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SOCIOLOGY OF SQUID GAME:

ANALYSIS OF UNDEREXPLORED

ASPECTS

SUMMARY

As one of the products of contemporary mass cul-
ture, the series Squid Game has attracted attention
with its global socio-sociological impacts. Within
this framework, our study reveals that the series is
not limited to the critique of economic inequality
and capitalist relations but also encompasses less
explored themes such as collective resistance, mech-
anisms of control in everyday life, trust, solidarity,
and the normalization of violence. Content analy-
sis was used as the main method, with the script of
the series examined episode by episode through the
frequency analysis of key words. The results show
that the use of words such as “I,” “we,” and “they”
reflects the fluctuation between individualism and
solidarity, while the words “money,” “to win,” and
“to lose” highlight the dominant role of economic
motivation in capitalist relations. On the other hand,
the notions of “trust,” “help,” and “death” are ex-
plained within the frameworks of social capital,
uncertainty in modernity, and structural constraints.
The study employs theoretical perspectives such as
Bourdieu’s concept of capital, Bauman’s theory of
“liquid modernity,” Giddens’s structuration theory,
and Baudrillard’s concept of simulacra. The analy-
sis demonstrates that the series is not merely a form
of entertainment but also serves as a laboratory for
explaining the social structures, power relations,
and cultural transformations of contemporary soci-
eties. This, in turn, allows for a deeper understand-
ing of the resonance created by the series in global
popular culture and its contribution to sociological
discourse.

Keywords: Squid Game, sociological analysis,
capitalism, social inequality, solidarity, cultural
transformation.

Introduction
Sociology engages with films and series as these
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forms of mass culture play a critical role in reflect-
ing the deeply rooted social structures and processes
within society. Through films and series, complex
issues such as values influencing individuals’ daily
lives, normative systems, class and gender inequali-
ties, power relations, modernization, and globaliza-
tion are visually presented (Strandvad, 2023). For
this reason, sociology does not view these cultural
products merely as entertainment but as a rich em-
pirical domain for examining societal thinking pat-
terns, ideological directions, and cultural transfor-
mations (Storey, 2024). The events and processes
depicted in films and series illustrate relationships
among social groups, the identity quests of isolated
individuals, and the impact of institutional power on
individuals. Thus, these products serve as vital tools
for representing or manipulating social realities, ne-
cessitating sociological interpretation (McCullagh,
2002). Sociological analysis, in this context, not
only focuses on the content of the events but also
investigates the processes of their production and
reception, as these processes illuminate the power
relations and cultural hegemonies embedded within
the structure of society (Moghimi, 2023).

Films and series are studied through various so-
ciological methods, including content analysis, se-
miotics, narrative analysis, and even ethnographic
approaches (Easy Sociology, 2024). Content anal-
ysis systematically examines the dominant ideolog-
ical values and social relations of a specific era or
culture. Semiotic methods focus on decoding the
symbols and their social meanings in films. For ex-
ample, the series Breaking Bad provides a power-
ful sociological critique of American individualism
and capitalist values through the character of Walter
White, who transitions from a small entrepreneur to
the leader of a drug empire. The series explores is-
sues such as shifts in family structures, economic
pressures, and the erosion of moral values. Anoth-
er example is The Wire, which delves into urban-
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ization, economic inequality, drug trade, and law
enforcement systems, shedding light on complex
sociological issues and contributing significantly to
urban sociology and criminology. Such analyses not
only empirically support sociological theories but
also foster new perspectives on social change (Joy,
2017; Connolly, 2022; Johnson, 2016; Sabin, 2010;
Schaub, 2010; Parker, 2010). Hence, the sociologi-
cal examination of films and series offers valuable
contributions to understanding social structures and
expanding public awareness.

In this context, our aim is to provide a sociologi-
cal analysis of Squid Game, which has aired for two
seasons to date. Using content analysis as the pri-
mary methodological approach, we seek to address
specific thematic gaps in the existing literature.
While prior studies have focused on limited themes,
such as economic inequality or survival dynamics,
significant aspects remain underexplored. By filling
these gaps, we intend to contribute to a more com-
prehensive understanding of the series' broader so-
ciological implications.

1. Literature Review

Squid Game has emerged as a significant cultur-
al and sociological phenomenon, captivating global
audiences with its exploration of deep-rooted social
and economic issues. The literature review exam-
ines the series through diverse theoretical frame-
works, highlighting its critical reflection on inequal-
ity, competition, and power dynamics in modern
capitalist societies. Studies examining Squid Game
from the perspective of game theory analyze how
the games in the series are recontextualized within
social and economic frameworks. Kotan and Arslan
(2023) draw on Johan Huizinga's "Game Theory" to
emphasize the cultural function of traditional chil-
dren's games, detailing their role in preparing indi-
viduals for social life. Similarly, Kacar (2024) em-
ploys Huizinga's framework to explore how games
have been transformed within the capitalist system,
highlighting how innocence is replaced by deadly
competition under economic pressures and social
inequalities. In contrast, Reiland (2022) focuses on
Bernard Suits' game theory, questioning the vol-
untariness and enforcement of rules in the series'
games, thus reassessing the boundaries of game the-
ory. Collectively, these studies suggest that Squid
Game uses the concept of games as a critical tool

to reflect on social and economic dynamics. The
games are redefined both as a cultural mechanism
preparing individuals for social integration and as
a system commodified and driven by competition
under capitalist pressures.

Studies examining the series within the context
of capitalism have analyzed the multifaceted im-
pacts of the modern capitalist system on individuals
and societal structures. Sesen and Akyildiz (2022)
emphasize how globalization exacerbates econom-
ic inequalities, forcing individuals to accept harsh
competitive conditions. They present the series as
a dramatic metaphor for how the neoliberal order
transforms individuals into "disposable people."
Similarly, Rybalskaya and Suslov (2022) analyze
class inequalities and the destructive effects of in-
dividualism through symbols and spaces, highlight-
ing how the illusion of equality devolves into moral
collapse under competitive pressures. Conversely,
Kim and Park (2022) examine the dehumanizing as-
pects of capitalist ideology while noting the series’
unexpected themes of solidarity and cooperation,
framing it as a deeply human drama. Stekl (2022)
employs McLuhan’s concept of the "global village,"
evaluating the series as a media phenomenon that
critiques the violent desires sped by neoliberal capi-
talism and the representations of lower classes.

Studies focusing on Squid Game in the context
of neoliberalism analyze the social, psychological,
and economic effects of modern capitalism from
diverse perspectives. Yildiz (2024) uses Richard
Sennett’s concept of "Character Erosion" to analyze
the psychological pressures and dystopian elements
brought about by neoliberal capitalism's themes of
insecurity and risk. Similarly, Kurtulus and Inci
(2022) interpret the series as a metaphor for neolib-
eral policies that systematically control individuals
through a culture of debt and financialization. They
argue that debt functions not only as an econom-
ic tool but also as a disciplinary mechanism, with
the series’ game metaphor illustrating how capital-
ism drives individuals into cycles of competition
and consumption. Together, these studies critically
highlight the layered impacts of neoliberalism on
individuals. They collectively argue that the Netflix
hit reflects the social, economic, and moral conse-
quences of the capitalist system, emphasizing the
destructive effects of inequality, individualism, and
competition on individuals and society.
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Studies examining Squid Game in the context
of economic inequalities and debt have explored
the multifaceted impacts of the modern capitalist
system on individuals and society. Boikova (2021)
interprets the series as a dramatic reflection of
household debt and economic inequalities in South
Korea, while Beaunoyer (2024) critiques how social
inequalities drive individuals to the point of "con-
senting to death" and commodify mortality. Gabriel
(2022) links the series to South Korea's economic
transformation and its current socioeconomic chal-
lenges, emphasizing how economic pressures push
individuals away from solidarity and toward solitary
survival efforts. Chowdhury (2022) analyzes the
central role of debt in modern capitalist relations, ar-
guing that Squid Game illustrates how debt serves as
a mechanism to force individuals into cycles of con-
sumption. Collectively, these studies highlight the
series as a critical reflection of the profound effects
of economic inequalities and indebtedness within the
capitalist system on individuals and society.

Studies analyzing Squid Game within the con-
text of philosophical and political theories exam-
ine individuals' positions in social and economic
relations from different perspectives. Soydas and
Dirimese (2023) analyze the series through Georg
Simmel's philosophy of money, highlighting the
instrumentalization of money for individual goals
and the alienation this process entails. Their study
portrays the series as a dramatic reflection of eco-
nomic relationships and moral conflicts in modern
capitalist society. Adryan Allen et al. (2021), on
the other hand, evaluate the series through Thomas
Hobbes’ political theory, focusing on the concepts
of the state of nature and social contract. They ar-
gue that the elements of competition and violence
in the series align with Hobbes’ notion that "man is
a wolf to man," while noting inconsistencies with
the Leviathan analogy. Both studies demonstrate the
dystopian story as a critical lens to explore individ-
uals' struggles within economic and social contexts,
using philosophical and political theories.

Analyses grounded in Michel Foucault’s con-
cepts illustrate how Squid Game reflects the effects
of neoliberal structures on individuals and societal
systems. Agkaya (2023) employs Foucault’s con-
cept of dispositif to argue that debt functions as a
tool of neoliberalism, compelling individuals into
consumption and power dynamics, interpreting the

series as a metaphor for this system. Similarly, Kim
(2022) applies Foucault’s biopolitics and Agamben’s
"homo sacer" framework to examine the reduction
of individuals to a state of "bare life," interpreting
the series as an allegory questioning human rights
and the necessity of solidarity in a competitive, in-
equality-driven environment. Shayahmetova and
Grinchuk (2022) connect the series with Foucault’s
concept of the disciplinary society, analyzing how
social inequalities and ethical values are challenged
under oppressive conditions. Collectively, these
studies argue that Squid Game critically reflects
the biopolitical mechanisms of control in neoliber-
al systems and the deepening of social inequalities,
presenting an allegory of the moral and social crises
resulting from consumerism and competition.

Studies analyzing Squid Game through various
theoretical frameworks examine the psychological,
social, and biological characteristics of individuals
and their interactions with social dynamics. Tut-
ar (2022) evaluates the series within the context
of Social Darwinism, critiquing how the exploita-
tion of the weak by the strong legitimizes social
inequalities. Tuna and Akgiin (2022) utilize Lacan
and Freud’s psychoanalytic theories to highlight
how themes of violence and the subconscious in the
series reflect the destructive effects of the capital-
ist system on individuals. So et al. (2024) analyze
the series using East Asia’s Eum-Yang biopsycho-
social theory and Sasang typology, detailing the bi-
ological and psychological traits of characters and
reinterpreting traditional East Asian theories within
a global context. These studies collectively demon-
strate how the series explores multidimensional
connections between social inequalities, psycholog-
ical struggles, and cultural identities.

Studies focusing on artistic, spatial, and mythical
elements in Squid Game analyze the series’ aesthet-
ic structure and its social critique in depth. Tingir
and Tarlakazan (2022) emphasize the unconscious
effects and aesthetic depth of references to works of
art, highlighting how the use of colors strengthens
the contrast between a childlike atmosphere and vi-
olence. Kotanc1 (2024) examines the series through
the Parsifal Myth, detailing how mythical elements
are reimagined in modern narratives and situating
the protagonist’s journey within a mythical frame-
work. Huntington (2024) analyzes how the series’
settings transform from childhood playgrounds
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into metaphorical prisons of modern capitalist so-
ciety, exposing the continuity of social hierarchies
through spatial arrangements. Celik and Kose
(2022) interpret the spatial designs and symbols as
visual critiques representing the hierarchical struc-
tures of capitalist society. These studies collectively
highlight how the aesthetic elements of Squid Game
serve as a powerful tool to enhance its critique of
social inequalities.

The deeply explored social and economic themes
in this production go beyond being a narrative tool,
resonating globally and generating significant social
and cultural impacts. Studies examining the series in
the context of popular culture and global influence
highlight how it has become a cultural, economic,
and social phenomenon from various perspectives.
Payzin and Tuncer (2022) analyze the series’ connec-
tion to consumer culture, emphasizing its transforma-
tion into popular culture objects and its role in foster-
ing a sense of belonging among individuals. Gegimli
(2022) interprets the series through Guy Debord’s
concept of the "Society of the Spectacle," arguing
that while it critiques social inequalities, it also repro-
duces them through commodified products. Plotniko-
va (2022) examines the series within the framework
of transmedia storytelling, analyzing how digital
platforms and social media amplify its global impact
by encouraging multimodal audience participation.
Solomeina (2022) focuses on the use of Squid Game
as a tool for situational marketing on social media,
noting how brands creatively incorporate the series’
symbols into their campaigns to generate commercial
value. Nim and Tarasova (2022) position the series
as a medium for showcasing the global popularity of
East Asian media culture and as a strategic tool in
South Korea’s soft power diplomacy.

Studies focusing on the series' impact on view-
ers analyze its reflections in social media and cul-
tural contexts from various angles. Syahriyani et al.
(2022) apply Henry Jenkins’ participatory culture
theory to explore how the series is reinterpreted
through social media, with fans creating and sharing
localized content that blends the phenomenon with
their own cultural contexts, highlighting the role of
digital technology in empowering fan communities.
Similarly, Avci, Bayrakdar, and Kilingarslan (2023)
investigate how the series combines traditional chil-
dren's games with violence to impact viewers, using
Twitter sentiment analysis to reveal predominantly

positive reactions while also noting critical perspec-
tives on its violent content. Collectively, these stud-
ies emphasize how Squid Game has become a part
of global popular culture, reaching vast audiences
through social media and digital platforms while
creating both cultural and social impacts. The se-
ries' influence on consumer culture, participatory
culture, and media highlights its profound effects on
individuals and society.

The literature review reveals the multifaceted so-
ciological impacts of Squid Game as a phenomenon.
Themes such as social inequality, individualism,
competition, and the capitalist order in the series go
beyond mere narrative elements, reflecting the struc-
tural problems of individuals and societies. From
the perspective of game theory, traditional children's
games are redefined as a system commodified under
capitalist pressures, forcing individuals into ruthless
competition. Critiques of capitalism and neoliberal-
ism emphasize how individuals are made dependent
on the system through processes of indebtedness,
consumption, and precarity. Furthermore, the series’
representations of economic inequality, debt culture,
and social injustice expose the mechanisms shaping
individuals’ psychological and social conditions.
Philosophical and political theories contextualize
the series within power dynamics, ethical conflicts,
and individuals’ struggles for survival, while artistic
and spatial analyses highlight how visual elements
amplify its critical social commentary. On a global
scale, the series’ interaction with popular culture,
its reach through social media, and its influence on
identity formation, belonging, and consumer behav-
ior demonstrate its role as a phenomenon deepening
the relationship between modern societies, media,
and culture. In this context, the literature collective-
ly concludes that the show functions as a powerful
tool for sociological critique and analysis. From a
sociological perspective, Squid Game can be seen as
a critical lens that prompts individuals to question
their position within the social system and serves as
a valuable framework for understanding the econom-
ic, cultural, and social dynamics of modern societies.

2. Gaps in the Literature:
Sociological Blind Spots
2.1. Collective Resistance
The oppressive influence of capitalist systems on
individuals has been extensively studied, often fo-
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cusing on individual reactions and their correspond-
ing moral and psychological consequences. How-
ever, the representation of collective resistance,
forms of organization, and social movements has
remained an overlooked sociological context. While
the first season of Squid Game depicts individuals'
struggle for survival within the system at a person-
al level, the second season introduces a significant
shift. The main character, Seong Gi-hun, embarks
on an attempt to challenge the system's foundations,
allowing the series to be reinterpreted within the
framework of collective resistance.

In sociological literature, social movements are
generally understood as organized expressions of
dissatisfaction with systemic injustice or societal
pressures. In the series, the initial focus of individ-
uals on their personal survival underscores the rela-
tionship between social movements and collective
consciousness. The cooperation among players in
the first season is temporary and driven by surviv-
al instincts. However, as it lacks the support of an
ideology or collective consciousness, it is inevitably
short-lived. In contrast, Gi-hun's attempt at rebel-
lion in the second season is remarkable for demon-
strating how an individual awakening can evolve
into a broader social movement. Having survived
the games in the first season, Gi-hun gains firsthand
experience of the system's mechanisms, realizing
both its inherent injustices and the manipulation
of individuals. This awareness prompts him to ini-
tiate an uprising against the game organizers with
the support of a few other players. Nevertheless, the
rebellion fails, resulting in the deaths of many par-
ticipants, including Gi-hun's close ally, Jung-bae.
This trajectory aligns with Tilly and Wood’s (2009)
discourse on the origins of social movements, which
argues that collective action emerges from individ-
uals uniting around a common goal and demanding
systemic change. Gi-hun's decision to reject a life
outside the system, despite winning a substantial
prize, and to initiate a rebellion instead, underscores
the potential for individual tragedy to transform into
collective resistance. This narrative also highlights
the necessity of leadership and organizational struc-
tures for the success of collective movements. Gi-
hun's rebellion, driven by personal anger and a quest
for justice rather than a deep ideological foundation,
illustrates the challenges of sustaining collective re-
sistance. Many players act primarily out of self-in-

terest, motivated by survival and the pursuit of the
prize money, which undermines the formation of a
unified front. The swift and brutal suppression of the
rebellion by the game organizers further emphasizes
the system’s formidable power and its capacity to
deter dissent.

Gi-hun's rebellion underscores the significance of
leadership and organizational structures necessary
for the success of collective movements. However,
the rebellion lacks a deep ideological foundation;
it is primarily a reflection of individual anger and a
quest for justice. This highlights the necessity of a
shared ideology for the sustainability of collective
resistance. Most players act based on the motivation
of survival and winning the monetary prize. These in-
dividual interests hinder the formation of a cohesive
collective resistance and contribute to the rebellion's
failure. The game organizers swiftly and brutally
suppress the rebellion, demonstrating the system's
strength and control. This reinforces the perception
of the current order's immutability and discourages
individuals from challenging the system.

In particular, the Front Man's infiltration among
the players reflects the themes of the invisibility and
omnipresence of power. According to Michel Fou-
cault's theory of power (1980), power operates not
only through repression but also through knowledge
and surveillance. The Front Man's presence among
the players illustrates that power can be everywhere
at any moment and that individuals are constantly
under scrutiny. His initial involvement in the rebel-
lion represents criticism emerging from within the
system. However, his subsequent shift in allegiance
to maintain his position demonstrates that individu-
als, even when opposing existing power structures,
may still uphold the status quo due to personal inter-
ests or security concerns. This aligns with Antonio
Gramsci's concept of hegemony, wherein the ideol-
ogy of the ruling class is internalized even by the
subjugated classes, thus ensuring the continuation
of the existing order. The Front Man's behavior also
reflects the fluidity of individuals' roles within the
system. Movement up or down within the system is
shaped not only by the actions and choices of indi-
viduals but also by the needs and dynamics of the
system itself. In this context, Pierre Bourdieu's con-
cept of habitus helps to understand how individuals'
positions within the social field are constituted and
reproduced. Ultimately, the Front Man's infiltration
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among the players, participation in the rebellion,
and later shift in allegiance to secure his position re-
flect profound sociological themes about the nature
of power, the individual's place within the system,
and the continuity of social structures. This demon-
strates that individuals' roles within the system are
not fixed and that power is continually reproduced
through their actions and choices.

Overall, Squid Game provides a compelling
critique of the pressures exerted by the capitalist
system on individuals, while presenting an incom-
plete framework regarding the role of collective
movements in societal change. This gap in the lit-
erature should be reassessed through the lens of so-
cial movement theories. Specifically, the rebellion
attempt in the second season must be analyzed in
light of themes such as the formation of collective
consciousness, strategy development, and the rea-
sons for the failure of social movements. This per-
spective enables a reading of Squid Game not only
as a field of individual struggle but also as a domain
of societal conflict.

2.2. Routines as a Mechanism of Control

From the perspective of the sociology of every-
day life, daily routines serve as crucial tools for
maintaining social order and sustaining authority
over individuals. In Squid Game, the artificial struc-
ture created for the daily lives of participants in the
game arena vividly reflects this reality. The provi-
sion of identical meals to players every day and the
strict regulation of sleeping and rest hours clearly
demonstrate how routines are reorganized by control
and authority. This process raises several significant
issues in the context of the systematic reproduction
of daily life. Firstly, as emphasized in Michel Fou-
cault’s Discipline and Punish, routines are a power-
ful means of ensuring the surveillance and control
of individuals (1995). In Squid Game, the enforce-
ment of the same meals and sleeping schedules for
players every day aims to discipline their bodies
and minds. This process not only ensures physical
but also mental subjugation. The game organizers'
use of this structure as an institutional tool recalls
similar mechanisms observed in modern institutions
such as prisons, schools, or factories.

Moreover, repetitive routines pacify individuals'
inner lives, making them more easily adapt to the
system's rules. The imposition of monotony leads to

alienation among individuals as part of the process
of reproducing daily life. This condition, which can
be explained through Marx’s concept of alienation,
causes individuals to become detached from their
own experiences and view themselves merely as
parts of the system. In Squid Game, this alienation
becomes visible as players initially strive to main-
tain their individual identities but gradually lose
them, focusing solely on survival.

Daily routines also force individuals to comply
with rules, making resistance less likely. In the
series, players eventually stop questioning meal
times or sleeping schedules, which reflects submis-
sion to the power of the system. This can be inter-
preted through Hannah Arendt’s concept of the ba-
nality of authoritarianism, where players cease to
question the system's demands and normalize the
rules over time. This situation mirrors the passive
position of individuals in the face of authority in
modern societies.

The social relationships and interactions among
the players in Squid Game offer a rich opportunity to
analyze how social hierarchies are reproduced. With-
in the framework of the sociology of everyday life,
these hierarchies can be discussed through several
key themes. Temporary alliances among the players
illustrate that trust relationships are pragmatic and
contingent. In scenes like the "Glass Bridge" game,
individuals initially attempt to cooperate but ultimate-
ly prioritize their personal interests. This highlights
the fragility of trust relationships in modern societies
and the capitalist structure that prioritizes individual
gain. Georg Simmel's work on the social function of
trust provides a foundation for understanding these
dynamics in Squid Game. According to Simmel
(2005), trust is vital for the continuity of social re-
lationships; however, in the series, this trust is con-
sistently manipulated and undermined by the system.

Moreover, violence among players in the series
gradually becomes normalized, offering critical in-
sights into how violence is rendered invisible in ev-
eryday life. The normalization of violence results in
its acceptance as an ordinary part of daily life. Pierre
Bourdieu’s concept of symbolic violence serves as
a significant analytical tool here. Beyond the phys-
ical violence among players, the competitive envi-
ronment created by the system leads individuals to
exert symbolic violence against one another. For
instance, the occasional unfair distribution of food
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forces individuals into conflict to survive. Although
food distribution generally appears equal, there are
specific moments where deliberate manipulations by
the game organizers create a perception of inequali-
ty. Notably, in the scenes involving eggs and bottled
water, the limited supply of resources compels play-
ers to clash; those who assert physical dominance
gain an advantage, while weaker individuals are left
hungry. This vividly demonstrates how the unequal
distribution of resources erodes trust among indi-
viduals and normalizes violence.

Additionally, the hierarchies that emerge during
the games expose the controlling and divisive na-
ture of the system. The elevation of stronger or more
intelligent players to leadership positions illustrates
how natural inequalities among individuals are re-
produced as a social hierarchy. Furthermore, the
characters referred to as VIPs watching the players
as mere objects underscore how this hierarchy is
transformed into an aesthetic indulgence. It high-
lights the privilege of the powerful to view violence
as a source of entertainment.

In conclusion, while Squid Game provides pro-
found sociological critiques regarding the use of
daily routines as a control mechanism, the manip-
ulation of social hierarchies and trust relationships,
and the normalization of violence, these themes have
been insufficiently explored in the literature. Exist-
ing studies predominantly focus on the series' cri-
tique of capitalism or the psychological conditions
of individuals. However, critical sociological con-
texts such as the systematic reproduction of every-
day life, the reasons behind the failure of collective
movements, and the effects of symbolic violence
on social order have been overlooked. These gaps
hinder the full realization of the series’ potential for
offering a comprehensive social analysis.

3. Squid Game and the Applicability
of Sociological Theories: New Perspectives
for a Theoretical Framework

Squid Game, while exploring the effects of
modern capitalism on individuals, offers signifi-
cant potential for a deeper analysis of its social re-
lationships, interpersonal dynamics, and structural
frameworks through various sociological theories.
However, existing literature has largely overlooked
this potential, failing to fully evaluate the series' ca-
pacity for social critique. For example, Erving Goft-

man’s dramaturgical theory provides a complemen-
tary perspective for understanding how individuals
display their social and cultural capital. According
to Goftfman (1956), individuals perform frontstage
and backstage behaviors in social settings. In the
series, characters effectively display their capital
in frontstage interactions while employing differ-
ent strategies backstage to protect their personal
interests. For instance, Sang-woo’s manipulation of
group dynamics exemplifies how social capital is
instrumentalized, as interpreted through the drama-
turgical perspective. When combined, Bourdieu’s
and Goffman’s theories offer a more robust analyti-
cal framework for understanding individuals' posi-
tions within social structures and their interactions
with these frameworks.

Anthony Giddens’ structuration theory (1984)
explains how individuals both reproduce and are
shaped by social structures. The rules imposed by
the game organizers in Squid Game provide a criti-
cal context for examining these interactions. How-
ever, to analyze the blurred boundaries between
reality and fiction within these structures, Jean Bau-
drillard’s concept of simulacra (1981) serves as an
essential complement. Squid Game creates a simu-
lation environment where real-world rules are trans-
planted into the game world, yet their excessively
theatrical and artificial nature challenges percep-
tions of reality. Giddens’ emphasis on the recipro-
cal interaction between structures and individuals,
combined with Baudrillard’s discussion of how
simulacra distort reality, allows for a clearer under-
standing of the dynamics underpinning the social
order in Squid Game. For instance, the players' si-
multaneous adherence to and manipulation of rules
illustrates the dual restrictive and creative nature of
structural forces.

Zygmunt Bauman’s theory of liquid moderni-
ty (2006) provides a crucial theoretical framework
for understanding how Squid Game dramatizes the
feelings of uncertainty and insecurity experienced
by individuals. According to Bauman, modern indi-
viduals must constantly adapt to ever-changing cir-
cumstances. This phenomenon is vividly illustrated
in the series, where players struggle to cope with the
constantly shifting conditions of the games. When
Bauman’s emphasis on liquid modernity is analyzed
alongside Bourdieu’s concepts of capital, the strate-
gies individuals use to manage uncertainty become
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more comprehensible. For example, Gi-hun’s use of
social capital to form coalitions and Sang-wo0’s ex-
ploitation of cultural capital for strategic advantage
reveal how individuals instrumentalize their capital
in response to uncertainty. However, the impact of
these types of capital in liquid modernity is limited;
individuals must continuously adapt to the evolving
dynamics of social structures.

The integration of these theories provides a more
comprehensive perspective for analyzing Squid
Game. While Bourdieu’s concepts of capital (2021)
elucidate individuals' positions within social struc-
tures, Goffman’s dramaturgical theory offers a tool
for understanding how these positions are performed
in social settings. Giddens’ structuration theory em-
phasizes the interplay between social structures and
individuals, while Baudrillard’s concept of simulacra
explains how these structures distort perceptions of
reality. Finally, Bauman’s liquid modernity theory
highlights how individuals adapt to the fluid nature
of these structures. This theoretical framework en-
ables an interpretation of Squid Game not merely as
a television series but as a laboratory for examining
the dynamics of modern society. By reevaluating the
series through the lens of these theories, its potential
for social critique extends beyond individual stories
to encompass social structures and dynamics. This
framework not only opens new avenues for examin-
ing the series but also presents an opportunity to ad-
dress existing gaps in sociological literature.

4. Research

4.1. Data Collection and Analysis Method

In the research, a content analysis of the series'
script was conducted. Each episode's script was
scanned using relevant software, and the frequen-
cy of context-sensitive keywords was calculated.
Initially, the keywords selected for content analysis
were categorized into three thematic groups—pow-
er and control, emotional and relational, and equal-
ity and manipulation—based on their relevance to
sociological and psychological theories discussed in
the literature review. For instance, terms like "pow-
er," "control," and "rebellion" were chosen to exam-
ine Michel Foucault's concepts of power dynamics
and surveillance, while "to survive" and "death"
connected to Zygmunt Bauman’s liquid modernity,
highlighting insecurity and the human struggle for
stability. Emotional and relational words such as

”deceive”, "trust," "betrayal," and "unity" aligned
with Georg Simmel's work on trust and cooperation,
revealing the fragility of social bonds under sys-
temic pressures. Equality and manipulation terms
like "equality," "lie," and "manipulation" reflect
the influence of Giddens’ structuration theory and
Baudrillard’s simulacra, exploring how structures
distort perceptions of fairness. However, statistical
analysis revealed only a subset of these words—
money, I/me, we, they, death/dead/die/kill, survive,
trust, help, manage, right, wrong, lose, win, and
target—as significant within the series' script. This
refinement suggests that while the broader selection
was theoretically informed, the statistically signifi-
cant terms capture the most dominant sociological
themes, focusing on survival, morality, and systemic
power dynamics. Among these keywords, "target,"
"survive," and "manage" demonstrated patterns that
could not be explained sequentially, while "right"
and "wrong" exhibited distributions that could not
be accounted for by theoretical frameworks.

After calculating the frequency of keywords
across all episodes, the results were compiled into
a chart. Subsequently, the frequency fluctuations of
statistically significant keywords were interpreted in
relation to the series' plotline and evaluated from the
perspective of relevant theoretical frameworks. The
keywords were not grouped under broader themes,
as there was no necessity for such categorization.
This can be modeled as follows:

(Themes Identified]

J
\

[Keyword Frequency Analysis]

l

(Significant Keywords Identified]

y

(Storyline-Based Theoretical Interpretation]

l

[Final Results and Insights]

Model 1. Research Process
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This model illustrates the structured progression
of the research, from identifying thematic categories
to interpreting the statistically significant keywords
in relation to the series' plotline. By integrating sto-
ryline-based analysis with theoretical frameworks, it
provides a comprehensive approach to understand-
ing the sociological and psychological dynamics
within Squid Game. This ensures that the findings
are not only grounded in data but also aligned with
relevant academic theories, offering both depth and
contextual relevance.

4.2. Analysis Results

The analysis results are presented in both visual
and tabular formats, providing a clear representation
of keyword frequencies and their fluctuations across
episodes. These results are accompanied by detailed
interpretations that align the observed patterns with
the series' narrative and relevant sociological theo-
ries. This approach ensures a comprehensive under-
standing of the data while maintaining a strong con-
nection to the thematic and theoretical framework
established earlier in the study.

Chart 1. Keyword Trends Across Episodes —

The chart illustrates the frequency of all key-
words across episodes; however, certain keywords
exhibit more pronounced fluctuations compared to
others. This highlights the importance of focusing
primarily on numerically significant or high-fre-
quency keywords for a more effective analysis. Key-
words with minimal variability may contribute little
to the overall analysis and therefore do not warrant
detailed examination. A more detailed examination
is provided below.

Table 1. Frequency of the Keywords ”I/me”,
”We” and ”They”

Episod I/me we they
S1E1 64 38 11

S1E2 70 50 43
S1E3 38 24 15
S1E4 43 46 14
S1E5 34 57 19
S1E6 54 69 20
S1E7 50 27 10
S1E8 18 16 3

S2E1 38 56 17
S2E2 41 35 35
S2E3 61 66 28
S2E4 63 77 10
S2E5 34 60 20
S2E6 51 68 20
S2E7 50 27 11

The individualism, represented by the keyword
"I," peaks particularly in episodes S1E1 and S2E4.
In the first episode, the prominence of survival in-
stincts and personal interests compels participants to
adopt a self-centered mindset; the deadly nature of
the games necessitates the development of individu-
al strategies. In S2E4, individualism resurges due to
the "Six-Legged Pentathlon," a game where individ-
ual performance plays a decisive role even within a
group setting. Conversely, individualism diminishes
in S1E8 and S2E7, as the reduced number of players
shifts the focus to group dynamics and confronting
the system. Especially in the final episodes, individ-
uals prioritize understanding the nature of the sys-
tem and resisting it, rather than mere survival.

The solidarity, signified by the keyword "We,"
is particularly pronounced in SIE5 and S2E4. In
S1ES, a tug-of-war game necessitating complete
group cooperation underscores the insufficiency of
individual effort and compels participants to col-
laborate. Similarly, in S2E4, the requirement for
teamwork elevates solidarity to its peak. However,
solidarity diminishes in SIE8 and S2E7. In S1ES8, as
the finale approaches, the instinct for survival drives
participants to prioritize individual strategies over
collective effort. In S2E7, the fragility of human re-
lationships and the dominance of individual gains
underscore the erosion of trust and solidarity.

50

SENTYABR-OKTYABR 2025 No 01 | SEPTEMBER-OCTOBER 2025 No 01



iMPERATIV

Elmi-nazari jurnal | The scientific-theoretical journal

The keyword "They," representing systemic pow-
er, becomes more prominent in S2E3 and S2E1. In
S2E3, the organizers' manipulations, such as Hwang
In-ho’s participation disguised as "Player 001,"
highlight the mechanisms of systemic control. In
S2E1, the participants’ growing suspicion of the or-
ganizers and their scrutiny of the system strengthen
the theme of systemic dominance. In contrast, this
theme recedes in S1E8 and S2ES. In these episodes,
the focus shifts toward internal conflicts among par-
ticipants, with the influence of the organizers being
less apparent.

Regression analyses indicate a weak to moder-
ate relationship between the keywords. For exam-
ple, the Multiple R values suggest some degree of
connection between the dependent and independent
variables. However, the low R Square values (in the
range of 17-18%) reveal that the independent vari-
ables explain only a small portion of the variance in
the dependent variable. Furthermore, the F-statistic
and Significance F values, which test the overall sig-
nificance of the model, indicate that the models are
not statistically significant (p > 0.05). This suggests
that incorporating these keywords into the model
would not enhance the results or provide meaning-
ful contributions to the research. Therefore, as the
regression models were not significant, these vari-
ables and all the others were deemed unnecessary
for inclusion in the study.

Table 2. Frequency of the Keywords "Money”,
”Lose” and ”Win”

Episod money lose win
S1E1 14 5 10
S1E2 42 3 1
S1E3 0 1 1
S1E4 5 2 5
S1E5 5 1 6
S1E6 5 6 26
S1E7 4 2 3
S1E8 4 2 2
S2E1 7 8 2
S2E2 9 6 5
S2E3 21 9 5
S2E4 23 5 10
S2E5 5 1 5
S2E6 7 22
S2E7 2 3

”Money” reaches its peak in episode S1E2 (42),
as the participants decide to return to the deadly
game despite its dangers, driven by the allure of
the massive cash prize. Throughout the episode, the
transformative power of money and its ability to
change lives is emphasized, making it a central mo-
tivator for characters trapped in economic struggles.
Conversely, in S1E3, the "money" theme is absent
(0), as the episode focuses on the honeycomb game,
where individual survival and precision skills take
precedence. Here, the presence of the prize is over-
shadowed by the immediate demands of survival, as
players must rely on fine motor skills and concentra-
tion to succeed.

The "lose" keyword peaks in S2E1 (8), but this
rise is unrelated to the games themselves, instead
tied to flashbacks of the participants' lives. The
episode highlights the economic and social losses
they face in their daily struggles, providing psy-
chological and financial context for their decision
to rejoin the game. On the other hand, in S1ES, the
"lose" theme is minimal (1), as the tug-of-war game
demonstrates how collective effort and strategy can
minimize losses. This episode emphasizes the pow-
er of teamwork, which reduces individual vulnera-
bilities and limits the toll of the game.

"Win" reaches its highest point in S1E6 (26),
during the marble game, where participants show-
case their intelligence, manipulation skills, and
emotional connections to secure survival. Nota-
ble moments include Gi-hun deceiving Oh Il-nam
(Player 001) and Sang-woo betraying Ali to achieve
victory, highlighting the prominence of individual
gains. In contrast, the "win" theme is minimal in
S1E3 (1), as the honeycomb game shifts the focus
to survival over triumph. Similarly, S2E1 almost en-
tirely omits the "win" theme, as the episode focuses
on the participants' real-world losses and struggles
rather than gameplay or achievements.
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Table 3. Frequency of the Keywords ”Trust”,
”Help” and ”Death-Related”

Episod trust help death/dead/die/kill
S1E1 3 5 9
S1E2 3 14 22
S1E3 1 1 8
S1E4 5 6 28
S1E5 11 3 25
S1E6 4 3 33
S1E7 3 3 25
S1E8 1 5 12
S2E1 1 2 15
S2E2 3 6 24
S2E3 3 5 30
S2E4 4 14 32
S2E5 11 3 24
S2E6 4 3 33
S2E7 3 3 26

The "trust" keyword peaks in episodes S1ES and
S2E5 (11). In S1ES, during the tug-of-war game,
group solidarity, strategic collaboration, and mutual
trust become essential for survival. Players over-
come individual differences and form a strong bond
within their team, elevating the prominence of the
trust theme. Similarly, in S2ES, group dynamics and
the players’ interdependence bring trust to the fore-
front. In particular, during the physically demanding
"Six-Legged Pentathlon" game, players must rely
on each other to survive, making trust a crucial com-
ponent of success. Each individual’s trust in their
teammates plays a pivotal role in ensuring their sur-
vival and winning the game. In contrast, the "trust"
theme is significantly lower in episodes S1E3 and
S2E1 (1). In S1E3, during the honeycomb game, all
participants focus on individual effort and survival,
leaving trust as a secondary concern. In S2E1, as
no game takes place, trust dynamics remain under-
developed. This episode focuses on introducing the
characters and providing background information
about their personal struggles, leaving little room
for trust-building interactions.

The "help" keyword peaks in episodes S1E2 and
S2E4 (14). In S1E2, flashback scenes reveal the
players' economic desperation and emphasize their
desire to help their families and loved ones. This

episode highlights the emotional and financial mo-
tivations behind acts of helping, placing them in the
context of socioeconomic struggles. In S2E4, soli-
darity and cooperation during team-based games be-
come prominent, further amplifying the help theme.
Conversely, in episodes like S1E3, the "help" theme
is significantly lower (1). In the honeycomb game,
each participant is isolated, and cooperation is im-
possible as every individual is solely focused on
their survival.

The "death" keyword peaks in episodes S1E4,
S1E6, and S2E6 (28, 33, 33). In S1E4, chaos erupts
during the night as the organizers incite violence
among the players, leading to numerous deaths. In
S1E6, the marble game brings one-on-one confron-
tations where players experience both physical and
emotional devastation. Each individual must em-
ploy manipulation and betrayal strategies to defeat
their partner. Similarly, in S2E6, the deadly nature
of the games intensifies, with deaths increasing as
the finale approaches. In contrast, the "death" theme
is relatively lower in S1E1 (9). While the initial
game introduces shocking and rapid deaths, these
are not the central focus throughout the entire epi-
sode, as much of it establishes the game’s rules and
participants’ reactions to its deadly nature.

4.3. Findings and Discussion

The fluctuations between individualism ("I/me")
and solidarity ("We") in Squid Game can be ex-
plained through Bourdieu’s concept of capital and
Bauman’s theory of liquid modernity. Bourdieu’s
understanding of social and cultural capital serves
as a foundational factor shaping the players' strate-
gies. For instance, in games like tug-of-war that re-
quire group solidarity, players transcend their indi-
vidual capabilities by leveraging their social capital
to form teams and consolidate their strength. This
is evident in episodes where solidarity peaks. On
the other hand, individualism aligns with Bauman’s
theory of liquid modernity, where players, faced
with constantly changing and uncertain conditions,
prioritize their own interests to survive. The impact
of liquid modernity becomes particularly evident in
games where players must make independent deci-
sions and devise strategies alone. These fluctuations
illustrate how individuals navigate not only group
dynamics but also the evolving conditions by uti-
lizing their capital. Players sometimes manipulate
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groups for their own benefit, while at other times,
they collaborate within groups to ensure survival.
The fluctuations in “money”, ”lose” and “win”
keywords throughout the series align with sociologi-
cal theories while also challenging or enriching them
in certain contexts. The peak of the "money" theme
in S1E2 directly corresponds to Bourdieu’s concept
of economic capital, as participants recognize the
transformative potential of wealth. Their decision to
return to the game illustrates how economic capital
shapes individual actions. However, the absence of
"money" in S1E3 reveals that economic motivations
may not always dominate, especially when surviv-
al depends on individual strategies and skills. The
rise of "lose" in S2E1 supports Bauman’s theory
of liquid modernity, highlighting the participants’
experiences of economic and social instability and
their desperate attempts to adapt. Yet, because these
losses occur outside the game, the emphasis shifts
from the structure of the game to the broader soci-
etal pressures on individuals. Regarding "win," its
peak in S1E6 aligns with Giddens' structuration the-
ory, where players actively navigate and reproduce
the game’s structures through intelligence and ma-
nipulation. However, the near absence of "win" in
S2E1 supports Bauman’s argument that uncertainty
and loss in modern society often overshadow indi-
vidual triumphs. In this context, the drive to win is
replaced by an emphasis on coping with loss and
instability. These thematic fluctuations demonstrate
that while certain events align with specific theories,
no single theory can entirely encapsulate the com-
plexity of the series, which simultaneously explores
and critiques multiple sociological frameworks.
Similarly, the fluctuations in the keywords of
"trust," "help," and "death" can be meaningfully
linked to sociological theories. These themes, par-
ticularly when analyzed through the lenses of group
solidarity, individual struggle, and systemic pres-
sures, provide a framework in which various theo-
ries are both supported and tested. The "trust", which
peaks notably in episodes SIES5 and S2ES, aligns
directly with Bourdieu’s concept of social capital. In
team-based games such as tug-of-war, players must
strengthen intra-group trust to survive, highlighting
the critical role of social capital. According to Bour-
dieu’s social capital theory, individuals strategically
utilize their social relationships to gain advantages.
However, in episodes like S1E3, where the "trust"

theme is minimal, this capital becomes ineffective.
This demonstrates that social capital is only impact-
ful in specific contexts and that individual struggles
can overshadow the need for collective trust.

The "help" theme, which peaks in S1E2 and
S2E4, can be linked to Bauman’s theory of liquid
modernity. Within this framework, individuals turn
to collaboration and solidarity to adapt to constantly
shifting circumstances. In S1E2, players’ motiva-
tions to help their families amid economic hardship
underscore the fragility of the modern individu-
al and the burden of responsibilities. Similarly, in
S2E4, the help theme becomes prominent as play-
ers are compelled to collaborate during group-based
games. However, in episodes like S1E3, the "help"
declines; this mirrors Bauman’s assertion that mo-
dernity often isolates individuals, emphasizing their
self-reliance over collective support.

The "death" peaks in episodes S1E4, S1E6, and
S2E6 and can be explained through Giddens’ struc-
turation theory. Players are forced to act within the
rules imposed by the system, and these rules often
lead to deadly consequences. According to Gid-
dens, while individuals are active agents within
structures, the rigidity of these structures constrains
their actions. For instance, the marble game in SIE6
demonstrates how players are compelled to conform
to the system’s rules, experiencing both physical and
emotional devastation. Additionally, the nighttime
violence in S1E4 reveals how the organizers sys-
tematically manipulate the players, destroying trust
and solidarity among them. This aligns with Fou-
cault’s theories of power and surveillance, where
constant control by the organizers shapes players’
actions and compels them to operate under relent-
less systemic pressure.

Conclusion

As a conclusion, the study contributes to the so-
ciological discourse on Squid Game by addressing
underexplored aspects within existing literature.
While prior research has predominantly focused on
the series' critiques of economic inequality and cap-
italist dynamics, this study uniquely incorporates a
detailed thematic analysis of keywords across epi-
sodes, linking their fluctuations to sociological the-
ories such as Bourdieu’s concepts of capital, Bau-
man’s liquid modernity, and Giddens’ structuration
theory. Specifically, the application of Bourdieu’s
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social and cultural capital to explain trust dynam-
ics in team-based games and Bauman’s theory to
explore individual survival strategies under uncer-
tainty provides an innovative lens for understanding
relational and systemic pressures in Squid Game.
Furthermore, this research’s method of combining
keyword frequency analysis with theoretical inter-
pretations bridges a gap in media studies by present-
ing a replicable framework for sociological analysis
of narrative structures.

By systematically connecting themes such as
individualism, solidarity, and systemic control to
sociological theories, the study not only validates
but also expands the theoretical scope applied to
the series. It demonstrates that the series serves as
a microcosm for exploring broader societal dynam-
ics, such as the instrumentalization of trust and co-
operation in capitalist contexts, the moral dilemmas
of systemic constraints, and the fragility of social
bonds in environments dominated by competition
and survival. These findings emphasize the series'
value as a cultural artifact that transcends entertain-
ment, offering critical reflections on the structures
shaping contemporary societies.

Ultimately, the research enriches the academic
conversation on media analysis by illustrating how
Squid Game embodies complex sociological themes
and provides a methodological framework for future
studies to further interrogate the intersections of cul-
ture, power, and social dynamics in popular media.
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Coumosiorust Squid Game: anaaus
MAaJIOU3YYEeHHBbIX ACIEeKTOB

PE3IOME

Bynyuu onHuM U3 MpoAyKTOB COBPEMEHHOI Mac-
COBOH KynbTypbl, cepuan Squid Game npuBiEk BHU-
MaHHE CBOMMHU IMT00aIbHBIMU COLIMATIBLHO-COIMOIIO-
rudeckumu dpdexramu. B 3TOM KOHTEKCTe Haie
UCCJIEJIOBaHUE MTOKA3bIBACT, UTO CEpUAN HE OIPaHU-
YUBAETCS] KPUTUKOM SKOHOMUYECKOTO HEPAaBEHCTBA
U KalUTaJTUCTHYECKUX OTHOILICHHUH, HO TaKke OX-
BaThIBAET MEHEE M3yUeHHbIE TEMbI, TAKHE KaK KO-
JIEKTUBHOE COMPOTHUBIICHUE, MEXaHU3MbI KOHTPOJIS
B MOBCEIHEBHOW >KU3HU, TOBEpUE, COIUAAPHOCTD
U HOpMalu3anus Hacuwius. B kayecTBe OCHOBHOTO
METO/Ia UCHOJIb30BaJICI KOHTEHT-aHAlu3, MPU KO-
TOPOM CIIEHApUi cepuaja U3ydalcs MO IMH307aM
Ha OCHOBE YaCTOTHOTO aHallu3a KJIFOUEBHIX CIIOB.
Pe3ynbrarhl MOKa3bIBaIOT, YTO UCIOIB30BAHUE CIIOB
«D», «MBI» U «OHH» OTpakaeT KojeOaHus MEXIy
WHAMBUIYAIU3MOM U COJHIAPHOCTHIO, TOTJAa Kak
CJIOBA «JICHBIU», «IOOEIUTHY» U «IIPOUTPATHY TMOJ-
YEPKUBAIOT IOMUHUPYIOIIYIO POJIb SKOHOMHYECKOI
MOTHBALIMU B KalTUTATUCTUYECKUX OTHOHIEHUSX. C
JPYTOil CTOPOHBI, TAKUE MOHATHS, KaK «JI0BEpHE»,
«TIOMOIIBY» U «CMEPTh», OOBACHSAIOTCS Yepe3 Mpu-
3My COLIMALHOTO KalWTaja, HEONMPEAeIEHHOCTH B
YCIIOBUSIX COBPEMEHHOCTHU U CTPYKTYPHBIX OTPaHU-
yeHuil. B uccnenoBaHUM HMCIONB30BAHBI TEOPETU-
Yyeckue Mmoaxoabl bypnabe (KoHIENIMs KamuTania),
baymana («kuakas COBPEMEHHOCTHY), lmanaeHca
(Teopust cTpykrypauuu) U boapuiispa (KOHIEHIIHS
CUMYIISIKPOB). AHaAIHU3 TMOKa3aj, 4To cepuan sBis-
€TCSl HE MPOCTO Pa3BIIEKATEIbHBIM MPOAYKTOM, HO
TaKke CBoeoOpa3HO# aboparopueit s 0ObsICHE-
HUS COI[MAIBHBIX CTPYKTYD, BIACTHBIX OTHOIIEHUI
U KyJIBTYPHBIX TpaHcQOopMaluii COBpeMEHHOTO 00-
niecTBa. JTO, B CBOIO OUepe/b, MO3BOJSET TIIyOxKe
MOHSTH PE30HAHC, CO3IaHHBII CepralioM B r100asb-
HOM MOMYJIAPHON KyJIbTYPE U €ro BKJIaJl B COLIMOJIO-
THYECKHI TUCKYpC.

KuroueBnle cioBa: Squid Game, coyuonocuuecxuii
aHanu3, KAnumanusm, COYUdibHOe HepaseHCmeo,
CONUOAPHOCMb, KYIbMYPHASL MPAHCHOpMayusl.
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Squid Game-in sosiologiyasi: az todqiq olunmus
aspektlorin tohlili
XULASO

Miiasir kiitlovi madoniyyst mohsullarindan biri
olan Squid Game seriali qlobal miqyasda sosial-so-
sioloji tosirlori ilo diqget ¢okmisdir. Todqiqatimiz
bu ¢or¢ivads serialin yalniz iqtisadi borabaorsizlik vo
kapitalist miinasibatlorin tonqidi ilo mohdudlagma-
digini, hom ds kollektiv miigavimat, glindslik hoya-
tin nozarat mexanizmlori, etimad, hamraylik vo zo-
rakiligin normallasdirilmas: kimi daha az islonmis
movzular: ohato etdiyini ortaya qoyur. Osas metod
olaraq kontent-analizdon istifado olunmus, serialin
ssenarisi epizodlar tizra agar sézlorin tezlik tohlili ilo
arasdirtlmisdir. Noticalor gostorir ki, “maon”, “biz”
vo “onlar” kimi sozlorin istifadosi fordiyyoteiliklo
homroyliyin dalgalanmasini, “pul”, “qalib golmok”™
va “moglub olmaq” s6zlori is9 kapitalist miinasibat-
lords iqtisadi motivasiyanin dominant rolunu {izo
cixarir. Digar torofdon, “etibar”, “yardim” vo “6lim”
anlayislart sosial kapital, miiasirlikds geyri-miioy-
yanlik vo struktur mohdudiyyatlor ¢or¢ivasindo izah
olunur. Toadgigatda Burdyenin kapital konsepsiya-
s1, Baumanin “maye modernlik” nazoriyyesi, Gid-
densin strukturlasma yanasmasi vo Bodriyarin si-
mulyakr anlayis1 kimi nazari ¢orgivolordon istifado
edilmisdir. Tohlil naticasindo molum olmusdur ki,
serial sadaca oylonco mohsulu deyil, hom do miiasir
comiyyatlorin sosial strukturlarini, giic miinasibot-
lorini vo madoni transformasiyalarini izah edon bir
laboratoriya rolunu oynayir. Bu iso 6z ndvbasindo
serialin global populyar madoniyyatds yaratdig re-
zonans1 vo sosioloji diskursa verdiyi tohfoni daha
dorindon anlamaga imkan verir.

Agar sozlor: Squid Game, sosioloji tahlil, kapita-
lizm, sosial barabarsizlik, hamraylik, madani trans-
formasiya.
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