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Abstract

This research aimed to (1) synthesize the flipped gamification classroom on cloud model to enhance
learning skills in 21° century, (2) develop the learning model and (3) evaluate the learning model. The
statistics used in the research were mean and standard deviation. The results of the synthesis of the flipped
gamification classroom on cloud model to enhance leaming skills in 21%" century found that 6 steps: (1)
Planning, (2) Recording, (3) Media Sharing, (4) Discussion, (5) Assignment and (6) Authentic Assessment, and
there are 7 components: (1) Goals (2) Rules (3) Conflict, Competition, or Cooperation (4) Times (5) Reward
(6) Feedback and (7) Levels The evaluation of the flipped gamification classroom on cloud model to
enhance learning skills in 21° century using in-depth interviews which consisted of seven experts, divided
into four experts in learning management field and three experts in information and communication
technology field. The result found that the flipped gamification classroom on cloud model to enhance

learning skills in 21°" century at the highest level.

Keywords: Flipped classroom, Gamification, Cloud technology, Learning skills
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1. umin

Hagtumaluladansaumauaznsdeansisiinndunumluindszariulunnsu lidanduswenamngsy
\Aiswgha dsau waznsdnw ldiezldimalladansaumadmsusnulafong SuduazdediiionsiFeuduaginmn
fiesegsasiane TastamznsBeudiuuinddlml (New Normal) msdnmisiseumsaeuassoafuszervinems
&sau (Social Distancing) vil#in1sdansFsunsaousgluguiuuadvianiniu n1s3ouslumnisseit 21 Tu
Hagtudafmiludndu faoudniudesusunssuiumadounsaoulaeiunsdamadousliddouiatingg
leun sinwedin sinwensviay snwensiieus uasvinugnslddemalulad [1] viunansdsaunsuanamaniug 7
Fosinsududilivinunsudsunas shliAneSetneenuiianssaidenseldnninan ynanud [2]

mMsdansseuivinunanlsaszuinlain-19 faeuindudeddunanosufdva dnanmwindeunsieudada
sgmanidesdild nsdaniseunisasuseulatiuvanifuszozinauiy vnlvSouiaanuinninauaziie
AmNuLAERazaN MsinnsiEeudiuurieasundusu (Fipped Classroom) Jadnaniunumdndgiiazidantae
lEsuaIsEAnEAmAnsTansSouiBesn (Active Leaming) luAmisswil 21 Usznoudie finwenisi3ouiuas
uinnssu invzansaune do malulad wagiinvedinuazendn fasudnduviuasuisnsinnisiiounisasy
domanudluresFeudunsueumnglifdsufnwdeauesiithunieusnianFouihudentsousita (3)
funaneauiinisusseisangasuszgnanaudifyanazidunisasilouf i (Practicing nsszaNauas
(Brainstorming)

nsefiusie (Discussion) waznsinawe (Presentation) faeudalanudndusgdeadenldinalulagasaume
wazmsdeansiivanyan uasdosdamuiawansalunsidedonisdoud WeidudemlifudGouansafnm
shesesldnsuiumuumunsasy §i3suannsaiFeuldyniivnnaiiiugunsaldidvia 2 uay 4] egndlsfinnu ns
wissunnunfeulitudSeutououdotududsddyimamestin wihidgidomunEeu mudenssuiums
Seuuaraavinensussliunanisiseus [5] :nteyauidenuiinisdnnisiieunisaeuluuienieunduiuds
wammawaamqwﬁmaﬂwimmiLLavmmwawa%maiULmeiammiLiaumiaau nsufduiiusseninagiSounay
Haou uitlymiwudunnfedaeuliidensFousiifuazasounquinsoivimunsunisaeu lunsdidaeuiide
QREEE)! QLsauufﬂ,uLmswmmwwayjaﬂaummau mwamamiamhwLLamUasummﬁwaqLsaulmamw
Usgandaw [6]

nufifledy (Gamification) Junuulnalaisitnegluameluioniouvidy aunsodssgndldfunisdeunis
aoumdlna (Distance Learning) ¢! [7] lesmninufifiiaduifumaialunisdanisousluguuvvveanslaglaild
Funu e dudsiidislunisnssduuazaiaussgslalumsiSeuslifudifou MiSeuiidmsulunsiioude
Fsfiaynaun Mnalnveanundusdniumsegidlidudou suagilifSowiamginssu nsaaey Usuuss
wazn3snsuiledann [8-10] tnedl 7 asdusznau laun (1) wmune (Goals) (2) ng (Rules) (3) AuTALE N3
WUTU nI9ANTILAD (Conflict, Competition, or Cooperation) (4) 1281 (Times) (5) $1998 (Reward) (6) W@
Joundy (Feedback) waz (7) 5y (Levels) [11] fapusnafinngnadessivesnisiSeusluguuuueany uas
Avuangniniegistalay udldnsdnnisieusuvuienseunduiududiundweanuiifitady ionseduly
swAnnsBoudidanlunmsdituusazidmnedifaeutmualy Wegouvhldluusastmneluwsiagsedu oy
fimslinadeunduuazuouseia [12]

nsBousluanisswi 21 sUuuulniiuiunsdanisifounisaeumalna (Distance Learning) fesldiadosile
vuwmalulaBranig (Cloud Technology) 1 Google G Suite TisausinaUnaAduss 4 Téun Google Classroom,
Google Drive Wag YouTube Wudy uay Microsoft 365 laa Microsoft Teams, OneDrive Wag Microsoft Steam
udu Fadumaluladraidaisisas (Public Cloud) UszLay Infrastructure as a Service: laaS Mtfuu3nng
Tassafrsfiugrulasnisiiennalulad Vitualization ihuigasluntsyeniluduuinisiiuiiivdoys was
Software as a Service: SaaS MlVuUInswondLTUTEgnA e o ldanldiuusiees [1, 13, 14] 1esan
sUuuumsBsunsaeudasuly dasudniuazsoadiisinuarusaiiiunaiimnzan Tnsanaudfyveamsasua
wazidsudunisuszidfiumnudiamia (Progress) n3ssuiveiSeu Ingldisnsusviliunadey (Formative
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Assessment) Tifunszurumslunsiieuideagsiousififou onsuusuasiannnanisiFoudvesdiFenlyis
maﬁwéﬁﬁmmaﬁwémaﬁauﬁ (Learning outcomes) fifvunls [15, 16]

Nnfnuazarmddnyfang1d fisedsduuanlunsiaungluuunsiouiiesdsunuifindundusuiile
daafuinwenaiFoudlumnssei 21 WeuumisunsdanmsiFeuslusuuuudinidln fanauddgluns
uvssgedomlunaiiou lihesdufesSouuuiuiu viswouisuesulatuuvan unswaneiiowandeu
23AR1X3 LiuN1sa-ReU NMsUHENTLS n1sedusie wavnsSeudannnisadieufiRlunaniey

L -3 a o
2. ’Jﬁq‘ﬂ‘i%ﬁ\‘]ﬂ%a\‘]ﬂqi’éﬁlﬁl
1) iedaunsensunuunsiseuivieatsunuiifindundumuiioduaiuvinuenisiseusluanmssun 21
2) wewunsukuuMsiseuivieassunuiadunduiuieduasuvinvensiseusluanssui 21
)

'
=~

b

a

3) wipUszuguuuumsiteuivieassunuiliadunduiuieduasuinuensiseusluanssui 21

3. VBULUAVDINITIVY

3.1 Usgnsuaznguaiagne
madoadididunmsinuduaiussdanmgiluuunadeuiiosiounuifiadunduiuiiodusduinesns

Bouiluamsseit 21 anenansuarnuideiitieadas (Document Research) wagannuszaunisalveaifide tngld

WnsdunwallBedn (In-depth Interview) mnﬂﬁmmmﬁy’wm 7 vihu wiseanidudunisianisiseus 4 vinu uay

sumaluladansaumenaznsdoans 3 viu Jadugiiduszaunsallusuiifesdedlsidesndn 3 9

3.2 duusildlunside

1) fudséu Tiun sUnuunsBoudensounuiiadundusuuurandifleduaiurinugnsiFousluanissy
i 21

2) Fwdsau eun nansusziiuguuuunsiiouiviessunuifiadundusuiledaasuinue nsieusly
ARSTUI 21

4. WAnTUNTIY
msiangULUUNMssutesSsunuiifliadunduiuitodauaiuinue msieusluanssuil 21 {3delduus
nsideooniu 3 szey muinguszasinside ded
spozil 1 AnwienansuazaAfeiiAeades wazduaszisuuuumadouiiessunuifiiatunduiuile
daesuvinzmsiFousluamssud 21
syeedl 2 WannguuuunsiBoudvoassunuiifiindunduimuiiedaaiuvinuznsiSeusluanissui 21
gyl 3 UszifugUuuunmsiSouiviesSounuiifiadundusuiiiodasiuinue msiousluanissuil 21

4.1 1384diaN1539Y
4.1.1 sUsuunsSEudeassunuilindunduiuuurandiieduasurinuenisiseusluanssen 21
4.1.2 wuudssidiuguuuunsiseuiveasounuiifindunduiuiieduasurinuenisiseuiluanssen 21

4.2 nM35uTndeya

4.2.1 fAfglafnwmAuahuwfn e warnwidenineides Wieihnsduasigiesrusenouvesgduuunisisous
1 = aa 1y Y ] a o a d' v I3 v
Weassunuiiadunduiuiieduasuvinuensiiousluanissuil 21 Ysenaudie 6 asrusenau laun 1) 919uNy
(Planning) 2) a31vdeMsi3eus (Recording) 3) uusludanisiseus (Media Sharing) 4) uaniUdeuiseus (Discussion)
5) 49UMNN891U (Assignment) 6) N1FUTLHUNAANLANINDTT (Authentic Assessment)
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4.2.2 dhdayanliannnisdunsieinszuiunsveassunduiu (Flipped Classroom) wagadAusenauveinuiinie
4fu (Gamification) Inundugluuunisiseusienssunuiifliadunduiuiioduasuvinuenisiseusluanissei
21 FGCC Model

4.2.3 a%ﬁqt,ﬂ%"aqﬁaﬁm%'umﬁ{f&lLLazLﬁumm’m%au‘ja Taglaign1sduniwall@iedn (In-depth Interview) 210
Q/L%EJ’M%QV?QMMG] 7 v udseenifudunisdanisiFoud ¢ viu uwagdumelulafasaumataznisieans 3 v
Fadugisiszaumsaflusuiifendoditosnin 3 U thieyailduniingesi warusulsudlonudolaueuuzves
ATy
4.3 MnTeideya
FifeiinesideyanisussifiuguuuunisiSeuiensounuiifiindunduduiiioduaduinwenisisously
ARSI 21 mmﬁﬁwzmﬁwm 7 v lnsnsmeniade (Mean) wagduidoauuannsgiu (S.0.)
5. NAN15IY
msfdunside §Aseldduiunsaminguszasd deldnan1ide Téun nansdansevisuuuunsisous ua
nsasULUUNEEELY wasnamsUssduguuuumatioud tnedineasien el

o ¢ = vy = an o v oy A a  w = ]
5.1 wan1sduaTsrzuuuunmsiseuiiesSeunaiiiindunduiuiedausiuineenisteuiluanissui 21
AIdgleinnisfnwienaisuasnuideinertesiunssuiunisvieassunduaiu (Flipped Classroom) uag

FUATILVNTEUIUNNT LEAIAIANTIN 1

M15199 1 NISEBATIEANTLUIUNSHDAUSIUNTUAY

Flipped Classroom (1] [17] (2] 4] [6] | {ide
1) NM579UKU (Planning) v v v v v v
2) msatsden1siFoud (Recording) v v v v v v
3) msudsiiudensieud (Media Sharing) v v 4 4 v v
1) m3uanudsuFend (Discussion) v v v v
5) NSUBUNINEL (Assignment) v v v v v v
6) NM5UTEIUNAUANIND3 (Authentic Assessment) v v v v v v

M9 1 msduasziienasuasemiddefiiendestutesSeunduiu wuindduneused

Fuit 1 1ausu (Planning) AADUILADIDBNUUULHLNITARY Y389198NNENEATULNUNAN wazdaiemms
Boudlinsatuununisaou AnlasssamadugrsmamaiFousuesdiFou

i 2 a¥19den3138u3 (Recording) ﬁaauﬁ]zﬁaqﬂuﬁﬂLﬁammﬁaaummﬁ’;Laﬂugmmwi’m 9 lngannsld
Frsnusas onaldinadansduiinaduialentsaeu fiflesdusznevveaiemiiddy fnsdunmmineeuuy
indeulmdmiunmsasul iR visaideufduiusiligSeuansasiuihanudilaldie Yagtufiniesiovy
walladrandisiwsenuazninlumsaiisdenisidousluguuuuding q léie

Uil 3 LLUa{]u?iamaL'%smﬁ (Media Sharing) ?{Iaﬁgﬂﬁuﬁﬂﬁ%é}’mLLﬂq{]uWﬁUQﬁsJuiwdaamﬁmmzau GR
Uagtuazldmaluladnania 1y Google Drive, Google Classroom, YouTube, OneDrive, Microsoft Teams ha
Social Media #14 9)

i 4 wanideuideud (Discussion) efiSeufnwiemanaauinlentedoufduiusud FaoudansSou
nsaoukuuisralnllunanssu o1vazifunisdanisssunsaeuluieaiou viednanisisunisasunislnavu
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walulagaananle iy wu Google Meet, Google Classroom %38 Microsoft Teams WHuduy LﬁaLﬂﬂﬁumﬁLﬁﬂ
MsuaniasuiFeus au-neu serinsdaeuiudiFou uazserineiGoutugiSeu

duil 5 uounmsnu (Assignment) fasunouminsnuluviinafimngautudon WeldiFouldvinnud
e¥uneunng wazidunsmumussdanuiiinannsinusenuesuaznisuanideusous ngisouinde
asdoszrinsmahandlefunouineg Aaansadnaudaeulsviud

fufl 6 n13UsEliunanIuanIna3a (Authentic Assessment) ffasutszifiunanitufinantivesdiiou
(Formative Assessment) TngusziiuanauiilésuseumnevessiFou wazlvinatloundy (Feedback)

Adelevinisfinyenansuarwideifedesivesdusenouvenudiliatu (Gamification) waneRawmng1ei 2

A15199 2 NMIFUATIEYDIAUTENOUVRLNLLTLATY

3

Gamification [11] | [18] | (191 | [200 | [21] | 338
1) Whvane (Goals) v v v v
2) ng) (Rules) v v v v v v
3) Anudaugs nsudsdiu vsemusanile (Conflict, Competition, or 4 v v v v
Cooperation)
4) an (Times) v v v v
5) 57978 (Reward) v v v v v v
6) natoundu (Feedback) v v v v v
7) 526U (Levels) v v v v v v

MM 2 MsduaTzRienasuariidefiiedeutussiuszneuvennudifadu wuin fesiusznoussil
1) 1w (Goals) inuusiazsilndisnsiduiunnsneiu eiflunninudedmangvesnisiauny o1aasidy

Mstmusdansiensus aunsauiuiaun viderunast Aeonuuuinuisuali viliAeanssmenidiel ey
fludhanih ieussatiminedasdunisauing mqmqmmumLﬂummﬂimaummﬂmmaLaﬂwmmsauﬂ,ﬂa
Whunelng WieliAsnisiauegsdeiios Ingldaunuduiuly

2) ng) (Rules) inuazdvsiinisuends ng nAn F8nsidu Bnsliiazuun viedeuls Tasesureliiieliiiay
YR eenuuuinuazdeadudfmunngsie q Tidaiau

3) Audnds N13udetu wieaudauile (Conflict, Competition, or Cooperation) Tun1siawsnudidian
Fawdadunsiorvurlaenisiaieviodavnalienseduy uinsudstuasdunisfiuyssdnsamvesnuedie
wvuzdenssing dunrsailedumsududuinieeruzgUassn wagussquimune s

4) nan (Times) \udsivinliAnussdndulunshisnssunsenisduiuns Wusdunafteaasyiligiay
AnAnueieauazanunaiy shlmdunsinduligidouhauduiustune fafufiFoussdoaisuinmsiaass
Uimsnandadutladuanudisafiddy

5) 19%a (Reward) iudsiifiduarlfsuidoszavanudnfamutmnefidaly fensesdithenenmsdadifu
AzuL (Leader Board) n1stisnatadudedrdny iterdunisgdlaliifiauudsiuiuvinzuuugs

6) natloundu (Feedback) 1udwivinlAnANAn snsevirfignéios viensnseyiiiienana titeuuziily
Tumsfmnzausensaidufanssy

7) 52U (Levels) iWudsivinlAnanuimeseiios ImEJQLa'u%ﬁmmﬁwﬁwiﬂﬁassﬁuﬁqaﬁu ieliiAn
Wy (Goals) v ;;’J:La'u%lﬁ%’mmmmﬁuanﬂ%u ildnislduszaunisal vinwe a1nseaunounthluauauin
vendsszaulisnludonsuanseiud 1 wueld e1vvziinsidonsydu 18 Urunans wieen ieldinaay
WIZaNAUANAINTAVDIELAULNY m’%amm%aizﬁuawa&uﬂuﬁﬂwmwaaﬁa@,dul,aa Tngldnsiftuuszauniseid
Ny defulszaunmsnifaganils azLﬂuﬂWiLﬁauixﬁuﬂixaUmamﬁﬁqﬁuﬁaa 9 AADANITHAULNY
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5.2 HanswagULUUMsGeuiteabsunuifndunduduiieduaiuinuznisBeuiluanissui 21

mﬂ‘i’fauvamiwﬁ 1 uay 2 NMsduATIznTzUIUNIITDSBUNa U (Flipped Classroom) wagesAusznauved
wnafifladu (Gamification) legnihanamnfusuuuumsiSeuisesSounuiifiiadundusuiiioduaduinugns
Gousluamssudl 21 faguil 1

woONROUISEy

nnsa§udo
nsISOUs 3
st .
NISOWIWU 21 nsiadu

Century Skills | @omsiSous

ANY:N1SISBUSIauSANSSY

O
s naepisy 02

fAnu:ansauind o inAlulad
6 ANU:E3RNNazoEw 4

Cuagy

nsus:duwa msiianiuaou
RN WIS 158U

5

NISUDUKUNEIU

.Sf}[

D

lurogidsu

Yadaunay

e

JUT 1 sUnuunsSeuivieatsunuiifndunduinuiveduaiurinuensiSeusluanissui 21

mﬂgﬂﬁ 1 WU’thLLuumiﬁ'auifﬁmL%'Emmuﬁﬂm%’uﬂé’uéﬁmﬁadqLﬁ?uﬁﬂmﬂ’mﬁ'&mﬁumnwﬁ 21
Usznausae 6 sunou Taud dumeu Taud (1) msa1eusu (Planning) (2) nsadadensiious (Recording) (3) M3
LLUquuﬁaﬂm%‘auﬁ (Media Sharing) (4) mmmmﬂé‘ﬁuﬁaui (Discussion) (5) NTuBUNNIEIIU (Assignment) Uag
(6) NMsUTELIUNANINANINAIS (Authentic Assessment) %asﬁgumauﬁgmmazgﬂﬁwLﬁumsé’aaﬂalﬂl,ﬂmﬁ?/\lm%’u
Usenausie 7 asrusenau b (1) 1mune (Goals) (2) ng (Rules) (3) A1udAwEs N15udadu v3eausuile
(Conflict, Competition, or Cooperation) (4) 1381 (Times) (5) 5797a (Reward) (6) naUaunau (Feedback) waz (7)
56U (Levels) Lﬁaﬁw%umaml,asaaﬁmzﬂaumugﬂu:uumiL'%EJuﬁlU“l‘t?ﬁ'Uﬂwﬁmmiﬁauif AINARDNIRAIUTIN YL
nsBouivestFeulumnssuil 21 1 Usznoude 3 inwelug) 9 loud (1) FnwensiSeudiazuianssu (2) sinwy
ansauma do walulad wag (3) vinweTinuazorn

5.3 an1susziuguiuunsssuiiestsunuiilindundusnuiedadsarinwenisiouiluanssei 21

INNTEUATIZALDNAITHAEINUATEMIAEIT9 URD S 8UNaUA1U (Flipped Classroom) LnaudiflLadu
(Gamification) uaginalulagaandn udildisn1sdun1waliledin (In-depth Interview) Usenaumieildeviaianua
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7 vi wuseenidu dunsdnnsdeus 4 vin uaziumalulaansaumnewasn1sdeans 3 viu wanmanisuszdu
AIA5199 3

d‘ a a v
M5 3 NaN1SUTY LJJ‘HE‘ULL‘U‘U NI3LIYUT

s19n15UsIEY Mean SD wlama
1) nszurumsasFeunduitu
1.1) N394 (Planning) 4.711 0.49 mmﬁqm
1.2) msa$1sdensideus (Recording) 5.00 0.00 wnilae
1.3) msuvsiudensiFou (Media Sharing) 5.00 0.00 wniign
1.4) mmamﬂﬁauﬁaui (Discussion) 4.86 0.38 mmﬁqm
1.5) MINoUNNNEU (Assignment) 4.57 0.53 mm‘f‘iqﬂ
1.6) n13UsEIllUnaMNANIWISS (Authentic Assessment) 4.43 0.53 wniign
2) asAUsENaUTRLNUTRIATY
2.1) e (Goals) 4.86 0.38 wniige
2.2) n (Rules) 4.86 0.38 Wnitan
2.3) AnudaLds n1sudesdu wieAnusaude (Conflict, Competition, or a.71 0.49 mmﬁqm
Cooperation)
2.4) via (Times) 4.86 0.38 mmﬁqm
2.5) 3297 (Reward) 4.86 0.38 Wnitan
2.6) satoundu (Feedback) 5.00 0.00 wniign
2.7) 53U (Levels) 4.57 0.53 Wnitan
WAsiamn 4.79 0.34 wnilae

915197 3 MU sULUUMSSEuSTeasunuifladunduduileduauinusnisiSouiluanissedl 21 8
anumnzaNeglusefusniign (Mean = 4.79, SD = 0.34) efinsanludiuvesnszuiumsiesoundusy
wui1 n13adrsdenisiiens (Recording) wazn1sutstudenisiFous (Media Sharing) 1unszuaunsfidaIm
mmzaumﬂﬁqm (Mean = 5.00, SD = 0.00) @ussnusynauresnuiiiiadu wuin watleundu (Feedback) 13u
aqﬁﬂisﬂauﬁﬁmmmmsaumﬂﬁqm (Mean = 5.00, SD = 0.00)

6. d3UlazafuTeNan1IdY

NnmsduneaiidnienumnzanvessuiuunsSsuite sl sunuiifliadundusuitedaaiusinugnis
L§au§uﬂmaiiwﬁ 21 Wudﬁﬁmmmmxaua&ﬂuixé’umﬂﬁqm Imaﬂ’ﬁa%’mﬁaﬂﬁﬁauﬁ (Recording) tWunsyuaunis
fddnniian osandensSouilasianizedsdsdeinle WudediflnudnluaziedenisBoudvesdiFeu
Ianniiga uazaeulandmsdanmisiSeudreadsundusuinniian diuesdusznovvesnuiifiatuiidanumsnza
wniigafesela 1esnn MetaiinadenisnszdufiFeuliihmudmneudasidmneigaeuiuauniian 39
aonndestuamiideuestozd nedatan uavamu 35aseas (21] IvhnmsideFeamssenuuuguuuunisizounis
aounvuTeasunduiulngldfionssu WebQuest iitoimunsinuznisiFousluanissuil 21 dwduindnuily
syivgaudn Faran1sUssiunuin guuuuiianumsnzavannsathlulssgndlfifeladuainainuslunisSeus
muauedLasimTinuenshn Wiudiseuluseaugaudnulaass
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7. UoldUDIUZA1SIVY

7.1 Yaeusuuzlunisiinanisiaglulyd
miﬁwamﬁﬁmmgﬂLLUUﬂﬁSaui’ﬁmﬁ'aumuﬁﬂLﬂ%’uﬂﬁué’ﬂmﬁaa'qLa%uﬁﬂw3ﬂ15L§au§Luﬂmaﬁiwﬁ 211

T FosilsfsnmundonludiuanunionvesdiFou faou uazszuulassadiaiugiu (nfrastructure) léun

gunsal WesUuRnis wazdyanavedumesiinninusg

7.2 dawauauuzdmiun1sideasedaly
7.2.1 msteman1sideluasell Tuvihnsimuuinnssuwazyinnisveaesldfunguvnasuiiofnwinaiitinduain
3514 FGCC Model #

7.2.2 arsthukuunsseuiiensownuiindundudiuiieduasuinuvenisiseuiluanissei 21 T
AMHAIaluNIIANSISEUETmAUIEau 9
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