N

I Journal of Information and Learning Research
JI Volume 37, Issue 1, January-April, 2026 B 283354 F
E-ISSN 2730-2202 W https://so04.tci-thaijo.org/index.php/jil C €

Development of an Online Training Management System
Integrating Artificial Intelligence Tools and Gamification Concepts
for Teachers Under the Ministry of Education
nIWAIUIsEULUIBIsTAnIsiinausuaaulaufifiimsaviiallaanilssivg
TudunAanuiiiaiudmiuag funansensAnwanisg

Anansak Srangk{ham', Eknarin Bangthamai, and Thapanee Thammetar
alTuAANA d39A7, tanugu unavinld, waz grilid assuuan
Department of Educational Technology, Faculty of Education, Silpakorn University, Nakhonpathom 73000, Thailand
maszrunalulafinsfinm aucAnwmmans uniinaaufaiing uasigy 73000 szinalng

*Corresponding author: srangkham_a@silpakorn.edu

Received September 17, 2025 B Revised November 16, 2025 B Accepted November 20, 2025 B Published April 3, 2026

Hl Abstract

The objectives of this research were 1) to develop an online training management system that integrates artificial intelligence
tools and gamification concepts for teachers under the Ministry of Education, and 2) to examine users’ satisfaction with the system.
The sample comprised 100 teachers under the Nakhon Pathom Primary Educational Service Area Office 1 who voluntarily participated
in the training and were selected using volunteer sampling. The research instruments consisted of the developed online training
management system with integrated artificial intelligence and gamification components, a system quality evaluation form, and
a user satisfaction questionnaire. Data were analyzed using percentage, mean, standard deviation, and content analysis. The results
revealed that: 1) the developed online training management system integrating artificial intelligence tools and gamification
for teachers under the Ministry of Education consisted of five components: (1) user management, (2) content management,
(3) progress tracking and assessment, (4) an Al-driven chatbot system, and (5) gamification system. The system quality was rated at
a very high level (M = 4.83, SD = 0.37); and 2) the participants reported the highest level of satisfaction with the system (M = 4.81,
SD = 0.39). The research results showed that the developed online training management system can be effectively used for
training purposes.
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Figure 3

Project of an Online Training Management System Integrating Artificial Intelligence Tools With the Concept of
Gamification
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Figure 5
The Draft Screen of the Gamification System
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Figure 7
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The Draft Structure and Layout Design of the Online Training Management System
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Figure 8
Interface of the Online Training Management System Integrated With Artificial Intelligence Tools

and the Concept of Gamification
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Figure 10
Interface of the Gamification System
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Trainee Opinions on the Aforementioned Online Training Management System
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