
 

96 

 

DAFTAR PUSTAKA 

 

Abdillah, L. A. (2020). FinTech E-Commerce Payment Application User Experience 

Analysis during COVID-19 Pandemic. Scientific Journal of Informatics, 7(2), 

265–278. https://doi.org/10.15294/sji.v7i2.26056 

Abriyansyah, M., & Rohim, A. N. (2023). Analysis of factors affecting interest in 

paying Zakat, Infaq, Sadaqa (ZIS) through e-wallets. International Journal of 

Research in Business and Social Science (2147- 4478), 12(3), 216–230. 

https://doi.org/10.20525/ijrbs.v12i3.2562 

Adimia, D. N., Iqbal, B. M., Syaifullah, D. H., & Zakaria, A. S. (2019). Evaluation and 

implementation of cognitive ergonomics in e-wallet redesign to reduce experience 

effort of e-wallet user. IOP Conference Series: Materials Science and 

Engineering, 505(1). https://doi.org/10.1088/1757-899X/505/1/012127 

Adli, M., & Lestari, R. (2017). User journey: Mapping the user experience of mobile 

applications. Proceedings of the International Conference on Software 

Engineering and Information Technology, 35-41. 

Alsajjan, B., & Dennis, C. (2010). Internet banking acceptance model: Cross-market 

examination. Journal of Business Research, 63(9–10), 957–963. 

https://doi.org/10.1016/j.jbusres.2008.12.014 

Amoroso, D. L., & Magnier-Watanabe, R. (2012). Building a research model for 

mobile wallet consumer adoption: The case of mobile Suica in Japan. Journal of 

Theoretical and Applied Electronic Commerce Research, 7(1), 94–110. 

https://doi.org/10.4067/S0718-18762012000100008 

Arslan, B., & Fröjdh, B. (2019). E-wallet - designed for usability. DEGREE PROJECT 

IN TECHNOLOGY. 

Aziati, M. H., Syahrina, I., & Kusumasari, D. (2021). User experience design in mobile 

application. International Journal of Computer Science and Information 

Technology, 12(3), 156-168. 



 

97 

 

Cyr, D., Head, M., & Ivanov, A. (2006). Design aesthetics leading to m-commerce 

usability. International Journal of Human-Computer Interaction, 20(2), 119-

142. 

Galitz, W. O. (2010). The essentials of user interface design: An introduction to GUI 

design principles and techniques (2nd ed.). Wiley. 

González-Rodríguez, M. R., Martínez-Navalón, J.-G., & Pedrosa Alberto, F. (2023). 

Does privacy and ease of use influence user trust in digital banking applications 

in Spain and Portugal? International Entrepreneurship and Management 

Journal, 19(1), 223–241. https://doi.org/10.1007/s11365-023-00839-4. 

Grover, V., & Kar, A. K. (2020). The role of digital wallets in cashless society: A study 

on mobile payment adoption. Journal of Business Research, 98, 370-378. 

International Organization for Standardization. (2018). ISO 9241-210:2010 – 

Ergonomics of human-system interaction – Part 210: Human-centred design for 

interactive systems. ISO. 

Jamila, M. U., Ratnawati, K., & Hussein, A. S. (2020). Determinants of Behavioral 

Intention To Use Digital Wallet (A Study in GoPay Users in Malang). Advances 

in Economics, Business and Management Research, 144(Afbe 2019), 185–189. 

https://doi.org/10.2991/aebmr.k.200606.030 

Kapoor, S., & Vij, M. (2018). Visual design of mobile applications: A user-centered 

approach. Journal of Computer Science and Technology, 33(4), 591-604. 

Lim, S. L., Bentley, P. J., Kanakam, N., Ishikawa, F., & Honiden, S. (2014). 

Investigating country differences in mobile app user behavior and needs: A case 

study of Finland, Japan, and the United Kingdom. 

IEEE Transactions on Software Engineering, 41(1), 40–64.  

Liu, Q., & Kim, K. (2023). Research on the Usability Test of Interface Design in e-

Government – Focused on Qingdao e-Government Website. Archives of Design 

Research, 36(1), 59–72. https://doi.org/10.15187/ADR.2023.02.36.1.59 

Nielsen, J. (1994). Usability Engineering. San Diego, CA: Academic Press. 

Nielsen, J., & Madsen, R. (2012). Usability testing: A practitioner's guide. Elsevier. 

Norman, D. A. (2013). The design of everyday things (Revised ed.). Basic Books. 



 

98 

 

Prensky, M. (2001). Digital natives, digital immigrants. On the Horizon, 9(5), 1-6. 

Schlatter, S., & Levinson, H. (2013). Designing effective user interfaces: 

Principles and practice. Addison-Wesley. 

Saputra, D., & Gürbüz, B. (2020). Implementation of Technology Acceptance Model 

(TAM) and Importance Performance Analysis (IPA) in Testing the Ease and 

Usability of E-wallet Applications. 22(10), 180–185. 

Setiaji, & Annisa, A. (2024). 2274-Article Text-5864-1-10-20240219. Jurnal Scientia, 

13(01), 875–881. 

Sharma, S. K., Mangla, S. K., Luthra, S., & Al-Salti, Z. (2018). Mobile wallet 

inhibitors: Developing a comprehensive theory using an integrated model. 

Journal of Retailing and Consumer Services, 45, 52–63. 

https://doi.org/10.1016/J.JRETCONSER.2018.08.008 

Soewardikoen, D. W. (2021). Metodologi Penelitian Desain Komunikasi Visual–Edisi 

Revisi. PT Kanisius. 

Sukendar, R., & Susena, S. (2022). The role of user interface in mobile application 

design. International Journal of Mobile Applications, 17(3), 223-230. 

Swasty & Adriyanto (2017). Does Color Matter on Web User Interface Design? 

CommIT (Communication    &    Information    Technology)Journal11(1), 17–24, 

2017 

Syahrina, A., & Kusumasari, T. F. (2020). Designing User Experience and User 

Interface of a B2B Textile e-Commerce using Five Planes Framework. 

International Journal of Innovation in Enterprise System, 4(01), 44–55. 

https://doi.org/10.25124/ijies.v4i01.47 

Tidwell, J. (2011). Designing interfaces: Patterns for effective interaction design (2nd 

ed.). O'Reilly Media. 

Tóth, Z., Agárdi, I., & Alt, M. A. (2022). Do digital natives use mobile payment 

differently than digital immigrants? A comparative study between generation X 

and Z. Electronic Commerce Research, 22, 415–437. 

https://doi.org/10.1007/s10660-022-09537-9 

Wijayadi, K. I., Yulianang, M. A., & Anderssen, S. (2022). Evaluasi Pengalaman 



 

99 

 

Pengguna dan Pengembangan Desain Antarmuka Alternatif Aplikasi e-Wallet : 

Studi Perbandingan GoPay , OVO , dan ShopeePay. 

Wiwesa, N. R. (2021). User Interface Dan User Experience Untuk Mengelola 

Kepuasan Pelanggan. Jurnal Sosial Humaniora Terapan, 3(2), 17–31. 

https://scholarhub.ui.ac.id/jsht/vol3/iss2/2 

 

 

  


