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The article suggests a typology of constructions denoting computer games in modern English online news discourse.

Constructions are viewed as a pairing of form, meaning and function, stored in mind due to frequent usage. In the vein
of syntagmatic relations constructions are classified into immediate, comprising two components, modified, which transform
the immediate ones due to adjectives or pronouns, and extended that combine several modified ones.

The constructions under analysis are classified into those naming game-participants and types of games. All
constructions about participants are divided into those, who are involved in game making process and those, who play
already created games. We have singled out 6 immediate constructions that denote individuals, who are engaged in game
developing which are modified by adjectives to denote experience, talents and age of game creators. These constructions
enter extended constructions indicating professional duties of game-developers, their financial state and cooperation
with players. In terms of constructions that represent game players, we have two immediate constructions which are
modified by adjectives and pronouns to reflect gamers’ experience, their personal characteristics, and the choice of played
games or group work. As for extended constructions, they denote typical activity of gamers, their multitasking performance
or prohibitions they experience. The group of constructions is further subdivided into those reflecting the used gadget;
the number of participants; the performed task. Extended constructions that are used to describe games are focused on
influence on players, their mental activity or contribution to their popularity.

Key words: construction, immediate construction, modified construction, extended construction, computer game.

Y cTatTi NPONOHYETLCA TUMONOTIA KOHCTPYKLIMA Ha NO3HAYEHHS KOMITHOTEPHMX irop y Cy4acHOMY AMCKYPCi OHMNaH-HOBUH.

KOHCTpYKLii MOTPaKTOBYHOTLCA SIK NOEAHAHHA DOPMM, 3MICTY Ta OYHKLIT | BKNOYaTe Mopdemu, Crnosa, igiomu, yact-
KOBO NEKCUYHO 3aMOBHEHI 3pa3ku Ta MOBHICTIO y3aranbHeHi MOBHI oauHuLi. KOHCTpyKUii BKOpeHnnues y cBidomMocTi nogen
Ta 36epiratoTbCA Yy FOTOBOMY BUIMAAI 3aBASKA PErynsipHOMY BUKOPUCTaHHIO B MOBIEHHI. [MapagurmatnyHo aHamnisoBaHi
OOVHWLI NOAINSATLCSA HAa KOHKPETHI BUpasu, NekcrkanisoBaHi Ta rpaMaTtukani3oBaHi KOHCTPYKLii. 3 ornagy Ha cuHTarma-
TUYHI BigHOLLEHHS KOHCTPYKLii Knacudikyemo Ha 6e3nocepeHi, Ski € NoegHaHHAM OBOX KOMMNOHEHTIB, MoaMdiKoBaHi, Lo
TpaHcopMytoTb 6e3nocepenHi 3a paxyHOK MPUKMETHUKIB, IMEHHWUKIB 3 MPUAMEHHKaMM abo MPUCAIBHIMKIB, Ta PO3LUMPEHI,
YTBOpPEHi Aekinbkoma b6eanocepegHiMu.

TemMaTW4HO KOHCTPYKLI MO3HaYaloTb y4acHUKIB Ta BUAW rpu. Bei KOHCTPYKUii Ha NO3HAYEHHS y4acHUKIB NOAINsSEMO Ha Ti,
LLIO Ha3mMBatoTb OCi6, 3aisHMX Y CTBOPEHHI KOMITIOTEPHMX irop, Ta rpasuiB. LLicTb 6e3nocepeaHix KOHCTPYKLiA Ha NO3HAYEHHS
PO3POBHWKIB irop MOXYTb ByTV MOAMIKOBaHI NPUKMETHUKaMM ONs aKUEHTYyaUii AOCBiay, BiKy abo TanaHTy TBOpLIB irop, Togi
SIK PO3LUMPEHI KOHCTPYKLIi BKa3ytoTb Ha NpodecinHi 060B’A3KM, hiHAHCOBWI CTaH Ta cniBpobITHULTBO 3 rpaBusMu. [Bi 6e3-
nocepenHi KOHCTPYKLl, LLIO penpes3eHTyoTb remMepiB, TPaHCHOPMYIOTLCS 3a JOMOMOIOH MPUKMETHMKIB Ta 3aMMEHHWKIB Ans
BUOKPEMITEHHS OCOBUCTUX XapaKTEPUCTUK rPaBLB, iXHBOT FPYMNOBOi AisNbHOCTI ab0 06paHMx HUMK irop. Po3LLMpeHi KOHCTPYKLi
iIMEHYHOTb TUMOBY OiSNBHICTb rpaBLiB, baraTto3agaqHiCTb iXHLOI IfPOBOI aKTMBHOCTI ab0 3a60POHM, SKMM BOHA Migssrae.

KOHCTpyKLUii Ha MO3Ha4YeHHs irop BKasyloTb Ha MPUCTPIN, WO BUMKOPUCTOBYETLCS, KiMbKICTb YYACHWUKIB Ta KIO4OBE
3aBfaHHs. Po3wwmpeHi KOHCTPYKLIT BinobpaxatoTb BMNMB irop Ha reMepiB, iXHIO MEHTArbHY aKTUBHICTb abo NonynspHiCTb
3aBASAKN IXHBOMY 3aXOMNMEHHI0.

KntouoBi cnoBa: KOHCTPYKLUisi, 6e3nocepeaHsi KOHCTPYKLisi, MOAUGIKOBaHa KOHCTPYKLisi, po3LWMpeHa KOHCTPYKLIs,
KOMM'0TepHa rpa.

Setting the problem. Computer games have  of winning or suffer the despair of losing. Computer

become widespread in our society when players  games are a set of parts that interrelate to form a com-
spend hours glued to the screen to enjoy the thrill  plex whole [19, c¢. 55], they have rules and chance,
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and they are played — the player plots events and inter-
acts with objects in the game world [4, c. 85]. Games
are no longer just children’s activity: the majority
of players are now adults, and the market is growing.
The visual style of games has become increasingly
sophisticated, and the game-play itself is becom-
ing ever more challenging. They may be criticized
and condemned for the negative influence on young
people [20; 3], defined as a new form of art or cultural
form [4, c. 4]. Still, the various features and forms
of games are increasingly influencing a whole range
of other media, from films and television to books
and toys. Thus, they are studied from various per-
spectives [see: 4].

In our cases, we focus on the linguistic aspect. As
is known, objective or imagined reality is reflected
by various words, word-combinations, phraseologi-
cal units and sentences as language is considered
to be a means of human reasoning and cognition
[1, c. 2]. A new linguistic unit singled out by modern
researchers is constructions. They are distinguished
as non-predictable ready-made units [8, c. 6].

Analysis of previous works. Constructions
have been researched by scholars from different
perspectives. Researchers investigate characteris-
tics of constructions: their productivity [8, c. 98],
degrees of schematicity [17, c. 191], their cross-
linguistic similarities [5, c. 157]. In the vein
of types of constructions, linguists have studied
sentence-level constructions [13, ¢. 219], variation
of the units under analysis [12, ¢. 155; 16, c. 2]
and prefabricated units [6, c. 203]. However, lit-
tle attention has been paid to the topics that con-
structions denote. Thus, the aim of this study is
analysis and classification of constructions that
represent different aspects of computer games in
English article of the online news site www.bbc.
com. To achieve this aim we have to solve the fol-
lowing tasks: to specify the notion of constructions
and their peculiarities; to classify constructions
in accord with the denoted aspects of computer
games; to analyze immediate constructions that
represent various aspects of gaming and extended
constructions they enter.

Constructions are viewed as certain pairings
of form, meaning and function [14, c. 5], includ-
ing morphemes, words, idioms, partially lexically
filled and fully general linguistic patterns [9, c. 669;
15, c. 14]. They are prefabricated linguistic units
which need only minimal modification to be used
in communication [6, ¢. 203]. Constructions are
entrenched in human’s mind [7, c. 28] and are stored
in a ready-made form [9, ¢. 699] due to a high fre-
quency of repetition [14, c. 5; 23, c. 187].

Though constructions are units with a fixed struc-
ture they allow some transformations due to the slots
available in their form, i.e. participant roles associ-
ated with a construction or a verb [13, c. 49], varying
from one use to the next [14, c. 39].

Constructions are threated from two perspectives:
paradigmatic, concerning different levels of mean-
ing generalization [18, c¢. 173], and syntagmatic,
focusing on their linear expansion [21, c. 102].
Paradigmatically, constructions are divided into item-
based, lexicalized and grammaticalized [22, c. 62].
Even though potentially decomposable into constit-
uents item-based constructions are stored and used
as single units, e.g. You keep out of this. Lexicalized
constructions are relatively abstract, e.g. Let’s X it,
There’s a X. Grammaticalized constructions are
highly abstract entities based on commonalities in
the forms and functions of a whole host of different
specific expressions, e€.g. negation constructions;
motion construction [22, c. 62].

From the syntagmatic viewpoint, on the criterion
of absence or presence of the context, constructions
are divided into immediate, modified and extended
[18, c. 173]. Immediate constructions are word com-
binations with the dependent units either on the left
or on the right [ibid]. There are constructions with
dependent elements joined on the left, e.g. designer
of a game, or on the right, e.g. game designing.
Modified constructions admit additional elements
expressed by adjectives, e.g. a talented game designer,
or pronouns, e.g. his single-player game [21, c. 102].
Extended constructions include the immediate con-
structions into an utterance or a text [11, c. 1]. And
when we need to analyze extended constructions
the primary attention is devoted to the context in
which a construction is used, e.g. Most video gamers
play in the company of friends (13.03.2017). In this
sentence the immediate variant video gamers is mod-
ified by the pronoun most and extended by the ele-
ment play in a company of friends.

A theme-based division is one more method to
classify constructions due to the described topic.
To name all possible topics is difficult on condition
of their diversity.

There are several types of constructions that
are mainly used in articles about computer games
i.e. a game that is played on a computer, in which
the pictures that appear on the screen are controlled
by pressing keys or moving a joystick [2]. Having
worked with numerous articles connected with games
and game developing, we have focused on two main
types of constructions. They are:

— game participants engaged in gaming process;

— kinds of games.
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Constructions denoting game participants
include game-developers and gamers.

According to the different aspects of game mak-
ing process, we have singled out 6 immediate con-
structions that denote game-developers: a game
maker, a game designer, a voice artist, a video art-
ist, a product manager and a community manager.
They can be modified by adjectives indicating their
features: experience, e.g. aspiring and mature game
makers (27.08.2015); talents, e.g. creative video art-
ists (17.04.2018); age, e.g. a young game designer
(21.10.2016).

Immediate constructions are extended by verbs or
verbal phrases, naming professional duties of game-
developers, e.g. game designers gather to grow their
ideas (17.05.2017); video game designers have cre-
ated a game with a difference (16.09.2015); financial
state, e.g. video game actors don’t get any extra pay-
ments (11.03.2018), make their living as voiceover
artists (21.10.2016); cooperation with players, e.g.
tweeted game designer Mike Bithell (24.10.2016),
game designer Arran Langmead reaches a global
audience (30.02.18); supervision, e.g. product
managers help co-ordinate the overall direction
of the game (19.04.2019), game designers make you
more powerful (18.02.2016), community managers
handle player feedback (27.08.2015); by prepo-
sitional phrases to specify their duties, e.g. a game
designer of PC-based puzzle games (21.07.2015).

Constructions denoting gamers — be a player
and to be a gamer — have equal meaning and can
be used interchangeably. There are numerous modi-
fied constructions where adjectives denote players’
experience, e.g. older players (24.07.2017), sea-
soned players (11.03.2017), a professional gamer
(19.08.2018); their personal characteristics, e.g.
an enthusiastic gamer (08.12.2018), a keen gamer
(11.03.2017), an avid gamer (26.04.2014); the choice
of played games, e.g. video gamers (05.10.2015),
a cyber-augmented gamer (20.09.2014), mobile
gamer (17.08.2016); group work of players, e.g.
a volunteer army of gamers, a huge community
of gamers (11.03.2017).

Entering extended constructions they com-
bine with verbs or verbal phrases denoting typical
activity, e.g. a young gamer who has not played
on the original console (29.11.2018), a player will
win the game (08.10.2017), players can spend huge
sums (12.02.2017); their multitasking performance,
e.g. a player solves a puzzle (21.07.2015); or pro-
hibitions, e.g. gamers will be banned from playing
(06.11.2019).

Immediate constructions naming kinds of games
reflect the necessary gadgets for playing, the number

of players, the form of playing and tasks to be solved
in a game.

As for types of gadgets there are three construc-
tions: a computer game, a video game and a mobile
game. The modified units underscore characteris-
tics of games, e.g. a visually rich desktop-based
game (08.10.2017), an interesting computer game
(21.07.2015). Both immediate constructions a com-
puter game and a video game enter extended con-
structions with units having similar meaning, i.e.
ability to influence a player positively, e.g. computer
games can make us better people (21.07.2015), play-
ing more computer games is good (08.10.2017),
video games can help people see better, learn more
quickly, develop greater mental focus (26.08.2013);
negatively, e.g. playing video games can lead to brain
changes (24.10.2016); or both ways, e.g. computer
games can either cause problems or be beneficial
(26.08.2013). The immediate construction a mobile
game enters, in addition, extended constructions
indicating portability of mobile games, e.g. mobile
games can be enjoyed anywhere (14.08.2016).

When focusing on game-constructions reflect-
ing the number of participants we can pinpoint two
units: single-player games, i.e. a game designed for
one player only, and multiplayer games, i.e. a game
that involves several players. These two immedi-
ate constructions enter extended constructions that
denote player’s activity, e.g. it is better to play sin-
gle-player game (18.02.2016), people engaged in
multiplayer-game (21.07.2015), play multi-player
first-shooter (14.08.2016).

According to the form of play, there are first-
person games and third-person games, depending
respectively on whether gamer’s movements provide
a view of what an actual person would see and do
in the game or a player has a personage, which rep-
resents him in a game, and can be seen on a screen
and whose visual characteristics can be changed [10].
Extended constructions with both immediate compo-
nents underscore benefits of games, e.g. a third-per-
son fantasy adventure role-playing game helped gam-
ers to enrich their imagination (21.10.2016), those
playing a first-person shooter saw an improvement
in their contrast sensitivity function (13.03.2017).

Games can be also classified according to the fype
of tasks: action games, puzzle games, role-play
games. The extended constructions denote mental
activity, e.g. fast action games require the player con-
stantly to switch their attention (16.09.2015), action
games improving people’s focus (14.08.2016), puz-
zle gamers appear to have better focus (08.10.2017),
may seem like just another brain-teasing puzzle game
(21.07.2015); indicate contribution to popularity, e.g.
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famous for its 15-year-old RuneScape fantasy role-
playing game (04.10.2016).

To conclude, constructions verbalizing computer
games fall into two groups depending on the denoted
aspect: game-participants and types of games. All con-
structions about participants are classified into those,
who are involved in game making process and those,
who play already created games. We have singled out
6 immediate constructions that denote people, who
are engaged in game developing which are modified
by adjectives to denote experience, talents and age
of game creators. These constructions enter extended
constructions indicating professional duties of game-
developers, their financial state and cooperation with
players. In terms of constructions that underscore
game players, we have two immediate constructions
which are modified by adjectives and pronouns to
reflect gamers’ experience, their personal character-

istics, the choice of played games or group work. As
for extended constructions, they denote typical activ-
ity of gamers, their multitasking performance or pro-
hibitions they experience. The group of constructions
that characterize games is rather diverse. For this
reason we have grouped kinds of games according
to the gadget that is used while playing. According
to this criterion, gaming-constructions may denote
computer, video and mobile games. Depending on
the number of participants games are grouped into
single-player games and multiplayer ones. As for
the task that lies in the core, games may be classified
into action, puzzle and role-play ones. Extended con-
structions that are used to describe games are focused
on influence on players, their mental activity or con-
tribution to their popularity. Further research in this
realm may be connected with differentiating other
thematic groups of constructions.
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