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Synthesis of the Conceptual Framework of Gamification Learning
Management Model Via Boardgame
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Abstract

The objectives of this research were 1) to synthesize the Gamification Learning Management Model

Via Boardgame. 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 Via Boardgame for
Vocational Certificate (Voc. Cert.), and 3) Conceptual framework evaluation form Gamification learning

management format with boardgames for Vocational Certificate, Subject Basic computer programming 1st
year vocational certificate (Voc. Cert.) students, the statistics used in the data analysis were mean, standard

The results of the research were as follows: 1) A Conceptual Framework of Gamification Learning

deviation.
Management Model Via Boardgame consists of 6 steps: (1) Goals (2) Game rules (3) Design and Develop (4
) Level (5) Award (6) Feedback 2) The results of the assessment of the appropriateness of the conceptual

framework of gamification learning management model via boardgame found that The overall suitability

was at a highest level (X = 4.67, S.D. = 0.49)

Keywords: Gamification learning, Conceptual Framework, Boardgame.
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3. lenasuazuddeiiiendes
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Jiraporn Khummanee and Panita Wannapirun [4] lanaain infifliadud 5 aaﬁﬂssnauimgé’fwialﬂﬁ 1)
Wvane (Goals) manefsgnsimansvasnadunuiiieadaemimelifiaueisusnutiug 2) ng (Rules) fiong
nin3snnsiaunsTviazuuuioulafifidudiosujifinnu 3) n1s1a3uuss (Reinforcement) Usgnausiesnata
(Rewards) nsavasufuvsanzuuu(Points) AUES (Achievements, Challenges, Trophies, Badges) Asideu
51U (Levels) nsgmugfil (Leader boards) 1udsiifiauagldsuilodudanuitmnediimunlilaonisain
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vouliniSeundsnsiseus (X=21.17, 5.0.=3.77) gendnounisinnsiseus (X=7.25, 5.0.=2.85) ogdldudfgma
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Gami nelafulunatiduiy
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[14] [4] (2020) [9] | (3029) [16]
[15]
Lwane | Lodhwwne | Lssysanis 13nseh Lithune 1.nalnuaz 1.3¥YNaNS .nalnvosny Lthuney Ly
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] LNy mechanics
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2) nguauny (Game rules) e nalna wwifia 38n13 Tevsduveany lneddouazaiiuns
fasuang niin1 Bnsiau wazdeulvssqrennuanuesmnufiasyiinisianuniy uazmatmuanginuvesaey
awfosanusvhligidsuinauaula Saraiimne fauvinusdsnduauansaiuluadugavesududly
W

3) ponuUUKarWA LN (Design and Develop) fie Fumeusiiiuniseenuuulaseadng
Fausgaiiudureanuauay Tnsfaouazdniiuniseanuuuinssunisdeuifenislivesang udrdseanuuy
uinnssuvievasninuiironadasiuianssunadous fsfunounisesnuuuveiainutuazdesiinnuinaula e
wsuusagslaldifoud wu mafisiFessnveany udidunsiauduedainufuuuuilinumsdnnisFeus
T warfaouannsntomaluladlugatigtudhanddiusauluvesanld

4) sgu (level) A AInssumsiSeuivsedaiimedidustiseliies WoseAungeugiay

Y
a

awwuaTmeInvonay Sududedd Ussaumsal vinve wntu tnedaouandugimunanuein fievesiansay
naiFeudfeveinng wdaeuseafuianssuaruviimeuar ussnaduluvesmnalvinndulimnganiussdy
vostuteuaztafinzaumelufanssuniadony ievliGowinFous weednusiiuniu
5) 519%a (Award ) Ao dsgslaifloussgaundmuneviedeuls Tnegaouvinnisivundn
AzlUYYRIsazsY JefiFeuiiusraumnuduialunsazAanssunslouievesainuazliiunsuuunusiud
Haoudmua eidunsmel G ountsiu mezuuugs vasfutadoddglumsléviuneany
6) atloundu ( Feedback ) fio nadwsiiAnanauAn nsnsesi Ussaunisal inwe ety
Fagnuaginudsnduduionssy InefaourzuenazuuuresanianssunsSoudiiFouldidueianudoady
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inausinzuuuiaeuldvihmsimunlinudmine waginguszasinisiafanssunsiGouifeueiang

5.2 #an1susiliunseuknAnnsIansiseusuuunifindudmividnteussaudsenadeUnsivndn
(W) Aauandlumsnadl 2

A157199 2 Han1sUsEIiiunsouLwIAAN1IANISSBusLuuIndTatud miudniseu sedudsenatednsivan

(W)
-
il 519MsUsTIAIY mERE s wlawa
(X

1 | mnuwsnzanveeadusznoudl 1 iy 4.60 089 | fimvuumnzauniian
2 | anumnzauvesesuszneuTl 2 ngueany 5.00 0 fanuvsnzansnniian
3 | aumnzanvesesdusEneudl 3 sanuuULAYTRILNY 4.60 0.54 | fimnuwanzaunniige
4 | mnumnzauvesesuszneudl 4 seiy 4.80 0.44 ﬁmmmmzaummﬁqm
5 | auvanzanvesesduszneudl 5 1% 4.80 0.44 | fmnuanzaunniige
6 | mumnzanvesesdUsEneudl 6 atloundy 4.20 0.83 | dAnumangausn
7 | anuwnzadlunsihguuuunsdanisiseunisasuluy | 4.40 0.54 | dAnumangaun

wniaty
8 | AmnuwizanlunsihzuwuunIsIanisiseunIsasuLuy | 5.00 0 | favmmnzansnniign

wnifladudwiuiniseussaulsematlednsinan (Uw)
9 | ausnzanlunislénvidennumine 4.40 0.54 | dAnumianeaun
10 | anudrgsenudla 4.80 0.44 ﬁmmmmsammﬁqm
11 | sYuuumMsdInnsiseunsaeunseiunuaulavesiseu 5.00 0 ﬁmmmmsammﬁqm
12 | duasugiSouilduralufianssunisiteus 5.00 0 ﬁmmmmsammﬁqm
13 | daSuMTasulImIeuIn 4.80 0.44 | fmnuuanzauniige
14 | daaSuatuayurinuesuadvavediseu 4.00 1.73 | danuvisngausnn
15 mmwma’lﬂugmmuLLazmmusﬁy’umamaqmﬁmmﬁﬁauﬁ 4.60 0.50 | fAnuanzauniige

wuundiiladuisuasany

394 4.67 049 | fianumsnzausnniian

NPT 2 WU wamsdeTEsinseULARMsRANsaMsEeuiuunifidulaesiu fAuede
Winfu 4.67 wazdrudsauusnasgiuindy 0.49 faumnzauegluseduinnlagnanisussiiufifienumanzay
Wnflgn fio muNEaLYeseIUsENoURl 2 ngueany,AmnumizanlunsisULUUMEANsEsuMsA LY
wniifdudmsuinSeuseaudseniatietnsindn (Uv), JUkuun1sdnnisiseunisasunseduaduaulaves
Fi3ou duasudiSoulidusulufanssunisFeud fanadewindu 5.00 dudsavumnasgiu whiu 0

6. A3UNAN13IY

6.1 FupounsimuInIoULIAAMITAMaTeuiuuuIndThaduduiuinEou sefuUssmateasindn
(Ua%.) Usznausae 6 asusenou tiud 1) iWhvane el nsieiagUszasd vie WhmnevesmsdansGeusd
WAALALLSEY 2) NYUaIN Mmaﬁa ng NN YetaAu Ten1siauny 3) oBNUUULAFTTAN LY WEAN 29NKUY
lAssadne fanssuniaEeus LiaﬁnﬁuaamuLLauW@ummu‘uaﬁmfm 4) 5zAU nUghe mmmmamauammamaa
Tne Wloseduiigatudiduasnunusimie ussnaduuiniu sududeddd Ussaunisal vinve snntuainseduriey
wif 5) 153 mneds dsgsladloussamulmnevieteuls Afiduussauanudia weoidunisvimeligiay
wdady vhazuuugs wasidudaduddglunislduiunveany uay 6) natioundu muneds nadwsiiAnanaudn
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wasAnundaanauiunanssy nvanusonanseanuduninnsifin

%
MmAnTu vagn
6.2 Han1TUTEIIUNTRULWIAANITIANITIS S UUINETAdud miuilniew sedudseniatlednsivdn

N13n3eI Usgaunmsal vinwe

WIUAY
(W) TnesaudianumsngauundAnadewiniu 4.67 wagdndotuuiinggIumiinu 0.49 wansussliuniaig
WINZaNINTIEN AMUMKNZENVRI03AUTENOUN 2 NYUBLNY AIMIEaNluN T FULIUNTIANTSISEUNSHOU

wuundifptudmsuinseussauusenateUnsivndn (Uiv), JUkuunsdnnisiseunisasunsesuauaulaves
HlSeu dAnadewitiu 5.00 daudesauuinnsgiu winiu 0 wasnansuszidundanumangautosiianre duasy

atuaywinuveiuAviavesdiSey daadewiniu 4.00 daudeiuuannsgiuwinny 1.73

7. afuTeuazdorausu
7.1 adUY

TN (Ua%.) Usznousmsedausenau 6 asausznau lawn 1) 1mung 2) nuetni 3) 99nbuukasiauny 4)

5¥AU5) 31978 uag 6) natlunauaonAasiuIIUIIBYes Charinthorn Aumgria and Kaiyasith Apiratingb [7] 191

711197981394 Digital Storytelling Media Online via Gamification Model to Promoteof Digital Literacy Skills

7.1.1 MsduasgvinsauluAnn1sdanisiseuiiuuiniiliadudmivinGeussiuussmallodns
for Undergraduate Students in Thailand: A Systematic Literature Review W31 Tunauvasluing DSML-Gami
Usgnaulume 6 Tuseu laud 1) nMsidifisdeya 2) n153an1s 3) nMsUseiliuna 4) Jeasu 5) N135a31e wag 6) N3

doans

7.1.2 nansuszilunseukwIAnnsiansSsukuundadudmiuineussdudsenatiedng
130 (U19.) Tngsaufiannumuizausesiuann denndesiusuiseves Natthaphong [20] 1309 n1sWaIL
waduguEnInITsunwinge Tnsldnaidenuiifiadu (GAMIFICATION) dmsuiniSeudulszandnudi 5

NUI HAFUONENNITTEUNBIBINg wuestiniFeutuUssaufnwUn 5 ndsseumeianssunisiseunisasulagly
windanuiiindu (Gamification) gendnneulseustalfedfynsadifinsedu .05 warauiianelavesiniGouse

fanssumsiseunisaeunwsengulagldimadainuiiiiadu (Gamification) agluszauisnalauin ( X= 3.65, SD

=0.24)

7.2 UDLEUBLUY
7.2.1 Tun1swaiunsukuunsIanisiSeusuuunaunaundiindy duiutniSouseau
Uszniedletnsinnan (Uav.) deanudnduidesrinanudilafedunainueany wazinawaunisasiaunseuls

SeuaulawagasmuUiuuiiomsteuimiauls
7.2.2 awnsahmsdanisiteuduuuniiliaduluvssgndldivdnsoussiuiuiu 9 1a
7.2.3 fapuanansndin1sdanmsieuiuuuindindu luussendldiuinueduld
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