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Abstract The development of a Web Application for learning management based on
gamification aims to create a digital platform that incorporates game-like elements to enhance the
learning experience. The research sample consisted of 200 secondary school students from
Banchangkanjanakulwittaya School in the academic year 2023. These students were selected using a
simple random sampling method.

The research findings can be summarized as follows: Web Application Development: The
developed web application consists of three main components: 1) User Interface: (1) Student Interface:
(1) Includes homepage, (Il) Ranking page, (Ill) Mission page, (IX) Score page, and (X) Rules page. (2) Teacher
Interface: (I) Includes homepage, (Il) Score data page, (Ill) Time data page, and (IX) Special card page. (3)
Database: Contains five tables for student information, special cards, class attendance scores, ranking
scores, and overall scores. 2) Database: Contains five tables, namely: (1) student information, (2) special
cards, (3) class attendance scores, (4) ranking scores, and (5) overall scores. And Heuristic Evaluation: The
overall performance of the application was evaluated as highly suitable ( = 4.46, SD = 0.31).
Additionally, students expressed a very high level of satisfaction with the system ( = 8.36, SD = 0.72)
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