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Abstract

This research aimed to 1) survey needs of Ubiquitous Mobile Web Application by Gamification for Training,
2) develop and gain the quality of Ubiquitous Mobile Web Application by Gamification for Training,
3) study the training achievement of the learners, and 4) study the satisfaction of the learners. The 32 samples
were learners in “Writing”, derived from simple random sampling. Research finding revealed that
Ubiquitous Mobile Web Application by Gamification for Training of 3 steps: 1) pre-training operation, 2)
training operation that consisted of 2 steps 2.1) in-class training, 2.2) Ubiquitous training which were
developed skill through Gamification, and 3) post-training operation. There sults of the survey needs were
at the level of “much” (mean = 4.02, S.D. = 0.50). Ubiquitous Mobile Web Application by Gamification
evaluated by experts gained the quality on content at the level of “good” (mean =4.11, S.D. = 0.70), the quality
on multimedia was at the level of “good” (mean = 4.01, S.D. = 0.91), and the quality on measurement and
assessments was at the level of “good” (mean =4.01, S.D. = 0.14). The post-test scores of training achievement
test were significantly higher than the pretest scores at the level of .05. The learners were satisfied to Ubiquitous
Mobile Web Application by Gamification at the level of “much” (mean = 4.15, S.D. = 0.71). This research
could be concluded that Ubiquitous Mobile Web Application by Gamification for Training was qualified and
could be effectively used by the learners individually. The learners gained the knowledge, thinking, writing

and social skills at the same time.
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