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INTISARI 

 

Pada saat ini perkembangan industri game digital sangatlah pesat. 

Berdasarkan laporan dari analis pasar Newzoo, jumlah gamer dunia pada tahun 

2022 mencapai 3,2 miliar yang mengalami peningkatan sebesar 2,1% dibandingkan 

tahun sebelumnya. Bagi para gamer, Steam merupakan salah satu layanan digital 

video game terpopuler yang menyediakan ribuan game di dalamnya. Steam juga 

menyajikan ulasan dan rating dari para user terhadap video game. 

Pada penelitian ini, nantinya akan digunakan algoritma Agglomerative 

hierarchical clustering untuk melihat ciri-ciri dari video game berdasarkan atribut 

yang ada. Algoritma Agglomerative hierarchical clustering terbagi menjadi 

beberapa metode, di antaranya metode single linkage, complete linkage, average 

linkage, dan ward. Penelitian ini membandingkan keempat metode dalam 

Agglomerative hierarchical clustering dengan tujuan untuk mendapatkan solusi 

cluster terbaik dalam kasus clustering video game pada platform steam berdasarkan 

rating, banyak reviews, harga dan banyaknya jumlah unduhan dari video game 

tersebut. 

Hasil dari penelitian diperoleh complete linkage sebagai metode terbaik 

yang memiliki nilai koefisien korelasi cophenetic tertinggi jika dibandingkan 

dengan metode single linkage, average linkage dan ward. Dan banyak hasil cluster 

yang diperoleh adalah sebanyak 4 cluster. 

 

Kata kunci: Data Mining, Pengelompokan, Permainan video, Steam, 

Agglomerative hierarchical clustering 
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ABSTRACT 

 

At this time the development of the digital game industry is very rapid. 

Based on a report from market analyst Newzoo, the number of world gamers in 

2022 will reach 3.2 billion, an increase of 2.1% compared to the previous year. For 

gamers, Steam is one of the most popular digital video game services that provides 

thousands of games in it. Steam also presents user reviews and ratings of video 

games. 

In this study, an Agglomerative hierarchical clustering algorithm will be 

used to see the characteristics of video games based on existing attributes. 

Agglomerative hierarchical clustering algorithm is divided into several methods, 

including single linkage, complete linkage, average linkage, and ward methods. 

This study compares the four methods in Agglomerative hierarchical clustering 

with the aim of getting the best cluster solution in the case of clustering video games 

on the Steam platform based on ratings, lots of reviews, price and the number of 

downloads of the video games. 

The results of the study obtained complete linkage as the best method which 

has the highest cophenetic correlation coefficient when compared to the single 

linkage, average linkage and ward methods. And the number of cluster results 

obtained is as many as 4 clusters. 

 

Keyword: Data Mining, Clustering, Video game, Steam, Agglomerative 

hierarchical clustering
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