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ABSTRACT

Gamification is concept of using game design elements in non-gaming
contexts to increase user engagement and contexts interesting. This new concept is
popular in business and higher education around the world, so we will use this concept
to make benefits in Thailand vocational e-learning education. The objective of this
study is to determine factors that have impact on acceptance of gamification in
e-learning of Thai vocational education.

This research applied the gamification concept in e- learning of Thai
vocational education. The e-learning prototype was developed by Moodle LMS,
open source software gamification, to let samples learn from application with standard
subjects that they usually learn. Data was gathered from online questionnaire.
The results show that some types of gamification are accepted from Thai vocational
students. For example, lesson can increase student’ s sensation, status and
achievement. According to the study, although gamification is new and popular
concept in abroad but applying in Thailand vocational education e-learning is likely
limited. Gamification mechanism like badges, leaderboard, progress bar and level up

are not accepted from Thailand vocational students. However, some gamification is
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still accepted, E-learning designer should create sensational and interesting lessons
which students can see their results, they will get benefits from gamification in

e-learning.

Keywords: gamification, e- learning, vocational education, education technology,

Moodle
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