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RANCANG BANGUNWEBSITE REKOMENDASI COUNTER-PICK
HEROMOBILELEGENDSBERDASARKANROLEPICKDANPICK

HEROMUSUH MENGGUNAKAN ALGORITMA CBF

Asrul Sani

ABSTRAK

Mobile Legends merupakan permainan Multiplayer Online Battle Arena (MOBA)
yang memiliki tingkat popularitas tinggi di Indonesia. Salah satu faktor penting
yang memengaruhi kemenangan dalam permainan ini adalah strategi pada fase
draft pick, khususnya dalam menentukan hero counter-pick yang tepat untuk
menghadapi hero lawan. Namun, banyak pemain masih mengalami kesulitan
dalam memilih hero secara objektif karena kurangnya pemahaman terhadap atribut
dan karakteristik masing-masing hero. Oleh karena itu, penelitian ini bertujuan
untuk merancang dan membangun sistem rekomendasi counter-pick hero berbasis
website menggunakan algoritma Content-Based Filtering (CBF). Algoritma CBF
bekerja dengan menganalisis kemiripan atribut hero, seperti role, tipe serangan,
dan tingkat kesulitan, yang direpresentasikan dalam bentuk vektor dan dihitung
menggunakan metode cosine similarity. Sistem dikembangkan menggunakan
framework Django dan basis data MySQL. Evaluasi sistem dilakukan melalui
pengujian perhitungan manual serta pengujian kepuasan pengguna menggunakan
metode End User Computing Satisfaction (EUCS). Hasil penelitian menunjukkan
bahwa sistem mampu memberikan rekomendasi hero counter-pick yang relevan
dengan tingkat kepuasan pengguna sebesar 90,30%. Dengan demikian, algoritma
CBF efektif diimplementasikan dalam sistem rekomendasi untuk membantu
pengambilan keputusan pemain pada fase pemilihan hero.

Kata kunci: Content-Based Filtering, Counter-Pick Hero, Django, Mobile
Legends, Sistem Rekomendasi.
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Design and Build Website Recommendations Counter-Pick Hero Mobile
Legends Based on Role Pick and Pick Hero Enemies Using CBF Algorithm

Asrul Sani

ABSTRACT

Mobile Legends is a Multiplayer Online Battle Arena (MOBA) game that has
gained significant popularity in Indonesia. One of the crucial factors influencing
victory in this game is the strategy applied during the draft pick phase, particularly
in selecting appropriate counter-pick heroes to face opponents. However, many
players experience difficulties in making objective hero selections due to limited
understanding of hero attributes and characteristics. Therefore, this study aims
to design and develop a web-based counter-pick hero recommendation system
using the Content-Based Filtering (CBF) algorithm. The CBF algorithm analyzes
the similarity of hero attributes, such as roles, attack types, and difficulty levels,
which are represented in vector form and calculated using the cosine similarity
method. The system is developed using the Django framework with a MySQL
database. System evaluation is conducted through manual calculation testing
to verify recommendation accuracy and user satisfaction testing using the End
User Computing Satisfaction (EUCS) method. The results show that the system is
capable of providing relevant counter-pick hero recommendations, achieving a user
satisfaction score of 90,30%. Thus, it can be concluded that the Content-Based
Filtering algorithm is effectively implemented in a recommendation system to assist
players in decision-making during the hero selection phase.

Keywords: Content-Based Filtering, Counter-Pick Hero, Django, Mobile Legends,
Recommendation System.
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