










can build other models and devices to make the 
problem more concrete and create other practical 
innovations. However, a class needs a working space 
where creativity is appreciated and used. The regular 
study room might provide those needs, but a class that 
is often designed in the form of groups might be too 
big for synectics activities. Thus, small group must be 
created. 

Portfolio with tringo concept synectics 
approach increases individual and group creativity. 
Portfolio with tringo concept synectics approach can 
build a sense of togetherness among the students. The 
students learn about their classmates as they 
responded to an idea or a problem. An idea is seen as 
potential contribution in the group process. Tringo 
concept synectics procedures help create equal 
community where thinking is the single basis. Such 
exciting standard will certainly provide support for 
shy students. 

Some results of the implementation of 
synectics model approach with tringo concept in the 
form of electronic portfolio in accordance to Joyce’s 
opinions (2009): (1) Creative. The first strategy of 
synectics model approach can be applied directly to 
the creative portfolio because this strategy does not 
only stimulate the use of analogies, but also helps the 
students develop devices which can be used to do 
their tasks expressively; (2) Explore Learning 
Problems. The first strategy provides an alternative 
for exploring learning issues, especially issues with 
searchable standards and solutions. Metaphor creates 
distance, causing scientific confrontation between 
students that does not harm learners. The personal 
analogy stage is important in developing insight); (3) 
Problem solving. The objective of the second strategy 
is solving and conceptualizing problems using new 
ways in order to propose new approaches in personal 
life as well as in the classroom. There are many 
problems that can be used as a problem solving 
object, such as a social relation in class, peace in 
conflict, how to overcome the anxiety, how to feel 
better); (4) Create Portfolio Design or Product using 
The Synectics Approach with Tringo concept. A 
product is something that tangible, such as painting, 
building, or bookshelf, while design is a plan, such as 
party ideas or new ways in portfolio development; 
and (5) Expand The Students’ Perspective About a 
Concept. Abstract ideas like culture and prejudice to 
internalized. Portfolio with Synectics approach and 
tringo concept is a great way to turn a familiar idea 
into a “strange” idea and vice versa. 

Portfolio works effectively, especially for the 
students who experienced a regression in learning 
activities because of the fear to take any risk. Instead, the 
excellent students who only feel comfortable when 
giving response that they believe is true are often 
reluctant to participate in the learning activity. 
 

IV.  CONCLUSION 
Self-regulated learning development with 

electronic Portfolio using synectics approach and 
KHD’s Tringo concept which creates students’ 
participation and creativity equalization can be 

described as follows: (1) Whether individually or in 
group, online portfolio with synectics approach and 
tringo concept can improve students’ problem solving 
capacity, expression, empathic creativity and insight. 
By bringing creative process into consciousness and 
developing explicit assistance to creativity, the students 
can directly increase creative capacity individually or 
in groups; (2) The students are able to describe 
creativity in the form of standard and organized 
development procedures in portfolio format with a 
synectics approach based on Tringo concept. Thus, the 
students are able to use that understanding to improve 
creativity. The creative process is describable, and this 
portfolio can train the students to directly improve their 
creativity. With tringo concept synectics approach, 
creativity is no longer seen as mysterious, intrinsic and 
personal capacity. Instead, the individual understands 
the basis of the creative process. They can learn to use 
that understanding to improve their creativity as they 
live and work, independently or as a member of group / 
society. Synectics model consciously makes the 
students able to describe that creativity by performing 
the training procedures; and (3) The students create an 
innovation and are able to share that innovation. 
Therefore, the students manage to solve a problem as 
personal experience and are able to share it with a 
group of student. Discovery or innovation which is 
considered creative is equal in all fields—art, science, 
and engineering—and is characterized by the same 
intellectual process. The researchers’ idea might be 
different from the common belief. According to the 
common belief, creativity is only limited to art. In 
engineering and science, creativity is only called 
discovery or innovation. 
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