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ABSTRAK

ANALISIS SENTIMEN BERBASIS ASPEK PADA ULASAN DIGITALENT
MOBILE D1 GOOGLE PLAY STORE DAN APP STORE MENGGUNAKAN
SUPPORT VECTOR MACHINE (Oleh: Maulana Ansari; Pembimbing:
Muhammad Itqan Mazdadi, S.Kom., M.Kom. dan Mohammad Reza Faisal, S.T.,
M.T., Ph.D.; 2026; 46 halaman)

Penilaian pengguna terhadap suatu aplikasi dapat diketahui melalui ulasan yang
diberikan pada platform distribusi aplikasi seperti Google play store dan App
store. Ulasan tersebut mengandung informasi penting mengenai pengalaman dan
kepuasan pengguna terhadap berbagai aspek layanan aplikasi. Namun, jumlah
ulasan yang besar membuat proses analisis secara manual menjadi sulit dilakukan.
Oleh karena itu, penelitian ini bertujuan untuk melakukan analisis sentimen
berbasis aspek pada ulasan aplikasi Digitalent Mobile menggunakan metode
Support Vector Machine (SVM). Dataset penelitian diperoleh melalui proses web
scraping terhadap ulasan pengguna Digitalent Mobile pada Google play store dan
App store. Data ulasan kemudian melalui tahap preprocessing yang meliputi
cleaning, case folding, word normalization, tokenization, stemming, dan stopword
removal. Ulasan dikelompokkan ke dalam dua aspek, yaitu aspek aplikasi dan
aspek pelatihan, serta diklasifikasikan ke dalam dua kelas sentimen, yaitu positif
dan negatif. Ekstraksi fitur dilakukan menggunakan metode Term Frequency—
Inverse Document Frequency (TF-IDF), sedangkan ketidakseimbangan data
ditangani menggunakan teknik random oversampling. Proses klasifikasi
menggunakan algoritma SVM dengan tiga variasi kernel, yaitu linear, Radial
Basis Function (RBF), dan polynomial. Evaluasi model dilakukan menggunakan
metrik accuracy dan Area Under Curve (AUC) dengan tiga skenario pembagian
data, yaitu 90:10, 80:20, dan 70:30. Hasil penelitian menunjukkan bahwa
performa model berbeda pada setiap kernel dan aspek yang dianalisis. Pada aspek
aplikasi, akurasi terbaik diperoleh sebesar 93,58% menggunakan kernel linear
dengan pembagian data 70:30. Sementara pada aspek pelatihan, akurasi terbaik
diperoleh sebesar 87,87% menggunakan kernel /inear dengan pembagian data
80:20. Berdasarkan rata-rata performa model, kernel /inear memiliki rata-rata
accuracy tertinggi sebesar 90,25%, sedangkan kernel RBF memiliki rata-rata nilai
AUC tertinggi sebesar 98,85%. Hasil ini menunjukkan bahwa pemilihan variasi
kernel berpengaruh terhadap performa model dalam melakukan analisis sentimen
berbasis aspek pada ulasan aplikasi mobile.

Kata Kunci: Analisis Sentimen, Aspect-Based Sentiment Analysis, Support
Vector Machine, Digitalent Mobile.
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ABSTRACT

ASPECT-BASED SENTIMENT ANALYSIS OF DIGITALENT MOBILE
REVIEWS ON GOOGLE PLAY STORE AND APP STORE USING SUPPORT
VECTOR MACHINE (By: Maulana Ansari; Supervisor: Muhammad Itqan
Mazdadi, S.Kom., M.Kom. and Mohammad Reza Faisal, S.T., M.T., Ph.D.; 2026;
46 pages)

User evaluations of an application can be identified through reviews provided on
application distribution platforms such as Google play Store and App store. These
reviews contain important information regarding user experience and satisfaction
with various aspects of application services. However, the large number of
reviews makes manual analysis difficult to perform. Therefore, this study aims to
conduct Aspect-Based Sentiment Analysis on Digitalent Mobile application
reviews using the Support Vector Machine (SVM) method. The dataset in this
study was obtained through a web scraping process on user reviews of Digitalent
Mobile from the Google play Store and App store. The review data then went
through preprocessing stages including cleaning, case folding, word
normalization, tokenization, stemming, and stopword removal. The reviews were
grouped into two aspects, namely application aspects and training aspects, and
classified into two sentiment classes: positive and negative. Feature extraction
was performed using the Term Frequency—Inverse Document Frequency (TF-
IDF) method, while data imbalance was handled using the random oversampling
technique. The classification process used the SVM algorithm with three kernel
variations: linear, Radial Basis Function (RBF), and polynomial. Model
evaluation was conducted using accuracy and Area Under Curve (AUC) metrics
with three data split scenarios: 90:10, 80:20, and 70:30. The results show that
model performance varies across different kernels and analyzed aspects. In the
application aspect, the best accuracy of 93.58% was obtained using the linear
kernel with a 70:30 data split. Meanwhile, in the training aspect, the best
accuracy of 87.87% was obtained using the linear kernel with an 80:20 data split.
Based on the average model performance, the linear kernel achieved the highest
average accuracy of 90.25%, while the RBF kernel obtained the highest average
AUC value of 98.85%. These results indicate that the selection of kernel
variations affects the performance of the model in performing Aspect-Based
Sentiment Analysis on mobile application reviews.

Keywords: Sentiment Analysis, Aspect-Based Sentiment Analysis, Support
Vector Machine, Digitalent Mobile.
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