
 

 

75 

 

DAFTAR PUSTAKA 

 

Adiono, A., & Pratiwi, A. H. (2012). Analisis Faktor-Faktor Yang Mempengaruhi 

Pentingnya Audit Sistem Informasi. Conference In Business, Accounting And 

Management (Cbam) 2012, 1(Vol 1, No 1 (2012): Conference In Business, 

Accounting And Management (Cbam) 2012), 35–45. 

Ani, J., Lumanauw, B., & Tampenawas, J. L. A. (2021). Pengaruh Citra Merek, 

Promosi Dan Kualitas Layanan Terhadap Keputusan Pembelian Konsumen 

Pada E-Commerce Tokopedia Di Kota Manado the Influence of Brand Image, 

Promotion and Service Quality on Consumer Purchase Decisions on 

Tokopedia E-Commerce in Manado. 663 Jurnal EMBA, 9(2), 663–674. 

Azis, V. D., Tolle, H., & Dwi Herlambang, A. (2020). Perancangan User 

Experience dan Gamifikasi Pada Aplikasi Pembelajaran Online Jurusan 

Sistem Informasi Menggunakan Octalysis Framework. Jurnal Pengembangan 

Teknologi Informasi Dan Ilmu Komputer, 4(11), 4132–4138. https://j-

ptiik.ub.ac.id/index.php/j-ptiik/article/view/8251 

Basak, E., & Calisir, F. (2015). An empirical study on factors affecting continuance 

intention of using Facebook. Computers in Human Behavior, 48, 181–189. 

https://doi.org/10.1016/j.chb.2015.01.055 

Boulet, G. (2016). Gamification Is Simply Bells and Whistles. ELearn, 2016(11). 

https://doi.org/10.1145/3017608.3013524 

Chrisnathaniel, H., Hartini, S., & Rahayu, S. P. (2021). Analisis Gamification 

Shopee.com Sebagai Media Pemasaran Terhadap EWOM, Positive Emotion, 

& Repurchase Intention (Pada Aplikasi Shopee.com). Jurnal Nusantara 

Aplikasi Manajemen Bisnis, 6(1), 15–32. 

https://doi.org/10.29407/nusamba.v6i1.14630 

Csikszentmihalyi, M. (1990). flow - The Pyschooogy of Opitmal Experience. 314. 

Dewi, M. (2018). Pengaruh Kepercayaan Merek terhadap Loyalitas Konsumen 

pada Produk Kosmetik Pixy (Studi Kasus pada Mahasiswi Universitas 



 

 

76 

 

Samudra). Jurnal Manajemen Dan Keuangan, 6(2), 749–759. 

https://doi.org/10.33059/jmk.v6i2.681 

Dunn, J. C., & Zimmer, C. (2020). Self-determination theory. Routledge Handbook 

of Adapted Physical Education, 55(1), 296–312. 

https://doi.org/10.4324/9780429052675-23 

Eldhia, A. M., & Iriyanty, I. (2022). Analisis Pengaruh Faktor-Faktor Gamification 

dan Enjoyment Dalam Shopee Games terhadap Online Purchase Intention 

pada Aplikasi Shopee The Effect of Gamification Factors and Enjoyment in 

Shopee Games towards Online Purchase Intention on Shopee Application. 

Jurnal Manajemen Dan Usahawan Indonesia, 45(2), 111–127. 

Fatma, N., Irfan, N. F., & Latiep, I. F. (2021). Analisis Keputusan Pembelian 

Produk Menggunakan Persepsi Harga dan Kualitas Produk. SEIKO: Journal 

of Management & Business, 4(2), 533–540. 

Gertheiss, J., & Oehrlein, F. (2011). Testing linearity and relevance of ordinal 

predictors. Electronic Journal of Statistics, 5(January 2011), 1935–1959. 

https://doi.org/10.1214/11-EJS661 

Gudiato, C., Sediyono, E., & Sembiring, I. (2022). Analisis Sistem E - Commerce 

pada Shopee untuk meningkatkan daya saing menggunakan metode S.W.O.T. 

Journal of Information Technology, 2(1), 6–10. 

Hart, J. (2014). Investigating User Experience and User Engagement for Design. 

Manchester Business School, 10174627, 273. 

http://160.75.22.2/docview/1827523452?accountid=11638%0Ainternal-

pdf://0976235008/Hart, J. (2015). Investigating User Experience.pdf 

Hassenzahl, M. (2008). User experience (UX): Towards an experiential perspective 

on product quality. ACM International Conference Proceeding Series, 11–15. 

https://doi.org/10.1145/1512714.1512717 

Heni, J. (2016). Penggunaan Gamifikasi dalam Proses Pembelajaran. Jurnal 

TICOM, 5(1), 1–6. 



 

 

77 

 

Hinderks, A., Schrepp, M., Domínguez Mayo, F. J., Escalona, M. J., & 

Thomaschewski, J. (2019). Developing a UX KPI based on the user experience 

questionnaire. Computer Standards and Interfaces, 65(April 2018), 38–44. 

https://doi.org/10.1016/j.csi.2019.01.007 

Hsu, C. L., & Chen, M. C. (2018a). How does gamification improve user 

experience? An empirical investigation on the antecedences and consequences 

of user experience and its mediating role. Technological Forecasting and 

Social Change, 132(November 2017), 118–129. 

https://doi.org/10.1016/j.techfore.2018.01.023 

Hsu, C. L., & Chen, M. C. (2018b). How gamification marketing activities motivate 

desirable consumer behaviors: Focusing on the role of brand love. Computers 

in Human Behavior, 88(June), 121–133. 

https://doi.org/10.1016/j.chb.2018.06.037 

Huang, M. H. (2003). Designing website attributes to induce experiential 

encounters. Computers in Human Behavior, 19(4), 425–442. 

https://doi.org/10.1016/S0747-5632(02)00080-8 

Hung, A. C. Y. (2017). A critique and defense of gamification. Journal of 

Interactive Online Learning, 15(1), 57–72. 

Jeong, J. W., Kim, N. H., & In, H. P. (2020). Detecting usability problems in mobile 

applications on the basis of dissimilarity in user behavior. In International 

Journal of Human Computer Studies (Vol. 139). Elsevier Ltd. 

https://doi.org/10.1016/j.ijhcs.2019.10.001 

Jusuf, H. (2016). Penggunaan Gamifikasi dalam Proses Pembelajaran. Jurnal 

TICOM, 5(1), 1–6. https://media.neliti.com/media/publications/92772-ID-

penggunaan-gamifikasi-dalam-proses-pembe.pdf 

Kahl, V. (2011). Application of User-Centered Design for a Student Case 

Management System. Institutionen För Informationsteknologi, Department of 

Information Technology, August, 1–47. http://www.teknat.uu.se/student 



 

 

78 

 

Kim, A. J., & Ko, E. (2012). Do social media marketing activities enhance customer 

equity? An empirical study of luxury fashion brand. Journal of Business 

Research, 65(10), 1480–1486. https://doi.org/10.1016/j.jbusres.2011.10.014 

Komara, S., & Daimah. (2019). Analisis Transaksi Jual Beli Pada Marketplace 

Shopee Dalam Perspektif Ekonomi Syariah. Sustainability (Switzerland), 

11(1), 1–14. 

Lau, A. Y. S., & Coiera, E. W. (2009). Can Cognitive Biases during Consumer 

Health Information Searches Be Reduced to Improve Decision Making? 

Journal of the American Medical Informatics Association, 16(1), 54–65. 

https://doi.org/10.1197/jamia.M2557 

Lestari, D. A., Purnamasari, E. D., & Setiawan, B. (2020). Pengaruh Payment 

Gateway terhadap Kinerja Keuangan UMKM. Jurnal Bisnis, Manajemen, Dan 

Ekonomi, 1(1), 1–10. https://doi.org/10.47747/jbme.v1i1.20 

Lopes, J. M., Gomes, S., Lopes, P., Silva, A., Lourenço, D., Esteves, D., Cardoso, 

M., & Redondo, V. (2023). Exploring the Role of Gamification in the Online 

Shopping Experience in Retail Stores: An Exploratory Study. Social Sciences, 

12(4). https://doi.org/10.3390/socsci12040235 

Lubis, A. M., Nurbaiti, & Harahap, M. I. (2022). Pengaruh Literasi Keuangan, 

Fintech Peer to Peer Lending, dan Payment Gateway Terhadap Keuangan 

UMKM Kota Medan. Ekonomi, Koperasi & Kewirausahaan, 13(2), 91–99. 

Mardiana, A., & Faroh, W. N. (2024). Pengaruh Kualitas Produk dan Harga 

terhadap Keputusan Pembelian Pada Produk Lipstik Implora. Ilmiah Swara 

MaNajemen (Swara Mahasiswa Manajemen), 4(1), 38–48. 

https://doi.org/10.32493/jism.v4i1 

Masao, M., & Salehudin, I. (2023). Unveiling the Dynamics of Expectation, Flow, 

Enjoyment, and Satisfaction: Drivers of Continued Subscription Intentions 

Among Netflix Users. The South East Asian Journal of Management, 17(2), 

96–121. https://doi.org/10.21002/seam.v17i2.1410 



 

 

79 

 

Memon, M., Ting, H., Cheah, J.-H., Thurasamy, R., Chuah, F., & Huei Cham, T. 

(2020). Journal of Applied Structural Equation Modeling SAMPLE SIZE FOR 

SURVEY RESEARCH: REVIEW AND RECOMMENDATIONS. Journal of 

Applied Structural Equation Modeling, 4(2), 2590–4221. 

Minh, D. T., Oanh, L. V. L., & Quynh, N. D. (2023). How gamification affects 

online shopping behavior: An approach with youngsters (aged 16–30). Cogent 

Business and Management, 10(3). 

https://doi.org/10.1080/23311975.2023.2256076 

Mohammadpour, A., Arbatani, T. R., Gholipour, T. H., Farzianpour, F., & 

Hosseini, S. (2014). A Survey of the Effect of Social Media Marketing on 

Online Shopping of Customers by Mediating Variables. Journal of Service 

Science and Management, 07(05), 368–376. 

https://doi.org/10.4236/jssm.2014.75034 

Munthe, Y. U., & Lubis, F. A. (2022). Pengaruh dan Efektivitas Media Sosial pada 

Proses Pengumpulan Zakat, Infaq, dan Sedekah: Studi Kasus di Lembaga 

Amil Zakat Al-Washliyah Beramal (LAZ WASHAL)) Sumatera Utara 

Yusnita. Jurnal Ilmu Komputer, Ekonomi Dan Manajemen (JIKEM), 2(1), 

2240–2241. 

Mustafa, A. S., & Karimi, K. (2021). Enhancing Gamified Online Learning User 

Experience (UX): A Systematic Literature Review of Recent Trends. Human-

Computer Interaction and Beyond: Advances Towards Smart and 

Interconnected Environments (Part I), September, 74–99. 

https://doi.org/10.2174/9789814998819121010007 

Mustafa, W. F., Hidayat, S., & Fudholi, D. H. (2024). Prediksi Retensi Pengguna 

Baru Shopee Menggunakan Machine Learning. Jurnal Media Informatika 

Budidarma, 8(1), 612–623. https://doi.org/10.30865/mib.v8i1.7074 

Nasution, E. Y., Hariani, P., Hasibuan, L. S., & Pradita, W. (2020). Perkembangan 

Transaksi Bisnis E-Commerce terhadap Pertumbuhan Ekonomi di Indonesia. 

Jesya, 3(2), 506–519. https://doi.org/10.36778/jesya.v3i2.227 



 

 

80 

 

Nielsen, J. (1994). Chapter 5: Usability Heuristics. Usability Engineering, 1, 115–

165. 

Ningsih, N. (2021). Penerapan konsep gamification pada aplikasi e-commerce 

untuk umkm makanan. JSAI (Journal Scientific and Applied Informatics), 

4(1), 53–63. https://doi.org/10.36085/jsai.v4i1.1329 

Norman, D. A. (2004). Emotional Design: Why We Love (or Hate) Everyday 

Things. In The Journal of American Culture (Vol. 27, Issue 2, pp. 234–234). 

https://doi.org/10.1111/j.1537-4726.2004.133_10.x 

O’Brien, H. L., & Toms, E. G. (2008). What is user engagement? A conceptual 

framework for defining user engagement with technology. Journal of the 

American Society for Information Science and Technology, 59(6), 938–955. 

https://doi.org/10.1002/asi.20801 

Pesare, E., Roselli, T., Corriero, N., & Rossano, V. (2016). Game-based learning 

and Gamification to promote engagement and motivation in medical learning 

contexts. Smart Learning Environments, 3(1). https://doi.org/10.1186/s40561-

016-0028-0 

Prasetya, I. G. B. I., & Purnamawati, I. G. A. (2020). Pengaruh Nilai Harga, 

Motivasi Hedonis, Kebiasaan Dan Daya Tarik Promo Terhadap Minat 

Menggunakan Mobile Payment OVO. Jurnal Akuntansi Profesi, 11(1), 148–

158. 

Preston, C. C., & Colman, A. M. (2000). Optimal number of response categories in 

rating scales: Reliability, validity, discriminating power, and respondent 

preferences. Acta Psychologica, 104(1), 1–15. https://doi.org/10.1016/S0001-

6918(99)00050-5 

Putri, M. F., & Razi A., M. (2022). The Benefits of Gamification on User 

Experience: A Systematic Literature Review. Jurnal Sains Dan Teknologi 

(JSIT), 2(3), 167–173. 

http://www.jurnal.minartis.com/index.php/jsit/article/view/353 



 

 

81 

 

Rahimi, S., & khatooni, M. (2024). Saturation in qualitative research: An 

evolutionary concept analysis. International Journal of Nursing Studies 

Advances, 6(December 2023), 100174. 

https://doi.org/10.1016/j.ijnsa.2024.100174 

Rahmad, A. (2017). Alasan Peneliti Menggunakan Analisis Statistik Wilcoxon ( 

Non Parametrik ). 

Rinjeni, T. P., Lemantara, J., & Wardhanie, A. P. (2020). Implementasi 

Gamification pada Aplikasi Marketplace Penjualan Olahan Biji Kopi Berbasis 

Website<br>DOI: 10.31504/komunika.v9i1.3079. Jurnal Komunika : Jurnal 

Komunikasi, Media Dan Informatika, 9(1), 52. 

https://doi.org/10.31504/komunika.v9i1.3079 

Ryan, R. M., & Deci, E. L. (2020). Self-Determination Theory and the Facilitation 

of Intrinsic Motivation, Social Development, and Well-Being. Routledge 

Handbook of Adapted Physical Education, 55(1), 296–312. 

https://doi.org/10.4324/9780429052675-23 

Saputri, R. S. D. (2019). Pengaruh Kualitas Pelayanan dan Harga Terhadap 

Loyalitas Pelanggan Grab Semarang. CoverAge: Journal of Strategic 

Communication, 10(1), 46–53. https://doi.org/10.35814/coverage.v10i1.1232 

Schrepp, M. (2020). A comparison of UX questionnaires: What is their underlying 

concept of user experience? Proceedings of the Mensch Und Computer 2020 

Workshop on «Quantitative Methoden Zur Messung von User Experience»., 

1–6. 

Schrepp, M., Hinderks, A., & Thomaschewski, J. (2014). Applying the user 

experience questionnaire (UEQ) in different evaluation scenarios. Lecture 

Notes in Computer Science (Including Subseries Lecture Notes in Artificial 

Intelligence and Lecture Notes in Bioinformatics), 8517 LNCS(PART 1), 383–

392. https://doi.org/10.1007/978-3-319-07668-3_37 

Sembodo, F. G., Fitriana, G. F., & Prasetyo, N. A. (2021). Evaluasi Usability 

Website Shopee Menggunakan System Usability Scale (SUS). Journal of 

Applied Informatics and Computing (JAIC), 5(2), 146–150. 



 

 

82 

 

Setyaedhi, H. S., Ardianik, A., & Hanif, M. (2023). Comparison of the Reliability 

Test of Semester Final Exam Scores for Graphic Media Courses Using Various 

Reliability Test Methods. Proceedings of the International Joint Conference 

on Arts and Humanities 2023 (IJCAH 2023), 2023(Advances in Social 

Science, Education and Humanities Research), 1206–1227. 

https://doi.org/10.2991/978-2-38476-152-4_123 

Smiderle, R., Rigo, S. J., Marques, L. B., Peçanha de Miranda Coelho, J. A., & 

Jaques, P. A. (2020). The impact of gamification on students’ learning, 

engagement and behavior based on their personality traits. Smart Learning 

Environments, 7(1). https://doi.org/10.1186/s40561-019-0098-x 

Sufandi, U. U., & Aprijani, D. A. (2022). Usability Testing Aplikasi Web 

Menggunakan Metode PSSUQ. Jurnal Sains Dan Teknologi, 11(2), 249–256. 

Sugiarta, R. D., Arofiati, F., & Rosa, E. M. (2023). Validity and Reliability of 

Research Instruments on the Effect of Motivation on Nurse Performance in 

Moderation with Nurse Credentials. JMMR (Jurnal Medicoeticolegal Dan 

Manajemen Rumah Sakit), 12(1), 46–55. 

https://doi.org/10.18196/jmmr.v12i1.6 

Suhayah, Y. (2016). Pengaruh Penggunaan Media Interaktif Terhadap Hasil Belajar 

Dan Sikap Cinta Tanah Air Peserta Didik. Jurnal Geografi Gea, 13(1), 42–48. 

https://doi.org/10.17509/gea.v13i1.3307 

Taruli, A. E., Chan, A., & Tresna, P. W. (2021). Pengaruh Gamification Versi 

“Shopee Tanam” Terhadap Customer Engagement Aplikasi Mobile Shopee 

Indonesia (Survei Pada Pengguna Fitur Shopee in App Games Di Kota 

Bandung). Jurnal Pemikiran Dan Penelitian Administrasi Bisnis Dan 

Kewirausahaan, 5(3), 283. https://doi.org/10.24198/adbispreneur.v5i3.30265 

Walker, B. F., & Ugoni, A. (2018). The t - test: An Introduction. COMSIG Review, 

4(2), 37–40. 

  

  


