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Abstract

This research aimed to 1) develop a competency-based learning model using MIAP blended learning
with a project-based learning in a gamification environment in the course of developing digital technology
skills for multimedia production 2) evaluate the appropriateness of the competency-based learning
model using MIAP blended learning with a project-based learning in a gamification environment in the
course of developing digital technology skills for multimedia production 3) measure the learming skills of
learners who used the competency-based learning model using MIAP blended learning with a project-
based learning in a gamification environment in the course of developing digital technology skills for
multimedia production 4) compare the learing achievement of learners who used the competency-
based learning model using MIAP blended learning with a project-based learning in a gamification
environment in the course of developing digital technology skills for multimedia production and 5)
evaluate the satisfaction of learners who used the competency-based learning model using MIAP
blended learning with a project-based learning in a gamification environment in the course of developing
digital technology skills for multimedia production. A sample of 44 people was selected by purposive
sampling. The 5-step project-based learning, 5 components of gamification, and 4 steps of MIAP learning
were used. The research results showed that the learning achievement of the students after studying
was significantly higher than before studying at a statistical level of 0.05. The satisfaction of the students
with the integrated learning activity teaching model according to the competency plan according to the
MIAP learning steps in the subject of developing digital technology skills for producing multimedia media
using the project-based model in a gamification environment was 4.95, which is at a very good level.
From the observation of the teacher, the students were more enthusiastic, punctual, worked with others,

adapted to society, and enjoyed studying more.

Keyword : MIAP, project-based learning, gamification
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N1INANEdU QD’I‘L!’J‘IJLg\SJ N _’f S.D. T-Test DF
AUy 30 a4 15.36 251

o S 26.1% 43
Ay 30 44 26.16 1.24

* mnedafitudfyneadafisysu 0.05
90 1397 3 wuihmsveaeuieuSsuvewSsulinsuuwadooti 15.36 AuuY waznSARRUMAISHY
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AzuuLnaSeugInIAzIULaUReuSusE Tl Ay saRATsziu 0.05
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Tassnudusruvuanimuadounufifiadu lusedvnsiauinssmeluladfidfaiondnde
NGEHIEN
Tngldsuunuulassnuluguuuanmuindeninudiliadu 21nnssiusinuuvaeuauaufisnelaves
FunaunngigBuiimnufiaelandsegluszduiunn Tnedidiadewiniu 4.95 s13nad 5

dl a =1 =l
M57199 5 HansUszdluAnuianelalunsiSeu
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3) AuUMIIANIIEUIVRLINTEIRHOU 4.93 0.25 Aun
Ay 4.95 0.23 fun
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