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Abstract  
 

 The objectives of this research were 1) to synthesize the Gamification learning management model to 

enhance the creative skills. 2) To assess the Gamification learning management model to enhance the creative 

skills. The target group were 5 experts in computer education. The research tools were 1) Documents and 

related research; 2) Conceptual framework for synthesize the Gamification learning management model to 

enhance the creative skills and 3) Gamification conceptual framework assessment form to enhance the creative 

skills for grade 9 students, the statistics used in the data analysis were mean, standard deviation.  

The results of the research were as follows: 1) A conceptual framework for the development of a 

Gamification learning model consists of 6 steps: (1) identifying learning goals (2) formulating concepts (3) game 

stories (4 ) Game design (5) Challenge (6) Feedback 2) The results of the assessment of the appropriateness of 

the conceptual framework synthesis for game modeling development to promote creative thinking skills 

development found that The overall suitability was at a high level (  = 4.40, S.D. = 0.41) 
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