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INTISARI 
 

 Bagaimana cara merancang web Komunitas Pecandu Game yang interaktif 
sehingga informasi yang disajikan dapat diakses dengan cepat dan mudah di 
mengerti dalam penyajian informasinya, adalah dengan cara : analisi, perancangan 
sistem, desain model, implementasi sistem, pengujian program dan sistem, serta 
pemeliharaan sistem. Dimana hasil akan maksimal jika memulai sesuatu secara 
bertahap. 
 Fitur-fitur yang terdapat pada web Komunitas Pecandu Game ini antara 
lain menu daftar member, PM ( Private Message ), text editor layaknya seperti 
pada microsoft word, banner keanggotaan, dan bisa upload avatar sebagai gambar 
profil. 
 Semakin banyak komunitas-komunitas berupa forum pecandu game 
diharapkan bisa menjadi wadah untuk kemajuan dunia informasi dalam bidang 
game. 
 
Kata Kunci : Komunitas, Game, Website, Interaktif, desain model, avatar 
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ABSTRACT 
 
 How to design a web community interactive game addict so that the 
information presented can be accessed quickly and easily understood in the 
presentation of the information, is to: analysis, system design, model design, 
system implementation, testing programs and systems, as well as system 
maintenance. Where the results will be maximized if start things gradually.  
 Features found on the web Community Game Addicts include menu list 
members, PM (Private Message), a text editor just like in Microsoft Word, 
banners membership, and can upload an avatar as a profile picture.  
 More and more communities in the form of forum gamers expected to be a 
forum for the advancement of information in the field of gaming.  
 
Keywords : Community, Games, Websites, Interactive, design models, avatars 
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