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ABSTRAK 

Tito Adhitya Pratama, Implementasi Algoritma SVM dengan Augmentasi Teks 

Untuk Analisis Sentimen Berbasis Aspek Pada Ulasan Game Sons Of The Forest. 

Dosen Pembimbing: Dr. Widodo, S.Kom., M.Kom., Murien Nugraheni, S.T., 

M.Cs. Program Studi Pendidikan Teknik Informatika dan Komputer. Fakultas 

Teknik. Universitas Negeri Jakarta. 2026.  

 

Penelitian ini bertujuan melakukan Aspect-Based Sentiment Analysis (ABSA) pada 

ulasan permainan video Sons of the Forest. Pemodelan sentimen membandingkan 

arsitektur Support Vector Machine (SVM) dengan berbagai fungsi kernel terhadap 

algoritma K-Nearest Neighbor (KNN) sebagai baseline. Klasifikasi dilakukan ke 

dalam kelas positif, netral, dan negatif pada lima aspek: Gameplay, Graphics, 

Performance, Story, dan Atmosphere. Ekstraksi fitur menggunakan Term 

Frequency-Inverse Document Frequency (TF-IDF), dipadukan dengan teknik Easy 

Data Augmentation (EDA) berbasis WordNet untuk mengatasi ketidakseimbangan 

kelas. Hasil pengujian menunjukkan SVM secara konsisten mengungguli KNN. 

Konfigurasi SVM kernel Linear menghasilkan performa klasifikasi paling stabil 

dengan perolehan F1-Score 92,6% pada aspek Gameplay. Augmentasi teks terbukti 

efektif meningkatkan kemampuan deteksi kelas minoritas pada SVM, namun 

menurunkan performa KNN secara drastis akibat meluasnya dimensi ruang fitur 

yang mengganggu perhitungan jarak antar dokumen. Lebih lanjut, pemetaan 

sentimen mengungkapkan apresiasi tinggi terhadap kualitas visual melalui 6.233 

ulasan positif pada aspek Graphics, namun didominasi ketidakpuasan pada aspek 

Performance dengan 11.806 ulasan negatif terkait kendala optimasi teknis. 

 

Kata Kunci: Analisis Sentimen, Aspect-Based Sentiment Analysis, Easy Data 

Augmentation, K-Nearest Neighbor, Sons of the Forest, Support Vector Machine, 

TF-IDF. 
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ABSTRACT 

Tito Adhitya Pratama, Implementation of SVM Algorithm with Text Augmentation 

for Aspect-Based Sentiment Analysis on Sons of the Forest Game Reviews. 

Advisors: Dr. Widodo, S.Kom., M.Kom., Murien Nugraheni, S.T., M.Cs. 

Informatics and Computer Engineering Education Study Program. Faculty of 

Engineering. Universitas Negeri Jakarta. 2026.. 

 

This study conducts Aspect-Based Sentiment Analysis (ABSA) on user reviews of 

the game Sons of the Forest. The modeling compares the Support Vector Machine 

(SVM) architecture across various kernel functions with the K-Nearest Neighbor 

(KNN) baseline algorithm. Sentiments are classified into positive, neutral, and 

negative classes across five aspects: Gameplay, Graphics, Performance, Story, and 

Atmosphere. The research employs Term Frequency-Inverse Document Frequency 

(TF-IDF) for feature extraction and Easy Data Augmentation (EDA) via WordNet 

to address class imbalance. The results demonstrate that SVM consistently 

outperforms KNN. The SVM Linear kernel yields the most stable classification 

performance, achieving a 92.6% F1-Score in the Gameplay aspect. Text 

augmentation is proven effective in improving minority class detection in SVM, but 

it drastically degrades KNN's performance due to increased feature dimensionality 

that disrupts document distance calculations. Furthermore, aspect-level mapping 

reveals high appreciation for visual quality with 6,233 positive reviews in the 

Graphics aspect, while exposing dominant dissatisfaction in the Performance 

aspect, accumulating 11,806 negative reviews regarding technical optimization 

issues. 

 

Keywords: Sentiment Analysis, Aspect-Based Sentiment Analysis, Easy Data 

Augmentation, K-Nearest Neighbor, Sons of the Forest, Support Vector Machine, 

TF-IDF. 
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