ISSN 1563-0323, eISSN 2618-0782 Dunonorus cepusicl. Ne2 (202).2026 https://philart.kaznu.kz

IRSTI 16.21.27 https://doi.org/10.26577/EJPh202220264

A.Zh. Baieli'" ', A.R. Ebelekbayeva'*" =,
G.Sh. Akimbekova! ', G.Zh. Bayalieva’

'Al-Farabi Kazakh National University, Almaty, Kazakhstan
*Korkyt Ata Kyzylorda University, Kyzylorda, Kazakhstan
*e-mail: aika-0206@mail.ru

THE PHENOMENON OF LANGUAGE GAME
IN MODERN DIGITAL SPACE
(Based on the Materials of Instagram Social Network)

This article examines the phenomenon of language play in the contemporary communicative space
based on Kazakh-language content on Instagram. At the present stage of digital communication, lan-
guage functions not only as a means of transmitting information, but also as a creative tool that produces
emotional impact, attracts audience attention, and shapes the author’s personal style. In this context,
language play is regarded as one of the significant components of internet discourse. The aim of the
study is to identify the most common patterns of language play in social media texts, to analyze their
structural, semantic, and pragmatic features, and to provide a linguistic description of their functioning
in the modern communicative space.

The study includes a theoretical review of domestic and international scholarly works devoted to
language play. As empirical material, the authors used Kazakh-language Instagram posts widely circu-
lated in 2025. The linguistic data were analyzed using structural, comparative, and pragmatic methods.
The findings show that language play is realized at the lexical, graphic, phonetic, and semantic levels.
Its main devices include irony, hyperbole, paradox, pun, and intertextuality. It was also established that
the key functions of language play are to create expressiveness, produce a comic effect, express social
evaluation, and establish informal communicative closeness with the addressee.

The results demonstrate that language play in internet communication contributes significantly to
the dynamic development of language, the formation of new language models, and the interpretation
of digital discourse. The findings can be used in research on media linguistics, pragmalinguistics, and
sociolinguistics, as well as in university teaching practice.

Keywords: language game, digital discourse, internet communication, Instagram, media linguistics,
pragmatics, the Kazakh language, linguistic creativity.
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Kasipri undpAbIK KeHicTikTeri TIAAIK OibIH heHOMeHi
(Instagram aAeyMeTTiK XeAiciHAeri maTeprasAap HerisiHAe)

Makanaaa Instagram  oaAeyMeTTiK  >KeAiCiHAEeri KasakTiAAl  KOHTEHT HerisiHAe — Kasipri
KOMMYHMKATUBTIK KEHICTIKTEri TiAAIK OMbIH (DEHOMEHI KapacTbIpblAaabl. LIMPAbIK, KOMMYHUKaUMSIHBIH
Kasipri keseHiHAE TiA Tek aknapaT 6epy KypaAbl FaHa eMeC, COHbIMEH KaTap 3MOLIMOHAAAbI 9CEP ETETIH,
Ay AMTOPUSIHbIH Ha3apblH ayAApPaTbIH >K8HE aBTOPAbIH, XKEKE CTUAIH KAAbINTACTbIPATbIH LiblFapMalLbIAbIK,
KypaAa peTiHAae kepiHeai. OcbiraH 0aiAaHbICTbl TIAAIK OMbIH MHTEPHET-AMCKYPCTbIH,  MaHbI3Abl
KOMIMOHEHTTEpPiHiH 6ipi peTiHAe GararaHaAbl. 3epTTeyAiH MakcaTbl — O9AEYMETTIK >KeAl MOTIHAEPIHAE
>KMi KOAAQHBIAATbIH TIAAIK OMbIH YATIAEPIH aHbIKTay, OAaPAbIH KYPbIAbIMABIK, CEMAHTUKAAbIK, >KoHe
nparmMaTmMKaAblK, epeKkLIeAiKTePiH TaAAQy, COHAAM-aK, Ka3ipri KOMMYHMKATMBTIK KEHICTIKTeri TiAAiK
KbI3METiH AMHIBUCTUKAAbIK, TYPFblAQH CMMATTay.

3epTTey 06apbICbiHAA TIAAIK OMbIH (DEHOMEHIHE KATbICTbl OTAHAbBIK, >KOHE LLETEAAIK FbIAbIMM
eHbeKTepre TEOPUSIAbIK, LLOAY >KACaAbIM, 3MMMPUKAAbIK AEpPeKke3 peTiHae 2025 XbiAbl Instagram
JKEAICIHAE KEeHIHEH TapaAfaH Kasak, TIAIHAEr >kazbarap aAblHAbL. TIAAIK MaTeprasAap KYPbIAbIMADBIK,
CaAbICTbIPMaAbl >K8HE MNparMaTMKaAblK, TAaAAdy SAICTEPi apKbIAbl 3epTTeAAl. HeTuxkeciHAae TiAAiK
OVbIHHbIH, AE€KCMKaAbIK, TrpaduKaAblK, (OHETMKAAbIK, >KOHE CEMAHTUKAAbIK, AEHreMAepAe >Kysere
acatbiHbl aHblKTaAAbl. OHbIH Herisri kepiHicTepi MpoHus, rmnepboAa, NapasoKC, CO3 OMHATY KoHe
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TocCiAAep apKbiAbl Barkasabl. CoHAAM-aK, TIAAIK OMbIHHBIH HEri3ri KbI3MeTTepi peTiHAE 3KCMPEeCCUBTIK
acep TYAbIPY, KOMMKAABIK, PEHK KAAbINTACTbIPY, SAEYMETTIK Oararay GiAAiIpYy >keHe aapecaTneH Oeit-
pPeCcMM KOMMYHMKATMBTIK >KaKbIHAbBIK, OPHATY alKbIHAAAADI.

3epTTey HaTUXKEeAePi MHTEPHET-KOMMYHMKALMSIAAFbI TIAAIK OMbIHHBIH TIAAIH AMHAMUKAABIK, AAMYbl-
Ha, >KaHa TIAAIK MOAEAbAEPAIH KAABINTACYbIHA XX8He LUMMPAbIK, AMCKYPC epekLLeAIKTepPIH TyCiHAIpyre
MaHbI3Abl YAEC KOCATbIHbIH KOPCETEAI. AAbIHFAH TY>XXbIPbIMAAPAbI MEAMAAMHIBUCTMKA, MPArMaAmMHI-
BMCTMKA >KOHE COLUMOAMHIBUCTMKA CAaAAQAAPbIHAAFbI 3ePTTEYAEPAE, COHAAM-AK, YKOFAPbl OKY OpPbIHAAPbI-
HbIH OKY YA€EpiCiHAE naiaasaHyFa 6OAaAbI.

Ty#iH ce3aep: TiAAIK OFbIH, UIMMPABIK, AUCKYPC, MHTEPHET-KOMMYHMKaums, Instagram, MeArMaAnHr-
BMCTMKA, NMparMaTmka, Kasak, TiAi, TIAAIK KpeaTUBTIAIK.
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MeHOMEH SI3bIKOBO# UIPbl B COBPEMEHHOM LLM(hPOBOM NMPOCTPaHCTBE
(Ha maTepuane coumarbHoi cetu Instagram)

B cratbe paccmaTpmBaeTcst (peHOMEH 93bIKOBOWM UIrpbl B COBPEMEHHOM KOMMYHMKATWMBHOM MpO-
CTPAHCTBE Ha MaTepUaAe Ka3axCKOSA3bIYHOrO KOHTEHTA COLMaAbHOM ceTu Instagram. B ycaoBmax umd-
POBOI KOMMYHMKaUMKM 93bIK BbICTYMaeT He TOAbKO CPEACTBOM fnepeaaunm MHopmauuun, HO U TBOpP-
YECKMM MHCTPYMEHTOM, BbIMOAHSIOWMM  (PYHKUMM 3MOLMOHAABHOIO BO3AENCTBUS, MNPUBAEYEHUS
BHMMAHMS ayAMTOPUM M (DOPMMPOBAHMS MHAMBUAYAABHOIO aBTOPCKOro CTUAS. B 3ToM CBS3M S3blkoBas
Mrpa aHaAM3MpyeTcs Kak OAMH M3 3HAUMMbIX KOMIMOHEHTOB MHTepHeT-AMcKypca. Lleab nccaepoBa-
HWS — BbISIBUTb HaubOAee pacrnpoCTpaHeHHbIE MOAEAM S3bIKOBOW UIPbl B TEKCTAX COLIMAAbHbIX CETEMN,
NMpoaHaAM3MPOBaTh MX CTPYKTYPHbIE, CEMAHTUUECKME 1 MparMaTuyeckne 0COOEHHOCTH, a TakXKe AATb
AVHTBUCTMYECKYIO XapaKTEPUCTUKY MX (PYHKLMOHMPOBAHMS B COBPEMEHHOM KOMMYHWKATMBHOM MpPO-
CTpaHCTBe.

B xoae nccaepoBaHMs ObiA NMPOBEAEH TEOPETMYUECKMIM 0630p OTEUYECTBEHHbIX M 3apyBeskHbIX Ha-
YUHbIX paboT, NOCBALLEHHbIX PEHOMEHY 3bIKOBOM MIPbl. B KauecTBe aMnmpryeckoro matepmana GbiAn
MCMOAb30BaHbl MOCTbl Ha Ka3axCKOM 43blKe, LUIMPOKO pacrnpocTpaHeHHble B Instagram B 2025 roay.
S13bIKOBOVM MaTepraA MCCAEAOBAACS C MOMOLLbIO CTPYKTYPHOrO, COMOCTaBUTEAbHOIrO M MparmMaTnye-
CKOro aHaAam3a. B pe3yAbTare yCTAaHOBAEHO, UTO 93bIKOBAsl Mrpa peaAmsyeTcsl Ha AEKCMYECKOM, rpa-
dpryeckom, POHETUYECKOM N CEMAHTMUYECKOM YPOBHAX. OCHOBHBIMM CPEACTBaMM €€ BbIPaXKEHUS Bbl-
CTYNaioT MPOHUS, rMnepboAa, NapaAoKC, KaAaMOyp M MHTEPTEKCTYaAbHbIN NMOAXOA. Tak>ke BbISBAEHO,
YTO OCHOBHbIMM (PYHKLMSIMM S93bIKOBOM UIPbl SIBASIOTCS CO3AaHME Bblpa3uTeAbHOro addexra, chopmm-
poBaHMe KoMuyeckoro adekTa, BblpaXKeHMe COLIMAAbHOM OLLEHKM M YCTAHOBAEHME HeddOpMaAbHOM
KOMMYHUKaTMBHOM BAM30CTM C aAPECATOM.

Pe3yAbTaTbl MCCAEAOBAHMS MOKA3bIBAKOT, UTO 93blKOBas Urpa B MHTEPHET-KOMMYHMKaLMWU BHOCUT
CYLLLECTBEHHbIN BKAQA B AMMHAMWYECKOE Pa3BUTUE 93blka, (DOPMMPOBAHME HOBbIX S3bIKOBbIX MOAEAEN U
OCMbICAEHME 0COBEHHOCTEN LUMGPOBOro AMCKYpca. [oAyUeHHble BbIBOAbI MOTYT 6GbiTb MCMOAb30BaHbI
B MCCAEAOBAHMSX MO MEAMAAMHIBUCTUKE, NMPArMAAMHIBUCTUKE M COLUMOAMHIBUCTUKE, a TakxKe B 0Opa-
30BaTEAbHOM MPOLLECCE BbICLLIMX YUYEOHbIX 3aBEAEHUIA.

KAtoueBble caoBa: 93bikoBas Mrpa, LMQpPOBO AUCKYPC, MHTEPHET-KOMMYHMKaums, Instagram, me-
AMAAMHIBUCTHMKA, NMParMaTmka, Ka3axckmii 93bliK, 93blkOBast KPEaTUBHOCTb.

Introduction

Language is one of the main achievements of
mankind. It is known that this is a complex social
phenomenon that enables people to communicate
with each other, express their thoughts and feelings.
Language cannot exist outside of society, since this
phenomenon is peculiar only to the human com-
munity. The language of each nation is not only a
mirror of its history, culture, worldview and national
identity, but also a complex system of symbols that
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allows people to communicate with each other, ex-
press their thoughts, convey their feelings, preserve
and disseminate knowledge. Since the nature of lan-
guage as the main means of cognitive, cultural and
social communication of mankind is complex and
multifaceted, various scientific conclusions have
been developed to explain the function of language.
One of them that is of particular importance is the
“language game”. This term was first introduced in
the middle of the 20th century by the Austrian phi-
losopher Ludwig Wittgenstein in his work “Philo-
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sophical Investigations”. The concept of language
game is aimed at explaining the use of language in
real life situations, the dependence of meaning on
the context and pragmatic aspects of communica-
tion.

In human society, language is recognized, used,
and functions not only as a means of communica-
tion, but also as a cultural phenomenon that reflects
thoughts, feelings, and imagination. A person ex-
presses through language his nature, worldview,
and the mobility and level of creative thinking. On
the one hand, learning language games makes it pos-
sible to determine the role of language not only as
a means of communication, but also in the develop-
ment of thinking and aesthetic approach. The con-
cept of “language game” first introduced by L. Witt-
genstein to the scientific world has become one of
the most frequently used basic concepts in the fields
of linguistics, cultural studies, and psycholinguistics
nowadays.

According to the scientific opinion of Ludwig
Wittgenstein, language is a game mechanism based
on certain rules and requirements, in which subject is
not fixed, but changes depending on the general goal
and communication (Wittgenstein, 2018, p. 134).
Developing this concept, J. Huizinga expressed the
opinion that “Game is the basis of culture” and com-
pared the type of “playing man” (homo ludens) with
the main objects of cultural development (Hayzinga,
2011, p. 59). Therefore, language game is one of the
manifestations of people’s perception of the world
and their creative, artistic images.

The study aims to identify the main patterns of
language play in Kazakh-language Instagram posts
published in 2025, to describe their structural and
semantic features, and to determine their pragmatic
functions in digital communication. The study cov-
ers the classification of language games by types of
structural use, the description of language models
and the determination of their degree of compliance
with the linguistic norm.

The relevance of the study lies in the growing
role of social media in shaping new communicative
practices and in the need to analyze language play as
an active mechanism of digital discourse based on
Instagram content widely used in Kazakhstan.

The results of the study contribute to research in
the field of media linguistics. The scientific novelty
of the research lies in the analysis of language play
as a linguistic phenomenon in the modern Instagram
communicative space and in the attempt to system-
atize its types and functions on the basis of specific
empirical material. The article reveals the pragmatic

potential and impact of language games in digital
discourse on the language development.

The research findings may be applied in theo-
retical studies of linguistics, in the educational pro-
cess of higher education institutions, as well as in
the practice of analyzing and improving language
communication in social networks. In particular,
the conclusions obtained are significant in working
with media texts, explaining the features of digital
discourse, and describing the modern use of the Ka-
zakh language.

Materials and methods

To conduct this research, scholarly works on
language play were reviewed in order to identify the
main theoretical approaches, the development of the
field, and its current state. The most significant ma-
terials from the wide range of the resources studied
in the scientific space were selected and grouped.
Kazakh-language Instagram posts that were widely
circulated in 2025 and contained explicit examples
of language play were selected as the empirical basis
of the study. Using continuous sampling, examples
of language play were systematically analyzed at
the structural, semantic, and functional levels. The
analysis was conducted on the basis of language lev-
els (lexical, grammatical, pragmatic). This type of
analysis is aimed at identifying the similarities and
differences, scope of use and functions of language
game types.

Empirical research of language games based on
real linguistic data has shown how this phenomenon
is realized in a real communicative environment.
Such research is not limited to theoretical definitions
of language game but enables to analyze its usage
patterns, frequency, forms, communicative function
and pragmatic field. Posts from the social network
Instagram widely used in the modern communica-
tive space were taken as a primary source of em-
pirical research. It was identified that these materials
are genuine linguistic facts demonstrating the emer-
gence of language games in a natural environment
through direct interaction with the addressee.

In the course of the study, language game mod-
els were selected, systematized and analyzed at the
lexical, graphic, phonetic, semantic and pragmatic
levels. In particular, the analysis focused on such
manifestations of language play as deliberate word
distortion, homonymic and paronymic play, graphic
variation, and code-switching.

As empirical analysis shows, language games
are not a random or spontaneous phenomenon,
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but a pragmatic tool aimed at a specific commu-
nicative goal (attention, emotional impact, evalu-
ation, formation of own style). Empirical research
on language games not only revealed its functional
potential, but also made it possible to scientifically
substantiate the modern processes of language de-
velopment, norm change and the formation of new
language models.

Literature review

Language as one of the main values of humanity
has long been studied from a structural perspective
that is, its phonetic, morphological, syntactic and
lexical levels are interconnected. Structural linguis-
tics made it possible to explain the internal structure
of language, the hierarchical relationships of units
and the interdependence of its elements. However,
the structural approach prioritized the static nature
of language, placing its functional and social func-
tion in second place. For this reason, nowadays new
scientific paradigms aimed at studying the commu-
nicative, cognitive and pragmatic aspects of the lan-
guage have gradually emerged. The main function
of language is communicativeness, including spo-
ken speech — the naturally established form of oral
speech that people use to communicate. Therefore,
it is the most lively and flexible form of language.
Through speech, a person freely expresses his
thoughts, feelings and viewpoints. It should be not-
ed that the study of spoken language is reflected in
the following directions: determination of the devel-
opment and dynamics of speech. After all, spoken
language serves as a mirror that can clearly reflect
changes in society. By studying the speech norms of
people, the patterns of development of the literary
language can be comprehended. At the same time,
this issue is also the basis of psycholinguistic and
sociolinguistic research. Spoken language reflects
the entire way of thinking, emotions, and social
status of a person. Speech as a linguistic phenom-
enon, is characterized with its features as natural-
ness, freedom, occurrence in the form of dialogue,
the special role of intonation and stress, the presence
of dialects, jargon, argot, dependence on the general
context, specific situations and environment.

The areas of studying spoken language can be
considered on the basis of linguistic structures as
follows:

Sound, intonation, and stress features as objects
of phonetics.

The use of colloquial words, simple and infor-
mal vocabulary as objects of lexicon.
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The structure of sentences, including abbrevi-
ated and elliptical forms, as objects of syntax.

The relationship between a speaker and a lis-
tener, the types of speech acts as object of pragmatic
research.

In the process of communication people use all
types of language functions. The phenomenon of
language games has a special place among them. For
this reason, language game is a linguistic element
that reflects a person’s thinking ability and creative
potential. Language game is often used in everyday
speech to make communication more expressive,
figurative, and emotional. Therefore, speech real-
ized through language games is considered a form
of language existence in the natural environment.

The review of theoretical works devoted to the
study of language games demonstrates that language
games have become the basis for researching vari-
ous language forms in written and spoken language.
In particular, they are used in mass media, literary
works, folklore, and everyday speech.

In her scientific article “Language play in a sec-
ond language: Social media as context for emerg-
ing Sociopragmatic competence”, the scholar An-
nika Lantz-Andersson examines language game
from the perspective of sociocultural theory. Most
importantly, in this article, the author emphasizes
that language game turns communication into a
“playground” in the context of social media, which
allows participants to develop sociopragmatic com-
petencies, establish socially equal connections, and
demonstrate linguistic creativity (Lantz-Andersson,
2018).

Among the thinkers who made innovative con-
tributions to various fields of science, Ludwig Witt-
genstein occupies a special place. The author of
such terms as “linguistic picture of the world” and
“language game”, L. Wittgenstein (1889-1951) had
a great influence on the development of the humani-
tarian episteme in the second half of the 20th cen-
tury and contributed to the emergence of a new view
at the methodological and categorical foundations
of a number of disciplines, such as philosophy, psy-
chology, linguistics, etc.

Since the 1930s, L. Wittgenstein began to aban-
don the terminological language of thinking and
style peculiar to logical atomism. The philosopher
offers an idea that many semantic contexts, “lan-
guage games” exist. The most complete functional
game model of language is presented in the work
“Philosophical Investigations” (1953), where, in
addition to the idea of language games, such philo-
sophical issues as the relationship between language
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and thought; intuitive and rational; action, move-
ment and internal consciousness; personal and sub-
jective; oral and verbal levels of human conscious-
ness are discussed. In this work, the scientist raises
the issue of the meaning of linguistic units; the static
and dynamic state of language game in the seman-
tic space; the nature of understanding thought; and
also, the differences in the consciousness of people.
The philosopher considered a language as a certain
spatial and temporal phenomenon, revealing the in-
ternal connection between thinking in language and
the formation of a picture of the world. The concept
of “language games” is a system of linguistic com-
munication, organized in accordance with certain
linguistic rules. Language games are realized only
in the process of action and communication, in fact,
this is a way of communicating with reality. The
term “language games” emphasizes that speaking in
a language is a component of action or a form of
life, that is, it is a unity of “thoughts-words-deeds”,
where each component is very important and if
one component is lost, the whole is destroyed. The
ideas analyzed above show that the term “language
game,” introduced by L. Wittgenstein, is interpreted
in modern philology in two ways: the first is broad,
philosophical (later for L. Wittgenstein), the second
is narrow, practically linguistic.

The opinion of the distinguished scientist V.Z.
Sannikov: “A language game is a certain linguistic
error (or peculiarity), most importantly, an error that
is understood and intentionally allowed by a speaker
(writer). Here the listener (reader) must understand
that it is “said so on purpose”, otherwise he will sim-
ply evaluate the corresponding expression as an er-
ror or inaccuracy” (Sannikov, 2002, p. 23) reveals
the nature of language game. In this case, deliberate
mistakes do not surprise the listeners. The use of a
language game in the speech process serves to reveal
the intention of a person that introduced this game,
his attitude to the event, the process being discussed.

The key features of language game lie in the
unity of language and a certain type of function. It
is essential because it shapes a certain meaning of
expressions and words.

The study of spoken language opens a way to
understanding the natural essence of language, cul-
tural and cognitive features of the people. It not only
makes a significant contribution to the development
of linguistics, but also the improvement of language
culture in society.

Language game is a clear manifestation of the
speaker’s intellectual capacity, creative wit and
linguistic thinking ability at various levels. Roman

Jakobson is a scientist who considered the issue of
“language game” in his works not as a direct sepa-
rate topic, but at a deep theoretical level within the
framework of the functions and poetic activity of
language. In his work, he identifies the following
main mechanisms of language game:

- sound repetition;

- rhythm, rhyme;

- unexpected word combinations;

- polysemy;

- homonymy and paronomasia.

Roman Jakobson tries to find and study the theo-
retical core of language game through the principle
of equivalence. That is, in poetry, the paradigmatic
axis is projected onto the syntagmatic axis (Roman
Jakobson, 1987, p. 22-23).

From a scientific point of view, we know that
in ordinary, colloquial speech, words are chosen ac-
cording to their meaning. Now, in the language game
format, each word is chosen based on its sound and
formal harmony.

One of the well-known scholars who studied
language play, David Crystal, noted that language
play is a natural, universal, and important aspect of
language. According to the scientist, playing with
words is a functional form of language that reflects
important, deep layers of consciousness and feel-
ings. It is widely used in everyday life, literature,
children’s games, and even in professional contexts
and is a natural experience of language. The scien-
tist emphasizes in his research that language game is
not only characteristic of adolescents and children,
but also adults actively address language game. De-
scribing the development stages of language game,
its linguistic and metalinguistic awareness impact,
he describes its pragmatic function, that is, creat-
ing emotions, humor, influence, attracting viewers
and readers. Language game can also contribute to
cognitive development and creativity. The results of
our research indicate that language games on Ins-
tagram are consciously manipulated and executed
with a pragmatic purpose: the author tries to draw
the addressee’s attention and through deliberate
techniques, such as altering, shortening, and graphi-
cally transforming words to provoke an emotional
response. Therefore, the language play patterns used
in social networks reflect behavior, mindset, social
context, and the communicative tendencies of a par-
ticular period. According to the scientist, language
game is realised and reflected not in one, but in all
layers and levels of the language. The fundamental
objective of language game is not to employ lan-
guage solely in terms of semantics of word. This
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language game is a complex and multi-faceted phe-
nomenon, manifesting at all levels of the language,
including the phonological, morphological, seman-
tic, and pragmatic domains (Crystal, 2001, p. 130).

Language games are widespread at all levels of
language and occur in poetry, fiction, folklore, ad-
vertising, as well as in everyday speech. Language
games are closely related to the linguistic think-
ing system of a person. In this regard, the scientist
T.A. Gridina highlights three features of linguistic
thinking:

- working with language units according to the
laws of associative convergence, the ability to cre-
ate new ones based on existing elements of the lan-
guage and extra-linguistic experience;

- realization of the potential of language in the
field of creating and changing language forms and
meanings, taking into account the similarity and pe-
culiarity (isomorphism of form and meaning) of the
asymmetry of linguistic signs;

- the process of violating the language standard
in collective and individual speech activity;

Moreover, this scientist posits that the following
factors influence the purposeful implementation of
language game:

- the fact of language game is usually accidental,
since language game creates means of expressing a
certain content or establishes a new content that is
recognized universally while preserving or chang-
ing the old form. That is, it deviates from usage and
norm;

- language game is explicated by its use beyond
the established rules or by a special combination of
language means;

- the conscious employment of words that can-
not be used in this context or in general language;

- speaking with emphasis, taking into account
the linguistic competence of listeners (Gridina,
1996, p. 24).

In the context of the modern anthropocentric
trend, the phenomenon of language game in linguis-
tics is attracting the attention of the scientific com-
munity. The theory of language games is widely
employed in the fields of linguistics, philosophy,
pedagogy, and psychology. Language game is the
process of creating a new, virtual world with the
help of language: by playing with words, a person
conveys a special, expressive word or thought that is
not present in reality. During the language game, the
speaker can change and transform language units at
will. This can demonstrate the speaker’s level of
knowledge, linguistic abilities, and the skill to trans-
form various forms in the use of language.

48

According to S.Zh. Nukhov, language play
makes it possible to demonstrate a person’s indi-
vidual speech style (Nukhov, 1997, p. 230). In this
case, a listener derives pleasure from the rational
use of language games, can experience a good or
bad emotional state. The use of language games in
speech arises from a specific goal of a speaker.

Analysis of the scope of using language game in
spoken language can demonstrate that this concept
has deep roots in folk literature. It is evident that the
widespread expressions of joking and teasing be-
tween a wife and her husband’s brother, her husband
and her sister, are vivid examples of language game.

In digital communication, language play may
also perform an important pragmatic function, since
it is not merely a deviation from language norms,
but a conscious communicative strategy aimed at
establishing and maintaining positive interpersonal
relations. From this perspective, language play can
soften the impact of speech, reduce communica-
tive distance, and adapt standard etiquette formulas
to a particular communicative situation. The use of
irony, metaphor, figurative forms of address, and
playful variations of greeting and farewell allows a
speaker to express respect to the addressee without
resorting to overly formal constructions.

Linguistic politeness is generally understood as
a complex phenomenon manifested in the unwritten
rules of speech behavior and in generally accepted
etiquette norms. In different branches of linguis-
tics, politeness has been interpreted as an ethical
and pragmatic category, that is, as “a manifestation
of respect through linguistically expressed units”
(Formanovskaya, 2002, p. 51), and as a means of
evaluating a speaker’s social status and communica-
tive behavior (Larina, 2003, p. 11). In the present
study, the understanding of politeness is correlated
with the classical Brown—Levinson theory (Brown
& Levinson, 1987, p. 68).

At the same time, not all manifestations of lan-
guage play are directly related to politeness. If an
utterance merely conveys information, it cannot
automatically be classified as either polite or impo-
lite. However, when language play is used to soften
evaluation, mitigate categoricalness, preserve the
addressee’s social image, or maintain interactional
balance, it acquires a clear pragmatic function. In
this sense, ironic, euphemistic, and allusive forms
of language play may serve as effective means of
communicative adaptation in online discourse.
Therefore, in the context of this study, the pragmatic
aspect of politeness is treated as one of the second-
ary but relevant functions of language play, whereas
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the main analytical focus remains on its expressive,
humorous, and socially evaluative manifestations in
Kazakh-language Instagram discourse.

Results and discussion

In this study, language play is regarded as a lin-
guistic phenomenon based on conscious and pur-
poseful manipulation of expressive resources in or-
der to create humorous and evaluative effects. The
analyses presented in the paper demonstrate that
the rules of language game violate the established
“patterns” in all languages. That is, the essence of
language game is characterized by the emergence of
additional occasional meanings as a result of the in-
tentional use of language units beyond the limits of
norms, in accordance with the communicative situa-
tion. Such meanings, based on the expressive poten-
tial of the language, create a comic effect by influ-
encing the linguistic consciousness of an addressee.
In this process, language game reveals the inter-
weaving of the aesthetic and pragmatic functions of
language. In this regard, it is appropriate to consider
language game as a specific mechanism in the for-
mation of the author’s idiostyle and as a marker that
determines the communicative-pragmatic specific-
ity of a particular genre.

According to the researcher B.Y. Norman, lan-
guage game is an integral part of any natural lan-
guage. The scientist, describing natural language as
a strictly systematic structure, also noted the contra-
dictory nature of its internal organization. The au-
thor emphasizes that these contradictions are mani-
fested in the process of language play, revealing the
hidden potential and functional capabilities of the
language system (Norman, 2020, p. 6).

In the context of the Norman concept, language
game is considered not only as a stylistic or expres-
sive means, but also as a universal mechanism that
sheds light on the dynamic nature of language. This
phenomenon is realized in various spheres of inter-
personal communication, in particular, in commu-
nicative situations that are not prohibited by society
within the framework of certain socio-cultural con-
ventions. Thus, language game is characterized as
an important linguistic phenomenon that determines
the relationship between language norms and their
functional deviations.

In their article “Linguistic Phenomenon: Lan-
guage Play among Multilingual Communities on
Social Media,” Nurul Ilmiasari and Dewa Putu Wi-
jana examine how language play functions in mul-
tilingual social media discourse. The authors of the

paper analyze the cognitive and ideological func-
tions of language game and write that it can increase
the effectiveness of communication in multilingual
societies, strengthen cultural ties, and also have a
positive impact on the language learning process
(Nurul Ilmiasari, & Dewa Putu Wijana, 2025).

Today, social media around the world can be a
vital empirical source for studying linguistic diver-
sity in modern society. In the article “Mapping urban
linguistic diversity with social media and population
register data”, the scientist T. Viisénen highlighted
that social media texts, through geolocation records,
made it possible to display the users’ natural linguis-
tic experience, the distribution of languages, and
linguistic variability in certain regions on a linguis-
tic map. In his article, he provided exact examples
using language maps. The results of studying these
maps sought to prove that multilingualism, code
switching, informal language forms, and new lexi-
cal units are actively used in social networks. This
finding clearly indicates that digital communication
serves as an indicator of the rapid pace of linguistic
change (Viisénen, 2022).

Based on the ideas of the above-mentioned sci-
entists, the nature of language games are analyzed
through specific examples from the Instagram net-
work, which is very actively used in our country for
digital communication.

Language game is a tool for deliberately
“mixing” the literal and figurative meanings of
words. “O’SEK AITU UAQYTY KELDI. KIMDI
ShA’IMEN ZhY’TSAQ EKEN?” (“It’s time to
gossip. Who should we swallow with tea?”’) (Insta-
gram). This sentence is a successful language game
based on alliteration, metaphor, irony, and everyday
cultural code. If we dwell on the elements of lan-
guage game in the sentence separately, they are:

“Swallowing with tea” is used in a non-literal,
figurative sense. In the literal sense, a person cannot
be swallowed by another with tea, in this context
the expression means who will become the object
of discussion, criticism and gossip. Here, the act of
“swallowing” is not a physical action characteristic
of a living being, but rather “consuming” another
person with words, that is, gossiping about or ver-
bally dissecting them. In this language game, the
author conveys the act of gossiping not in a literal
sense, but in a metaphorical, humorous way. “Swal-
lowing with tea” is an example of a metaphorical
language game. As for the literal meaning, drink-
ing tea means swallowing liquid with your mouth,
but its figurative meaning is “swallowing” someone
with words, that is, gossiping, discussing another
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person or people. In this sentence, the language
game element consists of the variable use of mean-
ings. The physical act of “swallowing” a living be-
ing is used to reveal the meaning of the social act
of “gossiping” between people. The primary goal in
this instance is to demonstrate and make a reader
feel that humor and cunning are intertwined. That is,
it doesn’t indicate “let’s gossip”, but rather softens
and subtly explains it with humor, saying “whom
should we swallow with tea”. This can be interpret-
ed as a euphemistic form of language game, which
is realized by hiding the stated rude act (gossip) with
a playful cultural tone. Irony serves to convey that
gossiping is a “ritual” happening at a certain time,
on a regular basis, by referring to a gathering that is
appropriate, familiar and close to the people.

Since in Kazakh culture, “tea drinking” is asso-
ciated not only with drinking tea, but also with the
tradition of talking, conversing, discussing solutions
to problems together, and sometimes gossiping, here
it makes sense to display and use a cultural code.
For this reason, the phrase “swallowing with tea”
uses it as a game based on a cultural linguistic code,
establishing intimacy with the reader by sharing a
common, understandable joke. The following prag-
matic functions of the language game under analysis
can be noted. They are: expressing close, warm rela-
tionships between people, and defining social roles
(friend, confidant, peer).

The language game “BAIYM BAR, AIF-
ONYM BAR, YIIM BAR, BIR MAShINANYN’
BOLMAI TY’'RG’ANY AI” (“I have a husband,
I have an iPhone, I have a house, the only thing
I don’t have is a car”) (Instagram) is a word play
based on rhyme, that is, a sentence related to the
type of word play. The first part of the sentence,
constructed with the same syntactic template, has
a certain rhyme and rhythm: “I have a husband, I
have an iPhone, I have a house.” That is, here, by
giving the effect of enumerating, the image of a
person with a full-fledged, well-off material situa-
tion is created before the reader, the phrase “I have
everything” strengthens the image of the thought’s
author. But the final part used as a conclusion “The
only thing I don’t have is a car” shows the cul-
mination of the language game. In fact, the initial
list is logically sufficient, as it ironically portrays a
life of a person that has everything associated with
fashion at, while at the end the element presented
as a minor detail (a car) evokes laughter, creating
for the reader a contrast. This laughter is conveyed
through an anticlimax (unexpected descending
effect).
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Indeed, there is a very subtle social irony in
this sentence. The sequence suggests family status,
material comfort, and a modern lifestyle. However,
all this still seems insufficient, and the absence of
a personal car is presented as almost a tragic situ-
ation. Through this language game, the high ap-
preciation of material values in our modern society
is demonstrated as an ironic element. The depth of
this sentence can show the human nature, psychol-
ogy, that is, “everything is there, but something is
missing.” The use of the conjunction “ai” at the end
added an emotional impact, created an intonation of
regret and tenderness. Moreover, it turned the sen-
tence into a colloquial, light-humored style. Without
this conjunction, the language game would be much
drier, “tasteless”, and devoid of context.

In this sentence, the language game is produced
through syntactic parallelism, an unexpected logical
turn, and irony.

“KYIEUIM QY’TYRG’AN QATYNDAR-
MEN ARALASPA DEIDI. QAIDAN BILSIN
MENIN’ SOLARDYN’ ATAMANY EKENIMDI”
(“My husband tells me to stay away from crazy
women. If only he knew I was their leader”) (Insta-
gram). This semantic transformation refers to a type
of language game based on humor. The sentence
consists of two parts: “My husband tells me to stay
away from crazy women” — here the author first cre-
ates the impression that she is different from “these
crazy women”. But in the second part, “If only he
knew I was their leader”, an illogical, but seman-
tically complex, unexpected “turn” creates humor.
Using an unexpected semantic contradiction, the
speaker seems to criticize the category from the out-
side and suddenly reveals that she is the “leader”
of this group. Here the humor is based on semantic
tension and paradox, and the external separation is
the antithesis of the internal truth. In the sentence,
ambiguous words do not change, but rather evoke
laughter through semantic incongruity.

The sentence “AQShA ZhINAIYN DESEM,
ZhINAP ZhYRIP O’LIP QALATYN SIYaQTY-
MYN. SOL YShIN ZhINAMAI ZhYRMIN” (“If I
want to save money, it seems to me as if [ might die
while saving it. That’s why I am not saving mon-
ey”’) (Instagram) contains an illogical paradox: the
concept of “saving money” is actually related to the
future, tomorrow, security and preparing for a long
and carefree life. But in the sentence the meaning of
this important security is destroyed. Since the author
connects it with death saying “it seems to me as if |
might die while saving it” and it is the main marker
of language game. “Dying while saving money” is
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not a real death, but exaggerated idea (hyperbole).
However, here the shortness of a human life, mean-
inglessness of the act of “postponing for tomorrow”
are conveyed through the fear of losing the present
moment. This can be defined as an existential hy-
perbole. The language game is completely based on
irony. The author of the sentence introduces himself
not as a person that doesn’t care about the future, but
as the one that thinks about it a lot and as a result be-
comes unable to act. The part “That’s why I am not
saving it” is a ridiculous excuse but an emotionally
familiar situation for all of us. The elements increas-
ing the impact of the language game are the words
“siyaqtymyn”, “zhurip” and short simple sentences.
However, they deliver the philosophical thought pe-
culiar to a human in an accessible, comprehensible
and everyday format. Combination of deep thoughts
and simple language results in an effective, success-
ful language game. In summary, “By postponing
life it’s possible to miss the life”, that is the internal
conflict between saving money and living a life is
demonstrated. The language game in this sentence
is based on paradox, through hyperbole and irony
it doesn’t just make a reader laugh but also conveys
a deep philosophical idea with the help of everyday
joke.

“BOYaNBAI ShAShYN’ MAI-MAI
TYRIN’MEN ShYQQAN KYNI, O’LGENNEN
BASQASYNYN’ BA’RIN KO’RESIN’ G’OI”
(“The day you go out without makeup, with your
hair all greasy, you will meet everyone except the
dead”) (Instagram). The basis of this language
game is a household detail, a universal meaning.
A minor, everyday situation characteristic of every
woman (lack of makeup, greasy hair) is considered
as an act that has the greatest impact on her femi-
nine identity. Even when your hair is greasy, going
out without fear affects just your appearance. In
this context, going out and seeing everyone except
the deceased person is presented as a challenge, an
insult, a surprise that happens in a woman’s life.
The deliberate exaggeration of such an issue that
doesn’t seem a problem is a key mechanism of lan-
guage games. The meaning of the phrase “You will
meet everyone except the dead” is obviously im-
possible in literal terms, but it captures in a single
expression the discomfort, criticism, and social
reaction associated with such an experience. This
is a very powerful expressive hyperbole. There is
no explicit drama or tragic information in the sen-
tence. On the contrary, the particle at the end “goi”
is pronounced with an intonation that conveys iro-
ny with light sarcasm and humor. In fact, the men-

tioned situation of the woman is not a tragedy. But
this idea emerged from an aspiration to critically
illustrate the influence of social pressure, societal
norms established by individuals themselves. Even
if this general norm is “pure, established”, a slight
deviation from it immediately attracts the attention
of the public. The element “Hair being greasy” is
a sign of deviation. This language game mocks so-
ciety’s tendency to overreact to such deviations.
The method of contrast was used to strengthen the
inner desires of a person and the norms of soci-
ety through contradiction. On the one hand: greasy
hair, face without makeup (small details), on the
other: death (the ultimate, absolute, true concept).
Here, the comparison of the smallest details of ev-
eryday life and absolute concepts is a classic lan-
guage method of language game.

This sentence contains the following idea (sub-
text) with a hidden meaning: “Society sometimes
values external details, not the inner being of a per-
son.” In other words: you just went out, and the en-
vironment turns it into a big “event.” In conclusion,
this language game model is based on hyperbole and
irony, mocks social stereotypes, that is, it attaches
great importance to everyday trivial details, skill-
fully uses colloquialisms.

“SABYR SAQTAP YNDEMEI QALU MEN
YShIN KYNA’ G’OI” (“Staying patient and re-
maining silent is a sin for me”) (Instagram). The es-
sence of the language game in this sentence lies in
semantic inversion. According to the established lin-
guistic-cultural logic, “staying patient” is a quality
of a good person, and “remaining silent” is a sign of
intelligence, restraint and patience. In the religious
concept, sin is a negative, moral condemnation. This
established system in the sentence under analysis is
deliberately inverted. That is, staying patient and
remaining silent is a sin. Using a religious term in
an everyday context serves to describe the person’s
character traits, his internal psychological state. In
principle, “sin” is a religious-ethical category inher-
ent in all religions, a word with great moral weight.

Indeed, remaining silent is not a sin. But the au-
thor employs his internal pressure, internal dramati-
zation to convey it to the reader through hyperbole.
The phrase “for me” in the sentence is very signifi-
cant. In essence, the narrator does not oppose the
general, established moral standard, but only pres-
ents his own internal code, principle, understand-
ing: “remaining silent is a sin for me”. This means
absolutizing the individual morality inherent in a
human being, presenting the individual norm as a
“universal law.”
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The functional word “g’0i” softens the sentence,
but it does not provide an intonation of making an
excuse or justification, but of self-recognition. The
idea and intention the author wants to convey here
to the reader is “this is a controversial opinion, but
only mine”. The implicit idea hidden behind this is
“If I do not tell the truth, I will go against my in-
ner self”. This is not a person who cannot control
his emotions, he simply wants to say that remain-
ing silent is lying, cheating. This language game,
based on semantic inversion, is employed to convey
a psychological state that may be inherent in a re-
ligious person. By combining hyperbole and irony,
the sentence clearly reveals an individual’s person-
ality trait.

The researcher E. Ormakhanova, in her article
“Media discourse of “Hate speech” in digital com-
munication: cases of social media,” emphasizes the
idea that digital communication, unlike traditional
media, is interactive, explicit, and dynamic, and
therefore each user can act as both a producer and
a distributor of information, which indicates that
linguistic discourse on social networks has become
highly developed. (Ormakhanova, 2024).

Conclusion

The results of the study demonstrate that lan-
guage game in Internet communication is manifested
in the reflection of the linguistic behavior of network
users within the framework of the new communi-
cative space and serves as an important means of
self-expression, demonstration, as well as entertain-
ment and humor. Language game in the context of
Internet communication is realized and manifested
in the process of direct, unrestricted communication
at all levels of the language system, that is, at the
phonetic, lexical, lexical-semantic, morphological
and syntactic levels.

Game is a universal phenomenon of human
culture that has accompanied communication since
early stages of social development. It is located be-
tween objective reality and the virtual world created
by human being himself. In addition, the features of
the Internet communication channel significantly af-
fect the form of language game manifestation: the
use of phonetic means is limited, the functional load
of graphic means increases. The most productive
and richest level of language game in the context
of Internet communication is the lexical level. At
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this level, language game is formed on the basis of
multiplying the components of word meaning, poly-
semy and homonymy, synonymous and paronymic
series, phraseological units, proverbs and sayings,
and set expressions.

In the thematic context, the main distinction be-
tween language games in Internet communication
and language games in other communicative spheres
lies in the appeal to the phenomena of the Internet
and virtual space. This feature enables to distinguish
the semantic and formal aspects of language games
and characterize them as a specific linguistic phe-
nomenon of modern communication.

The conducted study makes it possible to formu-
late the following definition: language play is a set
of linguistic means that creates a specific functional
space within language and reflects the speaker’s cre-
ative and communicative intentions. It has specific
functional features in spoken and digital discourse
and clearly reflects the speaker’s creative and com-
municative potential. Language game reflects dif-
ferent levels of evaluative and emotional shades, as
well as certain aspects of the social and psychologi-
cal characteristics of the speaker. It is also consid-
ered a dynamic linguistic phenomenon that changes
and develops depending on time and space, as a dis-
tinctive feature of national culture.
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