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ABSTRAK 

Jual beli merupakan bentuk transaksi yang tidak dapat terlepas dari kehidupan 

manusia, apalagi di zaman yang yang modern ini, bentuk-bentuk jual beli sudah 

mulai berkembang dan sangat memberikan kemudahan bagi manusia. Mulai dari 

jual beli secara langsung maupun jual beli secara online (dunia maya). Salah satu 

transaksi jual beli di dunia maya yang menarik peniliti adalah adanya jual beli 

elemen berlian pada permainan mobile legends. Apalagi di Indonesia sendiri 

pengguna permainan mobile legends sudah berkisar 50 juta pengguna aktif 

bulanan. Sehingga hal tersebut yang menarik peneliti untuk melakukan penelitian 

terhadap jual beli elemen berlian pada permainan  mobile legends dan ditinjau 

berdasarkan hukum Islam. Dalam penelitian ini, peneliti memiliki tujuan dalam 

menjawab sebuah rumusan masalah yaitu: 1) Bagaimana pelaksanaan jual beli 

berlian dalam permainan mobile legends? dan 2) Bagaimana tinjauan hukum 

Islam terhadap jual beli berlian dalam permainan mobile legends? 

Dalam penelitian ini peneliti menggunakan metode kualitatif dengan jenis 

penelitian lapangan (field research). Sumber data yang digunakan dalam 

penelitian ini ada dua yaitu sumber data primer dan sumber data skunder. Sumber 

data primer di dapatkan melalui wawancara dan observasi secara langsung 

terhadap subjek penelitian, sedangkan sumber data skunder di dapatkan melalui 

buku-buku, jurnal-jurnal serta artikel-artikel yang berkaitan dengan objek 

penelitian. Teknik pengumpulan data yang digunakan peneliti ada tiga yaitu 

observasi, wawancara dan dokumentasi. 

Hasil penelitian ini adalah bahwasanya pelaksanaan jual beli elemen berlian 

pada permainan mobile legends menggunakan media sosial untuk alat interaksi 

antara penjual dan pembeli yang berupa website atau aplikasi. Adapun website 

atau aplikasi yang menyediakan jasa penjualan elemen berlian mobile legends 

diantaranya adalah codashop, itemku, dan aplikasi play store. Dalam transaksi jual 

beli elemen berlian mobile legends telah memenuhi rukun dan syarat jual beli, 

serta sah dan mengikat kedua belah pihak karena telah memenuhi empat syarat 

dalam akad. 
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ABSTRACT 

Buying and selling is a form of transaction that cannot be separated from 

human life, especially in this modern era, forms of buying and selling have begun 

to develop and are very convenient for humans. Starting from buying and selling 

directly or buying and selling online (cyberspace). One of the interesting buying 

and selling transactions in cyberspace is the buying and selling of diamond 

elements in the mobile legends game. Especially in Indonesia alone mobile game 

users have around 50 million active monthly users. So that it is interesting for 

researchers to conduct research on the buying and selling of diamond elements in 

the mobile game legends and reviewed based on Islamic law. In this study, 

researchers have a goal in answering a problem statement, namely: 1) How is the 

implementation of buying and selling diamonds in the mobile legends game? and 

2) What is the view of Islamic law on buying and selling diamonds in mobile 

legends? 

In this study researchers used qualitative methods with the type of field 

research. The data sources used in this study are two, namely primary data sources 

and secondary data sources. Primary data sources were obtained through 

interviews and direct observation of the subject of research, while secondary data 

sources were obtained through books, journals and articles relating to the object of 

research. There are three data collection techniques used by researchers, namely 

observation, interviews and documentation. 

The results of this study are that the implementation of buying and selling 

diamond elements in the mobile game legends uses social media to interact 

between sellers and buyers in the form of websites or applications. The website or 

application that provides sales services for the mobile legends diamond elements 

includes the codashop, my item, and the play store application. In the sale and 

purchase transaction the diamond elements of mobile legends have fulfilled the 

pillars and the terms of sale and purchase, and are legitimate and binding on both 

parties because they have fulfilled the four conditions in the contract. 
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