DAFTAR PUSTAKA

Akram, W., & Kumar, R. (2017). A Study on Positive and Negative Effects of
Social Media on Society. International Journal of Computer Sciences and
Engineering, 5(10), 351-354. https://doi.org/10.26438/ijcse/v5i10.351354

Al-Rahmi, W. M., & Zeki, A. M. (2017). A model of using social media for
collaborative learning to enhance learners’ performance on learning. Journal
of King Saud University - Computer and Information Sciences, 29(4), 526—
535. https://doi.org/10.1016/j.jksuci.2016.09.002

Alhajri, S., & Mansour, H. (2018). New Approach of Using Social Media in
Graphic Design at the Higher Education in Sultanate of Oman. September.

Ali, M., & Makki, B. 1. (2017). Determining the academic Use of Social Media
with Technology Acceptance Models. NFC-IEFR Journal of Engineering
and Scientific Research, 5(1). https://doi.org/10.24081/nijesr.2017.1.0013

Allen, M. (2017). The SAGE Encyclopedia of Communication Research Methods.
https://doi.org/https://dx.doi.org/10.4135/9781483381411

Astutik, S., Susantini, E., Madlazim, Nur, M., & Supeno. (2020). The
effectiveness of collaborative creativity learning models (CCL) on secondary
schools scientific creativity skills. International Journal of Instruction, 13(3),
525-238. https://doi.org/10.29333/iji.2020.13336a

BANPT. (2021). Direktori Hasil Akreditasi Program Studi.
https://www.banpt.or.id/direktori/prodi/pencarian_prodi.php

BEKRAF. (2019). OPUS: Creative Economy Outlook 2019 (English Version).

148. https://www.bekraf.go.id/pustaka/page/89-opus-creative-economy-

XXii



outlook-2019-indonesia-version

Brunvand, S. (2016). Facilitating student interaction and collaboration in a
MOOC environment. User-Centered Design Strategies for Massive Open
Online Courses (MOOCs), January 2016, 1-14. https://doi.org/10.4018/978-
1-4666-9743-0.ch001

Cann, O. (n.d.). What is competitiveness? | World Economic Forum. Retrieved
April 12, 2021, from https://www.weforum.org/agenda/2016/09/what-is-
competitiveness/

Chali, J. X., & Fan, K. K. (2018). Constructing creativity: Social media and
creative expression in design education. Eurasia Journal of Mathematics,
Science and Technology Education, 14(1), 33-43.
https://doi.org/10.12973/ejmste/79321

Clapp, E. P. (2017). Participatory Creativity: Introducing Access and Equity to
the Creative Classroom (1st ed.). Routledge.

Creswell, J. W., & Creswell, J. D. (2018). No Title (Fifth). SAGE Publications.

Dumpit, D. Z., & Fernandez, C. J. (2017). Analysis of the use of social media in
Higher Education Institutions (HEIS) using the Technology Acceptance
Model. International Journal of Educational Technology in Higher
Education, 14(1). https://doi.org/10.1186/s41239-017-0045-2

Esam, N. H. M., & Hashim, N. (2016). The impacts of social media use on
academic performance among Uitm Puncak Perdana students. Journal of
Information Systems Research and Innovation, 2(2), 16-23.

http://seminar.utmspace.edu.my/jisri/

XXiil



Fauziyah, A. (2017). Hubungan antara kecanduan internet dengan kemampuan
sosialisasi pada mahasiswa fakultas psikologi Universitas Muhammadiyah
Surakarta.

Fitriani, F. F. (2020). Daftar Negara PDB Terbesar pada 2024: China Nomor 1,
Indonesia Peringkat 5 - Ekonomi Bisnis.com.
https://ekonomi.bisnis.com/read/20200722/9/1269585/daftar-negara-pdb-
terbesar-pada-2024-china-nomor-1-indonesia-peringkat-5

Global Innovation Index. (2019). Global Innovation Index 2019. In Organizacion
Mundial de la Propiedad Intelectual.
https://www.globalinnovationindex.org/gii-2016-report#

Hair, J. F., Hult, G. T. M., Ringle, C. M., & Sarstedt, M. (2016). A Primer on
Partial Least Squares Structural Equation Modeling (PLS-SEM) (2nd ed.).
SAGE Publications.

Hair, J., Hollingsworth, C. L., Randolph, A. B., & Chong, A. Y. L. (2017). An
updated and expanded assessment of PLS-SEM in information systems
research. Industrial Management & Data Systems, 117(3), 442-458.
https://doi.org/http://dx.doi.org/10.1108/IMDS-04-2016-0130

Hwang, Y., Al-Arabiat, M., & Shin, D.-H. (2015). Understanding technology
acceptance in a mandatory environment: A literature review. Information
Development, 32(4), 1266-1283.
https://doi.org/https://doi.org/10.1177/0266666915593621

Indonesia’s Creative Economy Continues to Grow, Greater Graphic Designers

Opportunities - Astragraphia Document Solution. (n.d.). Retrieved April 12,

XXIV



2021, from https://www.documentsolution.com/content/news/indonesias-
creative-economy-continues-to-grow-greater-graphic-designers-opportunities

Kaloudis, A., Aspelund, A., Koch, P., Lauvas, T., Mathisen, M., Strand, @.,
Serheim, R., & Aadland, T. (2019). How Universities Contribute to
Innovation: A Literature Review-based Analysis.

Karazsia, B. T., & Berlin, K. S. (2018). Can a Mediator Moderate? Considering
the Role of Time and Change in the Mediator-Moderator Distinction.
Behavior Therapy, 49(1), 12—20. https://doi.org/10.1016/j.beth.2017.10.001

Kauppila, O. P., Bizzi, L., & Obstfeld, D. (2018). Connecting and creating: tertius
iungens, individual creativity, and strategic decision processes. Strategic
Management Journal, 39(3), 697—719. https://doi.org/10.1002/smj.2728

Kim, J., Agrawala, M., & Bernstein, M. S. (2017). Mosaic: Designing online
creative communities for sharing works-in-progress. Proceedings of the
ACM Conference on Computer Supported Cooperative Work, CSCW, 246—
258. https://doi.org/10.1145/2998181.2998195

Kristiawan, M., Safitri, D., & Rena Lestari. (2017). Manajemen Pendidikan.
Deepublish, February.

Labib, N. M., & Mostafa, R. H. A. (2015). Determinants of Social Networks
Usage in Collaborative Learning: Evidence from Egypt. Procedia Computer
Science, 65(lccmit), 432-441. https://doi.org/10.1016/j.procs.2015.09.113

Malhotra, N. K. (2018). Marketing Research: An Applied Orientation, 7th Edition
(7th ed.). Pearson.

Manca, S., & Ranieri, M. (2016). Facebook and the others. Potentials and

XXV



obstacles of Social Media for teaching in higher education. Computers and
Education, 95, 216-230. https://doi.org/10.1016/j.compedu.2016.01.012

Mubuke, F. (2017). The Predictability of Perceived enjoyment and Its Impact on
the intention to use Mobile learning systems. Asian Journal of Computer
Science and Information Technology, March, 1-5.
https://doi.org/10.15520/ajcsit.v7i1.52

Napitupulu, D., Abdel Kadar, J., & Kartika Jati, R. (2017). Validity testing of
technology acceptance model based on factor analysis approach. Indonesian
Journal of Electrical Engineering and Computer Science, 5(3), 697—704.
https://doi.org/10.11591/ijeecs.v5.i3.pp697-704

Ping, W., Yiyi, W., & Hill, J. (2010). Standardization Strategy of China --
Achievements and Challenges. East-West Center Working

Papers . Economics Series, 107, 1-16.

Prastya, G. Ri. (2019). Pengertian DKV.

Prof William M.K. Trochim. (n.d.). Nonprobability Sampling | Research Methods
Knowledge Base. Retrieved April 12, 2021, from
https://conjointly.com/kb/nonprobability-sampling/

Rasheed, M. I., Malik, J., Pitafi, A. H., Igbal, J., Anser, M. K., & Abbas, M.
(2020). Usage of social media, student engagement, and creativity: The role
of knowledge sharing behavior and cyberbullying. Computers and
Education, 159(February), 1-12.
https://doi.org/10.1016/j.compedu.2020.104002

Rizali, A. E. N. (2020). Intelektualitas Dan Kreativitas Desainer Sebagai Peluang

XXVi



Meningkatkan Industri Kreatif. 1-16.

Sadiku, M. N. O., Tembely, M., Musa, S. M., & Momoh, O. D. (2017). Digital
Culture. International Journal of Advanced Research in Computer Science
and Software Engineering, 7(6), 33-34.
https://doi.org/10.23956/ijarcsse/v7i6/01613

Schwab, K. (2016). The Global Competitiveness Report. In World Economic
Forum (Vol. 21, Issue 3).

Shokery, N. M. bt A. H., Binti Che Nawi, N., Binti Md Nasir, N. A., & Al
Mamun, A. (2016). Factors Contributing to the Acceptance of Social Media
as a Platform among Student Entrepreneurs: A Review. Mediterranean
Journal of Social Sciences, 7(2), 42-51.
https://doi.org/10.5901/mjss.2016.v7n2p42

Skillicorn, N. (2016). What is innovation? 15 experts share their innovation
definition - Idea to Value.
https://www.ideatovalue.com/inno/nickskillicorn/2016/03/innovation-15-
experts-share-innovation-definition/#anal

Sosiologis. (2018). Objek Penelitian: Pengertian dan Contohnya | sosiologis.com.
http://sosiologis.com/objek-penelitian

Souleles, N., Savva, S., & Parmaxi, A. (2019). Perceptions of Design Students on
Creativity and Social Networking Sites. INTED2019 Proceedings, 1(March),
677-685. https://doi.org/10.21125/inted.2019.0245

Sugiyono. (2018). Metode Penelitian Kuantitatif, Kualitatif, dan R&D. Alfabeta.

Techopedia. (2020). What is a Social Networking Site (SNS)? - Definition from

XXVil



Techopedia. https://www.techopedia.com/definition/4956/social-networking-
site-sns

Thai, N. T. T., De Wever, B., & Valcke, M. (2017). The impact of a flipped
classroom design on learning performance in higher education: Looking for
the best “blend” of lectures and guiding questions with feedback. Computers
and Education, 107, 113-126.
https://doi.org/10.1016/j.compedu.2017.01.003

UNCTAD. (2018). Trends in international trade. 44-111.
https://doi.org/10.30875/93c5e6b3-en

Vijayakiruthik, S., & Maheswaranathan, S. (2016). The Impact of Social Media
on Undergraduate’s Academic Performance: With Special Reference to
Eastern University, Sri Lanka. 5th Annual International Research
Conference- 2016, 2014, 323-330.

What Is Collaborative Learning? Examples of Activities. (n.d.). Retrieved April
12, 2021, from https://www.valamis.com/hub/collaborative-learning

Worldometer. (2021). Population by Country (2021) - Worldometer.

https://www.worldometers.info/world-population/population-by-country/

XXVill



	59ca4dd80cf0cb255c70a8e1b903d785c69d08c49604b81ea5a8e4fe46fa2365.pdf
	4051001066af3e702f550041c16167b6cf3460d60145e5e7a9d1b80e5fde260e.pdf
	a50224d75d3286bb2dfad42208fb7ac6d33afdf479035a4617085f20df80fdf1.pdf



