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INTISARI 

 

Perkembangan ekonomi digital meningkatkan transaksi item virtual pada 
platform permainan daring, khususnya Roblox. Item seperti Fish It, Grow A 
Garden, dan Gamepass memiliki permintaan tinggi, namun transaksi masih banyak 
dilakukan secara manual melalui media sosial, terutama TikTok. Kondisi ini 
menimbulkan risiko penipuan (scammer), kurangnya transparansi transaksi, serta 
potensi pelanggaran kebijakan TikTok akibat penampilan harga dan aktivitas jual 
beli di luar sistem platform. Untuk mengatasi permasalahan tersebut, 
dikembangkan platform e-commerce berbasis website dengan model single seller 
guna memusatkan kontrol transaksi pada satu pengelola. Metode pengembangan 
meliputi analisis kebutuhan sistem, perancangan basis data menggunakan ERD, 
perancangan antarmuka, serta implementasi sistem menggunakan framework 
Laravel dengan arsitektur MVC dan database MySQL. Metode pembayaran 
diterapkan secara manual melalui QRIS, SeaBank, dan e-wallet dengan mekanisme 
unggah bukti pembayaran dan verifikasi admin. Hasil pengembangan menunjukkan 
bahwa platform mampu memfasilitasi transaksi item Roblox secara aman, 
terstruktur, dan terdokumentasi. Sistem ini dapat meminimalkan risiko penipuan, 
meningkatkan transparansi transaksi, serta menjadi solusi alternatif untuk 
menghindari pelanggaran kebijakan TikTok. Platform ini dapat dimanfaatkan oleh 
pelaku usaha kecil dan komunitas pemain Roblox sebagai media transaksi yang 
lebih terpercaya. 

 

Kata kunci: e-commerce, Roblox, Laravel, MySQL, transaksi digital. 
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ABSTRACT 

 

The growth of the digital economy has increased virtual item transactions 
on online gaming platforms, particularly Roblox. Items such as Fish It, Grow A 
Garden, and Gamepass have high demand, yet transactions are mostly conducted 
manually through social media, especially TikTok. This practice causes fraud risks, 
lack of transparency, and potential violations of TikTok policies due to price 
displays and sales activities outside the platform system. To solve these problems, 
a website-based e-commerce platform was developed using a single seller model to 
centralize transaction control. The development methods included system 
requirement analysis, database design using ERD, user interface design, and 
system implementation using the Laravel framework with MVC architecture and 
MySQL database. Manual payment methods were applied through QRIS, SeaBank, 
and e-wallet services with payment proof uploads and admin verification. The 
results show that the platform can facilitate secure, structured, and well-
documented Roblox item transactions. The system minimizes fraud risks, improves 
transaction transparency, and serves as an alternative solution to avoid TikTok 
policy violations. This platform can be used by small digital game businesses and 
Roblox communities as a more reliable transaction medium. 

 

Keyword: e-commerce, Roblox, Laravel, MySQL, digital transactions.


