MODEL BISNIS PLATFORM FURNITURE.ID BERBASIS APLIKASI MOBILE DENGAN FITUR
AUGMENTED REALITY
MUHAMMAD IRFAN, Risa Virgosita, S.E., M.Sc., Ph.D.

Universitas Gadjah Mada, 2022 | Diunduh dari http://etd.repository.ugm.ac.id/

UNIVERSITAS
GADJAH MADA

DAFTAR PUSTAKA

Annisawati, R. (2015). Sharing Economy: Konsep Bisnis Berbagi Sebagai Jawaban
Dari Kebutuhan Konsumen. Tersedia di
http//www.markplusinstitute.com/who we are/detail article/81, diakses pada
10 Oktober 2021.

Ardiansyah, S., & Hidayat. A. (2019). Rancang Bangun E-Commerce. Jurnal
prosiding Sistem Informasi, 2(1), 23-31.

Armstrong, M. (2006). Competition In Two-Sided Markets. The RAND Journal of
Economics, 37 (3), 668— 691.

Azuma, R. T (2001). A Survey of Augmented Reality. United States: Teleoperators and
Virtual Environments.

Websindo. (2019). Indonesia Digital 2019. Tersedia di
https://websindo.com/indonesia-digital-2019-tinjauan-umum/, diakses 19
November 2021.

Badan Pusat Statistik. (2019). Survei Sosial Ekonomi Nasional (SUSENAS) 2017-
2019 Diunduh dari:
https://www.bps.qo.id/indicator/27/1228/1/proporsi-individu-yang-
menggunakan-internet-menurut-ke lompok-umur.html, diakses 21 November
2021.

Badan Pusat Statistik. (2020). Statistik E-Commerce 2020. Tersedia di
https://www.bps.qo.id/publication/2020/12/24/2548417ddc6dab824 7553124/sta
tistik-e-commerce-2020.html, diakses 20 November 2021.

Bask, A. H., Tinnila, M. & Rajahonka, M. (2010). Matching Service Strategies,
Business Models And Modular Business Processes. Business Process
Management Journal, 16(1), 153-180.

Berman dan Evans (2013). Retail Management. Jakarta: Pearson.

Botsman, Rachel dan Rogers, R. (2010). What's Mine Is Yours: The Rise of
Collaborative Consumption, New York: Harper Business.

Cooper dan Schindler. (2014). Bussiners Research Method. New York: McGraw-Hill

Creswell, W. J. (2013). Research Design Pendekatan Kualitatif, Kuantitatif, dan
Mixed. Yogyakarta: Pustaka Pelajar.

80


http://www.markplusinstitute.com/who_we_are/detail_article/81
https://websindo.com/indonesia-digital-2019-tinjauan-umum/
https://www.bps.go.id/indicator/27/1228/1/proporsi-individu-yang-menggunakan-internet-menurut-kelompok-umur.html
https://www.bps.go.id/indicator/27/1228/1/proporsi-individu-yang-menggunakan-internet-menurut-kelompok-umur.html
https://www.bps.go.id/publication/2020/12/24/2548417ddc6dab8247553124/statistik-e-commerce-2020.html
https://www.bps.go.id/publication/2020/12/24/2548417ddc6dab8247553124/statistik-e-commerce-2020.html

UNIVERSITAS

MODEL BISNIS PLATFORM FURNITURE.ID BERBASIS APLIKASI MOBILE DENGAN FITUR
AUGMENTED REALITY
MUHAMMAD IRFAN, Risa Virgosita, S.E., M.Sc., Ph.D.

Universitas Gadjah Mada, 2022 | Diunduh dari http://etd.repository.ugm.ac.id/

GADJAH MADA

Ghouaiel. N, Cieutat. J. M, & Jessel. J. P. (2013). Mobile Augmented Reality
Applications To Discover New Environments. Science and Information
Conference, pp. 423-42.

Hamari, J., Sjoklint, M., dan Ukkoken, A. (2015). Engagement platforms in the sharing
economy: Conceptual foundations and research directions. Journal of Service
Theory and Practice, 27(4), 761-777.

Haryanto, E. (2004). Ragam Hias Kursi Kayu Tunggal Jawa Tengah abad 17-20.
Bandung: Institut Teknologi Bandung.

Khairnar, K., Khairnar, K., Mane, S., & Chaudhari, R. (2015). Furniture Layout
Application Based on Marker Detection and Using Augmented Reality.
International Research Journal of Engineering and Technology, 2(7), 540-544.

Kontan. (2017) Bisnis Desain Interior 2017. Tersedia di:
https://industri.kontan.co. id/news/bisnis-desain-interior-tumbuh-50-di-2017,
Diakses 22 Maret 2021.

Kotler, P., & Keller, K. L. (2009). Manajemen Pemasaran. Jakarta: Erlangga.

Lund, M. & Nielsen, C. (2014). The evolution of network-based business models
illustrated through the case study of an entrepreneurship project. Journal of
Business Models, 2 (1), 105-121.

Marizar, E. S. (2005). Designing Furniture. Jakarta: Media Pressindo.

McQuillan, D. & Scott, P. S. (2015). Models of internationalization: A business model
approachto professional service firminternationalization. Business Model and
Modeling. Emerald Group Publishing Limited.

Milgram, P. & Kishino, F. (1994). Augmented Reality: A class of displays on the
reality-virtuality continuum. Japan: ATR Communication Systems Research
Laboratories.

Osterwalder, A., dan Pigneur, Y. (2010). Business Model Generation. Jakarta:
Gramedia Pustaka Utama.

Patton, M. Q. (2002). Qualitative Research and Evaluation Methods. London: Sage
Publications.

Phan, V. T. (2010). Interior Design in Augmented Reality Environment. International
Journal of Computer Applications (0975 - 8887), 5(5), 16-21.

Postell, J. (2007). Furniture Design: Introduction to Furniture Design. USA: John
Wiley & Sons, Inc.

81


https://industri.kontan.co.id/news/bisnis-desain-interior-tumbuh-50-di-2017

UNIVERSITAS

MODEL BISNIS PLATFORM FURNITURE.ID BERBASIS APLIKASI MOBILE DENGAN FITUR
AUGMENTED REALITY
MUHAMMAD IRFAN, Risa Virgosita, S.E., M.Sc., Ph.D.

Universitas Gadjah Mada, 2022 | Diunduh dari http://etd.repository.ugm.ac.id/

GADJAH MADA

Putra, F., & Prianthara, T. (2019). Strategi Bisnis E-Commerce Dalam Optimalisasi
Tingkat Hunian Kamar Hotel Dan Villa. J.Manaj Bisnis, 16(1), 28-43.

Rechavi, T. B. (2009). A Room For Living: Private And Public Aspects In The
Experience of The Living Room. Journal of Environmental Psychology, 133-
143.

Royan, F. (2014). Bisnis Model Kanvas Distributor. Jakarta. Gramedia Pustaka Utama.

Sekaran, U. & Bougie, R. (2016). Research Methods for Business (7th ed). West
Sussex, UK: John Wiley & Sons.

Siegler, M. G. (2008). “Analyst: There’s A Great Future In Iphone Apps”. Diunduh
dari: https://venturebeat.com/2008/06/11/analyst-theresa-great-future-in-iphone-
apps/.%2011.09.2015.9%2011:57, diakses 21 November 2021.

Silva, R., Oliveira, J. C., & Giraldi, G. A. (2003). Introduction to Augmented Reality.
Brazil: National Laboratory of Scientific Computation.

Rahardjo, M. (2010). Triangulasi dalam Penelitian Kualitatif. Tersedia di
http:///www.uin-malang.ac.id/r/101001/triangulasi-dalam-penelitian-
kualitatif.htm| diakses 11 Januari 2021.

Robert, B dan Steven J. (2015). Kualitatif —-Dasar-Dasar Penelitian. Surabaya: Usaha
Nasional.

Sayoso, (2004). Desain Interior Berdasar Pada Kebutuhan Sosial Dan Material
Ekologis. Jurnal Desain Interior, 2(2), 166-180.

Storbacka, K., & Nenonen, S. (2009). Business Model Design: Conceptualizing
Networked Value Co Creation. Journal of Business and Industrial Marketing
24(2), 116-128.

Turban, E. (2012). Electronic Commerce 2012: A Managerial and Social Network
Perspective. London: Pearson Education.

Wallin, J., Chirumalla, K., & Thompson, A. (2013). Developing PSS Concepts From
Traditional Product Sales Situation: The Use Of Business Model Canvas. In:
Meier, H. (Ed.). Product-Service Integration For Sustainable Solutions. Lecture
Notes In Production Engineering. Spring Berlin Heidelberg. 263-274.

Yanuarsyah, R. (2019). Pengembangan Model Bisnis 3D Printing Platform “e-pabrik”
(Tesis). Program Studi Magister Manajemen Universitas Gadjah Mada.

82


https://venturebeat.com/2008/06/11/analyst-theresa-great-future-in-iphone-apps/.%2011.09.2015.%2011;57
https://venturebeat.com/2008/06/11/analyst-theresa-great-future-in-iphone-apps/.%2011.09.2015.%2011;57
http://www.uin-malang.ac.id/r/101001/triangulasi-dalam-penelitian-kualitatif.html
http://www.uin-malang.ac.id/r/101001/triangulasi-dalam-penelitian-kualitatif.html

MODEL BISNIS PLATFORM FURNITURE.ID BERBASIS APLIKASI MOBILE DENGAN FITUR
AUGMENTED REALITY
MUHAMMAD IRFAN, Risa Virgosita, S.E., M.Sc., Ph.D.

Universitas Gadjah Mada, 2022 | Diunduh dari http://etd.repository.ugm.ac.id/

UNIVERSITAS
GADJAH MADA

Young, J.C & Santoso, H. B. (2014). Marker-Based Augmented Reality for Geometry
Educational Tool. Communications in Computer and Information Science, vol
886.

Zott, C., Amit, R., & Massa, L. (2011). The Business Model: Recent Developments
and Future Research. Journal of Management, 3(4), 1019-1042.

83



