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Abstract

This research aims to 1) analyzeand design a system for recommending
food menus based on the user's mood, 2) recommend food menus based on
the wuser's mood using a Decision Tree Classifier model appropriately,
3) evaluate the quality of the food menu recommendation system based on
the user's mood by experts, and 4) evaluate user satisfaction with the prototype
system. The research group was selected using simple random sampling from
the student population of the Information Systems and Digital Innovation
program, Faculty of Business Administration and Information Technology,
Rajamangala University of Technology Suvarnabhumi, Nonthaburi Campus,
4-year regular program, totaling 175 students. This population consists of
59 first-year students, 53 second-year students, 37 third-year students, and
26 fourth-year students. The researcher randomly selected a sample of
30 students from this population for evaluation. The system can perform
functions such as recommending food menus based on mood. The information
system was then developed using PHP with the Laravel Framework and
JavaScript, along with a MySQL database. The system's quality was evaluated
by three experts at the highest level (X= 4.56, S.D.= 0.57) and user satisfaction
was evaluated by 30 users at a high level (X = 4.49, S.D.= 0.53). These

evaluations indicate that the system can be applied effectively.

Keywords: Food Menu Recommendation System/ User Emotion/

Decision Tree Classifier
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