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A Development of Metaverse based on Gamification Concept for Practical Learning Management of Students at
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Abstract

The purposes of this research were: 1) to develop metaverse model and evaluate the
performance of metaverse based on gamification concept for practical learning management of students
at Sukhothai Thammathirat Open University 2) to study practical learning outcomes with metaverse
based on gamification concept for practical learning management of students at Sukhothai
Thammathirat Open University and 3) to evaluate the satisfaction of the students toward the metaverse
based on gamification concept for practical learning management of students at Sukhothai
Thammathirat Open University. The participants of this research comprised 35 students registered for the
course “Theory and practice in quantity survey and cost estimate in construction” at Sukhothai
Thammathirat Open University. The research instruments comprised (1) the metaverse model based on
gamification concept for practical learning management of students at Sukhothai Thammathirat Open
University; (2) the metaverse based on gamification concept for practical learning management of
students at Sukhothai Thammathirat Open University; (3) the student practical learning outcomes
assessment form and (4) the satisfaction form of the students toward the metaverse based on
gamification concept. The statistics employed for data analysis were the mean, the standard deviation,
and the percentage.

Research findings showed that 1) the metaverse based on gamification concept, that has been
developed in line with the development of the metaverse model, consists of 1. Context of the
university or educational institution 2. Input (consisting of leamers, defining learning objectives/defining
learning outcomes, instructors and support personnel, oreanizing the learning environment and
technologies that support learning, and lesson media with the metaverse based on the gamification
concept, etc.) 3. Process (Implementing teaching and learning activities, consisting of step 1: Preparing
teachers and leamers, step 2: Implementing learning activities, step 3: Measurement and evaluation) 4.
Output (consisting of academic achievement and learner satisfaction with the metaverse model based
on the gamification concept) 5. Feedback for improving the design of the teaching and learning system;
2) students who studied with the metaverse based on the gamification concept had a practical leaming
outcome higher than the specified criteria, accounting for 78.79 %. And, 3) the satisfaction of the the
students toward the metaverse based on gamification concept was generally at the highest level in
terms of the virtual classroom environment, the learning content through virtual practice, and the
learner's learning through virtual practice.
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