
The Language of
Gaming

Astrid/Ensslin

palgrave
macmiUan



Contents

List ofFigures and Tables vii
Acknowledgements viii
List ofAbbreviations ix

1 Introduction 1
1.1 Videogames and gaming as industry, academic discipline,

culture and social activity 1
1.2 Researching the language of gaming 4
1.3 The structure of this book 8
1.4 Choice of games and methodology 10

2 Approaches to Discourse Analysis 13
2.1 Introduction 13
2.2 Types of discourse analysis 15
2.3 Applying discourse analysis to videogames and gaming 25

3 Games and Language 26
3.1 Introduction 26
3.2 Videogames: between rules and texts 29
3.3 The culture of gaming 31
3.4 The gaming industry 33
3.5 Ideological videogame criticism 35

4 Genres, Macrostructures and Textuality 41
4.1 Introduction 41
4.2 Videogame genres 42
4.3 Ludic and textual macrostructures 47
4.4 Intertextuality, intermediality and interdiscursivity 53
4.5 Transmediality and transmedia storytelling 56
4.6 Paratextuality 58
4.7 Case study: Final Fantasy XL 60

5 Words and Meanings 64
5.1 Introduction 64
5.2 Gamer language: jargon or slang? 65
5.3 Word formation processes 69
5.4 Metaphors we play by 74
5.5 Case study 1: Frequency, keyness and use - a corpus study

of gaming discourse 76

v



vi CONTENTS

5.6 Case study 2: The lexical construction of gender in World
ofWarcraft and Diablo 84

6 The Linguistic Pragmatics of Gameplay 87
6.1 Introduction 87
6.2 Speech acts and their grammatical manifestations 89
6.3 Conversational interaction 96

7 Metaludic Discourses 105
7.1 Introduction 105
7.2 Gamer identity: presupposition and discourse 106
7.3 Gamer discourses 108
7.4 Case study: Mediatising Grand Theft Auto — hype

and moral panic 113

8 Gaming and Multimodality 117
8.1 Introduction 117
8.2 New media, videogames and multimodal analysis 121
8.3 Haptics, interactivity and immersion 124
8.4 Multimodality and paralanguage in gamer discourse 126
8.5 Multimodality in video games: interface semiotics,

metadiscourse, ideology 130
8.6 Case study: The multimodal construction of racism and

linguicism in Black and White 2 137

9 The Narrative Language of Videogames 142
9.1 Introduction 142
9.2 Fictional worlds and ‘narrative’ structures 143
9.3 Playing ‘with’ the rules: artistic hybridity and ‘literary’

videogames 150

10 Conclusion 158

Notes
Glossary
Bibliography
Index

161
167
176
200


	Inhaltsverzeichnis
	[Seite 1]
	[Seite 2]
	[Seite 3]


