
 

71 

 

DAFTAR PUSTAKA 

Kementerian Agama Republik Indonesia. (QS. An-Nisa’:58). Al-Qur’an dan 

terjemahannya. https://quran.kemenag.go.id/ 

Kementerian Agama Republik Indonesia. (QS. Shad:26). Al-Qur’an dan 

terjemahannya. https://quran.kemenag.go.id/ 

Kementerian Agama Republik Indonesia. (QS. Al-An'am:152). Al-Qur’an dan 

terjemahannya. https://quran.kemenag.go.id/ 

Kementerian Agama Republik Indonesia. (QS. Al-Isra':27). Al-Qur’an dan 

terjemahannya. https://quran.kemenag.go.id/ 

Muslim. (n.d.). Sahih Muslim, Hadith No. 102. Sunnah.com. 

https://sunnah.com/muslim:102 

Tirmidzi. (n.d.). Jami’ at-Tirmidhi, Hadith No. 1209. Sunnah.com. 

https://sunnah.com/tirmidhi:1209 

Bukhari. (n.d.). Sahih al-Bukhari, Hadith No. 1. Sunnah.com 

  https://sunnah.com/bukhari:1 

Muslim. (n.d.). Sahih Muslim, Hadith No. 1907. Sunnah.com 

 https://sunnah.com/muslim:1907 

Chen, X., Et Al. (2024). Understanding Consumer Trust Dynamics And Purchase 

Intentions In Social Networking Service (SNS) Games. International 

Journal Of Human–Computer Studies. 

Https://Doi.Org/10.1016/J.Ijhcs.2024.103088. 

Darmawan, A., & Putra, I. P. (2022). Analisis Faktor-Faktor Yang Mempengaruhi 

Keputusan Pembelian Virtual Item Dalam Online Mobile Game: Studi 

Kasus Mobile Legends. Jurnal Teknik ITS. Retrieved From 

Https://Jurnal.Um-Tapsel.Ac.Id/Index.Php/Jteknik/Article/View/1175. 

Determinants Of In-Game Purchase Decisions In Mobile Legends. (2025). Jurnal 

JUISI. Retrieved From 

Https://Ejurnal.Provisi.Ac.Id/Index.Php/Juisi/Article/View/117 

Hidayasari, D., Suryana, Y., & Kurniawan, A. (2024). Price Discount And Impulse 

Buying At Diamond Game Mobile Legends. Jurnal Ilmu Manajemen Dan 



72 

 

 

Ekonomi (JIME), 6(1), 55–67. Retrieved From 

Https://Journal.Ibs.Ac.Id/Index.Php/Jime/Article/View/192. 

Magelang, M. M. Y., & Husna, N. (2023). The Effect Of Self-Control On Impulsive 

Buying Of In-Game Virtual Goods Among Mobile Legends Players. 

Gadjah Mada Journal Of Psychology (Gamajop), 8(1), 1–12. Retrieved 

From Https://Www.Researchgate.Net/Publication/376144209 

Purnami, N., & Agus, F. (2021). Keputusan Pembelian Virtual Goods Ditinjau Dari 

Kelompok Acuan, Gaya Hidup Dan Event Marketing: Studi Pada Players 

Mobile Legends Bang Bang Di Universitas Islam Batik Surakarta. Jurnal 

Ilmiah Edunomika, 5(1), 42–53. Https://Doi.Org/10.29040/Jie.V5i1.1888 

Soebianto, E. F. P., & Purwandari, B. (2023). Faktor Pendorong Keputusan 

Pembelian Virtual Item Pada Mobile Legends. Jurnal Ekonomi Dan Bisnis 

Digital (MINISTAL), 2(3), 665–676. Retrieved From Https://E-

Journal.Unipma.Ac.Id/Index.Php/Ministal/Article/View/2399 

Kim, K. H., & Kim, H. K. (2019, September). Oldie Is Goodie: Effective User 

Retention By In‑Game Promotion Event Analysis. Arxiv. 

Https://Doi.Org/10.48550/Arxiv.1909.10851 

Farhan, G. M., & Marsasi, E. G. (2023). The Influence Of Information Quality And 

Perceived Value On Purchase Intention Of Game Shop E‑Commerce In 

Generation Z Based On Framing Theory. Pamator Journal, 16(3), 620–631. 

Https://Doi.Org/10.21107/Pamator.V16i3.21160 

Sokolova, K., & Kefi, H. (2019). Instagram And Youtube Bloggers Promote It, 

Why Should I Buy? How Credibility And Parasocial Interaction Influence 

Purchase Intentions. Journal Of Retailing And Consumer Services, 53. 

Https://Doi.Org/10.1016/J.Jretconser.2019.01.011/ 

Witono, S., & Aprilianty, S. (2024). The Impact Of Skincare Short Video 

Promotion On Tiktok For You Page To The Skincare Product Purchase 

Decision. Kental Journal. Tersedia PDF: Https://Journal-

Laaroiba.Com/Ojs/Index.Php/Elmal/Article/Download/3531/3187/23060 

You, Y., Et Al. (2022). Research On The Influence Path Of Online Consumers' 

Purchase Decision. Frontiers In Psychology, 13, 916465. 

https://www.researchgate.net/publication/376144209
https://doi.org/10.29040/jie.v5i1.1888


73 

 

 

Https://Doi.Org/10.3389/Fpsyg.2022.916465 

Tanady, E. S., & Fuad, M. (2020). Analisis Pengaruh Citra Merek Dan Kualitas 

Layanan Terhadap Keputusan Pembelian Tokopedia Di Jakarta. Jurnal 

Manajemen, 9(2), 113–123. Https://Doi.Org/10.46806/Jm.V9i2.663 

Budhiartini, N. L. P., & Yulianthini, N. N. (2022). Pengaruh Viral Marketing Dan 

Kepercayaan Konsumen Terhadap Keputusan Pembelian Dalam Berbelanja 

Online Pada Tokopedia Di Bali. Jurnal Administrasi & Manajemen FISIP, 

5(2), 229–237. Https://Doi.Org/10.23887/Jmpp.V5i2.39650 

Pardede, N. A., & Siringoringo, H. (2022). The Influence Of Lifestyle And Brand 

Image On Purchase Decisions Of Converse Shoes Among Gen Z In DKI 

Jakarta. International Journal Of Social Science And Business, 6(1), 66–73. 

Retrieved From 

Https://Pdfs.Semanticscholar.Org/0543/650821e09658b1a93954f2baf05de

846dc88.Pdf 

Aini, F., Maulidiyah, R., & Hidayanto, M. F. (2022). Pengaruh Gaya Hidup Dan 

Sikap Konsumen Terhadap Keputusan Pembelian. Jurnal Manajemen, 

14(1), 83–90. Retrieved From 

Https://Www.Researchgate.Net/Publication/366666531_Pengaruh_Gaya_

Hidup_Dan_Sikap_Konsumen_Terhadap_Keputusan_Pembelian 

Iqbal, M., & Yoestini, Y. (2023). Pengaruh Promosi, Kemudahan Penggunaan, Dan 

Kepercayaan Konsumen Terhadap Keputusan Pembelian Produk Pada 

Online Marketplace. Diponegoro Journal Of Management, 12(6), 1–10. 

Retrieved From 

Https://Ejournal3.Undip.Ac.Id/Index.Php/Djom/Article/View/41813 

Nurrohmah, S., Achmad, L. I., Sakum, & Mamun, S. (2024). Pengaruh Digital 

Marketing Terhadap Keputusan Pembelian Brand Nibras Dengan 

Kepercayaan Konsumen Sebagai Variabel Moderasi. Al-Kharaj: Jurnal 

Ekonomi, Keuangan & Bisnis Syariah, 6(8), 5594–5605. Retrieved From 

Https://Journal-Laaroiba.Com/Ojs/Index.Php/Alkharaj/Article/View/3407 

Setiawan, A. (2024). Analisis Faktor Perubahan Gaya Hidup Gen Z Di Daerah 

Jakarta Dalam Penggunaan Fasilitas Fitness Center Menggunakan Teori 



74 

 

 

Grounded. Jurnal Media Akademik, 3(1), 10–19. Retrieved From 

Https://Jurnal.Mediaakademik.Com/Index.Php/Jma/Article/View/121 

Yusuf, A. H., & Lestari, M. D. (2022). Pengaruh Promosi, Gaya Hidup Dan 

Kepercayaan Konsumen Terhadap Keputusan Pembelian Produk Digital 

Pada E-Commerce. Jurnal Ekonomi Dan Bisnis Digital, 3(1), 22–31. 4. 

Sumber Tambahan: 

Maulidina, S. N., & Kurniawati, D. (2022). Pengaruh Gaya Hidup, Persepsi Harga, 

Dan Kualitas Produk Terhadap Keputusan Pembelian Produk Digital Pada 

Game Online. Jurnal Riset Ekonomi Dan Manajemen, 22(3), 412–423. 

Https://Garuda.Kemdikbud.Go.Id/Documents/Detail/3576312. 

Putri, A. R., & Darmayanti, N. P. (2023). Strategi Pemasaran In-Game Advertising 

Dalam Meningkatkan Minat Beli Konsumen Pada Game Online Mobile 

Legends. Jurnal Ilmu Manajemen, 13(2), 345–355. 

Https://Garuda.Kemdikbud.Go.Id/Documents/Detail/4087373 

Athaya Fadilla, & Sari Winahjoe Siswomihardjo. (2024). Analisis Peran Nilai 

Konsumsi Pada Niat Pembelian Item Premium Dalam Aplikasi Permainan 

Mobile Legends Bang Bang. Universitas Gadjah Mada.   

Nabella, E., Supriyono, & Izaak, W. C. (2023). The Influence Of Influencer 

Marketing And Lifestyle On Purchase Decisions Of Virtual Game Product 

Mobile Legends: Bang Bang. Jurnal Ekonomi Dan Bisnis Digital 

Adhitama, M. R. K. (2023). Pengaruh Gaya Hidup Konsumtif Dan Harga Diskon 

Pada Games Mobile Legends Terhadap Impulse Buying (Case Study: 

Generasi Z Yang Ada Di Jakarta). Universitas Bakrie Repositor. 

Mahardhika, M., & Alfansi, L. (2024). Drivers Of Mobile Game Addiction And Its 

Impact On Game Loyalty And In-App Purchase Intention Among Gen-Z In 

Indonesia. Journal Of Enterprise And Development 

Ramadhan, L. F., Et Al. (2023). Dampak Pembelian Dalam Game Mobile Legend 

Terhadap Peningkatan Keterampilan Dan Keterlibatan Pemain Dengan 

Pengalaman Game Sebagai Variabel Moderasi. Jurnal Ekonomi Manajemen 

Sistem Informasi. 

Pelealu, J. Y., Worang, F. G., & Tielung, M. V. J. (2025). The Influence Of 



75 

 

 

Consumer Engagement And Social Media Marketing On Consumer 

Purchase Intention Of Game Items In Mobile Legends. Jurnal EMBA.   

Karisma, N., Wulandari, Y. E., & Putri, S. A. (2024). Pandangan Gen Z Terhadap 

Pemanfaatan Gaming Mobile Legends Sebagai Peluang Sumber 

Penghasilan. ARDHI: Jurnal Pengabdian Dalam Negeri. 

Yasin, H., Julita, & Hidayat, R. (2022). The Effect Of Social Media On Gen Z, 

Impulse Buying And Lifestyle In Purchase Decisions. Journal Of 

International Conference Proceedings 

Tarigan, M. M. (2020). The Influence Of Trust, Satisfaction And Motivation 

Toward Consumer Loyalty (Case Study On Mobile Legend: Bang-Bang 

Player). International Humanities And Applied Science Journal.   

Akbar, M. R., Irianto, G., & Rofiq, A. (2020). Purchase Behaviour Determinants 

On Online Mobile Game In Indonesia. International Journal Of 

Multicultural And Multireligious Understanding. 

Vania, A., & Sya'ban, A. Z. N. (2023). Influencer And Event Marketing: Purchasing 

Virtual Items At Gamer's “Mobile Legend”. Proceedings Of The 

International Conference Of Islamic Economics And Business (ICONIES). 

Khaira, E. A. F., Widyaningsih, A., & Purnomo, B. S. (2024). The Influence Of 

Financial Literacy, Financial Behavior And Mental Accounting On The 

Consumptive Behavior Of Mobile Legends Game Players. Ilmu Ekonomi 

Manajemen Dan Akuntansi. 

Listanti, A. M., & Sintani, L. (2022). Pengaruh Gaya Hidup, Kepercayaan, Dan 

Persepsi Risiko Terhadap Keputusan Pembelian Pada E-Commerce Shopee. 

JSM: Jurnal Sains Manajemen, 11(2), 48–56. Retrieved From Https://E-

Journal.Upr.Ac.Id/Index.Php/JSM/Article/View/8902  

Naibaho, B. R., Lapian, J. E., & Tumewu, F. D. (2024). Pengaruh Promosi Dalam 

Game Terhadap Keputusan Pembelian Item Virtual Mobile Legends. Jurnal 

EMBA: Jurnal Riset Ekonomi, Manajemen, Bisnis Dan Akuntansi, 12(1), 

101-110. 

Https://Ejournal.Unsrat.Ac.Id/Index.Php/Emba/Article/View/58308. 

Makarawung, R. G., Ogi, K. N., & Loindong, T. (2023). Pengaruh Promosi Dan 



76 

 

 

Influencer Marketing Terhadap Keputusan Pembelian Virtual Item Di 

Mobile Legends. Jurnal EMBA, 11(2), 225-234. 

Https://Ejournal.Unsrat.Ac.Id/Index.Php/Emba/Article/View/52264 

Hair, J. F., Hult, G. T. M., Ringle, C. M., Sarstedt, M., Danks, N. P., & Ray, S. 

(2021). Evaluation Of Formative Measurement Models. 

Https://Doi.Org/10.1007/978-3-030-80519-7_5 

Nabella, M., Supriyono, S., & Izaak, F. (2023). Pengaruh Gaya Hidup Digital 

Terhadap Keputusan Pembelian Item Virtual Pada Pemain Mobile Legends. 

Ministal Journal Of Information Technology, 7(1), 45-54. 

Https://Journal.Formosapublisher.Org/Index.Php/Ministal/Article/View/47

39. 

Wiratri, I., Aryati, N., Sarsono, S., & Hamidah, S. (2021). Gaya Hidup Digital Dan 

Pengaruhnya Terhadap Keputusan Pembelian Item Dalam Game Mobile 

Legends. Jurnal Ilmu Ekonomi, 9(3), 200-210.Https://Jurnal.Stie-

Aas.Ac.Id/Index.Php/Jie/Article/View/1888 

Prandini, D. A., & Telagawathi, N. (2020). Faktor-Faktor Yang Mempengaruhi 

Keputusan Pembelian Item Virtual Dalam Game Online. Jurnal BISMA, 

9(2), 123-132. Https://Ejournal.Undiksha.Ac.Id/Index.Php/BISMA-

JM/Article/View/32500. 

Https://Ejurnal.Its.Ac.Id/Index.Php/Teknik/Article/View/70332 

Arisandi, R., & Yuwono, D. (2023). Pengaruh Harga, Brand Image, Dan Promosi 

Terhadap Keputusan Pembelian Item Virtual Mobile Legends. Jurnal 

Prisanicendekia, 5(1), 50-60. 

Sugiyono. (2020). Metode Penelitian Kuantitatif, Kualitatif, Dan R&D. In 

ALFABETA BANDUNG (Pp. III–434) 

Rashid, F. (2022). Buku Metode Penelitian Fathor Rasyid. 

Ajzen, I. (1991). The Theory Of Planned Behavior. Organizational Behavior And 

Human Decision Processes, 50(2), 179–211. 

Https://Doi.Org/10.1016/0749-5978(91)90020-T 

Lestari, E. N., & Pambudi, A. (2020). Etika Bisnis Islam Dalam Promosi Produk 

Digital. Jurnal Ekonomi Dan Bisnis Islam, 5(2), 109–118. 



77 

 

 

Https://Ejournal.Unida.Gontor.Ac.Id/Index.Php/Ie/Article/View/3952 

Ainiyah, A., & Azizah, L. N. (2021). Gaya Hidup Konsumtif Perspektif Islam Pada 

Generasi Z. Jurnal Ekonomi Syariah Teori Dan Terapan, 8(3), 201–210. 

Https://Ejournal.Unair.Ac.Id/JESTT/Article/View/25789 

Nuraini, L. (2020). Lifestyle Dan Konsumsi Muslim Milenial Dalam Tinjauan 

Islam. Al-Amwal: Jurnal Ekonomi Dan Perbankan Syariah, 12(1), 45–56. 

Https://Jurnal.Unissula.Ac.Id/Index.Php/Al-Amwal/Article/View/11570 

Fauzan, A., & Rachmawati, N. (2020). Analisis Etika Bisnis Islam Terhadap 

Kepercayaan Konsumen Online. Jurnal Ilmiah Ekonomi Islam, 6(2), 155–

162. Https://Jurnal.Stebisigm.Ac.Id/Index.Php/Jiei/Article/View/197 

Hidayati, A. (2021). Trust Dalam Transaksi Online Menurut Perspektif Syariah. Al-

Amwal: Jurnal Ekonomi Dan Perbankan Syariah, 13(2), 78–88. 

Https://Jurnal.Unissula.Ac.Id/Index.Php/Al-Amwal/Article/View/15283 

Ramadhani, A. (2020). Analisis Keputusan Konsumen Dalam Perspektif Islam. 

Jurnal Ekonomi Dan Bisnis Islam, 5(1), 67–76. 

Https://Ejournal.Unida.Gontor.Ac.Id/Index.Php/Ie/Article/View/3839 

Firdaus, M. (2022). Etika Konsumen Muslim Terhadap Pembelian Produk Virtual. 

Jurnal Ekonomi Syariah Dan Muamalah, 4(1), 33–

41.Https://Journal2.Unusa.Ac.Id/Index.Php/JESM/Article/View/3703 

Baron, R. M., & Kenny, D. A. (1986). The moderator–mediator variable distinction 

in social psychological research: Conceptual, strategic, and statistical 

considerations. Journal of Personality and Social Psychology, 51(6), 1173–

1182. 

 


