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Abstract

This article aims to present instructional management approaches in the field of
tourism and hospitality that align with the demands of the 21st century, an era characterized
by rapid transformations in technology, learner behavior, and the needs of the service industry.
Employing a systematic synthesis, the study identifies four key instructional techniques: (1)
project-based learning, (2) technology-enhanced learning, (3) blended and flipped learning,
and (4) active learning. These approaches have led to the development of the D.A.R.E. Model,
which consists of four components: Digital Integration, Applied Learning, Reflective Practice,
and Engagement through Blended Design. The D.A.R.E. Model represents an innovative learning
framework designed to address the needs of digital-age learners, particularly in service-related
fields where the development of soft skills and the creative application of technology are
essential. In addition, the article introduces the D-TEACH Model, which emphasizes the holistic
development of teachers’ digital competencies. These include Digital Literacy, Technology
Integration, Engagement Pedagogy, Adaptive Leadership, Creativity & Innovation, and
Humanized Learning. The model highlights that teachers in the digital era must simultaneously
embody the roles of Educational Technologist, Instructional Designer, Teaching Innovator, and
Moral Leader. Together, these roles contribute to enhancing the quality of education and

fostering the sustainable development of learners in the digital age.

Keywords: Digital-Age Instruction; Tourism and Hospitality Education; D.A.R.E. Model; Teaching

in the Digital Age, 21°' Century Competencies
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L%ﬂui (EdTech)
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Tours, LMS gy

walulad ng

wmallan1saau WUIRANENNIIN B AnwLAY nsWaILIneE | fegenisuszandld
v
KiSeu
v
Project-Based wunsasseshaud | diseusiuiu Vinyen13An DONUUUEUNI
Learning (PBL) Bell | si1un1sasilen ponuuUlAsIy | A8 N3 Vi yuvY
(2010); Thomas (2022) | (Constructivism) VIBUHUTIAR MUy TNUNUTARINTIRBY
31889910 waznITAUYNI
A0UN1TRIAT ERGEANGERD]
nsldmaluladiivents | Tnaluladiewin | 19 VR/AR, Virtual | vinwenisld Wgiseuadenduin

159454 ¥5008NkUU

Bizami et al. (2023); | fldausau (TPACK, Social Media \le | #oansooulatl | Virtual Tour fhe
Raja & Priya (2023) Digital Pedagogy) NSEAUNNSITEN; WaTMTESes | Ao

fdvia
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(PananalunIng 1)

4. A - Adaptive
3. E - Engagement .
Leadership
Pedagogy o de A v xe
« oa wd (Dufhnusudalatunis
(M3ANTTHIBUTVINTZAY " .
A Y wWasuwladludanuuaz
QUG PIVERE RN o
wialulad)
2. T - Technology 5. C - Creativity &
Integration Innovation
(Msysanmanalulad (oBALUUMTEBULTY
flumseenuuuMsiseus;) a39a536)
Digital Literacy 6. H - Humanized
D-TEACH Model Learning
(rruduayud)

1.D-
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fviasensliusea@nsain)

A 1 uiea D-TEACH

91nnd 1 laea D-TEACH iiun1saseasilaussousiaviansuiens e
aa v
Via

1) swalulad (Digital Literacy) Auaiunsalunisignde 1ala wagldinaluladfd

aggnAeLazUaandy lieatuayunsissuiuaznsaou
2) 19,04 (Technology Integration) vinwelun1sysannisimalulagidndunssuiunisasy

PEIUMINTAN LHDLNLUTEAVTANLAZAMNINYBINTSEUS
3) a519M1SL 38U Q’Liauﬁa";ui'm (Engagement Pedagogy) N1598NLUUNSIIEUSANTERY
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4) thnnsiasuuuas (Adaptive Leadership) UNUMASIUg LY

PIRNITULaENSUATURUAT I IUSUNNISANEN
5)ARET19ATIALAEET 19UTANTTY (Creativity & Innovation) A11ua@ 11150 TUN15AA

Y
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6) Snw1mnufuaywd (Humanized Learning) n3adlidsnasssy a3us53u uarauildle
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osfUsznavveslinna D-TEACH wandliiuinesgalvsdiondy feil

1) Wnmalulagn1ean135@ne (Educational Technologist) 44 82%15yn151d inalulad
WleunnsBeunisaey

2) ffneonuuUnsi3eus (Instructional Designer) sanuuUnszUIUMSISousMidussuuLay
GHENGERT

3) nuianssunsaeu (Teaching Innovator) a¥1auagiamnisasuluy q Anovaussse

a

4) FuiBensssu (Moral Leader) Wuiihiigniulussesssuuazanfouiidhuiandneg

waiansdansiieunisaaudiunisvieaiieauasnslsausaluganana

AsWaILn DARE. Model luunaauiiinainnisinsizied1adussuy (Systematic
Synthesis) ngquwﬁimaﬁﬂLLazmu‘iifﬂﬁgﬂL%wqwﬁuazﬂﬁﬁ’a InenauwuIAn Constructivism
ffunisadisnnuannUssaunsaings nseu TPACK fiysminisaiuddudont nisaeu
waznalulad way 21st Century Skills Liuinuen15An3IATIZY N158 0813 N39S ALY
wazn1sldmalulad 91nn1sysanNIsnIaunguaend s ianeiuagAniienimallan1saeunan
3 58013 IfuA Project-Based Learning n1sldimaluladifiontsi3ous (EdTech) uaz Blended &
Flipped Classroom G'z?"qﬁﬂﬂq'miaamt,uu D.ARE. Model 7 Uszneusdie 4 oadUsenoundn

A9 Digital Integration, Applied Learning, Reflective Practice t.az Engagement through Blended

Design (Fawandlunind 2)

3. Reflective Practice
2. Applied Learning

(MsUURaziou

(Msi3euiussend) -
AUAR)

4. Engagement
through Blended

1. Digital Integration
Design

£

(M3YsauNshiia) oy
(n58dusWNIUNNG

D.A.R.E. Model DDNUUULUUNAUNEIY)

il 2 Digital-Applied-Reflective-Engagement Model (D.A.R.E. Model)
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1. Digital Integration nsysannismaluladiileatuayunisisous 14 virtual Tours, VR/AR,

'
=

LMS, Social Media Iumi%’mmsﬁwﬁﬁam%qLLaSLﬁﬁﬂé’nﬂw
2. Applied Learning 154383 91n@0114N158I23 1130971804 TS ounmuILNugsia
vioaflsvidegsnalsausy dassaniunisaluinig Anvinwedungnssuuazyadnain (soft skills)
3. Reflective Practice nMsazvioudn (reflection) Wiewmwiinueuaziauad ARV R P
oy axvioun1siFens uazdu feedback Mnifiouvioraou
4. Engagement through Blended Design msﬁa'aui'umaﬂEQTL%‘EJch'mmi@aﬂLLUU%uL?sJu

wuuraly Flipped Classroom uag Active Learning Saufiumsiseuiniueaulal

dyuasAnIu;

unanuid Wduisenuidulumsuiunssuiumadsumsaeudnunisieniisaaz sl
TWaonndostuuiunanisswd 21 dafuludeninudsuntamianalulad wgdnssufiSeu
LAZAILABINTTVBIgREIMNTIUUINT neldn1siimsziegnadussuuuugiunged] Constructivism
nseu TPACK WazuunAnvinysuiammssuil 21 ilethluguumanisaouiiunisaiaosdnimg
MslEwAlulad wagnSNAUITNEETINDST MNNTUATILREUATIZYINU 3 Wwnallandn Laun Project-
Based Learning, Technology-Enhanced Learning LLa¢ Blended/Flipped Classroom Gt?lﬂuc’ﬂﬂgi
MsWaLY DARE. Model fiusznaudng 4 asdusznou laun Digital Integration, Applied Learning,
Reflective Practice Wa¢ Engagement through Blended Design Imeﬂlumaﬁ‘“aﬂuui’mrmumiaau
Iwzi‘ﬁmuiwémiﬁauiqﬂa%ﬁa wazanansaUszenaldlaasduaiuiuinig

uananil unAuduaus D-TEACH Model fisjuitiunisadnengfifanssougAivansuisas
ATBUARY Digital Literacy, Technology Integration, Engagement Pedagogy, Adaptive Leadership,
Creativity & Innovation sz Humanized Leamning Ingasdtssnauvisnuaasiioulsifuinnggelsl
FosufuRniaivislugrugninaluladvisnis@nw (Educational Technologist) inaanuuy
nN15458U3 (Instructional Designer) Ynuinnssun1sasu (Teaching Innovator) kAR UNTIAMUTTTH

'
1 v A

(Moral Leader) fsheenseaiuamninnsfinyiavativayunsiaugseulugandviaegnedeg
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wrmailiifeueuusiiensiannnsianisieunsaeuluamsvisaiieauazmslsausy il
dmudaou
1. msiauinueiuRsvasg1eoiios sedunisldindosdiomalulad wwu Virtual
Tours, AR/VR uay Learning Management System (LMS) $2489n01500nwUUAINSTUT d a3yl
N3SEUTIUY Active Learning
2. msUfuasuunumangaevenenys iueenuuudszaunsainisGous f5eud
#UTIWOIIUNIT UazanunsassuFiunsasiiovluaniunsalinasmieduas
3. msinldinallansazyiounanisiseus (Reflective Practice) 19U n15108u Reflection

Journals #393ANaNS5U Peer Feedback LN aWAUIAIMUAILITAAIUNITANILATILIRAST NWEAIY

Soft Skills

dmiuanuRne/guInisnisiine
1. msdnasulassadefiugrumaneluladlufioniou wu internet aAnui§aas gunsel
VR/AR LLazﬁuﬁmiﬁauﬁLwU Active Learning Lab
2. msilulgugadvayunsiudaeuludiunisesnuuuniemiunisaeu (Pedagogical
Design) ﬁm%’umﬁﬁaufl,mumamam (Blended Learning) wag Flipped Classroom H1uN159UTY

139NN3AT1YUYUUNNNTLT8US (Professional Learning Community)

dmsulindvInsuasENauIangns
1. 519 D.ARE. Model tdunseunurdnlunisesnuuundngnsi iiuanssous
(Competency-Based Education) snnninilenmaufiissedaiien Ineianznisfindszaunisal
Adwlideulesiumnandasunlasmesgramnssuuing

2. MTRRUNEINTSBUTLUUATIaNaenAdasiunanNans 1w VR Hotel Tours, Gamified

Simulation wag e-Portfolio iadielninseukanadnaninlulanfiava
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