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INTISARI 
 
 

Perjudian online di Indonesia terus mengalami peningkatan meskipun telah 
diatur secara tegas dalam Pasal 303 Kitab Undang-Undang Hukum Pidana (KUHP) 
dan Pasal 27 ayat (2) juncto Pasal 45 ayat (2) Undang-Undang Nomor 11 Tahun 2008 
tentang Informasi dan Transaksi Elektronik (UU ITE). Salah satu media yang sering 
dimanfaatkan untuk promosi perjudian daring adalah YouTube, dengan penyamaran 
melalui slang, kode, maupun tautan tersembunyi yang menyasar Generasi Z dan 
Milenial. Penelitian ini bertujuan menganalisis dan membandingkan performa lima 
algoritma machine learning, yaitu Naive Bayes, Support Vector Machine (SVM), 
Random Forest, K-Nearest Neighbor (k-NN), dan Logistic Regression dalam 
mendeteksi komentar promosi judi online berbahasa Indonesia pada platform 
YouTube. Dataset penelitian diambil dari komentar yang dikumpulkan pada periode 
Januari hingga Maret 2025 dan direpresentasikan menggunakan Term Frequency 
Inverse Document Frequency (TF-IDF) tanpa proses pembersihan data lanjutan. 
Evaluasi kinerja dilakukan menggunakan metrik akurasi, precision, recall, F1-score, 
dan Area Under Curve (AUC). Hasil pengujian menunjukkan seluruh algoritma 
memiliki akurasi di atas 0,90, dengan Random Forest menjadi algoritma terbaik 
(akurasi 0,97; AUC 0,99; F1-score mendekati sempurna), diikuti oleh SVM dengan 
recall tinggi (0,94). Naive Bayes unggul pada recall (0,98) namun memiliki precision 
rendah, Logistic Regression mencapai AUC sempurna (1,00), sedangkan k-NN 
mencatat kinerja terendah (akurasi 0,92; recall 0,89). Berdasarkan fokus untuk 
meminimalkan lolosnya komentar promosi judi online, Random Forest 
direkomendasikan sebagai model utama sistem moderasi otomatis, dengan SVM 
sebagai alternatif. Hasil penelitian ini diharapkan dapat mendukung pengembangan 
teknologi deteksi konten berbahaya yang efektif serta berkontribusi pada upaya 
perlindungan masyarakat dari dampak negatif perjudian online. 

 
Kata kunci: perjudian online, YouTube, machine learning, Random Forest, deteksi 
konten. 
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ABSTRACT 
 

Online gambling in Indonesia continues to rise despite being explicitly 
prohibited under Article 303 of the Indonesian Criminal Code (KUHP) and Article 27 
paragraph (2) in conjunction with Article 45 paragraph (2) of Law Number 11 of 2008 
on Electronic Information and Transactions (UU ITE). YouTube has emerged as one 
of the most frequently exploited platforms for promoting online gambling, often 
disguising messages through slang, codes, and hidden links targeting Generation Z 
and Millennials. This study aims to analyze and compare the performance of five 
machine learning algorithms—Naive Bayes, Support Vector Machine (SVM), Random 
Forest, K-Nearest Neighbor (k-NN), and Logistic Regressionin detecting Indonesian-
language online gambling promotion comments on YouTube. The dataset was 
collected from YouTube comments posted between January and March 2025 and 
represented using Term Frequency–Inverse Document Frequency (TF-IDF) without 
additional data-cleaning procedures. The evaluation metrics include accuracy, 
precision, recall, F1-score, and Area Under Curve (AUC). The experimental results 
show that all algorithms achieved accuracy above 0.90, with Random Forest achieving 
the best performance (accuracy 0.97; AUC 0.99; near-perfect F1-score), followed by 
SVM with a high recall of 0.94. Naive Bayes demonstrated the highest recall (0.98) 
but relatively low precision, Logistic Regression achieved a perfect AUC (1.00), while 
k-NN recorded the lowest performance (accuracy 0.92; recall 0.89). Considering the 
primary objective of minimizing undetected online gambling promotional comments, 
Random Forest is recommended as the primary model for an automated moderation 
system, with SVM as a promising alternative. The findings of this study are expected 
to contribute to the development of effective harmful-content detection technologies 
and support efforts to protect the public from the negative impacts of online gambling. 

Keyword: Content Detection, YouTube Comments, Online Gambling 
Promotion, Machine Learning, Text Classification, TF-IDF.


