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ABSTRACT

The educational gamification to learn is study type and concept of gamification. Then, type of
learning from analyze, synthesis related research papers. They are several by online learning for to
learning environment from media and a variety of learning resources. Moreover, for to learning anywhere,
anytime and anyplace in other words the game mechanics adapted activities to learning or called
ubiquitous. Then, can be to learmner encourage of participation and experience to attitude of learning
management. Which, the gamification can be adaptive to learning in digital age are driven by information
technology and communication by game mechanics. Therefore, the learner occurs to active learning in
study and gamification can be apply teaching of all levels and disciplines. In addition, it can be integrated
game structure for design of content and created content for interesting and support the learner behavior
to participation with study. The process of gamification is consisting of meaning of gamification, element
of gamification, framework of gamification, to develop step of gamification, to effect positive and negative
and to apply in long life. The conclusion and recommend for usage in Thailand have developed human

of power for digital age and digital economic. Then, human of power in major are many occupations for
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to learning total of government and individual can be creative and use digital technology an intelligence

in worker the present and the future.

Keywords: Method of Learning, Gamification, Digital on Smartphone
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