ABSTRAK

Proyek Akhir ini mencoba untuk menjelaskan konsep dari Protocol Redundancy VRRP,
GLBP dan HSRP, menguiji dan menganalisa perbandingan performansi beban traffic video
streaming dan mengukur QOS Throughput, Delay, dan Packet Loss pada ketiga jaringan
tersebut menggunakan tools Graphical Simulator Network Simulator 3 (GNS3) dan
Wireshark. Saya membandingkan performansi QOS ketiga Protocol Redundancy tersebut
dengan resolusi video 720p dan 1080p. Hasil performansi QOS Throughput jaringan VRRP
adalah; 720P (178,373 Bytes/s), 1080P (322,599 Bytes/s), Throughput jaringan GLBP
adalah; 720P (177,022 Bytes/s), 1080P (321,001 Bytes/s), Throughput jaringan HSRP
adalah; 720P (177,594 Bytes/s), 1080P (321,001 Bytes/s), Hasil performansi QOS Delay
jaringan VRRP adalah; 720P (5,897 ms), 1080P (3,703 ms), Delay jaringan GBLP adalah;
720P (5,936 ms), 1080P (3,720 ms), jaringan HSRP adalah; 720P (5,921 ms), 1080P
(3,711 ms). Rata-rata throughput VRRP dibandingkan dengan throughput pada HSRP dan
GLBP lebih besar, dengan pengertian semakin besar nilai throughput makin bagus
kinerjanya. Rata-rata delay VRRP Lebih kecil didibandingkan dengan delay pada HSRP
dan GLBP dengan pengertian semakin kecil delay maka semakin baik kinerjanya. Rata-
rata packet loss VRRP, HSRP dan GLBP Dari hasil pengujian dan pengukuran performansi
Packet Loss tidak ada perbedaan yang signifikan karena semuanya memiliki nilai Packet
Loss yang sama yaitu 0% yang mana berada pada kategori Sangat Baik sesuai dengan
standar TIPHON.
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ABSTRACT

This final project tries to explain the concept of Protocol Redundancy VRRP, GLBP and
HSRP, test and analyze the comparison of streaming video traffic load performance and
measure QOS Throughput, Delay, and Packet Loss on the three networks using Graphical
Simulator Network Simulator 3 (GNS3) and Wireshark. | compared the QOS performance
of the three Protocol Redundancy with video resolutions of 720p and 1080p. The results of
the QOS performance throughput of the VRRP network are; 720P (178,373 Bytes / s),
1080P (322,599 Bytes / s), The GLBP network throughput is; 720P (177,022 Bytes / s),
1080P (321,001 Bytes / s), HSRP network throughput is; 720P (177,594 Bytes / s), 1080P
(321,001 Bytes / s), The results of the VRRP network's QOS Delay performance are; 720P
(5,897 ms), 1080P (3,703 ms), the GBLP network delay is; 720P (5,936 ms), 1080P (3,720
ms), HSRP network is; 720P (5,921 ms), 1080P (3,711 ms). The average VRRP throughput
compared to the throughput on HSRP and GLBP is greater, meaning that the greater the
throughput value the better the performance. The average delay VRRP is smaller than the
delay in HSRP and GLBP, meaning that the smaller the delay, the better the performance.
Average packet loss VRRP, HSRP and GLBP From the test results and performance
measurement of Packet Loss there is no significant difference because all of them have
the same Packet Loss value, namely 0% which is in the Very Good category according to
the TIPHON standard.

Keyword: VRRP, HSRP, GLBP, Video Streaming, Throughput, Delay, Packet Loss.

Vi
Siti Khairiyah, 2020
SIMULASI PERBANDINGAN PERFORMANSI VIRTUAL ROUTER REDUNDANCY PROTOCOL (VRRP),
HOT STANDBY ROUTING PROTOCOL (HSRP), DAN GATEWAY LOAD BALANCING PROTOCOL
(GLBP) DENGAN ROUTING PROTOCOL OPEN SHORTEST PATH FIRST (OSPF)
ITTelkom Jakarta | repository.ittelkom-jkt.ac.id | e-library.ittelkom-jkt.ac.id



