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ABSTRACT

This paper describes an approach to building and evaluating a sentiment dictionary
using a Web corpus in the game domain. To build a sentiment dictionary, we collected
vocabulary based on game-related web documents from a domestic portal site, using the
Twitter Korean Processor. From the collected vocabulary, we selected the words whose
POS are tagged as either verbs or adjectives, and assigned sentiment score for each
selected word. To evaluate the constructed sentiment dictionary, we calculated F1 score
with precision and recall, using Korean-SWN that is based on English Senti-word
Net(SWN). The evaluation results show that average F1 scores are 0.85 for adjectives
and 0.77 for verbs, respectively.
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No. Adjective Verb

word score | Var word score | Var
1 |ZHESHCH 0.58| 436|2H|CH 0.00| 28.2
2 |ET 0.88| 37.2|%&CH 0.13( 28.1
3 |7t=5tot 0.88| 34|=olC} -0.05| 274
4 |AHCH 0.88| 34|¥Ez2ICH | -0.03| 266
5 |AtsET 0.85| 324|WE0|Ct | 028 250
6 |or&iCH -0.35 312|271k 0.28| 25.0
7 |&lststot 013 30.8|Z=Ct 0.10| 24.4
g |ZtEtstct 0.35| 304|=2CH 0.13| 244
9 |=gstot 0.18| 284|417t 045 237
10 |AILECH 0.83| 27.8|ECH 0.03| 226
11 | etStoh 0.83| 27.6|3HHICH -0.10| 22.3
12 |OFFR|CH 0.50| 26.8|EI7ICH -0.03| 22.2
13 |F=5ZO0SCH 050 26.8|20|CH 0.00| 222
14 |&IESHCH 0.80| 25.6|CLCH 0.30] 214
15 | &l =350t 0.73| 24.4|ZACh 0.55| 21.0
16 | = EI5HCH 0.78| 244|E0|7ICt | 0.20| 20.8
17 |0t 075 24|F=AICH| 023] 203
18 |2 AHSHCH 0.53| 23.2|d=Ct 0.50( 20.2
19 | =0/ =0t 0.53| 23.2|%ICH 0.40( 20.1
20 |=Ct 0.15| 23.2|=cCh 0.08| 20,0
[Fig.4] Top 20 Sentiment Words with Highest

Variance Values

No. Adjective Verb

word score | Var word score | War
1 |BStoh -0.200 16|EAYSCE | 073] 1.1
2 |=o -0.08| 1.6|=CH 060 1.1
3 |Al2ICH -0.20 2| ArEHERTE 088 1.2
4 |7122|ck 0.14| 2.24|/=7|Ct 058 1.8
5 |dA™AHEHDH -0.15 24| AFHCH 0.65| 2.3
6 |FEH2IHESICE | -0.03| 28|ES5ICH 060 2.6
7 |27EsT -0.25| 2.8|gch 065 2.7
8 [OHSECH -025| 28|sot 0.55| 2.8
9 |MESHCt -0.18|  2.8|¥CtH 055 2.8
10 |FEHSICH -0.25| 3.2|=0tXICt 075 3.1
1 |g2E0 010 32X ZgCt 050 34
12 |2 21Estct -0.20]  3.2|=ECH 0.00| 34
13 |[2%3tCt -0.25|  3.2|EAct 025 3.5
14 [AFOSICH -0.25| 32|PMHRS{RICH | 078 35
15 |SAstCH -0.23| 32|92 @siCt 0.30] 3.8
16 |AZstCt -0.23|  3.2|E2atoct 0.38| 39
17 |2tastot -0.05| 3.2|ErEAHEICH | 0.33] 3.9
18 |F&AHE|ITH -0.10|  3.2|E0hX|Ct 0.05 3.9
19 |2StCt -0.28| 3.6|FFCH 0.58| 4.0
20 (Bl =CH -0.18|  3.6|017ICt 0.58| 4.0

[Fig.5] Top 20 Sentiment Words with Lowest
Variance Values
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[Table 2] Vocabulary Representation rate

MNon-representation | Representation
rate rate
Adjective 0.496 0.504
Verb 0.556 0444

4 Abdel Bk W7k [Table 3]elA vebd
Confusion Matrix& &3l [Table 4]¢} o] g
% (Precision), A&& (Recall), F-1 % (F-1
Measure)E& -3t} Confusion Matrix= 313 Ab
A AHTE Fmo] SWNO -4 vl
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[Table 4] Precision & Recall, F—1 Measure
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