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RANCANG BANGUN SISTEM REKOMENDASI PEMILIHAN VIDEO
GAME KONSOL PERMAINAN DENGAN METODE WEIGHTED
PRODUCT BERBASIS WEB

James Yoel

ABSTRAK

Bermain video game merupakan salah satu kegiatan yang meningkat drastis saat
masa pandemi Covid-19. Bermain video game selama pandemi ini ternyata mem-
berikan dampak positif dalam bersosialisasi antar satu sama lain. Namun ternyata
banyak orang yang masih bingung dalam memilih video game apa yang ingin di-
mainkan terutama pada konsol karena harganya yang relatif mahal jika dibanding-
kan dengan platform lain. Untuk itu diperlukannya suatu sistem rekomendasi pemil-
ihan video game dengan metode weighted product (WP) berbasis web. Digunakan-
nya metode WP dibandingkan dengan metode lainnya karena metode WP mem-
berikan hasil yang lebih efisien dalam jumlah data yang lebih besar. Berdasarkan
hasil uji coba kepuasaan pengguna yang dilakukan menggunakan metode End
User Computing Satisfaction (EUCS), hasil akhir yang didapatkan adalah sebesar
88.223%. Maka kesimpulannya adalah sistem rekomendasi yang dirancang bangun
dapat memberikan rekomendasi video game yang sesuai kepada penggunanya.

Kata kunci: End User Computing Satisfaction, Skala Likert, Sistem Rekomendasi,
Video Game, Weighted Product
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Design and Build Video Game Selection Recommendation System on Game
Console with Weighted Product Method based on Web

James Yoel

ABSTRACT

Playing video games is one of the activities that has drastically increased during
the Covid-19 pandemic. Playing video games during this pandemic turned out to
have a positive impact on socializing with one another. However, it turns out that
many people are still confused in choosing what video games they want to play,
especially on consoles because the price is relatively expensive when compared
to other platforms. For that a video game selection recommendation system on
game console with weighted product method based on web is needed. The WP
method is used compared to other methods because the WP method provides more
efficient results in a larger amount of data. Based on the results of user satisfaction
trials conducted using the End User Computing Satisfaction (EUCS) method, the
final result obtained is 88.223%. In conclusion the recommendation system that is
designed and built able to provide appropiate video games recommendation to its
users.

Keywords: End User Computing Satisfaction, Likert Scale, Recommendation Sys-
tem, Video Games, Weighted Product
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