
 

58 
 

DAFTAR PUSTAKA 

 

Abel, J. P., Buff, C. L., & Burr, S. A. (2016). Social media and the fear of missing 

out: Scale development and assessment. Journal of Business & Economics 

Research (JBER), 14(1), 33-44. 

 

Adiningtiyas, S. W. (2017). Peran guru dalam mengatasi kecanduan game online. 

KOPASTA: Journal of the Counseling Guidance Study Program, 4(1). 

 

Akram, U., Hui, P., Khan, M. K., Hashim, M., & Rasheed, S. (2016). Impact of 

store atmosphere on impulse buying behaviour: Moderating effect of 

demographic variables. International Journal of U-and e-Service, Science 

and Technology, 9(7), 43–60. 

 

Applebaum, W. (1951), “Studying Consumer Behavior in Retail Stores”, Journal 

of Marketing, Vol.16 No.2, 72-178. 

 

Asosiasi Penyelenggara Jasa Internet Indonesia. (2023). Laporan Survei Internet 

APJII 2023. Retrieved from https://apjii.or.id/berita/d/survei-apjii-pengguna-

internet-di-indonesia-tembus-215-juta-orang 

 

Beyens, I., Frison, E., & Eggermont, S. (2016). “I don‟t want to miss a thing”: 

Adolescents‟ fear of missing out and its relationship to adolescents‟ social 

needs, Facebook use, and Facebook related stress. Computers in human 

behavior, 64, 1-8. 

 

Çelik, I. K., Eru, O., & Cop, R. (2019). The effects of consumers‟ FoMo 

tendencies on impulse buying and the effects of impulse buying on post-

purchase regret: An investigation on retail stores. BRAIN. Broad Research in 

Artificial Intelligence and Neuroscience, 10(3), 124-138. 

 

https://apjii.or.id/berita/d/survei-apjii-pengguna-internet-di-indonesia-tembus-215-juta-orang
https://apjii.or.id/berita/d/survei-apjii-pengguna-internet-di-indonesia-tembus-215-juta-orang


59 
 

 

Dahmiri, D., Bhayangkari, S. K. W., & Fatricia, R. S. (2023). Scarcity cues, fear 

of missing out, and impulse buying behavior in fashion product: The role of 

Islamic religiosity. SERAMBI: Jurnal Ekonomi Manajemen dan Bisnis Islam, 

5(2), 67-82. 

Dittmar H. & Drury J. (2000). Self-image-is it in the bag? A qualitative 

comparison between 'ordinary' and 'excessive consumers. Journal of 

Economic Psychology 21, 109-142. 

 

Dossey, L. (2014). FOMO, digital dementia, and our dangerous experiment. 

Explore: The Journal of Science and Healing, 10(2), 69-73. 

 

Dyulgerova, H., & Devreli, P. (2019). Hedonic Motives : Influencing players‟ 

impulse buying purchases of virtual goods (Issue May). 

 

Gabrielova, K., & Buchko, A. A. (2021). Here comes Generation Z: Millennials 

as managers. Business Horizons, 64(4), 489–499. 

 

Garvin, G. (2019). Hubungan Antara Kesepian Dengan Problematic Internet Use 

Pada Remaja. Psikostudia: Jurnal Psikologi, 8(1), 15-19. 

 

Gentina, E., & Parry, E. (2020). The New Generation Z in Asia: Dynamics, 

Differences, Digitalisation. Emerald Publishing Limited. 

 

Gumeular, A.T. & Eryani, R.D. (2016). Studi deskriptif mengenai impulsive 

buying pada Gamers Game Online Dragon Nest Kota Bandung. Prosiding 

Psikologi, 911-915. 

 

Hadisaputra, H., Nur, A. A., & Sulfiana, S. (2022). Fenomena Kecanduan Game 

Online Di Kalangan Remaja Pedesaan (Studi Kasus Dua Desa Di Sulawesi 

Selatan). Edu Cendikia: Jurnal Ilmiah Kependidikan, 2(02), 391-402. 

 



60 
 

 

Handayani, E. S., & Haryadi, R. (2022). Korelasi Kepribadian Fear Missing Out 

terhadap Adiksi Impulsive Online Buying di Masa Pandemi Pada Anak dan 

Remaja. Bulletin of Counseling and Psychotherapy, 4(3), 761-768. 

 

Hastini, L. Y., Fahmi, R., & Lukito, H. (2020). Apakah Pembelajaran 

Menggunakan Teknologi dapat Meningkatkan Literasi Manusia pada 

Generasi Z di Indonesia?. Jurnal Manajemen Informatika (JAMIKA), 10(1), 

12-28. 

 

Hayran, C., Anik, L., & Gürhan-Canli, Z. (2020). A threat to loyalty: Fear of 

missing out (FOMO) leads to reluctance to repeat current experiences. PLoS 

One, 15(4), e0232318. 

 

Hetz, P. R., Dawson, C. L., & Cullen, T. A. (2015). Social media use and the fear 

of missing out (FoMO) while studying abroad. Journal of Research on 

Technology in Education, 47(4), 259-272. 

 

Hits.suara.com. (2021). Top Up Voucher Game Online Tembus Rp 2 Juta, Bocah 

Ini Bikin Ayah Ngamuk. Retrieved from 

https://www.google.com/amp/s/hits.suara.com/amp/read/2021/05/09/134333/t

op-up-voucher-game-online-tembus-rp-2-juta-bocah-ini-bikin-ayah-ngamuk 

 

Hodkinson, C. (2019). „Fear of Missing Out‟(FOMO) marketing appeals: A 

conceptual model. Journal of Marketing Communications, 25(1), 65-88. 

 

JWTIntelligence. (2012). Fear of missing out (FOMO). Retrieved from 

http://www.jwtintelligence.com/wp-

content/uploads/2012/03/F_JWT_FOMO-update_3.21.12.pdf 

 

Kaloeti, D. V. S., Kurnia S, A., & Tahamata, V. M. (2021). Validation and 

psychometric properties of the Indonesian version of the Fear of Missing Out 

Scale in adolescents. Psicologia: Reflexão e Crítica, 34. 

https://www.google.com/amp/s/hits.suara.com/amp/read/2021/05/09/134333/top-up-voucher-game-online-tembus-rp-2-juta-bocah-ini-bikin-ayah-ngamuk
https://www.google.com/amp/s/hits.suara.com/amp/read/2021/05/09/134333/top-up-voucher-game-online-tembus-rp-2-juta-bocah-ini-bikin-ayah-ngamuk
http://www.jwtintelligence.com/wp-content/uploads/2012/03/F_JWT_FOMO-update_3.21.12.pdf
http://www.jwtintelligence.com/wp-content/uploads/2012/03/F_JWT_FOMO-update_3.21.12.pdf


61 
 

 

 

Kamalia, D., Djajadinata, M., Gunawan, F. H., & Gunadi, W. (2022). The role of 

hedonic motivation and FOMO on the Impulsivity of e-commerce users 

during COVID-19 Pandemics in Indonesia. In Proceedings of the 

International Conference on Industrial Engineering and Operations 

Management Istanbul. 

 

Kang, I., Cui, H., & Son, J. (2019). Conformity consumption behavior and FoMO. 

Sustainability, 11(17), 4734. 

 

Kompas.com. (2022). Indonesia di Urutan Kedua Negara dengan Pengguna 

Internet yang Paling Banyak Bermain Game. Retrieved from 

https://www.google.com/amp/s/amp.kompas.com/wiken/read/2022/04/30/214

000781/indonesia-di-urutan-kedua-negara-dengan-pengguna-internet-yang-

paling 

 

Liu, Y., Li, H., & Hu, F. (2013). Website attributes in urging online impulse 

purchase: An empirical investigation on consumer perceptions. Decision 

support systems, 55(3), 829-837. 

 

Loudon, D.L, & Della Bitta, A.J, (1993), Consumer Behavior: Concepts and 

Application, Singapore: Mc.Grow-Hill, Inc. 

 

McGinnis, P. J. (2020). Fear of missing out: Practical decision-making in a world 

of overwhelming choice. Sourcebooks, Inc. 

Medium.com. (2023). Product design and psychology: The Exploitation of Fear of 

Missing Out (FOMO) in Video Game Design. Retrieved from 

https://medium.com/@milijanakomad/product-design-and-psychology-the-

exploitation-of-fear-of-missing-out-fomo-in-video-game-design-

5b15a8df6cda 

 

https://www.google.com/amp/s/amp.kompas.com/wiken/read/2022/04/30/214000781/indonesia-di-urutan-kedua-negara-dengan-pengguna-internet-yang-paling
https://www.google.com/amp/s/amp.kompas.com/wiken/read/2022/04/30/214000781/indonesia-di-urutan-kedua-negara-dengan-pengguna-internet-yang-paling
https://www.google.com/amp/s/amp.kompas.com/wiken/read/2022/04/30/214000781/indonesia-di-urutan-kedua-negara-dengan-pengguna-internet-yang-paling
https://medium.com/@milijanakomad/product-design-and-psychology-the-exploitation-of-fear-of-missing-out-fomo-in-video-game-design-5b15a8df6cda
https://medium.com/@milijanakomad/product-design-and-psychology-the-exploitation-of-fear-of-missing-out-fomo-in-video-game-design-5b15a8df6cda
https://medium.com/@milijanakomad/product-design-and-psychology-the-exploitation-of-fear-of-missing-out-fomo-in-video-game-design-5b15a8df6cda


62 
 

 

Mubarok, F. H. (2021). Hubungan antara Intensi Kecanduan Game Online dengan 

Pembelian Impulsif Perangkat Game Pada Mahasiswa. Acta Psychologia, 

3(1), 69-80. 

 

Oktaviansyah, F. D., & Tutiasri, R. P. (2023). Keputusan Konsumen Dalam 

Pembelian Virtual Items pada Game Online Mobile Legends: Bang Bang. 

Da'watuna: Journal of Communication and Islamic Broadcasting, 3(2), 915-

925. 

 

Przybylski, A. K., Murayama, K., DeHaan, C. R., & Gladwell, V. (2013). 

Motivational, emotional, and behavioral correlates of fear of missing out. 

Computers in human behavior, 29(4), 1841-1848. 

 

Ratnaningsih DS, & Halidy, A. (2022). Pengaruh Fomo, Kesenangan Berbelanja 

Dan Motivasi Belanja Hedonis Terhadap Keputusan Pembelian Tidak 

Terencana Di E-commerce Shopee Pada Waktu Harbolnas. Eqien-Jurnal 

Ekonomi dan Bisnis, 11(03), 1477-1487. 

 

Rook, D. W. (1987). The buying impulse. Journal of consumer research, 14(2), 

189-199. 

 

Santoso, I. H., Widyasari, S., & Soliha, E. (2021). Fomsumerism: 

Mengembangkan perilaku conformity consumption dengan memanfaatkan 

fear of missing out konsumen. Jurnal Ilmiah Bisnis dan Ekonomi Asia, 15(2), 

159-171. 

 

Savitri, D., Aini, N., & Suyono, J. (2020). The influence of personality, shop 

enjoyment, and impulsive buying tendency on impulsive buying behavior in 

transmart Ngagel Surabaya. IJEBD (International Journal of 

Entrepreneurship and Business Development), 3(2), 221-227. 

 



63 
 

 

Septila, R. (2017). Perbedaan impulse buying pada mahasiswa unsyiah. 

Psikoislamedia Jurnal Psikologi, 2 (2). 

 

Singh, A. P., & Dangmei, J. (2016). Understanding the Generation Z: the Future 

Workforce. South -Asian Journal of Multidisciplinary Studies, 7, 1–6. 

 

Siregar, N. F., & Rini, Q. K. (2020). Regulasi diri dan impulsive buying terhadap 

produk fashion pada remaja perempuan yang berbelanja online. Jurnal 

Psikologi, 12(2), 213-224. 

 

Stern, H. (1962). The significance of impulse buying today. Journal of marketing, 

26(2), 59-62. 

 

Surbakti, K. (2017). Pengaruh game online terhadap remaja. Jurnal Curere, 1(1). 

 

Tayibnapis, R. G. (2019). Fenomena game online dan pembaruan teknologi 

komunikasi sebagai media baru. Universitas Satya Negara Indonesia, 32–50. 

 

Tosida, E. T., Ardiansyah, D., Walujo, A. D., & Sofyandi, A. (2019). System 

design of augmented reality technology to strengthen sustainable imaging of 

kujang products based on local culture. International Journal of Recent 

Technology and Engineering (IJRTE), 8(4), 5940-5949. 

 

Venia, M., Marzuki, F., & Yuliniar. (2021). Analisis Faktor yang Mempengaruhi  

 Perilaku Impulse Buying (Studi Kasus pada Generasi Z Pengguna E- 

 commerce ). Korelasi Riset Nasional Ekonomi, Manajemen, Dan Akuntansi,  

 2, 929–941. 

 

Verplanken B. & Aarts H. (1999). Habit, attitude, and planned behaviour, is habit 

an empty construct, or an interesting case of automaticity? European Review 

of Social Psychology, 10, 101-133. 

 



64 
 

 

Verplanken, B., & Herabadi, A. (2001). Individual differences in impulse buying 

tendency: Feeling and no thinking. European Journal of personality, 15, S71-

S83. 

Wegmann, E., Oberst, U., Stodt, B., & Brand, M. (2017). Online-specific fear of 

missing out and Internet-use expectancies contribute to symptoms of Internet-

communication disorder. Addictive Behaviors Reports, 5, 33-42. 

 

Wu, L., Chen, K. W., & Chiu, M. L. (2016). Defining key drivers of online 

impulse purchasing: A perspective of both impulse shoppers and system 

users. International Journal of Information Management, 36(3), 284-296. 

 

Yulius, R. (2017). Analisis Perilaku Pengguna dalam Pembelian Item Virtual pada 

Game Online. Journal of Animation & Games Studies, 3(1), 1. 

 

Zebeh, A. C. (2012). Berburu rupiah lewat game online. Yogyakarta: 

Bounabooks. 

 

 

 

 

 

 


