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INTISARI

Genshin Impact merupakan salah satu game online yang dapat di mainkan
dibeberapa platform seperti Android, 10S, PC, dan PS4 . Dengan kualitas grafis
yang memanjakan mata dan dapat merasakan sensasi permainan oleh pengguna
membuat game ini telah diunduh sebanyak 10 juta kali di Google Play Store pada
update 2.1.0. Dari banyaknya pengguna menghasilkan ulasan ataupun masukan
yang beragam baik yang bersifat positif maupun negatif . Terutama ketika setiap
ada update yang dilakukan oleh developer membuat banyak komentar yang
diberikan oleh user, pada update 2.1.0 sebanyak 20 ribu komentar di Official
Youtube Genshin Impact, sebanyak 2 juta ulasan di Google Play Store dan Play
Store.

Penelitian int dilakukan untuk menganalisis sentimen mengenai ulasan
ataupun komentar yang diberikan melalui platform Youtube, Play Store, dan
Appstore. Dibutuhkan metode penelitian yang akurat untuk melakukan analisis
sentimen yang mendukung. Penulis menggunakan metode Support Vector Machine
(SVM) untuk mendapatkan model klasifikasi serta penggunaan Term Frequency-
Inverse Document Frequency (TF-IDF) sebagai pembobot kata dengan melakukan
proses scrapping data revive, pelabelan data , praprosessing. Penelitian dilakukan
untuk mengetahui seberapa besar akurasi ketika menggunakan metode Support
Vector Machine (SVM) dan Term Frequency-Inverse Document Frequency (TF-
IDF) dalam melakukan analisis.

Penelitian ini menghasilkan nilai akurasi sebesar 74% dan nilai presisi 76%.
Dengan nilai tersebut dapat disimpulkan bahwa sistem analisis klasifikasi yang
dibangun berjalan dengan baik.

Kata kunci : Support Vector Machine, Term Frequency-Inverse Document
Frequency , Genshin Impact, Klasifikasi.
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ABSTRACT

Genshin Impact is an online game that can be played on several platforms
such as Android, 10S, PC, and PS4. With graphic quality that spoils the eye and
can feel the sensation of the game by users, this game has been downloaded 10
million times on the Google Play Store in the 2.1.0 update. From the number of
users, it produces various reviews or inputs, both positive and negative. Especially
when every update made by the developer makes a lot of comments given by the
user, in the 2.1.0 update there are 20 thousand comments on the Official Youtube
Genshin Impact, as many as 2 million reviews on the Google Play Store and Play
Store.

This study was conducted to analyze sentiment regarding reviews or
comments_given through the Youtube, Play Store, and Appstore platforms. An
accurate research method is needed to carry out a supportive sentiment analysis.
The author uses the Support Vector Machine (SVM) method to obtain a
classification model and the use of Term Frequency-Inverse Document Frequency
(TF-IDF) as word weighting by performing the process of scrapping data revive,
data labeling, and preprocessing. The research was conducted to find out how
much accuracy is when using the Support Vector Machine (SVM) and Term
Frequency-Inverse Document Frequency (TF-IDF) methods in conducting the
analysis.

This study resulted in an accuracy value of 74% and a precision value of 76%.
With these values, it can be concluded that the classification analysis system built
is running well.

Keywords: Support Vector Machine, Term Frequency-Inverse Document
Frequency, Genshin Impact, Classification.
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