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ABSTRAKSI 

"Kevin In Terminal Console" incorporates a mini Linux environment using 

System.IO in the C# programming language. This study identifies several issues, 

such as the limitations of Linux commands, the constraints of classes and methods 

within System.IO, and the need for error exceptions to create a user experience akin 

to a real Linux terminal. The research aims to implement a mini Linux environment 

in the game, create an authentic playing experience, and provide an understanding 

of Linux commands for novice players. The Game Development Life Cycle 

(GDLC) methodology is employed in this development, with phases including 

initiation, pre-production, production, testing, beta, and release. 

 

Keywords: Game Programmer, Mini Linux Environment, System.IO, Game 

Development Life Cycle, Kevin In Terminal Console. 

 

Game Kevin In Terminal Console mengusung konsep mini environment 

Linux dengan menggunakan System.IO dalam bahasa pemrograman C#. Studi ini 

mengidentifikasi beberapa masalah, seperti keterbatasan command Linux, 

keterbatasan class dan method dalam System.IO, serta perlunya error exception 

untuk menciptakan pengalaman pengguna yang mirip dengan terminal Linux 

sebenarnya. Penelitian ini bertujuan untuk menerapkan mini environment Linux 

dalam game, menciptakan pengalaman bermain yang autentik, dan memberikan 

pemahaman terhadap command Linux bagi pemain yang awam. Dalam metodologi 

pengembangan, Game Development Life Cycle (GDLC) digunakan dengan 

tahapan inisiasi, pra-produksi, produksi, testing, beta, dan release. 

 

Kata kunci: Game Programmer, Mini Environment Linux, System.IO, Game 

Development Life Cycle, Kevin In Terminal Console. 
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