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INTISARI 

Game Lineage II adalah suatu game yang tergolong dalam jenis 

MMORPG (Massive Multiplayer Online Role-Playing Game), atau biasa disebut 

game online multiplayer. Game yang beroperasi pada sistem operasi Windows ini 

dibuat oleh NCSoft, suatu  produsen game ternama yang bermarkas  di Korea 

Utara. Game ini begitu popular bagi para pelaku game online, sejak dirilis pada 1 

Oktober 2003 setidaknya terdapat lebih dari 1 juta klien yang memainkan. 

Sekarang, game ini dimainkan lebih dari 14 juta klien khususnya wilayah Asia. 

Di indonesia, game Lineage II telah dimainkan oleh lebih dari 300 ribu 

pengguna dan  mengalami peningkatan sampai sekarang. Terdapatnya suatu 

peraturan atau  rule yang telah ditetapkan oleh official server, seperti experience 

rates yang masih standar membuat klien cukup lama untuk mendapatkan level. 

Selain itu form pendaftaran account didalam official server indonesia dirasa 

kurang praktis dan efisien bagi klien, karena harus mengisi biodata pribadi yang 

lengkap. 

Berdasarkan latar belakang masalah diatas, penulis mendapat ide dan 

gagasan untuk melakukan perancangan server alternatif untuk  game Lineage II.  

Server yang akan dirancang dan dibangun diharap lebih unggul dari official server 

di Indonesia, karena akan dilengkapi fitur experience rates yang lebih besar, fitur 

autocreate account untuk memudahkan form pendaftaran, dan suatu fitur 

notifikasi server bagi klien. 

Kata Kunci : Game Online Multiplayer, Game Lineage II, Server Game, Fitur 

Server Game. 
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ABSTRACT 

Lineage II game is a game that goes in this type of MMORPG (Massive 
Multiplayer Online Role-Playing Game), or so-called is multiplayer game online. 
Games that run on the Windows operating system was created by the NCsoft 
company, a leading game producer headquartered in North Korea. This game is 
so popular for the audience / client online game, since released on October 1, 
2003 at least there are more than 1 million clients who play it. Now, the game is 
played more than 14 million clients in particular Asia.  

In Indonesia, game Lineage II has been played by more than 300 thousand 
users and continues to grow until now. The presence of a regulation or a rule set 
by the official server, such as the experience rates are still the standard to make 
the client long enough to get level. Besides the registration form in the official 
account server Indonesia is less practical and efficient for the client, because they 
have to fill out a complete personal biodata. 

Based on the background of the above problems, the authors do the 
designing alternate server for Lineage II game. Servers are expected to be 
designed ahead of official server in Indonesia, because it will feature experience 
greater rates, account autocreate feature to facilitate the registration form, and a 
feature server for client notification. 
 
Keywords: Multiplayer Online Game, Lineage II Game, Game Servee, Game 
Server Fitur.
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