
SEED: A System for Entity Exploration and Debugging 
in Large-scale Knowledge Graph

KEY TECHNIQUES

USER INTERFACE

Entity set expansion: Given several seed entities (Q), e.g. Forrest Gump,
Apollo 13, The Terminal. Firstly, we discover semantic patterns (SPs) among
them, e.g. starring-Tom Hanks. Secondly, we expand candidate entities
satisfying the discovered SPs, e.g. Cast Away. Finally, we rank candidate
entities (e) evaluating their similarity to Q as following:

Triple prediction: Given a triple consisting an entity and a SP not existing in
KGs, e.g. Cast Away-country-United State. Firstly, we mine frequent items
of the entities satisfying the specific SP named country-United State.
Secondly, we generate association rules based on above frequent items.
Finally, we recommend the confidence degree via evaluating the likelihood
of the missing triple.

Demo URL: 222.29.197.244:8080/SEED
Jun Chen (chenjun2013@ruc.edu.cn)

INTRODUCTION

SYSTEM ARCHITECTURE

SEED is built on large-scale knowledge graphs
(KGs). It takes entities as inputs, and outputs
similar entities and their semantic patterns. It
is designed to assist users exploring the KGs
with two key functions:

1. Entity exploration;
2. Knowledge debugging.
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