
 
 

xiii 
Perancangan Kampanye Interaktif…, Karen Phalosa, Universitas Multimedia Nusantara 

  

DAFTAR PUSTAKA 
 

Buku 

Ambrose, G., & Harris, P. (2011). The Fundamentals of Creative Design. 

Switzerland: A&C Black. 

Beaird, J et al. (2020). The Principles of Beautiful Web Design, 4th Edition. 

Dabner et al. (2020). Graphic Design School. New Jersey: John Wiley & Sons 

Inc. 

Male, A. (2017). Illustration. Switzerland: Bloomsbury Publishing. 

McKay, E. N. (2013). UI is Communication. Newnes. Paolini, R., & Santamouris. 

M. (2022). Urban Climate Change and Heat Islands. Elsevier. 

Oles, N. (2023). How to Catch a Phish. Apress. 

Preece, J et al. (2015). Interaction Design. John Wiley & Sons. 

Samara, T. (2020). Design Elements, Third Edition. Rockport Publishers. 

Samara, T. (2023). Making and Breaking the Grid, Third Edition. Sharp, H., 

Preece, J., & Rogers, Y. (2019). Interaction Design. John Wiley & Sons 

Sonowal, G. (2022). Phishing and Communication Channels. Apress. 

Sugiyono. (2013). METODE PENELITIAN KUANTITATIF, KUALITATIF, 

DAN R&D (19thed). Alfabeta. 

Zichermann, G., & Cunningham, C. (2011, August 1). Gamification by Design. 

Canada: O’Reilly Media, Inc. 

 



 
 

xiv 
Perancangan Kampanye Interaktif…, Karen Phalosa, Universitas Multimedia Nusantara 

  

Jurnal 

Dewi et al. (2023). Financial Literacy, Educational Background, and Materialistic 

Among Gen Z in Indonesia. Jurnal Pendidikan Ekonomi Dan Bisnis 

(JPEB), 11(01), 89–103. https://doi.org/10.21009/jpeb.011.1.8 

Fatimah, S. (2018). Kampanye sebagai Komunikasi Politik: Esensi dan Strategi 

dalam Pemilu. Resolusi: Jurnal Sosial Politik, 1(1). 

https://doi.org/10.32699/resolusi.v1i1.154 

Hadi Ramadhan, I., & Kumalasari Nurnawati, E. (2022). ANALISIS ANCAMAN 

PHISHING DALAM LAYANAN E-COMMERCE. PROSIDING 

SNAST, E31-41. https://doi.org/10.34151/prosidingsnast.v8i1.4169 

Khairunnisa, A. PERLINDUNGAN KONSUMEN DALAM TRANSAKSI E-

COMMERCE PLATFORM BUKALAPAK (Bachelor's thesis, Fakultas 

Syariah dan Hukum Universitas Islam Negeri Syarif Hidayatullah Jakarta). 

https://repository.uinjkt.ac.id/dspace/handle/123456789/57598 

Puspitasari, (2023). Analisis kejahatan phising pada sektor e-commerce di 

marketplace shopee. Jurnal Digital Teknologi Informasi, 6(2), 76-81. 

Rahayu, R. (2022). Analisis Faktor-Faktor yang Mempengaruhi Tingkat Literasi 

Keuangan Digital: Studi pada Generasi Z di Indonesia, Reviu Akuntansi 

dan Bisnis Indonesia, 6(1), pp. 74–87. 

https://doi.org/10.18196/rabin.v6i1.14268 

Sharma, S. (2018). Study on Phishing Attacks. International Journal of Computer 

Applications (0975 – 8887) Volume 182 – No. 33, 

10.5120/ijca2018918286 

Simangunsong, E. (2018). GENERATION-Z BUYING BEHAVIOUR IN 

INDONESIA: OPPORTUNITIES FOR RETAIL BUSINESSES. MIX: 



 
 

xv 
Perancangan Kampanye Interaktif…, Karen Phalosa, Universitas Multimedia Nusantara 

  

JURNAL ILMIAH MANAJEMEN, 8(2), 243. 

https://doi.org/10.22441/mix.2018.v8i2.004 

Sjahruddin, J et al. (2024). Gen Z Consumer Trends: Understanding The Next 

Wave Of Buying Behavior. Management Studies and Entrepreneurship 

Journal (MSEJ), 5(1), 480–485. https://doi.org/10.37385/msej.v5i1.4085 

Wood, L. C., & Reiners, T. (2015). Gamification. In M. Khosrow-Pour (Ed.), 

Encyclopedia of Information Science and Technology (3rd ed., pp. 3039-

3047). Hershey, PA: Information Science Reference. 

https://www.researchgate.net/publication/265337179_Gamification 

Website 

B.(n.d.). Serangan Phishing di Indonesia Terus Meningkat, Berikut Data 

Lengkapnya – PT. BPR Bank Jombang Perseroda. 

https://bankjombang.co.id/serangan-phishing-di-indonesia-terus-

meningkat-berikut-data-lengkapnya/ Diakses pada: 6 Februari 2024 

Cawley, C., & Cawley, C. (2023). Study: Gen Z Falls for More Online Scams 

Than Boomers. Tech.co. https://tech.co/news/gen-z-online-scams-boomers 

Diakses pada 6 Februari 2024 

Editorial Staff. (2022). Millennials and Gen Zers are most vulnerable to phishing 

emails. S News S.r.l. https://www.snewsonline.com/en/millennials-and-

gen-zers-are-most-vulnerable-to-phishing-emails/ Diakses pada 7 Februari 

2024 

IDN Institute Research. (2024). Indonesia Gen Z Report. IDN Institute Research. 

https://cdn.idntimes.com/content-documents/indonesia-gen-z-report-

2024.pdf Diakses pada: 14 Maret 2024 

Kredivo. (2020). Perilaku Konsumen E-commerce Indonesia. Kredivo Katadata 

Report. https://kredivocorp.com/wp-



 
 

xvi 
Perancangan Kampanye Interaktif…, Karen Phalosa, Universitas Multimedia Nusantara 

  

content/uploads/2020/08/Kredivo_Katadata_Ecom-Report.pdf Diakses 

pada: 6 Februari 2024 

Kusnandar, V. B. (2022). Tingkat Literasi Keuangan Masyarakat Indonesia Masih 

Rendah. Katadata. 

https://databoks.katadata.co.id/datapublish/2022/09/26/tingkat-literasi-

keuangan-masyarakat-indonesia-masih-rendah Diakses pada 6 Februari 

2024 

Ng, J et al. (2022). As scams get more sophisticated, young and digitally savvy 

individuals are more likely to fall prey. National University of Singapore. 

https://ipur.nus.edu.sg/insights-commentarie/as-scams-get-more-

sophisticated-young-and-digitally-savvy-individuals-are-more-likely-to-

fall-prey/ Diakses pada 2 Juni 2024 

Ohlheiser, A. (2023). Gen Z vs. boomers: young adults are victims of online 

scams more often. Vox. https://www.vox.com/technology/23882304/gen-

z-vs-boomers-scams-hacks Diakses pada 6 Februari 2024 

Rahman, P. F. (2022). Ada 34.622 Kasus Phising di Indonesia Selama 5 Tahun 

Terakhir. Detikjatim. https://www.detik.com/jatim/berita/d-6483650/ada-

34-622-kasus-phising-di-indonesia-selama-5-tahun-terakhir Diakses pada: 

6 Februari 2024 

Semantic Studios. (2004). User Experience Design, 

http://semanticstudios.com/user_experience_design/ Diakese pada: 8 

Februari 2024Samara, T. (2020, September 7). Design Elements, Third 

Edition. Rockport Publishers.  

 

 

 


