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Sentiments and emotions are an 
important aspect for the analysis 
and understanding of movies and 
narrative art in general

Annotations of sentiment are important for 
machine learning based sentiment analysis

Current approaches:

Annotation of text e.g. speeches or 
subtitles

However textual sentiment 
annotation is
• Tedious and time consuming
• Challenging
• Prone to the subjectivity of 

annotators
• Neglects the multimodality 

of the medium

We argue that live sentiment 
annotation while watching the 
movie is
• Easier and more fun
• More intuitive
• Inclusive of all modalities
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We are currently conducting first preliminary tests 
comparing our approach to textual annotation 
and computational approaches

Feedback: more enjoyable, sentiment rating is 
easier, no “overthinking” possible


