DAFTAR PUSTAKA

Bakala, E., Gerosa, A., Hourcade, J. P., & Tejera, G. (2021). Preschool children,
robots, and computational thinking: A systematic review. International
Journal of Child-Computer Interaction, 29, 100337.
https://doi.org/https://doi.org/10.1016/j.ijcci.2021.100337

Bekker, T., Bakker, S., Taconis, R., & van der Sanden, A. (2017). A tool for
developing design-based learning activities for primary school teachers.
Lecture Notes in Computer Science (Including Subseries Lecture Notes in
Artificial Intelligence and Lecture Notes in Bioinformatics), 10474 LNCS,
532-536. https://doi.org/10.1007/978-3-319-66610-5 56

Brennan, K., & Resnick, M. (2012a). New frameworks for studying and assessing
the development of computational thinking. Annual American Educational
Research Association Meeting, Vancouver, BC, Canada, 1-25.

Brennan, K., & Resnick, M. (2012b). New frameworks for studying and assessing
the development of computational thinking. Annual American Educational
Research  Association Meeting, Vancouver, BC, Canada, 1-25.
http://scratched.gse.harvard.edu/ct/filess AERA2012.pdf

Buitrago Flérez, F., Casallas, R., Hernandez, M., Reyes, A., Restrepo, S., & Danies,
G. (2017). Changing a Generation’s Way of Thinking: Teaching
Computational Thinking Through Programming. Review of Educational
Research, 87(4), 834-860. https://doi.org/10.3102/0034654317710096

Caeli, E. N., & Yadav, A. (2020). Unplugged Approaches to Computational
Thinking: a Historical Perspective. TechTrends, 64(1), 29-36.
https://doi.org/10.1007/s11528-019-00410-5

Cakir, R., Korkmaz, O., Idil, O., & Ugur Erdogmus, F. (2021). The effect of robotic
coding education on preschoolers’ problem solving and creative thinking
skills. Thinking Skills and Creativity, 40(February).
https://doi.org/10.1016/j.tsc.2021.100812

Chalmers, C. (2018). Robotics and computational thinking in primary school.
International Journal of Child-Computer Interaction, 17, 93-100.
https://doi.org/10.1016/j.ijcci.2018.06.005

Chongo, S., Osman, K., & Nayan, N. A. (2021). Impact of the Plugged-in and
Unplugged Chemistry Computational Thinking Modules on Achievement in
Chemistry. 17(4).

Chou, P. N. (2020). Using Scratchlr to Foster Young Children’s Computational
Thinking Competence: A Case Study in a Third-Grade Computer Class.
Journal of Educational Computing Research, 58(3), 570-595.
https://doi.org/10.1177/0735633119872908

138


https://doi.org/https:/doi.org/10.1016/j.ijcci.2021.100337
https://doi.org/10.1007/978-3-319-66610-5_56
http://scratched.gse.harvard.edu/ct/files/AERA2012.pdf
https://doi.org/10.3102/0034654317710096
https://doi.org/10.1007/s11528-019-00410-5
https://doi.org/10.1016/j.tsc.2021.100812
https://doi.org/10.1016/j.ijcci.2018.06.005
https://doi.org/10.1177/0735633119872908

139

Ciftci, S., & Bildiren, A. (2020). The effect of coding courses on the cognitive
abilities and problem-solving skills of preschool children. Computer Science
Education, 30(1), 3-21. https://doi.org/10.1080/08993408.2019.1696169

Delal, H., & Oner, D. (2020). Developing middle school students’ computational
thinking skills using unplugged computing activities. Informatics in
Education, 19(1), 1-13. https://doi.org/10.15388/INFEDU.2020.01

Dick, W., Carey, L., & Carey, J. O. (2015). The systematic design of instruction.

Durak, H. Y., Yilmaz, F. G. K., & Bartin, R. Y. (2019). Computational thinking,
programming self-efficacy, problem solving and experiences in the
programming process conducted with robotic activities. Contemporary
Educational Technology, 10(2), 173-197.
https://doi.org/10.30935/cet.554493

Fidai, A., Capraro, M. M., & Capraro, R. M. (2020). “Scratch”-ing computational
thinking with Arduino: A meta-analysis. Thinking Skills and Creativity,
38(September), 100726. https://doi.org/10.1016/j.tsc.2020.100726

Garneli, V., & Chorianopoulos, K. (2018). Programming video games and
simulations in science education: exploring computational thinking through
code analysis. Interactive Learning Environments, 26(3), 386-401.
https://doi.org/10.1080/10494820.2017.1337036

Garneli, V., & Chorianopoulos, K. (2019). The effects of video game making within
science content on student computational thinking skills and performance.
Interactive  Technology and Smart Education, 16(4), 301-318.
https://doi.org/10.1108/ITSE-11-2018-0097

Gustafson, K. L., & Branch, R. (2002). Survey of instructional development
models (4th ed.). Syracuse, NY: ERIC Clearinghouse on Information and
Technology, Syracuse University.

Guven, 1., & Gulbahar, Y. (2020). Integrating Computational Thinking into Social
Studies. The Social Studies, 111(5), 234-248.
https://doi.org/10.1080/00377996.2020.1749017

Hooshyar, D., Pedaste, M., Yang, Y., Malva, L., Hwang, G. J., Wang, M., Lim, H.,
& Delev, D. (2021). From Gaming to Computational Thinking: An Adaptive
Educational Computer Game-Based Learning Approach. Journal of
Educational Computing Research, 59(3), 383-409.
https://doi.org/10.1177/0735633120965919

Isnaini, R., Budiyanto, C., & Widiastuti, I. (2019). Robotics-based learning to
support computational thinking skills in early childhood. AIP Conference
Proceedings, 2194(December). https://doi.org/10.1063/1.5139776

Israel-Fishelson, R., & Hershkovitz, A. (2020). Persistence in a Game-Based
Learning Environment. The Case of Elementary School Students Learning
Computational Thinking. Journal of Educational Computing Research, 58(5),
891-918. https://doi.org/10.1177/0735633119887187



https://doi.org/10.15388/INFEDU.2020.01
https://doi.org/10.30935/cet.554493
https://doi.org/10.1016/j.tsc.2020.100726
https://doi.org/10.1080/10494820.2017.1337036
https://doi.org/10.1108/ITSE-11-2018-0097
https://doi.org/10.1080/00377996.2020.1749017
https://doi.org/10.1177/0735633120965919
https://doi.org/10.1063/1.5139776
https://doi.org/10.1177/0735633119887187

140

Januszewski, A., & Molenda, M. (Eds.). (2013). Educational technology: A
definition with commentary. Routledge.

Jiang, S., & Wong, G. K. W. (2019). Primary school students’ intrinsic motivation
to plugged and unplugged approaches to develop computational thinking.
International Journal of Mobile Learning and Organisation, 13(4), 336-351.
https://doi.org/10.1504/1JIML0.2019.102540

Jun, S. J., Han, S. K., & Kim, S. H. (2017a). Effect of design-based learning on
improving computational thinking. Behaviour and Information Technology,
36(1), 43-53. https://doi.org/10.1080/0144929X.2016.1188415

Jun, S. J., Han, S. K., & Kim, S. H. (2017b). Effect of design-based learning on
improving computational thinking. Behaviour and Information Technology,
36(1), 43-53. https://doi.org/10.1080/0144929X.2016.1188415

Kim, P., Suh, E., & Song, D. (2015). Development of a design-based learning
curriculum through design-based research for a technology-enabled science
classroom. Educational Technology Research and Development, 63(4), 575—
602. https://doi.org/10.1007/s11423-015-9376-7

Kim, S., Han, S., =3+71, & A ¥41. (2012). Computational Thinking &< 9] 5t
] A1 714 &5 Design-Based Learning for Computational Thinking.
37 1 1185} 3] =4, 16(3), 319-326.
https://www.koreascience.or.kr/article/JAK0201206737753554.view?orgld=
anpor&hide=breadcrumb,journalinfo

Kong, S. C., & Wang, Y. Q. (2019). Assessing programming concepts in the visual
block-based programming course for primary school students. Proceedings of
the European Conference on E-Learning, ECEL, 2019-Novem, 294-302.
https://doi.org/10.34190/EEL.19.035

Li, X., Xie, K., Vongkulluksn, V., Stein, D., & Zhang, Y. (2021). Developing and
Testing a Design-Based Learning Approach to Enhance Elementary Students’
Self-Perceived Computational Thinking. Journal of Research on Technology
in Education, 0(0), 1-24. https://doi.org/10.1080/15391523.2021.1962453

Lin, S. Y., Chien, S. Y., Hsiao, C. L., Hsia, C. H., & Chao, K. M. (2020). Enhancing
Computational Thinking Capability of Preschool Children by Game-based
Smart Toys. Electronic Commerce Research and Applications, 44, 101011.
https://doi.org/10.1016/j.elerap.2020.101011

Majid, A. (2014). Strategi Pembelajaran. Bandung: PT Remaja Rosdakarya.

Mason, S. L., & Rich, P. J. (2020). Development and analysis of the Elementary
Student Coding Attitudes Survey. Computers and Education, 153, 103898.
https://doi.org/10.1016/j.compedu.2020.103898

Matere, I. M., Weng, C., Astatke, M., Hsia, C., Matere, I. M., Weng, C., Astatke,
M., Hsia, C., Fan, C., & Weng, C. (2021). Effect of design-based learning on
elementary students computational thinking skills in visual programming



https://doi.org/10.1504/IJMLO.2019.102540
https://doi.org/10.1080/0144929X.2016.1188415
https://doi.org/10.1080/0144929X.2016.1188415
https://doi.org/10.1007/s11423-015-9376-7
https://www.koreascience.or.kr/article/JAKO201206737753554.view?orgId=anpor&hide=breadcrumb,journalinfo
https://www.koreascience.or.kr/article/JAKO201206737753554.view?orgId=anpor&hide=breadcrumb,journalinfo
https://doi.org/10.34190/EEL.19.035
https://doi.org/10.1080/15391523.2021.1962453
https://doi.org/10.1016/j.elerap.2020.101011
https://doi.org/10.1016/j.compedu.2020.103898

141

maker course course. Interactive Learning Environments, 0(0), 1-14.
https://doi.org/10.1080/10494820.2021.1938612

Mladenovi¢, M., Boljat, I., & Zanko, Z. (2018). Comparing loops misconceptions
in block-based and text-based programming languages at the K-12
level. Education and Information Technologies, 23, 1483-1500.

Moreno Leodn, J., Robles, G., & Romén Gonzélez, M. (2015). Dr. Scratch:
Automatic Analysis of Scratch Projects to Assess and Foster Computational
Thinking. RED. Revista de Educacion a Distancia, 46, 1-23.

Mouza, C., Pan, Y. C., Yang, H., & Pollock, L. (2020). A Multiyear Investigation
of Student Computational Thinking Concepts, Practices, and Perspectives in
an After-School Computing Program. Journal of Educational Computing
Research, 58(5), 1029-1056. https://doi.org/10.1177/0735633120905605

Pérez-Marin, D., Hijon-Neira, R., Bacelo, A., & Pizarro, C. (2020). Can
computational thinking be improved by using a methodology based on
metaphors and scratch to teach computer programming to children?
Computers in Human Behavior, 105.
https://doi.org/10.1016/j.chb.2018.12.027

Repenning, A. (2015). Scalable game design: A strategy to bring systemic computer
science education to schools through game design and simulation creation.
ACM Transactions on Computinig Education, 15(2).
https://doi.org/10.1145/2700517

Richey, R. C., & Seels, B. (1994). Defining a Field: A Case Study of the
Development of the 1994 Definition of Instructional Technology. Educational
media and technology yearbook, 20, 2-17.

Rodriguez-Martinez, J. A., Gonzélez-Calero, J. A., & Saez-Ldpez, J. M. (2020).
Computational thinking and mathematics using Scratch: an experiment with
sixth-grade students. Interactive Learning Environments, 28(3), 316-327.
https://doi.org/10.1080/10494820.2019.1612448

Roman-Gonzélez, M., Moreno-Ledn, J., Robles, G., Roman-gonzalez, M., Moreno-
ledn, J., Juan Carlos, R., & Rey Juan Carlos, U. (2017). Complementary Tools
for Computational Thinking Assessment Computational Thinking Unplugged
for Kids: Teaching computer science without the protagonist View project
Modeling of Software Designs in Open Source Projects View project
Complementary  Tools for Computational Thinking  Assessment.
https://www.researchgate.net/publication/318469859

Roman-Gonzélez, M., Pérez-Gonzalez, J. C., & Jiménez-Fernandez, C. (2017).
Which cognitive abilities underlie computational thinking? Criterion validity
of the Computational Thinking Test. Computers in Human Behavior, 72, 678
691. https://doi.org/10.1016/j.chb.2016.08.047

Rose, S., Habgood, J., & Jay, T. (2018). Pirate plunder: Game-based computational
thinking using scratch blocks. Proceedings of the European Conference on
Games-Based Learning, 2018-Octob, 556-564.


https://doi.org/10.1080/10494820.2021.1938612
https://doi.org/10.1177/0735633120905605
https://doi.org/10.1016/j.chb.2018.12.027
https://doi.org/10.1145/2700517
https://doi.org/10.1080/10494820.2019.1612448
https://www.researchgate.net/publication/318469859
https://doi.org/10.1016/j.chb.2016.08.047

142

Saritepeci, M. (2020a). Developing Computational Thinking Skills of High School
Students: Design-Based Learning Activities and Programming Tasks. Asia-
Pacific Education Researcher, 29(1), 35-54. https://doi.org/10.1007/s40299-
019-00480-2

Saritepeci, M. (2020b). Developing Computational Thinking Skills of High School
Students: Design-Based Learning Activities and Programming Tasks. Asia-
Pacific Education Researcher, 29(1), 35-54. https://doi.org/10.1007/s40299-
019-00480-2

Scherer, R., Siddiq, F., & Viveros, B. S. (2020). A meta-analysis of teaching and
learning computer programming: Effective instructional approaches and
conditions. Computers in Human Behavior, 109, 106349.

Shute, V. J., Sun, C., & Asbell-Clarke, J. (2017). Demystifying computational
thinking. Educational Research Review, 22, 142-158.
https://doi.org/10.1016/j.edurev.2017.09.003

Suparman, M. A. (2014). Desain instruksional modern. Jakarta: Erlangga, 88, 48.

Sykora, C. (2021). Computational Thinking for All | ISTE. In The International
Society for Technology in Education (ISTE).

Threekunprapa, A., & Yasri, P. (2020). Unplugged coding using flowblocks for
promoting computational thinking and programming among secondary school
students. International Journal of Instruction, 13(3), 207-222.
https://doi.org/10.29333/iji.2020.13314a

Tikva, C., & Tambouris, E. (2021). Mapping computational thinking through
programming in K-12 education: A conceptual model based on a systematic
literature  Review. Computers and Education, 162, 104083.
https://doi.org/10.1016/j.compedu.2020.104083

Tran, Y. (2019). Computational Thinking Equity in Elementary Classrooms: What
Third-Grade Students Know and Can Do. Journal of Educational Computing
Research, 57(1), 3-31. https://doi.org/10.1177/0735633117743918

Tsarava, K., Moeller, K., Roman-Gonzalez, M., Golle, J., Leifheit, L., Butz, M. v.,
& Ninaus, M. (2022). A cognitive definition of computational thinking in
primary education. Computers and Education, 179.
https://doi.org/10.1016/j.compedu.2021.104425

Weintrop, D., Holbert, N., Horn, M. S., & Wilensky, U. (2016). Computational
thinking in constructionist video games. International Journal of Game-Based
Learning, 6(1), 1-17. https://doi.org/10.4018/1JGBL.2016010101

Wing, J. (2006). Computational Thinking. Communications of The ACM, 49(3),
33-35. https://doi.org/10.1145/1118178.1118215

Wong, G. K. W., & Cheung, H. Y. (2020). Exploring children’s perceptions of
developing twenty-first century skills through computational thinking and
programming. Interactive Learning Environments, 28(4), 438-450.
https://doi.org/10.1080/10494820.2018.1534245



https://doi.org/10.1007/s40299-019-00480-2
https://doi.org/10.1007/s40299-019-00480-2
https://doi.org/10.1007/s40299-019-00480-2
https://doi.org/10.1007/s40299-019-00480-2
https://doi.org/10.1016/j.edurev.2017.09.003
https://doi.org/10.29333/iji.2020.13314a
https://doi.org/10.1016/j.compedu.2020.104083
https://doi.org/10.1177/0735633117743918
https://doi.org/10.1016/j.compedu.2021.104425
https://doi.org/10.1145/1118178.1118215
https://doi.org/10.1080/10494820.2018.1534245

143

Yilmaz Ince, E., & Koc, M. (2021). The consequences of robotics programming
education on computational thinking skills: An intervention of the Young
Engineer’s Workshop (YEW). Computer Applications in Engineering
Education, 29(1), 191-208. https://doi.org/10.1002/cae.22321

Zhang, L., & Nouri, J. (2019). A systematic review of learning computational
thinking through Scratch in K-9. Computers & Education, 141, 103607.
https://doi.org/https://doi.org/10.1016/j.compedu.2019.103607

Zhao, W., & Shute, V. J. (2019). Can playing a video game foster computational
thinking  skills? ~ Computers and  Education, 141, 103633.
https://doi.org/10.1016/j.compedu.2019.103633



https://doi.org/10.1002/cae.22321
https://doi.org/https:/doi.org/10.1016/j.compedu.2019.103607
https://doi.org/10.1016/j.compedu.2019.103633

