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INTISARI

Game merupakan salsh satu industri vang terus berkembang. Banyak
developer game yang telah mengembangkan genre-genre game mereka mulai dari
action strategy,mcing. shooting dan dll. dengan begitu banyak dari developer game
mengembangkan mekanisme gawre mereka sendin sehingga menjadi lebih menarik
untuk mainkan, Banyak para pemain game membentuk sebuah komunitas game.

e wame RPG, actiondan
it para playernya ditambah
dari playernya .'iusuh

Hasil dari pﬂnﬁlhn e
likert, bamvak da.n 2 i

n metode fiz—y berbasis

Kata kanel: gumre, fizzv, Genshin Impact. sistem rekomendasi.

Xy



ABSTRACT

Crame ix one indusiry that contipnes to grow. Many game developers have
develaped their game genres starting from action, strategy, racing, shooting and
cithierss, WATT o wineity i develipurs develaptng HRET i we. R 55
that they become more inferesting fo play. Many gamers form o ganming communify.

action, and sirategy goame
ipded with an elemental

In this research, the authar wanted to creg o recommendation system
by grouping teams startipg fr ’ . ort and healers and then

grouping them inlo a ﬁnfmad fém simg J'.b.r_ﬁaz:_v method.

The results of the research showed a result of 77.72% using the Likert xcale,

Hmljl respondents agreed to use thiv web-based fuzmy method recommendation
svstem for defermining Genshin fmpact teams based on bosses.

Keyword: game, fuzzy, Genshin Impacl, recommendation sysiem
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