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SI3BIKOBAS UTPA B COBPEMEHHBIX POCCUNCKUX
TEAEBU3NOHHBIX MEAUMATEKCTAX: TUITOAOTHA U ITIPUMEHEHUE

YAK 0.70

Annoranus. OnpeaeseHb! OPMBI UCIOAB30BAHUS U PA3SHOBHUAHOCTH A3BIKOBOM UI'PBI B COOTBETCTBHH
C ypoBHAMY s3bIKa (POHeTHIeCKHIT, CAOBOO6PA30BATEAbHDII, MOPPOAOTHYECKHUIL, ACKCHIECKHIt H CUH-
TaKCHMECKHiT) 1 0603HAYEHBI X KAIOYEBbIe BBIPa3HTEAbHbIEe QYHKIHMH B COBPEMEHHBIX TEACBU3HOHHBIX
MeAMATEeKCTAX C L}eABIO IPHBACYEHHS U YACPXKAHHS BHIMAHIS ayAUTOPHH, a TAKKe 0003HAYEHbI AUHTBH-
CTHYeCKHe MPOOAEMbI NCIIOAb30BAHMS SI3bIKOBOM HUI'PhI B MEAUATEKCTAX AAS ITPEAOTBPAILEHHUS ITpobAeM
AEKOAMPOBAHMS M CTEPEOTHUIIU3ALMU PeYeBOro II0OBEACHMS XKYPHAANCTOB. B pesyabTaTe AeTaAbHOTO aHa-
AM3a TPUBEACHHBIX IIPUMEPOB BbIIBACHO, YTO COBpeMeHHble TeACBU3HOHHBIE XY PHAAUCTCKUE AUCKYPCBI
OKa3bIBAIOT BAMSHME Ha CTPATerUH M TAKTUKU CAMOTIPe3eHTALlUH Y aAPeCcaTa TeAeBH3HOHHOIO AMCKYpCa
B CUCTeMe CPeACTB MacCOBOM MH(OpPMaIIUK U TPEACTABASIOTCS OAHOM U3 IepBONPUYKH TPAaHCPOPMALMU
U U3MeHEHHUsI AUHTBOKYABTYPHOTO THIIXA [IPEACTABUTEAEH PYCCKOIO AUHIBOKYABTYPHOTO COOOIIECTBA.
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LANGUAGE GAME IN MODERN RUSSIAN TELEVISION MEDIA TEXTS:
TYPOLOGY AND IMPLEMENTATION

Abstract. The presented article has determined the forms of Language-game usage and its varieties
according to the levels of language (phonetic, word-formation, morphological, lexical and syntactical)
and has outlined their key expressive functions in modern TV media-texts in order to attract and re-
tain the attention of audience, as well as identified linguistic problems of language game usage in me-
dia-texts to prevent the problems of decoding and stereotyping of speech behaviors of the journalists.
as a result of the detailed analysis of the given examples the article reveals that contemporary TV journ-
alistic discourse influences the strategies and tactics of self-presentation used by the addressee of TV dis-
course in the system of mass media and becomes one of the major causes of transformation and change
of the linguocultural type of the Russian linguistic and cultural community.

Keywords: language game, media text, NT'V, attracting attention, technique.

Introduction

Since the language game is a quite fascin-
ating and vivid phenomenon implementing
the human language function and extensively
penetrating virtually all areas of language
spoken language, fiction, the language of ad-
vertising texts, the language of mass media
and communication (print, radio, television,
Internet), in political discourse and, most

surprisingly, even in the sphere of scientific
speech.

What s the key to creating effective, bright,
eye-catching headlines that can attract and re-
tain the attention of the audience? Certainly,
the resources of the language game provide
us with a tremendous amount of assistance.
Through radio and television broadcasting,
it is possible to study language influence
and develop skills in convincing, competent
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written and spoken language and to consolid-
ate these skills [9].

Therefore, a language game is a non-
standard creative use of any language units
to generate witty statements, including those
of a comic character. In the texts of journal-
ists, the language game can capture the at-
tention of the audience, hold the attention
of the viewer for example: just imagine for
a documentary (NTV - HTB) journalist
Vadim Takmenev (Bapum TakmeHeB) was
made up 45 possible title variants, and as a re-
sult the film was called (Code of Silence —
Kodexc mormanus) it was dedicated to deaf-
mute people but in order to come up with
a catchy title sometimes it is necessary to look
through a huge number of options, what was
the suggested title (gesture of despair, diffi-
culty of sign language interpretation, can't
be silent, missed hearing, mute scene, the gift
of speech, speechless question, hearing Not
Deaf, conspiracy of silence, hearing test,
deaf wall, silent boys, deaf-mute love, deaf-
mute, Motherland hears, Vow of Silence,
No. words, moments of silence, silent terror,
silent game, right to speak, silent abysses,
Keepers of Silence, Great mute, sound bar-

rier, part of speech, No. one will hear, shout-
ing to heaven, One hundred years of solitude,
one hundred years of silence, deaf defense,
living silence, deafening life, deafening suc-
cess, Nest of the deaf, quiet time, asking for
silence, mute, sounds of mu, and silent sad-
ness silent — secm omuasuus, mpydnocmu
cypdonepesodd, He MO2Yy MOAMAMb, NPOULEA CAYX,
Hemas cyena, dap peuu, Hemoti BONPOC, CALIULY
He 2AYX01l, 3d2080p MOAMAHUS, NPOBEPKA CAYX,
2AYXAs CMeEHa, MOAYAHUe pebSm, 2AyxXoHemasl
A0b608b, eAyxomany, Poduna caviuum, obem
MoAMaHUs, 0e3  CA08, MUHYMbBL  MULUHDI,
MUXULl y#ac, uzpa 6 MOAHAHKY, NPpago 20A0cd,
muxue oMymol, XPAHUMeAU MUWUHbL, BEAUKULE
Hemotl, 38yK0801i bapvep, Hacmv peuul, HUKMO
He ycavuuum, dokpuvamvcs 0o Hebec, cmo
Aem 00UHOYeCMEa, CIO Aem MULLUHYL 2AYXAs
000pona, Kusas MUWUHA, O02AYUAUMEALHAS
HCU3HB, 02AYUUMEALHDLTL Ycnex, 2He300 2AyXaps,
muxoe spems, NPOULy MUUHbI, HEMOT, 38YKU
My, U Moy, 2pycmy, moruu). of course, many
of the different options were rejected be-
cause they violate ethical norms, and most
likely, the journalist was just looking together
with the editor-in-chief for some original op-
tion and tried different ways, using different
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tricks of the language game, to come up with
a bright headline at once. More reason
to sketch out as many as 45 variants in such
quantity. But here are some techniques to try
and take on board that will diversify our
speech. At the present article are analyzing
language games on five linguistic levels: pho-
netic, word-formation, morphological, lex-
ical, and syntactic in various at the present
article are analyzing language games on five
linguistic levels: phonetic, word-formation,
morphological, lexical, and syntactic in vari-
ous media texts Russian media texts.

1 — Paronymic attraction: an effective
stylistic technique called paronymic attrac-
tion is based on the conjunction and con-
tamination of words in which the substitu-
tion of a sound gives rise to a new meaning.
Here are examples of speech changes such
as: TV-announcement take “2KOK-TTompo-
wumery” — from the name of serial killer
Axcexc-nompowiumears (Jack the Ripper) but
JK3K here refer to housing and communal
services tariffs - )KKX TAPH®DI, “Mépmaevte
cywu” — is a 2012 Japanese horror comedy
film directed by Noboru Iguchi, but taken
from the 19" century Russian novel by Niko-
lai Gogol “Mepmevie dywu” — “Dead Souls”,
“Eda ne npuxodum odna” — “food never comes
alone”: taken from a popular proverb — “Trou-
ble never comes alone” — “6eda ne npuxodum
o0na”). Recalling the unexpected visit
of French politician Ségoléne Royal to Rus-
sia in 2007, who was aptly referred to by TV
reporters as “the Royal in the bush” -
“npumécox Posiv 6 xycmax”. Incidentally,
this is the technique that the author Lyovsh
Nikolai Leskov frequently used in his styling
of vernacular speech, for example: “voshpi-
tal” — “sownumany” — from the words “sowv”
and “zocnumary” — “louse” and “hospital’,
or “Gulvar” — “I'yavgap” instead of “boule-
vard” — “6yavsap”, “spinzhak” — “cnumncax”
instead of “nudxwcax” — “jackets”.

THUIIOAOT'HA M ITIPUMEHEHNE

Thus, the language game is a creative use
of any linguistic means to produce witty ex-
pressive statements, including comical char-
acter in the sphere of language, it implements
various functions:

Well, firstly, the language game is wide-
spread in modern media texts and today
in connection with the desire of the media
to amplify expressiveness and explicitness,
because it is expressiveness that underlies
the language game, so it is possible to refer
to the tendency of the language game and its
incredible popularity in order to create new
turns of speech and enrich the vocabulary,
Secondly, the language game is implemen-
ted in speech with regard to the features
of the speech situation and the interlocutor,
which means that it is necessary to realize his
desires.

Theoretical Framework. The Expressive

Functions of Language Games in Media Texts

The language game is carried out
by the following rules, firstly, it is the pres-
ence of the participants of the game; that
is, the author and the recipient of speech,
secondly, the presence of the game material;
that is, the language means used by the au-
thor and perceived by the recipient of speech,
and thirdly, appropriate conditions and rules,
which will regulate the communicative be-
havior of the game participants; in this case,
the language game.

Accordingly, the language game in the me-
dia has specific functions: first, the evalu-
ative function, which is aimed at influen-
cing the audience in an interesting game
form, and secondly, the aesthetic function
is the conscious desire to experience itself
and cause its listeners, readers, and spectators’
pleasure from the form of speech itself, well
and of course the pragmatic function, which
is aimed at attracting attention to the original



120  OUAOAOTUYECKUE HAYKU

Bectrux Poccuiickoro HoBoro yHusepcureTa
Cepust «YesoBek B cOBpeMEHHOM MUpe>, BBITYCK 2 3a 2022 rop

form of speech. And still, one must not forget
about the expressive functions, which serve
a more figurative and more vivid transfer
of thought. The means of all language levels
are used for the language game [1].

Levels of Language Game Corresponding
to the Levels of Language in TV Media Texts
and Announcements

First of all, it may assert the easiest tech-
nique - graphic level, in the language
of modern media is widespread graphic
language game example and then goes
large, highlighted font “George Bush” -
“Aowcopdsc nobywyem” and here in the word
“poBushuet” — “noBymyem” is highlighted
“Byw” - “Bush”.

A variation of the graphic game is to use
the Latin alphabet or other iconic symbols,
“Kakoe nuso Mot enBEER-
aem” — “What kind of beer are we going
to drink”. Another example: “Audience” —
“Ayduenyus” - “Audienyus” is
in the same way as the brand name of a fa-
mous German car. Nowadays, the world
is living in self-isolation and there is such
an interesting example of a graphic game
and sound: “Sidi doma” — “stay at home”, “sidi”
is written in the Latin alphabet means “stay”,
or “Minimarvhuiii kpedum” — “Mini” is writ-
ten the same way as the Audi name means
minimal, “cneyyenst” — “cne$$envi” — “special-
price” we can often see that the Russian let-
ters “y”, “c” are written as “$” dollar symbol
is the simplest method, all of the above exam-
ples are the most obvious examples of graphic
language game [2].

There can be also another level is the pho-
netic level, to catch attention, journalists use
techniques based on sound effects; that is,
using rhyme, the consonance of the words.
For example, in the songs of the famous
Russian artist (Cepeeii Illnypos — Sergei

for instance:

written

Shnurov) there are often expressive titles,
you remember what Shnurov writes us: “mu
6aba-6omba” - “you baba-bomb’, “s [Tumepe —
numy” — “in Peter — drink” and “Ter npocmo
xocmoc, Cmac” — “You just cosmos, Stas” that
is constantly alliteration assonance.

Further level of the language game
is the word-formation level and this is where
the rich resources of the word-formation
system of Russian are used, for example,
the usage of Russian word-formation suf-
fixes, which are typical for place names, such
recognizable suffixes when we use them
in foreign proper names or place names,
immediately it looks like a kind of norm vi-
olation, as a means to attract attention, so
as to achieve a certain goal, for example:
“kpecmuvsne muxowunot — Muuuzane npu
Muccucunu nepesvinoAHUAU NAGH 1O eCeHHEMY
cury” — peasants of Tikhotsk — Michigan un-
der Mississippi.

Yet another common trick of language
games is to form a new word by combining
parts of two words or expressions associated
with each other by some associations, once
again we will give very simple examples,
their purpose is merely to show everyone
the scheme and the model itself, not to make
people laugh, for example: “weamonpe-
cnas easema” — “a tabloid newspaper” from
the words “wéamas” u “npecca” - “yellow”
and “press” or “2ocydapcmeennas 6A020meopu-
meavrocmy” — “state blog charity”, but it only
says “6a02” and “Gaazomeopumervrocmy”’ —
“blog” and “charity”, so its a misuse
of the words “6402” — “blog” and “6aazomeso-
pumeavrocmy” — “charity” that results in “blog
charity” or “kpemaempscenue” — “the Krem-
lin” and “earthquake”). Well, this is exactly
the same scheme I showed earlier.

One of the favorite tricks of journalists
is the use of idioms in the language game. Idi-
oms can be substantially transformed by anal-
ogy with the well-known proverb “ne x1e60om
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edunvim xus werosex” — “not by bread alone
man lives”, the author, for example, in one
of his publications has resorted to the lan-
guage game “Hememarram edunvim” — “does
not metal alone” is an article about the South
Urals region, which is focused on the extrac-
tion of metal.

The headline of the article «spauu npuae-
meau Ha nomowyp Haceaenuro Poccuu” — “doc-
tors flew in to help the population of Russia”
by analogy with Alexey Savrasov’s famous
painting “I'pauu npusemean” — “The Rooks
Have Flown In”, “Kmo 6via Huuem, mom Hu
npu wém” — “Who was nothing is nothing”
the famous words of the international Prole-
tarian anthem International.

Many peoplelike the headlines of the news-
paper (Kommersant), lets try to find out
what trick Kommersant journalists have been
using for more than 30 years, they use preced-
ent phenomena in the language game, and if
earlier the problems of precedent phenom-
ena in the language game were interesting
only for specialists, now this very precedent
became one of the main distinctive features
of modern journalism in general. The fact
is that the leading features of the postmodern
era are intertextuality, just as it presupposes
alinguistic game of meaning in the rarified or-
dinary quotations, the rollcall of texts by dif-
ferent authors and the media [7]. The media
are precisely the conductors of mass culture,
so the main problems of literature have also
affected the language of the texts of journal-
ists and bloggers. Thus, the precedent phe-
nomena in the language game are a mani-
festation of the intertextuality of the modern
unrestrained media text [3].

Just in modern media texts, journalists
skillfully use different stylistic devices, they
try to select some kind of precedent names
and additional
into them, that is, some shades of mean-
ing, thereby highlighting the internal form

introduce connotations

THUIIOAOT'HA M ITIPUMEHEHNE

of this precedent phenomenon, as can
be seen in the example: “Posv 8 kycmax” -
“The Royal in the bushes” is a Frenchwoman
who challenged Jacques Chirac himself
and the documentary film by Vadim Takme-
nev “mup nod xabaycom” — “the world under
the heel” — atechnique of paronomasia, which
was a synthesis of phonetic and connotative
information — this is a very common tech-
nique for playing with precedent phenomena
and its popularity is due to what is perceived
by the viewer the auditory and influencing
function of the radio text or texts on television
increases significantly, for example: a special
issue of the program “npogeccus penopmep” —
“profession reporter” of NTV — HTB) was
dedicated to “Tioavnanosas pesosoyus” -
“the Tulip Revolution” in Kyrgyzstan
and the voluntary resignation of the coun-
try’s president Askar Akaev, since this film
was called cursed days, the audience those
familiar with the work of Ivan Alekseevich
Bunin immediately felt the connection of this
precedent statement with the source text
“oxasnnvle onu” — “cursed days”, this is Bu-
nin’s diary pamphlet about the revolution
and civil war in Russia from the first days
of 1918 to June 1919, and those who under-
stood the deep meaning of the statement,
were able to appreciate this language game,
because in any case, the author was able
to achieve the desired emotional reactions
of viewers and thus increased this influencing
pragmatic potential of the off-screen text, that
is, those who understood “oxasuubie onu” —
“the cursed days”, a reference to Ivan Alek-
seevich Bunin reached them, and those who
did not they only understood what Askar
Akayev meant “oxasnnve dnu” — “damned
days”, they saw the first level of the language
game, maybe they didn’t immediately con-
sider the deep meaning, didn’t feel what kind
of game it was, that is, they didn’t under-
stand any direct meaning, but the multifac-
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eted subtext arises when the listener, viewer,
reader is faced with the use of precedent phe-
nomena of the language game in media text.
Another good example, it seems to us gener-
ally great “BPEMA 9” - “TIME CH?” the first
association we have is about Che Guevara,
this name was used by Andrei Loshak in
a documentary in which he talked about
the leaders of the Latin Alliance and the great
Bolivarian Revolution, the journalist specifi-
cally updates the direct meaning of the com-
ponents. the precedent statement “BPENM
Y’ - “TIME CH” at the same time retains
the meaning of the statement as a whole, be-
cause “BPEMA 4” - “TIME CH” is the start
time of the operation, the symbol for the start
of military operations, and this is from
the speech of the military and the meaning
of the name becomes clear to viewers only
from the context, and this context is rein-
forced by the video nearby because that, we
are talking about such a television text and,
accordingly, in all media texts — the effect
of surprise arises due to the fact that the usual
expression “BPEMA 4~ — “TIME CH” is used
here in a literal sense — this is a literal meta-
phor. The return of direct meaning by the ut-
terance component and thus the influencing
potential of the text increases due to the view-
er’s positive assessment of the language game
with the precedent name. You give your lis-
tener pleasure, including intellectual plea-
sure, because it’s still a mystery — it’s a thread
cipher, and when your audience solves this
cipher, it smiles, rejoices and praises itself in-
ternally and enjoys it [4].

What other techniques we might have for
utilizing precedence in the language game,
first of all it is worth noting that the contami-
nation of two precedent names, as in the film
by Alexander Zinenko, who was preparing
a documentary on NTV, where he described
girls who were underage, who became
mothers at a very early age and generally

covered the problem of the child sexual rev-
olution in Russia and the contamination
of two precedent names was used “Madonna
¢ maadenyem” and “Aosuma” — “Madonna
with a baby” and “Lolita” are both prece-
dent names from which the film was called
“Aosuma c maadenyem” — “Lolita with a baby”.

Methodology

Our study used the qualitative approach
which provides a means for testing objective
theories by examining t

he relationship among variables. We have
synthesised utilisation and contentment the-
ory with the current literature on news agency
credibility and selection of media outlets [8].

A linguistic content analysis is a tech-
nique for coding textual content data through
the categorisation of textual keywords
and the identification of the relationships
between these words. The coded textual data
have been analysed by using the methods
of logic regression [10].

Results and Discussion. Linguistic Issues
in the Use of Language Game in Media Texts

The use of alanguage game in the media of-
ten speaks of the desire of a journalist to cre-
atively use the possibilities of language when
creating material, but there are also negative
aspects, for example, very often we are faced
with the following such linguistic problems,
we see how derogatory terms very often
in the press occurring. and we can find many
examples of the use of precedent phenomena
of the language game, revealing such topics
of the bodily bottom, for example, a journalist
can use the shock function in these precedent
phenomenain the language game, this is espe-
cially common in the announcements of such
yellow mass programs, on NTV we could of-
ten see such programs: “makcumym, pycckue
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cencayuu” — “Maximum, Russian sensations’,
which shows the announcement of the doc-
umentary film “3sesda 6 nodapox” — “A Star
as a Gift” from the Russian sensations cycle
people. This informational detective story
by Mikhail Popov was about the lives of show
business stars, that is, it is a performance at
corporate, parties, weddings, and birthday
parties of wealthy people: “Cmos 3axasos
W0y-6usreca: GPMUCMO8 BbI3bIBAAU, KPACAB-
uuka k cmory Backosa na cmor Aeonmvesa
nod cmoa Kupxoposa no kpyey” — “Show busi-
ness order table: artists were called, hand-
some to Baskov’s table to Leontiev’s table
under Kirkorov’s table in a circle” imagine
this sounds live on the federal channel and
is repeated many times a day because this is
an announcement, that is, talking about pri-
vate concerts abroad and Russian artists [S].

Journalist  knowingly  appeals not
to the precedent situation, in this case
it is the challenge of such women of light
behavior and the call of prostitutes, artists
called, the journalist immediately knowingly
calls this association and then goes on, Hints
of some sexual act in Kirkorov’s perverted
form in a circle, so it’s clearly like, the very
imposed coarse association with capricious
and very often such a violation of linguistic
norms causes the opposite effect and it repels
an educated audience with a high income
and such an audience is by the way very valu-
able to the advertiser, so in general, we can
think of these examples as communicative
failure, because it doesn’t attract, it alienates
and offends a very valuable audience [6].

In some cases, derogatory of tragic sit-
uations is unfortunately unacceptable and
it is often found in the media, for example:
“ouepednoii nowap & meampe Cmanucras-
ckozo u Hemuposuua-Aanuenxo” — “another
fire in the theater of Stanislavsky and Ne-
mirovich-Danchenko”, so the headline
is again an attempt of language game:

THUIIOAOT'HA M ITIPUMEHEHNE

“apmucmot nozoperozo meampa” — “the art-
ists of the burned theater”, No. it is not quite
successful, or for example: how the stars lit
a movie from the cycle of Russian sensations
about such a harmless topic as the first con-
certs of celebrities, the author in the promo
text consciously instead of the word
“de6rom” — “debut” uses “s8pemusm” — “euphe-
mism” is a replacement for some word more
soft, or directly used instead of the word de-
but “sspemusm” — “euphemism’, it is firmly
connected in the consciousness of the big So-
viet people with the word “cexc” — “sex”.

“Bce 36¢30bt deaaru smo, y Aavt Ilyeauésoi
amo 6vir0 8 mempo, y Soumot ITvexu 8 asmo-
6yce, a Quaunn Kupkopos cderar amo ¢ poo-
Howm omyom” — “All the stars did it, Alla Pu-
gacheva had it on Metro, while Edita Pieha
did in the bus and Philip Kirkorov did it with
his own father”, “nepsvte xonyepmor snamenu-
mocmeil, cexpemHbie MAMePUAbl ULOY-OU3He-
ca, umo nesa Pomapy na xymope 6abywxam,
kmo Houesar ¢ Bepxoti Cepdwouxoii, npusa-
Hus nexomuoeo kanumana’ — “first celebrity
concerts show-business secrets what Rotaru
sang on the farm to her grandmothers, who
spent the night with Verka Serdyuchka, con-
fessions of an infantry captain”, represent
here a precedent phenomenon it dates back
to the precedent situation of the Soviet time
on the topic of sexual intercourse, interper-
sonal communication and post-perestroika
water on Russian television, remember even
the Talk Show by Elena Hangi “ITpo amo” -
“Pro Eto” — “About This”. This is dedicated
to the issues of sexual relations, this program
can be seen as a text that has become a prece-
dent and in these examples which we now an-
alyze can be seen as two insults at once: a hint
of incest in the family of Kirkorov in the state-
ment: “Kupkoposa derar amom ¢ podHvim
omyom” — “Kirkorov did this with his own
father”, and a hint at the homosexuality of An-
drei Danilko in the statement: “kmo Houesar
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¢ Bepxoti Cepdioukoti, npusHanus nexomHozo
kanumana” — “who spent the night with
Verka Serdyuchka the confession of the in-
fantry captain”, we specifically cite these ex-
amples to show how linguistic norms can
be violated in a language game and specifi-
cally want to emphasize that this parasitism
on basic psychological concepts such as: fear,
sex, violence, is unacceptable for people who
want to preserve Russian culture.

Tatiana Surikova, a wonderful researcher
of linguocultural problems, stated that
this is one of the linguistic consequences
of the general mental tendency of the expan-
sionist mass media, that is, the comprehen-
sion of life through the prism of the human
bottom of social, biological, linguistic, but
most educated people are tired of this bad
and do everything to protect themselves
from such dirt and their children too, That is,
instead of watching a documentary advert-
ised in this way, they will just turn off the TV,
so the author of the text should always re-
member the principle of communicative co-
operation of the addressee’s and addressee’s
interests, it is necessary to remember Maxim
Graca and read what means effective ways
of communicative cooperation, otherwise,
the prestige of the profession of journal-
ist will continue to fall after this, the ratings
of the program will decrease and the final con-
fidence of the audience will simply be eroded,
so do not forget that that the use of precedent
phenomena in a language game especially if
this definition of the phenomenon of ques-
tionable quality is fraught with lawsuits
to protect the dignity of business reputation.

True, some use the opposite of any
shock moment as a reason for the hype,
a reason to popularize themselves and we
want to show you an example of how such
a spin doctor strategy was used in the overall
program Maximum on the TV channel NTV
as-the voice-over version uses the attributive

nomination method, the journalist called
“coarucmra epynnet “lnusvku” — “Iotowjue
mpycv” — “solistka gruppy “Shpil’ki” — “Poy-
ushchiye trusy” — the soloist of the band “Stilet-
tos” — “Singing Panties”, he mentioned that
the band Singing Panties — “ITorouwjue mpyco!”
and the musicians and the producer of this
group decided to intellectually replay, the bul-
lies came up with an original transition,
the group’s soloists designed a new collec-
tion of women’s lingerie, here we see exactly
such an unusual continuation of the language
game, but in general modern journalists cer-
tainly need to remember that the older gener-
ation, unlike young people, has a certain im-
munity, because brought up by the ordinary
Soviet school and university, they continue
the tradition of Russian system disciplin-
ary knowledge, and if a person cannot resist
this nonsense, if he is young and in recent
years just a wave of information from the TV
screens and therefore young people are com-
pletely unprotected and they are formed mo-
saic culture that gives a lot of knowledge but
does not assume the presence of anythe scale
of value as axiological jackals, in fact, the new
generation cannot independently figure out
what is good and very often heard in the me-
dia space phrase “ecau 38é30v pasdesaromcs,
3Hauum, Imo komy-Hubyov HyxHo” —
undress means someone needs it”, teen-
agers start to repeat: and if one of the young
people; Parents and teachers explain that
this transformative precedent statement
is based on the text of Vladimir Mayakovsky
that most do not know about it and it turns
out that the work of Vladimir Mayakovsky
into the consciousness of young people be-
gins to associate exclusively with nude film
artists, on the screens and in the press, such
a switch happens if you summarize what we
mentioned above.

And so we note that the authors of me-
dia texts, bloggers and people who publicly

“if stars
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speak out are obliged to counter this trend
and in No. way undermine Russian culture
by their own efforts, and when it comes
in particular to the use of precedent phenom-
ena of language play of course - this problem
of incorporation is the unjustified inclusion
in the context of these precedents of un-
justified names of precedent phenomena,
turns a communication act into a language
game, lacking a meaningful and graphic
design. The problem of incorporation leads
us to the question of the justified and unjus-
tified use of precedent-setting phenomena
of the language game, the fact that by ap-
propriating the culture of the community,
the person attributes also its social and eth-
nic stereotypes, in this way, stereotyping ele-
ments are embedded generally in the nature
of the cultural community, and, to a cer-
tain extent, it suppresses the personal beha-
vior of the individual.

The linguistic identity has a lot of ready-
made statements, as a result, the writer cre-
ates the illusion of his own text, in this case,
we say, of course, not possessing the substitu-
tion of new knowledge in the finished speech
formula, and reproduction by the linguistic
personality of a foreign formula of foreign
content. The problems of language in mod-
ern media texts and in particular when speech
tries to exhaust itself in quotations from
nowhere and the vexation of the capricious
self of the speaker once again saying a com-
mon phrase or referring to a known situ-
ation not only refuse the authorship but also
deprive those who first came up, invented
an aphorism or a plot that uses. This is such
an interesting problem, of course the most
professionals are concerned but neverthe-
less that you see how many ready-made aph-
orisms, ready statuses in social networks;
right in these ready-made Russian quotes,
we mentioned that we live in an era of ready-
made word, and this is a trait of postmodern-

THUIIOAOT'HA M ITIPUMEHEHNE

ism and there is always juggling with ready
quotes, allusions, a reference to something
previously created.

We emphasize once again that in order
to use language game resources effectively,
you should always answer yourself a question
about the appropriateness or inappropriate-
ness of using, for example, precedent phe-
nomena in a language game.

There’s another decoding problem, so you
offered a language game to your listeners,
your viewers, your readers, and whether they
were able to decode the numbers that you
sent him, For example: in recent years people
with an analytical mind tend to draw conclu-
sions based on the analysis of facts, modern
TV journalists increasingly call as: Ayxaauc,
Kamenckuti, @andopun — Dukalis, Kamen-
sky, Fandorin it is all clear Fandorin hero
of the novel Akunin Dukalis and Kaminsky
these Russian characters of TV series, it all re-
flects the cinematic preferences of represen-
tatives of the new generation of Russian fans
of television series; but we did a small express
question and realized that the older genera-
tion does not always understand statements
with these precedent names out of context,
that is, people of a certain age may simply
not decode these precedent names, but then
the precedents Xoamc, ITponum, Iunkepmon —
Holmes, Pronin, Pinkerton) used in such
a minimized designation investigator, that
is, it is necessary to take into account gen-
der, age and social status, the person who
listens to you he may not understand what
the game may even be offended by and often
try to compliment erudition for your audi-
ence and cultural competence for his listen-
ers, the journalist finds himself in a situation
where readers, listeners and viewers can-
not decipher the received message and this
causes a communication failure, and it is also
important to stress once again the problem
of decoding, the problem of incorporation
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and unconditional ethical aspects of the use
of, inter alia, case names in the language game
and other ways of creating a language game,
that is, we once again want to emphasize that
the use of names: the function of offensive
nicknames, Tragically tragedies, language
consciousness desacralization, derogatory
can all lead to communicative failures when
using precedent phenomena in media texts.

Conclusion

It was proposed the definition of the lan-
guage game as a non-standard creative use
of any language units to create witty state-
ments, including comic ones. The techniques
of language play make it possible to achieve
the main principles of media text creation:
to achieve maximum expressiveness within
a minimal text segment.

Examples from various television media
texts were given by us, it was obvious that ag-
gressiveness as one of the leading discursive
features of the genre system of media texts,
which often leads to the violation of commu-
nicative and stylistic norms in media texts
(the problem of incorporation, the problem
of decoding, the problem of stereotyped
speech behavior of the journalist), as well

as ethical standards (using names as offensive
nicknames; the travesty of tragic situations,
“massaging desacralization
of modern Russian linguistic

The results of many years of observa-
tion of the development of language play
in the language of Russian television media
texts indicate the following observations.

1. The entire set of playful means is con-
tinuously enriched both by acquiring newer
resources and by combining existing ones,
indicating that language play in the language
of contemporary Russian television media
texts is a dynamic phenomenon.

2. Meanwhile, the settings for expressive-
ness also have a flip side: language play ac-
quires the features of pretentiousness and, at
times, of negligence. Exceeding the threshold
of the addressee’s competence, as well
as the violation of ethical and aesthetic norms
can lead to communicative failure.

3. The prevalence of orthographic games
in the language of texts of Russian televi-
sion media, on the one hand, is consistent
with the tendency to the constant search
for ever new techniques of attracting atten-
tion, on the other hand - refutes the install-
ation on the inviolability of orthographic

strawberry”,

norms.

Awuteparypa
1. I'puduna T.A. SI3bIKOBast Urpa: CTEpPeOTHI U TBOpUecTBO. Exarepuubypr: Ypaa. roc. mea.
yH-T, 1996. 78 c.
2. 3emckas E.A. CoBpemennbiit pycckuit s3bik. CAoBoobpasoBanue: y4ue6. mocobue. M.:
®aunTa: Hayka, 2005. 328 c.
3. Kaiida A.I' CruAMCTHKA TEKCTA: OT TEOPUH KOMIIO3ULMU — K A€KOAMpoBaHuio. M., 2004.
208 c.
4. Kauarosa HU.H., Ilempywuna M.B. IlperiepaeHTHBI TeKCT KaK HCTOYHUK S3BIKOBOM
urpsl B sizbike CMI // Hayunble u yueOHble TeTpapu Bsicmreit mkoast TeaeBupeHns MI'Y
uM. M.B. Aomonocosa. Terpapb 2. M.: Aaropury, 2010. C. 55-62.
S. MyAbTuUMeAMiTHASL JKYPHAAUCTHKA: y4eO. AAst By3oB / mop obmr. pep. ATl Kauxaesoi,
C.A. llomosoit; Har. uccaea. yH-T «Bbicmas mkoaa sakoHOoMuKEH>». M.: M3a. pooM Beicmeit
IIKOABI 9KoHOMUKH, 2017. 413 c.
6. Galizzi M.M., Navarro-Martinez D. on the external validity of social preference games:
a systematic lab-field study. Management Science. 2017.



Moxamens Aabcapur Xamua Myca, bazanosa A.E. 127

S3pikoBas urpa B COBpEMEHHbBIX pOCCHﬁCKHX TEACBHU3MOHHDBIX MEANATCKCTAX:
THUIIOAOT'HA M ITIPUMEHEHNE

7. Goddard C. Semantic Analysis — a Practical Introduction. Revised 2nd edition. Oxford:
Oxford University Press, 2011. P. 123.

8. Stenros J. The Game Definition Game: a Review. Games and Culture. 2016.

9. Tleubayev S., Tleubaeva B., Shagitova G., Turdieva A. The problem of game’s aesthetics
in the western philosophy of XVIII-XIX centuries. In XCI International Research and Practice
Conference “Cultural and historical heritage in the content of a modern outlook formation”
London, Great Britain, 2014. Pp. 31-37.

10. Juan Quilez. Le Chatelier’s Principle a Language, Methodological and Ontological
Obstacle: an Analysis of General Chemistry Textbooks // Science & Education. 2021.
Pp. 1253-1288.

References

1. Gridina T.A. (1996) Yazy'kovaya igra: stereotip i tvorchestvo [Language game: stereotype
and creativity]. Yekaterinburg: Ural State Pedagogical University. 78 p. (In Russian).

2. Zemskaya E.A. (2005) Sovremennyj russkij yazy k. Slovoobrazovanie [Modern Russian lan-
guage. Word formation]. Moscow: Flint: Science. 328 p. (In Russian).

3.Kaida L.G. (2004) Stilistika teksta: ot teorii kompozicii — k dekodirovaniyu [Stylistics of the text:
from the theory of composition to decoding]. Moscow. 208 p. (In Russian).

4. Kachalova LN., Petrushina M.V. (2010) Precedentnyj tekst kak istochnik yazy'kovoj igry’
v yazy ke SMI [Precedent text as a source of language play in the language of mass media].
Scientific and educational notebooks of the Higher School of Television of Lomonosov Moscow State
University. Notebook 2. Moscow: Algorithm. Pp. $5-62. (In Russian).

S. Kachkaeva A.G., Shomova S.A. (ed.) (2017) Mul timedijnaya zhurnalistika [Multimedia
journalism]. Moscow: Publishing House of the Higher School of Economics. 413 p. (In Rus-
sian).

6. Galizzi M.M., Navarro-Martinez D. (2017) on the external validity of games with social
preferences: a systematic laboratory study. Management science.

7. Goddard S. (2011) Semantic analysis — a practical introduction. Revised 2nd ed. Oxford:
Oxford University Press. P. 123.

8. Stenros J. (2016) Definition of the Game Game: Overview. Games and culture.

9. Tleubaev S., Tleubaeva B., Shagitova G., Turdieva A. (2014) The problem of aesthetics
of the game in Western philosophy of the XVIII-XIX centuries. XII International Scientific
and Practical Conference “Cultural and historical heritage in the content of the formation
of a modern worldview>. London, UK. Pp. 31-37.

10. Juan Quiles (2021) The Le Chatelier principle is a linguistic, methodological and on-
tological obstacle: Analysis of textbooks on general chemistry. Science and education.
Pp. 1253-1288.



