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INTISARI

Ragnarok online adalah MMORPG (Massively Multiplayer Online Role
Playing Game) yang dibuat berdasarkan cerita dan latar belakang yang sama dari
komik terkenal berjudul ‘Ragnarok’ yang ditulisoleh Lee Myoung-Jin. Komik ini
kemudian dikembangkan menjadi sebuah game online yang memfokuskan fitur
komunitas antar pemainnya.

Pada saat ini, banyak sekali pengembang Game Online Ragnarok dalam
bentuk Private Server. Dalam persaingan sebuah permainan Private Server
Ragnarok Online,saat ini banyak sekali fitur-fitur yang di sajikan pada setiap
pemilik server masing-masing. salah satunya sistem kode voucher untuk membeli
barang/benda pada game tersebut.

Sistem Pembuatan Kode Voucher pada Permainan Unofficial Ragnarok
Online diharapkan mempermudah kinerja dalam pengurusan pembelian cash point
antara pemain dengan pemilik game online pada permainan Unofficial Ragnarok
Online Indonesia serta dapat mendukung terciptanya kinerja yang efektif dan
efisien.

Kata Kunci: Game Online, Multiplayer, Private Server, Ragnarok Online.
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ABSTRACT

Ragnarok Online is a MMORPG (Massively Multiplayer Online Role
Playing Game) that are based on the story and the same background of the
famous comic titled 'Ragnarok’, written by Lee Myoung-Jin. This comic was later
developed into an online game that focuses on community features among the
players.

At this time, there’sso many game developers in Ragnarok Online Private
Server. In a competition by each Ragnarok Online Private Server’s developer,
there’s a lot of features given by each individual ragnarok private server
developer. One of these systems voucher code to purchase items / objects in the
game.

Making the System Voucher Code on Unofficial Games Ragnarok Online,
is expected to facilitate the performance in handling the purchase cash point
between players with the owner of the online games on the Unofficial game
Ragnarok Online Indonesia. and can support the creation of an effective and
efficient performance.

Keywords: Game Online, Multiplayer, Private Server, Ragnarok Online.
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