DAFTAR PUSTAKA

Abdulhafizh, L. G., & Djatiprambudi, D. (2020). Perancangan Company Profile
Jurusan Desain Universitas Negeri Surabaya. Jurnal Barik, 1(1), 114.

Adinugroho, M., Sari, R., & Rasyid, R. A. (2023). Pelatihan copywriting sebagai
sarana komunikasi sebuah brand dan strategi meningkatkan penjualan di
sosial media instagram. /ndonesia Berdaya, 4(3), 895-902.
https://doi.org/10.47679/1b.2023493

Afriansyah, B., Niarti, U., & Hermelinda, T. (2021). ANALISIS
IMPLEMENTASI PENYUSUNAN LAPORAN KEUANGAN PADA
UMKM BERDASARKAN STANDAR AKUNTANSI KEUANGAN
ENTITAS MIKRO,KECIL DAN MENENGAH (SAK EMKM). Jurnal
Saintifik (Multi Science Journal), 19(1), 25-30.
https://doi.org/https://doi.org/10.58222/is.v1911.99

Andersson, A. (2021). How to Design a User-friendly Mobile User Interface with
the Power of Visual Usability. 1-58.
https://www.theseus.fi/bitstream/handle/10024/356451/Andersson_Annika.p
df?sequence=2&isAllowed=y

Arifudin, D., Heryanti, L., & Pramesti, D. (2021). Pelatihan Desain Mockup dan
Logo Sebagai Branding Produk Untuk Meningkatkan Nilai Jual Bagi
UMKM. Jurnal Masyarakat Mandiri, 5(5), 2640-2651.
https://doi.org/https://doi.org/10.31764/jmm.v515.5847

Azahra, R., Rifai, M., & Arindawati, W. A. (2021). Representasi Seksisme Dalam
Serial Drama Netflix the Queen’S Gambit Dari Pandangan Roland Barthes.
Jurnal Spektrum Komunikasi, 9(1), 24. https://www.0js3.stikosa-
aws.ac.id/index.php/spektrum/article/view/157/65

BPS. (2022). Statistik Pendidikan Indonesia 2022. Badan Pusat Statistik,
February, 153.
https://www.bps.go.id/id/publication/2022/11/25/a80bdf8c85bc28a4e656666
1/statistik-pendidikan-2022.html

BPS. (2023). Statistik Telekomunikasi Indonesia 2023. Badan Pusat Statistik, 12,
10.

BPS. (2024). Ekonomi DKI Jakarta Tumbuh Sebesar 4,93 persen. Badan Pusat
Statistik. https://jakarta.bps.go.id/id/news/2024/11/05/1008/ekonomi-dki-
jakarta-tumbuh-sebesar-4-93-persen.html

Braam, H. van. (2025). Blue Color: Psychology, Meaning and Symbolism. Color
Psychology. https://www.colorpsychology.org/blue/

Cherry, K. (2024). What the Color Pink Means, According to Color
Psychologists. VeryWellMind. https://www.verywellmind.com/the-color-

Xvii
Perancangan Kampanye Interaktif..., Fusi Candana, Universitas Multimedia Nusantara



psychology-of-pink-2795819

Dam, R. F., & Siang, T. Y. (2025). Empathy Map — Why and How to Use It.
IxDF. https://www.interaction-design.org/literature/article/empathy-map-
why-and-how-to-use-it

Ehmke, R. (2023). Tips for Communicating With Your Teen. Child Mind Institute.
https://childmind.org/article/tips-communicating-with-teen/

Ekadipta, E., Hidayat, F., Komarudin, D., Artaji, P., Isngunaenah, 1., &
Sukamdiyah, M. (2021). Pengaruh Antara Pendidikan, Pekerjaan, dan
Pengetahuan mengenai COVID-19 Terhadap Kepatuhan Penerapan PSBB
dengan Menggunakan Metode Path Analysis di Wilayah JaBoDeTaBek. An-
Nadaa: Jurnal Kesehatan Masyarakat, 8(1), 26.
https://doi.org/10.31602/ann.v811.4390

Frost, B. (2016). Atomic Design. http://atomicdesign.bradfrost.com

Gloria, P. (2022). Labeling Terhadap Laki-Laki Sebagai Pelaku Pelecehan
Seksual (Studi di Kecamatan Kramat Jati Jakarta Timur).
https://repository.unsri.ac.id/79430/

Gunawan, Y. F., & Darmayanti, T. E. (2022). Pengaruh Warna terhadap Psikologi
User di ZEN Family Spa & Reflexology Bandung. REKAJIVA Jurnal Desain
Interior, 1(1), 14-28.
https://ejurnal.itenas.ac.id/index.php/REKAJIV A/article/view/6221

Gusanti, A. D., Larasati, B. S., Putra Cahayaning Tyas, N. K., Sianipar, G. H., &
Waulan, R. R. (2022). the Effectiveness of the ‘Ingat Pesan Ibu’ Campaign in
Changing Late Adolescent Behavior in the Tourism Areas of Bali, Bandung,
and Yogyakarta. International Journal of Research -GRANTHAALAYAH,
10(3), 1-16. https://doi.org/10.29121/granthaalayah.v10.13.2022.4503

Hakiki, A., & Mashuri, M. F. (2021). Seksisme sebagai moderator hubungan
sense of community dan kinerja mahasiswa organisatoris. Cognicia, 9(2),
53—63. https://doi.org/10.22219/cognicia.v9i2.15766

Hidayah, A. M., Wulandari, D., Putri, F. A., Khotijah, S., Sulistiawati, S., &
Ariyanti, W. (2022). Perkembangan pada Anak menurut Santrock. 3(2), 88—
101. https://doi.org/10.30872/ec}.v312.4856

Huang, T. (2024). FEAD: Figma-Enhanced App Design Framework for
Improving UI/UX in Educational App Development. 7.
https://doi.org/https://doi.org/10.48550/arXiv.2412.06793

Indrawan, D., & Jalilah, S. R. (2021). Metode Kombinasi/Campuran Bentuk
Integrasi Dalam Penelitian. Jurnal Studi Guru Dan Pembelajaran, 4(3), 735—
739. https://doi.org/10.30605/jsgp.4.3.2021.1452

Igbal, M. F., & Harianto, S. (2022). Prasangka, Ketidaksetaraan, dan Diskriminasi
Gender dalam Kehidupan Mahasiswa Kota Surabaya: Tinjauan Pemikiran

xviil
Perancangan Kampanye Interaktif..., Fusi Candana, Universitas Multimedia Nusantara



Konflik Karl Marx. Jurnal Ilmiah Illmu Sosial, 8(2), 188.
https://doi.org/10.23887/ji1s.v812.52926

IXDF. (2011). Don Norman'’s Three Levels of Design. Interaction Design
Foundation. https://www.interaction-design.org/literature/article/donald-
norman-s-three-levels-of-design

IxDF. (2016a). Customer Journey Map Template. IxDF.

IxDF. (2016b). What are Customer Journey Maps? Interaction Design
Foundation. https://www.interaction-design.org/literature/topics/customer-
journey-map

IxDF. (2016c). What are Personas? Interaction Design Foundation.
https://www.interaction-design.org/literature/topics/personas

IxDF. (2016d). What are Wireframes? Interaction Design Foundation.
https://www.interaction-design.org/literature/topics/wireframe

IxDF. (2016¢). What is Color Theory? Interaction Design Foundation.
https://www.interaction-design.org/literature/topics/color-theory

IxDF. (2016f). What is Design Thinking (DT)? Interactive Design Foundation.
https://www.interaction-design.org/literature/topics/design-thinking

IxDF. (2016g). What is Information Architecture (IA)? Interaction Design
Foundation. https://www.interaction-design.org/literature/topics/information-
architecture

IxDF. (2016h). What is User Experience (UX) Design? Interaction Design
Foundation. https://www.interaction-design.org/literature/topics/ux-design

IxDF. (20161). What is User Interface (Ul) Design? Interaction Design
Foundation. https://www.interaction-design.org/literature/topics/ui-design

IxDF. (2018a). What are High-Fidelity Prototypes? Interaction Design
Foundation. https://www.interaction-design.org/literature/topics/high-
fidelity-prototypes

IxDF. (2018b). What are Low-Fidelity Prototypes? Interaction Design
Foundation. https://www.interaction-design.org/literature/topics/low-fidelity-
prototypes

IxDF. (2019). What are Flowcharts in UX/UI Design? Interaction Design
Foundation. https://www.interaction-design.org/literature/topics/flowcharts

IxDF. (2024). The 7 Factors that Influence User Experience. Interaction Design
Foundation. https://www.interaction-design.org/literature/article/the-7-
factors-that-influence-user-experience

IxDF. (2025). Empathy Map. 1-5. https://leadstartup.ru/db/empathy-map
Krause, R. (2023). Using Imagery in Visual Design. Nielsen Norman Group.

X1X
Perancangan Kampanye Interaktif..., Fusi Candana, Universitas Multimedia Nusantara



https://www.nngroup.com/articles/imagery-in-visual-design/

Landa, R. (2010). Advertising by Design 2nd Edition (2nd ed.). John Wiley &
Sons, Inc.

Landa, R. (2017). Graphic Design Solutions 6th Edition (6th ed.). Cengage.

Material 3. (n.d.). Color Roles. Material Design Google.
https://m3.material.io/styles/color/roles

McLeod, S. (2024). Albert Bandura’s Social Learning Theory. Simply
Psychology. https://www.simplypsychology.org/bandura.html

Menora, T., Primasari, C. H., Wibisono, Y. P., Sidhi, T. A. P., Setyohadi, D. B., &
Cininta, M. (2023). Implementasi Pengujian Alpha dan Beta Testing Pada
Aplikasi Gamelan Virtual Reality. KONSTELASI: Konvergensi Teknologi
Dan Sistem Informasi, 3(1), 48—60.
https://doi.org/10.24002/konstelasi.v3i1.6625

Novianti, H., Valentina, A., & Iskandar, D. (2019). Perancangan Kampanye
Sosial Kesetaraan Gender Melalui Perspektif Feminisme dalam Keluarga.
Jurnal llmiah Desain Komunikasi Visual, 2(1), 1-2.
http://repository.untar.ac.id/id/eprint/19692

Oe, H. (2025). The Evolving Landscape of Digital Narrative Research : A
Thematic Classification. 15(5), 126—141.
https://doi.org/10.6007/1IJARBSS/v15-15/25350

Patut, S. (2024). Arti Pendidikan pada Tiga Aspek: Pola Pikir, Karir dan Masa
Depan. SMAK St. Thomas Aquinas Ruteng.
https://www.smakaquinasruteng.sch.id/berita/detail/986294/arti-pendidikan-
pada-tiga-aspek-pola-pikir-karir-dan-masa-depan/

Priliantini, A., Krisyanti, K., & Situmeang, I. V. (2020). Pengaruh Kampanye
#PantangPlastik terhadap Sikap Ramah Lingkungan (Survei pada Pengikut
Instagram (@GreenpeacelD). Jurnal Komunika : Jurnal Komunikasi, Media
Dan Informatika, 9(1), 40. https://doi.org/10.31504/komunika.v9i11.2387

Rahayu, R. R., & Herdiana, 1. (2024). Peran Ambivalent Sexism Pada Sikap
Terhadap Pelecehan Seksual : Studi Pada Mahasiswa di Jawa Timur. Jurnal
Ilmiah Psikologi, 12(4), 547.
http://dx.doi.org/10.30872/psikoborneo.v12i4%0Ap-ISSN

Reftantia, G., Jendrius, & Maihasni. (2023). Strategi Sumberdaya Gerakan Aliansi
Laki-Laki Baru dalam Mewujudkan Kesetaraan dan Keadilan Gender di

Indonesia. Sosioglobal : Jurnal Pemikiran Dan Penelitian Sosiologi, 8(1),
16. https://doi.org/10.24198/jsg.v811.39656

Rifqi, M., Fatgehipon, A. H., & Istiqgomah, N. (2024). PERILAKU IMITASI
PESERTA DIDIK TERHADAP KEKERASAN MELALUI TAYANGAN
TINJU SELEBRITI BERDASARKAN PEMBELAJARAN SOSIAL (

XX
Perancangan Kampanye Interaktif..., Fusi Candana, Universitas Multimedia Nusantara



STUDI KASUS : PESERTA DIDIK SMP NEGERI 222 JAKARTA ). Jurnal
Intelek Dan Cendikiawan Nusantara, 1(2), 12.
https://jicnusantara.com/index.php/jicn

Rofidah, L. (2021). Urgensi Psikologi Massa dalam Perencanaan Dakwah di
Youtube. Al-Hikmah Media Dakwah, Komunikasi, Sosial Dan Kebudayaan,
12(2), 105-113. https://doi.org/10.32505/hikmah.v12i2.3008

Roger, Y., Sharp, H., & Preece, J. (2023). Interaction Design Beyond Human-
Computer Interaction 6th Edition (6th ed.). John Wiley & Sons, Inc.

Saputri, V. J. (2024). Peran UN Women melalui Program Kampanye
#HEFORSHE Sebagai Upaya Keterlibatan Laki-laki dalam Melakukan
Kesetaraan terhadap Perempuan di Indonesia Tahun 2019-2022. Az-Zahra:
Journal of Gender and Family Studies, 4(2), 132.
https://doi.org/10.15575/azzahra.v4i2.28092

Sari, P. R. A., Tjahjono, T., & Rengganis, R. (2022). REPRESENTASI
SEKSIME DALAM KOLOM KOMENTAR NETIZEN PADA BUDAYA
POPULER KONTEN TIKTOK HASTAG #WANITAKUAT (KAJIAN
WACANA KRITIS SARA MILLS). Jurnal Education and Development,
10(3), 603—-608.

Sinombor, S. H. (2024). Menteri PPPA: Stop Kekerasan pada Perempuan di
Mana Pun. Kompas.Id. https://www.kompas.id/artikel/menteri-pppa-jangan-
sekali-sekali-lakukan-kekerasan-terhadap-perempuan-di-manapun

Slovska, 1. (2022). What is sexism? Analytical and Comparative Law, 2, 96—100.
https://doi.org/10.24144/2788-6018.2022.02.17

Soemirat, S., & Suryana, A. (2014). Falsafah dan Konsep-konsep Dasar
Komunikasi Persuasif. Komunikasi Persuasif, 1-41.
http://repository.ut.ac.id/id/eprint/4495

Sugiyama, K., & Andree, T. (2010). The Dentsu Way.

Turow, J. (2016). Media today: Mass communication in a converging world Fifth
Edition. In Routledge. https://doi.org/10.4324/9781315681726

Velarde, O. (2024). A Quick Look at Types of Grids for Creating Professional
Designs. VISME. https://visme.co/blog/layout-design/

Waty, M. (2024). KAMPANYE POLITIK KOMISI NASIONAL ANTI
KEKERASAN TERHADAP PEREMPUAN DALAM PENGESAHAN
RANCANGAN UNDANG-UNDANG TINDAK PIDANA KEKERASAN
SEKSUAL. Perspektif Komunikasi: Jurnal llmu Komunikasi Politik Dan
Komunikasi Bisnis, 8(1), 123—-134.
https://doi.org/https://doi.org/10.24853/pk.8.1.123-134

Yasmine, B. (2021). PERANCANGAN MEDIA KAMPANYE KESETARAAN
GENDER BAGI WANITA DI LINGKUNGAN KERJA. Kaos GL Dergisi.

XX1
Perancangan Kampanye Interaktif..., Fusi Candana, Universitas Multimedia Nusantara



YJP. (n.d.). Yayasan Jurnal Perempuan. https://www.jurnalperempuan.org/

YJP. (2022). Pengetahuan Feminis Indonesia: Refleksi, Aksi, dan Praxis. In
Yayasan Jurnal Perempuan (Vol. 27, Issue 2).

Zulfa, E., Nuroso, H., & Reffiane, F. (2020). Keefektifan Model Pembelajaran
Terpadu Tipe Sequenced Berbantu Media Puzzle Terhadap Hasil Belajar

Siswa. Jurnal Penelitian Dan Pengembangan Pendidikan, 4(1), 18.
https://doi.org/10.23887/jppp.v411.24938

xxii
Perancangan Kampanye Interaktif..., Fusi Candana, Universitas Multimedia Nusantara



