sentimental Analysis and Emotional Labels of bamers' Liser Benavio

L

[

-take Genshin Impact as case

Made by

Fan Yu,
Muxi Chen

CONCLUSION:

From this data, we can conclude that while a wide array of
emotions is expressed in relation to Genshin Impact,
positive emotions like ‘approval’ and ‘pride’ have a strong
and consistent presence. This points towards a community
that, despite the natural ebb and flow of sentiment and
varying emotional reactions, has a significant portion of
the user base that feels positively about their experience.

Dataset: I000 comments each for
top viewed all videos by APl + codes;
Find out users with certain
stickiness, and exclude users

with less than 3 comments

by counting.
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Main Topic: [n-depth analysis of user comments and discussions on Youtube about the game.
Objective: Retine user sentiment, explore key topics of discussion, and map the ecaology of the
game community based on reviews.

Related Questions:

What keywords appear frequently 1n comments,

How does the sentiment trend vary over time on different video types?
and what affective patterns do they associate with users?
How are the sentiment scores of user comments differing across time?

N

— Is the toxicity of comments correlated with the number of upvotes? This question may reveal if the game’s community
\\\15 a toxic one or a friendly one. ///
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Emotion Density Distribution: This graph shows the distribution of comments based on

the number of votes cast, showing the universality of emotional responses in comments
with a lower number of votes cast. As the number of votes increases, the density of
comments gradually decreases. Before the 400 votes, the proportion of negative
comments was higher than positive comments, but then the situation reversed.

This suggests that negative comments are less likely to get high likes, while
positive comments are more popular.
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Emation Intensity |]y Year: the chart displays emotions on the vertical axis and time on the horizontal axis, with color
depth 1ndicating intensity. Warmer colors represent higher intensity. At the beginning of the timeline, “pride”,
“nervousness”, and “grief” are prominent, suggesting strong community reactions to events during that period.

Over time, “pride” remains consistently intense, possibly indicating ongoing player achievement or satisfaction.
“Nervousness” may reflect anticipation for updates or concern over game changes, while “grief” could relate to
disappointing developments or community losses.
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