reflection.

Result

In classroom action research on improving
speaking skills using the role play method
in learning English for hospitality through
multimedia devices in third semester
students majoring in travel business at
Prasetiya Mandiri Polytechnic Bogor, the
implementation consists of two cycles.
This research produced significant results,
namely increasing the learning outcomes
of students' speaking skills in the field of
hospitality. They can express hospitality
terms well and assemble them in the form
of conversation in English. In addition, the
effect of multimedia used as a learning
medium has a very positive impact on
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building motivation and
character in learning.

In the first cycle, it can be seen that
some values have reached KKM but the
expected results have not been in
accordance with the set target. At the
beginning of the meeting, there were many
obstacles faced by students in the learning
process, including students were still
confused in expressing speaking styles,
diction, pronunciation, good grammar and
explaining questions given by lecturers.
The role play learning method is intended
so that students are able to increase
motivation and awareness in speaking.
After reflecting on cycle, I, activities must
be carried out that are considered necessary
for the improvement of learning outcomes
in cycle II. Learning outcomes are changes
in student behaviour due to learning.
Behaviour change is caused because he
achieves mastery over a number of
materials given in the teaching and learning
process. By looking at the percentage of
learning completeness that has increased, it
is clear that the learning outcomes carried
out are good.

increasing

Table 1 Percentage of Completeness of
Student Learning Outcomes Cycle I

Number of Students 20
Scoring <75 12
>75 8
Average student grades 80
Learning Completeness 60%

Percentage (%)

Table 1 can be seen that the average
development of student learning outcomes
in the first cycle has not reached the success
indicator of >50%. Students who
experienced learning completeness in the
first cycle were 12 with a percentage of
learning completeness of 60% of 20
students. The incompleteness of students is
caused by their lack of confidence in
learning ability and mastery of teaching
materials because lecturers deliver material
that is too fast, lack of attention, and student
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unseriousness in the learning process. The
results of the learning test obtained in the
first cycle, when compared to the previous
year, there was a slight increase even
though it still did not reach the success
indicator. The average percentage of
learning completeness of third semester
students majoring in travel business is 60%.
The results of actions in the first cycle show
that the learning process has not been
optimal, it can be seen from the test results
that there are still many students who do not
understand the hotel and tourism material.
Researchers and lecturers decided to
continue and improve the learning process
in cycle I to further improve student
activities and learning outcomes by slightly
repeating hotel and tourism material and
continued with tourism and heritage.

After the learning activities are
completed in cycle II, a reflection stage is
carried out to discuss the results of
observations. The results of cycle II
observations show that there is an increase
in learning activities. Students are more
enthusiastic in learning, as seen from
students who pay more attention to
lecturers in explaining and increasing
student activities in learning. It can be seen
that students' willingness to learn has
increased, where students who were
previously unable to answer the questions
asked by researchers, have now begun to
compete to answer questions. Students are
also confident to express their opinions and
are able to repeat the material they have
learned, and explain and explain the
answers to the questions given. In
discussions  conducted in  English,
providing opportunities for students as
moderators makes it easier for teachers to
control learning and improve students'
speaking skills.

The results of this observation can
then be seen that learning in cycle II is
successful in accordance with the planning
stages based on cycle 1. The
implementation of actions in cycle II has
been carried out, then a learning outcome
test is carried out which aims to determine
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the level of student understanding of the
material that has been learned in cycle II.
The percentage of completeness of learning
outcome test scores for cycle II with KKM
> 75 can be seen in Table 2.

Table 2 Percentage of Completeness of
Learning Outcomes of Cycle II Students

Number of 20

Students

Value <75 18
>75 2

Average student grades 93

Learning Completion 90%

Percentage (%)

Table 2 of learning outcomes tests can
be seen the development of learning
outcomes obtained by students after cycle
II. Students who experienced complete
learning or who obtained a score of > 90 in
the second cycle were 20 students from the
total number of students who participated in
the evaluation of 33 students and the
percentage of students who completed was
90%, while students who did not complete
obtained 2 marks.

Learning with role playing methods
can improve student learning outcomes.
The improvement and completeness of
student learning outcomes in each cycle are
presented in Table 3 Table 3 Improvement
and Completeness of Student Learning in
Each Cycle.

Table 3 Improvement and Completeness of
Student Learning in Each Cycle

Number of 20 20
Students
Scoring <75 12 18
>75 8 2
Average student grades 80 93
Learning Completion 60%  90%
Percentage (%)
Table 3 can be seen that the
percentage of student learning

completeness in each cycle has increased
and the average score of students has also
increased from 80 to 93, which is 13%. The
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progress of increasing student learning
completeness in classroom action research
(PTK) can be shown in the graph of Figure
l:

Figure 1: Learning Completion Percentage
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100
90
u
. IR
Siklus 1 Siklus 2

It can be seen from figure 1 that the
completeness of student learning increases
with each cycle. Learning activities using
the Role Playing method which is carried
out by acting out the subject matter are very
attractive to students where it can be seen
from the enthusiasm of students in
participating in learning activities so that
student activities in learning can increase
and by acting out the material learned
students more easily understand the
concepts in chemical bonds and easily
remember the lesson because they feel
directly in accordance with the material that
has been Played a role so that learning
outcomes can improve with concepts that
are easy to remember and understand.

Discussion

From the results of the study explained that
the application of the role play method with
web-based media technology there are two
important things that can improve students'
speaking skills in the English for
hospitality course. First, the increase in
student scores for the ability to speak
English showed significant results, the
value can be seen from the comparison in
the first cycle and in the second cycle by
13%. Second, self-confidence and
awareness to speak English in the campus
environment is getting better with the
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implementation of one day one-word
activities. From the results of this research,
the role play method is highly
recommended to improve English
speaking skills in the environment of
students majoring in travel business, this is
because the output of this science is needed
in the world of work, especially tourism
and hospitality.

In this study, role play learning
methods with multimedia technology in
improving English speaking skills have a
number of significant implications in the
context of Education. Wildaniati (2006)
The use of multimedia technology in role
play makes learning more engaging and
interactive, which can increase student
engagement. Visual and auditory elements
of multimedia help students to better
understand context and role play scenarios
(Khalida & Refnaldi, 2020), which in turn
increases their motivation to participate
actively (Purwanto, Despita, et al., 2023).
Meanwhile, the combination of role play
and multimedia creates a more fun and
creative learning environment, which can
encourage students to be more enthusiastic
in learning English (Purwanto, 2022). The
integration of role play and multimedia
technology shows that this approach has
great potential to improve students' English
speaking skills. By making learning more
interactive, fun, and tailored to individual
needs, this approach can increase students'
motivation, confidence, and overall
language competence.

The results of this study explore role
play learning methods with multimedia
technology in improving students'
speaking skills can be interpreted as a
combination in the learning process. Role
play and multimedia make learning more
engaging and interactive (Khudobina et al.,
2019). Students become more engaged
because they can actively participate in
realistic and dynamic  simulations
(Maclntyre, 2007). This higher interaction
helps students to be more focused and
motivated in learning English (Kamil,
2019). The integration of multimedia
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technology with role play is proven to
improve  students'  speaking  skills
(Purwanto, Hartono, et al., 2023).
Technology provides visual and auditory
context that supports role play scenarios
(Purwanto,  2021), help  students
understand and use English more
effectively (Purwanto & Al Firdaus, 2023).
Students who engage in multimedia-based
role play tend to show improvements in
fluency, accuracy, and complexity of the
language used (Novia et al., 2024). Overall,
role play with multimedia technology has a
significant positive impact on students'
speaking skills. The results reflect
improvements in students' engagement,
speaking skills, confidence, digital literacy,
and collaborative abilities (Nasar et al.,
2023). The implications of this research
encourage the adoption of this innovative
learning method in the language education
curriculum to achieve more effective and
comprehensive learning outcomes.

In some research results show that
this method also increases students'
confidence in speaking English. Song
(2019), by practicing through multimedia-
supported role play, students feel more
prepared and confident to use English in
real situations. This confidence contributes
to the improvement of their performance in
oral exams and daily communication
(Sutika, 2008). Other studies have also
indicated that students who use multimedia
technology in learning experience an
increase in digital literacy (Nadiah, 2019).
They not only learn English, but also
become more skilled in using technological
devices (Amalia et al., 2015), which is an
essential skill in this digital age. Then the
results showed that role play supported by
multimedia technology encourages
collaboration between students
(Kus$nierek, 2015). They work in groups,
share ideas, and practice together, which
not only improves their speaking skills but
also social and collaborative skills (Akbar
et al., 2020; Bouaziz, 2015; Marlia et al.,
2018). From this explanation, the increase
in student creativity so far which is
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categorized as still weak can be increased
massively by using role play strategies.
Overall, the integration of role play
with multimedia technology has a
significant positive impact on students'
speaking skills. The results reflect
improvements in students' engagement,
speaking skills, confidence, digital literacy,
and collaborative abilities. The
implications of this research encourage the
adoption of this innovative learning
method in the language education
curriculum to achieve more effective and
comprehensive learning outcomes.

Concolusion

Research on role play methods with media
technology in English hospitality courses
shows several important results that can be
applied to improve students' speaking
skills, role play combined with media
technology can make an important
contribution to student awareness in
speaking English. Increased value of
learning speaking for hospitality. Role play
supported by multimedia technology
encourages collaboration among students.
They can work in groups to complete tasks.

Research on the integration of role
play and multimedia technology makes an
important contribution to hospitality by
improving staff English speaking skills,
leading to improved service quality, human
resource development, competitive
advantage, better guest experience, and
operational efficiency. The implementation
of this method can bring many benefits to
businesses in the hospitality industry,
making them more prepared and
competitive in the global market.

This research has limitations, in terms
of research sample, this study is only
limited to third semester students in the
travel business department. The courses
raised in this study still have close ties with
the department. It is hoped that the role play
method using media technology can be
used in other scientific majors at Prasetiya
Polytechnic independently and can be more
varied.

641

References

Adeyinka-Ojo, S., Lee, S., Abdullah, S. K.,
& Teo, J. (2020). Hospitality and
tourism education in an emerging

digital economy. Worldwide
Hospitality and Tourism Themes,
12(2), 113-125.

https://doi.org/10.1108/WHATT-12-
2019-0075

Agustin, A., & Purwanto, M. B. (2023).
Pelatihan Cooperate Learning Melalui
Media English Exploratory Vacation
pada Mahasiswa Sadar Wisata
Palembang Darussalam. Sejahtera:
Jurnal Inspirasi Mengabdi Untuk
Negeri, 2(4), 282-288.
https://doi.org/10.58192/sejahtera.v2i
4.1478

Akbar, R. A., Ratna, A., & Haris, B. (2020).
Fostering Students’pronunciation in
Speaking Skill through Role Play
Technique. In Voice of English
Learners (Vol. 1, Issue 1).

Alfaro, E., Yu, F., Rehman, N. U., Hysa, E.,
& Kabeya, P. K. (2019). Strategic
management of innovation. In The
Routledge companion to innovation
management (pp. 107-168).
Routledge.

Amalia, Y., Duskri, M., & Ahmad, A.
(2015). Penerapan model eliciting
activities untuk meningkatkan
kemampuan berpikir kreatif
matematis dan self confidence siswa
SMA. Jurnal Didaktik Matematika,
2(2).

Bonar Siagian, & M Bambang Purwanto.
(2023). Lextutor English Learning
Pronunciation and Vocabulary: A
Language Data Base Program .
PUSTAKA: Jurnal Bahasa Dan
Pendidikan, 4(1 SE-Articles), 116—
130.
https://doi.org/10.56910/pustaka.v4il.
1062

Bouaziz, S. (2015). The Use of Role-Plays
as a Teaching Technique to Develop
Foreign Language Learners’ Oral



Proceedings of UNNES-TEFLIN National Conference, Vol.6 (2024)

July 6, 2024

Proficiency Case Study: Second Year
Students at Biskra University.

Budiyanto, Kabri, K., Harapan, E., &
Purwanto, M. B. (2024). 21st Century
English Learning: a Revolution in
Skills, Critical Thinking, Creativity,
and Visual Communication. Asian
Journal of Applied Education (AJAE),
3(1 SE-Articles), 43-54.
https://doi.org/10.55927/ajae.v311.78
41

Fitri, M. (2019). Peningkatan Kemampuan
Berhitung Melalui Permainan
Menjemur  Angka  Pada  Anak
Kelompok B3 Tk Adhyaksa Banda
Aceh. 23(3).

Hanadya, D., Auliana, N. U., & Purwanto,
M. B. (2023). Promosi Pulau Kemaro
Sebagai  Wisata  Sejarah  Kota
Palembang Dalam Acara Rapat Kerja
Nasional Jaringan Kota Pusaka
Indonesia (JKPI) Ke-IX 2022. Jurnal
Ilmiah Mahasiswa Perbankan Syariah
(JIMPA), 3(1), 197-210.
https://doi.org/10.36908/jimpa.v3il.1
68

Hapsari, T. P. R. N., & Wulandari, A.
(2020). Analysis of the Need of
Augmented Reality (AR) Based
Learning Media for the Procedure
Text Material. Prosiding IColSSE,
1(1), 118-127.

Hidayad, F., Agustin, A., & Purwanto, M.
B. (2023). Portrait of Learning English
at Mi Darrun Najjah. Wiralodra
English  Journal, 7(2), 137-149.
https://doi.org/10.31943/wej.v7i2.240

Hubbard, P., & Levy, M. (2006). Teacher
education in CALL (Vol. 14). John
Benjamins Publishing.

Irawan, D., Marisya, F., Hatidah, H., &
Purwanto, M. (2024). Changing
Principal Leadership in the Age of

Digitalization. INTERACTION:
Jurnal Pendidikan Bahasa, 11(1 SE-
Articles).

https://doi.org/10.36232/jurnalpendidi
kanbahasa.v1111.6033

Kamil, A. K. (2019). The effect of an
innovative teaching technique on the

success and attitudes of sixth grade

English language students.
Educational Research and Reviews,
14(7), 254-261.

https://doi.org/10.5897/err2018.3652

Khalida, A., & Refnaldi. (2020).
Vocational High School Students’
Needs on English Speaking Learning
Materials for Hospitality Study
Program. 7th International
Conference on English Language and
Teaching, 411(Icoelt 2019), 231-236.
https://doi.org/10.2991/assehr.k.2003
06.039

Khudobina, O., Hopiaynen, O., &
Bondarenko, E. (2019). Bilingual
learners’ willingness to communicate
in English and anxiety when speaking
the language. SHS Web of
Conferences, 69, 00058.
https://doi.org/10.1051/shsconf/20196
900058

Kusnierek, A. (2015). Developing students’
speaking skills through role-play.
World Scientific News, 1, 73—111.

Le, A. H., McDonald, C. V., & Klieve, H.
(2018). Hospitality higher education
in Vietnam: Voices from stakeholders.
Tourism Management Perspectives,
27(May), 68-82.
https://doi.org/10.1016/5.tmp.2018.05.
002

Li, K., & Keller, J. M. (2018). Use of the
ARCS model in education: A literature
review. Computers & Education, 122,
54-62.
https://doi.org/10.1016/j.compedu.20
18.03.019

Liu, F., Vadivel, B., Rezvani, E., &
Namaziandost, E. (2021). Using
Games to Promote English as a
Foreign Language Learners’
Willingness to Communicate:
Potential Effects and Teachers’
Attitude in Focus. Frontiers in
Psychology,  12(October), 1-10.
https://doi.org/10.3389/fpsyg.2021.76
2447

Maclntyre, P. D. (2007). Willingness to
communicate in the second language:



Marneros, S.,

Understanding the decision to speak as
a  volitional process. Modern
Language Journal, 91(4), 564-576.
https://doi.org/10.1111/5.1540-
4781.2007.00623.x

Mangait, B., Sitinjak, T., Anzelina, D.,

Mahulae, S., & Silaban, P. J. (2021).
Peningkatan Hasil Belajar Siswa
dengan  Menggunakan  Metode
Montessori pada Siswa Sekolah Dasar
Bisron Mangait Tua Sitinjak 1 , Dewi
Anzelina 2 , Saut Mahulae 3 , Patri
Janson Silaban 4. Jurnalbasicedu,
5(9), 3566-3578.
https://doi.org/https://doi.org/10.3100
4/basicedu.v5i5.1008 ISSN

Marlia, S., Fauziana Ridwan, A., & Priatna,

A. (2018). Penerapan Metode
Pembelajaran Role Playing untuk
Meningkatkan ~ Sikap  Toleransi

Keragaman Suku Bangsa Dan Budaya
Kelas V. Didaktik : Jurnal Ilmiah
PGSD STKIP Subang, 4(2 SE-
Articles), 186-211.
https://doi.org/10.36989/didaktik.v4i2
72

Papageorgiou, G., &
Efstathiades, A. (2021). Examining
the core competencies for success in
the hotel industry: The case of Cyprus.
Journal of Hospitality, Leisure, Sport
and Tourism Education, 28(December
2019), 100303.
https://doi.org/10.1016/j.jhlste.2021.1
00303

Nadiah, N. (2019). The students’ self-

confidence in public speaking. Elite
Journal, 1(1), 1-12.

Nair, P. K., & Fahimirad, M. (2019). A

qualitative research study on the
importance of life skills on
undergraduate students’ personal and
social competencies. International
Journal of Higher Education, §(5),
71-83.

https://doi.org/10.5430/ijhe.v8n5p71

Nasar, 1., Uzer, Y., & Purwanto, M. B.

(2023). Artificial Intelligence in Smart
Classrooms: An Investigative
Learning Process for High School.

643

Purwanto,

Proceedings of UNNES-TEFLIN National Conference, Vol.6 (2024)
July 6, 2024

Asian Journal of Applied Education
(AJAE), 2(4), 547-556.
https://doi.org/10.55927/ajae.v2i4.60
38

Novia, F., Desti Nurdianti, & M Bambang

Purwanto. (2024). English Learning
and Innovation Skills in 21st:
Implementation of Critical Thinking,
Creativity, = Communication, and
Collaboration. Asian Journal of
Applied Education (AJAE), 3(2 SE-
Articles), 113-124.
https://doi.org/10.55927/ajae.v3i2.83
18

Purwanto, M. B. (2021). The Role of

Teachers in the English Language
Learning Process at SMP Karya
Sembawa, Kab. Banyuasin, Sumatra
Selatan. Darussalam English Journal,
1(2), 171-195.
https://doi.org/10.30739/dej.v1i2.124
0

M. B. (2022). Learning
Community in Learning English
Speaking  Skills. Language and
Education Journal, 7(2), 87-99.
https://doi.org/10.52237/1ej.v712.383

Purwanto, M. B., & Al Firdaus, M. M.

(2023).  Analysis of  Students’
Learning Motivation: Psychometric
Parameters Study of Learning English
Courses in the Business Travel
Department. Metathesis: Journal of
English Language, Literature, and
Teaching, 7(1), 86-96.
https://doi.org/10.31002/metathesis.v
7i1.414

Purwanto, M. B., Despita, D., & Agustin,

A. (2023). The Role of Parents in
Motivating Students to Learn English.
FLIP: Foreign Language Instruction
Probe, 2(1), 12-17.
https://doi.org/10.54213/flip.v2i1.215

Purwanto, M. B., Hartono, R., & Wahyuni,

S. (2023). Essential Skills Challenges
for the 2l1st Century Graduates:
Creating A Generation of High-Level
Competence in The Industrial

Revolution 4.0 Era. Asian Journal of
Applied Education (AJAE), 2(3), 279—



Proceedings of UNNES-TEFLIN National Conference, Vol.6 (2024)

July 6, 2024

292.
https://doi.org/10.55927/ajae.v213.39
72

Rahmawati, I. N. (2015). Evaluating the use
of L1 in the English language
classroom. English Education: Jurnal
Tadris Bahasa Inggris IAIN Raden
Intan, 1-38.
http://www.bhamlive3.bham.ac.uk/D
ocuments/college-
artslaw/cels/essays/matefltesldissertat
ions/Milesdiss.pdf

Rakhimovna, M. T. (2022). The Integration
Of Innovative Technology With
Native Language And Literature
Education. Journal of Positive School
. 6(10), 3255-3260.
https://www .journalppw.com/index.p
hp/jpsp/article/view/13863%0Ahttps:/
/www.journalppw.com/index.php/jps
p/article/download/13863/8971

Song, L. (2019). Using role play in
teaching Chinese speaking skills for a
special purpose: a case study of a
perfume company in  Thailand.
Rangsit University.

Sutika, I. M. (2008). The Implementation of
Attention Relevance  Confidence
Satisfaction ( ARCS ) Learning Model
through the Use of Picture Media to
Improve Fifth Grade Elementary
Students > Reading Interest At SN 21
Dangin Puri Denpasar.
PROCEEDING: INTERNATIONAL
CONFERENCE MULTI-
DISCIPLINES APPROACHES FOR
THE SUSTAINABLE
DEVELOPMENT, Rahim, 365-373.
https://doi.org/10.1088/1742-
6596/1460/1/012008

Syahza, A. (2021). Metodologi Penelitian.
In UR Press Pekanbaru 2021 (3rd ed.,
Issue September, p. 244). UR Press.

Takada, K., Murakami, K. H., Yamazaki,
A. K., & Yamanakac, T. (2022). A
preliminary study of VR English
training material for personnel in the
tourism industry. Procedia Computer
Science, 207, 3721-3729.
https://doi.org/10.1016/j.procs.2022.0

644

9.432

Talawanich, S., & Wattanacharoensil, W.
(2021). Transforming graduates into
successful hotel management trainees:
Exploring important management
trainee competencies. Journal of
Teaching in Travel and Tourism,
21(1), 43-71.
https://doi.org/10.1080/15313220.202
0.1809049

Travis, E. (2020). Drawing students into
public-speaking success.
Communication Teacher, 34(2), 118—
124.
https://doi.org/10.1080/17404622.201
9.1628995

Venkatraman, D. P., Joshi, S., & Parasnis,
P. (2019). To Study the Impact of
Internship  Program  on  Career
Development Perception of
Hospitality Students. Think India,
22(4).

Wang, C., Zhu, S., & Ma, B. (2021). A
study on English learning strategies of
university students in Hong Kong.

Asian  Englishes, 00(00), 1-15.
https://doi.org/10.1080/13488678.202
1.1945182

Weber, M. R., Lee, J., & Crawford, A.
(2020). A suggested best practices for
enhancing performance of soft skills
with entry-level hospitality managers.
Anatolia, 31(1), 76-87.
https://doi.org/10.1080/13032917.201
9.1703770

Wildaniati, Y. (2006). Penerapan
Pembelajaran Tematik Dengan Model
Webbed. Ilmu Pendidikan, 2(1), 202—
2009.

Yen, Y.-C., Hou, H.-T., & Chang, K. E.
(2015). Applying role-playing strategy
to enhance learners’ writing and
speaking skills in EFL courses using
Facebook and Skype as learning tools:
a case study in Taiwan. Computer
Assisted Language Learning, 28(5),
383-406.
https://doi.org/10.1080/09588221.201
3.839568

Zhetpisbayeva, B. A., Shelestova, T. Y., &



Proceedings of UNNES-TEFLIN National Conference, Vol.6 (2024)

July 6, 2024

Abildina, S. K. (2017). Examining Electronic Journal of Elementary
teachers’ views on the implementation Education, 8(4 SE-Articles), 659-674.
of English as L3 into primary schools: https://www.iejee.com/index.php/IEJ
A case of Kazakhstan. International EE/article/view/139

645



