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PERSONALIZED GAME RECOMMENDATION

Games have played a role for people of all genders and ages. Games can
increase cognitive skills, emotions, and social behavior and reduce negative thinking.
Nowadays, there are more people playing games who have different preferences and
objectives for playing games. It is challenging to decide whether to play games or buy
games that players require, and it takes a long time to choose to play games. Therefore,
this research aims to develop a personalized game recommendation system. To help
players decide how to play or purchase games more quickly and efficiently. They were
using two methods: content-based and collaborative filtering recommendations. The
sample group is game players on Steam by collecting data from Steam API. A
questionnaire is used for satisfaction assessment to evaluate the efficiency of the game
recommendation system in four areas: operational efficiency, functional testing,
usability, and safety. The results found that the collaborative filtering
recommendation with a user-based method has the highest average accuracy of 67-68

percent. The evaluation results of the overall system efficiency are at a high level.
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