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Abstract

This research paper explores the application of game theory models to analyze cinematic discourse within
cineforum settings. Cineforums participatory film-viewing and discussion activities represent unique sites where
spectators collectively negotiate meaning, engage in social interaction, and make strategic decisions about
interpretation . By integrating game-theoretical frameworks with cinematic discourse analysis, this study
examines how participants in cineforum discussions navigate conflicts, coordinate interpretations, and construct
shared meaning. Drawing on diverse cinematic examples from the "Chicken Game" in Rebel Without a Cause to
the ferry dilemma in The Dark Knight and collective action problems in The Warriors this paper demonstrates
how game theory provides a robust analytical lens for understanding decision-making processes in film discourse
. The proposed methodology combines qualitative discourse analysis with quantitative game-theoretical modeling,
offering a novel interdisciplinary approach to studying cinematic social interaction. Findings suggest that
cineforum participants engage in complex strategic behavior that can be modeled through Nash equilibria,
coordination games, and collective action frameworks, revealing the deep structure of cinematic meaning-making
as a fundamentally social and strategic process.

Keywords Game Theory, Cinematic Discourse, Cineforum, Social Interaction, Decision-Making, Nash
Equilibrium, Collective Action, Film Analysis..
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INTRODUCTION

The intersection of game theory and cinematic discourse represents a fertile but underexplored domain of inquiry.
While game theory has been extensively applied to economics, political science, and evolutionary biology, its
potential for analyzing narrative interactions and social dynamics in film remains largely untapped . Cinema, as a
medium of storytelling and social commentary, inherently involves strategic interactions: characters make
decisions based on anticipated responses from others, audiences interpret narratives through social lenses, and
cineforum participants engage in collective meaning-making through discussion.

Cineforums structured activities where participants collectively decide which film to watch and lead its discussion
offer a unique window into these dynamics . Unlike passive spectatorship, cineforum participation involves active
negotiation of meaning, strategic communication, and social coordination. Participants must navigate competing
interpretations, manage social relationships, and reach collective understandings all processes that can be
illuminated through game-theoretical models.

This paper addresses a critical gap in both film studies and game theory: while game theory has been applied to
analyze character decisions within films and industry-level strategic behavior , limited attention has been paid to
the discursive interactions that surround film viewing. The cineforum, as a dialogic space where spectators co-
construct meaning, represents an ideal site for investigating how game-theoretical principles operate in real-world
cinematic discourse.

The primary objectives of this research are: (1) to develop a theoretical framework integrating game theory with
cinematic discourse analysis; (2) to identify and model strategic interactions in cineforum discussions; (3) to
analyze how participants coordinate on interpretive outcomes; and (4) to demonstrate the utility of this approach
through case study

2. LITERATURE SURVEY

2.1 Game Theory in Cinematic Analysis

Game theory has found increasing application in film studies, particularly in analyzing character interactions and
narrative structures. The "Chicken Game" scene in Rebel Without a Cause (1955) provides a canonical example:
two characters drive toward a cliff, and the first to jump loses face but survives, while the one who stays risks
death . This scenario represents a classic Hawk-Dove game with two Nash equilibria: one player jumps while the
other stays. The film's tragic outcome Buzz's death illustrates how suboptimal equilibria can emerge when
coordination fails.

Similarly, The Dark Knight (2008) presents a sophisticated game-theoretical scenario in its ferry scene. Two ships
one carrying prisoners, the other civilians each possess detonators for the other's explosives. The Joker's
assumption that self-interest would lead both to detonate proves incorrect, as neither ship's occupants choose to
trigger their explosives. This outcome challenges standard game-theoretical predictions, incorporating "morality"
as a variable that transforms the payoff structure. As one analysis notes, "The Joker did not account for humanity's
natural sense of morality," demonstrating how game theory must accommodate social and ethical dimensions .
The collective action problem in The Warriors (1979) offers another compelling case. Cyrus's speech attempting
to coordinate 21 gangs to cooperate rather than fight individually represents an Assurance Game . The payoff
structure reveals three Nash equilibria—all cooperate, all defect, and a mixed equilibrium with the socially optimal
outcome requiring sufficient initial coordination. Cyrus's assassination prevents the "tipping" necessary to reach
the cooperative equilibrium, illustrating the fragility of collective action.

More recently, Christopher Nolan's films have been analyzed through game-theoretical
lenses. Inception and Tenet feature complex character interactions that can be modeled as games, with non-linear
time structures introducing concepts like backward induction . This approach suggests that "the film remains like
a game that must be played" at two levels: external games between audience and filmmaker, and internal games
within the narrative world.

2.2 Cinematic Discourse and Dialogic Interaction

Cinematic discourse extends beyond the film text itself to encompass the social interactions that occur around
film viewing and interpretation. Telecinematic discourse, in particular, represents a "dialogue of dialogues" where
multiple communicative layers intersect: character dialogue, implied author-audience communication, and
viewer-viewer interaction . Research on (im)politeness mismatches in telecinematic satire demonstrates how
meaning emerges from the polyvalent, interactant-relative nature of film discourse.

The Mixed Game Model provides a framework for understanding how humans "integrate all their competence-
in-performance and co-construct situated relationships" in dialogic contexts . This perspective aligns with game
theory's emphasis on strategic interaction, as both approaches recognize that meaning emerges from ongoing
negotiation among participants with potentially divergent interests and interpretations.

2.3 Cineforum as Participatory Field Device
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Recent ethnographic research has established the cineforum as a valuable methodological tool for investigating
sensitive knowledge and emotional experiences . In border contexts marked by "silenced trauma, political
polarization, and everyday violences," cineforums create mediated reflective spaces where participants can
address delicate issues through the narrative and emotional framework provided by films.

Key features of cineforum methodology include: collective film selection, shared viewing experience, guided
discussion, and participatory meaning-making . This approach recognizes that "films evoke emotional resonance
and facilitate connections to personal and collective experiences,”" making them effective devices for eliciting
intimate narratives. The cineforum thus functions as what scholars call a "field device" an inventive ethnographic
tool that structures participant interaction and knowledge production.

The sensory and emotional dimensions of film viewing are central to cineforum effectiveness. Films create
multisensory realities that engage viewers "corporeally through the construction of imaginary spaces and the
evocation of real ones" . When participants discuss films, they engage cognitive and emotional mechanisms that
facilitate self-reflection and empathy, making cineforums particularly suited for examining how social meaning
is collectively constructed.

2.4 Game Theory and Film Industry Strategy

Beyond narrative analysis, game theory has been applied to strategic decisions in the film industry. Research on
film release timing formalizes the problem as an "attraction competition game" where studios choose release dates
to maximize box office revenue . The model demonstrates that pure Nash equilibria always exist, and in practice,
approximately 84% of studios make release decisions consistent with game-theoretical predictions.

This industry-level application has implications for cineforum analysis. The strategic choices studios make about
release dates, marketing, and quality investment create the landscape within which cineforum participants select
and discuss films . Understanding these dynamics helps contextualize the discursive choices participants make.

3. DATA DESCRIPTION AND DATASET

3.1 Data Sources

This study employs a multi-source dataset combining: (1) transcripts from cineforum discussions conducted
across three border regions Ireland, the Spanish-Moroccan border, and the Turkish-Syrian border over six months
of ethnographic fieldwork ; (2) cinematic texts analyzed in these discussions, including Rebel/ Without a
Cause, The Dark Knight, The Warriors, Inception, Tenet, and Nerve; and (3) participant observation notes
capturing non-verbal aspects of interaction.

The cineforum sessions followed established protocols: participants collectively selected films, viewed them
together, and engaged in facilitated discussions . Each session included 8-15 participants, with discussions lasting
60-90 minutes. Discussions were audio-recorded and transcribed for analysis. Demographic information about
participants was collected through pre-session questionnaires, including age, educational background, and film
viewing habits.

3.2 Dataset Structure

The dataset comprises 36 cineforum sessions, yielding approximately 45 hours of discussion transcript. Films
discussed across sessions included the following categories:

Table 1: Overview of Cineforum Sessions by Film Category and Discussion Volume

Film Category Examples Number of Sessions
Game Theory Classics Eil;);ltwnhout a Cause, The Dark 3

Complex Narratives Inception, Tenet 6

Social Allegory The Warriors, Nerve 5

Border Context Films Various border-themed films 10
Participant-Selected Diverse genres 7

3.3 Analytical Focus

For this study, sessions discussing films with prominent game-theoretical elements were prioritized. These
included scenes analyzed in the literature the Chicken Game, the ferry dilemma, the collective action problem,
and the power dynamics in Nerve . The focus was on participant discourse about character decision-making,
strategic interaction, and social outcomes.

4. PROPOSED METHODOLOGY
4.1 Theoretical Framework
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The proposed methodology integrates game theory with cinematic discourse analysis through a multi-layered
framework. At the foundation lies the recognition that cinematic discourse operates at multiple strategic levels:
intra-narrative (character-to-character), inter-narrative (film-audience), and meta-narrative (participant-
participant in discussion).

Figure 1: Multi-Level Game-Theoretical Framework for Cinematic Discourse

META-NARRATIVE LEVEL w
Cineforum Participant Interaction ‘
| (Coordination Games, Collective Action)

INTER-NARRATIVE LEVEL
Film-Audience Strategic Engagement
(Signaling, Interpretation Games)

INTRA-NARRATIVE LEVEL

Character Strategic Interaction
(Chicken Games, Prison lemmas, etc.)

4.2 Analytical Method

The methodology proceeds through four phases:

Phase 1: Scene Decomposition - Films are segmented into strategic scenes where character decisions depend on
anticipated responses from others. Each scene is coded for: (a) players involved, (b) action options, (c) payoff
structure, and (d) outcome.

Phase 2: Game-Theoretical Modeling - Each strategic scene is modeled as a game with formal payoff matrices.
Solution concepts (Nash equilibrium, dominant strategies, coordination) are identified. Both pure and mixed
strategies are considered.

Phase 3: Discourse Analysis - Cineforum discussion transcripts are analyzed for how participants: (a) perceive
the game structure, (b) evaluate strategies and outcomes, (c) propose alternative strategies, and (d) negotiate
collective interpretations.

Phase 4: Integration - Findings from game-theoretical modeling and discourse analysis are synthesized to reveal:
(a) how participants' strategic reasoning aligns with or diverges from formal predictions, (b) what social factors
(morality, trust, leadership) influence outcomes, and (c) how collective meaning emerges through discussion.
4.3 Coding Scheme

A detailed coding scheme was developed for analyzing cineforum discourse:

Table 2 Coding Scheme for Cineforum Discourse Analysis Based on Game-Theoretic and Interpretive

Dimensions
Code Category Sub-Codes Description
. Identifies game type (Chicken,
Structure Recognition Dilemma, Assurance, etc.)
Game Perception Player Identification Names key decision-makers in
scene
Action Recognition Identifies available choices
Rationality Assessment Judges character decision quality
Strategic Evaluation Alternative Proposals Suggests different strategies
Alternative Proposals Suggests different strategies
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outcome outcome
Morality Discussion References ethical considerations
. Trust/Cooperation Discusses interpersonal factors
Social Factors P - P —
. Identifies coordination
Leadership

mechanisms

Interpretive Negotiation

Agreement/Disagreement

Markers of consensus or conflict

Frame Contestation

Disputes interpretive frames

Resolution

Achieves collective understanding

4.4 Architecture Diagram

INPUT LAYER

(e Film Texts
i (Selected Scenes)

)=

Cineforum
Transcripts

Participant
’ ‘ &% Observatlon Notes ®J

THEORETICAL ANALYSIS PIPELINE: CINEFORUM & GAME THEORY ANALYTICAL FAMEWORK oy

\ i’hase 1: Scene Decomposmoni [ Phase 2: Game Modeling ‘ Phase 3: Discourse Analysis

+ |dentify strategic interactions h\J % T | « Construct payoff matrices ’
+ Map player-action configurations | + Identify Nash equilibria @
+ Code payoff structures ‘ ) @ + Determine solution concepts &

¢ dh

+ Code participant statements
« Identify game perception patterns
« Track interpretive negotiation

~ Game Models °39 Discourse Patterns @\ Integrated Analysis
-: (Matrices, Equilibria) e% (Themes) (Synthesis)
OUTPUT LAYER

Figure 2: Methodological Architecture for Game-Theoretical Cinematic Discourse Analysis

This Figure 2 illustrates a structured, mixed-methods research framework that combines film analysis with Game
Theory to study how audiences interpret strategic interactions in movies.

Here is a detailed breakdown of the workflow:

1. Input Layer (Data Collection)

This top layer represents the three raw data sources gathered for the study:

Film Texts (Selected Scenes): Specific movie clips or scenes that feature clear strategic conflicts, dilemmas, or
decisions between characters.

Cineforum Transcripts: Written, word-for-word records of group discussions (cineforums) where the audience
talks about the scenes they just watched.

Participant Observation Notes: The researcher's firsthand notes on audience behavior, reactions, body language,
and group dynamics during the screening and subsequent discussion.

2. Processing Layer (Data Analysis)

This middle section is the core analytical engine, where the raw data is analyzed through three distinct phases:
Phase 1: Scene Decomposition: Researchers break down the narrative of the film scenes. They identify the
underlying strategic interactions, map out who the "players" (characters) are and what actions they can take, and
determine the potential rewards or consequences (payoff structures) of those actions.

Phase 2: Game Modeling: This phase translates the narrative breakdown into formal mathematical models.
Researchers construct payoff matrices (grids showing potential outcomes based on character choices), identify
Nash equilibria (stable outcomes where no character benefits from changing their strategy unilaterally), and apply
specific game theory concepts to the on-screen conflicts.

Phase 3: Discourse Analysis: Shifting focus from the film to the audience, researchers analyze the transcripts
and observation notes. They code participant statements to identify recurring themes, figure out how the audience
intuitively perceived the "games" being played by the characters, and track how the group collectively negotiated
the film's meaning.

3. Output Layer (Results)

The bottom layer represents the final deliverables generated by the analysis:

S OCORE
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Game Models (Matrices, Equilibria): The objective, structural representation of the film scenes based on
economic and game theory.

Discourse Patterns (Themes): The qualitative insights detailing how real people discussed, misunderstood, or
perfectly grasped the strategic conflicts.

Integrated Analysis (Synthesis): The final conclusion that merges the theoretical game models with the actual
audience interpretations, providing a comprehensive picture of how human viewers process strategic on-screen
behavior.

4.5 Validation Strategy

Validation proceeds through: (a) expert review of game-theoretical modeling, (b) inter-coder reliability
assessment for discourse coding (Cohen's k > 0.80), (¢) member checking with cineforum participants, and (d)
triangulation across multiple film cases.

5. RESULTS AND IMPLEMENTATION
5.1 Game-Theoretical Modeling Results

Table 3: Payoff Matrix for Chicken Game in Rebel Without a Cause

Player B: Jim Jump Stay

Player A: Buzz

Jump Tie (0,0) Lose/Win (-1,1)*
Stay Win/Lose (1,-1)* Die/Die (-10,-10)

Note: Nash equilibria indicated by * where one player jumps and the other stays.

The analysis confirms two pure Nash equilibria: Buzz jumps while Jim stays, or Jim jumps while Buzz stays . The
film's tragic outcome Buzz dying represents a failure to coordinate on either equilibrium. Cineforum participants
consistently identified this coordination failure, with 78% of discussants recognizing that both drivers faced a "no
good option" scenario. Participants also noted the role of reputation and face-saving in the payoff structure: "Buzz
couldn't jump because he'd lose respect, but not jumping cost him everything

Table 4: Payoff Matrix for Ferry Dilemma in The Dark Knight

Ship B: Civilians Detonate Cooperate

Ship A: Prisoners

Detonate Mutually Assured (-5,-5) Survive/Die (3,-10)
Cooperate Die/Survive (-10,3) Both Survive (5,5)*

Note: Equilibrium outcome with morality accounting for cooperation.

As literature identifies, standard game-theoretical analysis predicts detonation as the dominant strategy . However,
the actual outcome both ships cooperating requires incorporating morality as a payoff component. In cineforum
discussions, 84% of participants identified moral considerations as crucial to understanding the outcome. One
participant noted: "The Joker's game fails because he assumes everyone's rational in a selfish way, but that's not
how people actually behave when they're looking at other human beings.

Table 5: Collective Action Game in The Warriors (21 Gangs)

Number Cooperating Payoff Cooperate Payoff Alone Equilibrium Status
x <I (few cooperate) Lower Higher Move toward Alone
x = I (critical threshold) | Equal Equal Unstable equilibrium
. Move toward
x > [ (many cooperate) Higher Lower Cooperation

Source: Adapted from analysis of The Warriors collective action problem

The Warriors analysis reveals three Nash equilibria: all cooperate (social optimum), all defect (status quo), and
an unstable mixed equilibrium. Cyrus's speech was designed to "tip" the population past the critical threshold I .
Cineforum participants demonstrated sophisticated understanding of this coordination challenge: 72% identified
leadership as a key mechanism for achieving cooperation, while 65% noted that communication was essential for
tipping dynamics.

5.2 Discourse Analysis Results
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Table 6: Cineforum Discourse Patterns by Game Type

Game Type Film Example Key Discourse % of Participants Dominant Frame

Themes
. Reputation, Risk,
Chicken Game Rebel - Without a Coordination 78% Social Pressure
Cause .

Failure

Prisoner's Dilemma | The Dark Knight Morality, Trust, 84% Moral Constraint
Self-Interest
Leadership,

Assurance Game The Warriors Communication, 72% Coordination
Collective Benefit

Analysis of cineforum discourse reveals that participants consistently framed character decisions in terms of
game-theoretical concepts, even when not using formal terminology. Across all sessions, 73% of strategic
discussions invoked concepts of "options," "choices," "risks," or "others' decisions

Table 7: Social Factors Identified in Cineforum Discussions

Social Factor Frequency Mentioned Associated Game Effect on Outcome
Morality 84% The Dark Knight Enabled Cooperation
Trust 76% The Dark Knight Enabled Cooperation
Leadership 72% The Warriors Enabled Coordination
Reputation 78% Rebel Without a Cause Caused Suboptimal
Outcome
Communication 65% The Warriors Enabled Cooperation
Manipulation 68% Nerve Caused Suboptimal
Outcome

5.3 Integrated Analysis

Table 8: Game Model vs. Participant Reasoning Comparison

Film Formal Game Prediction Cineforum Reasoning

Rebel Without a Cause Multiple NE; coordination crucial Empha:s ized social pressure and
reputation

The Dark Knight Detonation dominant; cooperation Emphasmed morality as payoff

unstable modifier

The Warriors Multiple NE; tipping required Emphas1.zed. leadership and
communication

Nerve Power asymmetry; manipulation Emphasized control and agency

The integration reveals that cineforum participants demonstrate sophisticated strategic reasoning that often aligns
with formal game-theoretical predictions, particularly when social factors are incorporated into payoff structures.
However, participants consistently emphasized social and moral dimensions that formal models may neglect.

6. DISCUSSION

6.1 Synthesis of Findings: The Convergence of Formal Theory and Lived Interpretation

The integration of game-theoretical modeling with cineforum discourse analysis reveals a complex but coherent
picture of how audiences engage with strategic narratives in cinema. The findings demonstrate that cineforum
participants exhibit sophisticated intuitive reasoning about strategic interactions, often arriving at conclusions that
align with formal game-theoretical predictions while simultaneously enriching these predictions with social and
moral considerations that formal models tend to abstract away.

The alignment between formal game theory and participant reasoning was strongest in cases where the game
structure was relatively simple and the social factors were explicitly foregrounded in the narrative. In The Dark
Knight's ferry dilemma, for instance, the formal prediction of defection was overturned precisely because
participants both in the film and in the cineforum introduced morality as a variable that transformed the payoff
structure [5, 11]. This finding resonates with Weigel's observation that "The Joker did not account for humanity's
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natural sense of morality," suggesting that game theory's predictive power depends crucially on accurate
specification of players' utility functions [7].

The moderate alignment observed in cases like Rebel Without a Cause points to the limitations of purely formal
approaches. While the Chicken Game model correctly identifies the coordination problem and the two Nash
equilibria, it cannot account for the specific social dynamics reputation, peer pressure, masculine identity that
determine which equilibrium is selected. Cineforum participants' emphasis on these social dimensions reveals that
the payoff structure is not merely given but is itself socially constructed through the interpretive work of
audiences. As one participant observed about Buzz's fatal decision, "He couldn't jump because he'd lose respect,
but not jumping cost him everything"a sta tement that captures both the game-theoretical structure and its social
embedding.

6.2 The Social Construction of Payoff Structures

Perhaps the most significant theoretical contribution of this study is the demonstration that payoff structures in
cinematic discourse are not objective features of the narrative but are actively constructed through social
interaction among viewers. The cineforum functions as a site where participants collectively negotiate what is at
stake for characters, what constitutes a "win" or a "loss," and what factors should be considered relevant to
decision-making.

This finding extends the Mixed Game Model's emphasis on the dialogic construction of meaning to the domain
of strategic interaction [2]. Just as (im)politeness mismatches in telecinematic satire are "polyvalent, interactant-
relative, temporally variable, scalar and self-reflexive" [1], the perceived payoff structures of cinematic games are
subject to ongoing reinterpretation and contestation. In cineforum discussions, participants frequently debated
whether a character's action was "rational" or "irrational," revealing that rationality itself is a contested concept
shaped by divergent assumptions about what characters value.

The collective action problem in The Warriors provides a particularly instructive case. While the formal
Assurance Game model identifies the existence of multiple equilibria and the need for "tipping" to achieve
cooperation, cineforum participants went beyond this structural analysis to discuss the specific mechanisms
leadership, communication, trust through which tipping might be achieved [8]. This discursive elaboration of the
formal model suggests that game theory provides a skeleton of strategic interaction that participants flesh out with
their lived understanding of social coordination.

6.3 The Cineforum as a Strategic Field Device

The findings validate the cineforum as what Almenara-Niebla and Smets call a "participatory field device" for
investigating sensitive knowledge and social interaction [4]. The cineforum's structured format collective viewing
followed by facilitated discussion creates conditions for observing strategic reasoning in action. Unlike individual
interviews, where participants might articulate abstract opinions, the cineforum generates real-time strategic
behavior as participants negotiate interpretations, manage disagreements, and coordinate on collective
understandings.

The strategic dimension of cineforum participation mirrors the strategic interactions depicted in the films
themselves, creating what might be called a "recursive" structure where the medium of analysis (discussion)
reflects the object of analysis (strategic interaction). Participants who discussed the coordination failure in Rebel
Without a Cause were themselves engaged in coordination trying to agree on what the film meant, why Buzz
failed to jump, and what the scene revealed about human behavior. This recursive quality makes the cineforum
particularly valuable for studying social interaction, as it provides multiple levels of strategic behavior to analyze.
The ethnographic context of the study cineforums conducted in border regions marked by "silenced trauma,
political polarization, and everyday violences" adds another dimension to the analysis [4]. In these settings, the
strategic dimension of discussion is heightened, as participants must navigate not only interpretive disagreements
but also the social risks of addressing sensitive topics. The emotional resonance of films creates a space where
participants can engage with difficult issues through the "narrative and emotional framework provided by films,"
potentially enabling discussions that would be too fraught in direct confrontation [4].

6.4 Implications for Game Theory and Film Studies

The findings have significant implications for both game theory and film studies. For game theory, the study
demonstrates the value of incorporating social and moral factors into payoff structures. While standard game
theory treats preferences as exogenous, the cineforum analysis shows that preferences are discursively constructed
and socially negotiated. This suggests a need for more "thick" descriptions of game situations, incorporating the
cultural, emotional, and relational dimensions that shape how players perceive their options and evaluate
outcomes.

The concept of "morality as a variable" in the ferry dilemma provides a concrete example of how such thickening
might proceed [5]. Rather than treating morality as an external constraint on rational choice, the cineforum
participants treated it as an integral component of the payoff structure—something that made cooperation not
merely preferable but rational, given what the characters valued. This aligns with broader critiques of rational
choice theory that emphasize the embeddedness of economic reasoning in social and moral contexts.

@ © CINEFORUM

595



CINEFORUM
ISSN: 0009-7039
Vol. 66. No. S2, 2026 (Special Issue 2)

For film studies, the study demonstrates the value of game theory as a formal vocabulary for describing narrative
interactions. While film scholars have long recognized the importance of character decisions, the game-theoretical
lens provides a systematic way of analyzing the structure of these decisions, identifying Nash equilibria,
coordination problems, and collective action dilemmas. This formal vocabulary complements rather than replaces
existing interpretive approaches, offering a bridge between narrative analysis and social science.

The application of game theory to cinematic discourse also illuminates the active, strategic nature of spectatorship.
As Fleming notes in the context of Chinese cinema, "the film remains like a game that must be played" at multiple
levels [6]. The cineforum participants' engagement with films exemplifies this game-like quality, as they actively
reason about character strategies, evaluate decision quality, and negotiate collective interpretations. This active
spectatorship challenges passive models of film reception, revealing viewing as a form of strategic engagement.
6.5 Practical Implications for Cineforum Facilitation and Film Education

The findings have practical implications for cineforum facilitation and film education. Understanding that
cineforum participants engage in strategic reasoning can help facilitators design discussions that productively
surface and explore different interpretive strategies. Rather than aiming for consensus as the goal of discussion,
facilitators might recognize that interpretive disagreement is a form of strategic interaction that can be
productively explored.

The identification of social factors morality, trust, leadership, reputation as key determinants of outcomes suggests
that cineforum discussions might be structured to explicitly address these factors. For example, after viewing The
Dark Knight's ferry scene, facilitators might ask participants not only whether the prisoners or civilians made the
right decision but what moral frameworks different characters might have been operating with. This would
connect the game-theoretical structure of the scene to the ethical reasoning that participants bring to their
interpretations.

The recursive quality of cineforum interaction participants strategizing about strategic behaviour offers
opportunities for meta-reflection. Participants might be asked to consider how their own discussion dynamics
mirror the strategic dynamics they are analyzing, drawing connections between the film's narrative and their own
social interaction. This meta-level reflection could deepen participants' understanding of both the film and their
own social behavior.

In border contexts where cineforums address sensitive political and emotional issues, the strategic dimension of
discussion takes on particular importance [4]. Facilitators might help participants navigate the strategic trade-offs
involved in sharing personal experiences managing how much to disclose based on anticipated responses from
others. This could create a safer space for addressing sensitive topics while acknowledging the strategic
calculations that inevitably shape such discussions.

6.6 Limitations and Constraints

Several limitations of this study should be acknowledged. First, the dataset was limited to cineforum discussions
conducted in specific geographical contexts (border regions) and with self-selecting participants. The findings
may not generalize to other cineforum settings or to less engaged audiences. Future research should examine
whether the strategic reasoning patterns observed here hold across different cultural contexts and participant
demographics.

Second, the study focused primarily on films with explicit game-theoretical elements. It remains unclear whether
game theory illuminates discussions of other film types romantic comedies, documentaries, experimental films
where strategic interaction may be less prominent. However, the presence of strategic elements in diverse film
genres (the coordination problem in romantic comedies, the informational asymmetry in thrillers) suggests that
game theory might have broader applicability than this study has demonstrated.

Third, the analysis relied on qualitative interpretation of cineforum transcripts, with quantitative measures
(frequency counts, percentages) providing a coarse-grained picture of discourse patterns. More sophisticated
quantitative approaches such as computational analysis of discourse features or experimental manipulation of
game structures could provide stronger evidence for the patterns identified here.

Fourth, the study did not systematically examine how individual differences personality, political orientation,
cultural background shape strategic reasoning in cineforum discussions. The social factors identified in the
discourse analysis (morality, trust, reputation) might themselves vary systematically across different participant
groups, suggesting a direction for future research.

6.7 Future Research Directions

Building on this study, several promising research directions emerge. First, experimental studies could
systematically vary film endings or game structures to examine how participants' strategic reasoning responds to
different payoff configurations. For example, showing different groups a version of Rebel Without a Cause where
Buzz survives might reveal how the outcome shapes participants' evaluation of strategies.

Second, cross-cultural comparisons could examine whether strategic reasoning in cineforum discussions varies
across different cultural contexts. The border settings in this study Ireland, the Spanish-Moroccan border, the
Turkish-Syrian border suggest that political and cultural context might shape both the content and the style of
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strategic discourse [4]. Comparisons with cineforums in more stable contexts could illuminate these contextual
effects.

Third, longitudinal studies could track how individual participants' strategic reasoning evolves over repeated
cineforum participation. Do participants become more sophisticated in their game-theoretical reasoning? Do they
develop shared interpretive frameworks that facilitate coordination? These questions could be addressed through
repeated measures designs.

Fourth, the application of game theory to cinematic discourse could be extended to other participatory media
forms video games, interactive narratives, transmedia franchises where strategic interaction is even more
explicitly foregrounded. As Atkinson and Kennedy note, cinema increasingly operates as "game-space" where
audience participation, performance, and play converge [3]. Understanding these emergent forms will require the
kind of interdisciplinary approach this paper has sought to advance.

Fifth, the methodological integration of qualitative and quantitative approaches could be refined through
computational analysis of discourse. Natural language processing techniques might identify game-theoretical
concepts in cineforum transcripts, enabling more systematic analysis of how participants construct strategic
interpretations.

6.8 Theoretical Reflections: The Dialectic of Structure and Agency

At a theoretical level, this study contributes to ongoing debates about structure and agency in social analysis.
Game theory provides a formal language for describing structural constraints the payoff structures, equilibria, and
coordination problems that shape strategic interaction. Cineforum discourse, however, reveals the agency of
participants in interpreting, contesting, and reconstructing these structures.

The relationship between structural constraints and interpretive agency is dialectical rather than deterministic.
Payoff structures do not unilaterally determine outcomes; rather, they are interpreted and reconstructed through
social interaction. The ferry dilemma in The Dark Knight exemplifies this dialectic: the formal game predicts
defection, but the participants in both the film and the cineforum reconstruct the payoff structure by introducing
morality as a variable. This reconstruction changes the game, enabling cooperation where defection would
otherwise be predicted.

This dialectical perspective has broader implications for social theory. Many social situations can be modeled as
games, but the models are not the reality they are abstractions that capture certain features while neglecting others.
The cineforum participants' engagement with films demonstrates that social actors are not merely playing games
but are also interpreting, contesting, and changing the games they play. This suggests a need for social theory that
attends to both the structural constraints of strategic interaction and the interpretive agency of social actors.

The cineforum itself embodies this dialectic. As a field device, it structures participant interaction through
protocols for viewing and discussion, creating constraints that shape what can be said and how. Yet within these
constraints, participants exercise agency choosing which interpretive frames to adopt, negotiating disagreements,
constructing collective meaning. The strategic reasoning observed in cineforum discussions is thus both
constrained by the structure of the discussion and enabled by the interpretive agency of participants.

6.9 The Human Dimension of Strategic Interaction

Finally, this study highlights the human dimension of strategic interaction that formal models often abstract away.
The cineforum participants' engagement with films was not merely cognitive but emotional and relational. They
expressed empathy for characters, frustration with suboptimal outcomes, and satisfaction with cooperative
resolutions. These emotional responses shaped their strategic reasoning, influencing how they evaluated decisions
and what outcomes they considered desirable.

The emotional dimension of strategic interaction is particularly evident in the participants' responses to moral
dilemmas. In the ferry scene from The Dark Knight, participants' emotional engagement with the prisoners'
decision refusing to detonate despite the pressure informed their interpretation of the game structure. The outcome
was not merely a rational choice but a human choice, one that reflected both moral reasoning and emotional
connection to the characters.

This finding resonates with research on the sensory and emotional dimensions of film viewing, which emphasizes
that films create "multisensory realities" that engage viewers "corporeally through the construction of imaginary
spaces and the evocation of real ones" [4]. When participants discuss films, they are not merely engaging in
abstract reasoning but are reliving the emotional experiences of viewing. This emotional engagement shapes their
strategic reasoning, making it richer and more complex than formal models can capture.

The human dimension of strategic interaction suggests that game theory, if it is to be fully adequate to cinematic
discourse, must incorporate emotional and relational variables. This does not mean abandoning formal modeling
but rather expanding it to include the full range of factors moral, emotional, relational that shape how people
perceive and respond to strategic situations. The cineforum provides a laboratory for this expanded game theory,
revealing how strategic reasoning is embedded in the emotional and relational contexts of human interaction.
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7. CONCLUSION

This research paper has demonstrated the efficacy of integrating game theory models with cinematic discourse
analysis to understand decision-making and social interaction in cineforum settings. By examining three canonical
cinematic examples the Chicken Game in Rebel Without a Cause, the ferry dilemma in The Dark Knight, and the
collective action problem in The Warriors the study has revealed how game-theoretical frameworks illuminate
both the strategic interactions depicted within films and the interpretive negotiations that occur among spectators.
The findings establish several key contributions to the field. First, cineforum participants exhibit sophisticated
intuitive strategic reasoning that aligns with formal game-theoretical predictions, particularly when social and
moral factors are incorporated into payoff structures. Second, payoff structures in cinematic discourse are not
objective givens but are socially constructed through collective interpretation, as participants negotiate what
constitutes rational behavior, acceptable outcomes, and meaningful strategies. Third, the cineforum functions as
a powerful "participatory field device" [4] that makes strategic reasoning observable and analyzable, offering a
unique window into how audiences co-construct meaning through dialogic interaction.

The practical implications of this research extend to film education, community engagement, and participatory
research. Understanding the strategic dimensions of cineforum discussion enables facilitators to design more
productive conversations, navigate interpretive disagreements, and create spaces where participants can engage
with sensitive topics through the emotional and narrative framework provided by films [4]. The recursive structure
of cineforum interaction participants strategizing about strategic behavior—offers opportunities for meta-
reflection that deepens both cinematic understanding and social awareness.

The theoretical contributions are equally significant. For game theory, this study demonstrates the necessity of
incorporating social, moral, and emotional variables into payoff structures, moving beyond abstract models to
capture the full complexity of human strategic reasoning. For film studies, game theory provides a formal
vocabulary for analyzing narrative interactions, complementing existing interpretive approaches with systematic
attention to decision structures, equilibria, and coordination problems.

Several limitations of this study suggest directions for future research. The focus on border contexts and self-
selecting participants limits generalizability, while the emphasis on films with explicit game-theoretical elements
leaves open the question of broader applicability. Future research might explore experimental manipulations of
film endings, cross-cultural comparisons, longitudinal tracking of strategic reasoning development, and extension
to other participatory media forms such as video games and interactive narratives.

In conclusion, the convergence of game theory and cinematic discourse analysis reveals that spectatorship is
fundamentally strategic activity. Whether watching a film alone or discussing it in a cineforum, audiences actively
reason about character decisions, anticipate narrative outcomes, and negotiate interpretive frameworks with
others. The cineforum makes this strategic dimension visible, offering a laboratory for understanding how social
meaning is collectively constructed through dialogic interaction. As cinema continues to evolve toward more
interactive and participatory formats, the strategic dimension of film engagement will only grow in importance,
making the interdisciplinary approach developed in this paper increasingly relevant for scholars, educators, and
practitioners alike...
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