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MOTTO

Sesungguhnya bersama kesukaran itu ada keringanan. Karena itu bila kau sudah
selesai (mengerjakan yang lain). Dan berharaplah kepada Tuhanmu.

(Q.S Al Insyirah : 6-8)

ilah setinggi langit. Jika

from yesterday, Live for today, And hope f

(Albert Einstein)
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INTISARI

Pada Asrama Mahasiswa Kalimantan Selatan Lambung Mangkurat
kebanyakan dari mahasiswanya menyukai bermain Game Online khususnya
Game Mobile Legend, PUBG Mobile, dan Class Of Clan. Saat bermain Game
Online, biasanya menggunakan jaringan internet sendiri yang ada pada
Smartphone padahal pada asrama sendiri memiliki jaringan internet dengan
Bandwidth yang cukup besar sehingga dapat digunakan dalam bermain Game
Online.

Akan tetapi, karena digunakan secara bersamaan dan setiap User yang login
tidak memiliki batasan. Bandwidth maka ketika dipakai dalam bermain Game
Online dan juga secara bersamaan digunakan untuk Browsing ataupun Streaming
maka terjadi gangguan terhadap jaringan yaitu lost koneksi sehingga bermain
Game Online jadi terganggu. Untuk mengatasi hal itu dibutuhkan manajemen
Bandwidth menggunakan Queue Tree dan Peer Connection Queue (PCQ) agar
Bandwidth yang ada ketika user login baik untuk bermain Game Online maupun
untuk digunakan nonton film dan Streaming tidak-mengalami gangguan lagi.

Untuk menerapkan manajemen Bandwidth menggunakan Queue Tree dan
Peer Connection Queue (PCQ) maka dilakukan beberapa tahapan penelitian
menggunakan metode Network Development Life Cycle (NDLC) vyaitu
Analisis,Perancangan, Simulasi, Implementasi, dan Pengawasan. Manajement
Bandwidth menggunakan metode Queue Tree dan Peer Connection Queue (PCQ)
diharapkan dapat mengatasi permasalahan jaringan asrama khususnya digunakan
dalam bermain Game Online.

Keywords — Game Online, Queue Tree, PCQ, Network, Browsing, Streamming
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ABSTRACT

At the South Kalimantan Student Dormitory, Lambung Mangkurat, most of
the students liked to play Online Games, especially Mobile Legend Games, PUBG
Mobile, and Class of Clans. When playing Online Games, it usually uses its own
internet network that is on a Smartphone even though the hostel itself has an
internet network with a bandwidth large enough so that it can be used in playing
Online Games.

However, because it is used simultaneously and every User who is logged in
has no Bandwidth limits so when used in_playing Online Games and also
simultaneously used for.Browsing or-Streaming then there is interference with the
network that is lost connection so that playing Online Games is disrupted. To
overcome this, Bandwidth management is needed using Queue Tree and Peer
Connection-Queue (PCQ) so that the available Bandwidth when the user is
logged .in either to play Online Games or to be used to watch movies and
streaming Is not interrupted anymore.

To implement Bandwidth management using Queue Tree and Peer
Connection Queue (PCQ), several stages of research are carried out using the
Network Development Life Cycle (NDLC) method, namely Analysis, Design,
Simulation, Implementation, and Supervision. Bandwidth Management. using the
Queue Tree and Peer Connection Queue (PCQ) methods is expected to overcome
the problems of the hostel network, especially for playing Online Games.

Keywords — Game Online, Queue Tree, PCQ, Network, Browsing, Streamming
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