
 

 

DAFTAR PUSTAKA 

Angeli, C., & Giannakos, M. (2020). Computational thinking education: Issues and 

challenges. In Computers in Human Behavior (Vol. 105). 

https://doi.org/10.1016/j.chb.2019.106185 

Aulia, S., Zetriuslita, Z., Amelia, S., & Qudsi, R. (2021). Analisis Minat Belajar 

Matematika Siswa dalam Menggunakan Aplikasi Scratch pada Materi 

Trigonometri. JURING (Journal for Research in Mathematics Learning), 4(3), 

205. https://doi.org/10.24014/juring.v4i3.13128 

Budiansyah, A. (2020). Nadiem Usung Computational Thinking Jadi Kurikulum, 

Apa itu? http://cnbcindonesia.com 

Calder, N. (2018). Using scratch to facilitate mathematical thinking. Waikato 

Journal of Education, 23(2). https://doi.org/10.15663/wje.v23i2.654 

Candiasa, I. M. (2010). Pengujian Instrumen Penelitian disertai Aplikasi ITEMAN 

dan BIGSTEPS. Unit Penerbitan Universitas Pendidikan Ganesha. 

Elvi, M., Siregar, N. A. R., & Susanti, S. (2021). Pengembangan Lembar Kerja 

Peserta Didik Menggunakan Software Geogebra Pada Materi Transformasi 

Geometri. Alifmatika: Jurnal Pendidikan Dan Pembelajaran Matematika, 

3(1), 80–91. https://doi.org/10.35316/alifmatika.2021.v3i1.80-91 

Fadillah, A., Alim, J. A., & Antosa, Z. (2022). Analisis Kesulitan Siswa Pada 

Materi Pengenalan Geometri Di Kelas 2 Sdn 130 Pekanbaru. Tunjuk Ajar: 

Jurnal Penelitian Ilmu Pendidikan, 5(1), 11. 

https://doi.org/10.31258/jta.v5i1.11-20 

Fauzi, A. M., & Abidin, Z. (2019). Analisis Keterampilan Berpikir Kritis Tipe 

Kepribadian Thinking-Feeling Dalam Menyelesaikan Soal PISA. Suska 

Journal of Mathematics Education, 5(1). 

https://doi.org/10.24014/sjme.v5i1.6769 

Fauzi, K. M. A., Dirgeyase, I. W., & Priyatno, A. (2019). Building Learning Path 

of Mathematical Creative Thinking of Junior Students on Geometry Topics by 

Implementing Metacognitive Approach. International Education Studies, 

12(2), 57. https://doi.org/10.5539/ies.v12n2p57 

Gadanidis, G., Cendros, R., Floyd, L., & Namukasa, I. (2017). Computational 

thinking in mathematics teacher education. Contemporary Issues in 

Technology & Teacher Education, 17(4). 

Harahap, R. (2021). Pengembangan Bahan Ajar Matematika SMP Berbasis 

Kearifan Lokal di Sekolah Menengah Pertama. Jurnal Basicedu, 5(3), 1259–

1270. 

Husain, H., Kamal, N., Ibrahim, M. F., Huddin, A. B., & Alim, A. A. (2017). 

Engendering problem solving skills and mathematical knowledge via 

programming. Journal of Engineering Science and Technology, 12(Special 

Issue  12), 1–11. 



 

 

Husna, A., & Cahyono, E. (2018). The Effect of Project Based Learning Model 

Aided Scratch Media Toward Learning Outcomes and Creativity. JISE, 8(1). 

Iskandar, S. F. R., & Raditya, A. (2017). Pengembangan Bahan Ajar Project-Based 

Learning Berbantuan Scratch. Seminar Nasional Matematika Dan 

Aplikasinya, 2013, 167. 

Iskrenovic-Momcilovic, O. (2020). Improving Geometry Teaching with Scratch. 

International Electronic Journal of Mathematics Education, 15(2). 

https://doi.org/10.29333/iejme/7807 

Kules, B. (2016). Computational thinking is critical thinking: Connecting to 

university discourse, goals, and learning outcomes. Proceedings of the 

Association for Information Science and Technology, 53(1). 

https://doi.org/10.1002/pra2.2016.14505301092 

Maharani, S., Nusantara, T., As’ari, A. R., & Qohar, A. (2020). Computational 

Thinking : Media Pembelajaran CSK (CT-Sheet for Kids) dalam Matematika 

PAUD. Jurnal Obsesi : Jurnal Pendidikan Anak Usia Dini, 5(1). 

https://doi.org/10.31004/obsesi.v5i1.769 

Marieska, M. D., Rini, D. P., Oktadini, N. R., Yusliani, N., & Yunita. (2019). 

Sosialisasi dan Pelatihan Computational Thinking untuk Guru TK, SD, dan 

SMP di Sekolah Alam Indonesia (SAI) Palembang. Prosiding Annual 

Research Seminar 2019 : Computer Science and ICT, 5(2), 7–10. 

Muhidin, S. A., & Abdurahman, M. (2017). Analisis Korelasi, Regresi, dan Jalur 

dalam Penelitian (Dilengkapi Aplikasi Program SPSS). In Pustaka Setia 

Bandung. 

Nabilah, A. P., Alindra, A. L., Nurhikmah, I., & Nur, N. (2024). Penggunaan Media 

Scratch Meningkatkan Motivasi Belajar dan Kemampuan Berpikir Kreatif 

Matematis Siswa. Jurnal Pendidikan Tambusai, 8, 1975–1986. 

Naz, A., Lu, M., Zackoski, C. R., & Dingus, C. R. (2017). Applying scratch 

programming to facilitate teaching in K-12 classrooms. ASEE Annual 

Conference and Exposition, Conference Proceedings, 2017-June. 

https://doi.org/10.18260/1-2--27604 

Nurmahudina, S., Distrik, I. W., & Wahyudi, I. (2019). Pengaruh Penggunaan 

Lembar Kerja Peserta Didik (LKPD) Berbasis Exclusive pada Pembelajaran 

Alat Optik Terhadap Kemampuan Berpikir Kreatif. Tarbawi : Jurnal Ilmu 

Pendidikan, 15(2), 129–139. https://doi.org/10.32939/tarbawi.v15i02.347 

OECD. (2018). Pisa 2021 Mathematics Framework(Draft). Journal of Chemical 

Information and Modeling, 53(9). 

OECD. (2019). What 15-year-old students in Indonesia know and can do. PISA 

2018 Results. 

Plomp. (2013). Educational Design Research. Part A: An intoduction. Educational 

Design Research. 

Purwasi, L. A., & Fitriyana, N. (2020). Pengembangan Lembar Kerja Peserta Didik 



 

 

(Lkpd) Berbasis Higher Order Thinking Skill (Hots). AKSIOMA: Jurnal 

Program Studi Pendidikan Matematika, 9(4), 894. 

https://doi.org/10.24127/ajpm.v9i4.3172 

Putra, A. R. A., Lidinillah, D. A. M., & Nuryadin, A. (2023). Pengembangan Bahan 

Ajar Pemrograman Berbantuan Scratch pada Materi Bangun Datar di Sekolah 

Dasar. Pendas : Jurnal Ilmiah Pendidikan Dasar, 08(02), 911–9220. 

Resnick, M., Maloney, J., Monroy-Hernández, A., Rusk, N., Eastmond, E., 

Brennan, K., Millner, A., Rosenbaum, E., Silver, J., Silverman, B., & Kafai, 

Y. (2009). Scratch: Programming for all. Communications of the ACM, 52(11). 

https://doi.org/10.1145/1592761.1592779 

Saputra, R., Falahudin, I., & Testiana, G. (2017). Pengembangan Bahan Ajar 

Matematika Berbasis Komputer Untuk Siswa Kelas Viii Di Smp Negeri 19 

Palembang. Jurnal Pendidikan Matematika RAFA, 2(2). 

Sari, P. W., Fuadiah, N. F., & Jayanti, J. (2019). Analisis Learning Obstacle Materi 

Segitiga Pada Siswa Smp Kelas VII. Indiktika : Jurnal Inovasi Pendidikan 

Matematika, 2(1). https://doi.org/10.31851/indiktika.v2i1.3394 

Setiawan, W., Hakim, L. F. N., & Filiestianto, G. (2021). Pengembangan Bahan 

Ajar Trigonometri Berbasis Animasi Pada Masa Pandemi Covid-19. Jurnal 

Pembelajaran Matematika Inovatif (JPMI), 4(2). 

Suharta, I. G. P. (2018). Penelitian Desain dalam Pendidikan Matematika. 

Undiksha Press. 

Togyer, J., & Wing, J. M. (2011). Research Notebook: Computational Thinking--

What and Why? | Carnegie Mellon School of Computer Science. Feactured in 

Thelink. 

Tohir, M. (2019). Hasil PISA Indonesia Tahun 2018 Turun Dibanding Tahun 2015 

(Indonesia’s PISA Results in 2018 are Lower than 2015). 2018–2019. 

Wing, J. M. (2006). Computational Thinking. COMMUNICATIONS OF THE 

ACM, 49. 

Yasin, M. (2020). Asesmen Penulisan Jurnal untuk Meningkatan Kemampuan 

Berpikir Komputasi ( Journal Writing Assessment to Improve Computational 

Thinking Ability ). ResearchGate, April, 0–21. 

Yudhi, P. (2017). Analisis kebutuhan pengembangan lembar kerja siswa berbasis 

realistics mathematics education (RME) pada materi fpb dan kpk untuk siswa 

kelas IV sekolah dasar. Menara Ilmu, 11(74), 144–149. 

Zulfah, Z. (2018). Tahap Preliminary Research Pengembangan LKPD Berbasis 

PBL untuk Materi Matematika Semester 1 Kelas VIII SMP. Jurnal Cendekia : 

Jurnal Pendidikan Matematika, 2(2). 

https://doi.org/10.31004/cendekia.v2i2.57 

 


