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ON SOME CHARACTERISTIC FEATURES
OF VIDEO GAME DISCOURSE

During the last decade the internet and the devalam of gaming consoles like
Nintendo, Sony PlayStation and Xbox extended thebau of worldwide video game
players. Games and gaming culture have becomendisant part of our everyday life.
They are mostly used as entertainment activity. é¥@w they have a significant role in
educational and professional fields as well. Vidgmnes are both tools and objects of
learning, cross-cultural communication and the pation of values. The main aim of
the paper is to study the video game language frorkR perspective, attempting to
identify some peculiarities of the given type stdurse.

Key words video game discourse, video game culture, crogsiell
communication, ludology, computer and console garedsicational games, game
applications, conversational discourse, ellipsierayjatory word, vulgarisms

At the very start of their emergence in the 198@sdames were neglected
by scholars, but in the last 15 years they estadddishemselves as a separate field
of multidisciplinary studies by computer scienceyghology, physiology, art,
design, cultural studies, business, marketing, &ttut and ludology, which is the
discipline studying games and playing in generatdlogy is constructed upon the
latin word ludus (game). The term has historically been used tordesthe study
of games and patrticularly of board gamiesdology includes videogame theory,
but it goes beyond it to include all games and foohplay /www.ludology.org/. It
is perhaps surprising in this context that litttenprehensive work has been carried
out on video games as objects and tools of langaaghkes, with the exception of
solid work done by James Paul Gee /Gee, 2007/ atiitAnsslin /Ensslin, 2012/.

Taking into account the huge impact of various eigames on the lives of
millions of people all over the world, it is notrpusing, that video game discourse
is a new field of research for applied linguisti¢bie latter mainly examines how
video games give rise to new vocabularies and drseopractices, as well as how
they may serve as vehicles for language learningitercultural communication.
Like any form of popular new media, video games @gagerally associated with
new subcultural movements and tend to evoke a flatriicism on the part of
educators, teachers and parents due to assumetivaegféects on young people.
But as game culture or gaming has become an iritpgraof our reality, scholars
and scientists across different disciplines no ésrgan overlook its significance.

The main purpose of this paper is to emphasizedueational role of video
game as a powerful tool for foreign language adtjoms In the recent years the
language of mass media has been comprehensiveligdiiMedia discourses such
as language of newspapers, radio, advertising, ®vngercials, as well as the
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Internet, have been the subject of numerous rdseatereas the gaming discourse
is a relatively new field of study to be filled lspmmunication analysts, linguists,
psychologists and philologists. Video games preserdomplex media, which
combine both written and spoken language, musiondoanimated and still
images. According to A. Ensslin, it is “a multi-ited media which are highly
explorative and non-linear, offering virtual worlds landscapes, inviting players
to explore and navigate using diverse audio-visuml haptic resources”. All the
above mentioned elements that constitute the vigame interact through a
computer interface and various software and harelweor the given research we
need to distinguish the main types of popular tetdgy games:

« Arcade games

« Computer games
Console games
Handheld games
» Mobile games

Computer and console games can further been dtabsifccording to
different genre into more than a dozen subtypesvever, here we will focus on
some of them, which are considered to be the nfbisteat in terms of educating
and providing a lot of vocabulary and grammar fmefgn language learning. The
following subtypes are described below:

1. Massively Multiplayer Online (MMO) games that are played over a
LAN (local area network) or via the Internet. Plesy@ise a network and interact
with other players in the virtual game room. You gday against people from all
over the world. The creation of these games inwltleousands of hours of
programming, giving you, the player, the most amg@zigaming experience
possible.

2. Adventure —These are usually single player games, and are eétin
fantasy or adventure worlds. You complete puzateadvance levels. The game
generally starts with a back story of your chamacied let you know what your
mission is. You have to figure out how to complbie mission.

3. Real-Time Strategy (RTS) +For these games, you usually need to build
up your inventory of items, armies, etc. Similaracstrategy game, RTS games
move in real-time, and players can play simultasgowithout taking turns so you
can play together at the same time.

4. Action —Fast-paced games for which you need to have erteféexes.
Complete challenges by fighting with enemies, asel a character of your choice
to represent yourself and jump into the action.

5. Sports —Play real-world sports like baseball, basketbaitcer, and more.
As you work up through the various skill levelsuygame will involve mimicking
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real professional athletes and how they move. Thstpopular sports games are
usually based around specific popular sporting &sven

6. Role-Playing (RPG) —If you love fantasy, you will love role-playing
games. You get to act out the part of the main attar, be the hero, make
decisions that go along with the games’ story linfdany of these games have
narrative guides.

7. Educational —While many parents and teachers complain aboutovide
games, there are some great educational gamebengt that can help with the
learning process, train in a variety of subjecng games to make learning fun
instead of boring activity. There are testing fimts, where you can answer
multiple choice questions. The most common typesdifcation games are for
math, science, languages /http://thoughtcatalogjeoerhurst/types-of-computer-
games/.

Linguistic analysis of video games can be carrietifmm different angles
depending on particular object and purpose of etudirhus, it is possible to
differentiate language of games used by industofessionals, designers, gamers
and between the gamers for interaction, languageé by journalists to refer to
those gamedechspealor chatspeakand other types of discourse. As games are
applications that are made for corresponding hare\aad software they are very
dynamic and can change, develop in one or two yAaordingly, new releases of
games appear, the latest version software becosmeté over the period of few
years. This in its turn requires a more dynamicraeg@gh to the study of gaming
language /http://libraryoferana.wordpress.com/.

According to A. Ensslin, most experts, discoursalysis look at both spoken
and written language and the knowledge beyond tbedwphrase, clause or
sentence level. They tend to look at the biggetupécand the way meaning arises
from the textual and extratextual context /EnssBOl12: 14/. Some of them
investigate ludological jargon or gamer slang (led), which are characteristic of
the given type of discourse. However, the biggetupe cannot exist without its
smaller constituents.

This paper is an attempt to analyse the video gamguage from an EFL
perspective and hence, it is a purely linguisteeezch. It is part of a wider research
of one particular video game, on the basis of whieh identify some lexical,
morphological, syntactic units and stylistic degidhat compose the discourse of
that game and can be acquired by the players famwEnglish is a foreign
language. For this purpose a well-known and wigkddyyed game was chosen —
Assassin’s Creed Unity by Ubisofthe choice of the video game is accounted for
by the following factors: it contains huge matemdlout history, architecture and
design, it is very picturesque, has a wonderfublyfgrmed graphic design and is
very obsessive. Assassin’s Creed is an award-wgnadventure-action game that
consists of nine main series and supporting maseriBhe games are set in
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a fictional history of real world events and follothe centuries-old struggle
between the Assassins, who fight for peace with fwdl, and the Templars, who
desire peace through control. To play and progtessugh the game, players
should accomplish different tasks or missions, me@@n objectives, reveal various
options, obtain new skills and move to a higheelexf mastery and proficiency.
The series have been well received by the publiccamics /https://www.spreaker.
com/user/westaries/assassins-creed/.

Linguistic research was carried out, extractingenugrd stock, collocations,
grammatical forms, constructions and patterns uSe&. of our main aims was to
find out which language learning skills may be deped through the game, also
language material that it provides for non-natipeakers.

The term “discourse” has different meanings dependnh its use in cultural
studies, semiotics and discourse analysis: J. @ d@tinguishes between Discourse
and discourse (minuscule). According to Gee, dismuminuscule is defined as
usage of common language, while Discourse refetBeg@ombination of language
with other social practices (behavior, values, wafyshinking, clothes, customs,
perspectives) within a specific group /Gee, 2002: 5

Assassin’s Creed is an adventure game, accordinglianguage of the game
represents conversational discourse with all itsaratteristic features.
Conversations in video games exist as the foremvagtto instruct and guide the
player through the game. Conversations exhibit &y weide range of styles,
nuances and linguistic strategies. These conversatiake the form of quests,
dialogues, monologues and hints that introducegotaip new missions, characters,
locations or objects. The script of all linguistilements spoken and written during
the game was extracted /Assassin’s Creed Unity bigdft, Mission one, 2014/.
On the basis of these dialogues the following figdiwere identified.

The game discourse is mostly characterized by bobedance of contracted
forms, ellipsis, jargon and vulgar words:

1) As the structure of the game language is mosthggmed in form of
dialogues, it is explicable that they are builtamljacency pairs. The adjacency pair
is composed of two turns (sometimes more than tpmduced by different
speakers, which are placed adjacently, where thenseutterance is dependent on
and identified as related to the first. In the miataunder study these pairs mostly
include exchanges of question/answer, challengetien, accusation/denial,
offer/accept, and others. The following extractirthe dialogue between the main
characters represent adjacency pairs, includingtimundanswer and offer/decline
/https:/www.thoughtco.com/adjacency-pair-conveosatnalysig:

— What is this? The sixth time? The seventh? Perhapew hobby might
be better for your health?

— Well, | find playing cards affords many opportigs for fresh air and
exercise.

14



L624UPULNNE-3NNL

— We'll talk about this later. | have business amvh, and must collect
Elise before | can attend to it.

— Elise is here?

— Only for the night. She returns to Paris first thiomorrow.

— She’ll need an escort, won't she? With you scogecapied? | can
collect her.

— One of you running amok is quite enough. Remaire land see if
Olivier has any chores for you. I'm sure he does.

2) With regard to syntax it is worth mentioning thatammar is
simplified and rules are sometimes violated. Threagmajority of sentences are
simple sentences, with tendency towards coordinataer than subordinated
clauses. There are a lot of incomplete sentenadserigial intensifiers or
discourse markers. Common ones in the dialoguesvate ah, so, now then,
right, quite, rather, only, just They are all little persuaders in one way or
another and you are not likely to have any diffigimagining a tone of voice
for each of them. Here are some examples:

— Justhad a nice chat with your brother...

— With youso preoccupied?

— Well, in a just world, Victor, | would agree with youuBthis is not a
just word.

— One of you running amok @glite enough.

3) Colloquial ellipsis is abundant in the conversadiowhereas passive
is rare. Here are some examples of elliptical s&ete in dialogues:

A: I'm Arno.

B: Elise.

A: Your master is harboring a common criminal. dd daylight he
broke into my home and stole my watch!

B: Did he indeed?

A: He robbed me.

B: Of what precisely.

4) Dialogues are full of interrogative, imperative wgces and interject-
tions, especially during the fight scenes:

— Draw your swords, men! Defend the Temple!

— Hold the bridge! Hold!

— Go to the tower! Take the Sword and the bookeHitem!
— Who goes there?

— Elise is here?

— Ah... no, — RRagh!, — Hah! Got you now. — Hmm.
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5) Use of contractions such agan't, that's, I'm, don't, I've, you're, it's,
we’'ll, they’ll.

6) A lot of phrasal verbs maintain the style of spokéiscourse in the
dialoguesiook for, look at, calm down, hold on, break inteprt out, leave offlet
through, shove off

— Calm downVictor! I've only come for my watch.

—Hold on a minute...

— In broad daylight hbroke intomy home and stole my watch.
— Shove oft

7) Game discourse is rich wifigurative language, metaphorsiere is an
example of a figurative use of the woh&nd in different contexts denoting
different things:

A: King Philip’s moving faster than we expected.
B: Mm, anotherhand is at work here (denoting someone’s involvement in
something).

— They must not fall into the Assassitiands (meaning they should not be
caught or captivated by them).

—You wait just here. | will return when thisand reaches the top (‘hand’
denoting the pointer of the clock).

— Thickheaded blacksmith like you probably camad a watch(‘read a
watch’ meaning be able to use, understand ortteltime by a watch).

The following literary device exemplifies the usé gimile in one of the
dialogues:

— The Assassins are far older than Masyaf, my driehheir anarchic

delusionsare virulent as the plagugand less easily eradicated.

Another example of ametaphorwhere a young boy is compared with a
piglet, as the expression “suckling pig” denotgsang piglet fed on its mother’s
milk:

— My suckling pig Guards, guards, stop them!

8) Taking into account the nature of the game dedniission of the main
characters to avenge for all the inflicted injustiit is not surprising that the main
characteristic of the analysed linguistic mateisathe frequent use of colloquial
language, clichés, pejorative (derogatory) wordgdgarisms, and swear words.
These words and expressions appear mostly in fighbes in imperative forms,
threats and even curses. Here are some words handggtive connotations
(pejoratives or derogatory words) that have bedraeted from the first mission:
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assassin, anarchic, plague, hell, hijack, frightesteal, thief, penalty, criminal,
crime, thieving, rob, cheat, conflict, barbarians

Some other examples of swear words and threats:

—Damn youman.Hell!

— Oh,you're a dead mah

— You're not welcome here.

— Get back here! Stop hirthjief! I'm going to smash your skull into paste

— Why you're not rotting in a cell at this momeintannot fathom.

— Pope Clement, here me. Before this year isymut, will answer for your
crimes before — God almightyAnd you, King Philip, no punishment is too
heinous for the great evil you have inflicted ugba Templel curse you!
Curse you to the thirteenth generation of your bidio

Most of us — English teachers do not fully reatimsv video games influence
the children’s foreign language acquisition. Meaitgytwe are often surprised how
children learn English or acquire information orittown from YouTube, videos,
films, cartoons and games with hi-tech gadgetshaut any intervention or
guidance of a teacher. If in the past learningraidm language was a conscious,
targeted activity comprising long hours of effonsit in reading, retelling,
translating, today it is undeniable that high-telgvices have greatly affected and
changed the learning process and methods of teactiideo games are extremely
inspirational and attractive for people of all ages
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L. PUPUGN3SUL - dpnpbn puwnbph jGqyh npny wnwusbhwhwplyni-
pyniauph dwupti. - Jdbpoht vwutwdjwynd hwdwgwugh, Nintendo, Sony
PlayStation U Xbox fuwnwjhtu quwhwuwlubph (Ynuunjubiph) Yuwwwnpbjugnpddwunp
qnigpupwg nng wfuwnphnud Yunpnly web £ Jhnbin fuwntip fuwnwgnnubiph phyp:
Fuwnbipt nt fuwnwihu dowynyep nwndéb| tu dbp wnopjwih wupwdwubih dwup:
TYpwup hpduwywunud dwdwugh wbuwy Gu: Uwlw)u, yhnbn fuwnbpu niubu twb
upwuwlwih nbp Yppwlywu b dwuuwghwnmwlwu ninpnubpnid: Uybihu, fuwnbpp
swnwind U npwbiu dhodowynipwiht hwnnpnwygniejwu, wnpdbpubiph fupwu-
dwu, nwngdwu pE  gnpdhp, pE  wnwplw: SYw| hnnwdh hhduwlwu
Uwywwwyu § nwnwuwupply yhnbin fuwnbpp Ggnw' dinpabing jwyu nmwpwdnid
niutignn phntn juwnp |Ggquywu unyeh hpdwu pw pwgwhwjnbp nhulnipup
wnyjw] nbuwyh npn2 wnwuduwhwwnynyeniuubp b npwug nbpp ownwp [Lgnt
(wuqitptu) ninwWuwuhpbijhu:

Pwtwh pwnbip. Jhntn fuwnbiph |Ggnt (nhuynipu), Jhnbn fuwntph dow-
Ynyp, dhodowynipwiht hwnnpnwlygnyeiniu, gnipninghw (fuwnbph nwnwuwup-
pnypntt), hwdwwpgswihtu W Ynuunwihu fuwnbp, Yppwlwt fuwnbp, fluwnwhu
hwybJwdubp, funuwlygwlwu |Ggnt, qbingnd, tubdwgnighs pwnbip, gnthhy
pwnbip (gnthywpwunyeniuutin)

JI. BAPCEI'SIH — O nekomopbix ocobennocmsax A3zblKka euoeouzp. — 3a
MoclieIHee JecATWIeTHe, Onaromapsi pacnpocTpaHeHuto HWHTepHeTa W HIPOBBIX
koHconeit Nintendo, Sony PlayStatiom Xbox, Bo Bcem Mupe pe3ko BO3pPOCIIO YHCIIO
JMIOACH, WrpaloluX B BUJACOWIPHL. Buaeowrpel W HWrpoBas KyJIbTypa CTald
HEOTHEMJIEMOI YacThIO HAIEH MOBCEAHEBHOW JKU3HU. SIBJISISICH B OCHOBHOM (hOpMOH
pa3BIleUCHUs, BUICOUTPBI BMECTE C TEM UTPAIOT BAXXHYIO POJIb B 00pa3oBaTeIbHOU U
npodeccruonanbHOM chepe. Kpome Toro, oHM criocoOCTBYIOT MEKKYJIBTYPHOU KOMMY-
HUKalWH, MPOABIKEHUIO LIEHHOCTEH, a TalkoKe CIY)KaT MHCTPYMEHTOM M MPEIMETOM
o0y4enusi. OCHOBHAI [IENIb TAHHOHM CTaThU 3aKIIIOYAETCS B U3YUCHUU SI3bIKA BHICOUTP C
TOYKH 3peHHs OO0YYEeHHUs] WHOCTPAHHOTO (AaHTJIHICKOrOo) si3biKa. B cTarhe, Ha OCHOBE
SI3BIKOBOTO MaTepualia KOHKPETHOW HWIPhl, BBIABISIOTCS HEKOTOPBIE OCOOCHHOCTH
JIAHHOTO BHJA JUCKypca, a TaKkKe IOJYEePKUBAECTCA POJb BHUACOUTP B H3YYECHUU
AHTJIMICKOTO.

Knioueevle cnoea. nuckypc BUACOUTP, KYJIbTypa BHJICOUTP, MEXKYIbTypHas
KOMMYHUKAIUS, JFOM0J0THs (MCCIICIOBAaHUE WIrp), KOMIIBIOTEPHBIE M KOHCOJIbHBIC
WTPBI, Pa3BUBAIOIINE WIPHI, UTPOBBIC MPUIOKEHUS, PA3TOBOPHBIN SI3BIK, SJUIUIICHUC,
YHUYM)KUTENbHBIC CIIOBA, BYJIbrapHbIE CJI0Ba (BYJIbrapH3Mbl)
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