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ABSTRAK 

 
 

Menurut Pasal 499 KUH Perdata, benda merupakan segala barang dan hak yang 
dapat menjadi milik orang (objek hak milik). Hukum benda itu sendiri menganut 
sistem tertutup dimana tidak diperbolehkan adanya penambahan, perubahan, 
pengurangan, atau modifikasi oleh orang perorangan. Di lain sisi, seiring dengan 

perkembangan jaman terutama teknologi, internet pun mulai berkembang pesat dan 
memiliki keunggulan tersendiri baik sektor usaha maupun kepentingan pribadi. 
Ketika membicarakan tentang sektor usaha itu sendiri, maka muncul yang 
dinamakanlayanangameonline.Denganmemanfaatkanlayananinternet,makapara 
pemain pun dapat berinteraksi dengan pemain lain termasuk memperjualbelikan 
berbagaifiturvirtual.Sepertinamanya,fiturinihanyaberupakodeyangdibuatoleh 
sistem komputer namun diperlakukan seperti benda-benda yang ada di dunia nyata 

bahkan memiliki nilai ekonomis dan diperdagangkan baik dalam dunia nyata 
maupun melalui transaksi di dalam game itu sendiri. Berkaitan ini, penelitian pun 
terfokus pada penilaian kedudukan fitur-fitur virtual game online dalam kitab 
undang-undang hukum perdata dengan membandingkan fitur-fitur tersebut dengan 
norma-norma hukum kebendaan yang berlaku di Indonesia serta penelusuran hak- 
hak pemain terhadap fitur-fitur virtual di dalam game online yang terdiri dari hak 
milik dan penguasaan benda yang ditilik dari undang-undang KUH Perdata. Dari 
penelitian ini, dapat disimpulkan bahwa fitur-fitur virtual dapat dianggap sebagai 

benda tidak berwujud sebagaimana diatur dalam KUH Perdata dikarenakan fitur- 
fitur virtual telah memenuhi unsur-unsur benda tidak berwujud. Selain itu, pemain 
punmemiliki2hak,yaituhakmilikdanpenguasaanbenda(bezit)berdasarkanusaha para 
pemain untuk guna mendapatkan hak milik dan penguasaan benda(bezit). 

 
 

Kata Kunci: Fitur-Fitur Virtual, Game Online, KUH Perdata 
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ABSTRACT 

 
 

According to Article 499 of the Civil Code, objects are all goods and rights owned 
bypeople(objectsofownership).Thelawofgoodsitselfadherestoaclosedsystem where 
no individual addition, change, reduction or modification is permitted. 
Meanwhile,alongwiththedevelopmentoftechnology,internethasbeguntodevelop 

rapidlyandhasitsownadvantagesbothinthebusinesssectorandpersonalinterests. When 
talking about the business sector, then there is a service called online game. By 
utilizing internet services, the players can interact with other players, including 
trading various virtual features. As the name suggests, this feature is in a form of 
codegeneratedbycomputersystembutistreatedlikeobjectsthatexistinrealworld, are 
economical valuable and are traded both in real world and through transactions 
inthegame.Relatedtothis,thisresearchfocusesonevaluatingthepositionofvirtual 

featuresinonlinegameaccordingtotheCivilCodebycomparingthesefeatureswith 
thelawofgoodsapplicableinIndonesiaaswellastrackingplayers’rightstovirtual 
featuresofonlinegameintermsofownershipandpossesionofobjectsjudgingfrom the 
Civil Code. From this research, it can be concluded that virtual features can be 
considered as intangible objects as stipulated in Civil Code because these virtual 
featureshavefulfilledtheelementsasintangibleobjects.Also,theplayershavetwo rights 
such as ownership and possession of objects (bezit) based on their efforts to obtain 
theserights. 

 
 

Keywords: Civil Code, Online Game, Virtual Features 



xii 
 

 

DAFTAR ISI 

 
HALAMAN SAMPUL 

HALAMANPENGAJUAN ................................................................................ i 

HALAMANPENGESAHAN ............................................................................. ii 

LEMBAR SURATPERNYATAANORISINALITAS ........................................ iii 

LEMBAR SURAT PERNYATAANBEBASPLAGIAT ..................................... iv 

LEMBAR SURAT PERNYATAAN BEBASPUBLIKASIGANDA ................... v 

LEMBAR SURAT PERNYATAAN PERSETUJUAN PUBLIKASI KARYA 

ILMIAH ............................................................................................................ vi 

HALAMANPERSEMBAHAN .......................................................................... vii 

KATAPENGANTAR ........................................................................................ viii 

ABSTRAK ........................................................................................................ x 

ABSTRACT ...................................................................................................... xi 

DAFTARISI ...................................................................................................... xii 

DAFTARTABEL .............................................................................................. xiv 

BABI:PENDAHULUAN .................................................................................. 1 

1.1. Latar BelakangMasalah ............................................................................... 1 

1.2. RumusanMasalah ........................................................................................ 7 

1.3. TujuanPenelitian ......................................................................................... 7 

1.4. ManfaatPenelitian ....................................................................................... 7 

1.4.1. Manfaat Teoritis................................................................................ 7 

1.4.2. Manfaat Praktis ................................................................................. 7 

1.5. MetodePenelitian ........................................................................................ 7 

1.5.1. JenisPenelitian .................................................................................. 7 

1.5.2. Metode Pendekatan ........................................................................... 8 

1.5.3. BahanHukum .................................................................................... 8 

1.5.4. Teknik Pengumpulan dan PengolahanBahanHukum .......................... 9 

1.5.5. Teknik AnalisisBahanHukum............................................................ 9 

1.6. PertanggungjawabanSistematikaPenulisan................................................... 9 

BAB II:TINJAUANPUSTAKA ....................................................................... 11 

2.1. Hukum BendaIndonesia .............................................................................. 11 

2.1.1. PengertianBenda ............................................................................... 11 

2.1.2. Macam-MacamBenda ....................................................................... 13 

2.1.3. Asas-Asas UmumHukum Benda ....................................................... 15 

2.1.4. Hak Kebendaan................................................................................. 18 

2.2. Konsep BendaTidakBerwujud ..................................................................... 24 



xiii 

 

2.2.1. Pengertian BendaTidakBerwujud ...................................................... 24 

2.2.2. Pengaturan BendaTidakBerwujud ..................................................... 25 

2.2.3. Kriteria BendaTidakBerwujud........................................................... 26 

2.3. Fitur-FiturVirtual ........................................................................................ 27 

2.3.1. PengertianFitur-FiturVirtual .............................................................. 27 

2.3.2. Jenis-JenisFitur-FiturVirtual.............................................................. 31 

2.3.3. PengaturanFitur-FiturVirtual ............................................................. 33 

2.4. Fitur-Fitur Virtual di DalamGameOnline ..................................................... 36 

2.5. HakCipta ..................................................................................................... 39 

2.5.1. Sifat HakCipta .................................................................................. 39 

2.6. Lisensi ........................................................................................................ 40 

2.6.1. Lisensi di DalamHakCipta ................................................................ 40 

2.6.2. LisensiSebagaiPerjanjian .................................................................. 42 

2.6.3. End User License Agreement (EULA) dan Term ofService(ToS) ....... 44 

2.6.4. Lisensi danFairUse ........................................................................... 47 

BABIII: PEMBAHASAN ................................................................................ 51 

3.1. Kedudukan Fitur-Fitur Virtual Game Online Dalam Kitab Undang-Undang 

Hukum Perdata ........................................................................................... 51 

3.2. Hak-Hak Pemain Terhadap Fitur-Fitur Virtual di DalamGameOnline .......... 74 

3.2.1. HakMilik ........................................................................................ 74 

3.2.2. Penguasaan Benda(Bezit) ................................................................ 79 

BABIV:PENUTUP ........................................................................................... 83 

4.1. Simpulan ..................................................................................................... 83 

4.2. Saran........................................................................................................... 83 

DAFTAR BACAAN 



xiv 
 

 
DAFTAR TABEL 

 
Tabel 3.1 Persamaan unsur-unsur benda tidak berwujud berdasarkan KUH 

Perdata dengan unsur-unsur fitur virtual di dalamgameonline .............. 62 


	SKRIPSI
	SKRIPSI (1)
	HALAMAN PERSEMBAHAN
	KATA PENGANTAR
	ABSTRAK
	ABSTRACT
	DAFTAR ISI
	DAFTAR BACAAN
	DAFTAR TABEL

