
97 

 

DAFTAR PUSTAKA 

 

 

Amalia, M. C., & Palupi, S. G. (2024). Pengaruh Gamifikasi Terhadap Customer 

Brand Engagement Dalam Membentuk Customer Experience (study case : 

Shopee Cocoki). JEISBI (Journal of Emerging Information Systems and 

Business Intelligence), 05. 

Amelia, R., Wijayanti, H., & Widyastiti, M. (2023). Analisis Strategi Pemasaran 

dalam Persaingan Perusahaan Marketplace antara Tokopedia, Shopee, dan 

Lazada Menggunakan Game Theory. Jurnal Ilmiah Matematika, 3(1), 1–14. 

Amory, J. D. S., Mudo, M., & J, R. (2025). Transformasi Ekonomi Digital dan 

Evolusi Pola Konsumsi: Tinjauan Literatur tentang Perubahan Perilaku 

Belanja di Era Internet. Jurnal Minfo Polgan, 14(1), 28–37. 

https://doi.org/10.33395/jmp.v14i1.14608 

APJII. (2025). Survei Penetrasi Internet Dan Perilaku Penggunaan Internet 2025. 

https://survei.apjii.or.id/ 

Awalia, F., & Zulkarnaini, Z. (2025). Memahami Pola Perilaku Generasi Z di Era 

Digital. Jurnal Teknologi Dan Sains Modern, 2(1), 15–25. 

https://doi.org/10.69930/jtsm.v2i1.251 

Bilal, M., Jianqu, Z., & Ming, J. (2020). How Consumer Brand Engagement Effect 

on Purchase Intention? The Role of Social Media Elements. Journal of 

Business Strategy Finance and Management, 2(1–2), 44–55. 

https://doi.org/10.12944/jbsfm.02.01-02.06 

Brodie, R. J., Hollebeek, L. D., Jurić, B., & Ilić, A. (2011). Customer engagement: 

Conceptual domain, fundamental propositions, and implications for research. 

Journal of Service Research, 14(3), 252–271. 

https://doi.org/10.1177/1094670511411703 

Che, T., Peng, Y., Zhou, Q., Dickey, A., & Lai, F. (2023). The impacts of 

gamification designs on consumer purchase: A use and gratification theory 

perspective. Electronic Commerce Research and Applications, 59. 

https://doi.org/10.1016/j.elerap.2023.101268 

Chin, W. W. (1998). The Partial Least Squares Approach to Structural Equation 

Modeling. 

Datanesia. (2021). 10 Wilayah E-Commerce Terbesar di Indonesia. 

Https://Datanesia.Id/10-Wilayah-e-Commerce-Terbesar-Di-Indonesia/. 

Deterding, S., Dixon, D., & Khaled, R. (2011). From Game Design Elements to 

Gamefulness: Defining “Gamification.” Proceedings of the 15th International 

Academic MindTrek Conference: Envisioning Future Media Environments, 

341. https://doi.org/10.1145/2181037.2181040 



98 

 

Facebook. (2026). Komunitas Saling Siram Shopee Tanam. 

Https://Www.Facebook.Com/Groups/168089982069397/. 

Ghozali, I., & Kusumadewi, K. A. (2023a). Partial Least Squares: Konsep, Teknik 

dan Aplikasi Menggunakan Program SmartPLS 4.0. Yoga Pratama. 

Ghozali, I., & Kusumadewi, K. A. (2023b). Patrial Least Squares SmartPLS 4.0 

(1st ed.). Penerbit Yoga Pratama. 

Hair, J. F. Jr., Hult, G. T. M., Ringle, C. M., Sarstedt, M., Danks, N. P., & Ray, S. 

(2021). Partial Least Squares Structural Equation Modeling (PLS-SEM) 

Using R A Workbook. Springer. http://www. 

Herzallah, F., Abosamaha, A. J., Salameh, S. M., & Alhayek, M. (2025). Social 

commerce attributes, customer engagement and repurchase intention in social 

commerce platforms: A stimulus–organism– response approach. Journal of 

Open Innovation: Technology, Market, and Complexity, 11(4). 

https://doi.org/10.1016/j.joitmc.2025.100635 

Hollebeek, L. D., Glynn, M. S., & Brodie, R. J. (2014). Consumer brand 

engagement in social media: Conceptualization, scale development and 

validation. Journal of Interactive Marketing, 28(2), 149–165. 

https://doi.org/10.1016/j.intmar.2013.12.002 

Hsu, C. L. (2023). Enhancing brand love, customer engagement, brand experience, 

and repurchase intention: Focusing on the role of gamification in mobile apps. 

Decision Support Systems, 174. https://doi.org/10.1016/j.dss.2023.114020 

Issabek, A., Oliveira, W., Hamari, J., & Bogdanchikov, A. (2025). The effects of 

demographic factors on learners’ flow experience in gamified educational 

quizzes. Smart Learning Environments, 12(1). 

https://doi.org/10.1186/s40561-025-00378-1 

Kotler, P., Armstrong, G., & Balasubramanian, S. (2024). Principles of Marketing 

(9th ed.). Pearson. 

Lestari, W. I. (2025). Daftar E-commerce Paling Sering Diakses 2025, Shopee 

Masih Juara. Https://Goodstats.Id/Article/e-Commerce-Paling-Sering-

Diakses-2025-Shopee-Masih-Juara-WyZqk. 

Lim, W. M., Rasul, T., Kumar, S., & Ala, M. (2022). Past, present, and future of 

customer engagement. Journal of Business Research, 140, 439–458. 

https://doi.org/10.1016/j.jbusres.2021.11.014 

Lin, B., & Shen, B. (2023). Study of Consumers’ Purchase Intentions on 

Community E-commerce Platform with the SOR Model: A Case Study of 

China’s “Xiaohongshu” App. Behavioral Sciences, 13(2). 

https://doi.org/10.3390/bs13020103 

Mehrabian, A., & Russel, James. A. (1974). An Approach to Environmental 

Psychology. MIT Press. 

https://archive.org/details/approachtoenviro00albe/page/8/mode/2up 



99 

 

Morwitz, V. G., Steckel, J. H., & Gupta, A. (2007). When do purchase intentions 

predict sales? International Journal of Forecasting, 23(3), 347–364. 

https://doi.org/10.1016/j.ijforecast.2007.05.015 

Nabila, W. K., & Negoro, D. A. (2023). Pengaruh Digital Marketing, Customer 

Engagement, dan Brand Awareness Terhadap Purchase Intention Produk 

Fashion Lokal Pada Generasi Z. Jurnal Pendidikan Tambusai, 7, 20207–

20218. 

Pelealu, J. Y., Worang, F. G., & Tielung, M. V. J. (2025). The Influence of 

Consumer Engagement and Social Media Marketing on Consumer Purchase 

Intention of Game Items in Mobile Legends. Jurnal EMBA, 13(1), 863–874. 

Roy, S. K., Singh, G., Sadeque, S., Harrigan, P., & Coussement, K. (2023). 

Customer engagement with digitalized interactive platforms in retailing. 

Journal of Business Research, 164. 

https://doi.org/10.1016/j.jbusres.2023.114001 

Rusti, D. A., Masnita, Y., & Kurniawati. (2024). Tinjauan Theory of Planned 

Behavior dalam Mempengaruhi Purchase Intention dan Purchase Behavior 

melalui Social Media. Jurnal Ekonomi Efektif, 7(1). 

https://doi.org/10.32493/JEE.v7i1.42567 

Savandha, S. D. (2025). E-Commerce and Consumer Behavior: A Comparative 

Study of Local and Global Marketplaces in Indonesia. Journal of Economics, 

Technology and Business (JETBIS), 4. https://jetbis.al-

makkipublisher.com/index.php/al/index 

Sekaran, U., & Bougie, R. (2016). Research Methods for Business: A skill Building 

Approach (7th ed.). Wiley. www.wileypluslearningspace.com 

Sihotang, P., & Noer, A. T. (2025). Pendekatan S–O–R dalam Menganalisis 

Keputusan Pembelian Produk Pangan Fungsional UMKM. Seminar Nasional 

CFP Perbanas Institute, 1. 

Snapcart. (2022). Berlomba-lomba Perkuat Daya Saing lewat Fitur & Inovasi, 

Siapa E-Commerce yang paling Unggul? Https://Snapcart.Global/Berlomba-

Lomba-Perkuat-Daya-Saing-Lewat-Fitur-Inovasi-Siapa-e-Commerce-Yang-

Paling-Unggul/. 

Sugiyono. (2023). Metode Penelitian Kuantitatif, Kualitatif, dan R&D. Alfabeta 

Bandung. www.cvalfabeta.com 

Susanto, T. V., & Siagian, D. (2025). Purchase Intention: Apakah Brand Experience 

dan Brand Image mempengaruhi? (Studi Empirik pada Aplikasi Gopay). 

Jurnal Manajemen, 14(2), 122–129. https://doi.org/10.46806/jm.v14i2.1448 

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

“Shopee Tanam” terhadap Customer Engagement pada Aplikasi Mobile 

Shopee Indonesia (Survei pada Pengguna Fitur Shopee In-App Games di Kota 



100 

 

Bandung). AdBispreneur, 5(3), 283. 

https://doi.org/10.24198/adbispreneur.v5i3.30265 

Vinerean, S., & Opreana, A. (2021). Measuring customer engagement in social 

media marketing: A higher-order model. Journal of Theoretical and Applied 

Electronic Commerce Research, 16(7), 2633–2654. 

https://doi.org/10.3390/jtaer16070145 

Wulandari, A., Wahyuni, D. P., & Nastain, M. (2021). Minat Beli Konsumen: 

Survei Terhadap Konsumen Shopee di Yogyakarta. Journal Of Media and 

Communication Science, 4(3), 123–134. 

Xi, N., & Hamari, J. (2020). Does gamification affect brand engagement and equity? 

A study in online brand communities. Journal of Business Research, 109, 449–

460. https://doi.org/10.1016/j.jbusres.2019.11.058 

Yusriman, Fadlillah, & Syafril. (2025). Analisis Pengaruh Digitalisasi terhadap 

Perilaku Konsumen di Era Modern. Jurnal Dinamika Sosial Dan Sains, 2. 

https://jurnalsentral.com/index.php/jdss 

  

 

 

  


