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ABSTRACT

This article analyzes the linguistic topics and themes present in 33 Google articles about Squid Game Season 2,

utilizing big data techniques in Python. Seven different methods were employed to uncover linguistic patterns, identifying

season as the most frequently used keyword, followed by game, squid, Netflix, and games. The prominence of season

emerged as both a central topic and a dominant theme in the articles. Other significant terms included competition,

character, hit, critics, contest, event, and director, all of which were frequently mentioned. The analysis also revealed

strong connections between key terms, such as people and game, season and game, as well as Lee and game, Hwang and

game, and Netflix and game, further reinforcing the linguistic themes. Sentiment analysis showed a predominantly positive

tone toward Squid Game Season 2, with a sentiment score of +146 for positive terms compared to −17 for negative terms.

In conclusion, the study highlighted game, squid, Netflix, and games as key linguistic topics and themes. The use of

topic modeling, keyword analysis, and network analysis provided valuable insights into the linguistic structure of the

articles, contributing to the broader field of linguistics. The linguistic significance of this research lies in the use of big

data analysis techniques to conduct seven distinct text analyses, providing deeper insights into the major linguistic themes

and topics within the text.
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1. Introduction

This article presents a comprehensive text analysis of

33 Google articles published in January 2025 about Squid

Game Season 2, Netflix’s most popular series, with a focus on

linguistic topics and themes. In linguistics and discourse anal-

ysis, topics refer to the main subjects or ideas discussed in a

text, often represented by frequently mentioned keywords

or phrases. They indicate what the text is about. Themes,

on the other hand, capture underlying meanings, patterns,

or messages across a text or collection of texts. While top-

ics are explicit and content-based, themes are more abstract,

revealing broader conceptual connections. For instance, in

articles about Squid Game Season 2, season and game may

be topics, while competition and survival could represent

deeper themes emerging from the discourse. This study em-

ploys advanced big data techniques in Python, utilizing seven

distinct text analysis methods. Each method offers valuable

insights into the discourse surrounding the series. Below is

a breakdown of the seven analyses conducted:

(1) Article Overview

The first step involves providing the 33 Google articles,

focusing on the first sentence from each, to ensure brevity

due to space limitations. These articles serve as the primary

data for the analysis, allowing us to explore the key themes

and terms discussed across them.

(2) Term Frequency Analysis

The second analysis investigates term frequency, which

measures how often specific terms appear across the 33 ar-

ticles. By identifying the most frequently occurring terms,

we can pinpoint the noteworthy words and categorize them

in descending order of frequency. This analysis helps iden-

tify which terms hold significant relevance in the context of

Squid Game Season 2.

(3) Word Cloud Visualization

The third analysis creates a word cloud, a visual rep-

resentation of key terms, with font sizes reflecting their fre-

quency and significance in the 33 articles. This technique

provides an intuitive way to grasp the main topics and piv-

otal terms discussed across the articles, making it easier to

identify trends and central themes.

(4) Network Analysis

The fourth analysis involves creating a network of re-

lated terms, classified into core, less important, and periph-

eral terms. Core terms are positioned at the center, with

less important terms surrounding them and peripheral terms

placed at the edges. This network analysis allows us to under-

stand the relationships between terms and how they interact

within the articles.

(5) Cluster Analysis

The fifth analysis focuses on clustering, grouping re-

lated terms that form cohesive units. By identifying clusters

of interrelated terms, we can better understand how various

concepts are interconnected in the context of Squid Game

Season 2 and how these groupings contribute to the overall

narrative in the articles.

(6) Topic Analysis

The sixth analysis investigates the main topics that

make up the 33 articles. Keywords, which are essential for

identifying topics, are examined to determine their likeli-

hood of becoming central themes in the articles. By ana-

lyzing these terms, we can identify which topics are most

prominent in the discussion surrounding the series.

(7) Game-Related TermAnalysis

The seventh analysis examines terms specifically re-

lated to the game, identifying and ranking the terms that

appear most frequently in connection with this concept. This

analysis helps uncover the terms and ideas that are most

closely associated with the central theme of the drama.

(8) Sentiment Analysis

Finally, sentiment analysis is conducted to assess the

overall reception of Squid Game Season 2. Positive and neg-

ative terms are classified and weighted according to their

frequency. By multiplying these scores by term frequency,

we can predict whether Squid Game Season 2 is considered

well-made and enjoyable to watch based on the sentiment

expressed in the articles.

In conclusion, this study employs seven distinct text

analysis techniques to provide a detailed understanding of

the key themes, relationships, and overall reception of Squid

Game Season 2 as represented in the 33 Google articles.

These analyses offer a comprehensive view of how the series

is discussed and evaluated in the media.

2. Materials and Methods

The primary objective of this article is to provide a

detailed text analysis of 33 Google articles related to Squid

Game Season 2. For this analysis, we focused exclusively on
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nouns, as they are considered to convey the core messages

in written texts. Nouns are sufficient for conducting seven

types of text analysis: term frequency analysis, network anal-

ysis, word cloud analysis, cluster analysis, topic analysis,

similarity analysis, and sentiment analysis. By concentrating

on nouns, we are able to effectively capture the key themes

and concepts in the articles, ensuring a comprehensive un-

derstanding of the content.

3. Data Collection

In January 2025, we obtained 33 articles from Google

and preprocessed the texts by removing adjectives, adverbs,

verbs, gerunds, to-infinitives, relative pronouns, and other

nonessential elements. In essence, we retained only the

nouns from the original texts for further analysis.

4. Results

4.1. Samples

Below, we present 33 samples (see Table 1) used in

this article. Due to space limitations, only the first sentence

of each sample is provided:

Table 1. 33 Samples.

Number Sample

1 Netflix’s “Squid Game” series has found itself...

2 Season 2 of “Squid Game” will open the return...

3 Former BIGBANG member T.O.P (Choi Seung-hyun)...

4 The “Squid Game” syndrome has reignited.“Squi...

5 The second season of the South Korean dystopia...

6 Smile — Squid Game is ready to welcome you bac...

7 By now, most people reading this have probably...

8 The second season of “Squid Game” remained at...

9 Squid Game season 2 continues the Netflix show...

10 The second season of Squid Game, Netflix’s mos...

11 Season 2 of “Squid Game” is racking up views a...

12 Eagle-eyed fans have spotted a major filming b...

13 After the entire world waited for more than th...

14 Squid Game season 2 arrived over the 2024 fest...

15 “Squid Game” Season 2 is on its way and Netfli...

16 After winning the Squid Game and receiving its...

17 Squid Game season 2 broke Wednesday’s Netflix...

18 Squid Game Season 2’s new games add plenty of...

19 Squid Game season 2 has definitely been one of...

20 Netflix has been the home to many streaming hi...

21 The upset comes as somewhat of a surprise as t...

22 In late October 2021, Hwang stated he was in d...

23 Squid Game is back, and for those who binge-wa...

24 Back in the fall of 2021, the first season of...

25 Netflix’s biggest series, Squid Game, is back...

26 Squid Game Season 2 has come and gone, though...

27 Squid Game season two has set an impressive ne...

28 Netflix’s ”Squid Game” is already well-versed...

29 Squid Game creator Hwang Dong-hyuk has spoken...

30 The first teaser trailer for season two of Squ...

31 Squid Game is officially back. Three years aft...

32 Squid Game Season 2 is reportedly targeting a...

33 Horrific games and an enticing prize are back...

As shown in Table 1, we obtained 33 articles related to

Squid Game Season 2 from Google. Each sample represents

the first sentence of the respective article. After preprocess-

ing the original texts, we extracted only the nouns, which

were then used for the seven text analyses conducted in this

study.
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4.2. Term Frequency Analysis

In the following section, we analyze the term frequency

of 40 key terms that appeared in the 33Google articles. These

terms are the most frequently used and thus represent the

core concepts within the articles. The terms are presented in

descending order of frequency. This term frequency analysis

allows us to understand the prominence and usage patterns

of specific terms across the articles.

As indicated in Table 2, the term season appeared 345

times across the 33 Google articles, making it the most fre-

quently used keyword. This high frequency highlights the

term’s central role in shaping the narrative and linguistic

themes surrounding Squid Game Season 2, underscoring

its significance in framing discussions about the drama’s

developments. Closely following is the term game, which

appeared 294 times, marking it as the second most common

topic. The frequent mention of game emphasizes the central-

ity of competition in the series, particularly the high-stakes

challenges that drive the core narrative. Equally important is

the term squid, which appeared 208 times, ranking third in

frequency. As the title of the series, squid carries symbolic

weight, representing both the game’s structure and broader

survival themes, making it a key linguistic term. Netflix

appeared 111 times, securing its place as the fourth most

frequent term and highlighting the platform’s vital role in the

global success of the series, as well as the broader discourse

on the influence of streaming platforms in entertainment.

The term games ranked fifth with 88 mentions, reinforcing

the competitive nature of the series. Additionally, series

appeared 85 times, indicating discussions about the show’s

narrative and cultural impact, while story (25 occurrences)

and fans (21 occurrences) reflect the focus on the plot and au-

dience engagement. In conclusion, the terms season, game,

squid, Netflix, and games emerge as the most significant top-

ics, reflecting key linguistic themes. Series, story, and fans

further enrich the understanding of these themes.

4.3. Word Cloud Analysis

This section focuses on the exploration of a word cloud

that visually represents the key terms found in the 33 Google

articles. The word cloud displays these terms in varying font

sizes, with larger fonts indicating higher term frequencies.

This visual representation serves as a reflection of the most

prominent concepts discussed across the articles. Now, let

us turn our attention to Figure 1.

Table 2. Term Frequency.

Number Word Frequency

1 season 345

2 game 294

3 squid 208

4 Netflix 111

5 games 88

6 series 85

7 Hwang 74

8 show 49

9 time 39

10 players 38

11 man 37

12 front 36

13 people 32

14 Decemeber 26

15 epidodes 26

16 year 26

17 story 25

18 views 24

19 director 23

20 top 22

21 world 22

22 character 21

23 fans 21

24 way 21

25 week 21

26 viewers 20

27 Korea 19

28 light 19

29 seasons 19

30 characters 17

31 days 17

32 interview 15

33 person 15

34 prize 15

35 release 15

36 south 15

37 drama 14

38 life 14

39 round 14

40 creator 13

It is particularly noteworthy that the term season ap-

pears as the largest word in the word cloud, as shown in

Figure 1. This prominence signifies that season stands out

as the most significant linguistic topic among the 33 Google

articles analyzed. The large font size not only highlights its

frequency of use but also suggests its central role in the tex-

tual discussions surrounding Squid Game Season 2. Given

its clear prominence, we can conclude that season is the most

pivotal topic in the articles, reflecting its crucial importance
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in framing both the text and the discourse, thus underscor-

ing its linguistic significance. Following closely in size is

the term game, which ranks as the second most prominent

term in the word cloud. Its size indicates that game is the

second most frequently mentioned and central topic in the

text. While it does not surpass season in frequency, its po-

sitioning as the second largest term emphasizes its critical

role in shaping the discourse surrounding the series. The

third largest term is squid, which, although important, is

somewhat less central than season and game. The relatively

smaller font size for squid implies that, while it remains a

key topic within the context of Squid Game Season 2, it is

less dominant in comparison to the other two terms. This is

not to diminish its significance, but rather to highlight the

overwhelming prominence of season and game in the articles.

Another noteworthy term is Netflix, which ranks fourth in the

word cloud. The size of the term indicates that it is frequently

mentioned in the articles, though less often than squid. Its

position suggests that Netflix is a crucial part of the broader

discourse, particularly regarding the platform’s role in the

series’ success. The term games ranks fifth, with a relatively

large font size, indicating its importance as a concept. While

it is somewhat less central than the previously mentioned

terms, its positioning in the word cloud reflects its relevance

to the themes discussed in the articles. Finally, the term se-

ries appears as the sixth largest term, further confirming its

linguistic significance in the articles. The relatively large

size of series indicates its frequent usage and highlights its

importance in framing the discussions around Squid Game

Season 2. In conclusion, the term season emerges as the

most pivotal and noteworthy theme in the 33 Google arti-

cles, solidifying its role as a central concept in the overall

discourse surrounding Squid Game Season 2. Closely fol-

lowing are the terms game, squid, Netflix, games, and series,

each contributing to the linguistic analysis. Together, these

observations reveal how these key terms shape the discus-

sions of the series and underscore their centrality in linguistic

studies.

Figure 1. AWord Cloud of 33 Google Articles.

4.4. Network Analysis

This section is dedicated to exploring the networks

within the 33 Google articles. These networks represent the

relationships between relevant terms. Within the networks,

terms are classified into three categories: core terms, less

core terms, and peripheral terms. Specifically, core terms ap-

pear at the center of the network, less core terms are located

around the center, and peripheral terms are positioned at the

outer edges. Let us now examine Figure 2.
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Figure 2. Networks of 33 Google Articles.

It is important to note that terms such as competition,

character, hit, critics, contest, fact, event, director, and oth-

ers prominently appear at the center of the network, as il-

lustrated in Figure 2, and are thus identified as primary

linguistic themes. Their central positioning suggests that

these terms are not only significant but also pivotal as the

core themes of the 33 Google articles. The prominence of

these terms in the network underscores their role in shap-

ing both the narrative and linguistic discussions surrounding

Squid Game Season 2, highlighting their essential contribu-

tion to the articles’content. In contrast, terms such as game,

golden, episode, days, image, data, actor, episodes, contro-

versy, award, hope, Halloween, and lives appear around the

center of the network, positioning them as secondary themes.

While these terms remain important, they are less central

than the core themes. Their placement around the center

indicates that they contribute to the overall linguistic discus-

sion but do not hold as much prominence in shaping the text

as the primary themes. These terms still represent key as-

pects of the text but carry less weight in the overall linguistic

analysis. Finally, terms such as criticism, cast, fans, finale,

amount, countries, actors, entertainment, everyone, light, is-

land, and interview appear on the outer edges of the network,

categorizing them as peripheral themes. While these terms

are relevant to the broader context, they are less integral to

the main text analysis. Their peripheral positioning reflects

their lower centrality, although they still provide valuable

context to the linguistic discussion. In conclusion, the terms

competition, character, hit, critics, contest, fact, event, and

director emerge as the most pivotal and noteworthy linguis-

tic themes in the text, as evidenced by their central location

in the network. These primary themes are crucial in framing

the overall discussion of the text.

4.5. Cluster Analysis

This section focuses on exploring what is known as

a cluster, a group of terms that share similarities and are

grouped together based on their interrelatedness. Unlike top-

ics, which consist of specific keywords that represent the
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main themes or subjects of a text, a cluster is a more fluid and

less structured grouping of terms that are connected by com-

mon characteristics or context. A topic typically revolves

around a central idea or concept, while a cluster represents

a collection of terms that, while not necessarily forming a

single, cohesive topic, are related in some way. Clusters

are essentially groups of terms that exhibit a certain degree

of correlation or interrelation. These terms may not all di-

rectly define a single, distinct topic but are connected through

shared meaning, context, or usage within the 33 Google arti-

cles. This loose grouping allows us to better understand the

subtle relationships between various terms that may not be

immediately apparent through other forms of analysis. To

clarify, while topics are defined by specific keywords that

encapsulate the central ideas of the text, clusters are broader

and consist of terms that reflect recurring patterns or ideas

that are related to one another but may not form a tightly

structured topic. It’s important to view a cluster as a cohesive

group of similar terms rather than a rigid topic classification.

Now, let’s take a closer look at Table 3, which presents the

terms that form these clusters and highlights their similarities

and interrelationships.

Table 3. Cluster.

Cluster

aayush abdul ability absence absolutelythe abyss acceptance accessories acclaimed accusations action actions activities actor actors

actress actually adaptation addict addition additional adult ae agency ai aid air aired airing airport ali all allegiances allies almost

alongside america americans amid amount angeles angle animation anime announcement announcements answer anything

apologizing apology appearance apple apples applicants applies april arc are arena art article ashley aside aspect aspects assembly

associated assumptions atlanta atmosphere atrocities attempt audience audiences audition auditions australia availability avoids

award awards awareness baby back backers background backstories backwards bae bajaria banerjee bang bank bankers bankruptcy

bathroom battle battles beacon began beginning behaviour bela belief below benefit bernie bertold best better beyond big bigbang

biggest billionaires billions bills birth bit black blind blockbusters blood blunder boat boatman bobby body bonus book boom boost

bosses both bottle bottles bottom bound boundaries boundless boxing boy brain brainchild brand brawl bread breath breathless

brechts bridge bridgerton bridgertons bros brother brutality brute bullets bunch burdens business buyer byeok cafe california27 call

calves camaraderie camera cameraman cameramen campaign can canada cancer candidate candidates candy cannabis cannot canvas

capacity capital capitalism capitalist capitalists captain captions card cards care career carl carnage carpenter cartoon case cash cast

casting castmembers cat categories category causing caution cederström center ceo ceremonies chae chair challenge challenges

chance change chapter character characters chart charts childhood children childrens cho choi choice choices chosen christmas

cinematographer circumstance circumstances citizens claim claims clarification clash class cliché cliff cliffhanger climate clip close

closes closure clothing club clumsy cntent co coach cobra codependent coincidence coins colleagues collection colored coma

comeback commentary community company compare comparison compassion compete competition competitions competitors

concept conceptualization concern concerns concerto conditions conference conferences connection connections consent

consequence consequences considering constraints content contest contestant contestants contests context continuation contrast

contribution controversy conversation conviction convictions cookie cop core costumes couldnt counter countless countries

countriesi country couple course courtesy cover cream creator creepy crime crimes critic criticism criticisms critics critique critiques

crossover cruelty crypto cue culture cup currently curtain cut daejeon dal dalgona danganronpa dark darling data date daughter

daughters david day days ddakji dead deadline deal death deaths debate debt debut dec decade december decides decim decision

decisions declaration declines deed deeper deer demand demands demonstrations depiction depth designer desires desperate details

detective detectives determination development device devil differences different dilemmas diplomat dire directing director directs

disappointments discussions disney disparity distributor division does doesn doesnt doll dollars dome donald dong door doubt doves

downtime dozen drama dramas dreams drop dropping drops droves drug drugs drum duo duolingo duty dynamics dystopic eagle

earlier earnings economies edge edit eds effects efforts election element elements elevator embargo emma emmy emmys encounter

end ends energy english entertainment enthusiasm enticing entirety entry episode episodes equalizer error ethical evaluation eve

event events everett every everybody everyone everything ex examination example examples excitement executive exit expansion

expectations experience experiences exploration explore expo expression extremes eye eyed eyes face fact factors faint fall fallout

families family fan fans far favorite feature february feedback feel feelings fellow fervor field fight figure figures film filmmaker

films finale financier fincher fire firm first first22 firstman flagship flash fleming flight flix flood focus foe folks follow footage

footwear force forced forces forebear foreigner forks form format former fortunately forward france franchise franchises friday

friend friends friendship friendships front frontman

These terms are grouped into a cluster because they are

interrelated or correlated, reflecting shared themes or connec-

tions within the text. While we obtained numerous terms in

our analysis, we have included only a selection of them here

for the sake of brevity and space limitations. It is important

to recognize that these terms share something in common.
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In other words, the terms in this cluster are connected by a

shared thread, whether it be thematic, conceptual, or con-

textual. The interrelationship between these terms helps to

define the cluster, highlighting the nuanced connections that

exist within the articles. It is also worth noting that a cluster

differs from a topic in several ways. Unlike topics, which

are typically defined by specific keywords that serve as the

central focus of an article, a cluster is more fluid and encom-

passes a broader range of terms that are loosely connected.

While topics tend to be more structured and centered around

particular themes, clusters represent a more flexible and or-

ganic grouping of terms that share similarities but do not

necessarily form a tightly defined topic. This distinction

makes clusters a valuable tool for understanding the broader,

often subtler relationships between terms and ideas in the

context of Squid Game Season 2.

4.6. Topic Analysis

This section is dedicated to examining the probability

of major terms evolving into key topics. In textual analysis,

keywords often serve as the building blocks of topics, and

these topics collectively form the foundation of a document.

Understanding the relationship between keywords and top-

ics is essential for gaining insight into how certain terms

influence the overall structure and thematic development of

the text. To explore this further, we present 10 prominent

topics derived from the 33 Google articles, analyzing their

likelihood of becoming central themes in the discussion of

Squid Game Season 2. By assessing the probability of these

terms transitioning into full-fledged topics, we can gain a

deeper understanding of how specific keywords shape the

narrative and thematic focus of the articles. The probability

of a term becoming a topic is not arbitrary; it reflects the

degree to which the term resonates with the central ideas or

overarching discussions within the articles. This analysis

allows us to highlight which terms are most likely to define

the main subjects of conversation surrounding Squid Game

Season 2, thus providing valuable insight into the public

discourse around the series. Now, let’s take a closer look at

Table 4, which presents the 10 topics and their respective

probabilities of becoming central themes. This table offers a

clearer understanding of how various terms contribute to the

formation of topics and their potential impact on the overall

narrative structure of the articles.

Table 4. Topic Probability.

Number Topic Probability

1 season 0.025

2 squid 0.022

3 game 0.021

4 Netflix 0.015

5 Hwang 0.009

6 series 0.009

7 show 0.006

8 time 0.005

9 people 0.004

10 players 0.004

It is important to highlight that the term season has the

highest probability of becoming a central topic. Specifically,

it holds a probability of 2.5%, which is the highest among

the ten terms analyzed. This indicates that the term season

plays a critical thematic role in shaping the discussions sur-

rounding Squid Game Season 2. Its prominence as a central

topic reflects its importance in framing the broader narrative

of the series. Following closely behind is the term squid,

with a probability of 2.2%. This positions squid as the sec-

ond most likely term to emerge as a central topic. Given its

connection to the title and overall theme of Squid Game, it is

unsurprising that this term holds such significance, contribut-

ing substantially to the thematic discussions in the articles.

Equally notable is the term game, which has a probability

of 2.1%. As the third highest probability, game remains a

key thematic term, underscoring the central concept of the

drama and its competitive elements. On a slightly lower

scale, the term Netflix ranks fourth, with a probability of

1.5%. Finally, the term series holds the fifth highest prob-

ability of becoming a central topic, further reinforcing its

importance in the overall narrative structure. In summary,

the term season emerges as the most probable main topic,

followed by squid, game, and Netflix in descending order.

This analysis underscores the significance of these terms in

shaping the core discussions and thematic elements of Squid

Game Season 2.

4.7. Similarity Analysis

In the following section, we examine six terms that are

closely related to the term game. These terms share a sig-

nificant connection with game and contribute to the overall

discussion surrounding Squid Game Season 2. We present

these related terms in descending order of their relevance
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and frequency.

It is worth noting that as illustrated in Table 5, the

term people is the closest to game in terms of similarity. In

fact, the probability of similarity between game and peo-

ple is 99.99%, making them the most closely related terms

among the six analyzed. This high degree of similarity high-

lights the central role that people play within the context of

Squid Game, where the participants’ actions and interactions

are integral to the game’s structure. Following closely is the

term season, with a similarity probability of 99.98% between

game and season. This suggests that season is also highly

related to the concept of game, emphasizing the connection

between the ongoing narrative of the series and the compet-

itive, game-like structure that defines it. Another notable

term is Lee, with a similarity probability of 99.98%. This

suggests a strong connection between game and Lee, likely

referring to Lee, Jung-jae, the lead actor in Squid Game.

His character’s involvement in the game adds significant

weight to this relationship. Similarly, the term Hwang, with

a similarity probability of 99.98%, ranks fourth. This term

likely refers to Hwang, Dong-hyuk, the creator and director

of Squid Game. His directorial influence and vision for the

game structure in the series further strengthen the connection

between game and Hwang. The term Netflix comes next

with a similarity probability of 99.98%. This reinforces the

centrality of Netflix as the platform that brings Squid Game

to global audiences, thus linking it closely with the concept

of the game. In summary, the terms people and game have

the highest similarity, followed by season and game, Lee and

game, Hwang and game, and Netflix and game, in descend-

ing order. These terms reflect key elements of the Squid

Game narrative, underscoring the intertwined relationships

between participants, the series structure, and the platform

that made it a global phenomenon.

Table 5. Similarities between Terms.

Number Term Term Probability

1 game people 0.9998665452003479

2 game season 0.9998460412025452

3 game Lee 0.9998449087142944

4 game Hwang 0.9998334646224976

5 game Netflix 0.9998182654380798

6 game Squid 0.9998149871826172

4.8. Sentimant Analysis

The objective of this section is to assess Squid Game

Season 2 through sentiment analysis. To begin, we catego-

rize the relevant terms into two groups: positive terms and

negative terms. Following this classification, we multiply

each term by its respective frequency. This approach allows

for a clearer evaluation of Squid Game Season 2’s overall

sentiment. Let us now examine Table 6.

Table 6. Sentiment Analysis.

Number Word Frequency Grade (Positive or Negative)

1 top 22 +22

2 world 22 +22

3 fans 21 +21

4 prize 15 +15

5 success 13 +13

6 hit 12 +12

7 record 10 +10

8 awards 8 +8

9 award 7 +7

10 criticism 6 −6

11 critics 6 −6

12 surprise 6 +6

13 best 5 +5

14 controversy 5 −5

15 popularity 5 +5
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Interestingly, the overall score for positive terms related

to Squid Game Season 2 is +146, while the score for negative

terms stands at −17. Specifically, there are 12 positive terms

and 3 negative terms in the analysis. Wemultiplied each term

by its respective term frequency, applying a positive value

to positive terms and a negative value to negative terms. As

demonstrated in Table 6, the cumulative score of positive

terms surpasses that of the negative terms, indicating a gen-

erally favorable sentiment towards Squid Game Season 2.

This suggests that the series has been positively received,

with more emphasis on its strengths than its weaknesses. The

results point to Squid Game Season 2 being one of Netflix’s

most successful and well-regarded dramas. It is clear from

the analysis that the season is both well-crafted and enjoy-

able to watch, with audiences and critics alike expressing

favorable opinions. Finally, the linguistic significance of

this research lies in how these seven distinct text analyses

provide deeper insights into how the authors of the 33 articles

perceive Squid Game Season 2. This multifaceted approach

makes it easier to evaluate the drama and understand the

broader sentiment surrounding it. For a more comprehensive

understanding of text analysis techniques, readers may refer

to seminal works such as [1–5]. These references provide a

comprehensive overview of key advancements in natural lan-

guage processing (NLP) and machine learning. Jurafsky &

Martin [6] expands on these concepts, incorporating modern

deep learning techniques, transformers, and speech process-

ing. Blei & Lafferty [4] introduced Latent DirichletAllocation

(LDA), a widely used topic modeling technique for docu-

ment classification. Lieu [7] explores information retrieval

and web search algorithms, contributing to search engine

development. Turney & Pantel [7] surveyed methods for se-

mantic similarity, including distributional approaches and

latent semantic analysis. Cheng & Jin [8] discuss deep learn-

ing applications in text mining and NLP, reflecting recent

advances in AI-driven language models. For more detailed

insights, readers may refer to seminal works such as [6–24].

5. Discussion

This study analyzes 33 Google articles on Squid Game

Season 2, focusing on topic analysis and the identification

of key linguistic themes. The term season emerged as the

most frequently used linguistic topic, appearing 345 times,

underscoring its central role in framing the text’s themes and

discussions. Closely following, the term game appeared 294

times, reinforcing its importance as a key linguistic theme.

Squid, with 208 occurrences, ranks third in frequency and

holds symbolic significance as the title of the series, repre-

senting both its linguistic structure and overarching themes.

In the word cloud, season is the most prominent term,

emphasizing its importance in discussions of the text. The

second-largest term, game, further solidifies its role in shap-

ing the series’ central linguistic themes. While squid remains

significant, its smaller size suggests that its role, though im-

portant, is secondary to season and game in the analyzed

text.

Beyond frequency, the study also examines the relation-

ships between terms within a network. Linguistic themes

such as competition, character, hit, critics, contest, fact,

event, and director appear in the center of the network map,

highlighting their pivotal role in shaping the primary linguis-

tic themes of the text. These terms contribute significantly

to the overall thematic structure.

In terms of linguistic topic probability, season has the

highest probability of becoming a central theme, with a prob-

ability of 2.5%, confirming its dominance in the articles.

Squid, with a probability of 2.2%, follows closely, reflecting

its connection to the title and the broader thematic context.

Game holds a probability of 2.1%, reinforcing its importance

in the linguistic discussions. Netflix, with a probability of

1.5%, plays a relevant role due to its status as the platform

that distributes the series, influencing the thematic conversa-

tion.

Regarding linguistic theme similarity, game is most

closely related to people, with a similarity probability of

99.99%. This highlights the central role of the participants

in the drama, whose actions drive both the plot and the com-

petition. Season follows closely with a similarity probability

of 99.98%. Additionally, the terms Lee and Hwang, refer-

ring to lead actor Lee Jung-jae and creator/director Hwang

Dong-hyuk, also show high similarity to game (99.98%).

Sentiment analysis reveals a generally positive recep-

tion of Squid Game Season 2. Positive terms scored +146,

while negative terms scored −17, suggesting a favorable

overall sentiment toward the series. The analysis identi-

fied 12 positive terms and 3 negative ones, with each term

weighted by its frequency. The higher score for positive
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terms indicates that the series has been well received, with

greater emphasis on its strengths rather than its weaknesses.

In conclusion, Squid Game Season 2 is viewed posi-

tively, with themes of competition taking center stage. The

prominence of terms such as season, game, and squid reflects

their central role in shaping the linguistic topics and themes

of the text. Through the use of big data analysis methods,

this study provides a comprehensive understanding of the

key linguistic themes and topics within the articles, offering

valuable insights into the discourse surrounding the text.

6. Conclusions

In summary, this article provides a comprehensive anal-

ysis of 33 Google articles related to Squid Game Season 2,

employing seven distinct text analysis methods to focus on

linguistic topics and theme analysis. Our study establishes

that the term season emerged as the most frequently used

linguistic topic across the articles, followed by game, squid,

Netflix, and games. Moreover, we argue that season stands

out not only for its frequency but also as the most pivotal

and noteworthy linguistic theme, solidifying its central role

in framing the discourse surrounding the text.

We further identified other prominent terms, such as

competition, character, hit, critics, contest, fact, event, and

director, which emerged as primary linguistic themes. These

terms, appearing at the center of our network map, were

found to be crucial to the linguistic discussions of the text.

Additionally, our topic analysis indicated that season has the

highest probability of becoming a main topic, followed by

squid, game, and Netflix, emphasizing the thematic impor-

tance of these terms.

In examining linguistic similarity, we found that the

term people shared the highest similarity with game, sug-

gesting a strong connection between these two terms. This

was followed by season and game, as well as Lee and game,

Hwang and game, and Netflix and game.

Sentiment analysis revealed a notably positive recep-

tion of Squid Game Season 2, with positive terms scoring

+146 and negative terms scoring −17. This highlights the

overwhelming positivity surrounding the series, positioning

it as one of Netflix’s standout dramas.

The linguistic significance of this study lies in the use

of big data analysis techniques to conduct seven distinct

text analyses, providing deeper insights into the major lin-

guistic themes and topics within the text. By employing

this approach, we offer a comprehensive evaluation of the

discourse surrounding Squid Game Season 2, with key find-

ings that reaffirm season as the most pivotal linguistic topic,

followed by game, squid, Netflix, and games. Additionally,

terms such as competition, character, hit, critics, contest,

fact, event, and director play a central role in shaping the

articles’ linguistic discussions.
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