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LUDIC STRATEGIES IN MODERN ENGLISH-LANGUAGE MEDIATEXT

Irena Snikhovska!

Abstract

The article is devoted to the comprehensive study of the phenomenon of language play in modern English, performed in the
context of the communicative-activity approach to the study of linguistic and speech phenomena. On the methodological basis
of communicative-functional linguistics and cognitive linguistics, the cognitive-communicative nature of the language game is
substantiated in the article. In view of the factors of the cognitive-discursive order, lexical-semantic means of constitution and
realization of the ludic intentions of the language personality as the creator media text and their ludic strategies are singled out.

In the current research, the division of the main operating methods of creating language play was worked out for the purpose of target
tasks. These are based on the external and internal structure of the word: units of the external structure are phonemes, free and bound
morphemes, word-formation constructs; the internal structure of the word is its meaning, the types of meanings and their connotations,
their motivation, as well as various transformations of meanings. Consequently, the two types of ludisms are differentiated depending
on their grounding on the external or internal structure of the word. The first class includes phonosemantic, word-formation and lexico-
grammatical ludisms, and the second is represemted by lexico-semantic, phrase-semantic and phraseological ludisms.

The conclusion is made that from this perspective, language play appears as a process and result of the conscious linguistic
activity of the individual, aimed at non-stereotypical variation of the form and content of the linguistic units on the playful level of
communication in order to influence the emotional and/or intellectual sphere of the addressee. Language play is a manifestation of
linguocreative thinking, which realizes the possibilities laid down in the linguistic sign. The basic principle of language play is the
ability to establish associative relationships, which is an indicator of the creativity of the speech person. In the article it is proved

that language play has a dual nature, combining features of both linguistic and speech phenomena.
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1. Introduction. Modern active linguistic processes
to a certain extent take place due to the intensification of
the creative element in English discourse: this is mani-
fested in the fact that innovation, language play and oth-
er forms of unconventional use of linguage encompass
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new communicative spheres (eg., advertising and the
Internet), thereby expanding the scope of creativity.

The dynamics of linguistic processes, determined
both by extralinguistic and linguistic factors, in the
modern communicative space is most fully reflected
in the media. The range of linguistic means that pro-
vides the basic constructive principle of the organiza-
tion of media texts is noticeably changing.

The activization of the scientific interest of lin-
guists in the media can be observed nowadays be-
cause at the present stage they are the primary source
of information. Under the influence of socio-political
reforms, advertising and media texts at the turn of the
XX-XXI centuries have undergone dramatic changes.

The description of these changes is in line with
such topical directions of modern linguistics as lin-
guistic influence, linguistics of advertising, media
linguistics of creativity, within the framework of
which, in particular, the linguistic and educational
components of the media are also studied [Gridina?;
Ilyasova, Amiri®; Remchukova*; G. Solganik®, Zhel-
tukhina®].

The phenomenon of language play has become
the subject of a number of lingophilosophical,
logical-semantic, functional-communicative, and
linguocognitive [Arutyunova’, Attardo®, Caillois’,
Chiaro', Crystal!!, Giora?, T. Gridina®, Gruz-
berg!4, Karasik"®, Kostomarov'®, Nilsen!’, Nukhov'8,
Sannikov'®, Sherzer?®, Snikhovska®!, Zemskaya?’,
etc.] studies on the empirical data of different
languages. As of late, we observe a keen interest to
linguistic creativity, and in particular to generation,
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modeling of the language play and ludic style, ludic
discourse, etc. Thus, the presented article belongs to
the works that analyze the phenomenon of language
play as proposed by T. Gridina: “a form of linguocre-
ative thinking exploiting the mechanisms of associa-
tive switching of the usual stereotype of perception,
creation and use of linguistic units, characterized by
convention and intentionality — an intention toward
creativity, experiment on the sign on the basis of var-
ious linguistic methods of its transformation and in-
terpretation”?,

The topicality of the research is substantiated by
the need to study the mechanisms of the linguistic
creativity that were previously used predominant-
ly for the purpose of enhancing the expressiveness
of the text. As many researches demonstrate, as of
late, language play is used as a means of influencing
and manipulating the society through mass media
[Smetanina?, Tlyasova®, Yazyk i stil sovremen-
nyh sredstv massovoy informatsii*®, Zheltukhina?’,
Dotsenko?®].

The subject of the study is the cognitive and dis-
cursive mechanisms of language play in the mass me-
dia discourse, and the object of the study is language
play, realized and verbalized in a variety of ways.

The purpose of the study is to highlight the lin-
guistic and cognitive characteristics of the language
play phenomenon in the media text, as a product of the
creative activity of language personality and a means
of reflecting the linguocultural concepts in the media.

The purpose of the study stipulates the following
tasks:

— to address the place and role of language play
in the creative human activity and to reveal the spec-
ificity of language play as a phenomenon of both lan-
guage and speech;

— to identify and describe the cognitive and dis-
cursive characteristics of the language play;

— to analyze the operational methods of the lan-
guage play on different levels of the language.

Background and motivations. Linguocreativity
and the phenomenon of language play has long been
in the field of view not only of linguists, but also of
philosophers, anthropologists, culturologists, and
cognitivists.
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The play concept of culture was formed in the
works of foreign researchers of the early XXth cen-
tury, in particular J. Huizinga’s, who is the author
of the theory of culture as a play (“Culture arises
and unfolds in and as play, ... culture itself bears the
character of play”)®”. In his groundbreaking work
“Homo ludens. A study of the play-element in cul-
ture” (1938) a fundamentally new view of the activ-
ities of people was presented, which rests on the un-
derstanding of any human action as a play-element.
In linguistics, this concept was embodied in the dis-
tinction of the game as a special type of discourse,
which is regarded as "the space of creation and the
perception of artistic texts"*°,

In J. Huizinga’s classic work the play is presented
as the basic principle of the development and func-
tioning of culture, society and language: “The great
archetypal activities of human society are all perme-
ated with play from the start. Take language, for in-
stance [...] allows him to distinguish, to establish, to
State things; in short, to name them and by naming
them to raise them into the domain of the spirit™!.
At that, according to the scholar, the origins of the
ludic character can be seen in the language, in partic-
ular in the language play: “In the making of speech
and language the spirit is continually "sparking" be-
tween matter and mind, as it were, playing with this
wondrous nominative faculty. Behind every abstract
expression, there lie the boldest of metaphors, and
every metaphor is a play upon words. Thus in giving
expression to life man creates a second, poetic world
alongside the world of nature”*

The integration of the play concept of the culture
of humankind is possible in discursive human activ-
ity, within which we consider the implementation of
mass media communication/interaction. From this
perspective, the techniques used by language play
are cognitive mechanisms of semantic compression
in conjunction with linguistic experiment, testing
the possibilities of language — on the one hand, and
own erudition, a sufficient level of linguistic and ex-
tralingual knowledge, emotional intelligence — on
the other. H. Gadamer’s dialectic notion of play sug-
gests that, like any game, language play is a behav-
ior in the field of possibilities that involves knowl-
edge of a system of rules that may be deliberately
violated only if the system knows the limits of the
permissible, because “the game itself plays as well,
involving the players”.

Language play has a discursive nature and is
distinguished by the intention of linguistic units’
form / content variation based on their associa-
tion-building potential®*®. From such standpoint, the
language system allows for the freedom of manifes-
tation of the linguo-creativity of the person, so under-
standing of the play beyond the limits of creativity
is impossible, therefore, it gives grounds to consider
language play as a form of manifestation of the crea-
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tive ability of the person. In the scope of linguistics of
emotions V. Shakhovskyi emphasizes that language
play is a highly intellectual form of expression of
emotions, in this phenomenon the "emotional intelli-
gence" of both (re)producer of language play and its
recipient is reflected.

The concept of ludic discourse or play element of
text creation is being ever more frequently used by
critical theorists in modern discourse studies (Bor-
botko®, Gridina*®, Karasik’’, Kosmeda*, Norman®,
Sannikov*, etc.), while broadening it from belle let-
tres style to the space of modern communication in
general and interpreted as "a complex communicative
phenomenon in which the information represented is
structured in the form of a game, expresses the cor-
responding idea by simulating the game, resulting in
a situation of ludic communication in the process of
mutual interaction of the speakers — the addressee and
the addresser, that are tuned to the ludic tone of com-
munication, actualize the models of light-hearted be-
havior adopted in each particular linguistic culture"+!.
In this regard, mass media communication is also one
of the manifestations of ludic discourse and can be
characterized in terms of human ludic activities.

2. Methodology. In the article, we used both gen-
eral scientific methods of induction, deduction, anal-
ysis and synthesis to address the research. Besides,
the descriptive method with its main components
(observation, interpretation and generalization) was
applied. The main theoretical positions were evalu-
ated and processed with the help of a special meth-
od of semantic-structural analysis of examples of the
language play of the word-formation level, which ap-
peared in the language of mass media as a result of
blending or telescopic word-formation.

It should be noted, that the integral application
of structural-systemic, cognitive-semantic, and
communicative-functional approaches to the study
of linguistic matter makes it possible to consider
the phenomenon of language play not only and not
as much as the manifestation of unconventional
use of the verbal sign, but also as a specific form
of intellectually and emotionally marked speech
activity. An integrative approach to the interpretation
of language and speech phenomena will involve
the interdisciplinary application of traditional and
new research methods — component, conceptual,
contextual, etc.
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Our observations have shown that language play
is especially vividly used in English-language media
discourse, since modern media have developed ef-
fective lingual and extralingual tools and methods of
mass impact on the audience worldwide. The reason
for such a high frequency of the ludic use of linguistic
forms is their huge mass impact, since it is in the print-
ed and electronic media that the political and ideolog-
ical impact on the addressee as an object of forming a
certain public opinion in implemented. This objective
is often solved with the help of unconventional lin-
gual coinages, or paradoxically constructed phrases
in which a game with linguistic forms and structures
can be traced.

Under current circumstances, the communication
is characterized by a strong confrontation of ideol-
ogies and influential political and economic world
groups, and thus the devices of language play are con-
sidered as a means of influencing the society through
the media. The formative and semiotic possibilities of
the English language are expedient for the creation of
linguistic means possessing special impact, namely a
phenomenon of the language play, which allows the
addresser of the message to form the necessary ad-
dressee’s attitude to the information presented.

Thus, the concept of mass media communica-
tion as a ludic reality lies at the foreground of our
research. Within the framework of this concept, mass
media communication and mass media discourse are
interpreted as a manifestation of the ludic essence of
human activity, which is realized through a number
of parameters.

The material of the study are mass 364 media
text fragments containing language play phenomena,
evaluated and processed with the help of a special
method of semantic-structural analysis of examples.
The sources of the research were 10 contemporary
weekly and daily British and US periodicals belong-
ing to both quality press and popular papers.

The use of the cognitive approach to the study of
the phenomenon of language play allows for the in-
terpretation of non-standard speech use not as errors,
but as specific operations on knowledge structures,
confirms the presence in word consciousness of the
word-building models and frames with significant
heuristic and epistemological potential.

3. Results. Such characteristics of the media as
the mass dissemination of information, the direction
of influence, publicity largely precondition their abil-
ity of being an effective means of speech impact. It is
carried out with the help of linguistic means, which,
in combination with extralinguistic means, certain
methods of organizing the text, structuring and pre-
senting the information form a strategy of speech im-
pact. Given the need for a constant search for expres-
sive, emotional and figurative means to influence the
reader, journalists face the need to create linguistic
and creative phenomena. Modern headlines and slo-
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gans have an increased semantic density and expres-
siveness, so the study of their linguistic and creative
potential involves a description of their expressive-
ness. The authors of modern media texts use such
means of expression that provide not only informa-
tional but also emotional and expressive saturation of
the text. Such an aspiration was conditioned by the
focus of the authors of media texts, copywriters to-
wards the active use of neologisms, nonce words, lan-
guage play, the transformations of phraseologisms,
precedential phenomena, and the like.

In the phenomenon of language play, consisting
in non-standard use of linguistic units or categories
and realizing the creative agility of the speaker, the
associative potential of the word is reflected in full.
Among the expressive possibilities of language play
in modern media texts, not only comic ones are dis-
tinguished, due to the creation of a comic effect as a
stylistic goal that is traditionally studied, but no less
significant is the aesthetic effect, which is character-
ized by drawing the attention to the linguistic form it-
self. The phenomenon of language play together with
the above-mentioned possibilities, realizes a number
of implicit, persuasive, suggestive functions associat-
ed with its use in mass-media discourse.

The creative impulse of the language play encour-
ages finding possible methods for bringing out the
sign beyond the system-defined model of the context
of its design and perception. There is the whole range
of means derived from the asymmetry of the verbal
sign aimed at creating non-standard utterances with
the help of the language resources: homonymy, poly-
semy, grammatical ambiguity, associative connections
of words. In addition, the language play makes it pos-
sible to make the utterance more succinct and potent,
containing several meanings, each of them being able
to realize a certain function: nominative, evaluative,
stylistic, associative, etc., for example, "No police
state”, demanded one placard. "Freedom not fear-
dom”, read another”**, allows to interpret the creative
innovation "feardom, n. — the state of living in fear or
being subject to laws and policies based on fear".

The dynamics of the norm in the media, the full
implementation of the systemic potential of the lan-
guage system in modern media texts, the interest they
represent in terms of studying the theory and practice
of linguistic influence — all this provides unfading
attention to this area of communication. It is note-

4 The Economist, March 19, 2015
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worthy that the linguistic components are equally
characteristic of the yellow (Mamamia, Netbit Host,
TakePart, The Village Voice, etc.) and for the "quali-
ty" press (The Economist, The Times, the US News &
World Report, The Evening Herald, etc.).

Obviously, in the the creation of new nominations
the author’s individual role is crucual, as well as lex-
ical and syntactic combinability, which makes it pos-
sible to highlight the main functions of the language
from a new angle of view. It is worth noting that mod-
ern linguistics (in particular, linguistics of creativity)
generates an idea of a creative function, which is
based on linguocreative thinking, which prompts an
individual to use the potential of linguistic units*.

For contemporary English-language media texts,
such methods of creating a ludic effect as the play of
polisemantic and homonymous words, the creation of
occasionalisms, neologisms, and paronymic attraction
are typical. Nonce words are occasional, individual
in nature, but in English, they can be systematized
according to word-building means, with the help of
which these ludic coinages are created, since the au-
thor, in one way or another, relies on formal and struc-
tural models when creating a new word. For example,
"but anything can take a hashtag, and dictionary-mak-
ers are not going to include™ #dictionary "next to"
dictionary "," #lexicography "next to" lexicography ",
and so on. Something has to change in the real world
for "hashtagification” to lead to word-hood"*.

Our attention was concentrated on compounding
as one of the most commonly used word-building pat-
terns in English. A typological pattern of word com-
position is implemented by compound words derived
from nouns, adjectives, adverbs and verbs, eg: bride +
chill (cf. bridezilla): "My sister keeps calling me a Bri-
dechilla because I'm so chilled about everything. It's
all really very relaxed"#; Anita is a bridechilla, the
type of bride who wants her and her fiancé's day to be
special but not at the expense of going crazy, broke or
sending friends and family running for cover.

One of the variations of play on words, reflected in
the English language by contamination, rests on this
model. It is specifically in the case of contamination
that the cognitive capacities of the language play in
modern media texts occur in the most concentrated
form, for example: Wikipedia + literate; Wikipedia
+ reality: Are you wikiliterate? If not, start studying!
For one thing, “wikiality,” a Stephen Colbert-inspired
“word of the year,” is a password that signals you are
an irony insider. But beyond that, the wiki website
model, popularized by Wikipedia, is also emerging as
a hot business tool*’; cold + landscape: The gigantic
tank farms of Tropicana and Citrusuco, the worlds
largest orange juice producer, occupy one particular
corner of the coldscape, with its own specific archi-
tecture and quirks*; Cointreau + metropolitan: Dita
von Teese presents Cointreaupolitan. "That's the way
I love it"™; Cointreau + controversial: “The big ques-
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tion is, are you cointreau-versal enough? Cointreau.
Be Cointreauversal™; cooking + footprint: What do
you call the impact you make on the planet when you
cook? It’s your “cookprint”— the entire chain of re-
sources used to prepare meals, and the waste produced
in the process’'; Bluetooth + hijacking The tourist was
“bluejacked” - surreptitiously surprised with a text
message sent using a short-range wireless technolo-
gy called Bluetooth (“Cell phone messaging takes a
mischievous turn”)*; sapient + sexual: “Sapiosexual”
is a relatively new word that refers to a person who is
erotically attracted to intelligence.

The language play in contemporary English-lan-
guage media is characterized by implicit possibili-
ties, in view of which it can carry certain implica-
tions associated with the conceptual representations
of the sociocultural community that are part of the
picture of the world, which exists in the collective
consciousness of a particular language community.
Obviously, language play is a ubiquitous phenom-
enon in the discourse of the mass media, gaining
the potential to express the moods and expectations
with regard to actual events.

The material analysed has demonstrated that the
achievement of the perlocutive effect of using lan-
guage play the English-language mediatext, a wide
range of techniques is employed involving the means
of all levels of the language system, but basically all
of these techniques are grounded on the external and
internal structure of the word. The most productive
was the use of convergent techniques — a combina-
tion of techniques of both types. For example, “The
Foresight Saga” — phonosemantic pun + allusion
(playing on the character’s surname), “Ocean warn-
ing”; “Crimea and Punishment >* — substitutive word
formation + phraseosemantic allusion.

Consequently, for the language play, resources of
all levels of language are used to a varying degrees. In
order to achieve the pragmatic effect, a wide range of
tools is used, which, in all their diversity, can be broken
down to two classes in accordance with the perception
of the internal and external structure of the word.

The main operating methods of creating a ludic
lingual unit (a ludism) are based on the external and
internal structure of the word. Units of the external
structure are phonemes, free and bound morphemes,
word-formation constructs; the internal structure of
the word is its meaning, the types of meanings and
their connotations, their motivation, as well as various
transformations of meanings.

30 Netbit Host, November 26, 2014
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In the current research the two types of ludisms
are differentiated depending on their grounding on
the external or internal structure of the word. The
first class includes phonosemantic, word-formation
and lexico-grammatical ludisms, and the second is
represemted by lexico-semantic, phrase-semantic and
phraseological ludisms.

In general, in a ludism can be traced the actually
existing language relations and trends that determine
the appearance of the corresponding transformation
and interpretation of a sign. All methods of creating
a ludism show the expansion of associative connec-
tions in speech under the conditions of realizing of
the creative intention. Asystemic connections gen-
erate ludisms on the basis of systemic relationships,
and paradoxical semantic ambiguity is created on the
basis of establishing a correlation between the ludism
and its lingual prototype. Thus, the associative lin-
guocognitive strategy of language play is the mode-
ling and decoding of non-standard code and is condi-
tioned both by operational linguistic mechanisms and
by specific linguistic techniques.

4. Conclusions. It is possible to draw the follow-
ing inferences from the current research of language
play on the sources of modern periodicals of En-
glish-speaking countries belonging both to the quality
and to the popular press.

In general, our observations indicate that mecha-
nisms, means and methods of producing ludic phenom-
ena in modern English determine the ways and means
of transforming linguistic units into a unit of speech.
The basis of the mechanism of ludisms creating pri-
marily is deviation from the norms of use of linguistic
units, the consequence of which is the emergence of
the effect of unexpectedness and contradiction. It is
clear from the research that occasional change in the
form and content of linguistic units in ludic situations
is determined by the cognitive-pragmatic factors of
speech. In our view, the communicative-functional
approach to the phenomenon of language play reveals
its interconnection and interdependence in speech
interaction on the situation of discourse and the pur-
poses of communication. The key characteristics of
language play are its ludic spirit, meeting the need for
communication, the playful intent, the desire to realize
the aesthetic function of speech [Doscock®, Cook™].
As we can see, ludisms creation has a communica-
tive-pragmatic goal-setting and can serve as an effec-
tive means of speech influence.

The research also has shown that In order
to achieve the perlocutive effect of using lan-
guage-game phenomena in the English language,
a wide range of techniques is used with the use of
means of all levels of the language system, but all of
these techniques are based on the external and inter-
nal structure of the word. The most productive was
the use of convergent techniques — a combination of
techniques of both types.
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The use of the cognitive approach to the study of
the phenomenon of language play allows for the in-
terpretation of non-standard speech use not as errors,
but as specific operations on knowledge structures,
confirms the presence in word consciousness of the
word-building models and frames with significant
heuristic and epistemological potential.

Representing a special form of linguocreative
thinking of an associative nature, the language game
is always aimed at using lingual techniques to em-
phasize the paradox between the standard form and/
or the value of the linguistic unit in the form of some
new associative processing of lingual or extralingual
knowledge.
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AHoTanis

CTaTTIO IPUCBIYCHO KOMIUIEKCHOMY TOCIIKEHHIO SIBUIIIA MOBHOI I'PU B CYYacHil aHIIIMCHKil MOBi, BAKOHAHOMY B PyCJi KOMY-
HIKaTHBHO-IisUIbHICHOTO TiIXO/ly 10 BUBYEHHS JIHTBaJIbHUX 1 MOBHUX peaitiii. Ha MeTomosoriuniii 0CHOBI KOMyHiKaTHBHO-(YHK-
LIOHAJIBHOI JIIHTBICTUKH 1 KOTHITHBHOI JIHIBICTHKH B POOOTI 0OrpyHTOBaHA KOTHITHBHO-KOMYHIKaTHBHA HPHPOJAa MOBHOI TPH.
3 ypaxyBaHHSIM (aKTOPiB KOTHITHBHO-IUCKYPCHBHOTO MOPSIAKY B POOOTI BUIIIICH] JIEKCHKO-CEMaHTHYHI 3200 KOHCTHTYIOBAaHHS
1 peanizanii irpo-MOBHUX yCTaHOBOK MOBHOI 0COOMCTOCTI. 3’5ICOBaHO, III0 OCHOBHI ONepaliiiHi NPHIOMH CTBOPSHHS irpeM IPYHTY-
FOTBHCSI HA 30BHIIIHIH Ta BHYTPILIHIN CTPYKTYpi ciioBa. OQUHUILIMU 30BHIIIHBOI CTPYKTYpH € ()OHEMH, BiTbHI Ta 3B’s13aHi Mopde-
MH, CJIOBOTBIpHI KOHCTPYKTH; BHYTPIIIHS CTPYKTypa CJIoBa — Iie HOro 3HAYEHHs1, BU/IM 3HAYCHb Ta 1X BIATIHKH, IX MOTHBOBAHICTb,
a TaKoX Pi3HOTO poxy TpaHchopmarii 3HaYEHb.

VY po0oTi pO3pi3HSIOTHCS JiBa THITH irpeM 3aJIeXkKHO Bijl 1X Oa3yBaHHs Ha 30BHILIHII 4K BHYTpILIHII CTPYKTYpi ciioBa. J{o nepiioro
KJIacy HaJexarh (POHOCEMAHTHYHIi, CJIOBOTBIPHI Ta JIEKCHKO-TPaMaTH4Hi, 10 IPYTOTO — JIEKCHKO-CEMaHTHYHI, ()pa3e0oceMaHTHIHI
Ta (pa3eosoriuHi irpeMu.

VY takuif crioci6 MOBHa rpa IOCTa€ SIK TPOIIEC 1 pe3yIbTaT CBIJIOMOI JITHIBOKPEATUBHOI AisUTBHOCTI iHAMBIA, CIIPIMOBAHOI Ha He-
CTepeoTHITHE BapitoBaHHA (GopMu Ta 3MiCTy MOBHHUX OJMHHUIIb Ha iIrpOBOMY PETiCTpi KOMYHIKAIlii 3 METOIO BIUIMBY Ha €MOLIKHY Ta/
a0o0 iHTenekTyansHy cepy anpecara. MoBHa Ipa € HPOsIBOM MOBOTBOPYOTO MHCIICHHS, 1110 Pealli3ye 3aKiIajieHi B JIiHrBaIbHOMY
3HaKy MOKIHBOCTi. OCHOBHHIA MPHHIIAIT MOBHOT I'PH MOJIATAE Y 3AaTHOCTI BCTAHOBITIOBATH aCOIIAaTHBHI 3B’ 3KH, SKi € TTOKa3HIKOM
KPEaTUBHOCTI MOBJIEHHEBOT 0COOUCTOCTI. Y POOOTI JOBOAUTHCS, 110 MOBHA I'pa Ma€ JIBOSIKY IPUPOAY, HOEHYIOUH B COOI PUCH SIK
MOBHOT'0, TaK i MOBJICHHEBOTO SIBHIII.
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