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INTISARI 

 

 Perkembangan teknologi informasi dan komunikasi mendorong 

meningkatnya penggunaan media digital, khususnya media sosial seperti Youtube, 

sebagai sarana masyarakat untuk menyampaikan opini dan pandangan. Banyaknya 

komentar yang dihasilkan pada platform tersebut bepotensi menjadi sumber data 

untuk mengetahui sentimen masyarakat, termasuk dalam bidang e-sports. 

Penelitian ini bertujuan untuk melakukan analisis sentimen terhadap tim terfavorit 

pada ajang Mobile Legends: Bang Bang Professional League (MPL) di Indomesia 

berdasarkan komentar pengguna Youtube menggunakan metode Support Vector 

Machine (SVM). Data yang digunakan diperoleh dari komentar Youtube pada kanal 

resmi MPL Indonesia yang berkaitan dengan pertandingan dan tim-tim peserta. 

Tahapan penelitian meliputi pengumpulan data, pra-pemrosesan teks, pembobotan 

kata Term Frequency-Inverse Document Frequency (TF-IDF), serta proses 

klasifikasi sentimen ke dalam kelas positif dan negatif menggunakan metode SVM. 

Pengujian model dilakukan dengan membagi data ke dalam data latih dan data uji. 

Hasil penelitian menunjukkan bahwa metode SVM mampu mengklasifikasikan 

sentimen komentar Youtube dengan tingkat akurasi yang baik, sehingga dapat 

digunakan untuk mengidentifikasi persepsi dan antusiasme masyarakat tehadap tim 

terfavorit dalam kompetisi MPL Indonesia. 

 

Kata kunci: analisis sentimen, Mobile Legends: Bang Bang Professional League, 

Support Vector Machine (SVM), komentar Youtube, Confision Matrix, Synthetic 

Minority Over-sampling Technique (SMOTE) 
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ABSTRACT 

 

. The development of information and communication technology has led to 

an increase in the use of digital media, particulary social media platform such as 

Youtube, as a medium for the public to express opinions and viewpoints. The large 

number of comments generated on these platforms has the potential to serve as a 

data source for sentiment analysis on favorite teams in the Mobile Legends: Bang 

Bang Professional League (MPL) in Indonesia based on Youtube comments using 

the Support Vector Machine (SVM) method. The data used in this study were 

collected from Youtube comments on the official MPL Indonesia channel related 

to matches and participating teams. The research stages include data collection, text 

preprocessing, term weighting using Term Frequency-Inverse Document 

Frequency (TF-IDF), and sentiment classification into positive and negative classes 

using the SVM method. Model evaluation was performed by dividing the data into 

training and testing datasets. The results show that the SVM method is capable of 

classifying Youtube comment sentiments with good accuracy, indicating that it can 

be effectively used to identify public perception and enthusiasm toward favorite 

teams in the MPL Indonesia competition. 

Keyword: sentiment analysis, Mobile Legends: Bang Bang Professional League, 

Youtube comments, Support Vector Machine (SVM), confusion matrix, Synthetic 

Minority Over-sampling Technique (SMOTE) 


