DAFTAR PUSTAKA

Aditya, I. (2021). Implementasi User Experience Pada Perancangan User Interface
Mobile E-learning Dengan Pendekatan Design Thinking (Studi Kasus:

Amikom Center).

Annur, C. M. (2019). Gaet Konsumen, E-Commerce Rilis Fitur Hiburan Hingga
Bursa Produk Asli. Diambil dari https://katadata.co.id/berita/2019/04/10/gaet-

konsumen-e-commerce-rilisfitur-hiburan-hingga-produk-asli.

Ansel Adams. (1976). Photographs of the Southwest. Bulfinch: New York Graphic
Society Book.

Bank, C., & Cao, J. (2015). Web UI Design Best Practices. Diambil dari

https://www.uxpin.com/studio/ebooks/web-ui-design-best-practices/.

Benyon, D. (2019). Designing User Experience: A guide to HCI, UX and

interaction design (4th Edition). Pearson.

Beaird, J. (2010). The Principles of Beautiful Web Design. SitePoint Pty. Ltd.

Bencsik, A., & Machova, R. (2016). Knowledge Sharing Problems from the
Viewpoint of Intergenerational Management. In ICML 2016 - 4th International

Conference On.

Bevan, N. (2014). What is the difference between the purpose of usability and user
experience evaluation methods. In Proceedings of the Workshop UXEM (Vol.
9).

Bogdan, R. C., & Taylor, S. (2012). Pengantar Metode Penelitian Kuantitatif Suatu

Pendekatan Fenomenologis terhadap Ilmu-Ilmu Sosial. Surabaya: Usaha

Nasional.

153



Bryan-Smith, C. (2024). 59 Types of Photography You Need to Know (with
Examples).

Buchenau, M., & Suri, J. F. (2000). Experience Prototyping. Uganda Christian

University: Procurement and logistics management (BPLM).

Dam, R. F. (2020). 5 Stages in the Design Thinking Process. Diambil dari
https://www.interaction-design.org/literature/article/5-stages-in-the-design-

thinking-process.

Danuri, M. (2019). Perkembangan dan Transformasi Teknologi Digital. Semarang:
AMIK Jakarta Teknologi Cipta Semarang.

Databoks. (2021). Survei KIC: Mayoritas Masyarakat Indonesia Mengakses
Informasi di Media Sosial. Diambil dari
https://databoks.katadata.co.id/datapublish/2022/01/20/survei-kic-mayoritas-

masyarakat-indonesia-mengakses-informasi-di-media-sosial.

Datareportal. (2022). Digital ~ 2021: Indonesia. Diambil  dari
https://datareportal.com/reports/digital-2021-indonesia.

Dimock, M. (2019). The  generations defined. Diambil dari

https://www.pewresearch.org/short-reads/2019/01/17/where-millennials-end-

and-generation-z-begins/.

Freeman, E. (1984). Strategic Management: A Stakeholder Approach.

Freeman, M. (2007). The Photographer's Eye. Focal Press.

Garrett, J. J. (2011). The Elements of User Experience. California: New Rider.

Ghozali, I. (2018). Aplikasi Analisis Multivariate dengan Program IBM SPSS 25.

Badan Penerbit Universitas Diponegoro: Semarang.

154



Ginting, E., & Ayni. (2013). Aplikasi Penjualan Berbasis Web (E-Commerce)
Menggunakan Joomla Pada Mutiara Fashion. Bandung: Universitas

Widyatama.

Herdiansyah, H. (2010). Metodologi Penelitian Kualitatif untuk Ilmu-Ilmu Sosial.

Jakarta: Salemba Humanika.

Inggried Kurniawan. Design Audit. Diambil dari
https://sis.binus.ac.id/2020/11/09/design-audit/.

Joo, H. (2017). A Study on Understanding of Ul and UX, and Understanding of
Design According to User Interface Change. International Journal of Applied

Engineering Research, 12(20).

Kalbach, J. (2007). Designing Web Navigation: Optimizing the User Experience.

Kementerian Komunikasi dan Informatika Republik Indonesia. (2022). Laporan

Survey Literasi Digital Indonesia.

Laugwitz, B., Held, T., & Schrepp, M. (2008). Construction and Evaluation of a
User Experience Questionnaire. HCI Usability Educ. Work, 5298, 63-76.

Laurike, M. (2018). Focus Group Discussion, Edisi Revisi. Jakarta: Penerbit

Universitas Atma Jaya.
Lorraine Grace, D., & Thelma. (2020). User Experience Design for Disaster
Management Mobile Application using Design Thinking Approach. Software

and e-Business (ICSEB 2020), December 18-20, 2020, Osaka, Japan.

Lofland, Dr. Lexy J Moleong. (2010). Metode Penelitian Kualitatif. Bandung:
Rosdakarya.

McCrindle, M. (2021). Defining generations: Where Millennials end and

Generation V4 begins. Diambil dari

155



https://mccrindle.com.au/article/topic/demographics/the-generations-

defined/.

Miller, B. (2022). What is Design Thinking? (And What Are The 5 Stages
Associated With it?). Diambil dari https://medium.com/@bhmiller0712/what-
is-designthinking-and-what-are-the-5-stages-associated-with-it-

d628152¢f220.

Miles, M. B., & Huberman, A. M. (2012). Analisis Data Kualitatif, Buku Sumber

Tentang Metode-metode Baru. Jakarta: Universitas Indonesia Press.

Murad, D. F., Kusniawati, N., & Asyanto, A. (2013). Aplikasi Intelligence Website
Untuk Penunjang Laporan PAUD Pada Himpaudi Kota Tangerang. Jurnal
CCIT. Tangerang: Perguruan Tinggi Raharja.

Nielsen, J. (2000). Why You Only Need to Test with 5 Users. Diambil dari

https://www.nngroup.com/articles/why-you-only-need-to-test-with-5-users/.

Newman, M. (2022). Digital News Project January 2022: Journalism, Media, and
Technology  Trends, and  Predictions  2022.  Diambil  dari
https://reutersinstitute.politics.ox.ac.uk/sites/default/files/2022-
01/Newman%?20-
%20Trends%20and%20Predictions%202022%20FINAL.pdf.

Niagahosterblog. (2016). Hierarki Visual dalam Desain Website. Diambil dari

https://www.niagahoster.co.id/blog/hierarki-visual-desain-website/.
Peterson, B. (2004). Understanding Exposure. New York: Amphoto Books.
Topaloglu, F., & Er, O. (2017). Discussing a New Direction for Design

Management through a New Design Management Audit Framework. Design

Journal, 20(sup1). Roma: Sapienza University of Rome.

156



