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PERANCANGAN DAN IMPLEMENTASI VPN SEBAGAI QoS 

GAME ONLINE PADA JARINGAN BERBASIS MIKROTIK 

Ihwanul Muslim, Yudi Limpraptono, Michael Ardita  

ihwansimdig2000@gmail.com 

 

ABSTRAK 

Kebutuhan akan terkoneksi dengan jaringan komputer semakin 

meningkat secara reliability maupun capability. Koneksi yang cepat dan 

stabil dibutuhkan sehingga memungkinkan aktifitas interkoneksi yang 

real-time seperti video call, streaming video, video conference, gaming 

dan lain-lain. Aktifitas interkoneksi yang memerlukan data real-time ini 

hanya mengakomodir delay jaringan di rentang waktu microsecond saja, 

ini dikategorikan dalam delay sensitive application . Pada terminologi 

jaringan delay disebut juga latency. Untuk dapat menjaga kestabilan 

jaringan dan menghindari latency tinggi pada proses transmisi data antar 

host, maka pada penelitian ini menerapkan mekanisme tunnel VPN pada 

study case delay yang terjadi ketika bermain game online  Mobile 

Legends. VPN Server akan disetup dengan arsitektur VPS Mikrotik 

dengan basis protokol L2TP. Perangkat RB4011iGS+RM bertindak 

sebagai VPN Client sehingga jaringan dibawahnya (LAN) dapat 

dilakukukan Policy Based Routing ke tunnel VPN dengan protokol L2TP 

yang telah dibuat. Hasil dari penelitian ini diharapkan dapat menjaga 

proses transimisi data antara client dan server game mempunyai delay 

tetap dibawah batas wajar dari delay sensitive application .  

Kata kunci: Latency, tunnel, game online, VPN, VPS, L2TP 
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DESIGN AND IMPLEMENTATION OF VPN AS QOS FOR 

ONLINE GAMES ON A MIKROTIK-BASED NETWORK 

Ihwanul Muslim, Yudi Limpraptono, Michael Ardita  

ihwansimdig2000@gmail.com 

ABSTRACT 

The need to be connected to a computer network is increasing in reliability  

and capability. A fast and stable connection is needed to enable real-time 

interconnection activities such as video calls, video streaming, video 

conferencing, gaming and others. This interconnection activity that 

requires real-time data only accommodates network delays in the 

microsecond time range, this is categorized as a delay sensitive 

application. In network terminology, delay is also called latency. To be 

able to maintain network stability and avoid high latency in the data 

transmission process between hosts, this study applies a tunneling 

mechanism to study case delays that occur when playing the online game 

Mobile Legends. VPN Server will be setup with Mikrotik VPS 

architecture based on L2TP protocol. The RB4011iGS+RM device acts 

as a VPN Client so that the LAN can be implemented Policy Based 

Routing to the VPN tunnel that has been created. The results of this study 

are expected to maintain the data transmission process between the client 

and the game server has a fixed delay below the reasonable limit of delay 

sensitive applications. 

Keywords: Latency, tunneling, online game, VPN, VPS, L2TP 
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