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Abstract. This study investigates early childhood teachers' knowledge and experiences with
STEAM education after participating in STEAM learning training in professional education in
Indonesia. The research participants were 51 teachers who had completed professional
education and worked in raudhatul athfal, or Islamic kindergartens. Participants completed a
test consisting of thirteen knowledge items in the form of closed questions and group interviews
to describe teachers' exgjeriences implementing STEAM education. The findings show that
after attending training, teachers' knowledge of STEAM education increases, and teachers have
experience in selecting the best method, affordable media, and collaborating with material
experts in STEAM learning. Teachers also stated that they required the availability of learning
media and learning collaborators. Despite having received professional education, the majority
of early childhood education teachers in Indonesia require the availability of media and
collaborators in STEAM education, according to the findings of this study. The implications
and recommendations for the future are also discussed.

Keywords: STEAM Education, Teacher Knowledge and Experience, Early Childhood,
Indonesia

1. INTRODUCTION

STEAM is a modern form of education that was developed in the United States in 1990
by integrating previously considered separate and diggfjct educational domains. The term
STEAM was coined in the field of education to refer to the integration of science, technology,
engineering, and mathematics. However, education experts have expgpded to include art,
giving rise to the term STEAM (Robelen, 2011). STEAM stands for Science, Technology,
EngineeringgyArt, and Mathematics. Early childhood is expected to be able to connect their
knowledge in the fields of science, technology, engineering, and mathematics with the arts
through this learning. This approach is ideal for children who absorb information like a sponge
(Montessori, 1949), and the STEAM learning model can boost creativity and problem-solving
skills in early childhood (Yal¢n & Erden,2021).

Thggindonesian government has proposed STEAM as a model for early childhood
education in order to improve the quality of children's education and prepare them for the
educational needs of the twenty-first century. As a result, SEAM learning is one of the
materials studied in teacher professional education. The use of STEAM practices will have a




greater impact on the development of competence in children aged 3-6 years (Monkeviciene et
al.,2019). However, the challenge is that teachers' ability to implement STEAM learning still
needs to be improved so that STEAM education is of high quality (Yang et al.,2021). Several
studies have revealed that prospective or teachers require training to implement STEAM
education in early childhood (Moghal etal., 2020; Sawangmek, 259; Wan et al.,2021). Given
that Indonesia started promoting the use of the STEAM model in early childhood education
institutions in 2018, it is necessary to investigate teacher knowledge agg experience with
STEAM education for teachers who have attended professional education. The purpose of this
study is to ascertain the knowledge and experience of early childhood teachers who have
received professional education in STEAM education.

2. RESEARCH METHOD
STEAM Education in Early Childhood Education

STEAM education is very compatible with the nature of children, who like to ask
questions as a result of their innate curiosity. Curiosity drives children to seek answers by
establishing relationships between objects and/or concepts using novice reasoning. Children
may not always find answers in this situation, but it can serve as a starting point for them to
think critically. When their experience is insufficient, they will begin to develop cognitive
skills, and creative thinking solutions will emerge. Cognitive skills are a scientist's capital in
conducting observations, collecting data, analyzing data, and drawing conclusions through
induction and deduction (Secil Yiicelyiit, 2017, p. 408). The STEAM learning model
encourages children to investigate various possibilities in order to produce appropriately while
solving problems (Ramsey, 2019).

STEAM learning, wigf its problem-based delivery, integration of disciplines, and
problem-solving skills with an integrated approach between science, technology, engineering,
art, and mathematics (Cassie F. Quigley, 2019), is very suitable for early childhood who have
a natural penchant for activities-related to science and art with high creativity (Wright, 2010,
p- 3). The term "child as a scientist”" has emerged as a new feature in the theory of early
childhood cognitive development (Cook et al, 2011), following the term "child as an artist"
proposed previously by proponents of progressive and contemporary education (Boone, 2007).
This term refers to Dewey's multisensory learning theory (Taljaard, 2016), Piaget's play-based
learning theory (Garwood, 1982), Vygotsky and Cole's social interaction theory (MacBlain,
2018), and Gardner's multiple intelligences theory (Gardner, 2000). The combination of
children's abilities as scientists and artists has proven to be a solid foundation for implementing
the STEAM learning model in early childhood.

Teacher's Knowledge and Experience of STEM/STEAM

Despite the fact that STEAM education was introduced in America thirty years ago and
has since been adopted by many countries, teachers still have limited knowledge and
experience in implementing it. Teachers in Lithuania, for example, have implemented STEAM
learning practices in early childhood, but they are unable to guarantee the continuous
development of children's abilities due to their limited understanding of the learning process
(Monkeviciene et al., 2019). When it comes to implementing STEAM ed@tion in early
childhood, pre-employggs and juniors in Turkey acknowledge that there is a lack of time and
resources available, a lack of professional development, a lack of knowledge about STEM




disciplines, lqgy parental participation, and teachers who are reluctant to collaborate. (Uras and
gcm;, 2018) Due to a lack of content knowledge, early childhood education teachers have
difficulty planning lessons that align with STEM education, according to Yldrm (2021). Some
pre-service teachers also struggle with interdisciplinary connections (iftci et al., 2020).

Aside from a lack of knowledge, some early childhood education teachers face a variety
of practical challenges related to the availability of adequate time, media, and resource support.
As a result, they lack confidence in implementing STEM lessons in early childhood (Wan et
al., 2021). An application called M-Steam with Smart Devices has been developed to assist
teachers in Korea in implementing STEAM education (Kim et al., 2018). In Indonesia, the
government has offered to use media materials that teachers can easily obtain from the
environment (loose parts) in the application of STEAM education in early childhood (Siti
Wahyuningsih et al., 2020), as have teachers in various early childhood education institutions
(Haughey & Hill, 2018).

Since 2014, teachers in Indonesia have participated in a variety of trainings related to
the application of STEAM in early childhood. However, many teachers who have attended the
training are still able to incorporate STEAM into lesson planning, which is limited to science
and mathematics, so that not all elements of STEAM appear in learning (Pratiwi & Santosa,
2021). This is due to the focus of early childhood education institutions, which is pre-literacy
and numeracy, and teacher competence in the application of STEAM is still low (Kartini &
Widodo, 2(g29). As a result, teacher competence in STEAM learning must be improved because
it affects the implementation of STEAM learning in Indonesia's early childhood (S.
Wahyuningsih et al., 2020).

3. RESULT AND ANALYSIS

This study employs a hybrid research design that combines qualitative and quantitative
methods. The method is thought to be more capable of providing comprehensive answers to
research questions (Creswell, 2018, p. 39). The study was carried out in o stages. one after
the other. The first stage involved collecting quantitative data in the form of pre-test and post-
test experimental designs. In the second stage, a qualitative case study research model was
used, with ten teachers chosen at random to be interviewed in depth about their experiences
i.mplementing STEAM in early childhood.
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The participants in the study were 51 early childhood teachers who attended professional
education training in 2021 at the Islamic University of North Sumatra Medan. They came from
various provinces on the island of Sumatra and ranged in age from 25 to 40 years. The PAUD
teacher volunteered to take part in the study. The early childhood teacher had never received a
STEAM education before, and she was receiving one for the first time as part of this study.
Because all participants in professional education involved in this study were female, all
participants were female teachers.




Data was gathered through open tests and interviews. Using a literature review and feedback
trom early childhood STEAM education experts, the authors created an open-item knowledge
test. Participants completed the test using a Google form. The following indicators are included
in the tests:

Table 1 Teacher Knowledge about STEAM Education

No Indicator Number of Items

1. Focus on STEAM learning in early childhood 1
2. STEAM Learning Model for early childhood 2
3. The benefits of STEAM learning in early childhood 5
4. Examples of STEAM Learning in early childhood 5

Interviews were conducted with 10 teachers who got the highest score. The focus of the
interview includes:

Table 2 Teacher's Experience of STEAM Education

No Question Items

1. Learning methods used in implementing STEAM leaming in early childhood
2. Learning media used in STEAM learning in early childhood

3. Difficulties of teachers in implementing STEAM learning in early childhood

3.1 Analysis

The open test data were analyzed by comparing the average scores before and ger
participating in STEAM training as one of the professional education materials. The t test was
used to analyze the data. The data from the interviews were coded and processed using content
analysis. The codes are then classified into categories, and the number of data instances in each
category is totaled. Early childhood teachers' experiences are encoded in this manner. The
codes are then categorized in order to find themes.

3.2 Finding

Increasing Teacher Knowledge about STEAM Education After Participating in Teacher
Professional Education.

The teachers attended training for 2 (two) weeks related to the STEAM Learning model
in early childhood. Before they took part in the training, they were asked to answer questions
related to teachers' knowledge of STEAM-based learning in early childhood. The percentage
of teacher knowledge on pre-test and post-test on each indicator is as follows:




Table 3 Teacher Knowledge about STEAM

No. Indicator mean mean Yo
Pre test Posttes  Enhancement
1.  Focus on STEAM leaming in early childhood 0,32 0,52 61
2.  STEAM Learning Model for early childhood 0,95 1,68 56
3.  Benefits of STEAM learning in early childhood 227 4,01 56
4.  Examples of STEAM Leaming in early 15 2,64 56
childhood

The table above shows that after partigfpating in STEAM learning training for early childhood
in the professional education program for in-service teachers, teachers experierfed an average
percentage increase in knowledge of 57.25 percent. the results of statistical tests showed a
significant difference between the pre-test and post-test scores as follows:

Table 4 Analysis Results of Paired Sample t Test on Teacher Knowledge
After Attending STEAM Training

N X Sd. t P
Pretest 51 60,20 12,128 25997 00
Posttest 51 84,82 8.421

Teacher's Experience Implementing STEAM in Early Chi]dhooﬁn Schools
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The following are examples of teachers' experiences implementing STEAM learning in early
childhood education institutions:

a. Identifying the Most Effective Method

The ten teachers with the highest test scores were interviewed. They generally claim that the
best STEAM learning methods are discovered through their use. It is possible that the inquiry
method is appropriate for teacher A but not for teacher B, or that it is appropriate for class A
children but not for class B children. According to one teacher, "I prefer to use the experimental
method in STEAM learning because children can find answers to the problems studied faster."
When I want to teach children about sinking, floating, and floating events, for example.
Children learn more quickly if they try it right away (G. 02).

However, another teacher stated, "I prefer to use the field trip method in teaching STEAM to
children." For example, if I want to teach children about the benefits of fertilizer for plants, I
prefer that they see the plants that are well fertilized and those that are not in the orchard."
(Genealogy 10). They admit,however, that they are still experimenting to find the best method.
A teacher, for example, admitted, "...1 always choose the best method by chance because I
haven't found a comprehensive guide on STEAM education (G.03)."

The best method is understood by teachers not only in terms of the child's ability to absorb the
material from its use, but some teachers also choose the best method based on the teacher's
ability to implement it. "I am unable to use the inquiry method, so I chose the assignment
method to teach children about early mathematics, and I see the children like it and are able to
complete the task." (G. 05.) "Because I can't sing or play musical instruments well, I can't use




hands-on practice when teaching music, so [ use the concert- going method to develop children's
musical abilities." (G.03). "l am also unable to teach STEAM to children using a scientific
approach, but I chose an art show to teach STEAM to early childhood because | can be the
game's mastermind." (G.06). The best method was discovered by the teacher after considering
the children's ability to absorb STEAM learning as well as their ability to apply the method.

b. Using the Environment as a Media

STEAM learning media can also be a fun experience for teachers. STEAM learning policies in
schools are not always accompanied by media that supports their implementation. As a
medium, teachers always choose media that can be easily obtained from the natural
surroundings. Some professors stated the following:

"..used items like boxes, paper, bottles, and other non-organic waste can be used as STEAM
learning media... (G. 09)

" ... around the school, leaves, grass, and trees can be used as STEAM learning media" (G.05).

"_..When the children want to teach the process of plant development, I always ask them to
bring some green beans or corn.. (G.07)

"...Because our school is close to a market, we once took the children there to shop so that they
could recognize different objects and understand the meaning of money as a means of
payment..." (G.08). Teachers, on the other hand, hope that schools will providle STEAM
learning media. One teacher, for example, stated, "...if the media is available, the teacher does
not spend time looking for suitable media for STEAM learning (G. 09)."

c¢. Participate in Learning

The difficulty that teachers always face in STEAM learning is a lack of knowledge about
various aspects of STEAM. "...I don't know much about art, which is why I always ask other
teachers for help if 1 want to integrate art into STEAM learning (G.03)," one teacher said.
Another teacher stated, "...in our school, STEAM learning is carried out with a team of teachers
in order to overcome difficulties in mastering the material (G.10)." Another teacher stated,
"Initially, I was concerned that 1 would be unable to carry out the STEAM model of learning
because the content was very broad and I had never heard of it prior to attending this
professional education, but the principal gave us confidence that if we worked together, we
would be able..." (G .06).

Collaboration occurs not only with teachers in the classroom, but also with experts who are not
teachers. One teacher narrates:...because the school wants to implement STEAM learning, we
are given the opportunity to work with students from universities that collaborate with schools'
mathematics education, science education, engineering education, and arts education study
programs. Collaboration in the form of Field Work Practices, allowing teachers to gain
experience in early mathematics, science, engineering, and art (G. 02).

Bringing in speakers in learning also contributes to collaboration in learning. "...once school
invited a civil engineer on the theme of the house, when the children wanted to be introduced
to how the process of building a house was..." said one teacher (G. 10). Collaboration with
experts, in the teacher's opinion, can be a solution but can also cause problems. "...the children




are always less able to understand the explanations of the experts, because they don't convey it
in a language that the child understands," one teacher observed (G. 01).

3.3 Discuss

This study looks into the knowledge and experience of Indonesian elementary school
teachers when it comes to STEAM education. The findings revealed that teachers who
participated in STEAM learning training in teacher professional education gained knowledge
and experience in STEAM learning. They understand that STEAM education must be
conducted across disciplines and with a scientific approach. They also understand that STEAM
education is beneficial for early childhood development because it encourages children to be
curious, to become accustomed to using the objects around them in daily life, to improve
children's scientific literacy, to teach children to appreciate beauty, to train scientific thinking,
and to practice the courage to ask questions.

Training is essential in preparing teachers to carry out their responsibilities in the classroom,
because it can lead to positive attitudes toward STEAM learning (Dejarnette, 2018). Although
short-term training is not always effective at transferring knowledge and skills, STEAM
training for egly childhood education teachers who meet the criteria has a comprehensive
process for transferring professional knowledge that includes awareness, acquisition,
transformation, association, application, and externalization, which can encourage teachers to
implement STEAM activities in their classrooms (Liyanage et al., 2009). Because teacher
professional education is based on the Liyanage model, teachers who have participated in the
training have demonstrated a significant increase in knowledge.

Teachers admit that they still have limited knowledge about the right method for implementing
STEAMggducation, so they always find the right method by chance. This is because teachers
still do not have a clear picture of how STEAM integration can be realized at the early
childhood education level. Furthermore, early childhood education teachers receive less
training in the five STEAM disciplines than elementary, middle, or high school teachers
(Aldemir & Kermani, 2017). This issue is becoming more prevalent in Indonesia, where the
majority of early childhood education administrators place a greater emphasis on pre-literacy
and numeracy than scientific literacy (Kartini & Widodo, 2020).

Although STEAM learning media is not available in Indonesian schools implementing
STEAM education, teachers are not at a loss for solutions. They make use of the objects around
them as learning aids (Siti Wahyuningsih et al., 2020). Teachers in Indonesia have followed in
the footsteps of teachers in Europe who have used objects found around their children as
STEAM learning media (Haughey & Hill, 2018). The use of secondhand goods as learning
media can also help children develop creative attitudes toward environmental issues (Wan et
al., 2021). Early childhood creativity emerges as a result of STEAM learning, which
encourages them to create something new from objects around them rather than being
associated with books (Wan et al., 2021). Although early childhood teachers in this study hoped
that schools would provide learning media so that teachers would not have to spend time
thinking about learning media and children would not be bored with less varied learning media.

Due to their limited knowledge of the content in the five disciplines, the teachers in this study
recognized the importance of collaboration in STEAM learning. Some schools have
collaborated with universities, and some teachers have formed partnerships with other teachers.




There are even schools that form partnerships with practitioners who are experts in their fields.
Aside from teacher complaints about collaboration with experts who are practitioners who
sometimes convey information that is contrary to children's language skills, the ability to
collaborate is critical in an effort to improve teachers' ability to carry out their duties (Stayton,
2015). Good collaboration, on the other hand, must be founded on trust, flexibility, respectful
interaction, effective communication, joint planning time, and technological integration
(Gonzalez, Michelle; Fryer, 2014).

4. CONCLUSION

Participating in programed training with regard to training requirements that can
transfer professional knowledge can significantly increase the knowledge of childhood
education teachers about STEAM education. Increasing professional knowledge can be a
provision for childhood education teachers to gain experience in conducting STEAM education
by being creative in finding the right method, providing affordable learning media, and
adjusting to collaborating with teachers, prospective teachers, or practitioners. However,
several issues must be addressed further, including the continuous evaluation of teachers'
readiness to deliver STEAM education, teachers' confidence in cqgigborating with practitioners,
and school readiness in providing STEAM learning facilities in early childhood education
institutions.




REFERENCES

Aldemir, J., & Kermani, H. (2017). Integrated STEM curriculum: improving educational
outcomes for Head Start children. Early Child Developnient and Care, 187(11), 1694~
1706. https://doi.org/10.1080/03004430.2016.1185102

Boone, D. J. (2007). A Picasso or a Pre-schooler 7 : Ways of seeing the * child as artist .’
Philosophy of Education Society of Australasia, 1-12.

Cassie F. Quigley, D. H. (2019). An Educator’s Guide to STEAM: Engaging Students Using
Real-World Problems. Theacher College, Columbia University.

Ciftci, A, Topcu, M. S_, & Foulk,J. A. (2020). Pre-service early childhood teachers’ views
on STEM education and their STEM teaching practices. In Research in Science and
Technological Education. https://doi.org/10.1080/02635143.2020.1784125

Creswell, J. W.V.L.P.C. (2018). Designing and Conducting Mixed Methods Research.
SAGE Publications, Inc.

Dejarnette, N. K. (2018). Implementing STEAM in the Early Childhood Classroom.
European Journal of STEM Education, 3(3), 1-9.

Gardner, H. (2000). Gardner on Education: Destination and Navigation. Arts Education
Policy Review, 101(5), 36—40. https://doi.org/10.1080/10632910009600272

Garwood, S. G. (1982). Piaget and play. Topics in Early Childhood Special Education, 2(3),
1-13. https://doi.org/10.1177/027112148200200305

Gonzalez, Michelle; Fryer, C. (2014). A Collaborative Initiative: STEM and Universally
Designed Curriculum for At-Risk Preschoolers. National Teacher Education Journal,
7(3),21-29.

Haughey, S., & Hill, N. (2018). NORTHWEST Adventist Early Childhood Education Loose
Parts : A Start - up Guide. 8(2).

Kartini, D., & Widodo, A. (2020). Exploring Elementary Teachers’, Students’ Beliefs and
Readiness toward STEAM Education. Mimbar Sekolah Dasar, 7(1), 54-65.
https://doi.org/10.17509/mimbar-sd.v7il 22453

Kim, H., Song, M., & Park, S. (2018). A Study on Designing and M-STEAM Class with
Smart Devices for Early childhood in Korea. International Journal of Pure and Applied
Mathematics, 118(24).

Liyanage,C., Elhag, T., Ballal, T., & Li, Q. (2009). Knowledge communication and
translation — a knowledge transfer model. Journal of Knowledge Management, 13(3),
118-131. https://doi.org/10.1108/13673270910962914

MacBlain, S. (2018). Learning Theories for Early Years Practice. Sage PublicationsSage
CA: Thousand Oaks, CA.

Moghal, S_,Kazi, A. S_, & Saeed, M. A_(2020). Transforming the teaching of early years
Science and Mathematics through the integration of STEAM education : What in-service
teachers think ? Transforming the teaching of early years Science and Mathematics
through the integration of STEAM education : Wh. International Journal of Elementary
Education, 19(3, April 2021),2336-2344.




https://doi.org/10.17051/ilkonline.2020.03.735391

Monkeviciene, O., Autukeviciene, B., Kaminskiene, L., & Monkevicius, & J. (2019). Impact
of innovative STEAM education practices on teacher professional development and 3-6-
year-old children’s competence development. Journal of Social Studies Education
Research, 10(3), 364-386.

Montessori, M. (1949). The Absorbent Mind. The Theosophical Publishing House.

Pratiwi, N. P. W., & Santosa, M. H. (2021). STEAM or not STEAM: Delving into Teacher’s
Planning in Early Child Bilingual Education. Cetta: Jurnal llmu Pendidikan,4(3), 619—
634. https://doi.org/10.37329/cetta.v4i3.1449

Ramsey, A. (2019). Between Will and Wildness in STEAM Education. In Why Science and
Art Creativities Matter (hal. 79-99). BRILL.
https://doi.org/10.1163/9789004421585_006

Robelen, E. W.(2011). Building STEAM: Blending the arts with STEM subjects. In
Education Week.

Sawangmek, S. (2019). Trends and Issues on STEM and STEAM Education in Early
Childhood. Training and Practice, 17(3-4),23-32_https://doi.org/10.17165/TP.2019.3

Secil Yiicelyigit, N. A. (2017). STEM Education in Child Development. In Developments in
health sciences. academia.edu.

Stayton, V. D. (2015). Preparation of Early Childhood Special Educators for Inclusive and
Interdisciplinary Settings. Infants & Young Children, 28(2), 113-122.
https://doi.org/10.1097/1'Y C.0000000000000030

Taljaard, J. (2016). A Review of Multi - Sensory Technologies in a Science , Technology ,
Engineering , Arts and Mathematics ( STEAM ) Classroom Defining learning styles
Background on Multi-Sensory Instruction. Journal of Learning Design, 9(2), 46-55.

Ugras, M., & Geng, Z. (2018). Pre-School Teacher Candidates’ Views about STEM
Education. Barfin Universitesi Egitim Fakiiltesi Dergisi, 7(2), 724-744.
https://doi.org/10.14686/buefad 408150

Wahyuningsih, S., Nurjanah, N. E., Rasmani, U. E. E., Hafidah, R, Pudyaningtyas, A. ., &
Syamsuddin, M. . (2020). STEAM Learning in ECE_ A Literature Review.
International Journal of Pedagogy and Teacher Education (IJPTE), 4(1), 33-44.

Wahyuningsih, Siti, Pudyaningtyas, A. R., Nurjanah, N. E., Dewi, N. K., Hafidah, R_,
Syamsuddin, M. M., & Sholeha, V. (2020). the Utilization of Loose Parts Media in
Steam Learning for Early Childhood. Early Childhood Education and Development
Journal, 2(2), 1. https://doi.org/10.20961/ecedj.v2i2.46326

Wan, 7. H., Jiang, Y., & Zhan, Y. (2021). STEM Education in Early Childhood: A Review of
Empirical Studies. Early Education and Development, 32(7), 940-962.
https://doi.org/10.1080/10409289.2020.1814986

Wright, S. (2010). Understanding Creativity in Early Childhood: Meaning-Making and
Children's. Sage PublicationsSage CA: London.

Yalcin, V., & Erden, $. (2021). The Effect of STEM Activities Prepared According to the
Design Thinking Model on Preschool Children’s Creativity and Problem-Solving Skills.




Thinking Skills and Creativity, 41(May). https://doi.org/10.1016/j.tsc.2021.100864

Yang, W.,Wu,R., & Li, J. (2021). Development and validation of the STEM Teaching Self-
efficacy Scale (STSS) for early childhood teachers. Current Psychology.
https://doi.org/10.1007/s12144-021-02074-y

Yildirim, B. (2021). Preschool STEM Activities: Preschool Teachers’ Preparation and Views.
Early Childhood Education Journal, 49(2), 149-162. https://doi.org/10.1007/s10643-
020-01056-2




masganti sit

ORIGINALITY REPORT

7% 6% 4% %

SIMILARITY INDEX INTERNET SOURCES PUBLICATIONS STUDENT PAPERS

PRIMARY SOURCES

www.tandfonline.com '] Y
0

Internet Source

.

link.springer.com 1 o
0

Internet Source

o

inased.or
8 T

Internet Source

e

ure.rug.nl
P g '] %

Internet Source

-~

lojet.org <'] %

Internet Source

o

Www.lectitopublishing.nl < %

Internet Source

BH B

dergipark.gov.tr <1 o
0

Internet Source

Bekir Yildirim. "Preschool STEM Activities:
Preschool Teachers' Preparation and Views",
Early Childhood Education Journal, 2020

Publication

<1%

jurnal.uns.ac.id



Internet Source

ﬂ <1 %
Ayse Ciftci, Mustafa Sami Topgu. "Improving <1 o
early childhood pre-service teachers'’
computational thinking teaching self-efficacy
beliefs in a STEM course", Research in Science
& Technological Education, 2022
Publication
ejurnal.seminar-id.com
In-tlernetSource <1 %
jsser.or
'IlnternetSour%e <1 %
journal.ummat.ac.id
JInternetSource <1 %
Ahlam A. Alghamdi. "Exploring Early <1 o
Childhood Teachers’ Beliefs About STEAM
Education in Saudi Arabia", Early Childhood
Education Journal, 2022
Publication
Lise Heeager, Peter Axel Nielsen. "Chapter 2 <1 o
0

Agile Software Development and the Barriers
to Transfer of Knowledge: An Interpretive
Case Study", Springer Science and Business
Media LLC, 2013

Publication




Retno Sayekti. "The Implementation of E- <1 o
learning System at UIN Sumatera Utara in ’
Response to Technology Challenge in
Education”, Journal of Physics: Conference
Series, 2018

Publication

hrcak.srce.hr <1 o

Internet Source

Exclude quotes Off Exclude matches Off
Exclude bibliography On



