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ABSTRAK 

Inovasi baru dalam game komputer dibutuhkan setiap saat. Aplikasi ini, yang 

merupakan gabungan dari tiga jenis game, yaitu board, card dan turn-based strategy, 

dibuat untuk menjawab tantangan tersebut. Fitur-fitur utama game ini meliputi jumlah 

pemain 1-4 orang, arsitektur network pure peer-to-peer, tampilan dengan GDI+, 

pembacaan data dari file teks. Pengembangan di masa depan dapat dilakukan dengan 

menambah fitur memilih peta, perluasan jaringan dengan memanfaatkan internet, dan 

penambahan rincian game seperti avatar, item, dan ability. Aplikasi ini dibuat dengan 

bahasa pemrograman Visual C# .NET 2005, dengan teknologi seperti pure p2p remoting, 

GDI+, ownerDraw, dan file input/output. Teori-teori yang dipakai dalam proyek ini 

meliputi Algoritma dan Pemrograman, Rekayasa Perangkat Lunak, Teori dan Desain 

Berorientasi Objek, Jaringan Komputer, dan Pemrograman Game. Whitebox Testing 

menggunakan program testing eksternal Nunit versi 2.4.3. Aplikasi ini diharapkan 

menambah alternatif dunia game dan menambah wawasan baru dalam bidang studi IT. 
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ABSTRACT 

New innovation in computer games is needed all the time. This application, that is made 

from a merge of three genres, such as board, card, and turn-based strategy, created to 

answer the challenge. Main features in this game are 1-4 supported players, pure peer-

to-peer network architecture, GDI+ display, and text-based file data reading. 

Improvements in the future can be done by adding map selection feature, broading the 

network using internet, and the expansion of the game’s element such as avatars, items, 

and abilities. This application is built with Visual C# .NET programming language, with 

technologies such as pure p2p remoting, GDI+, ownerDraw, and file input/output. 

Theories that referenced in this project includes Programming and Algorithms, Software 

Engineering, Object Oriented Theory and Design, Networking, and Game Programming. 

The whitebox testing used an external testing program, Nunit version 2.4.3. Hopefully 

this application can bring alternatives in gaming world and enrich the knowledge in IT. 
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