
 

 

103 

 

DAFTAR PUSTAKA 

Ajzen, I. (1991). The Theory of Planned Behavior. Organizational Behavior and 

Human Decision Processes, 50: 179-211. 

Badrinarayanan, V., Sierra, J., & Martin, K. (2015). A Dual Identification Framework 

of Online Multiplayer Video Games: The Case of Massively Multiplayer 

Online Role Playing Games (MMORPGs). Journal of Business Research, 

68(5), 1045–1052. 

Chu, C., dan Lu, H. (2007). Factors Influencing Online Music Purchase Intention in 

Taiwan. Internet Research, 17(2), 139–155.  

Chung, N., dan Koo, C. (2015). The Use of Social Media in Travel Information 

Search. Telematics and Informatics, Vol. 32 No. 2, pp. 215-229. 

DailySocial.id. 2017. Video on Demand Survey 2017. DailySocial.id. 

Davis, F.D. (1989). Perceived usefulness, perceived ease of use, and user acceptance 

of information technology. MIS Quarterly, 319–340.  

Davis et al. 1992. Extrinsic and Intrinsic Motivation to Use Computers in the 

Workplace. Journal of Applied Social Psychology, 22. 1111-1132 

Dinsmore, J. B., Swani, K., & Dugan, R. G. (2017). “To “Free” or Not to “Free”: 

Trait Predictors of Mobile App Purchasing Tendencies” Psychology & 

Marketing, 34(2), 227–244. 

Dodds, W. B., Monroe, K. B., dan Grewal, D. (1991). “The Effects of Price, Brand 

and Store Information on Buyers’ Product Evaluations”. Journal of Marketing 

Research, 28, 3, 1991, 307–319. 

Faqih, Khaled M.S. 2022.  “Factors Influencing the Behavioral Intention to Adopt A 

Technological Innovation from A Developing Country Context: The Case of 

Mobile Augmented Reality Games”. Technology in Society (69)101958 

Ferdinand, Augusty. 2014. Metode Penelitian Manajemen. Edisi kelima. Semarang: 

Badan Penerbit Universitas Diponegoro. 

Fernandes, Teresa and João Guerra. 2019. Drivers and Deterrents of Music Streaming 

Services Purchase Intention.  Int. J. Electronic Business, Vol. 15, No. 1. 

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

Introduction to Theory and Research, Reading, MA: Addison-Wesley. 

Ghozali, Imam. 2016. Aplikasi Analisis Multivariate Dengan Program Ibm Spss 23. 

Edisi Kedelapan. Semarang: Badan Penerbit Universitas Diponegoro. 

Hair, J. F., Risher, J. J., Sarstedt, M., dan Ringle, C. M. (2018). “When to Use and 

How to Report the Results of PLS-SEM.” European Business Review. 



104 

 

 

 

Hamari, J., Nicolai Hanner, dan Jonna Koivisto. (2019). “Why Pay Premium in 

Freemium Services?” A Study on Perceived Value, Continued Use and 

Purchase Intentions in Free-To-Play Games”. International Journal of 

Information Management, 102040. 

Hampton-Sosa, W. (2017). The impact of creativity and community facilitation on 

music streaming adoption and digital piracy. Computers in Human Behavior, 

69, 444–453. 

He, X., Zhan, W., & Hu, Y. (2018). Consumer purchase intention of electric vehicles 

in China: The roles of perception and personality. Journal of Cleaner 

Production. 

Heijden. (2004). “User Acceptance of Hedonic Information Systems”. MIS Quarterly, 

28, 695-704.  

Hew, T.-S., Leong, L.-Y., Ooi, K.-B., & Chong, A. Y.-L. (2016). Predicting Drivers 

of Mobile Entertainment Adoption: A Two-Stage SEM-Artificial-Neural-

Network Analysis. Journal of Computer Information Systems, 56(4), 352–370. 

Hsu, C.-L., dan Lin, J. C.-C. (2016). Effect of Perceived Value and Social Influences 

on Mobile App Stickiness and In-App Purchase Intention. Technological 

Forecasting and Social Change, 108, 42–53.  

Hu, X., Huang, Q., Zhong, X., Davison, R. M., & Zhao, D. (2016). “The Influence of 

Peer Characteristics and Technical Features af A Social Shopping Website on 

A Consumer’s Purchase Intention.” International Journal of Information 

Management, 36(6), 1218–1230. 
Jung, Y., Perez-Mira, B., dan Wiley-Patton, S. (2009). Consumer Adoption of Mobile 

TV: Examining Psychological Flow and Media Content. Computers in Human 

Behavior, 25(1), 123–129.  

Kemp, Simon. 2021. Digital 2021: Indonesia. We Are Social, 

https://datareportal.com/reports/digital-2021-indonesia 

Kim, H.-W., Chan, H. C., & Gupta, S. (2007). Value-based Adoption of Mobile 

Internet: An Empirical Investigation. Decision Support Systems, 43(1), 111–

126  

Kim, H.-W., Kankanhalli, A., & Lee, H.-L. (2016). Investigating decision factors in 

mobile application purchase: A mixed-methods approach. Information & 

Management, 53(6), 727–739. 

Kotler, P., dan Armstrong, G. (2013). Principles of Marketing 16th Global Edition. 

New Jersey: Prentice Hall. 

Laroche, M. dan Sadokierski, R.W. (1994). Role of Confidence in A Multi-Brand 

Model of Intentions For A High Involvement Service. Journal of Business 

Research, 29(1), 1-12 

https://datareportal.com/reports/digital-2021-indonesia


105 

 

 

 

Leong, L.-Y., Ooi, K.-B., Chong, A. Y.-L., & Lin, B. (2013). Modeling the 

stimulators of the behavioral intention to use mobile entertainment: Does 

gender really matter? Computers in Human Behavior, 29(5), 2109–2121. 

Liang, Ting-Peng & Yeh, Yi-Hsuan. (2009). Situational Effects on the Usage 

Intention of Mobile Games. 

Lin, T.-C., Wu, S., Hsu, J. S.-C., dan Chou, Y.-C. (2012). The Integration of Value-

Based Adoption and Expectation–Confirmation Models: An Example of IPTV 

Continuance Intention. Decision Support Systems, 54(1), 63–75. 

Lotz, A. D. (2020). The Future of Televisions, A Response. Media, Culture & 

Society. 

MacKenzie, S. B., R. J Lutz, dan G, Belch (1986). The Role of Attitude Toward the 

Ad as A Mediator of Advertising Effectiveness: A Test of Competing 

Explanations. Journal of Marketing Research, 130-143. 

Omigie, N. O., Zo, H., Rho, J. J., & Ciganek, A. P. (2017). Customer pre-adoption 

choice behavior for M-PESA mobile financial services. Industrial 

Management & Data Systems, 117(5), 910–926. 

Pereira, Tércio, Dr. Pablo Flôres Limberger, Dr. Carlos Marcelo Ardigó. (2021). 

“The Moderating Effect of The Need for Interaction with A Service Employee 

on Purchase Intention in Chatbots.” Telematics and Informatics Reports 1–4 

Schiffman, L. G., dan Kanuk, L. L. (2000). Consumer Behavior. Edisi Ketujuh. New 

Jersey: Prentice Hall. 

Sheth, J. N., Newman, B. I., dan Gross, B. L. (1991). “Why We Buy What We Buy: 

A Theory of Consumption Values”. Journal of Business Research, 22(2), 

159–170. 

Sekaran, Uma dan Roger J. Bougie. (2016). Research Methods for Business 7th 

Edition: A Skill-Building Approach. United Kingdom: John Wiley & Sons. 

Song, J. (2014). Understanding the adoption of mobile innovation in China. 

Computers in Human Behavior, 38, 339–348. 

Spears, N., dan Singh, S. N. (2004). “Measuring Attitude Toward the Brand and 

Purchase Intentions”. Journal of Current Issues & Research in Advertising, 

26(2), 53–66.  

Sweeney, J. C., dan Soutar, G. N. (2001). “Consumer Perceived Value: The 

Development of a Multiple Item Scale”. Journal of Retailing, 77(2), 203–220. 

Thongmak, M. (2020). Determinants of intention to play Pokémon Go. Heliyon, 

6(12), e03895. 

Venkatesh, Viswanath dan Fred D. Davis. (2000). “A Theoretical Extension of the 

Technology Acceptance Model: Four Longitudinal Field Studies.” 

Management Science, 46(2):186-204. 

https://www.google.co.id/search?hl=id&tbo=p&tbm=bks&q=inauthor:%22Uma+Sekaran%22&source=gbs_metadata_r&cad=3
https://www.google.co.id/search?hl=id&tbo=p&tbm=bks&q=inauthor:%22Roger+J.+Bougie%22&source=gbs_metadata_r&cad=3
https://pubsonline.informs.org/action/doSearch?text1=Venkatesh%2C+Viswanath&field1=Contrib
https://pubsonline.informs.org/action/doSearch?text1=Davis%2C+Fred+D&field1=Contrib


106 

 

 

 

Vishwakarma, P., Mukherjee, S., dan Datta, B. (2020). “Travelers’ Intention to Adopt 

Virtual Reality: A Consumer Value Perspective”. Journal of Destination 

Marketing & Management, 17, 100456. 

Wang, H.-Y., Liao, C., dan Yang, L.-H. (2013). “What Affects Mobile Application 

Use? The Roles of Consumption Values”. International Journal of Marketing 

Studies, 5(2).  

Wang, Y.-S., Yeh, C.-H., dan Liao, Y.-W. (2013). “What Drives Purchase Intention 

in The Context of Online Content Services? The Moderating Role of Ethical 

Self-Efficacy for Online Piracy”. International Journal of Information 

Management, 33(1), 199–208.  

Wang, Yu-Yin, Hsin-Hui Lin, Yi-Shun Wang, Ying-Wei Shih, Ssu-Ting Wang. 

(2018). "What Drives Users’ Intentions to Purchase a GPS Navigation App: 

The Moderating Role of Perceived Availability of a Free Substitute". Internet 

Research. 

Zeithaml, V. A. (1988). Customer Perceptions of Price, Quality, and Value: A 

Means-End Model and Synthesis of Evidence. Journal of Marketing Vol. 52 

(July 1988), 2-22. 

 


