
86 
 

 
 

DAFTAR PUSTAKA 

Adryamarthan, V. (2023, October 30). Sejarah dan perkembangan musik rock di 

Indonesia.Kompas.com. 

https://www.kompas.com/stori/read/2023/10/30/180000879/sejarah-dan-

perkembangan-musik-rock-di-indonesia?page=2 

Ajzen, I. (2020). The theory of planned behavior: Frequently asked questions. 

Human Behavior and Emerging Technologies, 2(4), 314–324. 

Arsita Pinandita. (2024). Merchandise Musik: Gaya Visual dalam Skena. Bandung: 

Buku Mojok. 

Badan Pusat Statistik Provinsi D.I. Yogyakarta. (n.d.). Proyeksi penduduk menurut 

kelompok umur dan jenis kelamin di D.I. Yogyakarta (x 1000) 2017–2025. 

https://yogyakarta.bps.go.id 

Bennett, A., & Peterson, R. A. (2004). Music Scenes: Local, Translocal and Virtual. 

Vanderbilt University Press. 

Braun, V., & Clarke, V. (2006). Using thematic analysis in psychology. Qualitative 

Research in Psychology, 3(2), 77–101. 

Buckingham, D. (2008). Youth, identity, and digital media. MIT Press. 

Choudhury, R. R., & Gupta, V. K. (2020). Materialism and counterfeit purchase 

intention: Role of attitude and subjective norm. Journal of Indian Business 

Research, 12(1), 81–96. 

Clark, M. (2013). DIY or Die: Punk's Response to the Commodification of 

Subculture. Journal of Youth Studies, 16(5), 622–637. 

Couldry, N. (2012). Media, Society, World: Social Theory and Digital Media 

Practice. Polity Press. 

Creswell, J. W. (2014). Research Design: Qualitative, Quantitative, and Mixed 

Methods Approaches (4th ed.). Sage. 

Dewatara, G. W., & Agustin, S. M. (2019). Pemasaran musik pada era digital: 

Digitalisasi industri musik dalam industri 4.0 di Indonesia. Manajemen 

Komunikasi Pascasarjana, Universitas Indonesia, 1(1), 1–12. 



87 
 

 
 

Dhani, A. (2023, October 19). Fake merch: Semua yang palsu itu menyakiti 

idolamu. Pophariini. https://pophariini.com/fake-merch-semua-yang-palsu-

itu-menyakiti-idolamu/ 

Dwiharianto, I. (2018, May 4). Merchandise band bajakan, seberapa serius 

permasalahannya? Kumparan. https://kumparan.com 

Elmayanti, E., Ramadhan, I., & Riduwan, A. (2023). Kebiasaan Belanja Daring 

Remaja di Indonesia dan Implikasinya terhadap Perilaku Konsumtif. Jurnal 

Komunikasi Digital, 5(1), 1–12. 

Fishbein, M., & Ajzen, I. (1975). Belief, Attitude, Intention and Behavior: An 

Introduction to Theory and Research. Addison-Wesley. 

Gao, L., & Bai, X. (2014). Online consumer behaviour and its relationship with 

consumer motivations. Journal of Retailing and Consumer Services, 21(5), 

709–718. 

Grunebaum, D. (2024, May 8). Musik heavy metal memiliki “rumah” di Indonesia. 

VOA Indonesia. https://www.voaindonesia.com 

Iskandar, D., & Zuliestiana, N. (2020). Pengaruh Budaya, Sosial, Pribadi, dan 

Psikologis terhadap Keputusan Pembelian Merchandise Musik K-Pop. 

Jurnal Ilmu Manajemen, 8(2), 120–132. 

Jamalus. (1988). Pengajaran Musik Melalui Pengalaman Musik. Jakarta: 

DEPDIKBUD. 

Jones, S. (2010). Music and merchandising: Branding and identity in popular music. 

Popular Music and Society, 33(4), 489–506. 

Khan, M. A., Chelliah, S., Ahmed, M., & Ahmed, S. (2022). Status Consumption 

and Counterfeit Purchase: Evidence from Pakistani Consumers. Journal of 

Consumer Marketing, 39(2), 187–198. 

Kotler, P., & Keller, K. L. (2016). Marketing Management (15th ed.). Pearson 

Education. 

Kusumo, R. (2021, April 7). Industri musik Indonesia dari masa ke masa, hingga 

terbit royalti. Good News From Indonesia. 

https://www.goodnewsfromindonesia.id 

Livingstone, S. (2004). Media literacy and the challenge of new information and 

communication technologies. The Communication Review, 7(1), 3–14. 



88 
 

 
 

McLeod, K. (2005). Confessions of an intellectual (property): Danger Mouse, 

Mickey Mouse, Sonny Bono, and my long and winding path as a copyright 

activist-academic. Popular Music and Society, 28(1), 79–93. 

Miles, M. B., Huberman, A. M., & Saldaña, J. (2014). Qualitative Data Analysis: 

A Methods Sourcebook (3rd ed.). Sage. 

Moleong, L. J. (2013). Metodologi Penelitian Kualitatif. Bandung: Remaja 

Rosdakarya. 

Murdiyanto, S. (2020). Metodologi Penelitian Kualitatif. Yogyakarta: Deepublish. 

Napoli, J. (2014). Brand Authenticity: Multidimensional Structure and Strategic 

Implications. Journal of Product & Brand Management, 23(3), 192–199. 

Nisa, A. (2023, March 9). Sejarah Musik di Indonesia, Ternyata Sudah Ada Sejak 

Zaman Kerajaan Hindu-Buddha. Bobo. https://bobo.grid.id 

Pamungkas, A., & Na’imah, A. (2022). Gaya Hidup Konsumtif Remaja dalam 

Perspektif Budaya Populer. Jurnal Komunikasi dan Kebudayaan, 11(1), 17–

29. 

Patton, M. Q. (1999). Enhancing the quality and credibility of qualitative analysis. 

Health Services Research, 34(5 Pt 2), 1189–1208. 

Pophariini. (2021). Wawancara dengan Band Koil: Merilis Apa yang Bisa Dirilis. 

https://pophariini.com 

Rachmah, A. (2019). Simbolisme dan Loyalitas Penggemar dalam Komunitas 

Metal Indonesia. Jurnal Ilmu Sosial dan Humaniora, 8(2), 145–160. 

Ranjan, R., & Read, A. (2021). The influence of social norms on counterfeit 

purchase intention. International Journal of Consumer Studies, 45(3), 365–

375. 

Schiffman, L. G., & Kanuk, L. L. (2010). Consumer Behavior (10th ed.). Pearson. 

Shukla, P. (2015). Impact of materialism and status consumption on consumer’s 

attitude towards luxury counterfeit products. Journal of Marketing 

Management, 31(7-8), 749–770. 

Solomon, M. R. (2018). Consumer Behavior: Buying, Having, and Being (12th ed.). 

Pearson. 



89 
 

 
 

Wilcox, K., Kim, H. M., & Sen, S. (2009). Why Do Consumers Buy Counterfeit 

Luxury Brands?. Journal of Marketing Research, 46(2), 247–259. 

Wikström, P. (2020). The Music Industry: Music in the Cloud (2nd ed.). Polity 

Press. 

Wong, N. Y., Lai, J. S. Y., & Zhou, N. (2023). Materialism and Attitudes Toward 

Counterfeit Products: The Role of Moral Disengagement. Psychology & 

Marketing, 40(1), 42–56. 

CNBC Indonesia. (2025). Belanja online capai 30%, kalahkan belanja offline. 

CNBC Indonesia. https://www.cnbcindonesia.com 

 

 

 

 

 

 


