
Google/Kongregate Review (Text) Analysis – SAMPLE 
In early 2015, I had the chance to do a text analysis of the Google 

Play Store reviews for an online multiplayer shooter game on 

mobile. To try and develop some new skills, I dove in, extracted 

300,000+ Google Play reviews (of which approx. 100,000 with 

comments) and 85,000 Kongregate comments, and started 

analysing the contents; Both quantitatively and qualitatively.  

Elements I looked at were, for example, where the ratings came 

from by country, but also in what language they were written, 

and I used these figures to calculate a ratio of 

review/commented review per country (i.e. “Are commenters 

from certain countries more apt to leave comments when they 

leave a review?”). This data could also be used to see which 

languages are used most outside of English, which could be an 

indication of languages to prioritise when localising the game. I 

also looked at the ratings per country, to see which countries 

were most forgiving, and to see if there were version differences. 

Following the overall descriptives, I filtered out the english words 

that were used most often (i.e. more than 50 times) and 

categorised them. For the Google Reviews, I could look at which 

terms were solely used in negative/neutral/positive rated 

comments, whereas the Kongregate Reviews could be split up by 

membership/donator status or highest comment rating. Were regular 

members more easily displeased than donators? Were the comments 

that received the most ‘upvotes’ overall positive, or negative, and 

what was their feedback?  

Additionally, I could look at the use of various in-game terms, i.e. 

 What are the most requested features? 

 Which modes are mentioned most often (and was that 

positive or negative)? 

 What movement terms are used most (i.e. what type of 

gameplay did players seem to enjoy or complain about 

most)? 

But also, a series of practical questions, such as “Which competitors 

do the players most often compare the game to?”, “Which 

name/abbreviation is most often used by players to refer to the 

game?” and “Which errors/bugs/glitches are mentioned most 

frequently?” 

This resulted in two 10-15 page, in-depth analyses, which were concluded in  a bullet point summary of the 

results. The discoveries were compared with the available reports and literature from companies such as 

Distimo, AppAnnie, deltaDNA and Newzoo to make recommendations about which areas could be 

interesting to target, and what features to emphasise in development. 
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