
 

xv 
Campaign Design To…, Marvellous Marsel Setiawan, Universitas Multimedia Nusantara 

  

BIBLIOGRAPHY 

 

Adiatma, T. (2024). Indonesia PC Market Grew 17.9% YoY and 6.1% QoQ in 2Q 

2024. https://www.idc.com/getdoc.jsp?containerId=prAP52599624 

 

Andalas, S. F. T. (2024). 209,3 Juta Orang di Indonesia Menggunakan 

Smartphone pada Tahun 2023. https://data.goodstats.id/statistic/2093-juta-

orang-di-indonesia-menggunakan-smartphone-pada-tahun-2023-cbha0 

 

AS2Electronics. (2024). What is a Gadget? Its Uses and Types. 

https://as2.ae/what-is-a-gadget-its-uses-and-types/ 

 

Aurelia, V. (2024). IDC: Indonesia’s Smartphone Market Starts the Year with a 

Strong 27.4% Growth in 1Q24. 

https://www.idc.com/getdoc.jsp?containerId=prAP52141324 

 

Baechler, O. (2020). Blender 3D By Example: A project-based guide to learning 

the latest Blender 3D, EEVEE rendering engine, and Grease Pencil. Packt 

Publishing. 

 

Birn, J. (2006). Digital Lighting & Rendering. New Riders Pub. 

 

Price, C. (2015). Why We Click: The Simple Psychology Behind Calls to Action. 

https://www.entrepreneur.com/growing-a-business/why-we-click-the-

simple-psychology-behind-calls-to-action/246656?form=MG0AV3 

 

BPS-Statistics Indonesia. (2024). Average of Net Wage/Salary per Month 

(rupiahs) of Employee by Age Group and Main Industry, 2024. 

https://www.bps.go.id/en/statistics-table/1/MjI0OSMx/average-of-net-

wage-salary-per-month--rupiahs--of-employee-by-age-group-and--main-

industry--2024.html 

 

BPS-Statistics Indonesia. (2024). Statistical Yearbook of Indonesia 2024.  

 

BPS-Statistics Indonesia. (2024). Telecommunication Statistics in Indonesia 2023.  

 

Davies, A. & Fennessy, P. (2001). Digital Imaging for Photographers. Focal 

Press. 

 

Demers, O. (2002). Digital Texturing & Painting. New Riders Pub. 

 

Dihni, V. A. (2022). 41% Warga SES A Memiliki Literasi Digital Rendah. 

https://databoks.katadata.co.id/teknologi-

telekomunikasi/statistik/1f5a59ee9868804/41-warga-ses-a-memiliki-

literasi-digital-rendah 

https://www.idc.com/getdoc.jsp?containerId=prAP52599624
https://data.goodstats.id/statistic/2093-juta-orang-di-indonesia-menggunakan-smartphone-pada-tahun-2023-cbha0
https://data.goodstats.id/statistic/2093-juta-orang-di-indonesia-menggunakan-smartphone-pada-tahun-2023-cbha0
https://as2.ae/what-is-a-gadget-its-uses-and-types/
https://www.idc.com/getdoc.jsp?containerId=prAP52141324
https://www.entrepreneur.com/growing-a-business/why-we-click-the-simple-psychology-behind-calls-to-action/246656?form=MG0AV3
https://www.entrepreneur.com/growing-a-business/why-we-click-the-simple-psychology-behind-calls-to-action/246656?form=MG0AV3
https://www.bps.go.id/en/statistics-table/1/MjI0OSMx/average-of-net-wage-salary-per-month--rupiahs--of-employee-by-age-group-and--main-industry--2024.html
https://www.bps.go.id/en/statistics-table/1/MjI0OSMx/average-of-net-wage-salary-per-month--rupiahs--of-employee-by-age-group-and--main-industry--2024.html
https://www.bps.go.id/en/statistics-table/1/MjI0OSMx/average-of-net-wage-salary-per-month--rupiahs--of-employee-by-age-group-and--main-industry--2024.html
https://databoks.katadata.co.id/teknologi-telekomunikasi/statistik/1f5a59ee9868804/41-warga-ses-a-memiliki-literasi-digital-rendah
https://databoks.katadata.co.id/teknologi-telekomunikasi/statistik/1f5a59ee9868804/41-warga-ses-a-memiliki-literasi-digital-rendah
https://databoks.katadata.co.id/teknologi-telekomunikasi/statistik/1f5a59ee9868804/41-warga-ses-a-memiliki-literasi-digital-rendah


 

xvi 
Campaign Design To…, Marvellous Marsel Setiawan, Universitas Multimedia Nusantara 

  

 

Duku, S. (2015). Mengenal Kampanye Komunikasi. Wardah, 14(1), 71-85. 

https://doi.org/10.19109/wardah.v14i1.248 

 

Ekarina. (2020). Survei KIC: 87% Konsumen Lebih Suka Belanja Merek Dalam 

Negeri. https://katadata.co.id/brand/merek/5f97832e74050/survei-kic-87-

konsumen-lebih-suka-belanja-merek-dalam-negeri 

 

Fill, C. & Turnbull, S. (2019). Marketing Communications: Touchpoints, Sharing 

and Disruption. Pearson. 

 

Fine, A. (2022). Color Theory: A Critical Introduction. Bloomsbury Visual Arts. 

 

Fitantina, F. & Anas. (2017). Perbedaan persepsi konsumen pada elektronik 

merek asing dan lokal. Jurnal Ilmu Manajemen, 7(1), 51-61. 

https://doi.org/10.32502/jimn.v7i1.1020 

 

Gahan, A. (2011). 3ds Max Modeling for Games: Insider’s Guide to Game 

Character, Vehicle, and Environment Modeling: Volume I. Routledge. 

 

Halvorson, K. & Rach, M. (2012). Content Strategy for the Web. New Riders. 

 

Hanif, R. (2022). Data Profil Konsumen Indonesia 2022 Terbaru dan Lengkap. 

https://dipstrategy.co.id/blog/data-profil-konsumen-indonesia-2022-

terbaru-dan-lengkap/ 

 

Hoechlin, N. (2018). The Ultimate Copywriting Guide for Beginners to Advanced. 

 

Jin, D. Y. (2013). De-convergence of Global Media Industries. Routledge. 

 

Kemp, S. (2024). DIGITAL 2024: INDONESIA. 

https://datareportal.com/reports/digital-2024-indonesia 

 

Kerlow, I. (2009). The Art of 3D Computer Animation and Effects. Wiley. 

 

Khan, A. A. & Umair, S. (2018). Handbook of Research on Mobile Devices and 

Smart Gadgets in K-12 Education. IGI Global. 

 

Krug, S. (2013). Don’t Make Me Think, Revisited: A Common Sense Approach to 

Web Usability. New Riders. 

 

Landa, R. (2019). Graphic Design Solutions. Cengage Learning. 

 

Panzarella, L. (2022). UI + UX Design: Web design simply explained.  

 

https://doi.org/10.19109/wardah.v14i1.248
https://katadata.co.id/brand/merek/5f97832e74050/survei-kic-87-konsumen-lebih-suka-belanja-merek-dalam-negeri
https://katadata.co.id/brand/merek/5f97832e74050/survei-kic-87-konsumen-lebih-suka-belanja-merek-dalam-negeri
https://doi.org/10.32502/jimn.v7i1.1020
https://dipstrategy.co.id/blog/data-profil-konsumen-indonesia-2022-terbaru-dan-lengkap/
https://dipstrategy.co.id/blog/data-profil-konsumen-indonesia-2022-terbaru-dan-lengkap/
https://datareportal.com/reports/digital-2024-indonesia


 

xvii 
Campaign Design To…, Marvellous Marsel Setiawan, Universitas Multimedia Nusantara 

  

Patrikha, F. D. & Setawan, R. A. (2022). Analisis perilaku konsumen elektronik 

pada online-marketplace. Jurnal Pendidikan Tata Niaga (JPTN), 10(3), 

1732-1738.  

 

Poonam. (2021). Importance of Web Interactivity: Tips and Examples. 

https://www.hongkiat.com/blog/importance-of-web-interactivity-tips-and-

examples/?form=MG0AV3 

 

Ramli, M. (2021). Mengapa Masyarakat Lebih Memilih Produk Luar Negeri 

Dibanding Produk Lokal? https://timesindonesia.co.id/pemerintahan/ 

331799/mengapa-masyarakat-lebih-memilih-produk-luar-negeri-

dibanding-produk-lokal 

 

Russo, M. (2005). Polygonal Modeling: Basic and Advanced Techniques 

(Worldwide Game and Graphics Library). Jones & Bartlett Learning. 

 

Rutter, R. (2017). Web Typography: A handbook for designing beautiful and 

effective responsive typography. Ampersand Type.  

 

SAP. (2024). How To Use Semantic Colors / Industry-Specific Colors. 

https://experience.sap.com/fiori-design-web/how-to-use-semantic-

colors/#using-industryspecific-colors 

 

Siahaan, M. (2024). Consumer electronics in Indonesia – statistics & facts. 

https://www.statista.com/topics/8354/consumer-electronics-in-

indonesia/#topicOverview 

Singgih, V. (2024). Pembatasan impor produk elektronik dinilai korbankan 

konsumen — ‘Seharusnya bangun persaingan sehat saja’. 

https://www.bbc.com/indonesia/articles/c99zrjkyegpo 

 

Snapcart. (2024). Always On Your Gadget. https://snapcart.global/always-on-

your-gadget/ 

 

Start.io. (2023). Smartphone Users in Indonesia. 

https://www.start.io/audience/smartphone-users-in-indonesia 

 

Statcounter GlobalStats. (2024). Mobile Vendor Market Share Indonesia. 

https://gs.statcounter.com/vendor-market-share/mobile/indonesia 

 

Statcounter GlobalStats. (2024). Tablet Vendor Market Share Indonesia. 

https://gs.statcounter.com/vendor-market-share/tablet/indonesia 

 

Sugiyama, K. & Andree, T. (2010). The Dentsu Way: Secrets of Crosswitch 

Marketing from the World’s Most Innovative Advertising Agency. 

McGraw-Hill. 

 

https://www.hongkiat.com/blog/importance-of-web-interactivity-tips-and-examples/?form=MG0AV3
https://www.hongkiat.com/blog/importance-of-web-interactivity-tips-and-examples/?form=MG0AV3
https://timesindonesia.co.id/pemerintahan/331799/mengapa-masyarakat-lebih-memilih-produk-luar-negeri-dibanding-produk-lokal
https://timesindonesia.co.id/pemerintahan/331799/mengapa-masyarakat-lebih-memilih-produk-luar-negeri-dibanding-produk-lokal
https://timesindonesia.co.id/pemerintahan/331799/mengapa-masyarakat-lebih-memilih-produk-luar-negeri-dibanding-produk-lokal
https://experience.sap.com/fiori-design-web/how-to-use-semantic-colors/#using-industryspecific-colors
https://experience.sap.com/fiori-design-web/how-to-use-semantic-colors/#using-industryspecific-colors
https://www.statista.com/topics/8354/consumer-electronics-in-indonesia/#topicOverview
https://www.statista.com/topics/8354/consumer-electronics-in-indonesia/#topicOverview
https://www.bbc.com/indonesia/articles/c99zrjkyegpo
https://snapcart.global/always-on-your-gadget/
https://snapcart.global/always-on-your-gadget/
https://www.start.io/audience/smartphone-users-in-indonesia
https://gs.statcounter.com/vendor-market-share/mobile/indonesia
https://gs.statcounter.com/vendor-market-share/tablet/indonesia


 

xviii 
Campaign Design To…, Marvellous Marsel Setiawan, Universitas Multimedia Nusantara 

  

Vaughan, W. (2012). Digital Modelling. New Riders Pub. 

 

Wathan, A. & Schoger, S. (2018). Refactoring UI.  

 

Yablonski, J. (2024). Laws of UX. O’Reilly Media. 

 

  


