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anger 0.0005506802 0.05%
contempt 0.000396376883 0.03%
disgust 8.499443E-05 =
fear 0.0613646023 6.13%
happiness 3.28587739E-05 =
neutral 0.306958228 30.6%

sadness 0.0028670677 0.28%
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anger 7.703915E-05 o
contempt 0.00225070142 0.22%
disgust 3.145404E-05 -
fear 9.935414E-06

happiness 1.05874351E-05

neutral 0.9280847 92.8%
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