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ABSTRACT

Sentiment analysis refers to a way of analyzing the writer's subjective opinions or feelings
through text. For effective sentiment analysis, it is essential to build emotional word polarity
lexicon. This paper introduces a crowdsourcing-based game that we have developed for
efficiently building a polarity lexicon in Korean. First, we collected a corpus from the relating
Internet communities using a crawler, and we classified them into words using the Twitter
POS analyzer. These POS-tagged words are provided as a form of mobile platform based
tagging game in which the players voluntarily tagged the polarities of the words, and then
the result was collected into the database. So far we have tagged the polarities of about 1200
words. We expect that our research can contribute to the Korean sentiment analysis research
especially in the game domain by collecting more emotional word data in the future.
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4 [01] polarity 13 fields | Object
] positive 0 Int64
neutral 1 Int64
[#] negative 0 Int64
fi3] verification 0 Int32
[i64] timestamp 1478373567166 Intg4

[Fig. 5] Database Example
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Field Field Type
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[Table 4] Verification Words

ol 3=
=438t} 81%
A3tk 84%
Fo Ao 83%
Zo}slrh 87%
=73 86%
Ab=t 849%
TR 88%
44 85%
#Hojsit 79%
=4 78%
T34 80%
S 74%
2}k 849%
HAxdo g 80%

25 829%

[Table 5] Result of Manual Tagging

A4 eA =
A 55.50%
B 57.11%
C 50.84%
D 57.99%

[Table 6] Example of Positive Words That Have
the Same Tagging Results b/w Manual Tagging
and Gameplay Tagging

o] FAF
R Adverb
=x30 Adjective
5 s} ok Adjective
A 2o Adjective
ol & Adjective

[Table 7] Example of Negative Words That Have
the Same Tagging Results b/w Manual Tagging

and Gameplay Tagging

ol wAt
<83k} Adjective
B Adjective
235 Adjective
ENEN Adverb
ukgl o} Adjective

L TEEYold dREH tERol= bk Bon
vkl Al oF 47E Bk F 559l A Ed
°olE lon, o5 Fal g W o} eAdE o
= 196471 F 1230702 A <F 63.6%7F A S AT

THE A dlolElet 479 A AT} FEOR
B A34E Rluds uwl, Fat 54.12%9 4
5 Bt B Ay ofzn BAA onE 3]
= oolgA, 1o ge AY9xEe 2Ee 53
SAHCRE ou JE AxE 57T F UdS A
° 2 Jlggc

Ag=ra 7o) AYe Ze Aol o
#e w AskE dolEe] ¥ AHIEE dE F
Atk FF AT of7 3 WE HAFEA e @

Sol WA EHAE F UAERE sta, Bt g A
A AREALEC] AYES R =Rl AMRE S 9]
T2 AJAE wolw WIoR AT AFe|rh
w3 4 "ol F4 AP FF F ol A3
AY =dA 1 ogre] tE 54 ZuleAg
g Ao 283 AFelr)
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