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KOTHITUBHO-TIPATMATUYHUN INAXIA
A0 BUBYEHHA ABUIIIA MOBHOI I'PUH:
TEOPETUYHHI ACIIEKT

Anomauia. Ha cyuacrnomy emani 00CNiONHCeHHs MOBHOI 2pu ocobusa ysaza
NPUOLTLEMBCS BUBUEHHIO KOSHIMUBHUX MEXAHIZMIB i1 NPOOYKYBAHHS | CNPULIHAMMSL
Hocisimu mosu. Le ymooicnugntoe 6inbiu NOGHUIL AHAI3 CUCMeMU MOBU, iT CIpPYKMYPHO-
CeMAHMUYHUX 0cobausoCcmel, Ni3HABANbLHO-NPASMAMUYHO20 nomeHyiany. Mema
cmammi — 00CAIOUMU CYMHICMb ABUUA MOBHOT 2pU Y KOSHIMUBHO-NPASMAMUYHOMY
acnexkmi.

YV niu pozensnymo gyukyii mMoenoi epu, eusHauewi iHmMeHyicio asmopa u
onpuseneHi 8 ocoOIUBI MeKCmosiu opeaHls’auu ouckypcy sK 3aco0y imnaikayii
npazmamuunozo egpexmy. Ilpaemamuuna HayineHicms MOBHOI epu HA peyunicHma
be3nocepeoHbo Nos s13aHa 3 BUPAICEHHAM a8mopcvikoi idei. Ilpoananizosano po36idxic-
HOCMI U000 PO3YMIHHS CaMO20 MEPMIHA «KMOBHA 2PA» 8 CY4ACHOMY MOBO3HABCMEI,
a maxoic 0esKi OUCKYCIUHI NIOX00U WOOO0 PO3MEINHCYBAHHSA NOHAMb «MOBHA 2pay i
«CUMyamueHa 2pay.

Hocniooiceno, wo napadokcanvHull eghekm s8uwa MOBHOI 2pu NoaA2ac 8
Mmomy, Wo ii aHOMAaNbHICMb | ACUCMEMHICIb 00CA2AIOMbCS CUCEMHUMU MOSHUMU
3acobamu, IMRIIKOBAHUMU ) (POPMI NOPYULEHHSL MOBHO20 KOOY 8 pe3yabmami 3ay-
YeHHs MOBHOI epu y npoyec KoMyHikayii. Buseneno, wjo y cyuacHomy OucKypci MosHa
2pa iCHye 5K (hopma enausy Ha peyunicHma 3 Memoio nepeoavi asmopcbKoi oyiHKu,
WO MOdHCEe BUABTAMUCA AK IMIATYUMHO, MAK [ eKCHATYUMHO.

Joseodeno, wo sasuue MosHoi epu y OyHKYIOHANbHIN NepCneKmusei nocmae K
NOpYUIeHHs HOPMAMUBHO2O BUKOPUCTNAHHA NE6HOI MOBHOI O0OUHUYI, NOPYULeHHS
MOGIIEHHEBUX CIMEPEOMUNI6, W0 N8 s13V€ MOBHY 2Py 3 BIOXUNEHHAMU 8I0 NPABUIL CEMAH-
MUYHO20 MA NPACMAMUYHO20 BUKOPUCMAHHA MOBHUX PeCypCie.

ITiomeeposwceno, omawce, wo npoyec MOBHOI epu nocmae AK OlaneKmuyHa
83AEMO0ISL MOBHO20 CIMAHOAPMY U YCIX 8i0XUNEHb 8i0 HbO2O.
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Ilepcnexmugu nooanbuwux O00CIONHCEHb NOB8 A3aHI 3 NO2TIUONEHUM DO32TISLOOM
meopii npo MOBHy 2py K CEMAHMUKO-CIUIICMUYHe sA8uwe, a makodic i3 00caioice-
HHAM ocobnusocmeti (YYHKYIOHYBAHHA Yb0O20 ABUWA HA PISHUX MOBHUX DIGHSIX.

Knwuosi cnosa: mosna epa; npazmamuynuil eghekm, agmopcoka iHmeHyis,
KOOYB8AHHS, KOCHIMUBHA NApaouema, MoGHUL NapaooKc.
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COGNITIVE AND PRAGMATIC APPROACH
TO THE STUDY OF THE LANGUAGE GAME PHENOMENON:
THEORETICAL ASPECT

Summary. The article studies the functions of the language game, which are
determined by the author’s intention and expressed in a particular textual organization
of a discourse as a means of implication of pragmatic effect. It analyzes the difference
in the understanding of the term «the language gamey in modern linguistics, as
well as some debatable approaches to differentiating the concepts of «the language
gamey and «the situational gamey. It proves that the language game phenomenon
appears as a deviation from the normative use of a certain language unit, a deviation
from language stereotypes, which connects the language game with a deviation from
rules of pragmatic use of language resources.

Keywords: the language game,; pragmatic effect; author’s intention, cognitive
paradigm; coding; language paradox.

Formulation of the problem. The language game as a conscious deliberate
non-standard use of a certain language unit is a manifestation of a pragmatic attitude
towards attracting attention in order to achieve the effect of influencing the intellec-
tual and emotional sphere of an addressee. Language allows considerable freedom
to express the creative potential of the language individual. Language activity, which is
an integral aspect of a language personality, has the ability to express a deliberate
violation of a language rule (norm, canon) in order to attract attention to the expe-
riment with a language sign. As a result, on the basis of a normative language code,
a speaker can intentionally provoke a conflict of existing standards in the language
of normative use of a language unit with its non-standard use. The communicative
behaviour of a language personality reflects the semantic, linguistic, and motivational
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levels of its language competence. Language behaviour reveals language potency,
which makes it possible to move from knowing the language to using it. The
dynamics of speech processes in the modern communicative space largely reflect the
linguistic and cognitive tendencies of language development under the influence of
both linguistic and extra-linguistic factors. In modern linguistic studies, there is an
increase in cognitive tendencies, the convergence of cognitive, social and structural
paradigms, which is caused by the need for comprehensive study of the language
material. The study of the language game in the cognitive-communicative aspect is
relevant because it investigates this phenomenon in a new perspective, namely, it
identifies associative connections, patterns, peculiarities of the language organization
of the phenomenon of the language game and patterns of its cognitive organization
in the language. The actuality of the research takes into consideration the fact that
existence of numerous definitions and classifications of the language game confirms
that this is a complex, multifunctional phenomenon, not yet having unambiguous
interpretation in linguistics thus its study lies in the sphere of special interest of
linguists.

The aim of the research is to investigate the phenomenon of the language
game in the cognitive-communicative aspect. The use of this approach in reference
to the study of the language game indicates the presence in the language consciousness
creative speech models, scenarios, shows the ways of language and speech deve-
lopment. The language game involves performing certain linguistic creative activities
with a linguistic sign by a linguist. This is a kind of creative linguistic process, which
is a deliberate departure from the normative rules in order to attract an addressee’s
attention to the paradox created by linguistic means.

Analysis of the investigation. Despite great attention paid to the study of the
creative function of language, the phenomenon of the language game as a type of
heuristic activity hasn’t so far received clear understanding in terms of linguistic
and extralinguistic factors, means and techniques. Linguistic works on the language
game highlight different aspects of this phenomenon. Jacobson, for instance, distin-
guishes such functions of the language game as a constituent of a communicative
act: expressive (emotive), conative (incentive), reference, fatal (contact setting),
metalinguistic and poetic (Jacobson, 1962, p. 256). The language game as a process
correlates with metalinguistic function due to the fact that it involves the creation
of new language forms by manipulating with language units of different levels and
unusual use of the capabilities and features of the language system. Expressive and
contact setting functions are located in the field of pragmatics and correlate with
the sender of the message, whose goal is to create a new language form and attract
attention of the audience; the addressee, whose goal is to determine the text value
inherent in the new form and restore the function of the original language units that
have been processed; and communication process, the purpose of which is to realize a
comic function of the language game. Poetic and referential functions are related to
the structure of speech, and their correlation with the objects of reality (referents)
designated in them is located in the sphere of semantics and syntactics. The newly
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created language form, which is the result of the process of mental play activity, is
characterized by the presence of two or more meanings, the opposition of which
underlies the creation of a comic effect.

Classifications presented in the foreign research, dedicated to the language
game, are built on different principles. Similar cases of the language game are
interpreted differently by the researchers depending on what aspect of the language
game is put at the forefront. The most popular is the classification by linguistic pheno-
menon. It mostly identifies such types of the language game as homonymic, paronymic,
polysemic, derivational, grammatical, etc. This identification can be found in the
works of the foreign linguists, such as R.J. Alexander (1997), D. Cristal (Crystal,
1998), V.Z. Sunnikov (1999).

A number of works by foreign linguists present the classification according to
the principle of expression in the text the elements of the language game. G. Milner
(1972, pp. 18-19), G. Ritchie (2004, p. 116), investigating the phenomenon of the
language game based on the phenomena of homonymy, paronymy, polysemy, etc.,
distinguish its paradigmatic and syntagmatic subclasses. The paradigmatic game
involves a formal expression in the text only one transformed meaning, while the
second remains implicit, implied; the syntagmatic game implies a formal expression
of both transformed meanings at the same time. Often the binary opposition is not
enough to describe all types of the language game and that leads to necessity of high-
lighting chiastic or mixed types of the language game (Milner, 1972, pp. 18-19).

Presentation of the main material of the research. The term «language
game» was first introduced by the Austrian philosopher, logician and linguist Ludwig
Wittgenstein in his work «Philosophical Studies» (Vitgenshtein, 1994). The scientist
sticks to a broad interpretation of the concept, referring to the language game any
activity related to the language.Wittgenstein developed a concept of communication
through the language and evolution of the language as a product of language activity.
The basis of the language, he believed, was language behaviour of speakers, their
language practice in many different life situations, which he called «language gamey.
Any act of speech presented in his concept as the language game, performed by
speakers with the meanings of words, phrases, with meanings of idioms is being
transformed, changed, acquires new meanings in a new life situation. In a new kind
of activity language units, language models, speech forms are being replayed each
time once again. As a result of this mixture of language and activity old language
models, obsolete meanings of words and forms of speech are gone and they are
replaced by the new ones. Every new saying is a realization of language units in a
new situation, in a new «language game». Thus, in the language, the rules and
patterns of use do not exist once and forever.

D. Cristal states that the sphere of the language game and the forms of its
representation in the language is almost as limitless as all space the language occupies
as a means of communication and «playing with words is a universal human activity...
People delight in pulling words and reconstituting them in a novel guise, arranging
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them into clever patterns, finding hidden meanings inside them, and trying to use
them according to specially invented rules in enormous diversity» (Crystal, 1998, p. 64).

Investigating the nature of the language game, Sannikov distinguishes intentional
use of the tropic and figurative capability of the language, i.e. properly «gamesy
with structural units and models of the language and situational jokes based on
humorous tricks in different life situations. The author determines situational jokes
as substantive jokes and states that they should not be confused with language jokes
(Sannikov, 1999, pp. 108-114). Here we can find children’s jokes, tongue twisters,
fables, built on the absurdity and comic nature of situations and deliberate illogicality of
a statement. According to Sannikov’s arguments we can make a conclusion that the
mechanism leading to creation of a language joke, is based on deep knowledge of
the system of the language, norms of language units usage and a certain arsenal of
creative interpretation of language units through intentional deviation from regulatory
language inventory in order to create a comic effect. Situational jokes, in his opinion,
have nothing to do with the language game. In this way Sannikov limited the lan-
guage game as a phenomenon of the language to language jokes, excluding situational
jokes from the sphere of linguistic research. Moreover the author says that language
jokes can be used in written texts only. The only thing the researcher has overlooked is
the fact that often substantive jokes and cases of playing with language units, i.e.
the language game in the proper sense of the word, are so entangled that it is difficult
to separate them. And everyday life of a speaker is full of both language jokes and
situation jokes.

The paradoxical comic effect of the language game phenomenon is that its
anomalousness and asymmetry are achieved by systemic language means, which,
in the case of involvement of the language game, deviate from the language norm.
In linguistic terms, the involvement of the comic into the sphere of linguistic research
is associated with the development of a cognitive and pragmatic paradigm in linguistics,
the transition to a comprehensive study of the language and a shift in the focus of
linguistic research to the study of language functioning in communication. As a
result of involving the language game into the communicative process there emerges a
newly created unit. It is considered as a communicative unit, which should be seen
as a language anomaly of a particular level of the language system, functioning in
the associative creative field. The cognitive function of the game is to implement
by the language game a cognitive strategy of cognitive style, experiment with the
language sign, influence on the intellectual sphere of the addressee. The interpretation
of the language game in this aspect is based on the language creative activity of the
author and the receptive (interpretative) activity of the addressee, including the subject
and communicative experience of the latter, which necessitates the semantic (cognitive)
analysis of the entire text.

The language game has a clear cognitive and pragmatic strategy that defines
the associative setting of the speaker, which is manifested in the construction of
phonetic, word-forming, lexical-stylistic transformed units while using formal-
semantic linguistic code.
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Therefore, the language game is aimed at modeling the language phenomenon,
creating a new language unit. The identification of the parameters of the language
unit-prototype in the created unit and the creation of a pragmatic expressive effect
is the result of updating associative links, involvement of language competence of
the language personality. There arises the creative attitude of the individual to the
use of language means, such as the ratio of awareness of the language standard and
the setting for deviation from it in the language behaviour of the individual during
the implementation of the pragmatic installation for the language game. Attracting
a deliberate departure from the language standard, in particular the use of the language
game, involves resorting to the study of the sphere of norms and anomalousness in
the language, since many language innovations have emerged as contradictory to the
system that gave birth to them. The interpretation of the phenomenon of the language
game only as a language irregularity, an anomaly that does not affect the language
system as a whole, demonstrates an underestimation of the importance of the above
mentioned phenomenon in the language activity of communicators in terms of its
cognitive nature.

Linguistic research has repeatedly emphasized the importance of interpreting
non-standard use of language material not as errors but as specific operations with
knowledge in order to deliberately complicate the communication process. The
language game is one of the manifestations of the interference of a language personality
into the processes of conventional language usage. It should be emphasized that the
language game is characterized by a deliberate setting for deviation from the rules
when creating new language units, which determines its emotional and intellectual
impact.

Nowadays the study of the language game within a cognitive and pragmatic
approach is considered to be the most relevant. Therefore, it is suggested to consider
creating and use of a new language unit which is aimed at possessing playful effect,
by the subject of the language game as an act that involves the exercise of a pragmatic
intention to influence the addressee. An attempt is made to go beyond the traditional
stylistic analysis of the language game into the broader, more complex analysis,
encompassing all language levels — from phonetic to textual — and to consider the
effect of this phenomenon on the emotional and intellectual sphere of the addressee.

Manipulation with the figurative resources of the language, deliberate violation
of language norms for the purpose of influence is the prerogative of esthetically
organized speech. The language game by nature is just playing with units and models
of the language in order to attract the listener’s attention or to influence the listener.
The language game presented in this way can manifest itself everywhere: in oral
speech, i.e. may be an attribute of everyday speech practice of speakers and in written
language, where it can get from oral speech. It shouldn’t be forgotten that the language
game appeared long before written forms of speech, like any game activity in general.
The evidence of this fact can be traced in childish language, where children who
can’t yet write, play with language units in spoken language. Some successful products
of the language game can find themselves in the vocabulary, become the common
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property of speakers and for some time linger in the language. The language game
may not be a relevant attribute of any style or genre: it is equally inherent in spoken
styles of speech, including jargon and argot, youth slang, Internet communication,
the language of mass media and fiction. It may have a comic effect and it may not.
It may be used once randomly, but may acquire the character of regularly used game
speech codes, formed as a result of prolonged use in speech practice of people.

Each language personality possesses certain communicative, social and psycho-
logical roles, the totality of which creates different variants of language behaviour,
embodied in infinite variety of utterances and texts. Depending on the communicative
portrait of the addressee a strategy of language behaviour of the speaker is built and
thus communicative effect of the text is realized. This takes into account the orga-
nization of language personalities in the unity of their semantic, linguistic, cognitive
and pragmatic levels. In the same context, the problem of language and conceptual
picture of the world acquires particular relevance. The problem of language perso-
nality is associated with difference in understanding.

Different perception of the same text by individuals is based on different
perception of the external reality by each language personality or a group and it leads
to individual attitude towards information, this text contains. In this regard, non-
standard understanding depending on the addressees’ affiliation with one or another
social group, their knowledge, experience, attitudes, motivation, interests is taken
into consideration. The language game is an important technique for increasing a
pragmatic potential of any text (oral or written). It is also a pragmatic intensifier, built
on the conscious destruction of usual, traditional development of events. As it has
already been mentioned the language game is a deviation from the norm, contrast.
It is aimed at mobilization of attention, past experience, interests. It is the interest
that drives the addressee for active mental work aimed at resolving language riddles.

Conclusion and prospects of further research. Perception of the language
by a person ontologically contains a clash between conventional and potential in
language activity, the dichotomy «system — normy, in other words, awareness of
the potential of systematical realizations of the language is carried out with the gradual
assimilation of normative canons. It should be noted that the discrepancy between
the system and the norm is obviously a major contradiction, complicating the further
coding process. Thus, the possibilities (creative potential) of the system appear in
the focus of the language consciousness of a person, and what is fixed by the norm
is on the periphery. Due to these capabilities, the speaker sometimes prefers to create
non-standard language innovation units rather than reproduce regulatory ones. Thus,
the processes described above determine the relation of the language game with both
the cognitive and pragmatic component of the language activity of an individual. The
prospects for further research are seen in deepening the development of the theory
of the nature of the language game as a semantic-stylistic phenomenon, as well as
in the study of the functioning of this phenomenon at different language levels.
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