
 

 

155 

 

DAFTAR PUSTAKA 

A Juliandi. (2018). Structural equation model based partial least square (SEMPLS): 

Menggunakan SmartPLS. Jurnal Pelatihan SEM-PLS Program Pascasarjana 

Universitas Batam. https://doi.org/10.5281/zenodo.1243777  

Adnan, H. (2014). An analysis of the factors affecting online purchasing behavior 

of Pakistani consumers. International Journal of Marketing Studies, 6(5), 

133.  

Ananda, S. H. (2015). Penelitian Bisnis dan Manajemen Menggunakan Partial 

Least Squares (PLS) dengan smartPLS 3.0. Modul Ajar, Jurusan 

Manajemen, Fakultas Ekonomi Dan Bisnis Universitas Brawijaya. 

Arshad, A., Zafar, M., Fatima, I., & Khan, S. K. (2015). The impact of perceived 

risk on online buying behavior. International Journal of new technology and 

research, 1(8), 13-18.  

Avania, I. K., & Widodo, A. (2022). Effect of e-service quality on e-customer 

loyalty through e-customers satisfaction on e-commerce shopee 

application. Budapest International Research and Critics Institute-Journal 

(BIRCI-Journal) Vol, 5(1), 5339-5346. 

Azarinecosmetic.com : Azarine’s Make-up Café Luncurkan Manu Perdana : Tinted 

Lippie Cake Edition. Diakses  pada 22 Mei 2024. 

https://azarinecosmetic.com/a/azarines-make-up-cafe-luncurkan-menu-

perdana-tinted-lippie-cake-edition  

Bangkit, J. L., Tumbuan, W. J., & Tielung, M. V. (2022). Analysis of perceived risk 

and perceived benefit influencing online shopping behavior in 

Manado. Jurnal EMBA: Jurnal Riset Ekonomi, Manajemen, Bisnis dan 

Akuntansi, 10(1), 570-578. 

https://ejournal.unsrat.ac.id/index.php/emba/article/view/38238  

Basari, A. S. A., & Dewanti, R. L. The Effect of Augmented Reality and Perceived 

Risk on Online Shopping Behavior with Perceived Enjoyment as Mediating 

Variable.  IJFMR Volume 6, Issue 2, March-April 2024. 

https://www.ijfmr.com/research-paper.php?id=14955  

Baskara, I. M. A., & Sukaatmadja, I. P. G. (2016). Pengaruh online trust dan 

Perceived Enjoyment terhadap online shopping satisfaction dan repurchase 

intention Lazada Indonesia (Doctoral dissertation, Udayana University). 

Beck, M., & Crié, D. (2018). I virtually try it… I want it! Virtual Fitting Room: A 

tool to increase on-line and off-line exploratory behavior, patronage and 

purchase intentions. Journal of Retailing and Consumer Services, 40, 279-

https://doi.org/10.5281/zenodo.1243777
https://azarinecosmetic.com/a/azarines-makeup-cafe-luncurkan-menu-perdana-tinted-lippie-cake-edition
https://azarinecosmetic.com/a/azarines-makeup-cafe-luncurkan-menu-perdana-tinted-lippie-cake-edition
https://ejournal.unsrat.ac.id/index.php/emba/article/view/38238
https://www.ijfmr.com/research-paper.php?id=14955


156 

 

 

 

286.  https://www.sciencedirect.com/science/article/abs/pii/S0969698916303526  

Bonetti, F., Pantano, E., Warnaby, G., & Quinn, L. (2019). Augmenting reality: 

fusing consumers' experiences and interactions with immersive 

technologies in physical retail settings. International Journal of Technology 

Marketing, 13(3-4), 260-284. 

https://www.inderscienceonline.com/doi/abs/10.1504/IJTMKT.2019.10459

2  

Bongso, L. A., & Kristiawan, A. (2022). Kenyamanan online dalam menciptakan 

kepuasan pelanggan online pada pengguna Tokopedia. JMBI UNSRAT 

(Jurnal Ilmiah Manajemen Bisnis dan Inovasi Universitas Sam 

Ratulangi)., 9(1). 

https://ejournal.unsrat.ac.id/index.php/jmbi/article/view/38621  

Buchari Alma. (2018). Manajemen Pemasaran dan Pemasaran Jasa, Bandung: 

Alfabeta  

Burhanuddin.  (2018). Pengaruh  Kepercayaan  dan  Kenyamanan  Berbelanja  

Online  Terhadap Kepuasan Konsumen dan Niat Pembelian Ulang Zalora 

Indonesia (Studi Pada Mahasiswa Universitas Muhammadiyah Yogyakarta) 

. 1–24. 

Chu, S. C., Yim, M. Y. C., & Mundel, J. (2024). Artificial intelligence, virtual and 

augmented reality, social media, online reviews, and influencers: a review 

of how service businesses use promotional devices and future research 

directions. International Journal of Advertising, 1-31. 

https://www.tandfonline.com/doi/abs/10.1080/02650487.2024.2325835  

Dacko, S. G. (2017). Enabling smart retail settings via mobile augmented reality 

shopping apps. Technological forecasting and social change, 124, 243-256. 

https://www.sciencedirect.com/science/article/abs/pii/S004016251630424

3  

Darmawan, D., & Putra, A. R. (2022). Pengalaman pengguna, keamanan transaksi, 

kemudahan penggunaan, kenyamanan, dan pengaruhnya terhadap perilaku 

pembelian online secara impulsif. Relasi: Jurnal Ekonomi, 18(1), 26-45.  

Databoks.katadata.co.id : Shopee Kuasai Pasar E-commerce Produk Kecantikan di 

Indonesia, Diakses pada 24 Mei 2024. 

https://databoks.katadata.co.id/datapublish/2024/03/18/shopee-kuasai-

pasar-e-commerce-produk-kecantikan-di-indonesia  

Fadli, D., Ibrahim, R., & Hatu, D. R. R. (2023). Gaya Hidup Mahasiswi Konsumtif 

Dalam Penggunaan Produk Kecantikan Pada Mahasiswi Universitas Negeri 

Gorontalo. SOSIOLOGI: Jurnal Penelitian dan Pengabdian Kepada 

Masyarakat, 1(1), 41-49. 

https://www.sciencedirect.com/science/article/abs/pii/S0969698916303526
https://www.inderscienceonline.com/doi/abs/10.1504/IJTMKT.2019.104592
https://www.inderscienceonline.com/doi/abs/10.1504/IJTMKT.2019.104592
https://ejournal.unsrat.ac.id/index.php/jmbi/article/view/38621
https://www.tandfonline.com/doi/abs/10.1080/02650487.2024.2325835
https://www.sciencedirect.com/science/article/abs/pii/S0040162516304243
https://www.sciencedirect.com/science/article/abs/pii/S0040162516304243
https://databoks.katadata.co.id/datapublish/2024/03/18/shopee-kuasai-pasar-e-commerce-produk-kecantikan-di-indonesia
https://databoks.katadata.co.id/datapublish/2024/03/18/shopee-kuasai-pasar-e-commerce-produk-kecantikan-di-indonesia


157 

 

 

 

Fauziah, G. U., Nurochani, N., & Nopianti, N. (2022). Pengaruh Fasilitas (Fitur) E-

commerce Shopee Terhadap Perilaku Konsumtif Mahasiswa. AT-

TAWASSUTH: Jurnal Ekonomi Islam, 7(2), 254-267. 

Flavián, C., Ibáñez-Sánchez, S., & Orús, C. (2019). The impact of virtual, 

augmented and mixed reality technologies on the customer 

experience. Journal of business research, 100, 547-560.  

https://www.sciencedirect.com/science/article/pii/S0148296318305319  

Ghozali, I. (2014). Structural equation modeling, alternative method with partial 

least square (PLS). Semarang: Diponegoro University Publishing Agency. 

Ghozali, I., & Latan, H. (2020). Partial Least Squares, Konsep, Teknik, dan Aplikasi 

Menggunakan Program SmartPLS 3.2.9 Untuk Peneliti. 

Universitas Diponegoro. 

Gogatz, A. D., & Azavedo, M. (2023). Brainstorming: The Need for 

Professionalization of Facilitators and Participants. Journal Of Business 

And Management Studies, 5(2), 72-82. 

Hair, J. F. et. al. 2017. A Primer on Partial Least Squares Structural Equation 

Modeling (PLS-SEM). SAGE Publications, Los Angeles 

Hair, J. F., Risher, J. J., Sarstedt, M., & Ringle, C. M. (2019). When to use and how 

to report the results of PLS-SEM. European business review, 31(1), 2-24. 

Halodoc.com (2020) : Usia yang Tepat Menggunakan Produk Kecantikan. Diakses 

pada  05  Juli 2024. https://www.halodoc.com/artikel/usia-yang-tepat-

menggunakan-produk-kecantikan-anti-aging  

Han, L., Ma, Y., Addo, P. C., Liao, M., & Fang, J. (2023). The role of platform 

quality on consumer purchase intention in the context of cross-border e-

commerce: The evidence from Africa. Behavioral Sciences, 13(5), 385.  

Harahap, D. A. dan Amanah, D. 2018. “Perilaku Belanja Online Di Indonesia: Studi 

Kasus”, Jurnal Riset Manajemen Sains Indonesia (JRMSI), 9(2):193-213. 

http://journal.unj.ac.id/unj/index.php/jr msi/article/view/6005/5876  

Hilken, T., De Ruyter, K., Chylinski, M., Mahr, D., & Keeling, D. I. (2017). 

Augmenting the eye of the beholder: exploring the strategic potential of 

augmented reality to enhance online service experiences. Journal of the 

Academy of Marketing Science, 45, 884-905. 

https://link.springer.com/article/10.1007/s11747-017-0541-x  

Huang, T. L., & Liao, S. L. (2017). Creating e-shopping multisensory flow 

experience through augmented-reality interactive technology. Internet 

Research, 27(2), 449-475. 

https://www.sciencedirect.com/science/article/pii/S0148296318305319
https://www.halodoc.com/artikel/usia-yang-tepat-menggunakan-produk-kecantikan-anti-aging
https://www.halodoc.com/artikel/usia-yang-tepat-menggunakan-produk-kecantikan-anti-aging
http://journal.unj.ac.id/unj/index.php/jr%20msi/article/view/6005/5876
https://link.springer.com/article/10.1007/s11747-017-0541-x


158 

 

 

 

https://www.emerald.com/insight/content/doi/10.1108/IntR-11-2015-

0321/full/html  

Huang, Z., & Tian, Z. (2018). Analysis and design for mobile applications: A user 

experience approach. In Design, User Experience, and Usability: Theory 

and Practice: 7th International Conference, DUXU 2018, Held as Part of 

HCI International 2018, Las Vegas, NV, USA, July 15-20, 2018, 

Proceedings, Part I 7 (pp. 91-100). Springer International Publishing.  

Indrajaya, S. (2016). Analisa pengaruh kemudahan belanja, kualitas produk belanja 

di toko online. Jurnal Ilmu Ekonomi Dan Sosial, 5(2), 134-141. 

https://www.neliti.com/publications/237526/analisa-pengaruh-kemudahan-

belanja-kualitas-produk-belanja-di-toko-online  

Islamiyah, R. S., Lukitaningsih, A., & Maharani, B. D. (2022). PENGARUH 

PERSEPSI KEMUDAHAN PENGGUNAAN, PERSEPSI KEGUNAAN, 

PERSEPSI RISIKO TERHADAP NIAT BELI KONSUMEN PADA 

PRODUK FASHION (Studi Kasus Pada Pelanggan E-commerce Shopee Di 

Kota Yogyakarta). Stability: Journal of Management and Business, 5(1), 47-

62. 

Javornik, A. (2016). Augmented reality: Research agenda for studying the impact 

of its media characteristics on consumer behaviour. Journal of Retailing and 

Consumer Services, 30, 252-261. 

https://www.sciencedirect.com/science/article/abs/pii/S096969891530135

1  

Jing, A., May, K., Lee, G., & Billinghurst, M. (2021). Eye see what you see: 

Exploring how bi-directional augmented reality gaze visualisation 

influences co-located symmetric collaboration. Frontiers in Virtual 

Reality, 2, 697367.  https://www.frontiersin.org/journals/virtual-

reality/articles/10.3389/frvir.2021.697367/full  

Jongsik Yu, Seongseop (Sam) Kim, Tadesse Bekele Hailu, Junghyun Park & 

Heesup Han (2023): The effects of virtual reality (VR) and augmented 

reality (AR) on senior tourists’ experiential quality, perceived advantages, 

Perceived Enjoyment, and reuse intention, Current Issues in Tourism, DOI: 

10.1080/13683500.2023.2165483  

Joshi, A., Kale, S., Chandel, S., & Pal, D. K. (2015). Likert scale: Explored and 

explained. British journal of applied science & technology, 7(4), 396-403.  

Jumansyah, R. I. Z. K. Y., & Luckyardi, S. E. N. N. Y. (2023). Designing virtual 

reality game for learning Al-Quran. Journal of Engineering, Science and 

Technology, 18(1), 227-234. 

https://www.emerald.com/insight/content/doi/10.1108/IntR-11-2015-0321/full/html
https://www.emerald.com/insight/content/doi/10.1108/IntR-11-2015-0321/full/html
https://www.neliti.com/publications/237526/analisa-pengaruh-kemudahan-belanja-kualitas-produk-belanja-di-toko-online
https://www.neliti.com/publications/237526/analisa-pengaruh-kemudahan-belanja-kualitas-produk-belanja-di-toko-online
https://www.sciencedirect.com/science/article/abs/pii/S0969698915301351
https://www.sciencedirect.com/science/article/abs/pii/S0969698915301351
https://www.frontiersin.org/journals/virtual-reality/articles/10.3389/frvir.2021.697367/full
https://www.frontiersin.org/journals/virtual-reality/articles/10.3389/frvir.2021.697367/full


159 

 

 

 

Juniwati, J. (2015). Pengaruh perceived ease of use, enjoyment dan trust terhadap 

repurchase intention dengan customer satisfaction sebagai intervening pada 

belanja online (studi pada mahasiswa universitas tanjungpura 

pontianak). Jurnal Ekonomi Bisnis Dan Kewirausahaan, 4(1), 140-156. 

https://jurnal.untan.ac.id/index.php/JJ/article/view/11465  

Kamalul Ariffin, S., Mohan, T., & Goh, Y. N. (2018). Influence of consumers’ 

perceived risk on consumers’ online purchase intention. Journal of research 

in Interactive Marketing, 12(3), 309-327. 

https://www.emerald.com/insight/content/doi/10.1108/JRIM-11-2017-

0100/full/html  

Kim, J., Kim, J., & Lennon, S. J. (2017). "Effects of Perceived Enjoyment and 

Perceived Risk on Online Purchase Intention in the Context of Purchasing 

Fashion Goods Online." Journal of Fashion Marketing and Management: 

An International Journal, 21(3), 301-315. 

Kumar, S., & Permatasari, D. (2022, February). Factor influencing online shopping 

behavior through e-commerce: an extension of TPB with Perceived 

Enjoyment and trust. In Proceeding of the International Conference on 

Family Business and Entrepreneurship (Vol. 2, No. 1). http://e-

journal.president.ac.id/presunivojs/index.php/ICFBE/article/view/3566  

Laimeheriwa, I. B., & Kembau, A. S. (2024). Pengaruh Kepercayaan Akan Simulasi 

Virtual Try On terhadap Niat Beli di E-commerce. Syntax Literate; Jurnal 

Ilmiah Indonesia, 9(1), 241-257. 

Leonnard, L., Paramita, A. S., & Maulidiani, J. J. (2019). The effect of Augmented 

Reality shopping applications on purchase intention. Esensi: Jurnal Bisnis 

dan Manajemen, 9(2), 131-142. 

https://journal.uinjkt.ac.id/index.php/esensi/article/view/9724/0  

Lisnawati, I., Marwa, T., Shihab, M. S., Yuliani, Y., Yunita, D., & Daud, I. (2023). 

Could the Implementation of Augmented Reality Influence Consumers’ 

Purchase Intention in E-commerce?. Jurnal Manajemen dan 

Kewirausahaan, 11(1), 12-19. 

Lovendra, S. (2021). Pengaruh penggunaan Augmented Reality Marketing terhadap 

Buying Decision produk kecantikan Maybelline official shop di Shopee 

dengan Consumer Engagement sebagai Intervening Variable. Jurnal 

Strategi Pemasaran, 8(1), 13. 

Luo, H., Liang, Y., Wu, Z., Liu, Z., Shu, B., & Luo, Y. (2019, July). Research on 

the impact of cross-border E-commerce platform quality on customer cross-

buying intention. In 2019 16th International Conference on Service Systems 

and Service Management (ICSSSM) (pp. 1-6). IEEE.  

https://jurnal.untan.ac.id/index.php/JJ/article/view/11465
https://www.emerald.com/insight/content/doi/10.1108/JRIM-11-2017-0100/full/html
https://www.emerald.com/insight/content/doi/10.1108/JRIM-11-2017-0100/full/html
http://e-journal.president.ac.id/presunivojs/index.php/ICFBE/article/view/3566
http://e-journal.president.ac.id/presunivojs/index.php/ICFBE/article/view/3566
https://journal.uinjkt.ac.id/index.php/esensi/article/view/9724/0


160 

 

 

 

Mustaqim, I. (2016). Pemanfaatan Augmented Reality sebagai media 

pembelajaran. Jurnal pendidikan teknologi dan kejuruan, 13(2), 174-183. 

https://ejournal.undiksha.ac.id/index.php/JPTK/article/view/8525  

Mustaqim, I. (2017). Pengembangan media pembelajaran berbasis Augmented 

Reality. Jurnal Edukasi Elektro, 1(1). 

https://journal.uny.ac.id/index.php/jee/article/view/13267  

Narimawati, U. (2010). Research methodology and research design. 

Niazi, H. A., & Oktaviani, R. F. (2023). Pengaruh Kemudahan Penggunaan, 

Kegunaan, Persepsi Risiko, Dan Kenyamanan Terhadap Sikap Konsumen 

Dalam Belanja Online. Jurnal Bintang Manajemen, 1(4), 191-203. 

https://ejurnal.stie-trianandra.ac.id/index.php/jubima/article/view/2264  

Njoto, T. K. (2016). Pengaruh desain kemasan, cita rasa, dan variasi produk 

terhadap keputusan pembelian konsumen bumi anugerah. Jurnal Performa: 

Jurnal Manajemen dan Start-Up Bisnis, 1(4), 455-463. 

Octaviani, E. S., & Gunawan, H. (2018). Perceived risk on consumer online 

shopping behaviour. Journal of Applied Accounting and Taxation, 3(2), 

203-209. https://doi.org/10.30871/jaat.v3i2.876  

Oktarini, M. A. S., & Wardana, I. M. (2018). Pengaruh Perceived Ease Of Use Dan 

Perceived Enjoyment Terhadap Customer Satisfaction Dan Repurchase 

Intention. INOBIS: Jurnal Inovasi Bisnis Dan Manajemen Indonesia, 1(2), 

227-237. https://doi.org/10.31842/jurnal-inobis.v1i2.32  

Pantano, E., & Servidio, R. (2017). Modeling innovative points of sales through 

virtual and immersive technologies. Journal of Retailing and Consumer 

Services, 19(3), 279-286.  

Pappas, I. O., Mikalef, P., Giannakos, M. N., Krogstie, J., & Lekakos, G. (2018). 

Big data and business analytics ecosystems: paving the way towards digital 

transformation and sustainable societies. Information systems and e-

business management, 16(3), 479-491. 

https://link.springer.com/article/10.1007/s10257-018-0377-z%23ref-CR26  

Paulus, P. B., & Kenworthy, J. B. (2019). Effective brainstorming. In P. B. Paulus 

& B. A. Nijstad (Eds.), The Oxford handbook of group creativity and 

innovation (pp. 287–305). Oxford University 

Press. https://doi.org/10.1093/oxfordhb/9780190648077.013.17  

Poushneh, A., & Vasquez-Parraga, A. Z. (2017). Discernible impact of augmented 

reality on retail customer's experience, satisfaction and willingness to 

buy. Journal of Retailing and Consumer Services, 34, 229-234. 

https://ejournal.undiksha.ac.id/index.php/JPTK/article/view/8525
https://journal.uny.ac.id/index.php/jee/article/view/13267
https://ejurnal.stie-trianandra.ac.id/index.php/jubima/article/view/2264
https://doi.org/10.30871/jaat.v3i2.876
https://doi.org/10.31842/jurnal-inobis.v1i2.32
https://link.springer.com/article/10.1007/s10257-018-0377-z%23ref-CR26
https://psycnet.apa.org/doi/10.1093/oxfordhb/9780190648077.013.17


161 

 

 

 

https://www.sciencedirect.com/science/article/abs/pii/S096969891630447

7  

Priansa, D. J., & Suryawardani, B. (2020). Effects of E-marketing and social media 

marketing on E-commerce shopping decisions. Jurnal Manajemen 

Indonesia, 20(1).  

Prof. Dr. Siswoyo Haryono, M. M. (2016). Metode SEM Untuk Penelitian 

Manajemen dengan AMOS LISREL PLS. Jakarta : PT Intermedia 

Personalia Utama. 

Putri, N. A. R., & Iriani, S. S. (2019). Faktor-faktor yang memengaruhi keputusan 

pembelian melalui e-commerce Shopee. Jurnal Komunika: Jurnal 

Komunikasi, Media Dan Informatika, 8(2), 69-77. 

Rauschnabel, P. A., Babin, B. J., tom Dieck, M. C., Krey, N., & Jung, T. (2022). 

What is augmented reality marketing? Its definition, complexity, and 

future. Journal of business research, 142, 1140-1150. 

Rengganis, K., Kusdibyo, L., & Senalasari, W. (2020, September). Persepsi 

Penggunaan Fitur Augmented Reality pada Platform Online Shopping 

Berbasis Technology Acceptance Model. In Prosiding Industrial Research 

Workshop and National Seminar (Vol. 11, No. 1, pp. 1016-1021). 

https://jurnal.polban.ac.id/proceeding/article/view/2157  

Risher, J., & Hair Jr, J. F. (2017). The robustness of PLS across 

disciplines. Academy of Business Journal, 1, 47-55. 

Riskyady, Y. F., & Sulistyowati, R. (2021). Pengaruh media sosial dan harga 

terhadap keputusan pembelian tiket pertandingan sepak bola persebaya pada 

loket. com. Jurnal Pendidikan Tata Niaga (JPTN), 9(2), 1181-1187. 

Rosiyana, R. N., Agustin, M., Iskandar, I. K., & Luckyardi, S. (2021). a New Digital 

Marketing Area for E-commerce Business. International Journal of 

Research and Applied Technology (Injuratech), 1(2), 370-381. 

Rusdiaman, R., Hashary, A. R., & Putri, A. E. (2023). Kualitas Pengetahuan tentang 

Penggunaan Kosmetik dikalangan Masyarakat Melalui Virtual 

Referensi. Borneo Journal of Pharmascientech, 7(1), 29-33. 

Rusnendar, E., Meilanty, T., & Iswardani, D. L. (2023). The Role of Perceived Ease 

of Use and Perceived Enjoyment in Affecting User Satisfaction on Grabfood 

Users in Bandung City. International Journal of Global Operations 

Research, 4(2), 79-87. 

https://iorajournal.org/index.php/ijgor/article/view/216  

https://www.sciencedirect.com/science/article/abs/pii/S0969698916304477
https://www.sciencedirect.com/science/article/abs/pii/S0969698916304477
https://jurnal.polban.ac.id/proceeding/article/view/2157
https://iorajournal.org/index.php/ijgor/article/view/216


162 

 

 

 

Santy, R. D., & Utomo, G. H. (2021). E-Transactions in digital era. International 

Journal of Research and Applied Technology (INJURATECH), 1(2), 249-

256. https://ojs.unikom.ac.id/index.php/injuratech/article/view/5909  

Sari, D. M. F. P., & Mitafitrotin, M. (2020). Perceived price, product design dan 

online customer review terhadap purchase intention pada produk wardah di 

marketplace shopee mall. Jurnal Ilmiah Manajemen Dan Bisnis, 5(1), 81-

89.  

Sari, Y. P., & Mayasari, M. (2022). Pengaruh Perceived of Risk, Enjoyment, Social 

Influence, Trust, Quality of Website, dan Online Advertisment Terhadap 

Perilaku Belanja Online Mahasiswa. Journal of Applied Accounting and 

Taxation, 7(1), 35-42.  

Sarstedt, M., Ringle, C. M., & Hair, J. F. (2021). Partial least squares structural 

equation modeling. In Handbook of market research (pp. 587-632). Cham: 

Springer International Publishing.  

https://link.springer.com/referenceworkentry/10.1007/978-3-319-57413-

4_15  

Saunders, M., Lewis, P., & Thornhill, A. (2019). Research Methods for Business 

Students Eight edition. In Pearson education Harlow. 

Scholz, J., & Duffy, K. (2018). We ARe at home: How augmented reality reshapes 

mobile marketing and consumer-brand relationships. Journal of Retailing 

and Consumer Services, 44, 11-23. 

https://www.sciencedirect.com/science/article/abs/pii/S096969891830156

5  

Setiawan, A. H. (2021). Studi Terhadap Media Augmented Reality (AR) dalam 

Meningkatkan Hasil Belajar Peserta Didik Pada KD Memahami Jenis-Jenis 

Alat Berat. Jurnal Kajian Pendidikan Teknik Bangunan, 7(1). 

Statista : Number of user of e-commerce in Indonesia from 2020 to 2029. Diakses 

pada 19 Mei 2024 

Sugiono, S. (2016). Metode penelitian kuantitatif, kualitatif, dan r & d. Bandung: 

Alfabeta, 288. 

Sugiyono (2019). Metode Penelitian Kuantitatif, Kualitatif, dan R&D. Bandung : 

Alphabet. https://www.statista.com/forecasts/251635/e-commerce-users-in-

indonesia  

Suryani, S., & Koranti, K. (2022). Kualitas pelayanan, kepercayaan dan keamanan 

serta pengaruhnya terhadap kepuasan pelanggan melalui sikap pengguna e-

commerce. Jurnal Ilmiah Ekonomi Bisnis, 27(2), 183-198. 

https://ojs.unikom.ac.id/index.php/injuratech/article/view/5909
https://link.springer.com/referenceworkentry/10.1007/978-3-319-57413-4_15
https://link.springer.com/referenceworkentry/10.1007/978-3-319-57413-4_15
https://www.sciencedirect.com/science/article/abs/pii/S0969698918301565
https://www.sciencedirect.com/science/article/abs/pii/S0969698918301565
https://www.statista.com/forecasts/251635/e-commerce-users-in-indonesia
https://www.statista.com/forecasts/251635/e-commerce-users-in-indonesia


163 

 

 

 

Syaputra, E. A., Mujahidin, S., & Sartika, W. (2023). Konfigurasi Teknologi Visual 

Objek 3D Dan Augmented Reality (Ar) Untuk Media Informasi Furnitur 

Kalimantan Timur Pada E …. Jurnal Grafis, 2(1), 71–80. 

Tandahijau.com (2024) Desain Website: Kunci Utama dalam Membangun 

Kehadiran Online yang Kuat. Diakses pada 02 Agustus 2024. 

https://tandahijau.com/desain-website-kunci-utama-dalam-membangun-

kehadiran-online-yang-kuat/  

TRIJAYANTI, V. (2013). Effect of personal value toward e-shopping behavior 

through attitude toward e-shopping attributes. Jurnal Ilmiah Mahasiswa 

Manajemen, 1(3). 

http://jurnal.wima.ac.id/index.php/JUMMA/article/view/211  

Ultahost.com (2024) : Bagaimana Cara Kerja Augmented Reality di Platform E-

commerce? Diakses pada 24 Mei 2024. 

https://ultahost.com/blog/id/bagaimana-cara-kerja-augmented-reality-di-

platform-e-commerce/  

Wai, K., Dastane, D. O., Johari, Z., & Ismail, N. B. (2019). Perceived risk factors 

affecting consumers’ online shopping behaviour. The Journal of Asian 

Finance, Economics and Business, 6(4), 246-260. 

https://papers.ssrn.com/sol3/papers.cfm?abstract_id=3498766  

Wilbert, A. N., & Effendy, N. (2023). Pengaruh Intensitas Penggunaan Kosmetik 

terhadap Kepercayaan Diri pada Wanita Pekerja Frontliner di Kota 

Surabaya. EXPERIENTIA: Jurnal Psikologi Indonesia, 11(1), 70-87. 

Xu, X., & Jackson, J. E. (2019). Examining customer channel selection intention in 

the omni-channel retail environment. International Journal of Production 

Economics, 208, 434-445. 

https://www.sciencedirect.com/science/article/abs/pii/S092552731830486

9  

Yamada, Y., Nakamura, T., Yamada, M., Maruyama, J., Maruyama, K., & Azuma, 

E. (2019). Use of augmented reality to assist teaching for future 

perfusionists in extracorporeal technology. The Journal of ExtraCorporeal 

Technology, 51(4), 244-247.  

Zulfikar, R., & Rahmatillah, S. (2019, October). E-Business as an Entrepreneur’s 

Creativity Strategy. In Proceedings of the 1st International Conference on 

Informatics, Engineering, Science and Technology, INCITEST 2019, 18 

July 2019, Bandung, Indonesia.  

https://tandahijau.com/desain-website-kunci-utama-dalam-membangun-kehadiran-online-yang-kuat/
https://tandahijau.com/desain-website-kunci-utama-dalam-membangun-kehadiran-online-yang-kuat/
http://jurnal.wima.ac.id/index.php/JUMMA/article/view/211
https://ultahost.com/blog/id/bagaimana-cara-kerja-augmented-reality-di-platform-e-commerce/
https://ultahost.com/blog/id/bagaimana-cara-kerja-augmented-reality-di-platform-e-commerce/
https://papers.ssrn.com/sol3/papers.cfm?abstract_id=3498766
https://www.sciencedirect.com/science/article/abs/pii/S0925527318304869
https://www.sciencedirect.com/science/article/abs/pii/S0925527318304869

