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HALAMAN PERSEMBAHAN / MOTTO

”A good name is to be more desired than great wealth, Favor is better
than silver and gold.”

Proverbs 22:1 (NASB)
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SISTEM REKOMENDASI VIDEO GAME PADA WEBSITE DENGAN
METODE ASSOCIATION RULE DAN CONTENT BASED FILTERING

Kenny Haryanto

ABSTRAK

Pesatnya perkembangan industri video game menyebabkan meningkatnya jumlah
pilihan game yang tersedia, sehingga menimbulkan permasalahan information
overload bagi pemain dalam menentukan game yang sesuai dengan preferensi
mereka. Penelitian ini bertujuan untuk merancang dan mengimplementasikan
sistem rekomendasi video game berbasis website menggunakan metode Association
Rule dan Content-Based Filtering. Metode Content-Based Filtering digunakan
untuk merekomendasikan game berdasarkan kesamaan atribut konten, sedangkan
metode Association Rule digunakan untuk menemukan pola keterkaitan antar
game berdasarkan data histori pengguna. Kedua metode tersebut dikombinasikan
dalam sistem rekomendasi hybrid dengan beberapa skenario pembobotan. Evaluasi
sistem dilakukan menggunakan metode End User Computing Satisfaction (EUCS)
dengan melibatkan 35 responden. Hasil penelitian menunjukkan bahwa meskipun
masing-masing metode dapat digunakan secara mandiri, kombinasi kedua metode
memberikan hasil yang lebih baik, di mana pembobotan seimbang 50% : 50%
menghasilkan tingkat kepuasan pengguna tertinggi sebesar 89.40%, sehingga
sistem rekomendasi yang dibangun efektif dalam membantu pengguna menemukan
video game yang sesuai dengan preferensi mereka.

Kata kunci: association rule, content-based filtering, information overload, sistem
rekomendasi, video game
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VIDEO GAME RECOMMENDATION SYSTEM ON WEBSITE USING
ASSOCIATION RULE AND CONTENT-BASED FILTERING METHOD

Kenny Haryanto

ABSTRACT

The rapid growth of the video game industry has increased the number of available
game choices, leading to an information overload problem for players in selecting
games that match their preferences. This study aims to design and implement
a web-based video game recommendation system using Association Rule and
Content-Based Filtering methods. The Content-Based Filtering method is applied to
recommend games based on content similarity, while the Association Rule method
is used to identify relationships between games based on user historical data.
Both methods are combined into a hybrid recommendation system with several
weighting scenarios. The system is evaluated using the End User Computing
Satisfaction (EUCS) method involving 35 respondents. The results show that
although each method can be applied independently, their combination produces
better performance, with a balanced weighting of 50% : 50% achieving the highest
user satisfaction rate of 89.40%, indicating that the proposed recommendation
system effectively helps users find video games that match their preferences.

Keywords: association rule, content-based filtering, information overload,
recommendation system, video game
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