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INTISARI 

Persepsi terhadap dampak negatif game online PUBG (Playerunknown's 

Battleground) di kalangan masyarakat Indonesia umumnya menyoroti 

kecenderungan pemain untuk mengalami kecanduan dan terkadang mengabaikan 

kewajiban mereka karena terlalu asyik terlibat dalam permainan tersebut. Meskipun 

demikian, terdapat dampak positif dari keberadaan game PUBG bagi Indonesia, 

terutama karena game ini diakui sebagai bagian dari kompetisi Esports pada SEA 

Games 2021. Keberadaan Garena Free Fire di Indonesia sering kali mendapat 

respon negatif dari kalangan orang tua, namun di sisi positif, game yang populer di 

kalangan anak-anak ini telah berhasil meningkatkan reputasi Indonesia melalui 

partisipasinya dalam berbagai turnamen, baik di tingkat nasional maupun 

internasional. 

Tahapan Langkah-langkah yang ditempuh dalam penelitian ini melibatkan 

proses crawling data menggunakan tweet harvest, tahap pre-processing yang 

mencakup case folding, tokenizing, penghapusan stopword, dan stemming. Setelah 

itu, dilakukan pelabelan menggunakan kamus lexicon bahasa Indonesia yang 

diidentifikasi secara manual. Proses selanjutnya data diklasifikasikan menggunakan 

metode Naïve Bayes Classifier serta evaluasi performa menggunakan confusion 

matrix. 

Penelitian ini menghasilkan analisis dari 2.189 tweet yang telah melalui proses 

pelabelan, dimana ditemukan bahwa 91% dari tweet menunjukkan sentiment positif 

dari game Free Fire, 89% menunjukan sentiment positif dari game PUBG. Dan 8% 

memiliki sentiment negatif dari Free Fire, 10% memiliki sentiment negatif dari 

PUBG. Dari hasil perhitungan pada pengujian analisis sentiment menggunakan 

metode Naïve Bayes Classifier dengan alat bantu RapidMiner, ditemukan hasil 

terbaik dengan menggunakan data latih sebanyak 1066 untuk PUBG dan 770 untuk 

Free Fire data (90%). Kemudian data uji sebanyak 107 untuk PUBG dan 77 untuk 

Free Fire data (10%). Yang menghasilkan akurasi sebesar 94.81% dari Free Fire 

dan 88.79% dari PUBG. Hasil dari kedua objek tersebut diketahui bahwa akurasi 

tertinggi diperoleh untuk game Free Fire. 

 

 

Kata Kunci : Naïve Bayes Classifier, Game Online, Analisis Sentimen 
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ABSTRACT 

The perception of the negative impact of the online game PUBG 

(Playerunknown's Battleground) among Indonesians generally attracts the tendency 

of players to experience addiction and sometimes neglect their obligations because 

they are too engrossed in the game. However, there is a positive impact from the 

existence of the PUBG game for Indonesia, especially because this game is 

recognized as part of the Esports competition at the 2021 SEA Games. The 

existence of Garena Free Fire in Indonesia often gets a negative response from 

parents, but on the positive side, the game which is popular among children, has 

succeeded in increasing Indonesia's reputation through its participation in various 

tournaments, both at national and international levels. 

Stages The steps taken in this research include the data crawling process using 

Harvest tweets, the pre-processing stage which includes casefolding, tokenizing, 

stopword removal, and stemming. After that, labeling was carried out using the 

Indonesian dictionary lexicon which was identified manually. The next process is 

data classification using the Naïve Bayes Classifier method and performance 

evaluation using a confusion matrix. 

This research resulted in an analysis of 2,189 tweets that had gone through the 

labeling process, where it was found that 91% of the tweets showed positive 

sentiment from the Free Fire game, 89% showed positive sentiment from the PUBG 

game. And 8% have negative sentiments from Free Fire, 10% have negative 

sentiments from PUBG. From the calculation results of the sentiment analysis test 

using the Naïve Bayes Classifier method with the RapidMiner tool, the best results 

were found using 1066 training data for PUBG and 770 for Free Fire data (90%). 

Then the test data was 107 for PUBG and 77 for Free Fire data (10%). Which results 

in an accuracy of 94.81% from Free Fire and 88.79% from PUBG. The results from 

these two objects show that the highest accuracy was obtained for the Free Fire 

game. 

 

 

Keywords: Naïve Bayes Classifier, Online Game, Sentiment Analysis 
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