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INTISARI 
Seiring perkembangan zaman, perkembangan teknologi juga ikut 

berkembang mengikuti kemajuan zaman yang semakin canggih. Khususnya pada 

video game di era digital saat sekarang ini yang banyak dimainkan segala kalangan. 

Salah satunya video game PUBG Mobile yang bergenre Battle Royale. PUBG 

Mobile merupakan sebuah game battle royal yang dikembangkan oleh LightSpeed 

& Quantum Studio, sebuah divisi dari Tencent Games. Penelitian ini dibuat untuk 

menyusun pengklasteran menggunakan algoritma k-means dan fuzzy c-means 

terhadap Senjata yang ada dalam game PUBG Mobile, sehingga dari hasil 

penelitian yang dilakukan terdapat 7 klaster, yang mana masing-masing dari klaster 

tersebut adalah Assault Rifles (AR), Sniper Rifles, Designated Marksman Rifle 

(DMR), Sub machine Gun (SMG), Light Machine Gun, Shotgun, dan Crossbow. 

Penelitian ini juga akan membuktikan algoritma mana yang mempunyai tingkat 

akurasi terbaik antara algoritma k-means dan fuzzy c-means dalam pemilihan 

senjata pada PUBG Mobile. Dari hasil penelitian itu nanti didapatkan senjata yang 

akan direkomendasikan kepada pemain pemula PUBG Mobile. 

Kata Kunci : PUBG Mobile, Weapon, K-Means, Fuzzy C-Means, Clustering 
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ABSTRACT 

Along with the times, technological developments are also developing 

following the progress of an increasingly sophisticated era. Especially in video 

games in today's digital era, which are played by all walks of life. One of them is 

the PUBG Mobile video game with the Battle Royale genre. PUBG Mobile is a 

battle royale game developed by LightSpeed & Quantum Studio, a division of 

Tencent Games. This study was made to arrange clustering using the k-means and 

fuzzy c-means algorithms for the weapons in the PUBG Mobile game, so that from 

the results of the research conducted there were 7 clusters, where each of the 

clusters was Assault Rifles (AR), Sniper Rifles, Designated Marksman Rifle (DMR), 

Sub machine Gun (SMG), Light Machine Gun, Shotgun, and Crossbow. This study 

will also prove which algorithm has the best level of accuracy between the k-means 

and fuzzy c-means algorithms in weapon selection on PUBG Mobile. From the 

results of the research, it will be obtained weapons that will be recommended to 

PUBG Mobile novice players. 

Keyword : PUBG Mobile, Weapon, K-Means, Fuzzy C-Means, Clustering 
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