DAFTAR REFERENSI

Anis, H. (2021, January 6). Pembelajaran STEAM: Pengertian dan Kelebihan dan
Kekurangan. Tripven. https://www.tripven.com/pembelajaran-stem/
(diakses tanggal 10 Mei 2024 pada pukul 20.15 WIB)

Beghetto, R. A. (2016). Creative Learning: A fresh look. Journal of Cognitive
Education and Psychology, 15(1), 6-23. https://doi.org/10.1891/1945-
8959.15.1.6

Beghetto, R. A., & Kaufman, J. C. (2014). Classroom contexts for creativity. High
Ability Studies, 25(1), 53—69. htps://doi.org/10.1080/13598139.2014.905247

Bernardin, H. John dan Russell, Joyce E. A. 2013. Human Resource Management
— An Experiential Approach. 6 ed. McGraw-Hill.

Brookhart, S. M. (2010). How to assess higher-order thinking skills in your
classroom. ASCD.

Buljan, M. (2021, November 15). Gamification For Learning: Strategies And
Examples. eLearning Industry. Retrieved March 13, 2024, from
https://elearningindustry.com/gamification-for-learning-strategies-and-
examples

Cabras, C., Konyukhova, T., Lukianova, N., Mondo, M., & Sechi, C. (2023).
Gender and country differences in academic motivation, coping
strategies, and academic burnout in a sample of Italian and
Russian first-year university students. Heliyon, 9(6), el6617.
https://doi.org/10.1016/j.heliyon.2023.e16617

CareerFoundry. (2021, May 6). The Design Thinking Process - an introduction
[Video]. YouTube. https://www.youtube.com/watch?v=Tvu34s8iMZw

Chavatzia, T. (2017). Cracking the code: girls’ and women’s education in science,
technology, engineering and mathematics (STEM). VOCEDplus, the
International Tertiary Education and Research Database.
http://hdl.voced.edu.au/10707/439527

Chen, T., Lin, S., & Chung, H. (2023). GAMIFIED EDUCATIONAL ROBOTS
LEAD AN INCREASE IN MOTIVATION AND CREATIVITY IN STEM
EDUCATION. Journal of Baltic Science Education, 22(3), 427-438.
https://doi.org/10.33225/jbse/23.22.427

Creswell, J. W. (2014). Research design: Qualitative, Quantitative, and Mixed
Methods Approaches. SAGE.

Deci, E. L., & Ryan, R. M. (2013). Intrinsic Motivation and Self-Determination in
human behavior. Springer Science & Business Media.

Dessler, G. (2015). Human resource management. Prentice Hall.

Deterding, Sebastian & Dixon, Dan & Khaled, Rilla & Nacke, Lennart. (2011).
From Game Design Elements to Gamefulness: Defining Gamification.
Proceedings of the 15th International Academic MindTrek Conference:

86


https://doi.org/10.1891/1945-8959.15.1.6
https://doi.org/10.1891/1945-8959.15.1.6
https://elearningindustry.com/gamification-for-learning-strategies-and-examples
https://elearningindustry.com/gamification-for-learning-strategies-and-examples
https://doi.org/10.1016/j.heliyon.2023.e16617
https://www.youtube.com/watch?v=Tvu34s8iMZw
http://hdl.voced.edu.au/10707/439527
https://doi.org/10.33225/jbse/23.22.427

Envisioning Future Media Environments, MindTrek 2011. 11. 9-15.
10.1145/2181037.2181040.

Duckworth, A. L., Peterson, C., Matthews, M. D., & Kelly, D. R. (2007). Grit:
Perseverance and passion for long-term goals. Journal of Personality and
Social Psychology, 92(6), 1087-1101. https://doi.org/10.1037/0022-
3514.92.6.1087

Duckworth, A. L., & Seligman, M. E. P. (2006). Self-discipline gives girls the
edge: Gender in self-discipline, grades, and achievement test scores. Journal
of Educational Psychology, 98(1), 198-208. https://doi.org/10.1037/0022-
0663.98.1.198

Dweck, C. S. (2006). Mindset: The New Psychology of Success. Random House.

Eccles, J. S., & Wigfield, A. (2002). Motivational beliefs, values, and goals.
Annual Review of Psychology, 53(1), 109-132.
https://doi.org/10.1146/annurev.psych.53.100901.135153

Field, A. (2013). Discovering statistics using IBM SPSS Statistics. SAGE.

Fredricks, J. A., Filsecker, M., & Lawson, M. A. (2016a). Student engagement,
context, and adjustment: Addressing definitional, measurement, and
methodological  issues. Learning and  Instruction, 43, 1-4.
https://doi.org/10.1016/j. learninstruc.2016.02.002

Gee, J. P. (2003). What video games have to teach us about learning and literacy.
Computers in Entertainment, 1(1), 20.
https://doi.org/10.1145/950566.950595

Ghozali, I. (2018). Aplikasi analisis multivariete dengan program IBM SPSS 23.
Badan Penerbit Universitas Diponegoro.

Guilford, J. P. (1967). The nature of human intelligence. McGraw-Hill
Companies.

Hallinen, J. (2024, May 7). STEM | Description, Development, & Facts.
Encyclopedia Britannica. https://www.britannica.com/topic/STEM-
education (diakses tanggal 23 Mei 2024 pada pukul 15.31 WIB)

Han, S., & Bhattacharya, K. (2001). Constructionism, learning by design, and
project based learning. Emerging perspectives on learning, teaching, and
technology, 127-141.

Hayati, Rahmatul & Prima, Wahyu & Wulandari, Suci & Yunita, Andini &
Mulyati, Asrina & Azmi, Khairul. (2023). Model Pembelajaran STEAM
(Science, Techonology, Engineering, Art, and Math) dalam Pembelajaran
Matematika Sekolah Dasar: Pembelajaran Berdiferensiasi. EDUKATIF :
JURNAL ILMU PENDIDIKAN. 5. 2591-2603.
10.31004/edukatif.v516.5723.

Henriksen, D. (2017). Creating STEAM with Design Thinking: Beyond STEM
and Arts Integration. STEAM, 3(1), 1-11.
https://doi.org/10.5642/steam.20170301.11

87


https://doi.org/10.1037/0022-3514.92.6.1087
https://doi.org/10.1037/0022-3514.92.6.1087
https://doi.org/10.1037/0022-0663.98.1.198
https://doi.org/10.1037/0022-0663.98.1.198
https://doi.org/10.1146/annurev.psych.53.100901.135153
https://doi.org/10.1016/j.%20learninstruc.2016.02.002
https://doi.org/10.5642/steam.20170301.11

Henriksen, D., Mishra, P., & Fisser, P. (2016). Infusing creativity and technology
in 21st century education: A systemic view for change. Educational
Technology & Society, 19(3), 27-37.
http://www.ifets.info/journals/19 3/4.pdf

Hyde, J. S. (2005). The gender similarities hypothesis. American Psychologist,
60(6), 581-592. https://doi.org/10.1037/0003-066x.60.6.581

Hosseini, C. (2022). An experimental study on the effects of gamification on task
performance.  Procedia =~ Computer  Science,  196(2022),  999.
https://doi.org/10.1016/j.procs.2021.12.102

Jamaris, M. (2015). Orientasi Baru dalam Psikologi Pendidikan (2™ ed.). Ghalia

Indonesia.

J. Hamari, J. Koivisto and H. Sarsa, "Does Gamification Work? -- A Literature
Review of Empirical Studies on Gamification," 2014 47th Hawaii
International Conference on System Sciences, Waikoloa, HI, USA, 2014,
pp. 3025-3034, doi: 10.1109/HICSS.2014.377.

Juniardi, W. (2023, January 8). Pembelajaran STEAM: Pengertian, Tujuan, dan
Contoh Penerapannya. Quipper Blog.
https://www.quipper.com/id/blog/info-guru/pembelajaran-steam/  (diakses
pada hari Kamis tanggal 22 Agustus 2024, pukul 15.00 WIB).

Khalid, F., & Rosly, R. (2017). Gamifikasi: Konsep dan Implikasi dalam
Pendidikan. Ukm-my.
https://www.academia.edu/31631557/Gamifikasi Konsep dan Implikasi d
alam_Pendidikan (diakses pada hari Kamis tanggal 22 Agustus 2024, pukul
15.00 WIB).

Kim, S., & Lee, Y. (2018). An investigation of teachers’ perception on STEAM
education teachers’ training program according to school Level. Indian
Journal of Public Health, 9(December 2019). doi.org/10.5958/0976-
5506.2018.01076.8

Larmer, J., Mergendoller, J., & Boss, S. (2015). Setting the standard for project
based learning. ASCD.

Lee, J. J., & Hammer, J. (2011). Gamification in education: What, how, why
bother? Academic Exchange Quarterly, 15(2), 146.
https://www.uwstout.edu/soe/profdev/resources/upload/Lee-Hammer-AEQ-
2011.pdf

Lei, Hao & Cui, Yunhuo & Zhou, Wenye. (2018). Relationships between student
engagement and academic achievement: A meta-analysis. Social Behavior
and Personality: an international journal. 46. 517-528. 10.2224/sbp.7054.

Lestari, suci breci. (2019). Performa Akademik. Fakultas Psikologi UMP, 8-28.
https://repository.ump.ac.id/12770/3/Suci%20Breci%20Lestari%20BAB%2
OIL.pdf

88


https://doi.org/10.1037/0003-066x.60.6.581
https://doi.org/10.1016/j.procs.2021.12.102
https://www.quipper.com/id/blog/info-guru/pembelajaran-steam/
https://www.academia.edu/31631557/Gamifikasi_Konsep_dan_Implikasi_dalam_Pendidikan
https://www.academia.edu/31631557/Gamifikasi_Konsep_dan_Implikasi_dalam_Pendidikan
https://repository.ump.ac.id/12770/3/Suci%20Breci%20Lestari%20BAB%20II.pdf
https://repository.ump.ac.id/12770/3/Suci%20Breci%20Lestari%20BAB%20II.pdf

Locke, E. A., & Latham, G. P. (2002). Building a practically useful theory of goal
setting and task motivation: A 35-year odyssey. American Psychologist,
57(9), 705—717. https://doi.org/10.1037/0003-066x.57.9.705

MacPhee, D., Farro, S., & Canetto, S. S. (2013). Academic Self-Efficacy and
performance of underrepresented STEM majors: gender, ethnic, and social
class patterns. Analyses of Social Issues and Public Policy, 13(1), 347-369.
https://doi.org/10.1111/asap.12033

McClelland, D. C. (1988). Human motivation.
https://doi.org/10.1017/cbo9781139878289

Nhat, N. C., Oanh, T. T. K., & Hang, P. T. T. (2024). The Effect of STEM
Education on Academic Performance: A Meta-Analysis Study. International
Journal of Learning Teaching and Educational Research, 23(11), 180—195.
https://doi.org/10.26803/ijlter.23.11.9

Priadana, M. S., & Sunarsi, D. (2021). METODE PENELITIAN KUANTITATIF.
Pascal Books.

Putz, L. M., Hofbauer, F., & Treiblmaier, H. (2020, September). Can gamification
help to improve education? Findings from a longitudinal study. Computers
in Human Behavior, 110(September 2020).
https://doi.org/10.1016/j.chb.2020.106392

Rahman, M., MD. (2019). 21st century skill “Problem solving”: Defining the
concept. Asian Journal of Interdisciplinary  Research, 64-74.
https://doi.org/10.34256/ajir1917

Ramdani, Y., Mohamed, W. H. S. W., & Syam, N. K. (2021). E-learning and
academic performance during covid-19: The case of teaching integral
calculus. International Journal of Education and Practice, 9(2), 424-439.

Rasheed, H. M. W, He, Y., Khalid, J., Khizar, H. M. U., & Sharif, S. (2020). The
relationship between e-learning and academic performance of students.
Journal of Public Affairs, Article €2492.

Ratinho, B & Martins, G- (2023, Augustus).
https://www.ncbi.nlm.nih.gov/pmc/articles/PMC10448467/. PubMed
Central, (2023). https://doi.org/10.1016%2Fj.heliyon.2023.e19033

Riadi, Muchlisin. (2023). Model Pembelajaran STEAM. Diakses pada 5/22/2024,

dari https://www .kajianpustaka.com/2023/09/model-pembelajaran-
steam.html

Robbins, S. P. . J., & Judge, E. H. (2018). Organizational Behavior, Global
Edition.

Runco, M. A. (2014). Creativity: Theories and Themes: Research, Development,
and Practice. Academic Press.

Runco, M. A., & Acar, S. (2012). Divergent thinking as an indicator of creative
potential. Creativity Research Journal, 24(1), 66-75.
https://doi.org/10.1080/10400419.2012.652929

89


https://doi.org/10.1111/asap.12033
https://doi.org/10.1016/j.chb.2020.106392
https://doi.org/10.34256/ajir1917
https://www.ncbi.nlm.nih.gov/pmc/articles/PMC10448467/
https://doi.org/10.1016%2Fj.heliyon.2023.e19033
https://www.kajianpustaka.com/2023/09/model-pembelajaran-steam.html
https://www.kajianpustaka.com/2023/09/model-pembelajaran-steam.html
https://doi.org/10.1080/10400419.2012.652929

Runco, M. A., & Jaeger, G. J. (2012). The Standard Definition of
Creativity. Creativity Research Journal, 24(1), 92-96.
https://doi.org/10.1080/10400419.2012.650092

Ryan RM, Deci EL. Self-determination theory and the facilitation of intrinsic
motivation, social development, and well-being. Am Psychol. 2000
Jan;55(1):68-78. doi: 10.1037//0003-066x.55.1.68. PMID: 11392867.

Santrock, J. W. (2011). Educational Psychology. McGraw-Hill.

Saxton, E., Burns, R., Holveck, S., Kelley, S., Prince, D., Rigelman, N., &
Skinner, E. A. (2013). A Common Measurement System for K-12 STEM
education: Adopting an educational evaluation methodology that elevates
theoretical foundations and systems thinking. Studies in Educational
Evaluation, 40, 18-35. https://doi.org/10.1016/j.stueduc.2013.11.005

Sekaran, U., & Bougie, R. (2016). Research methods for business: A Skill
Building Approach. John Wiley & Sons.

Schene, P., Von Simson, K., & Strem, M. (2019). Peer gender and educational
choices. Empirical Economics, 59(4), 1763-1797.
https://doi.org/10.1007/s00181-019-01697-2

Schunk, D. H., Meece, J. R., & Pintrich, P. R. (2013). Motivation in Education:
Pearson New International Edition: Theory, Research, and Applications.
Pearson.

Sudjana. (2010). Metode Statistika (6th ed.). Tarsito Bandung.

Sugiyono. (2013). Metode penelitian pendidikan: Pendekatan kuantitatif,
kualitatif dan R & D. Bandung : Alfabeta.

Sullivan, A., & Bers, M. U. (2016, August 29). Girls, Boys, and Bots: Gender
differences in young children’s performance on robotics and programming
tasks. http://www.informingscience.org/Publications/3547

Suryawati, C. T., Dewantoro, A., Agustina, F., & Puspitarini, A. (2024).
Development of Motivation Scale for students in Problem-Based Learning
model. Jurnal Kependidikan Jurnal Hasil Penelitian Dan Kajian
Kepustakaan Di Bidang Pendidikan Pengajaran Dan Pembelajaran, 10(1),
147. https://doi.org/10.33394/jk.v1011.10319

Thibaut, L., Ceuppens, S., De Loof, H., De Meester, J., Goovaerts, L., Struyf, A.,
Pauw, J. B., Dehaene, W., Deprez, J., De Cock, M., Hellinckx, L.,
Knipprath, H., Langie, G., Struyven, K., Van De Velde, D., Van Petegem,
P., & Depaepe, F. (2018). Integrated STEM Education: A Systematic
Review of instructional Practices in Secondary education. Furopean Journal
of STEM Education, 3(1). https://doi.org/10.20897/ejsteme/85525

Torrance, E. P. (2012). Torrance Tests of Creative Thinking [Dataset]. In
PsycTESTS Dataset. https://doi.org/10.1037/t05532-000

Van Anh, N. T., Van Bien, N., Van Son, D., & Khuyen, N. T. T. (2022). STEM
Clubs: the promising space to foster students’ creativity. International

90


https://doi.org/10.1080/10400419.2012.650092
https://doi.org/10.1007/s00181-019-01697-2
https://doi.org/10.33394/jk.v10i1.10319

Journal of STEM  Education for Sustainability, 2(1), 45-52.
https://doi.org/10.53889/ijses.v2i1.22

Wang, M., & Degol, J. L. (2016). Gender gap in Science, Technology,
Engineering, and Mathematics (STEM): current knowledge, implications for
practice, policy, and future directions. Educational Psychology Review,
29(1), 119-140. https://doi.org/10.1007/s10648-015-9355-x

Wang, S. (2023). Exploring early childhood educators’ perceptions and practices
towards gender differences in STEM play: a Multiple-Case Study in China.
Early Childhood Education Journal, 52(6), 1121-1134.
https://doi.org/10.1007/s10643-023-01499-3

Wigfield, A., & Cambria, J. (2010). Students’ achievement values, goal
orientations, and interest: Definitions, development, and relations to
achievement  outcomes.  Developmental — Review,  30(1), 1-35.
https://doi.org/10.1016/5.dr.2009.12.001

Yuan, Y., Humphrey, S. E.; & Van Knippenberg, D. (2022). From individual
creativity to team creativity: A meta-analytic test of task moderators.
Journal of Occupational and Organizational Psychology, 95(2), 358—404.
https://doi.org/10.1111/joop.12380

91


https://doi.org/10.53889/ijses.v2i1.22
https://doi.org/10.1007/s10643-023-01499-3
https://doi.org/10.1016/j.dr.2009.12.001

