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ABSTRACT:

This research probes the cinematic preferences of 120 individuals spanning adolescents to middle adults, representing diverse demographics including school-
going kids, university students, homemakers, and businessmen in Bangalore. Through a self-designed questionnaire, participants' experiences and perceptions of
cinematic experiences in theatres and Over-The-Top (OTT) platforms were examined, aiming to discern nuanced preferences across demographic segments.

The questionnaire delved into factors such as visual and auditory quality, comfort, convenience, social interactions, and emotional engagement. Preliminary
analysis indicates varying preferences modified by age, occupation, and lifestyle. Younger demographics, such as school-going kids and university students, lean
towards OTT platforms for flexibility and accessibility, while older participants and families tend to favor theatres for the immersive experience and shared
outings. Understanding the dynamics of cinematic preferences within Bangalore's diverse population is essential for stakeholders in the entertainment industry to
tailor offerings and enhance audience engagement in this vibrant urban landscape
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l. Introduction:

The rise of OTT platforms has revolutionized how people utilize cinematic content, challenging the traditional dominance of movie theaters in the
entertainment arena. This change is particularly noticeable in bustling cities like Bangalore, where a multifarious range of age groups, from adolescents
to middle-aged adults, demonstrate fluctuating preferences and behaviors regarding cinematic experiences. Understanding and adapting to these
preferences are essential for entertainment industry professionals to meet the evolving needs of their audience.

This study aims to explore the cinematic preferences of Bangalore residents by comparing experiences between conventional movie theaters and OTT
platforms. This research is intentioned to gauge desires of individuals to delve into the preferences, behaviors, and perceptions of the population of the
data acquired. By surveying 120 citizens across different demographics, including students, homemakers, and businessmen, this research seeks to
uncover nuanced trends influenced by factors such as age, occupation, and lifestyle.

Through a thorough examination of participants' viewpoints, this study purposes to provide valuable insights into the underlying factors driving
cinematic preferences in Bangalore. The research unravels the dynamics shaping contemporary media consumption. By exploring the viewing habits,
preferences, and influences of individuals, this research illuminates on the evolving landscape of entertainment usage in the digital age. These insights
not only assist industry stakeholders in tailoring their offerings but also contribute to a deeper understanding of the evolving landscape of media
inhibition in urban environments

I1. Review of Literature:

Lingwei Tong et al. The rise of Cinematic Virtual Reality (CVR) presents challenges regarding viewer control and story comprehension. Solutions
involve attention cues and viewer interaction, yet lack consideration for individual viewer differences and cultural contexts. A case study explores
adaptability and Maori storytelling coherence in CVR experiences. [Lingwei Tong, 2024]

Jha et al. Globalization has transformed India's entertainment industry, presenting opportunities and challenges. Foreign direct investment impacts job
creation and industry growth. The government's role in incentivizing and regulating the sector is crucial, especially during crises like the ongoing
pandemic. [Jha, 2023]

Van Rijsselbergen et al. Media consumption spans various platforms, requiring tailored content for optimal narrative conveyance. A semantic
adaptation system facilitates multi-platform content creation, ensuring an immersive experience across devices. [Van Rijsselbergen, 2009]

Diamond et al. Film's sensory impact evokes bodily responses, influencing emotional engagement. Exploration of bodily states in film, exemplified by
"The Others," delves into cinema's ability to depict and evoke profound feelings. [Diamond, 2014]
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Remedios et al. Table for Two pioneers parallel interactive narratives in cinematic virtual reality, integrating theater, cinema, and video game
techniques. Challenges include camera performance, script adaptation, and navigation interactivity. [Remedios, 2023]

Javed et al. Cinematic rendering revolutionizes pancreatic cancer imaging, improving surgical planning with photorealistic 3D images. Its nuanced
visualization aids in determining tumor respectability and identifying arterial variants, potentially reducing postoperative complications. [Javed, 2022]
Lim et al. Mukbang phenomenon transcends cultural boundaries, analyzing cross-cultural connections through food casting. Korean Mukbang
emphasizes eating behavior and ASMR, fostering intimate connections with viewers. Acculturation and reception theory shed light on its global
evolution. [Lim, 2022]

Rothe et al. Space line concept introduces non-linear storytelling in VR movies, connecting sequences via interactive regions. Design space supports
filmmakers in crafting immersive CVR experiences, enhancing viewer engagement and narrative coherence. [Rothe, 2019]

Mark McGill et al. Synchronous media consumption studies explore remote viewing experiences, from shared TVs to VR HMDs. Cast Away
facilitates at-a-distance media consumption among couples, while VR HMDs offer immersive telepresence and enhanced communication during media
consumption. [Mark McGill, 2016]

Vosmeer et al. Exploration of how gaming technologies influence cinema, reshaping narratively, interactivity, and engagement. Introduces the concept
of "lean in" engagement style within interactive cinematography. [Vosmeer, 2014]

Sean. G et al. Ongoing research investigates off-screen visualization techniques for tracking moving targets in games and control systems. Compares
Halo with EdgeRadar, showing EdgeRadar's superior accuracy in tracking off-screen objects. [Sean. G, 2007]

Vahoniya et al. Evolution of media consumption from traditional outlets to online streaming and Video on Demand (VoD) services. Study assesses
awareness, preferences, and satisfaction of respondents towards OTT platforms, highlighting factors influencing viewer choices. [Vahoniya, 2022]

D. Van Rijsselbergen et al. Traditional broadcasting facilities adapt to file-based approaches, re-engineering production processes. Data model
supports drama program workflows in an integrated media architecture, facilitating centralized production applications. [D. Van Rijsselbergen, 2007]
Rothe et al. Examination of shared cinematic virtual reality experiences through head-mounted displays (HMDs). Identifies challenges and interaction
techniques to enhance social viewing and improve social movie experiences in CVR. [Rothe, 2021]

Mee et al. Analysis of affective responses to cinematic experiences through the rhythm of the pixel. Explores the patho-logies of bodies and digital
interactions, examining the potential for an ethics of care in digital interactions. [Mee, 2022]

Cassidy et al. Study investigates engagement levels within the Marvel Cinematic Universe (MCU) across different media types. Participants show
consistent engagement with transmedia aspects of the MCU, with movies rated as most enjoyable and engaging. [Cassidy, 2016]

Rothe et al. Exploration of attention-guiding techniques in Cinematic Virtual Reality (CVR) to direct viewer focuses in omnidirectional movies.
Provides taxonomy for attention-guiding methods and discusses their application in improving viewer experience. [Rothe, 2019]

David Geerts et al. Analysis of synchronization requirements for remote shared experiences, focusing on watching online videos together. Experiment
evaluates noticeability and annoyance of synchronization differences, as well as their impact on feelings of togetherness. [David Geerts, 2011]

Lee C et al. The paper introduces an innovative movie recommendation system tailored for OTT platforms, which incorporates sentiment and emotion
data using a graph-based model. By employing BERT for sentiment analysis and IGMC for recommendation, the model surpasses conventional
methods. It explores the impact of sentiment and emotion and achieves enhanced performance through a stacking ensemble technique. [Lee C, 2022]
Lopez et al. The document presents Enhanced Audio Description (EAD) as an innovative approach to make films and TV accessible to visually
impaired individuals. EAD integrates sound design into the production process, offering accessibility through sound effects, binaural audio, and first-
person narration. It aims to provide inclusive cinematic experiences for both visually impaired and sighted audiences, with focus groups indicating its
potential to supplement traditional Audio Description (AD) to accommodate various preferences. [Lopez, 2021]

I11. Methodology:

1. Objectives: To gauge the preferences of individuals of their cinematic preferences via theatres and OTT platforms

2. Hypothesis:

HO- There is an equivalence found in the preferences of individuals of their cinematic preferences via theatres and OTT platforms
H1- There is a significant preference sighed in individuals to opt theatres over OTT platforms

H2- Substantial preference gazed in individuals to opt OTT platforms over theatres

3. Variables:

Independent Variable- Theatre, OTT platforms

Dependent Variable- Emotions, relationship status, age, ambiance dynamics

Extraneous Variable- Socio-economic status, cultural background

4. Criteria:

Inclusion- Age [13-45], gender [male/female], school going kids, University Students, home makers, businessmen, relationship status, ambiance
dynamics

Exclusion- Cultural background

5. Sample:

Sample size- 120 Individuals

Sample Technique- Convenience sampling technique

6. Tools of Study:

Self-gauged questionnaire

7. Administration:

Introduction and Explanation.
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Informed Consent and Instructions.

Scoring and time frame and providing the questionnaire.
Answering the items and Answer Clarification.
Completion and Collection

Table.

How often do watch movies or TV
shows in a theater environment?

1.7%

B Frequently
B Ocassionally
m Rarely

M Never

How often do you watch movies or
TV shows on OTT platforms (e.g.,
Netflix, Amazon Prime) at home?

4.20%

B Frequently
B Ocassionally
= Rarely

M Never

Do you prefer watching movies or
TV shows based on your age
group?

M Yes
H No
m Often

B Sometimes

Does your gender influence
watching movies or TV shows in

theaters?
12.5%
M Yes
H No
m Often

B Sometimes

What is your current relationship
status?

m Single
Eina

relationship
= Married

® Divorced

= Widowed

How does your relationship status
affect your choice of watching
movies or TV shows in theaters or
on OTT platforms?

M |t influence my
choice
significantly

20 80‘V. It has some
%% influence on
my choice

10% It often
influence my
choice
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How important is the ambiance (e.g.,
sound, seating, atmosphere) of a

Which do you prefer overall for
watching movies or TV shows:

theater or home environment when
watching movies or TV shows?

| Extremely
important

theaters or OTT platforms?

0,
3.30% 34.20%

M Theaters

H Somewhat

important 30.80% M OTT platforms

Neutral
Both equally

30.80%

B Not important

1V. Results and Discussions:

Results:
. Cinema Attendance Frequency: The data indicates that the majority of participants (77.5%) attend movie theaters occasionally or rarely,
with only a small minority (1.7%) never going to cinemas.
e  OTT Platform Usage: In contrast, streaming platforms are widely used for home viewing, with 75.8% of respondents using them frequently
or occasionally, highlighting the popularity and accessibility of these services.
e  Age's Influence on Theater Preference: Nearly half of the respondents (48.4%) recognize that their age group affects their preference for
watching movies or TV shows in theaters, suggesting varying tastes across different age brackets.
e  Gender's Role in Viewing Preference: Gender seems to have a modest impact on preferences for theater viewing, with 45% of respondents
indicating no influence. However, 30.8% acknowledge some level of influence based on gender
. Demographic Composition: The survey reflects a predominantly single (55.8%) and relatively youthful sample group, with a significant
proportion in relationships (39.2%)
Discussions:

Relationship Status and Viewing Choices: Relationship status moderately shapes movie-watching preferences, with over half of respondents
(52.5%) indicating some influence based on their relationship status. This suggests that social dynamics may play a role in viewing
decisions

Ambiance Significance: The data underscores the importance of ambiance in both theater and home settings, with over three-quarters of
respondents (76.6%) considering it extremely or somewhat important for an enjoyable cinematic experience. This underscores the
significance of factors like sound, seating, and atmosphere in enhancing the viewing experience

V. Conclusions:

Overall Viewing Preferences: Respondents demonstrate varied preferences for watching movies or TV shows, with an almost equal split
between theaters and OTT platforms. This suggests a diverse range of viewing habits and preferences among the survey population,
underscoring the necessity for a flexible and inclusive approach in content delivery and accessibility

Consequently, “HO” is proved that elucidates that an equivalence is sighted in individuals to prefer their cinematic experience by means of
theaters or OTT platforms

V1. Scope of Study:

Comparative Analysis- Assessing overall preferences between cinema and OTT platforms
Social Dynamics- Enumerates how relationship status shapes viewing preferences
Content Delivery Implications- Highlighting implications for content delivery strategies
Industry Recommendations- Providing insights for industry adaptation and improvement

VII. REFERENCES:

1.

Cassidy, T. (2016). Cinematic Transmedia: A Physiological Look at Engagement with Marvel's Cinematic Universe as Measured by
Brainwaves and Electrodermal Activity. Liberty University.



International Journal of Research Publication and Reviews, Vol (5), Issue (5), May (2024), Page — 3765-3769 3769

10.

11.

12.

13.

14.

15.

16.

17.

18.

19.

D. Van Rijsselbergen, B. Van De Keer, M. Verwaest, E. Mannens and R. Van de Walle, "Enabling universal media experiences through
semantic adaptation in the creative drama productionworkflow," 2009 10th Workshop on Image Analysis for Multimedia Interactive
Services, London, UK, 2009, pp. 296-299, doi: 10.1109/WIAMIS.2009.5031491.

Diamond, N. (2014). The Body, Emotion and Cinema: Perspectives on Cinematic Experiences of das Unheimlich and Estranged Body
States in The Others (Alejandro Amenabar, 2001). In: Bainbridge, C., Yates, C. (eds) Media and the Inner World: Psycho-cultural
Approaches to Emotion, Media and Popular Culture. Palgrave Macmillan, London. https://doi.org/10.1057/9781137345547_6

D. Van Rijsselbergen, M. Verwaest, B. Van De Keer and R. Van de Walle, "Introducing the Data Model for a Centralized Drama Production
System,” 2007 |EEE International Conference on Multimedia and Expo, Beijing, China, 2007, pp. 615-618, doi:
10.1109/ICME.2007.4284725.

David Geerts, Ishan Vaishnavi, Rufael Mekuria, Oskar van Deventer, and Pablo Cesar. 2011. Are we in sync? synchronization requirements
for watching online video together. In Proceedings of the SIGCHI Conference on Human Factors in Computing Systems (CHI '11).
Association for Computing Machinery, New York, NY, USA, 311-314. https://doi.org/10.1145/1978942.1978986

Jha, A. K, Rayan, J. M., Sanga, P. M. L., Babu, R. L., & Kumar, S. (2023). Indian Entertainment Industry Analysis: Past, Present and
Future. Journal of Ecophysiology and Occupational Health, 23(3), 113-120. https://doi.org/10.18311/jeoh/2023/34109

Javed, A. A, Young, R. W. C., Habib, J. R., Kinny-Késter, B., Cohen, S. M., Fishman, E. K., & Wolfgang, C. L. (2022). Cinematic
Rendering: Novel Tool for Improving Pancreatic Cancer Surgical Planning. Current problems in diagnostic radiology, 51(6), 878-883.
https://doi.org/10.1067/j.cpradiol.2022.04.001

Lingwei Tong, Robert W. Lindeman, Heide Lukosch, Rory Clifford, and Holger Regenbrecht. 2024. Applying Cinematic Virtual Reality
with Adaptability to Indigenous Storytelling. J. Comput. Cult. Herit. 17, 2, Article 28 (June 2024), 25 pages.
https://doi.org/10.1145/3647996

Lim, J. (2022). Mukbang’s Food casting beyond Korea’s Borders: A Study Focusing on OTT Platforms. Journal of Information Processing
Systems, 18(4), 470-479. DOI: 10.3745/J1PS.02.0176

Lee C, Han D, Han K, Yi M. Improving Graph-Based Movie Recommender System Using Cinematic Experience. Applied Sciences. 2022;
12(3):1493. https://doi.org/10.3390/app12031493

Lopez, M., Kearney, G., & Hofstadter, K. (2021). Enhancing Audio Description: Inclusive Cinematic Experiences Through Sound
Design. Journal of Audiovisual Translation, 4(1), 157-182. https://doi.org/10.47476/jat.v4i1.2021.154

Mee, S. J. (2022). Rhythm Beyond the Cinematic Medium/The Pixel Beyond the Movie Theatre. Cinéma & Cie. Film and Media Studies
Journal, 22(38), 121-137. https://doi.org/10.54103/2036-461X/17923

Rothe, S., Hussmann, H. (2019). Space line: A Concept for Interaction in Cinematic Virtual Reality. In: Cardona-Rivera, R., Sullivan, A.,
Young, R. (eds) Interactive Storytelling. ICIDS 2019. Lecture Notes in Computer Science(), vol 11869. Springer, Cham.
https://doi.org/10.1007/978-3-030-33894-7_12

Rothe, S., Schmidt, A., Montagud, M. et al. Social viewing in cinematic virtual reality: a design space for social movie applications. Virtual
Reality 25, 613-630 (2021). https://doi.org/10.1007/s10055-020-00472-4

Rothe, S.; Buschek, D.; HuBmann, H. Guidance in Cinematic Virtual Reality-Taxonomy, Research Status and Challenges. Multimodal
Technol. Interact. 2019, 3, 19. https://doi.org/10.3390/mti3010019

Sean G. Gustafson and Pourang P. Irani. 2007. Comparing visualizations for tracking off-screen moving targets. In CHI '07 Extended
Abstracts on Human Factors in Computing Systems (CHI EA '07). Association for Computing Machinery, New York, NY, USA, 2399-
2404. https://doi.org/10.1145/1240866.1241014

Vosmeer, M., Schouten, B. (2014). Interactive Cinema: Engagement and Interaction. In: Mitchell, A., Fernandez-Vara, C., Thue, D. (eds)
Interactive Storytelling. ICIDS 2014. Lecture Notes in Computer Science, vol 8832. Springer, Cham. https://doi.org/10.1007/978-3-319-
12337-0_14

Vahoniya, D. R., Darji, D. R., Baruri, S., & Halpati, J. R. (2022). Awareness, Preferences, Perception, and Satisfaction about the Over-The-
Top (OTT) Platforms/Players in Anand City, Gujarat, India. Asian Journal of Agricultural Extension, Economics & Sociology, 40(12), 254—
264. https://doi.org/10.9734/ajaees/2022/v40i121788

Vanessa C. Pope, Robert Dawes, Florian Schweiger, and Alia Sheikh. 2017. The Geometry of Storytelling: Theatrical Use of Space for 360-
degree Videos and Virtual Reality. In Proceedings of the 2017 CHI Conference on Human Factors in Computing Systems (CHI '17).
Association for Computing Machinery, New York, NY, USA, 4468-4478. https://doi.org/10.1145/3025453.3025581



https://doi.org/10.1057/9781137345547_6
https://doi.org/10.1145/1978942.1978986
https://doi.org/10.18311/jeoh/2023/34109
https://doi.org/10.1067/j.cpradiol.2022.04.001
https://doi.org/10.1145/3647996
https://doi.org/10.3390/app12031493
https://doi.org/10.47476/jat.v4i1.2021.154
https://doi.org/10.54103/2036-461X/17923
https://doi.org/10.1007/978-3-030-33894-7_12
https://doi.org/10.1007/s10055-020-00472-4
https://doi.org/10.3390/mti3010019
https://doi.org/10.1145/1240866.1241014
https://doi.org/10.1007/978-3-319-12337-0_14
https://doi.org/10.1007/978-3-319-12337-0_14
https://doi.org/10.9734/ajaees/2022/v40i121788
https://doi.org/10.1145/3025453.3025581

