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ABSTRACT 

 

The film industry generates a large volume of reviews across various digital platforms, 
such as websites and social media, making them an important data source for 

understanding public opinion. However, manual sentiment analysis is time-consuming and 

inefficient. This study aims to develop an automatic sentiment analysis system for 
Indonesian-language film reviews using deep learning methods. The model applied is Long 

Short-Term Memory (LSTM), an architecture of Recurrent Neural Network that is effective 
in processing sequential text data. The research begins with collecting a dataset of film 

reviews from public sources. The data then undergoes a preprocessing stage, including 
case folding, noise removal, stopword removal, and stemming to improve data quality. 

Furthermore, tokenization and padding are performed to convert text into numerical vector 
representations. The LSTM model is trained using the processed data to learn patterns that 

distinguish positive and negative sentiments. Model performance is evaluated using a 
confusion matrix with standard evaluation metrics. The results show that the LSTM model 

is capable of classifying sentiment with good performance, achieving an Accuracy of 70%, 

Precision of 66.7%, Recall of 80%, and an F1-Score of 72.7%. The system is also validated 
through Blackbox testing on the developed web application, where all functions operated 

as expected. Overall, this study demonstrates that LSTM is effective for sentiment analysis 
of film reviews and has the potential to provide valuable insights for industry practitioners, 

critics, and the general public in today’s rapidly evolving digital era. 

 

Keywords: Deep Learning, Film Reviews, Long Short-Term Memory (LSTM), Natural 
Language Processing (NLP), Sentiment Analysis. 
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ABSTRAK 

 

Industri perfilman menghasilkan volume ulasan yang sangat besar melalui berbagai 

platform digital, seperti situs web dan media sosial, sehingga menjadi sumber data penting 

untuk memahami opini publik. Namun, analisis sentimen secara manual membutuhkan 

waktu lama dan kurang efisien. Penelitian ini bertujuan membangun sistem analisis 

sentimen ulasan film berbahasa Indonesia secara otomatis menggunakan metode deep 

learning. Model yang diterapkan adalah Long Short-Term Memory (LSTM), salah satu 

arsitektur Recurrent Neural Network yang efektif dalam memproses data berurutan berupa 

teks. Penelitian diawali dengan pengumpulan dataset ulasan film dari sumber publik. Data 

kemudian diproses melalui tahap pra-pemrosesan meliputi case folding, noise removal, 

stopword removal, dan stemming guna meningkatkan kualitas data. Selanjutnya dilakukan 

tokenisasi dan padding agar teks dapat direpresentasikan sebagai vektor numerik. Model 

LSTM dilatih menggunakan data tersebut untuk mempelajari pola yang membedakan 

sentimen positif dan negatif. Evaluasi kinerja model dilakukan menggunakan confusion 

matrix dengan metrik pengujian standar. Hasil pengujian menunjukkan bahwa model 

LSTM mampu mengklasifikasikan sentimen dengan performa yang cukup baik, 

menghasilkan nilai Akurasi sebesar 70%, Precision 66,7%, Recall 80%, dan F1-Score 

72,7%. Sistem juga divalidasi melalui pengujian Blackbox pada aplikasi web yang 

dikembangkan dan semua fungsi berjalan sesuai harapan. Secara keseluruhan, penelitian 

ini membuktikan bahwa LSTM efektif untuk analisis sentimen ulasan film dan berpotensi 

memberikan wawasan bagi pelaku industri, kritikus, dan masyarakat umum di era digital 

modern saat ini yang berkembang pesat. 

 

Kata Kunci: Analisis Sentimen, Deep Learning, Long Short-Term Memory (LSTM), 

Natural Language Processing (NLP), Ulasan Film.
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