
 

102 
 

 

DAFTAR PUSTAKA 

 

Agustiandhy, M., Haswanto, N., & Suryani, Y. (2022). Kajian Elemen Visual Game 
Type:Rider Sebagai Model Penceritaan Sejarah Tipografi. Journal of Animation 
and Games Studies, 8, 189 204. https://doi.org/10.24821/jags.v8i2.7907 

 
Ahuja, R., Chug, A., Kohli, S., Gupta, S., & Ahuja, P. (2019). The Impact of Features 

Extraction on the Sentiment Analysis. Procedia Computer Science, 152, 341 348. 
https://doi.org/https://doi.org/10.1016/j.procs.2019.05.008 

 
Alnatara, W. D., & Khodra, M. L. (2020). Imbalanced Data Handling in Multi-label 

Aspect Categorization using Oversampling and Ensemble Learning. 2020 
International Conference on Advanced Computer Science and Information Systems 
(ICACSIS), 165 170. https://doi.org/10.1109/ICACSIS51025.2020.9263087 

 
Andersen, F., Danny, King, C. L., & Gunawan, A. A. S. (2021). Audio Influence on 

Game Atmosphere during Various Game Events. Procedia Computer Science, 179, 
222 231. https://doi.org/https://doi.org/10.1016/j.procs.2021.01.001 

 
Angkasa, M., Wijoyo, S., & Az-Zahra, H. (2019). Evaluasi Playability dengan Player 

Persona menggunakan Metode Heuristic Evaluation of Playability (HEP) pada 
Game Vainglory. Jurnal Pengembangan Teknologi Informasi Dan Ilmu Komputer, 
3, 6790 6798. 

 
Balakrishnan, J., & Griffiths, M. D. (2018). Loyalty towards online games, gaming 

addiction, and purchase intention towards online mobile in-game features. 
Computers in Human Behavior, 87, 238 246. 
https://doi.org/https://doi.org/10.1016/j.chb.2018.06.002 

 
Chen, Y., & Yao, J. (2021). Sentiment Analysis Using Part-of-Speech-Based Feature 

Extraction and Game-Theoretic Rough Sets. 2021 International Conference on 
Data Mining Workshops (ICDMW), 110 117. 
https://doi.org/10.1109/ICDMW53433.2021.00020 

 
Chmielnicki, W., & Stapor, K. (2016). Using the one versus rest strategy with samples 

balancing to improve pairwise coupling classification. International Journal of 
Applied Mathematics and Computer Science, 26. https://doi.org/10.1515/amcs-
2016-0013 

 

Approaches. 2019 Open Conference of Electrical, Electronic and Information 
Sciences (EStream), 1 4. https://doi.org/10.1109/eStream.2019.8732167 

 
Fabricatore, C. (2007). Gameplay and game mechanics design: a key to quality in 

videogames. https://doi.org/10.13140/RG.2.1.1125.4167 

ASPECT BASED SENTIMENT ANALYSIS OPTIMIZATION USING VADER AND SMOTE FOR MOBILE
GAME REVIEWS
HAYYU ILHAM WICAKSONO, Dr. Azhari, MT.; Dr. Sigit Priyanta, S.Si., M. Kom.
Universitas Gadjah Mada, 2023 | Diunduh dari http://etd.repository.ugm.ac.id/



103 
 

 

 
Fahmi, N. E., Syarief, A., & Grahita, B. (2018). Identifikasi Pengalaman Bermain Game 

Mobile (Studi Kasus Game Clash of Clans). Jurnal Sosioteknologi, 17(2), 246 260. 
https://doi.org/10.5614/sostek.itbj.2018.17.2.7 

 
Fan, W., Wallace, L., Rich, S., & Zhang, Z. (2006). Tapping the Power of Text Mining. 

Communications of the ACM, 49, 76 82. https://doi.org/10.1145/1151030.1151032 
 
Guzman, E., & Maalej, W. (2014). How Do Users Like This Feature? A Fine Grained 

Sentiment Analysis of App Reviews. 2014 IEEE 22nd International Requirements 
Engineering Conference (RE), 153 162. https://doi.org/10.1109/RE.2014.6912257 

 
Hand, D. J., & Till, R. J. (2001). A Simple Generalisation of the Area Under the ROC 

Curve for Multiple Class Classification Problems. Machine Learning, 45(2), 171
186. https://doi.org/10.1023/A:1010920819831 

 
Karim, A. (2020). Classification of Google Play Store Application Reviews Using 

Machine Learning. https://doi.org/10.20944/preprints202007.0646.v1 
 
Latif, R. M. A., Abdullah, M. T., Shah, S. U. A., Farhan, M., Ijaz, F., & Karim, A. (2019). 

Data Scraping from Google Play Store and Visualization of its Content for 
Analytics. 2019 2nd International Conference on Computing, Mathematics and 
Engineering Technologies (ICoMET), 1 8. 
https://doi.org/10.1109/ICOMET.2019.8673523 

 
Marutho, D., Muljono, Rustad, S., & Purwanto. (2022). Sentiment Analysis 

Optimization Using Vader Lexicon on Machine Learning Approach. 2022 
International Seminar on Intelligent Technology and Its Applications (ISITIA), 98
103. https://doi.org/10.1109/ISITIA56226.2022.9855341 

 
Mora-Cantallops, M., & Sicilia, M.-Á. (2018). MOBA games: A literature review. 

Entertainment Computing, 26, 128 138. 
https://doi.org/https://doi.org/10.1016/j.entcom.2018.02.005 

 
Morris, R. (2019). MOBA Games: A Critical Analysis Into What Makes And Breaks 

Them, And What Influences Players to Keep Returning. 
https://doi.org/10.13140/RG.2.2.28137.31849 

 
niko. (2020). Asia Games Market Intelligence: Asia Spotlight Report Indonesia. 
Oei, A. C., & Patterson, M. D. (2014). Playing a puzzle video game with changing 

requirements improves executive functions. Computers in Human Behavior, 37, 
216 228. https://doi.org/https://doi.org/10.1016/j.chb.2014.04.046 

 
Preeti. (2021). Review on Text Mining: Techniques, Applications and Issues. 2021 10th 

International Conference on System Modeling & Advancement in Research Trends 
(SMART), 474 478. https://doi.org/10.1109/SMART52563.2021.9676285 

ASPECT BASED SENTIMENT ANALYSIS OPTIMIZATION USING VADER AND SMOTE FOR MOBILE
GAME REVIEWS
HAYYU ILHAM WICAKSONO, Dr. Azhari, MT.; Dr. Sigit Priyanta, S.Si., M. Kom.
Universitas Gadjah Mada, 2023 | Diunduh dari http://etd.repository.ugm.ac.id/



104 
 

 

 
Salau, A., & Jain, S. (2019). Feature Extraction: A Survey of the Types, Techniques, 

Applications. https://doi.org/10.1109/ICSC45622.2019.8938371 
 
Schmidt, S., Zadtootaghaj, S., Sabet, S. S., & Möller, S. (2021). Modeling and 

Understanding the Quality of Experience of Online Mobile Gaming Services. 2021 
13th International Conference on Quality of Multimedia Experience (QoMEX), 
157 162. https://doi.org/10.1109/QoMEX51781.2021.9465431 

 
Schölkopf, B., & Smola, A. J. (2001). Smola, A.: Learning with Kernels - Support Vector 

Machines, Regularization, Optimization and Beyond. MIT Press, Cambridge, MA. 
In Journal of The American Statistical Association - J AMER STATIST ASSN (Vol. 
98). 

 
Setiyawan, R. (2022). KLASIFIKASI UJARAN KEBENCIAN PADA IMBALANCED 

DATASET MENGGUNAKAN SUPPORT VECTOR MACHINE DAN SMOTE. 
UNIVERSITAS GADJAH MADA. 

 
Singh, A. K., & Verma, A. (2021). An Efficient method for Aspect Based Sentiment 

Analysis Using SpaCy and Vader. 2021 10th IEEE International Conference on 
Communication Systems and Network Technologies (CSNT), 130 135. 
https://doi.org/10.1109/CSNT51715.2021.9509650 

 
Stufflebeam, D. L., & Coryn, C. L. S. (2014). Evaluation theory, models, and 

applications, 2nd ed. In Evaluation theory, models, and applications, 2nd ed. 
Jossey-Bass. 

 
Sukanya, M., & Biruntha, S. (2012). Techniques on text mining. 2012 IEEE 

International Conference on Advanced Communication Control and Computing 
Technologies (ICACCCT), 269 271. 
https://doi.org/10.1109/ICACCCT.2012.6320784 

 
Talib, R., Kashif, M., Ayesha, S., & Fatima, F. (2016). Text Mining: Techniques, 

Applications and Issues. International Journal of Advanced Computer Science and 
Applications, 7. https://doi.org/10.14569/IJACSA.2016.071153 

 
Trisnadoli, A., Hendradjaya, B., & Sunindyo, W. D. (2015). A proposal of quality model 

for mobile games. 2015 International Conference on Electrical Engineering and 
Informatics (ICEEI), 377 381. https://doi.org/10.1109/ICEEI.2015.7352530 

 
Urriza, I. M., & Clariño, M. A. A. (2021). Aspect-Based Sentiment Analysis of User 

Created Game Reviews. 2021 24th Conference of the Oriental COCOSDA 
International Committee for the Co-Ordination and Standardisation of Speech 
Databases and Assessment Techniques (O-COCOSDA), 76 81. 
https://doi.org/10.1109/O-COCOSDA202152914.2021.9660559 

 

ASPECT BASED SENTIMENT ANALYSIS OPTIMIZATION USING VADER AND SMOTE FOR MOBILE
GAME REVIEWS
HAYYU ILHAM WICAKSONO, Dr. Azhari, MT.; Dr. Sigit Priyanta, S.Si., M. Kom.
Universitas Gadjah Mada, 2023 | Diunduh dari http://etd.repository.ugm.ac.id/



105 
 

 

Veena, G., Vinayak, A., & Nair, A. J. (2021). Sentiment Analysis using Improved Vader 
and Dependency Parsing. 2021 2nd Global Conference for Advancement in 
Technology (GCAT), 1 6. https://doi.org/10.1109/GCAT52182.2021.9587829 

 
Venturelli, L., Picovici, D., & Kehoe, J. (2014). Online game quality assessment. 25th 

IET Irish Signals & Systems Conference 2014 and 2014 China-Ireland 
International Conference on Information and Communications Technologies (ISSC 
2014/CIICT 2014), 334 339. https://doi.org/10.1049/cp.2014.0709 

 
Wang, Y., Shen, G., & Hu, L. (2020). Importance Evaluation of Movie Aspects: Aspect-

Based Sentiment Analysis. 2020 5th International Conference on Mechanical, 
Control and Computer Engineering (ICMCCE), 2444 2448. 
https://doi.org/10.1109/ICMCCE51767.2020.00527 

 
Wibawa, R. C., Akhyar, R., & Rochimah, S. (2018). Measuring Quality of Mobile 

Games from Player Perspective and Network Conditions. 2018 Electrical Power, 
Electronics, Communications, Controls and Informatics Seminar (EECCIS), 395
398. https://doi.org/10.1109/EECCIS.2018.8692941 

 
Xu, J. (2011). An extended one-versus-rest support vector machine for multi-label 

classification. Neurocomputing, 74(17), 3114 3124. 
https://doi.org/https://doi.org/10.1016/j.neucom.2011.04.024 

 
Zadtootaghaj, S., Schmidt, S., Ahmadi, H., & Möller, S. (2017). Towards improving 

visual attention models using influencing factors in a video gaming context. 2017 
15th Annual Workshop on Network and Systems Support for Games (NetGames), 
1 3. https://doi.org/10.1109/NetGames.2017.7991542 

 
Zhang, J., Lu, X., & Liu, D. (2021). Deriving customer preferences for hotels based on 

aspect-level sentiment analysis of online reviews. Electronic Commerce Research 
and Applications, 49, 101094. 
https://doi.org/https://doi.org/10.1016/j.elerap.2021.101094 

 
Zhang, J., Zhang, A., Liu, D., & Bian, Y. (2021). Customer preferences extraction for 

air purifiers based on fine-grained sentiment analysis of online reviews. 
Knowledge-Based Systems, 228, 107259. 
https://doi.org/https://doi.org/10.1016/j.knosys.2021.107259 

  

ASPECT BASED SENTIMENT ANALYSIS OPTIMIZATION USING VADER AND SMOTE FOR MOBILE
GAME REVIEWS
HAYYU ILHAM WICAKSONO, Dr. Azhari, MT.; Dr. Sigit Priyanta, S.Si., M. Kom.
Universitas Gadjah Mada, 2023 | Diunduh dari http://etd.repository.ugm.ac.id/


