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1 Introduction and motivation

Online shopping has become an important part in our lives over the past
decade. Lots of online reviews datasets are now publicly available, en-
abling numerous text analysis studies. Unlike many of these studies which
focus mainly on words, this project aims to explore the relation among
punctuations in reviews, as well as to gather knowledge on how a piece

of review is written structurally.

1.1 Punctuations as features

When we think about the information conveyed in a piece of text, words
usually first come to our minds. However, there is also great amount of
information hiding in the punctuations. In fact, using punctuations as fea-

tures has several advantages, including:

1. being insensitive to typosﬂ

2. being less sensitive to language used,

3. expressing strong emotions, and

4. being limited in types, resulting in much smaller sized models.
Therefore, this project aims to analyze texts by solely looking at their punc-

tuations, and to demonstrate how they can reveal important and interesting

insights.

IMisspelling is very common in video game reviews, which makes punctuation features
even more valuable.



2 Building a model

Before proposing a model, we should think about how a piece of online
review is usually written. Usually, the reviewer starts with an idea whether
this will be a positive review or a negative one, then begins to argue for his

or her point sentence by sentence. Take this online review from Steanﬂ as

an exampleﬂ

Where to start with this game? Well lets Jjust
say the graphics aren’t great and its not not
really an amazing game. However, it is extremely
fun if you know how to play it. With hundreds of
different game modes to choose from, the fun
never ends!

Pros: + High replay value,
+ Price.
Cons: - Mediocre graphics.

Anyway I would recommend anyone buying this
game as it is really cheap, easy to run and

The reviewer starts with “Where to start with this game?” as an
opening sentence, continues to describe the impression of the game in three
sentences, then summarizes the pros and the cons, and finally concludes
his review with a recommendation. Each of the sentences here has its own

purpose and role in this review, which we will call “sentence types”.

Figure [1|shows the sentence types we assumed in this review. In fact,
we generally do not know what kinds of and how many different sentence

types exist in the data. Here, these sentence types are artificially labeled to

2Gteam is an online platform that sells video games and softwares.
3This review is slightly modified from http://steamcommunity.com/id/
bogsaxe/recommended/4000/|


http://steamcommunity.com/id/bogsaxe/recommended/4000/
http://steamcommunity.com/id/bogsaxe/recommended/4000/

illustrate the idea of our model.

Where to start with this game? Opening sentence

Well lets just say the graphics
aren’t great and its not really

an amazing game. However, it is Reviewer’s impression
extremely fun if you know how
to play it. With hundreds of (3 sentences)

different game modes to choose
from, the fun never ends!

. ngh S
+ Price.

Cons: - Mediocre graphics. (2 sentences)

Anyway I would recommend anyone

reatly cheap, sasy to run
really cheap, easy to run and
Figure 1: Sentence types in the Steam review example.

The concept of sentence type seems very natural. Incorporating this
idea, we can consider this review as a sequence of sentence types gener-
ated from the reviewer’s idea of writing a positive review, and a sequence
of sentences’ text generated from corresponding sentence types. By this

assumption, the review is viewed as structured as in figure[2]

However, to make this idea a concrete model, we still need to specify
how the sentence types are generated given the reviewer’s opinion, and

how the sentence texts are generated given the sentence types.

2.1 Generating sentence types

Sentence types in a review is represented as a sequence of random variables

from a stochastic process. To simplify the model, we model the sequence



i Sentence from
! ! “Impression”

Positive/Negative

“Impression” | : ‘Impression”

Figure 2: Structure of the Steam review example.

as a Markov chain by making the following assumptions:
Assumption. There are only finitely many sentence types.

Assumption (Markov property). Given a review being positive or nega-
tive, each of its sentence’s sentence type only depends on that of the previ-

ous sentence, and is independent of its location in the review.

Moreover, we assume a hyperparameter N to represent the number of
sentence typesﬁ

Assumption. With hyperparameter N specified, there are exactly N sen-

tence types in the positive review data, and N in negative review data.

Together with absorbing state representing the end of review, we have
two (N + 1) states Markov chains of sentence types—one for positive re-
views and one for negative reviews. Notice that we don’t force the positive

and negative reviews to share the same set of N sentence types.

“This is similar to how k-means algorithm requires k, the number of clusters, specified
as a hyperparameter.

Sentence from | Sentence from Sentence from i Sentence text generated from sentence type Sentence from | Sentence from
: : “Summary” Lt “Summary®

“Conclusion” :



2.2 Generating sentence punctuations from sentence type

Similarly, we make the following assumption and model the sentence punc-

tuations given sentence types as from a Markov chain.

Assumption (Markov property). Given a sentence’s sentence type, each of
its punctuation only depends on the previous punctuation, and is indepen-

dent of its location in the sentence.
Fact. There are only finitely many punctuations.

Then we associate each sentence type with a Markov chain, and model
each sentence’s punctuations as generated from its sentence type’s chain.

It is tempting to account for all punctuation marks. But for the model
to be light and consistent with our assumptio the following set of char-

acters is artificially chosen as the punctuation features.

1. [, : ; ~ . 2 !]arecommon punctuation marks.
2. [+ -] are often used to list pros and cons, as in the previous example.
3. [/]is commonly used to give a score.

4. Other common punctuation marks such as [ " ( )] are not in-
cluded because they often appear in pairs and the Markov property

assumption fails if another punctuation appears between the pair.

Se.g., see point@]below.



5. Additional Sentence END added at the end indicates end of sen-

tence, also is an absorbing state of the Markov chains.

Pros: + High replay value,
+ Price.

[lf:ll' “+"' H,"' ﬂ+"’ ll.", Sentence END] | i

Figure 3: Example of punctuation sequence extracted from a sentence.

2.3 Identifying sentences

Now we know how sentence types and punctuations are generated. But
how should we break an actual review into sentences? Sometimes review-
ers write fragmented sentences and even use improper punctuations. Thus,

we need to make the following assumptions about sentences.
Assumption. A sentence ends with one ormore[. ? !].

Assumption. If areview doesnotend with[. 2 !], we assume animplicit

[.] at the end in order to make the last sentence valid.
Therefore, a sentence should be of the following form:
(a string without [. 2 !]) + (one ormore[. ? !])

Finally, we can split a review by using continuous sequencesof [. ? !]as

delimiter, and successfully retrieve a list of sentences.



Notice that these assumptions also enforces several constraints on the
transition and initial probabilities of Markov chains on punctuations. We

will discuss these constrains in the section below.

2.4 Formalizing graphical model
With all assumptions made, we formalize the graphical model:

1. N € Z ¢ is a hyperparameter representing number of sentence types
in positive/negative reviews.
2. PN € {positive, negative}.

3. VPN, SPN is a set of sentence types of size N.

4. VPN, (PN, APNYisa (N +1)-state Markov chain over SP™ U{Review END},
where “Review END” is an absorbing state, t- ™ (Review END) = OEI
5 P={+ -/, +; ~ .2 '}, Ppa=1{. 2 'L
6. VPN, Vs € SPN, (75, A}) is a (IP| + 1)-state Markov chain over P U
{Sentence END}, where
(a) VP € Pend/ vpl €P \ Pend/ A% (P - pl) =0.
(b) Vp € P\ Peng, A5 (p — Sentence END) = 0.
(c) “Sentence END” is an absorbing state.

(d) 75, (Sentence END) = 0f]
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Figure 4: Structural model with punctuation features.

Then, visualization of the model we built is represented in figure 4

In this model, the parameters are
VPN, 87N ={(n{™, ALN )Y U{(m, A3): s € ST}

If we view the sentences types as hidden variables, and the punctuations as
observed variables, the entire model is essentially a hidden Markov model
(HMM). We can then calculate sentence type posteriors using the forward-

backward algorithm described in the appendix Al

®Reviews can not be empty.
7According to our assumption, sentences must at least have one punctuation in Pepq.



3 Learning the Parameters

With an online review dataset, we want to find maximum likelihood esti-

mation of the parameters.

A crucial observation is that only 0P°sitiVe affects for positive reviews,
and that only 0"°821V¢ affects for negative reviews. Therefore, we can safely
split the data into positive and negative reviews, and then learn the mle of

the parameters separately.

Therefore, in this section, the superscript PN will be omitted since the

following discussion applies to either set of parameters.
Notation. Parameters 0 = {(75, As)} U {(n;,Af)): s € S}

Notation. s is all sentence types in data s.t. s(!) is the vector of i-th review’s

sentence types.

Notation. p is all punctuations in data s.t. p ](llz is the the j-th sentence’s k-th

punctuation in i-th review.

Notation. n(1) is the number of sentences in the i-th review.
Notation. mg) is the number of punctuations in the j-th sentence of the i-th
review.

Problem. Given punctuation data of n reviews, p = M, p@, . ph)y,

find the mle of the parameters 0 = arg max, log P [p; 0.



Then, for this model, the quantity of interest in EM is

Egpor [£(s,1;0)] = Egjper [logP [s,p; 6]]

n
= ;Esmp“);e’ [loglP [S(i]’p(i);e]]
n

= Z P {s(i)

i=1 S(i)esn(i)

p(”;e’} logP [s“),p“);e} 1)

We first find

log IP {s(i),pm;e} = logP [sm;e} +log P [p(i)

sm; 9}

ni . .
= log 75 (sil)) + Z log A (sj(:)y sj(l))

i=2
nt—1 () " ()
S| . ! . .
+ log7y (p;})+ 3 log Ay (pji_y,p;})
j=1 k=2

The first term is from the sentence type Markov chain. The second term is

from (nY) —1) runs of the punctuation Markov chain

8Only (nY) — 1) runs because the last sentence type is “Review END”.
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To help calculating (1)), we can further derive

Z H’{sm p'Y; 6]logﬂs s1 Z]P[ i1 —s‘p ]
segn s€S
Z P [sm p(”;e’} logAs(s]ﬁ_)l,s]Fi)) = Z P [s]gi_)l =s, s].(i) =
segn s,s'€S
. . s .
Z ]P[sm pm;G’} log 71, p]1 Z]P[ U_g ‘pm;e’]
silggntV s€ES

p(i);el} logAf,j( )(P;'k o) = Z]P[ 0 _ ‘ p“);e’]

S op[s

segn sES

Substitute these equations into (I), we have

IEﬂpﬁ’ S P/ ZZ; Z{: [

GS“

= P sV =5 | p@;0/| logms(s
ZZ [1 ‘P ’ } g 7is(s)

i=1seS

n n®
—i—ZZ Z P {s].(i)l = s,s)m =5 ‘ p¥;e’

i=1j=1s,s’€S
ni_—

+i;

i=1 j=1 seS

—I-i ZZIP[s]gi):s‘pm;G'} log

Using Lagrange multiplier, we will find 5E .6/ [£(s,p;0)]
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9’} logP [sm,pm;ﬁ}

]logAs(s,s’)

1
Z]P {sj(l) =s ‘ p(l);e’} logﬂfj(pj(’ll))

@ @
Ap (Pic-1/Pj k)

= 0 when



Vs,s" € S,Vp,p’ €P,

s (s) xy it P [sgi) =s ‘ p(i),-e’]
As(s,s’) o X iy Z]T‘:illP {s].(i_)l = S,Sjm =5 ‘ p(i),—e’]

mp) I Y TP [s)ﬁ) =s \ P“);e’} 1 (P-“l) :p)
|: )

It is easy to show that this indeed gives arg maxgy Egp.0/ [£(s,p; 0)].

WithP [si1 = s | pi, 0'] (node marginals) and P [si ;1 =s,si; =s | pi, 0]
(edge marginals) from forward-backward algorithm, we have the full up-

date equation for the EM algorithmﬂ

4 Results

A dataset of Steam reviews released online by Matt Mulholland with MIT
licensﬂ is used to train the model. In this experiment, the hyperparameter

issetas N =7.

4.1 Extracted sentence types

Once the parameter mle is found, we essentially extracted N sentence types—

N from positive reviews and N from negative reviews—from the dataset,

9Ac’cually, in each iteration, we also need to artificially give “Review END” and “Sen-
tence END” states transition probabilities so that they are absorbing states because their
absorbing behavior is only required by our assumptions but actually non-existent in data.
10 Available at https://github.com/mulhod/steam_reviews)
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https://github.com/mulhod/steam_reviews

represented as 2N Markov chains.

For instance, here are two examples from an extracted sentence type of

positive reviewﬂ in ﬁgure

I LOVE THIS
GAME

1/ GET IT
NOW

Figure 5: Examples from sentence type 1 of positive reviews.

This sentence type appears to have runs of exclamation marks at the

end and likely expresses strong enthusiasm and excitement.

Here are two examples from a sentence type of negative reviews in

figurel6]

NO JOYSITCK
SUPPORT

Paid Mods are you kidding me

Figure 6: Examples from sentence type 1 of negative reviews.

This sentence type appears to have runs of mixed question marks and
exclamation marks at the end and likely expresses dissatisfaction or even

anger.

Here are three examples from a more complicated sentence type, sen-

tence type 2 of positive reviews in figure 7}

HThe two sentences are selected as examples because they have a high posterior of being
of the sentence type according to the trained parameters. Other examples are also selected

13



Verdict Concept Rating
Graphics 7/1@
Amazing atmosphere
Decent textures
Under-par animations
Stretched textures
Unfixed shadow stripes
Unoptimized overall textures
Audio 8/18@
Awesome in-game soundtracks
Good quality on overall sound effects
lacks environment sounds

repetitive and unimmersive dialogue and
weapon audios

Main Plot 7/1@
6—1@ hours of main story gameplay
Cliche storyline
Long intro
Rushed plot

Replayability 9/10
Infinite guest simulation
Massive content
You can do anything you want
A lot of unique encounters
Repetitive guests

Modability 168/1@
Everything

SkyUIL, a must—have interface overhaul
Cloaks of Skyrim

SkyrimSpeeds, speed adjustments
Improved Dragon Shouts

Command Dragon, for manual control

Alternative Crafting System, helps role
playing without abandoning your gear
potential

ImmersiveFP
horse riding

A quality world map with all roads

Touring Carriages

FNIS, custom animations engine

And, Falskaar

for first-person dragon &

GPU to hot XD
Trolls
public server get bullied :(
Log—in to online take so long
Nice Graphic
awesome story
awesome missions
awesome guns
awesome cars
awesome shoot through cars
Do anything you want
fdokkkg  Funny

Figure 7: Examples from sentence type 2 of positive reviews.

Although punctuations from these three sentences follow a general
[+ -] list structure, we can see various other punctuations are mixed in-
between, making the pattern “noisier”. However, our model still manages

to capture this sentence type structure because

1. that the nature of the model is probabilistic, and

2. that these sentences serve similar structural roles in the review text,

which can be captured by the sentence type level Markov chain.

Interestingly, the model also identifies a common formatting pattern as a

sentence type, as shown in figure

in the same way.
12Notice how the punctuation features are not affected by typo “SPILLER”.
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Overall Accessibility

CS:GD is not very accessible for deaf gamers

The indepth lore behind the dragons was
SPILLER ALET

AWESOME

Figure 8: Examples from sentence type 4 of positive reviews.
4.2 Sentence transitions

Since the model defines how sentences are related to one another, the learned
results also provide many insights on how sentences are structured in re-

views.

For example, the fitted parameters indicate a very high transition prob-
ability ADYe(5 1) = 0.999946. As shown in figure 5, sentence type 1 of
positive reviews usually have a run of exclamation marks at the end. Look-
ing for a structural pattern, we can examine the examples from sentence

type 5 of positive reviews in figure 9| below.

Here we can recognize a pattern that some reviewers use a tremendous
amount of exclamation marks in one sentence, and then less but still many
exclamation marks in the sentence right after. It is likely the case that the
reviewers get extremely excited, and then calm down a little but is still very

eager to recommend the product.

In addition, sentence type 0 of negative reviews learns an interesting
pattern, the URL, as shown in figure [10| below. In addition, the mle actu-

ally shows a high transition probability from this sentence type to “Review

15



i am ninja so this is freaking awsome because
its a freaking ninja
gameillliilll!lll!!llli
[]

Figure 9: Examples from sentence type 5 of positive reviews.

END”. As it turns out, in order to support their arguments, some reviewers
tend to include hyper links at the end of their reviews that direct to articles
and posts on the game features they dislike. This discovery also reveals a

common structural pattern of how reviews are written.

16



com/sites/ insertcoin/2015/04/24/valves
paid—skyrim—mods—are—a—legal—ethical—and
creative—disaster

com/ gaming/ 2015/ 084/ 23/ steam—workshop—1lets
users=sell=mods—but—only—shares—25
percent—of—revenue

Figure 10: Examples from sentence type 0 of positive reviews.
4.3 Comparing with model without sentence types

From the above results, it is clear that the concept of sentence type defi-
nitely exists in data. To further illustrate this point, we also fitted a simple
model without sentence types, where punctuations in each sentence is gen-

erated from the same Markov chain.

We sampled from the fitted simple model, and observed that they gen-
erally look lacking of structure. For instance, the following sample seems

to list pros and cons, but weirdly has other sentences mixed in between:

On the other hand, samples from our proposed model with sentence types

look much more like from real reviews, e.g.

17



This is also an intuitive evidence of the usefulness of sentence type concept.

5 Future work

1. Since two models are fitted on positive and negative reviews sepa-

rately, we can easily use the models to perform prediction task.

2. Currently the hyperparameter N is artificially defined, we can also

use more advanced methods for model selection.

6 Conclusion

The graphical model with sentence type on punctuations is able to pro-
vide us interesting and informative insights on the review structure, e.g.
sentence type extraction, sentence transitions, etc. Moreover, these mean-
ingful results also indicate huge amount of information conveyed by punc-

tuations as well as importance of the sentence type concept.

All data and code for this project are available on GitHubEl

Bhttps://github.com/SsnL/PunctuationAnalysis,

18
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Appendix A Forward-backward algorithm

Consider the directed Hidden Markov model where each time step t con-
tains a hidden random variable Z; and an observed random variable X;.
The core of the forward-backward algorithm is the following conditional

probability equations.

Definition. o (z) =P [X; =xq,..., Xt =%, Zy = zl.
Definition. B¢(z) =P [X¢11 = x¢a1, Xt42 = Xta2,.-- | Zy = z].
Fact. P [Zy = z] < ¢ (2)B¢(2).

These « and {3 functions can be easily computed as recurrences.

Fact (Forward backward algorithm).

7(z) ift=1
o (z) =

Plxe| Ze =2 ) , o—1(2")A(z/,z) otherwise

1 ift=T
Bi(z) =

> . Az,2)Bes1(2))P [xiq1 | Zes1 =2']  otherwise

Fact. With these numbers calculated, we can find

E(2,2) =P [Zo 1 =2, Z = 2| ¥
oe—1(z")A(Z, 2)P [x¢ | Z¢ = 2] B (2)
P [x]
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