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ABSTRAK 

Selama perkembangan zaman, internet mulai menjadi hal yang sering digunakan 

oleh masyarakat seluruh dunia. Berkenaan dalam penggunaan internet dalam segala 

hal, orang-orang kini mulai banyak yang bermain game online. Hal tersebut 

membuat orang-orang semakin kompetitif dan melakukan pembelian voucher game 

online untuk menunjang pengalaman bermain dan membuka fitur terbatas. Tetapi 

dengan banyaknya minat terhadap voucher game online nyatanya dalam transaksi 

jual beli voucher game online masih banyak terjadi ketidaksesuaian janji pelaku 

usaha voucher game online dalam menjual produknya sehingga hal tersebut jelas 

merugikan konsumen. Penelitian ini mengangkat rumusan masalah bagaimana 

perlindungan hukum terhadap konsumen akibat ketidaksesuaian jual beli voucher 

game online dan apa saja bentuk tanggung jawab dari pelaku usaha dan pihak ketiga 

akibat dari ketidaksesuaian tersebut. Penelitian ini bertujuan untuk menganalisis 

perlindungan konsumen atas hak-haknya yang dilanggar oleh pelaku usaha dan 

menganalisis bentuk tanggung jawab pelaku usaha dan pihak ketiga. Penelitian ini 

merupakan jenis penelitian normatif yang disajikan dalam bentuk analisis kualitatif, 

yang bersumber dari studi kepustakaan dan studi kasus atas bahan hukum primer, 

sekunder dan tersier. Hasil penelitian menemukan bahwa masih banyak konsumen 

yang dirugikan tetapi tidak melakukan apapun karena ketidaktahuannya atas 

perlindungan dari hak-hak mereka sehingga pada penulisan ini penulis menjelaskan 

perlindungan hukum bagi konsumen yang dirugikan agar para konsumen tersebut 

sadar bahwa haknya sebagai konsumen dilindungi oleh hukum. Selain itu pelaku 

usaha yang melakukan ketidaksesuaian janji terhadap produk yang di jual wajib 

bertanggung jawab penuh atas segala kerugian yang dialami konsumen sesuai 

dengan yang diatur dalam UUPK agar mengurangi tingkat kerugian bagi konsumen 

yang  akan melakukan pembelian voucher game online di marketplace itemku. 

 

Kata kunci : ketidaksesuaian, voucher game, perlindungan konsumen 
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ABSTRACT 

During the times, the internet began to become something that is often used by 

people around the world. With regard to the use of the internet in all things, many 

people are now starting to play online games. This makes people more competitive 

and buy game vouchers online to support the playing experience and unlock limited 

features. But with so much interest in online game vouchers, in fact, in online game 

voucher buying and selling transactions, there are still many discrepancies in the 

promises made by online game voucher business actors in selling their products, so 

this is clearly detrimental to consumers. This study raises the formulation of the 

problem of legal protection for consumers due to discrepancies in buying and 

selling online game vouchers and what forms of responsibility of business actors 

and third parties result from these discrepancies. This study aims to analyze 

consumer protection for their rights that are violated by business actors and 

analyze the forms of responsibility of business actors and third parties. This 

research is a type of normative research presented in the form of qualitative 

analysis, which originates from literature studies and case studies on primary, 

secondary and tertiary legal materials. The results of the study found that there 

were still many consumers who were harmed but did nothing because of their 

ignorance of the protection of their rights so that in this writing the authors explain 

legal protection for consumers who are harmed so that these consumers are aware 

that their rights as consumers are protected by law. In addition, business actors 

who do not comply with their promises regarding the products sold must be fully 

responsible for all losses suffered by consumers in accordance with those regulated 

in the UUPK in order to reduce the level of losses for consumers who will purchase 

online game vouchers on the Itemku marketplace. 

Keyword : discrepancies, game vouchers, consumer protection 
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