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Ne | Opurunan (EN-US) Iepeson (RU)

Wordplay is about how games and their SI3bIKOBast UTPa — STO TO, KaK UIPHI U

surrounding texts participate in a process | cBs3aHHbIE C HUMH TEKCThI YYaCTBYIOT B

by which meanings are created, npoiiecce, MoCPEICTBOM KOTOPOIro

identifications are built, ideas are CO3JIAI0TCS 3HAUCHHUSI, CTPOSITCS

circulated, and persuasion is attempted. UIeHTU(HUKAIIMH, PACTIPOCTPAHSIOTCS HIEH

Wordplay uses the tools of rhetorical U IPEANPUHUMAIOTCS MOMBITKH YOEXKICHHS.

analysis to better understand the discourse | SI3pikoBast Urpa MOJIB3YETCS

of games and the impact they have on the | uacTpymenTamu puropudeckoro aHaimsa

structure of the game industry. A better JUISL JTy4IIEro MOHUMAHUS JUCKYpCa UIp

understanding of what is at stake in the WX BJIMSIHUS Ha CTPYKTYPY HTPOBOI

sociocultural systems at work in video unaycrpun. Ecnu mydiie pazoOparbcest B

games offers benefits to scholars, TOM, YTO CTOUT Ha KOHY B

developers, and players. Wordplay COIMOKYJIbTYPHBIX CHCTEMaX, PabOTAIOIIIX

facilitates better mapping of the discourse | B Bumeourpax, To 3TO IPHHECET MOJIB3Y

of games and how words, design, and play | ydeHbim, pa3paboT4rKkaM U UTPOKaM.

help explain the ways in which games are | SI3pIkoBast UTpa XOpOIIO PEIIPE3CHTUPYET

designed, played, and viewed culturally. UTPOBOI TUCKYPC U TO, KaK CJIOBA, AU3aWH U

This chapter focuses on developing the Urpa MOMOTaI0T OOBSICHUTD, KaK UTPhI

background in rhetorical analysis and pa3pabaThIBAOTCS, KAK B HUX MIPAIOT U KaK

game studies necessary to show how the OHH PacCMaTPUBAIOTCS B KYJIbTYPHOM

concept of wordplay aids analysis and wiaHe. B 3To# r71aBe OCHOBHOE BHUMAaHHUE

understanding of video games. YICIACTCS PA3BUTHIO OCHOB PUTOPHYECKOTO
aHaJM3a ¥ UCCIICIOBAHUI U,
HEOOXOJMMBIX JJIsl TOTO, YTOOBI TIOKA3aTh,
KaK KOHIICTIIIUS SI3BIKOBOM UTPBI TOMOTACT
aHaJIM3y ¥ IOHUMAaHHIO BUICOUTP.

GAME STUDIES UccnenoBanus urp

Looking to game studies for examples of | OGpareHue Kk HcCIea0BaHUAM HUIP 3a

theoretical and critical analysis offers an IpUMEpPaMHu TEOPETUIECKOTO

opportunity to refi ne the application of KPUTUYECKOTO aHAJIH3a JIAeT BO3MOYKHOCTh

the tools of rhetoric to video games and YCOBEPILECHCTBOBAThH IPUMEHEHUE

illustrates why developing wordplay is MHCTPYMEHTOB PUTOPUKH K BHJCOUTPAM H

necessary. OTpaxkaeT HeOOXOMMOCTh Pa3BUTHS UTPhI
CIIOB.

= | There are four key pieces to reviewing this | O630p 1aHHOTO HCCIETOBaHHUS COCTOUT H3
L‘é’ research. YETBhIPEX KIFOYEBBIX (PAKTOPOB.

First, an overview of methodological
approaches in game studies illustrates the
lack of established methods in the fi eld
and elements of video games that are
necessary to consider in the development
of wordplay.

Bo-nepBbix, 0030p METOI0IOTHYECKUX
MIOAXOJO0B B UCCIICIOBAHUSIX U
ITOKA3bIBAET OTCYTCTBHE ONPEIEIECHHBIX
METOJIOB B 3TOH 00J1aCTH UCCIIEOBAHUS U
3JIEMEHTOB BUIEOUTD, KOTOPBIE
HE00XO0IMMO YUYHUTHIBATh MPU
pa3BepTHIBAHUU S3BIKOBOI UTPBI.




Second, a discussion of games as process
develops the background needed to
address the special status of games as
objects comprised of both meaning and
doing.

Bo-BTOpHBIX, 00CYXKICHHE UTP KaK TMpoIiecca
pa3BUBAET MPEANOCHUIKH, HEOOX0AUMbIE
JUTSL PACCMOTPEHHUS 0COOOTO CTaTyca UTp Kak
00BEKTOB, COCTOSIINX KaK U3 3HAYEHUS, TaK
M U3 ICUCTBHUA.

Third, a handful of studies that use
elements of rhetoric to analyze games
demonstrate where the combination of fi
elds currently stands and how much
wordplay can add to rhetoric and game
studies.

B-TpeTbuX, HUKOTOPBIE UCCIEN0BAHNUSA, B
KOTOPBIX UCIOJIb3YIOTCS JIEMEHTBI
PUTOPHUKH Ul aHAJIM3a UID,
JEMOHCTPUPYIOT, B KAKOM COCTOSIHUHU B
HACTOsIILIee BpeMsI HAXOAUTCA KOMOUHAIUS
o0acTel nccieaoBaHus BUJICOUTD, U
HACKOJIBKO A3BIKOBAsl UIPAa MOXKET
COOTHECEHA C PUTOPUKOU U
HCCICIOBAHUAMM UTP.

Finally, examples of projects that could be
enhanced by the addition of a rhetorical
perspective, yet do not necessarily claim
it, show how wordplay can enrich existing
studies of games.

Hakownen, npumepsl paboT, KOTOpbIE MOTYT
OBITH YIYUIICHBI 32 CYET PACCMOTPEHUS C
TOUYKH 3PEHUS PUTOPUKH, IIPH 3TOM HET
HEOOXOJMMOCTH YTBEPXKAATh, KaK S3bIKOBAS
MO>KET pa3HOOOPa3UTh CYIIECTBYIOIINE
UCCIICTOBAHUSI UT.

Ao03anr

As an emergent area of study, the analysis
of games does not yet have established
methods upon which to rely in the
criticism of texts.

Kak 3apoxmaromasicst 001acThb
WCCJICJIOBAHMS, aHAIU3 WP CIIe HE UMEET
YCTOSIBITUXCS METOJIOB, HA KOTOPBIE MOXKHO
OBLII0 OBI ONMUPATHCS MPHU OILICHKE TEKCTOB.

Further complicating things is that game
studies is like a collection of pieces rather
than a clear, stand-alone discipline.

Emie GompInie ycrnokHSIET CUTYaIUIO TO, YTO
W3YUYEHUE UTP Pa3pO3HEHHO U HE
npecTaBisieT co00il YeTKyto,
CaMOCTOSATENIbHYIO TUCIUTLIINHY .

Because of this, research generally
borrows existing methodologies from
other places, which are then applied to
games.

[To »Toii npuyMHE UCCIeI0BaHUs OOBIYHO
3aMMCTBYIOT CYLIECTBYIOLIME METOIOJIOTUH
U3 JPYTrux o0nacteit u 3aTeM NPUMEHSIOT X
B U3YUYECHUU UTD.

This dynamic may change as more is
published in the fi eld, but some scholars
have addressed ways in which games
should be analyzed systematically.

Orta CUuTyauusa U3MEHACTCA 110 MEPE TOTO,
KaK B 9TOH 00JIACTH MOSIBIISIETCS OOJIBIIE
MyOJIUKalui, pU 3TOM HEKOTOPbIE YUEHbIE
PacCMOTPHUBAIOT CITOCOOBI
CHCTEMAaTHYEeCKOTO aHaJN3a UTp.

Jesper Juul analyzes the dynamics of
computer games, arguing that the formal
rule systems of games and programs make
them diff erent than traditional narratives.

Tax Hecnep FOyib aHanmuM3upyeT TMHAMUKY
KOMIIBIOTEPHBIX UTP, YTBEPKIasi, YTO
cucTeMbl (POPMATIBHBIX MPABHII UTP U
MpOrpamMM OTIMYAIOT UX OT TPAJAULIHOHHOTO
HappaTuBa.

In discussing analysis of games, Espen
Aarseth outlines three keys: study of game

PaccmarpuBas ananus urp, Ocrien Opcet
BBIJIETISICT TP KIIIOYEBBIX MOMEHTA:




design, rules, and mechanics; observation
of others; and playing the game as part of
research.

H3y4EHHUE I'eiM Au3aiiHa, IPaBul U
MEXaHUKH, HaOJIIOJICHHE 32 IPYTUMHU U
IIOIPY’KEHHUE B UTPY KAK 4acCThb
HCCIIEI0BaHUS.

These criteria are quite broad, which
makes them flexible enough for many
different projects.

OTU KPUTEPUU TOCTATOYHO THOKHE, UTO
MO3BOJIET UX IPUMEHSITh BO MHOYKECTBE
JIPYTHUX pa3InYHbIX HAYYHBIX PalboT.

Mia Consalvo and Nathan Dutton refi ne
these approaches, advocating four
categories for qualitative analysis of
games: Object Inventory, Interface Study,
Interaction Map, and Gameplay Log.

Mua KoncansBo u Haran /IaTTOH yTOYHSIOT
9T NIOAXO/BI, BBIIEIAA YEThIPE aCleKTa
KAa4eCTBEHHOT'O aHaJIM3a UIp:
Kkiaccu(ukanus oObEKTOB, U3yUECHUE
uHTepdeiica, KapTa B3aUMOACHCTBUS U
’KypHaJI UITPOBOTO MPOLIECCa.

Each of the three articles is useful, but
they are aimed at identifying aspects of a
game one should investigate rather than
providing a clear way to engage in
analysis.

Kaxast u3 Tpex craTeil IMeeT CBOIO
IICHHOCTbh, OJTHAKO OHM HaIleJICHBI Ha
OIpe/ICTICHUE aCTIEKTOB UCCIICIOBAHUS HIP,
a HE CTPYKTYPHPOBAHHUE CITOCOOOB
IPOBE/ICHUS aHAITU3A.

IAO3arx

One of the ways many game scholars have
worked around the lack of established
methodology is by importing approaches
from other disciplines.

O,Z[HI/IM M3 BAPHAHTOB, KOTOPbIM MHOI'MC
HCCJICAOBATCIIN UT'D IBITAJIMCH BBINTH U3
CUTyalluu C OTCYTCTBUCM KOHKpCTHOﬁ
MCTOAOJIOInu — 3aMMCTBOBAHHUC I1IOAXO0A0B
U3 ApyIrux JUCLHUIIINH.

Mia Consalvo uses Gerard Genette’s idea
of paratexts, the texts surrounding a
primary text, to analyze cheating in
games.

Omnupasice Ha unero Kepapa XKenerra o
MapaTekcTax, TEKCTax, OKPYKAIOIINUX
OCHOBHOH TekcT, Mua KoncannBo
aHAIM3UpyeT (PEHOMEH YNTEPCTBA B UTPAX.

Consalvo found that players have different
conceptions of what constitutes cheating
and that a player’s personal definition
shapes how they engage in play.

KoHcanbBo BbIsSICHUIIA, UTO Y UTPOKOB
pa3HbI€ IPEICTABICHUS O TOM, UTO
npeacTaBisieT co00il YNTEPCTBO, U YTO
orpeziesieHue JIMYHOCTU UTPOKa OIpeesieT
€ro BOBJICYEHHOCTH B UTPY.

She contends that increasing amounts of
information about games have moved
from “a trickle to a torrent” and that those
texts all play “a role in shaping our
experiences of gameplay—regardless of
the actual game itself.”

Omna yTBepkJaeT, 4To Bce Ooblie
nH(popMaIMy 00 UTpax «BBUIMIIOCH U3
MaJIeHbKOI'0 pyuYeiiKa B OTPOMHBII IIOTOKY,
BCE€ T TEKCTHI UTPAIOT «CBOIO POJIb B
(hopMHUPOBAHUN HAILIETO UTPOBOTO OIBITA —
HE3aBHCHMO OT CaMOMW UTPBI».

Nick Dyer-Witheford and Greig de Peuter
fi nd their inspiration elsewhere, using
ideas from Empire as a theoretical frame
for the analysis of the sociocultural factors
surrounding the production of games,
leading them to examine issues like the

Huxk [aitep-Yutedpopa u I'peiir ne Iloiitep
YepraroT BIOXHOBEHHUE B IPYTOM MECTe,
OCHOBBIBASICh Ha MJIESAX U3 KHUTH
«MImnepuny, HanMcaHHOM puocopamu-
MOCTMApPKCHUCTaMH, B Ka4eCTBE
TEOPETUYECKON OCHOBBI [T aHAIN3a




real world labor of gold farmers in online
games.

COLMOKYJIBTYPHBIX (PaKTOPOB, CBA3aHHBIX C
MIPOU3BOICTBOM UTP. DTO MPUBOJUT UX K
MCCIIEZIOBAaHHIO TAKUX BOIPOCOB, KaK
paccMOTpeHHE peabHOTO TPyAa Kak
cpeacTBa 100bIYM UTPOBOM BATIOTHI B
OHJIAWH-UTPaAX.

Both of these projects borrow from
existing modes of analysis, which shapes
the kinds of questions asked and the
results likely to be found.

O6a 3Tux uccienoBaHus OCHOBBIBAIOTCS Ha

CYILLIECTBYIOIIUX METOAaX aHaJIN3a, KOTOphIe
(hOpMUPYIOT TUIIBI 3a/1aBa€MBIX BOIIPOCOB U

OKUJJaeMbl€ Pe3yJIbTaThl.

Rhetorical analysis offers both the
flexibility and critical force to attend to
many of the ways in which texts function.

Putopuueckuii aHanu3 npeasiaracT Kak
THOKOCTb, TAK U KPUTUYECKYIO CHITY, C

L CIIBIO O6paTI/ITI) BHUMAaHHUEC HAa MHOTI'HC
crnoco0b! (PYHKIIMOHUPOBAHUS TEKCTOB.

In so doing, wordplay adds a
complementary, necessary resource for
those seeking to analyze games and
provides another surface for rhetoricians
to analyze.

Takum oOpa3om, S3bIKOBasi UTpa 100aBIIET
JOTIOTHUTEIHHBINA, HEOOXOUMBIN pecypc
JUISL T€X, KTO XOUET aHAIIM3UPOBATh UTPbI, U
IIPENOCTABISET €UIe OJHO MOJACIOPhE IS
aHaJIM3a PUTOPUKAM.

Rhetorical analysis fuels the development
of different questions and, when expressed
in wordplay, helps us understand video
games and why they matter, especially
when considering questions about words,
design, and play.

Putopuueckuii aHanu3 MoAMUTHIBAET
Pa3BUTHE PA3JTMYHBIX BOIPOCOB U, KOTIa OH
BBIPAXKAETCS B I3BIKOBOM UTPE, TOMOTAET
HaM IOHATh BUJACOUTPHI U UX 3HAUYCHHUE,
0COOCHHO TIPU PACCMOTPEHUU BOIIPOCOB O
CJIOBax, IU3aliHE U CAMOM UIpE.

While Consalvo, Dyer-Witheford, and de
Peuter focus on the processes and texts
surrounding games, Alex Galloway and
lan Bogost argue that we must not lose
sight of the special status of games as
actions or procedures.

B 10 Bpems kak Koncaneso, [laiiep-
Yurdopa u ne [loiitep cocpenoTaunBaroTcst
Ha IIPOLIECCAX U TEKCTAX, CBA3aHHBIX C
urpamu, Aiekc I'amioyaii u Sx borocr
YTBEPKAAIOT, YTO MBI HE JOJDKHBI YITyCKaTh
U3 BUY O0COOBIN cTaTyc Urp Kak JeHcTBUH
WJIH ITPOLIECCOB.

Galloway argues that games are special
because they only come into being when
they are played.

[Mmoysit TOBOPUT, 4TO UTPHI 00Ta1A0T
0COOEHHOCTBIO — OHH CYIIECTBYET TOJIBKO
TOrJ1a, KOraa B HUX UT'paroT.

He contends that gaming is a process of
both “meaning and doing.”

On MNOAYCPKUBACT, UTO UI'Pa — 3TO IMPOLCCC
KaK «CMBICJIa, TaK U JIEHCTBHS.

For Galloway, games are actions that
depend on the execution of software that
exists “when enacted.”

[To MHeHuro ['3m10y351 UTpBI — 3TO
NENCTBHS, KOTOPBIE 3aBUCAT OT pabOThI
MIPOrpaMMHOTO o0ecrieueHus, paboTaoIero
«KOTI'J1a OHO UCIIOJHSETCSI.

Galloway posits that games are distinct
from other forms of media, as the activity

I'smmoyait yTBEpKIaeT, 4TO Urphl
OTJIIMYAIOTCS OT ApYTux GopM mMenua,




of gaming “only ever comes into being
when the game is actually played.”

IIOCKOJIbKY UI'POBast J€ATEIbHOCTh
«BO3HHUKAET TOJIBKO TOTJA, KOT1a B UTPY
JEHCTBUTEIILHO UTPAIOTY.

In line with Galloway’s position, lan
Bogost advances a conception of
procedural rhetoric, which is the most
established method of game studies
analysis predicated on a rhetorical
approach.

B cootBercTBUM ¢ o3unuen ['mioyas SAn
Bboroct pa3BuBaeT KOHIIECTIIIHIO
MPOIIECCYaTbHON PUTOPHKH, SBIISIOIIYIOCS
HanOoJiee MPU3HAHHBIM METOI0M aHaJIN3a
WCCJICIOBAaHUI UTP, OCHOBAaHHBIM Ha
PUTOPHYECKOM ITOIXO/IE.

Bogost defi nes procedural rhetoric as “a
practice of using processes persuasively.”

Boroct onpenenser npoueccyaabHyIO
PUTOPUKY KaK «IIPAKTUKY YOSTUTEIHHOTO
WCTIOJIb30BAHUS TPOLIECCOBY.

He argues that, in video games, “the main
representational mode is procedural, rather
than verbal,” which necessitates
developing a mode of procedural rhetoric
to address texts that are not spoken or
written in a conventional sense.

OH yTBep>KIIa€T, YTO B BUJICOUTPAX
«OCHOBHBIM PEIPE3EHTATUBHBIM CIIOCOOOM
SIBJIIETCS IPOLIECCYaJIbHBIN, a HE
BepOANIbHBINY, UTO TpeOyeT pa3paboTKu
IpOLIECCyaabHON PUTOPUKH Ul aHAIIU3a
TEKCTOB, KOTOPbIE HE IPOU3HOCATCS U HE
IUIIYTCS B OOIIETIPUHATOM CMBICIIE.

Inspired by his descriptions of rhetoric, he
contends, “Following the classical model,
procedural rhetoric entails persuasion—to
change opinion or action.

B0XHOBIIEHHBIN CBOUM ONUCAHHEM
PUTOPHUKH, OH TOBOPUT: «Crenys
KJIACCUYECKOIl MOJIeNH, IpoLeccyanbHast
pPUTOpUKA BIIEYET 3a COOON yOeKIeHHE —
TIOMEHSATh MHEHHE HJIH JCHCTBHE.

Following the contemporary model,
procedural rhetoric entails expression—to
convey ideas effectively.”

Crnenysi coBpeMeHHOI Mozeny,
IpoleccyaibHas pUTOPUKA BIEYET 3a COOOM
BbIpakeHHe — ¢ (eKTUBHAS Nepeaya
MBICIIEW.

To this end, a key take away from his
argument is that “video games make
claims about the world.

B cBsI3u ¢ 3TUM KIIIOUYEBBIM BBIBOJIOM U3 €T0
IMOJIOKEHUS ABJIACTCA TO, YTO «BUACOUTPBI
OPpCABABIAIOT NPETCH3UH HA MUP.

But when they do so, they do it not with
oral speech, nor in writing, nor even with
images.

Ho nenaroT 3T0 HE YCTHOM peybto, HE
MMCbMEHHOM U Jjake He 00pa3HOH.

Rather, video games make argument with
processes.”

[To OosplIelt YaCcTH UTPBI AETAIOT 3TO
IpoLeccaMm».

Procedural rhetoric seeks to analyze how
games use processes to “dictate how
actions can and cannot be carried out” and
how those processes persuade players.

[IpoueccyanpHas puTOpUKa CTPEMUTCS
MIPOAHATN3UPOBATh, KaK UTPBI UCTIOJIB3YIOT
MPOIECCHI, YTOOBI «IUKTOBATh, KaK
JIeCTBUSL MOTYT M HE MOTYT OBITh
BBITIOJTHEHBI», U KaK 3TU IIPOLECCHI
yOeX1at0T UTPOKOB.




Both Galloway and Bogost are invested in
the ways in which the structure and
processes of games are different than other
forms of media, which requires revising
analytical methods designed for other
media formats.

N l'annoysii, u boroct HacTauBaroT, 4TO
CTPYKTYpPa U MPOLIECCHI UT'P OTIUYAIOTCS OT
apyrux (GopM Menua, B CBSA3U C 3TUM
TpeOyeTcs MepecMOTp aHATUTHIECKUX
METOIOB, pa3pabOTaHHBIX I JPYTUX
MeanahopMaToB.

Although attention to structures and the
notion of procedural rhetoric is quite
useful in analyzing video games, there are
two key limitations of this approach.

XO0Ts BHUMaHHE K CTPYKTYPaM U IMOHSITHIO
IpOoIleCcCyaTbHON PUTOPHKH BEChMa
3(PEeKTUBHO MPU aHAITHM3E BUICOUTD, Y
3TOTO TMOX0/Ia €CTh JIBa KIFOYEBBIX
OTpaHUYCHUSI.

First, isolating procedures from other
elements of discourse is problematic.

Bo-niepBbIx, mpo0IeMaTUIHO OTICIUTh
IIPOLECCHI OT IPYTUX JIEMEHTOB JUCKYpCa.

Just as Galloway and Bogost contend that
video games cannot be fully understood
without analyzing their processes, one
must also analyze the context and forces
shaping those procedures.

U I'snnoysii u boroct yTBep»KIaaroT, 4TO
BUJICOMTPBHI HEJIb35 TIOJIHOCTHIO MOHATH O€3
aHaJIM3a UX IPOLECCOB, HEBO3MOKHO HE
aHAJM3UPOBATh KOHTEKCT U (PaKTOPHI,
(hopMHUPYIOIIINE ITH MTPOIIECCHI.

Although something like the specific chat
channels or means of communication
enabled or disabled by a video game could
be considered an aspect of its procedural
rhetoric, the discourse in those channels

HeCMOTpH HaJIM4YHEC OIIPCACIICHHBIX KaHAJIOB
qaTa Wi CpeACTB KOMMYHUKAIINH,
MpEAYCMOTPCHHBIX UJIA HE
MpEeaAYyCMOTPCHHBIX BHHGOHFpOﬁ, HX MOXKHO
CUHUTATh aACIICKTOM HFpOBOfI

g may be quite similar to traditional reading | mporeccyanbHOI PUTOPHKH, TUCKYPC B ITHX
< | and writing. KaHaJIaX MOKET COOTHOCUTHCS C
MPUBBIYHBIM YTCHUEM H IIHCHMOM.
There are also dynamics inside and Ectb Takke MOJIe)Ib B3aUMOICHCTBHS
outside of the game that can shape how it | BHyTpu U BHE HIpbI, KOTOPast MOXKET BIHSIThH
is played, from Dragon Kill Points (DKP) | Ha TO, KaKk urpath B UIpy, HAYHHAS OYKAMH
to the clothes players choose to wear in yowuiictBa npakona (DKP - nparon kusmn
games or the presentation of race in Grand | mouHTC (aHTJ1.)), 3aKaHYKUBAs OJICHKIOH,
Theft Auto. KOTOPYIO UTPOKU BBIOMPAIOT B UIpax, WIN
nemoHctpanuei rouku B Grand Theft Auto.
Procedures in games are not conceived in | IIporecchl B Urpax He HaXOAATCS B
a vacuum, which means that it is BaKyyMe, a 9TO 3HAYUT, YTO BaKHO
important to look both at and beyond CMOTpPETh KaK Ha HHUX, TAK U 32 UX MPECIIbl.
them.
Wordplay fills this gap by focusing on SI3pIKOBAs UTpa 3aMOJHSIET ATOT MPOOET,
both the procedures within games and the | cocpenoTaunBasich kak Ha mporeccax
elements surrounding them. BHYTPH UI'P, TaK U Ha OKPY’KAIOLINX HX
JIIEMEHTaX.
2 Separately, one could read Bogost’s OTaenpbHO MOXXHO pacCMaTPUBATh MOIXO]]

approach to procedural rhetoric as a

borocTa k nporieccyanbHONH pUTOPUKE KaK




secondary text that reshapes how games
are designed.

BTOPUYHOI'O TEKCTa, KOTOPBIN
MIEPEOCMBICITUBACT Pa3pabOTKy UIP.

Bogost presents a rearticulation of what
games do, altering the structure of future
processes.

Boroct roBopuT 0 U3MEHEHUU TOTO, YTO
JIEJIal0T UTPBI, MEHAS CTPYKTYPY OyayLIux
IPOILIECCOB.

In effect, if his analysis is successful in
changing how games are designed, his
work is a demonstration of the rhetorical
force of both texts beyond a game and
processes of a game.

ITo cyTu, ecnu ero aHanu3 yCIEIIHO MEHSET
TO, KaK pa3padaThIBalOTCS UTPHI, €ro paboTa
SIBJISIETCS IEMOHCTPALUEN pUTOPUYECKOM
CHUJIbI KaK TEKCTOB, BBIXOJSIINX 332 PAMKH
WTPBI, TAK U UTPOBBIX MPOLIECCOB.

Ao03arg

Second, Bogost contends that “[v]ideo
games have the power to make arguments,
to persuade, to express ideas.

Bo-BTopbix, borocT yrBep:xaaeTt, 4to
«[B]uaeourpsl ciocoOHbBI MPUBOAUTH
apryMeHThI, YOeKIaTh U BHIPAXKATh MBICIIH.

But they do not do so inevitably” and
gives “the name persuasive games to
videogames that mount procedural
rhetorics effectively.”This pair of
statements is incompatible with the big
rhetoric approach embedded in wordplay,
which holds that all games are persuasive
and they are inevitably so.

Ho oHu He menarot 3TOro HEU30CKHO» U
MIPUCBANBAIOT «TAT YOCIKIAIOUTUX UT'P
BUJICOUTPAM, B KOTOPBIX 3PPEKTUBHO
HCIIOJIb3YETCS MPOIeCcCyaabHasi pPUTOPUKAY.
OTH J1Ba YTBEPKACHUS IPOTUBOPEYAT
OOJIBIIIEMY PUTOPHYECKOMY MTOAXOY,
3QJI0KEHHOMY B SI3bIKOBOM UI'pE€, KOTOPBIN
YTBEP)KJIaeT, YTO BCE UTPhI YOS TUTEIBLHBI
HEU30€KHO TAKOBBIMU SIBJISIOTCS.

Structure and design are special parts of
games that require attention, but they are
not the only part of games to analyze, just
as they are a part that must not be
neglected in analysis.

CrpykTypa 1 1u3aitH — 0coObI€ YacTu Urp,
TpeOyroIIre BHUMAaHUS, HO 3TO HE
€MHCTBEHHAsI YaCTh UTP, KOTOPYIO HY>KHO
aHAJIM3UPOBATh, TOUYHO TaK )K€, KaK U Ta
4acTh, KOTOPOU HENb3s IpeHeOperaTh Mpu
aHaJuse.

Whether or not games are successfully
persuasive or to what ends they persuade
is secondary, but all games are persuasive
in some way.

VYcnenHo v urpsl yOeKAaroT UK B KaKUX
[ENSIX OHU YOEKIAI0T — BTOPOCTETIEHHO, HO
BCE UTPHI B TOW UM HHON CTETIEHU MOTYT
yOeXK1aTh.

Whether the persuasion is to buy the
game, play the game in a manner that is
rewarded with a patch, follow a given
narrative, use the game as a surface to
bond and identify with one’s father,
absorb the capitalist lessons of Animal
Crossing or the political messages in Tax
Invaders, all games are persuasive.

Bac moryTt yoeauTs KynuTh Urpy, Win
UTPaTh B UTPY TaK, YTOOBI MOTYyUUTh
BO3HAarpa)xJIeHue HOBOM HAIIMBKOM,
CJIEA0BATh 3aJaHHOMY ITIOBECTBOBAHUIO,
HCIOJI30BATh UTPY KAK CPEACTBO VIS CBSI3U
Y UACHTU(DUKAIINH CO CBOUM OTIIOM,
YCBOUTH YPOKH BeJieHHsI KanuTana B Animal
Crossing Uy MOIUTUYECKHE TTOCHUTHI B Tax
Invaders. Tak uiu uHaYe — BCe UTPHI MOTYT
yOexaaTh.




Ao03anx

A handful of other scholars have also
sought to employ the tools of rhetoric to
analyze elements of games.

HekoTopsie npyrue y4eHble Takxe
CTPEMUJIMCH UCIIO0NIb30BaTh UHCTPYMEHTHI
PUTOPHUKH I aHAJINU3a 3JIEMEHTOB UTP.

Gerald Voorhees argues that “the form of
the player-game interaction has to be
taken seriously if critics are to come to
terms with the rhetorical force of
Civilization,” as it is the player—game
interaction that connects the game to the
mind and actively ignores the constraints
imposed by the body, internalizing the
role of agent in the game.

Jlxepanba Bypxu3s yTBepkKaaeT, uTo «K
(hopMe B3aMMOACHCTBUS UTPOKA U UTPHI
CJIeIyeT OTHOCUTHCS CEPhE3HO, €CITU
UCCJIEJIOBATEIIN XOTSIT CMUPHUTHCS C
putopuyeckoit cuion LluBrinzanumny,
MOCKOJIbKY IMEHHO B3aUMOJIEHCTBUE
UTPOKA U UTPHI CBA3BIBAET UTPY C Pa3yMOM
U aKTUBHO UTHOPUPYET OrpaHUYCHHUS,
Hajaraemble TeJIOM, PUHUMASI POJIb ar€HTa
B UTDE.

Voorhees also analyzes the changing
character representations over the course
of the Final Fantasy series, contending,
“When every representation is in some
way ideological it is not possible to speak
about representation without also
considering it rhetorical.”

Bypxu3 Takke aHanM3upyeT U3MCHEHUE
perpe3eHTaluy TIePCOHaKEN Ha
npoTsikeHnn Beet cepuu Final Fantasy,
yrBepkaas: «Korma kaxaas pernpe3eHTanus
B HEKOTOPOM POJIC UICOJIOTUYHA,
HEBO3MOYKHO TOBOPUTH O PEIPE3CHTAIIHH,
HE paccMaTpuBasi €€ Tak e Kak
PUTOPUYECKYIO.

Looking at online discussion boards,
Moeller, Esplin, and Conway contend it is
on discussion boards where players “push
the boundaries of what is considered
ethical or sportsmanlike in a medium
where testing the boundaries of an
environment and the limits of the rules is
encouraged and expected.”

PaccmarpuBas onnaita-¢popymsr, Mémnep,
OcmunH 1 KoHBell roBopAT, 4TO UMEHHO Ha
JMCKYCCUOHHBIX (hopyMax UTPOKHU
«pa3JIBUTalOT IPaHMIIbI TOTO, YTO CUUTAETCS
STUYHBIM WM CIIOPTUBHBIM B CPEJE, IA€
HOOUIPSETCS IPOBEPKA TPaHUL] CPEAbI U
OTrpaHUYEHUH NPABUID.

The common thread through these projects
is the interest in how certain elements of
games structure the way those texts are
understood and encountered.

OO01wielt uepToi AITUX MPOEKTOB SBISETCS
WHTEpEC K TOMY, KaK ONpeeTICHHbIC
AJIEMEHTHI TP CTPYKTYPHUPYIOT TOHUMaHHE
9THX TEKCTOB M B3aMMOJICHICTBHE C HUMH.

These pieces articulate ways in which
games persuade to a variety of different
ends, offering examples of how rhetorical
analysis can engage both a game and the
text surrounding it.

B 311X paboTax OMUCHIBAIOTCS CIIOCOOBI,
KOTOPBIMH UIPbI YOEXKIAIOT B Pa3IHYHBIX
LEJISAX, U TPUBOJIATCS IPUMEPHI, KaKk
PUTOPUYECKHI aHAIU3 MOXKET OXBAaThIBATh
KaK UTpy, TaK U OKPY’KaOLUI €€ TEKCT.

Ao03arg

A number of other research projects
studying large-scale elements of gaming
off er potential links to the rhetorical
perspective found in wordplay, as they
critically analyze discourse in a manner
congruent with a rhetorical approach.

Psn apyrux Hay4HbIX paboT, U3y4aroux
KpyHHOMacCIITa0OHBIE AJIEMEHTHI UTD,
MIpEeUIararT MOTEHINAJIbHbIE CCBUIKA Ha
PUTOPHUUYECKYIO IIEPCIIEKTUBY,
00OHapy>KEHHYIO B UTPE CJIOB, TaK KaK OHU




KPUTUYECKH aHATU3UPYIOT JUCKYPC Yepe3
MIPU3MY PUTOPUYECKOTO MOIX0/1A.

The context for rhetorical analysis is
largely set by understanding the vast
number of interrelated forces that shape
interactions in virtual worlds.

KoHnTeker A puTopuyecKkoro aHaan3a Bo
MHOT'OM OIpeJeNsieTcs MOHUMaHHEeM
OTPOMHOTO KOJINYECTBA B3aUMOCBSI3aHHBIX
(hakTopoB, GOPMUPYIOIINX B3aUMOJICHCTBUE
B BUPTYaJIbHBIX MUpaX.

In critiquing the concept of a magic circle,
Mia Consalvo articulates what can be seen
as a call for rhetorical analysis in the
massively multiplayer online (MMO)
game genre, stressing the importance of
“the need to understand how players
understand, contextualize, and challenge
MMO games.”

Kputukys KOHUENINI0 MAru4ecKoro Kpyra,
Mmua KoncansBo popmynupyer To, 4To
MOXHO pacCMaTpUBaTh KaK IIPU3bIB K
PUTOPUYECKOMY aHAIU3y B XKaHPE
MHOTI'OIIOJIb30BATEIbCKUX OHJIANH-UTP
(massively multiplayer online — MMO)),
HOJYEPKUBAsi BAXKHOCTh «HEOOXOAUMOCTH
IIOHMMAHHUS TOT0, KaK UTPOKH IIOHUMAIOT,
KOHTEKCTYaIU3UPYIOT U npuHuMaroT MMO
UTPBD».

Consalvo goes on to explore how
structures, real-life influences, and game
play experiences interact, stressing the
importance of examining the interrelation
of the various factors that shape play
interactions in games and virtual worlds.

KoHcanbsBo MpogoinKaeT uCCIe10BaTh Kak
B3aUMOJIEHCTBYIOT CTPYKTYPBbI, (PaKTOpBI
peanbHOM )KU3HU U UTPOBOM OIIBIT,
IIOTYEPKHBAsi BaXXKHOCTb U3Y4YECHUS
B3aMMOCBSI3H Pa3JIMYHBIX ACIIEKTOB,
(hOpPMUPYIOINX UTPOBBIE B3aMMOICHCTBHS B
WTpax U BUPTYyAIbHBIX MUPAX.

Similarly, T. L. Taylor offers a list of
interrelated factors that shape games and
their play, including technological systems
and software (including the imagined
player embedded in them), the material
world (including our bodies at the
keyboard), the online space of the game (if
any), game genre, and its histories, the
social worlds that infuse the game and
situate us outside of it, the emergent
practices of communities, our interior
lives, personal histories, and aesthetic
experience, institutional structures that
shape the game and our activities as
players, legal structures, and indeed the
broader culture around us with its
conceptual frames and tropes.

AmnanoruunsiM o0paszom T.JI. Teiinop
IIPEUIaraeT CIUCOK B3aMMOCBSA3aHHBIX
(akTopoB, GOPMHUPYIOIUX UTPBI U UTPY B
HuX. B HEero BXoJsT TEXHOJIOTUYECKUE
CHUCTEMBI M IPOTPAMMHOE 00€CTICUeHHE
(BKJIIOYast BCTPOEHHOT'O B HUX
BOOOpa)kaeMoro Urpoka), MaTepuaibHbIN
Mup (BKJIFOYAs HAC CAMHX 3a KJIAaBHATYpOil),
OHJIAaH-TIPOCTPAHCTBO UTPHI (€CIIU TAKOBOE
HMEeTCs1), UTPOBOM aHp U €ro UCTOPHsS,
COLIMAJIbHBIE MUPBI, KOTOPbIE MPOHUKAIOT B
UTPY U MOMEIAIOT HAaC BHE €€, HOBbIE
B3aMMO/JICHCTBUS UTPOBBIX COOOIIECTB
(KOMBIOHUTH), Hallla BHYTPEHHSISI UTPOBast
YKU3Hb, JINYHBIE UCTOPUH U ICTETUUECKUN
OTIBIT, UHCTUTYLIUOHAJIBHBIE CTPYKTYPBI,
(dopMupyIOIKE UTPY U HAllla I TeTbHOCTh
B Kau€CTBE UTPOKOB, IOPUINYECKHE
CTPYKTYpBI, a TAK)Ke OOIIMpPHAs KyJIbTypa
BOKpPYT Hac € €€ KOHLIENTyaJIbHBIMU
paMKaMH U TPOTIaMHU.




Ao03ann

These dynamics off er surfaces on which
rhetorical analysis helps explain why or
how key forces interact and the ways in
which they remake or influence video
games.

Takas AMHaMMKa npeayiaracT TOUKH
COIIPUKOCHOBEHMSI, HA KOTOPBIX
PUTOPUYECKUIN aHAJIA3 TIOMOTAET
OOBSICHUTB, TIOYEMY U KaK
B3aMMOJICHCTBYIOT KJIIOUEBbIEC (PaKTOPBI U
CIOCOOBI, KOTOPHIMU OHHU TIEPE/ICITBIBAIOT
BUJICOUTPBHI WIN BIUSIOT HA HUX.

In doing this sort of analysis, wordplay
can help explicate the persuasive forces
that dictate how knowledge is created and
how the terms are set for ‘what counts’ in
video games and virtual worlds.

[Ipu npoBeseHNnN TAaKOTO pojia aHAIN3a
S3BIKOBAs UTPa MOKET IOMOYb OOBSICHUTD
cuy yOexXJIeHus, KOTopast TUKTYeT, KaK
CO3/IaI0TCsI 3HAHMSI U KaK YCTaHABJIMBAIOTCS
TEPMUHBI JIJI51 TOTO, Y4TO UMEET 3HAUCHHE)
B BUJICOUTPAX M BUPTYAIbHBIX MUPAX.

Ao03anr

Several more targeted projects in game
studies address specific instances of
discourse in which wordplay would be
useful.

E1re HeCcKoJIbKO CBSI3aHHBIX pa60T 10
N3YYCHUIO UTP IMMOCBAIICHBI KOHKPCTHBIM
ClIydasM OIUCKYpcCa, B UMCCT 3HAUCHUC
A3BIKOBAsA Urpa.

Mark Silverman and Bart Simon argue
that DKP systems have a tangible impact
on the way players interact in online
games, arguing, “Players do not work
together because the prospect of a reward
gives them an incentive to do so.

Mapxk CunsBepman u bapt Caiimon
YTBEPKIAKOT, 4TO cuctembl DKP
OKa3bIBAIOT OLlyTUMOE BIIMSIHUE HA TO, KAK
UI'POKH B3aWMOJEHCTBYIOT B OHJIAHH-UT'PaX:
«IlepcriekTuBa MONMYYUTH HArpaLy
CTUMYJIMPYET UTPOKOB UI'PATh OTAEIBHO
JpyT OT Japyra.

Rather, by playing a certain way (i.e., as a
power gamer), they begin to perform a
rational subjectivity that views the game
in terms of incentives and rewards.”

Ckopee, urpas omnpe/eIeHHbBIM 00pa3oM
(T.e. B KauecTBe CHJIBHOTO UTPOKa), OHU
HAYMHAIOT MPOSBIIATH PALMOHATIBHYIO
CyOBEKTUBHOCTb, PACCMATPHUBAS UTPY C
TOYKH 3PEHUS MMOOIIPEHUN U
BO3HArpaxKJACHUIN.

One could argue that DKP functions
symbolically as a player-generated
rhetorical message that reshapes the way
those participating in DKP systems see the
game world, redefining the relative
‘truths’ in the game.

OpnnHako MOXHO BO3pa3uTh, uto DKP
(YHKIMOHMPYET CUMBOJIMYECKH KaK
PUTOPHUECKOE COOOIIEHUE,
CrC€HEpPUPOBAHHOE UTPOKAMHU, KOTOPOE
HU3MEHSET TO, KaK T€, KTO Y4aCTBYET B
cucremax DKP, Buzar urposoi Mup,
Iepeonpeessiss OTHOCUTEIbHbBIE «UCTUHBDY
B UIpE.

Certain games put players into situations
in which they must allocate scarce
resources and the systems players derive
function rhetorically to encourage them to
alter the ways in which they play.

HekoTopsie UTPHI CTaBIT UTPOKOB B
CUTYaIll!, B KOTOPBIX OHU JIOJDKHBI
pacrpenensTb CKyIHbIe PeCypCHI,
CUCTEMHBIE UTPOKH PUTOPUIECKH BBIBOIST
(GyHKIUIO, 9TOOBI TOOYIUTH MX U3MEHUTH
CTHJIb, KOTOPBIMU OHH UTPAIOT.




In the case of DKP, players develop their
own systems for addressing a design
element of the game they play.

B ciiyqae DKP urpoxu pa3zpabatbiBaroT

CBOU COOCTBEHHBIEC CHCTEMBI JJISI PEIICHUS
3JIEMEHTOB MEXAHUKHU UIPHI, B KOTOPYIO OHU
UTPALOT.

The rules they choose can be read
rhetorically to better understand what
drives different groups of players and how
game design intersects with player action.

BriOpanHble MU TTpaBUIIa MOKHO
IPOYUTATH PUTOPUUECKU, YTOOBI JTyUIlIe
HOHSITh, YTO JABHKET PA3IMYHBIMU
rpynnamu UTPOKOB U KakK reiiM n3aiiH
nepeceKaercs ¢ AeUCTBUSIMA UTPOKOB.

Lisa Nakamura argues, “Player-produced
machinima accessed from
Warcraftmovies. com make arguments
about race, labor, and c.”

JInza Hakamypa rosopur: « MammHuma,
CO3JIaHHAst UTPOKAMH, JOCTYH K KOTOPOH
MO>KHO Toy4yuTh Ha Warcraftmovies.com,
IIPUBOJUT apTryMEHTEL O pace, TpyIe U
pacoBOil MPUHAIJICKHOCTH IPOCTPAHCTBAY.

In this case Nakamura argues that
machinima, which is discourse from
outside the game, shapes the ways in
which players conceive of representation
and behavior within the game.

B nanHom ciaydae Hakamypa yTBepxkaer,
YTO MaIIMHUMA, IPECTaBIIAIOMAas co00i
JUCKYpC BHE UTPBL, (POPMUPYET TO, KaK
UTPOKH BOCTIPHHUMAIOT PENPE3CHTAIHIO U
IMOBCACHHE B UI'PEC.

Nakamura’s work expands the kinds of
texts that may be of interest to scholars
analyzing video games, demonstrating
how a paratext can function to influence
interaction.

PaGora Hakamypb! paciiipsier Cliucok
TUIIOB TEKCTOB, KOTOPbIE MOTYT
MPEJCTaBISTh UHTEPEC IS YUCHBIX,
aQHATM3UPYIOIINX BUICOUTPHI,
JEMOHCTPUPYS, KaK MapaTeKCT MOKET
BJIMSITH HAa B3aMOJICIICTBHE.

These two projects look at different
aspects of gaming, yet the thread between
them is that the texts they study constitute
elements of the discourse of gaming and
could be complemented by the rhetorical
perspective embedded within wordplay.

Otu ABe paboThl pacCMAaTPUBAIOT Pa3HbIE
ACIICKTHBI UT'P, HO UX CBA3BIBACT TO, YTO

TCKCTBI, KOTOPBIC OHH N3Y4Yal0T, COCTABJIAIOT

3JIEMEHTBI UTPOBOTO IUCKYpCa U MOTYT
OBITH TOTIOJIHEHBI PUTOPHUECKON
NEPCIIEKTUBOM, BCTPOEHHOMN B UTPY CJIOB.

Ao03aig

There are a variety of ways for rhetorical
analysis to aid in the analysis of video
games.

Cy1iecTByeT MHOKECTBO CITOCOO0B
PUTOPUYECKOTO aHAIH3a, KOTOPHIE MOTYT
MTOMOYb TIPH aHAJIN3E BHJICOMTD.

With all the surfaces, interactions, and
topics contained within and surrounding
games, there is plenty of room for analysis
of persuasion and knowledge claims.

Co BceMu TOUYKaMHU COITPUKOCHOBEHUS,
B3aUMOJICHCTBUAMHU U TEMaMH,
COJIepKALTUMHUCS B UTPaX M OKPYKAIOIIUX
UX, €CTh MHOT'O MECTa JIJIsl aHaIMu3a
3asBIeHUI 00 YOSKJICHUN U 3HAHUU.

With a background of both rhetoric and
game studies in hand, it is appropriate to
look at where they come together to form
a base for this project and how this book
pushes beyond them to advocate for

OO6nanas 3HAHUSMH KaK O pUTOPHKE, TaK U
00 uccneqoBaHUsAX UT'P, YMECTHO B3TJIIHYTh
Ha TO, TJI€ OHU O0BEIUHSIOTCS, YTOOBI
chopMHUPOBATH OCHOBY JIJISI 3TOTO

HCCIICIOBAHUS, U KaK 3Ta KHUTa BBIXOIUT 32




wordplay as a key means with which to
understand video games.

UX PAMKH, PACCMAaTPUBasl I3bIKOBYIO UTPY
KakK KJIFOYE€BOE CPEACTBO JUI IOHUMaHUs
BHUJICOUTD.

RHETORIC AND GAMES

PUTOPUKA U1 UT'PbI

Ao03arg

Unifying rhetorical analysis and games is
a natural pairing, but the execution of the
match has been problematic on both sides.

OObenHEHNE PUTOPUIECKOTO aHAIN3A U
urp ABJISICTCA CCTCCTBCHHBIM COUCTAHUCM,
HO TaKO€ COMOCTaBJIEeHUE OBLIO0
MpoOIEMATUYHBIM I 00E€UX CTOPOH.

Game studies is largely lacking in terms of
the connection and use of rhetorical tools,
as there are only a few projects where
game studies explicitly invokes the tools
of rhetoric, even though the subject area
and research questions in many projects
overlap with core skills and strengths of
rhetorical analysis.

WrpoBbIM HCCII€JOBaHUAM B 3HAUUTEIBHON
CTEIIEHHU HE XBATACT CBA3M U MCIIOJIb30BaHMS
PUTOPUYECKHX UHCTPYMEHTOB, [IOCKOJIBKY
€CTb JIMIIb HECKOJIBKO paboT, B KOTOPBIX
UCCIIEIOBaHMS UTP 331€HCTBOBAIH
UHCTPYMEHTBI pUTOPUKH, XOTS ITpeIMETHAs
00J1aCTh U UCCIIE0BATEIBCKUE BOIPOCHI BO
MHOTUX paboTax MepeceKaroTcs C
IPEUMYIIECTBAMU PUTOPUUECKOTO aHAJIN3A.

Further, much of the existing work is
limited, with holdings pertinent to a
specific game or instance surrounding a
game, rather than developing a system or
framework by which to apply the tools of
rhetoric across many different kinds of
games.

Kpowme Toro, 6ombias 4acTb
CYLIECTBYIOIUX pabOT OrpaHu4eHa
(akTOpamMH, OTHOCALIMMHUCS K KOHKPETHON
UTpe WIK TeM, 4TO ¢ Hel cBsa3ano. [Ipu sTom
HE OrpaHUYeHbl pa3pabOTKOI CUCTEMBI UIIH
CTPYKTYPBI, C TOMOIIbKO KOTOPOH MOKHO
HIPUMEHSTh HHCTPYMEHTBI PUTOPUKH BO
MHOTHX Pa3IMYHBIX BUJAX UTP.

This is part of what wordplay can do.

Kak pa3 31ech MOXHO IPUMEHHTH
SI3BIKOBYIO UTDY.

One project that seeks to do both is found
in the work of lan Bogost, who does an
excellent job of analyzing a specific
element of gaming and how it connects to
rhetorical analysis in the form of
procedures, but limits the role of rhetoric,
relying on a limited interpretation of its
tools and only focusing on one way in
which persuasion, identification, and
meaning are made in games.

Pabora Sua Borocra sBisieTcss OfHUM U3
MCCJIEI0BAHMM, KOTOPOE MBITAETCS CAENAThH
U TO, U ipyroe. B pabote mpencrasieH
aHaJIM3 ONPEIETICHHOTO AJIEMEHTA UTPHI U
TOTO, KaK OH COEMHSIETCS] C pPUTOPHUIECKUM
aHajaM30M B (hopme Ipo1eccoB, HO
OTpaHUYUBAs MPU ITOM POJIb PUTOPUKH,
1oJ1arasch Ha OrPaHUYCHHOE BOTUIOIIEHNE
€€ MHCTPYMEHTOB U COCPEIOTOUYCHHE
BHHMAaHMS TOJBKO Ha OJJHOM CIToco0e
yOeXIeHUs, UICHTU(DHUKAIIMN U CMBICIIA B
Urpax.

Procedural rhetoric is a key part of the
discourse of games, but it is only one part,
and games studies can benefit from
wordplay’s broader context for rhetorical
analysis.

HpoueccyaHLHaﬁ pUATOPUKA ABJIACTCA
KJIFOUEBOM 4aCThIO AUCKYpCa Urp, HO 3TO
TOJIBKO OIHa CTOPOHA, H_II/IpOKI/Iﬁ KOHTCKCT
HUI'PEBI CJIOB MOJKET IMPUHCCTU OoubIIe
PE3YIBTATOB B UCCIICIJOBAHUHU UTP.




Ao03ann

On the other hand, rhetoric has a
checkered history of integrating analyses
of contemporary media into a mode of
analysis that was originally designed to
analyze speeches.

C npyroi#t CTOPOHBI, PUTOPHKA HMEET
MePEeMEHYUBYIO UCTOPHIO HHTETPALIUN
aHaJM3a COBPEMEHHBIX CPEJICTB MaCCOBOM
nH(OpMAIIUY B CTIOCOO aHaIM3a, KOTOPBIH
M3Ha4YaJIbHO ObLT pa3paboTaH AJs aHaIu3a
peUen.

The turn toward big rhetoric offers room
for rhetoricians to examine an expanded
notion of texts, but much of the rhetorical
analysis of contemporary media features
substantive problems, ranging from an
inadequate adaptation to a new channel for
communication to a lack of understanding
of the actual workings and production of
the forms of communication.

[ToBOpOT K OONBIION PUTOPUKE JTACT
pPUTOpPUKAaM BO3MOKHOCTb MCCIIEI0BATh
paciupeHHOe MOHITHE TEKCTOB, HO
00JbIIIas YacTh PUTOPHUUECKOTO aHAIIN3a
COBPEMEHHBIX Me/Iha XapaKTepu3yeTcs
CYILIECTBEHHBIMH MPOOJIEeMaMH, HAYMHAS OT
HEaJICKBaTHOM aJlanTallud K HOBOMY KaHAITy
KOMMYHUKAIUHU 1 3aKaH4YUBast
HEMMOHUMAaHUEM pPeaIbHOU paboTHI U
CO3J]aHUsI HOBBIX (POPM KOMMYHUKAITUU

Unlike speech, which most people have a
background in producing before engaging
in criticism, elements of media like games
and computer code can be foreign to
critics, often resulting in an incomplete
analysis.

B oTanuue ot pe4du, KOTOpYrO OOIBIIMHCTBO
Iroaeu MOTYT IMOPOKAATh, HIPCKIAC UYEM
IMPUCTYIIUTD K €€ aHAJIN3Y, DJICMCHTbBI
MCHa, TAKHUEC KaK UI'PbI U KOMHBIOTCprIﬁ
KO, MOI'yT OBITE 9YyKIbl aHAJIUTUKAM, YTO
Y9acCToO IMPUBOJAUT K HCIIOJIHOMY aHAJIN3Y.

This can lead to an increased emphasis on
analyzing elements of written or spoken
text, which more closely resembles
traditional surfaces for rhetorical analysis,
than the technologies or structures shaping
discourse.

3TO MOXKET MPUBECTH K MOBBIIIEHHOMY
aKILEHTY Ha aHAJIN3€ 3JIEMEHTOB
MMCBMEHHOTO UJIM YCTHOTO TE€KCTa, KOTOPbIN
00JIbIIIe HATOMUHAET TPAJUIIMOHHOE
IIOJICTIOPBE AJI1 PUTOPUUYECKOTO aHAJIN3A,
HEXKEJH YeM TEXHOJIOTHH W CTPYKTYPBI,
(bopmupyromue TUCcKypc.

As Bogost rightly summarizes, “[D]igital
rhetoric tends to focus on the presentation
of traditional materials—especially text
and images—without accounting for the
computational underpinnings of that
presentation.”

Kak cnpaBeyinBo nonuepkuBaet borocr:
«[Judposas putoprka UMeeT TEHACHIINIO
COCpEOTaunBaThCS HA PEICTaBICHUN
TpaJULUOHHBIX MaTEPHATIOB, OCOOEHHO
TEKCTa 1 U300pakeHui, 6e3 yuera
BBIYHUCIUTENLHON OCHOBBI ATOT'O
MIpEICTaBICHUSI.

Ao03arg

Extant positions of both game studies and
rhetoric limited and partial when it comes
to analyzing video games.

CyuiecTBytolue NO3ULNUN Kak
WCCIIEIOBaHUI UTpP, TAK U PUTOPUKH, KOTIa
JIEJIO TIOXOAMT JI0 aHAIHM3a BUACOUTD,
JIEMOHCTPHPYIOT CBOIO OTPAaHUYCHHOCTb.

Game studies can benefit from a more
thorough and complete integration of
rhetorical analysis, as games are riddled
with words, design, and play that are

HccnenoBanus Urp MOryT MOJYYUTh MOJIb3Y
oT OoJiee TIMATENLHON U ITOJIHON
HWHTETPALIMU PUTOPUUECKOTO aHAIIN3A,
IIOCKOJIBKY UTPBbI IPOHU3aHbI CIIOBAMHU,
JIA3aHOM U CAMOU UTPOM, KOTOPBIE




designed to persuade, create identification,
shape meanings, and circulate ideas.

npeaHa3HaueHBbI A7 yOXKACHUs, CO3MaHuUs
uaeHTUUKAINH, GOPMHUPOBAHUS 3HAYCHU I
U pacIpoCTpaHEHUs UIEH.

These messages within games are not
limited to the procedures of games, but
video games also cannot be reduced to
their text or images, as much of the
rhetorical analysis that seeks to engage
new media tends to do.

DT cool1IeHus B UTpax He
OTpaHUYUBAIOTCA MIPOLIECCAMU U, HO
BUJICOUTPHI TAK)KE HE MOTYT OBITH CBEJICHBI
K UX TEKCTY WA U300paKeHUsIM, KaK 3TO
OOBIUHO JIeTaeTCs B PUTOPUUECKOM aHAIIU3E,
KOTOPBIN CTpEeMATCS 3a/IeHCTBOBATDH B
UCCJIEJIOBAaHUH HOBBIX MEJIHA.

Combining the strengths of both leads to
the development of wordplay, a ground
upon which to better understand the ways
in which the discourse of games is
constituted and how that discourse
functions.

CoueTaHue CHIBHBIX CTOPOH 000UX BEJET K
Pa3BUTHIO UTPHI CIIOB, OCHOBAHUIO JIJIS
JTyYIIEro MOHUMAaHUS TOTO, KaK
(bopmupyeTcst TUCKYpC Urp U Kak 3TOT
IUCKYpC (pyHKIMOHUPYET.

Wordplay gives scholars in games studies
a robust set of tools for the analysis of
games and the structures surrounding
them.

SI3bIKOBast UTpa AAET UCCIEAOBATEISIM UTP
Ha/Ie’KHBIM HAOOp UHCTPYMEHTOB /IS
AQHaAJIM3a UI'P U OKPYKAIOIIUX UX CTPYKTYD.

This is particularly useful given the
number of projects that are connected to
elements of rhetorical analysis—even
when a rhetorical perspective has not been
explicitly claimed.

9T0 0COOEHHO MMOJIC3HO, YYHUTbIBAA
KOJINYCCTBO HCCHCHOB&HHﬁ, CBA3aHHBIX C
QJICMCHTAaMH PUTOPHUYCCKOI'O aHaJIn3a, JaxKe
C€CJIM PUTOPHUYCCKA MEPCIICKTUBA IBHO HC
3asBJICHA.

For rhetoricians, wordplay provides a
grounded method of analyzing games and
a more thorough way to approach other
new media objects.

JI1s1 pUTOPUKOB S3BIKOBAs UIPa
oOecrieunBaeT 00OCHOBAHHBIA METO
aHajM3a urp u 0oJiee THIATEIbHBINA MOAXO K
IpyruM 0O0BbEeKTaM HOBBIX MeJHa.

Wordplay moves rhetorical analysis
forward by focusing both on the elements
of a text that are a comfortable fit for
rhetoric, like words and images, and on
the crucially important structures and
technologies underlying media forms, like
design and play.

SI3pIKOBas UTpa MPOJABUTaeT PUTOPUUYECKUI
aHaJIM3 BIIEpE]], COCPEAOTAYNBAACH KAK HA
3JIEMEHTaX TEKCTa, KOTOpbIe yI00HO
IOAXOOAT AJId PUTOPHUKH, TAKHMX KaK CJI0OBa U
1/1306pa>1<eH1/I;1, TaK U Ha KPUTUICCKU
Ba)KHBIX CTPYKTYpPax U TEXHOJIOTHAX,
JeKAIKUX B OCHOBE MeAnadopM, TaKHUX Kak
JIM3aliH U caMma urpa.

For game developers, wordplay offers a
deeper understanding of why certain
elements in games work and why others
do not.

Jist pa3paOOTYMKOB UT'P SI3BIKOBAsI UTPa
npeuiaraet 0osee rirybokoe MoOHUMaHHUe
TOT0, IOYEMY OJTHHU JIEMEHTHI B UTPax
paboTaroT, a pyrue HeT.

Further, by recognizing how various
factors function to create a discursive
environment, developers can seek to make

Kpowme Toro, pacnoznaBas, Kak pa3jinyHble
(hakTopbI CO3/1aI0T JUCKYPCUBHYIO CPELY,
pa3paboTYUKU MOTYT CTPEMUTHCS K TOMY,




all the rhetorical texts of their games work
together in a concordant message that
creates the desired gaming environment
for players.

YTOOBI BCE PUTOPUUECKUE TEKCTHI UX UTP
paboTau BMECTE B COTIaCOBAHHOM
COOOILEHUHU, KOTOPOE CO3AET JKEJIAEMYI0
UTPOBYIO CpELy ISl UTPOKOB.

For those of us who play or are interested
in video games, wordplay grants a
complex, sophisticated understanding of
how games do work on us by stimulating
critical thinking about video games and
the messages they send.

Tem u3 HacC, KTO Urpac€t B BUACOUI'PBI HJIN
HHTEPECYCTCA UMU, A3bIKOBAA UI'pa AacT
KOMIIJICKCHOC ITIOHUMaHHE TOI'0, KaK UI'PbL
BJIMAIOT Ha HAC, CTUMYJIMPYS KPUTHUICCKOC
OCMBICJIICHUEC BUJACOUTD U COO6H.I€HI/II\/'I,
KOTOPBIC OHU ITOCHIIIAIOT.

Although video games can be entertaining,
educational, or something else all
together, thinking critically about the
messages sent puts game consumers in a
position to reflect on the ways in which
the discourse of video games creates and
structures experience.

XOTs BUIEOUTPBI MOTYT OBITH
pa3BieKaTeIbHBIMU, 00Pa30BaTEIHLHBIMU
WM KOMOMHAIMen 000uX CTOPOH,
KPUTUYECKOE OCMBICIICHUE TTOCHLITAEMBIX
COOOIICHUH TIO3BOJISICT MIOTPEOUTENISIM UTP
3aJlyMaThCsl O TOM, KaK TUCKYPC BHICOUTDP
CO3JIaCT U CTPYKTYPUPYET OTIBIT.




