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Abstract

This research aimed to: 1. design and develop a gamified web
application to enhance engagement in community exhibitions at Ban
Sawai Soh, Buriram Province; 2. evaluate the application’s efficiency
through expert assessment; and 3. examine user satisfaction. The
sample consisted of five experts selected through purposive sampling
and 303 exhibition visitors selected using proportional random sampling
based on Yamane’s formula at a  0.05 level of precision. The research
instruments included a gamified web application employing Points,
Badges, and Leaderboards (PBL) mechanics, an efficiency evaluation
form, and a user satisfaction questionnaire. The results indicated that
the gamified web application achieved the highest level of efficiency (X
= 4.53, S.D. = 0.66), while user satisfaction was also rated at the highest
level (X = 4.51, S.D. = 0.64). These findings demonstrate that the
gamified web application effectively enhances user engagement in
community exhibitions and can serve as a digital innovation to support
community-based tourism.
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Figure 1. Conceptual Framework of the Study Illustrating the Development of a Gamified Web Application

for Community Exhibition Engagement and the Evaluation Outcomes.
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Figure 3. System wireframe design for the web application interface.
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Table 1. Result of Web Application Performance Evaluation Conducted by Subject Matter Experts.

Topics ) Evaluation
Level
1. Congruence with Exhibition Purposes 460  0.80 Highest
2. Content and Data Accuracy within the Application 420 098 High
3. Comprehensive Implementation of Gamification Elements 440  0.80 High
4. User Interface Clarity and User Experience Design 420 098 High
5. User Engagement Enhancement Capabilities 500  0.00 Highest
6. Practical Applicability in Real Exhibition Settings 480 040 Highest
Overall 4.53  0.66 Highest

defiarsandusediu wuin duaruaansalunmsduaiunsidsinvesdldauiiaiadegen (€ =
5.00, S.D. = 0.00) $8989U1ABANUAINMNIILAUAUNIS M UASILUUSUNTLNTIANTS (X = 4.80, S.D. = 0.40) hay
AUANNABAARRIRUINgUsEaeAveIlingsenis (X = 4.60, S.D. = 0.80)

6.3 nafnwiANuNIwa vl ldnuluuiunveslinssanisyusy
HaN1sANwIAUNanelavesldnunnguiieg 191 303 AU nudt Aladeauisnelalnesiuey
lusgaunniign (X = 4.51, S.D. = 0.64) Asuandly Table 2

Table 2 Result of user satisfaction study results within the community exhibition context.

Topics (x) S.D. Evaluation
Level
1. The application is user-friendly and not overly complex. 418 0.86 High
2. The interface design is aesthetically pleasing, easy to read, and  4.41 0.74 High
visually comfortable.
3. The content provides comprehensive knowledge about the  4.59 0.63 Highest
community.
4. Users feel engaged with exhibition activities through the 454  0.70 Highest
application.
5. The point/reward system in the application stimulates interest. 472  0.51 Highest
6. The application enhances the enjoyment of tourism experiences.  4.79  0.41 Highest
7. Users desire to utilize the application in other community activities.  4.46  0.52 High
8. Overall satisfaction with the application. 435 076 High
Overall 451 0.64 Highest
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4.72, S.D. = 0.51) wagmun1silaus Il ufanNIsLVRIENIsANISHILLEUNALATY (X = 4.54, S.D. = 0.70)

7. #3Unan13398 (Conclusion)
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