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 Abstract: In higher education, more and more attention is paid to the 
development of practical experience, design thinking, I(C)T skills, cooperation and entrepreneurship skills, social intelligence and internationalization. Yet, 
not enough opportunities have been created to achieve the aforementioned 
skills. The purpose of the article is to identify the factors that affect learning 
and teaching in tourism higher education and to identify opportunities for curriculum development based on the expectations and needs of 
stakeholders. The study was conducted referring to the Tourism and Hotel 
Management applied higher education curriculum. Group interviews were used as a data collection method and scenario planning as a model. The 
study showed that improving students' digital skills and increasing 
cooperation between parties, as well as a flexible and practical study process 
that offers freedom of choice and includes short modules is of great importance as this develops analytical thinking, entrepreneurship, 
responsibility, social intelligence and self-management. 
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 INTRODUCTION There is a need for a paradigm revolution in education, and the current 

methods are insufficient (Márquez-Ramos, & Mourelle, 2016). The 
education system must prepare the student for coping in the society and labor market, and urge them with the readiness to develop their skills continuously 
(Dressier, et al, 2011; Tuononen, et al, 2019). A student-centered approach, 
practicality of studies (including work-based learning), flexibility, lifelong 
learning and the involvement of different parties are crucial (Reich, et al, 2016; Igwe, et al, 2020; Alexakis, Jiang, 2019). 

The aim of the study is to identify factors that influence learning and teaching 
in tourism higher education and opportunities for curriculum development based on the expectations and needs of stakeholders. The research question is 
posed: What factors should be considered when developing a curriculum in 
the field of tourism. 
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MATERIALS The emphasis has been put on the preparation of curricula, whereas output-
driven studies focus on the student and achieving the learning outcome, 
which requires fundamental changes in both teaching and study methods 
(Caruth, 2014). The direction is towards the student-centered learning process, where the students are committed and responsible for their own 
knowledge creation and study planning (Reich, et al, 2016). To achieve this, 
learning must be taught, as well as practical and collaborative studies must be provided, which develop the ability of an adaptation to the changes and 
other skills related to self-efficacy (Tuononen, et al, 2019). 

The teachers have a vital role, viz. they lead the students in their choices 
developing the skills of analysis and teamwork, entrepreneurship, written and oral self-expression, support the student's self-regulation (Srivastava, et 
al, 2019) and raise their awareness of the possibilities of the study process 
and working life (Reich, et al, 2016). Competences acquired at the university are related to graduates' satisfaction with their degree and career success 
(Tuononen, et al, 2019). 

The modern study process must be flexible, providing the student with opportunities to choose between different types of learning (Pousson, Myers, 
2018; O'halloran, et al, 2006). The goals need to be explained to the students 
(Selingo 2018), but themselves should formulate their study goals and plan 
how to achieve them (Chux, et al, 2019). In this case, the students assume responsibility for defining the expectations and needs related to their studies 
(Caruth, 2014). The generation Z students prefer studying independently at their 
own pace and then cooperating with others. They study and experiment, it is important for them to see the practical value of the acquired theoretical 
knowledge (Pousson, & Myers, 2018; Sellingo, 2018). 

The use of technological tools has increased significantly; however, students' IT skills are insufficient for performing academic and occupational tasks 
(Pousson, & Myers, 2018).  

E-learning is used in education, but opportunities such as b-learning 
(blended learning), m-learning (use of mobile devices), u-learning (ubiquitous learning or the use of technological resources for study purposes) are more 
needed (Márquez-Ramos, & Mourelle, 2016). 

The challenge of higher education lies in transferable skills and practicality, which are developed through internships or work-based learning, where the 
applied side of knowledge is integrated (Grundy, et al, n.d.). An effective 
cooperation between universities and entrepreneurs makes it possible to link 
resources and adapt teaching to the needs of the labor market (Dressier, et al, 2011; Igwe, et al, 2020). 
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METHODS The data was collected using group interviews with the scenario planning 
method to predict the future and plan development activities, taking into 
account trends and factors (social, technological, environmental, behavioral, 
etc.) (Derbyshire, & Weight, 2017). Information collection took place at a seminar held on May 05, 2018. The 
process began with the question: What trends and factors affect the tourism 
sector? The discussion proceeded based on a 5-step model for scenario planning: (1) identifying factors, (2) defining areas of the impact, (3) assessing the 
influence and uncertainty of the impacted areas, (4) describing the scenario 
content, (5) searching for solutions referring to the scenario content. 

An involvement of different stakeholders is effective and enables achieving the best results (Alexakis, & Jiang, 2019). Therefore, entrepreneurs, destination 
developers and marketers, event organizers from both the public and non-
profit sector, IT industry representatives, lecturers and academic affairs specialists, students, and alumni (23 participants) were included in the study. 
Participants were divided into four groups of 5-6 members. The results were 
analyzed using cross-case content analysis aimed at comparing several cases and identifying similar topics or differences. The results were analyzed based 
on the following topics, i.e. impact factors and areas, expectations for the 
study content and process, and proposed solutions. 

 RESULTS In the first phase of the study, 97 keywords reflecting trends in the tourism industry were presented. There were many similarities between the results of 
the groups with the dominant keywords being related to the occupational and 
personal safety, well-being, the environment, IT, internationalization, and human behavior. 

The following areas of impact were established as the second phase: (1) 
changes in people behavior (lifestyle, new generation); (2) work (the nature 
of work, working environment); (3) technology (ICT, new reality); (4) globalization (internationalism, low security); (5) personal approach. 

In the third phase, the areas of the greatest impact and uncertainty were 
identified for the scenario planning. A comparison of the groups' results revealed that technology, people and their behavior, and personalization 
were considered as areas of the greatest influence and uncertainty. 

The fourth phase has resulted in 16 future scenarios (four scenarios per each group). 
In the fifth phase of the study, discussions were held on the development 

of a curriculum corresponding to the scenario content, the study process and 
the supporting solutions. Each group provided a description of the learning 
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methods, expectations, content and processes corresponding to the scenarios. Many similarities were observed and thus, four directions of studying and 
teaching emerged (Table 1). 

Table 1 
Main teaching and studying scenarios in the nearest future 

Scenario 1: flexibility of study activities and processes, speed of passing, learning 
solutions that integrate e-environments and ICT tools are important; lecturers rather assume a guiding role; students show increased activity as well as responsibility for 
their own study activities and results 

Scenario 2: practicality, having options and the freedom to assemble one's own 
curriculum are valued, individual approach and moderate integration of ICT tools are 
important; lecturers rather assume a guiding role; students show reasonable activity 
and willingness to be responsible for their own study activities and results 

Scenario 3: web-based studies, as automated as possible, to enable a large number 
of students to acquire knowledge in a preferred place in a regulated and structured 
manner; an important need is to increase the activity, independence and responsibility 
of the student; the lecturer plays a leading role in shaping both the process and the 
outcome; the willingness of the students to assume responsibility for their study 
activities and results is rather low 

Scenario 4: lectures and a classical approach (including teaching certain skills); 
framework is set at a national level; results and the number of graduates are important, the study process is sidelined; the studies are standardized, the lecturer plays the 
leading role in shaping the process and the outcome; the willingness of the students 
to assume responsibility for their study activities and results is low 

Source: developed by authors  
The scenarios highlight differences in the following aspects, viz. the role 

of the lecturer, the level of cooperation and integration with the working environment, the level of responsibility of the students and the application of 
IT solutions in the organization and planning of the concrete studies. 

 
DISCUSSION The participants of our study deemed the rigidity of the higher education 

system as the main bottleneck, which fails to allow the student to make choices 
based on personal needs. Personal approach, internationalization, involvement of stakeholders, changes in the working environment and in the nature of work 
are considered important in the development of a curriculum. The 
importance of these factors is also emphasized by previous studies (Lasháková, et al, 2017; Reich, et al, 2016). 

A single scenario is not sufficient for planning the study process, but some 
scientists (Selingo, 2018; Tuononen, et al, 2019) have shown, the most likely situations are those that value flexibility, the possibility to design the study 
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process, purposeful IT implementation, practicality, stakeholder involvement, distribution of responsibilities, and role change, i.e. scenarios 1 & 2 (Table 1). 
The most significant are changes in human behavior (the need for students 

to study at a preferred time and place, but also to decide on the content of 
studies) and lifelong learning. Various authors (Reich, et al, 2016; Chux, et al, 2019; Pousson, Myers, 2018; Caruth, 2014) point out students' desire to 
study at their own pace. In order for studies to become more student-focused, 
the students themselves must be involved and responsible for the planning of their studies and acquisition of knowledge, with the lecturer rather acting as 
a guide. Although the study participants believe that the standardization level 
could be reduced, certain structure and rules are inevitable for ensuring the 
purposefulness of studies. Smart integration of technology into studies and further development of 
e-learning opportunities are essential for improving students' day-to-day 
digital capabilities. According to Selingo (2018) and Márquez-Ramos & Mourelle (2016), the use of different solutions creates a freedom of choice for 
the students and enhances their role in the study process. 

Some scientists (Lasháková, et al, 2017); Igwe, et al, 2020) believe that higher education should provide graduates with knowledge and skills needed 
in the labor market. Our study confirms the theory of Selingo (2018) and 
Pousson & Myers (2018) that specific skills are taught today rather in the 
workplace. Educational institutions are more important in the shaping process of general competencies, such as problem identification and solving, 
data analysis and interpretation skills, self- and team-management, readiness 
for cooperation, including online collaboration, adaptability (to the multicultural environment), continuous motivation to learn, and social 
intelligence. The results of the study suggest that instead of advanced skills 
in IT programming, new media literacy is expected along with the ability to analyze expectations to the person performing the job and assess the results 
afterwards. 

Curricula must focus on the development of entrepreneurial skills and on 
the practicality of what is taught, as it has confirmed by Pousson & Myers' (2018). In addition, a curriculum should allow the students to experiment and 
explore in a way that the practical value of the acquired knowledge becomes 
clear. In the development of a curriculum, cooperation with stakeholders (students, lecturers, companies, the public sector) is very important (Alexakis, 
& Jiang, 2019), as it allows more efficient use of resources, increased 
competence and practicality of studies (e.g. a company offers a specialized 
learning environment or case, and the school offers skills for finding research-based solutions to the concrete problems) (Tuononen, et al, 2019). 
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The current study confirms the importance of cooperation as well. Therefore, it is essential to increase diagonal integration, i.e. to involve partners from the 
different sectors and levels of study in the development of curricula and in 
the study process, e.g. increasing joint activities between higher and 
vocational education. The limitation of our study is the absence of the targeting in the 
researched groups of students referring to their age, job experience, previous 
education, form of study, etc. That needs to be considered in future studies.  
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