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ANALISIS SENTIMEN PENGGUNA TWITTER MENGENAI VIDEO 

GAME BERJENIS MULTIPLAYER ONLINE BATTLE ARENA (MOBA) 

MENGGUNAKAN METODE NAÏVE BAYES CLASSIFIER (NBC) 

(STUDI KASUS GAME MOBILE LEGENDS) 

 
Lutfi Nurhidayat 

Ermadi Satriya Wijaya, S.T., M.Kom 

 

ABSTRAK 

 

Mobile Legends saat ini menjadi salah satu game berjenis MOBA yang paling 

populer dengan jumlah pemain terbanyak. Game ini menempati posisi teratas dalam 

top charts game paling populer di Play Store pada kategori game terlaris. Banyak 

perbedaan pendapat mengenai respon atau tanggapan masyarakat mengenai game 

mobile legends sebagai salah satu game paling populer dan terlaris saat ini. Untuk 

mensortir dan memantau respon tersebut bukanlah hal yang mudah karena jumlah 

respon atau tanggapan masyarakat yang dimuat dalam media sosial jumlahnya 

sangat banyak apabila diproses secara manual. Oleh karena itu dilakukan analisis 

sentimen agar bisa memantau dan mensortir respon atau tanggapan masyarakat 

dengan cepat dan otomatis dalam mengkategorikan respon yang bersifat positif, 

negatif maupun netral. Data penelitian diambil dari pendapat masyarakat pengguna 

media social twitter terhadap game mobile legends dan menggunakan Naïve Bayes 

Classifier (NBC) sebagai metode klasifikasi dengan ditambahkan ekstrasi fitur 

Ngram. Penelitian ini menghasilkan 2.841 (12.8%) sentimen positif, 1.457 (6.6%) 

sentimen negatif dan 17.886 (80.6%) sentimen netral. Hasil akurasi menggunakan 

klasifikasi Naïve Bayes sebesar 82% dengan nilai precision tertinggi 85%, nilai 

recall tertinggi 95% dan nilai f1-score tertinggi 90%. Ekstrasi fitur Naïve Bayes 

dengan Bigram menghasilkan akurasi sebesar 78%, nilai precision tertinggi 87%, 

nilai recall tertinggi 89% dan nilai f1-score tertinggi 88%. Ekstrasi fitur Naïve 

Bayes dengan Trigram menghsilkan akurasi sebesar 72%, nilai precision tertinggi 

89%, nilai recall tertinggi 79% dan nilai f1-score tertinggi 84%. 

Kata Kunci: Analisis Sentimen, Mobile Legends, Naïve Bayes Classifier, Ngram 

 

 

 



 

xv 
Analisis Sentimen Pengguna..., Lutfi Nurhidayat, Fakultas Teknik dan Sains UMP, 2022 
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ABSTRACT 

 

Mobile Legends is currently one of the most popular MOBA type games with the 

highest number of players. This game occupies the top position in the top charts of 

the most popular games on the Play Store in the best-selling games category. There 

are many differences of opinion regarding the public's response or response to the 

mobile legends game as one of the most popular and best-selling games today. To 

sort and monitor these responses is not an easy thing because the number of 

responses or public responses posted on social media is very large if it is processed 

manually. Therefore, sentiment analysis is carried out in order to be able to monitor 

and sort responses or public responses quickly and automatically in categorizing 

responses that are positive, negative or neutral. The research data is taken from 

the opinion of the community of Twitter social media users on the mobile legends 

game and uses the Naïve Bayes Classifier (NBC) as a classification method with 

the addition of the Ngram feature extraction. This study resulted in 2,841 (12.8%) 

positive sentiments, 1,457 (6.6%) negative sentiments and 17,886 (80.6%) neutral 

sentiments. The results of the accuracy using the Naïve Bayes classification is 82% 

with the highest precision value of 85%, the highest recall value of 95% and the 

highest f-1 score value of 90%. Naïve Bayes feature extraction with Bigram has 

78% accuracy, 87% highest precision, 89% highest recall and 88% highest f1-

score. Extraction of the Naïve Bayes feature with Trigram resulted in an accuracy 

of 72%, the highest precision value of 89%, the highest recall value of 79% and the 

highest f1-score value of 84%. 

Keywords: Sentiment Analysis, Mobile Legends, Naïve Bayes Classifier, Ngram

 

 


