
 

 

 

161 
Perancangan Ulang Aplikasi..., Clarissa Devania Setiawan, Universitas Multimedia Nusantara 

 

 

DAFTAR PUSTAKA 

 

Abdekhoda, M., & Nazari, M. (2021). Effective Factors in Adopting Electronic 

Books (E-books) by Students in Electronic Era. DESIDOC Journal of 

Library & Information Technology, 41(2), 88–93. 

https://doi.org/10.14429/djlit.41.2.16009 

Alves, T., Natálio, J., Henriques-Calado, J., & Gama, S. (2020). Incorporating 

personality in user interface design: A review. Dalam Personality and 

Individual Differences (Vol. 155). Elsevier Ltd. 

https://doi.org/10.1016/j.paid.2019.109709 

Apple Inc. (n.d.). Design - Apple Developer. Apple Developer. 

https://developer.apple.com/design/ 

Arifin, M. (2023). LEMBAGA KETAHANAN NASIONAL REPUBLIK 

INDONESIA PENINGKATAN KEMAMPUAN LITERASI DIGITAL 

MASYARAKAT DALAM MENGGUNAKAN MEDIA SOSIAL GUNA 

MEWUJUDKAN RUANG DIGITAL YANG KONDUSIF DALAM RANGKA 

STABILITAS POLITIK. 

Asosiasi Penyelenggara Jasa Internet Indonesia. (2024). Survei Penetrasi Internet 

Indonesia 2024. 

Badan Pusat Statistik. (2020). Jumlah Penduduk menurut Wilayah, Klasifikasi 

Generasi, dan Jenis Kelamin, INDONESIA, Tahun 2020. 

https://sensus.bps.go.id/topik/tabular/sp2020/2/0/0 

Bastian, O. A., Rahmat, H. K., Basri, A. S. H., Rajab, D. D. A., & Nurjannah, N. 

(2021). Urgensi Literasi Digital dalam Menangkal Radikalisme pada 

Generasi Millenial di Era Revolusi Industri 4.0. Dinamika Sosial Budaya, 

23(1), 126–133. https://doi.org/10.26623/jdsb.v23i1.1698 

Billups, F. D. (2021). Qualitative Data Collection Tools (Vol. 55). SAGE 

Publications, Inc. 

Chang, S.-C. (2022). The Effect of Interface Design and Perceived Risk of 

Customers’ Satisfaction and Loyalty on Online Booking Application. 

Biomedical Journal of Scientific & Technical Research, 46(2). 

https://doi.org/10.26717/bjstr.2022.46.007318 

Cooper, A., Reimann, R., Cronin, D., Noessel, C., Csizmadi, J., & Lemoine, D. 

(2014). About Face: The Essentials of Interaction Design (Fourth Edition). 

John Wiley & Sons, Inc. 



 

 

 

162 
Perancangan Ulang Aplikasi..., Clarissa Devania Setiawan, Universitas Multimedia Nusantara 

 

 

Gera, R., Chadha, P., & Ahuja, V. (2020). Mobile app usage and adoption: a 

literature review. Dalam Tenth Annual Excellence in Research Journal 

Awards (Vol. 15, Nomor 2). IGI Global. 

Google. (n.d.). Material Design 3. https://m3.material.io/ 

Guo, F., Chen, J., Li, M., Lyu, W., & Zhang, J. (2022). Effects of visual 

complexity on user search behavior and satisfaction: an eye-tracking study of 

mobile news apps. Universal Access in the Information Society, 21(4), 795–

808. https://doi.org/10.1007/s10209-021-00815-1 

Hardani, Auliya, N. H., Andriani, H., Fardani, R. A., Ustiawaty, J., Utami, E. F., 

Sukmana, D. J., & Istiqomah, R. R. (2020). Metode Penelitian Kualitatif & 

Kuantitatif. CV Pustaka Ilmu. 

Haryono, C. G. (2020). Ragam Metode Penelitian Kualitatif Komunikasi. CV 

Jejak. 

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

Ismu Asyifa, D. (2020). Exploring Indonesian Gen Z Digital Reading Issues. 

Jeon, J. E. (2021). The Effects of User Experience-Based Design Innovativeness 

on User– Metaverse Platform Channel Relationships in South Korea. Journal 

of Distribution Science, 19(11), 81–90. 

https://doi.org/10.15722/jds.19.11.202111.81 

Kaur, A., & Kaur, K. (2022). Systematic literature review of mobile application 

development and testing effort estimation. Dalam Journal of King Saud 

University - Computer and Information Sciences (Vol. 34, Nomor 2, hlm. 1–

15). King Saud bin Abdulaziz University. 

https://doi.org/10.1016/j.jksuci.2018.11.002 

Kim, N.-H. (2020). User Experience Validation Using the Honeycomb Model in 

the Requirements Development Stage. International Journal of Advanced 

Smart Convergence, 9(3), 227–231. 

https://doi.org/10.7236/IJASC.2020.9.3.227 

Li, Q., & Luximon, Y. (2020). Older adults’ use of mobile device: usability 

challenges while navigating various interfaces. Behaviour and Information 

Technology, 39(8), 837–861. 

https://doi.org/10.1080/0144929X.2019.1622786 

Makdis, N. (2020). Penggunaan E-book pada Era Digital. 19. 

Martua, G. M., Sabariah, M. K., & Junaedi, D. (2022). Improved User Interface 

Design on Mobile Apps “X” Using the Goal Directed Design Method. 



 

 

 

163 
Perancangan Ulang Aplikasi..., Clarissa Devania Setiawan, Universitas Multimedia Nusantara 

 

 

JURNAL MEDIA INFORMATIKA BUDIDARMA, 6(4), 2086. 

https://doi.org/10.30865/mib.v6i4.4611 

Prasetya, D. D., Wibawa, A. P., Hirashima, T., & Hayashi, Y. (2020). Designing 

rich interactive content for blended learning: A case study from Indonesia. 

Electronic Journal of e-Learning, 18(4), 276–287. 

https://doi.org/10.34190/EJEL.20.18.4.001 

Pimenov, S. (n.d.). Metro UI Components Library. https://metroui.org.ua/ 

Pusat Kajian Anggaran, Badan Kahlian, & Sekretariat Jenderal DPR RI. (2022). 

Menaikkan Literasi Digital Indonesia. 02. 

Putri Haryoto, R., Putri Ramadhanti, I., Nadialhaq, I., Rohmi Listyanti, N., & 

Glorino Rumambo Pandin, M. (2022). Digital Literature from The 

Perspective of Generation Z. 

Rosariana, B. (2021). Generasi “Milenial” Dan Generasi “Kolonial.” 

https://www.djkn.kemenkeu.go.id/kpknl-pontianak/baca-

artikel/14262/Generasi-Milenial-Dan-Generasi-Kolonial.html 

Sanjaya, M. (2023). Pengaruh Penggunaan Buku Elektronik Terhadap Hasil 

Belajar. 

Saputra, F. A., Yeza, M. P., Fahrezy, M. F., Fami, A., & Barus, I. R. G. (2024). 

Comparing User Experience Maxim and inDrive Applications Using the 

User Experience Questionnaire. ILKOMNIKA: Journal of Computer Science 

and Applied Informatics, 6(1), 79–90. 

https://doi.org/10.28926/ilkomnika.v6i1.614 

Sauri, Moh. S., Putra, A. H., & Yossy, E. H. (2023). User Experience Evaluation 

on Production Performance Monitoring System Using Honeycomb Method. 

PIKSEL : Penelitian Ilmu Komputer Sistem Embedded and Logic, 11(1), 

135–148. https://doi.org/10.33558/piksel.v11i1.6927 

Septiani, A., & Budi, I. (2022). Klasifikasi Review Pengguna Aplikasi: Studi 

Kasus Aplikasi IPUSNAS Perpustakaan Nasional Republik Indonesia 

(PNRI). 7, 2540–8984. 

Tidwell, J., Brewer, C., & Valencia, A. (2020). Designing Interfaces Patterns for 

Effective Interaction Design (Third Edition). O’Reilly Media, Inc. 

Varnes, A. (2020). Study of Adolescent Choice and Use of E-books versus Print 

Books. 

Veronika Br Ginting, R., Arindani, D., Mega Wati Lubis, C., & Pramai Shella, A. 

(2021). LITERASI DIGITAL SEBAGAI WUJUD PEMBERDAYAAN 



 

 

 

164 
Perancangan Ulang Aplikasi..., Clarissa Devania Setiawan, Universitas Multimedia Nusantara 

 

 

MASYARAKAT DI ERA GLOBALISASI. Dalam JURNAL PASOPATI 

(Vol. 3, Nomor 2). http://ejournal2.undip.ac.id/index.php/pasopati 

Weichbroth, P. (2020). Usability of mobile applications: A systematic literature 

study. IEEE Access, 8, 55563–55577. 

https://doi.org/10.1109/ACCESS.2020.2981892 

Yablonski, J. (2020). Laws of UX: Using Psychology to Design Better Products & 

Services (First edition). O’Reilly Media, Inc. 

Zaman, S. N. (2024). Survey Deloitte: Kekhawatiran Gen Z dalam Hidup. Jurnal 

Mahasiswa Humanis, 4(1). 

  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  


