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ABSTRACT

The article delves into the phenomenon of the “language game,” which stands out as one of the topical paradigms of 
recent times. This term, coined by the renowned philosopher L. Wittgenstein, finds its place within the realm of linguis-
tics. While similar concepts can be traced in the works of other celebrated philosophers, linguists, and psychologists, 
Wittgenstein’s introduction of the term “language game” seems to have reestablished the connection between language 
and philosophy, a link that had existed for centuries but faced certain challenges. Pragmatics, as one aspect of the sign 
system, explores facets related to the functioning of language, with the “language game” emerging as a central focus 
of its research. Despite the general appearance and even the origins of “language games” resembling the structural 
format of ordinary speech acts, they are markedly distinct in several aspects. The primary characteristic of “language 
games” lies in the disruption they create within linguistic norms. Intentionally and purposefully violated rules exert a 
unique influence on the semantic weight of each expression within the encoding-decoding process. Consequently, the 
illocutionary force of the locutionary act, formed within the framework of a “language game,” differs from that of ordi-
nary speech acts. An element of illocutionary force that is typically inherent takes on a dual nature. Considering this, 
we endeavor to convey our feelings, thoughts and desires through words, utilizing a language comprised of concepts 
enwrapped in sound. Language, serving as the vocabulary and sonic emblem of a culture, acts as a bridge spanning 
yesterday, today, and tomorrow. 
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RESUMEN

El artículo profundiza en el fenómeno del “juego de lenguaje”, que destaca como uno de los paradigmas de actualidad 
de los últimos tiempos. Este término, acuñado por el renombrado filósofo L. Wittgenstein, encuentra su lugar dentro 
del ámbito de la lingüística. Si bien se pueden rastrear conceptos similares en las obras de otros célebres filósofos, 
lingüistas y psicólogos, la introducción por parte de Wittgenstein del término “juego de lenguaje” parece haber resta-
blecido la conexión entre el lenguaje y la filosofía, un vínculo que había existido durante siglos pero que enfrentó ciertos 
desafíos. La pragmática, como un aspecto del sistema de signos, explora facetas relacionadas con el funcionamiento 
del lenguaje, siendo el “juego del lenguaje” un foco central de su investigación. A pesar de que la apariencia general 
e incluso los orígenes de los “juegos de lenguaje” se asemejan al formato estructural de los actos de habla ordinarios, 
son marcadamente distintos en varios aspectos. La característica principal de los “juegos de lenguaje” radica en la 
alteración que crean dentro de las normas lingüísticas. Las reglas violadas intencional y deliberadamente ejercen una 
influencia única en el peso semántico de cada expresión dentro del proceso de codificación-decodificación. En conse-
cuencia, la fuerza ilocutiva del acto locutivo, formado en el marco de un “juego de lenguaje”, difiere de la de los actos 
de habla ordinarios. Un elemento de fuerza ilocucionaria que es típicamente inherente adquiere una naturaleza dual. 
Teniendo esto en cuenta, nos esforzamos en transmitir nuestros sentimientos, pensamientos y deseos a través de pa-
labras, utilizando un lenguaje compuesto por conceptos envueltos en sonido. El lenguaje, que sirve como vocabulario 
y emblema sonoro de una cultura, actúa como un puente que une el ayer, el hoy y el mañana.
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INTRODUCTION

Communication is an important process that facilitates 
human interaction, enabling the exchange of information, 
ideas, feelings, and messages between individuals or 
groups (Solomon & Theiss, 2022). This process involves 
a sender conveying a message to a receiver through a 
channel which can be verbally, through written words, or 
non-verbally forms of communication like gestures and 
expressions. The channel can vary, for example from 
face-to-face conversations to electronic media such as 
emails, social networks, etc. In addition, the process of 
communication can be influenced by factors such as lan-
guage, cultural context, etc., and its effectiveness lies in 
the clarity and precision with which the message is conve-
yed (Lindblom, 1990). Therefore, studying the process of 
communication is pivotal as it equips us with the ability to 
effectively transmit ideas, build robust relationships, and 
resolve conflicts. Furthermore, it empowers us to navigate 
an increasingly interconnected world (O’Boyle, 2022).

When we look at the history of communication, it is seen 
that it is as old as the history of humanity. Mass commu-
nication, which started with smoke used for communica-
tion, horse-riding messengers, and drums used in some 
local tribes, progressed significantly with the invention of 
the printing press and experienced a turning point with 
the development of science and technology and the re-
sulting use of electricity in the field of communication, first 
with the telegraph. With the development of the telegraph, 
the number and quality of communication tools gradually 
increased, and subsequently, communication became a 
process that could be done from space by hanging elec-
trical wires (Urquhart & Heyer, 2024). Nowadays, tech-
nology is advancing rapidly. Accordingly, there are also 
important developments in mass communication tech-
nologies, which have an important place in interpersonal 
communication. As it is known, technological develop-
ments somehow affect interpersonal relations and social 
life in general. Especially in an environment where com-
munication technologies have been rapidly advancing 
in recent years, the impact of technology on the masses 
has become even more controversial (Yzer & Southwell, 
2008). Although the issue regarding mass communication 
studies has been discussed for a long time, its importan-
ce has increased even more today (Griffin et al., 2022). 

It is important to remark that communication is a social be-
haviour that includes both the process of creating mutual 
relationships and the transmission of information (Gordon, 
2024). The main role here is played by the system of 
signs. Looking at the society surrounding us, it is possible 
to come across many signs. This system of signs, which 
has become an integral part of our lives, is considered 

almost one of the main managers of the world of people 
and living beings. Footsteps in the university corridor, the 
whistle of the ship, the neighing of the horses in the barn, 
the sound of music from the gathering, the direction of 
the anthill, any human movement, etc. The list here can 
be extended indefinitely. While everyone gives meaning to 
such signs according to their profession, on the one hand, 
they make their lives easier, on the other hand, they get 
involved in this complex atmosphere. All these are consi-
dered to be the object of semiotics, but also the material 
or means for information exchange (Sadowski, 2022).

On the other hand, linguistic signs, which are an inte-
gral part of the sign system, are important elements of 
information exchange and have their unique functionality. 
Depending on its simple and complex form, each linguis-
tic sign performs interestingly in the encoding-decoding 
process. All three aspects of semiotics given by C. Morris 
(syntax, semantics, pragmatics) ensure the position of lin-
guistic signs in the communication process. The syntax is 
responsible for the chain arrangement of linguistic signs 
along a straight line, semantics is responsible for the re-
lationship between linguistic signs and their meanings, 
and pragmatics is for the relationship between linguistic 
signs and those who use them. Different from other as-
pects, pragmatics is based on the working principle of 
language. It arranges all its obligations based on linguis-
tic activity alone. In the encounter between language and 
action, language acts as an integral part of behavior with 
its active activity. Here, linguistic signs mean all speech 
acts from simple to complex, and those who use linguistic 
signs mean the roles of addresser and addressee. In the 
addresser-codes-addressee triad, the process of coding-
decoding of the communication process is displayed in 
a different style, depending on the types of speech acts. 
Indirect speech acts, distinguished by their complex 
nature, constitute the most difficult and dark side of this 
process, which can be cited as an example of “language 
games”. “It is clear that the imagined world, however diffe-
rent from the real world, must have a form that is somehow 
connected with reality” (Wittgenstein, 1922).

The Austrian philosopher L. Wittgenstein was the first to 
observe that special roles are performed through speech 
acts in the communication process. He is one of the well-
known philosophers who lived in the 20th century and 
made great achievements in the field of logic and the phi-
losophy of language. The focal point of L. Wittgenstein’s 
philosophy is the mutual relations between language 
and thought, thought and reality, and language and its 
boundaries. Like all his hypotheses given in his “Logical-
Philosophical Treatise”, the statement given above has 
great meaning from the linguistic-philosophical point of 
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view. In his work, the philosopher proposed several inter-
esting ideas about similar languages and the world. One 
main issue that makes him think based on the “language-
logic-reality” model is the correspondence between lan-
guage and its boundaries. Every language has its own 
rules. Without exception, all types of communication ari-
se due to the regulation of language signs according to 
special rules (regulations at the minimum and maximum 
level). Here, let’s recall J. Searle’s (1984, p. 35) interesting 
approach to the existence of rules and their position in be-
havior: “...I do not claim that rules play no role in our beha-
vior. On the contrary, the rules of the language or the rules 
of the gameplay a decisive role in behavior. However, it is 
difficult to determine which behavior occurs according to 
the rules and which does not”. Indeed, rules, especially 
linguistic rules, must be evaluated as one of the existing 
conditions. The accepted rules of the language are noti-
ceable in every case as the neatness of the language. But 
sometimes, at different times and in different situations, it 
seems insufficient to fully adapt to the grammatical rules 
to turn the thought codes into meaningful sentences. In 
such cases, it is possible to get better results by moving 
away from linguistic norms.

Considering the above, the objective of this work is to 
explore the phenomenon of the “language game” as a 
current paradigm in the field of linguistics. This concept 
reestablishes the connection between language and phi-
losophy, highlighting the disruptive influence of “language 
games” on linguistic norms and the illocutionary force of 
expressions. The study is qualitative in nature, and it was 
carried out based on a literature review.

MATERIALS AND METHODS

The content analysis method was used to examine the in-
dexes of the works discussed in this study. As stated in 
the research by Ibrahimov (2023), content analysis is a 
research method that aims to provide objective and sys-
tematic information about the text under consideration. 
Today, this method makes it easier to understand a de-
sired language and helps solve errors that cause misun-
derstandings. In the study by Gedizli (2021), we see that 
language is a natural tool that “establishes understand-
ing” between people. “Agreement” consists of “meaning” 
on one side and “expression” on the other. Expression is 
an activity in which “meaning” and “telling” are done to-
gether. In general, determining the language manifesta-
tions of the “agreement” made by the language helps to 
learn the knowledge of the language correctly. Therefore, 
identifying the elements that make up the language and 
the tasks these elements undertake will guide the studies 
to be carried out on the language.

Yaseen’s (2023) research is valuable in terms of learning 
the change of meaning according to the communication 
function we mentioned above. In his research, the author 
states that in the mediatic global village, English has be-
come the most important language used by the majority of 
people around the world to communicate with each other, 
and the importance of English is seen in all areas of life, 
such as business and media. Consequently, many coun-
tries where English is not a native language are keen to 
include English in their curricula. English plays an import-
ant role in the education sector, and hence it is imperative 
to improve language learning through various means. For 
good communication, it was necessary to learn words and 
have a good vocabulary. However, today we see that the 
fact that English is the dominant language in most coun-
tries causes English words to be included in the same 
language. We can look at this as the enrichment of a lan-
guage and the development of its lexical structure.

On the other hand, in language definitions, it is empha-
sized that “language is a means of communication.” This 
study organizes and classifies the meaning and expres-
sion units by considering language as a “means of under-
standing.” The study consists of three parts: basic con-
cepts, meaning representation, and expression realization 
order. Basic concepts are associated with concepts that 
directly affect the language’s ability to represent meaning 
and realize expression. The functions of sound, word, and 
phrase elements in meaning representation are discussed 
with examples from linguistics. In the order of expression 
realization, the contributions of expression, sentence, 
and text to the realization of expression in linguistics are 
discussed.

RESULTS AND DISCUSSION

Basic principles

Looking at the history of linguistics, it is possible to find 
many years of interesting studies and conclusions of ex-
pressions created within the framework of norms. Here, 
the linguistic norm has been investigated within cer-
tain frameworks in most of the communication proces-
ses. Every action created based on the rules and laws 
of language in our daily lives is a prime example of this. 
However, the existence of linguistic norms may not be 
taken as an absolute condition for thought to turn into a 
meaningful sentence. Sometimes interesting expressions 
appear with a deliberate, purposeful violation of linguistic 
norms. Also, the functionality of such expressions is su-
perior to other expressions. Linguistic signs that do not 
comply with linguistic norms and expand the possibili-
ties of language appear as “language games”. Thanks to 
these kinds of acts, it is as if language can transcend its 
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boundaries. Yaylagul (2023, p. 7) was the first to include 
the term “language game” in scientific research, thereby 
trying to determine the boundaries of human thought with 
his logical-philosophical concept. “The process of nam-
ing things and repeating spoken words can be called 
language games”. The existence of “language games” is 
closely related to the principle of language functioning. 
The purpose and intention that transform sentences into 
acts of speech are more evident in the formation of “lan-
guage games”.

The purposefulness inherent in games is also clearly ma-
nifested in the emergence of “language games”. They 
are created due to a special intention and purpose and 
perform certain functions specific to the language within 
the framework of their intra-linguistic activity. Through this 
purpose, the sentences that existed before the history of 
the development of pragmatics were forced to give way to 
speech acts, including “language games”, distinguished 
from other acts by their uniqueness. Due to the purpose 
and intention of the addresser, “language games” also 
created conditions for the opening of new directions in the 
investigation of the system of signs by performing special 
acts. Thus, these points, which exceeded the scope of 
interest in syntax and semantics, became one of the focal 
points of pragmatics. Thus, pragmatics, which differed 
from other aspects of linguistic signs, had to completely 
separate from the semantics aspect even within the fra-
mework of these studies. Thanks to the transition from the 
theory of logocentrism to the theory of anthropocentrism, 
the mobility inherent in “language games”, as well as fields 
belonging to pragmatics, was brought to the fore. From 
the point of view of anthropocentrism, the main object for 
pragmatics is the living human factor, which is studied in 
parallel with the principle of linguistic activity, which is an 
integral part of behavior. “Pragmatics studies language as 
a social, interactive form, as a set of rules for interaction 
between communication partners in a specific situation 
and the use of appropriate language. The opening of the 
phenomenon of mobility in modern times goes in two di-
rections: philosophical-methodological and psychology, 
sociology, and linguistics. The formal structure of types of 
mobility is developed in the philosophical-methodological 
discipline. In the other direction, a certain type of mobility 
is considered. By the philosophical concept, the role of 
the concept of mobility is not always the same. Its role 
is either a peripheral category or a universal explanatory 
principle” (Ibrahimov, 2023).

Thus, the term “language game” began to play a leading 
position in the field of pragmatics in terms of its dyna-
mics. Hajiyeva (2021, p. 89) stated, “The creation of sui-
table ‘language games’ is made possible by the correct 

adaptation of language mobility and cognition”. The main 
units of pragmatics, which are connected with the move-
ment and activity of language, are speech acts. Several 
pragmatic features turn ordinary sentences into speech 
acts, the most important of which are the goals and inten-
tions of the addresser and the illocutionary acts adapted 
to them. “The theory of speech acts studies, not individual 
words or sentences, but the structure used for a certain 
speech activity (illocutionary act), the communicative task 
of the speaker (illocutive act), and the direction aimed at 
reaching a certain result (perlocutionary act)” (Hajiyeva, 
2021). Taking a general look at the structural division of 
ordinary speech acts, in the ranking of locutionary and 
perlocutionary acts, the illocutionary act takes a special 
leading position.

Considering that the purpose and intention of the addres-
ser are concentrated on a special illocutionary force, “lan-
guage games” should also be noted as a special kind of 
speech act. They are also considered as the main units of 
pragmatics, like other speech acts. However, several inter-
esting points distinguish “language games” from ordinary 
speech acts. For example, while ordinary speech acts try 
to necessarily reflect the rules of language, “language ga-
mes” seem to manifest themselves in this process in the 
form of disdain for the norm. In this regard, “deliberately 
violated norms” are one of the main characteristic featu-
res inherent in “language games”. Examples of these are 
irony, puns, jokes, etc. Acts created in this way can be 
shown as examples. For instance, speech acts given as 
irony are often found in our daily lives. “Ironic indirect ex-
pressions mainly have two illocutionary forces. By perfor-
ming a ‘game’ with his act, the speaker makes the listener 
think. The fact that the language game presented here 
has a dual illocutionary force distinguishes it from other 
‘language games’” (Hajiyeva, 2021). 

While normally every ordinary speech act has an illocu-
tionary force, this dual force character present in “langua-
ge games” also complicates the semantic load of infor-
mation. These dual-illocutionary force-laden game-like 
acts go beyond the boundaries of language norms and 
sometimes remind us of incorrect idioms or incorrect ex-
pressions at first impression. As Erol’s (2016, p. 9) notes 
about incorrect idioms, “...in some cases, incorrect sa-
yings have a meaning. This means that incorrect idioms 
can be considered as a whole mental act with a purpose, 
a certain form of expression, and a meaning”. Freud calls 
ambiguous incorrect statements a clash of two different 
intentions. In the first collision, the intention mixes with the 
other as a whole, that is, it substitutes, and at this time, 
expressions with opposite meanings appear. In the se-
cond case, the intention is distorted, and combinations 
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are created (Erol, 2016). In addition, the codes transmit-
ted in ordinary speech acts are formed in the form of ex-
plicit or implicit meanings and are decoded based on the 
listener’s pragmatic criteria. The goal and intention of the 
addressee who creates “language games” is not codified 
as in ordinary speech acts. 

In the 20th century, Wittgenstein (1922, p. 138), who re-
examined the ideas he put forward in the early years of his 
creativity, brought together his old and new ideas with the 
work “Philosophical Investigations” and tried to further im-
prove his ideas about the “language game”. “We cannot 
see the amazing variety of everyday language games be-
cause the imagery of our language makes them look alike”. 
This time, he more seriously covered the moments rela-
ted to the meaning and concept of the word, expression, 
slightly exceeding his positions in the past. As he states 
in his notes, “The words of the language name objects—
sentences are combinations of such names.—In this sen-
se, every word has meaning. This meaning is correlated 
with the word. It is the object for which the word stands.” 
That is, using a word, knowing and applying its use can 
actually gain the necessary meaning and sense within the 
context. In the book “Philosophical Investigations”, the 
philosopher tries to explain it more precisely with the fa-
mous “Beetle in a Box” analogy. Let’s think of a group of 
people and suppose that each of them has a box in their 
hand and that the object inside the box is called a “beet-
le” (what we call beetles can be what we imagine, but it 
can also be completely different). No one can look inside 
someone else’s box, and everyone is required to describe 
what is inside their box. Since no one knows what is inside 
other boxes except their own, the word “beetle” has no 
other meaning than “the thing in the box”.

With this, L. Wittgenstein, based on the thought “The mea-
ning of a word is its use in the language”, argues that the 
question “What is a word in reality?” is similar to the ques-
tion “What is a piece in chess?” and likens language to a 
game. When we pay attention to this analogy, we see that 
L. Wittgenstein likens the box to ideas and thoughts, and 
the beetle to what is inside our brain. From this position, 
L. Wittgenstein defends the idea that there is no common 
language for humans and that words acquire meaning 
depending on their use. Yeshiltuna (2015, p. 114) stated, 
“Describe the aroma of coffee! Why can’t this be done? 
Are words not enough? Why are they in the minority? But 
how can one conclude that such a description is even 
possible? Have you ever experienced a moment when 
such an image is impossible? Have you ever tried to des-
cribe the aroma of coffee and just couldn’t?”.

Indeed, when we analyze the philosopher’s ideas, the 
notion is formed that, when approached philosophically, 

meaning does not exist by itself. Rather than meaning, 
the communicative functions of language should be taken 
as a basis, and the addresser’s use should be brought 
to the fore. Because it is not the meaning, but the usage 
that matters first. It is as if thanks to the communicative 
functions, the word finally acquires some meaning. To cla-
rify L. Wittgenstein’s ideas about meaning, let us consi-
der Lyons’ (2014, p. 50) distinction between descriptive 
and non-descriptive meanings: “Language can be used 
to make descriptive statements. Such statements mean 
that the propositions they express are true or false... Non-
descriptive meanings are more varied and, according to 
several philosophers and linguists, less fundamental”.

Lyons (2014) has named non-descriptive meanings as 
the expressive component, that is the affective meaning 
that expresses the speaker’s attitude, termed emotive 
meaning. “Expressive meaning is a kind of meaning, by 
means of which the speaker expresses his thoughts, at-
titudes, and feelings, rather than a description, which is 
considered to belong to the field of stylistics and prag-
matics”. At this point, in addition to the descriptive cha-
racter of language, another functionality emerges, which 
is explained based on the term “language game”. In fact, 
the term “game” used here brings out some important fea-
tures of language in a playful way. Thanks to its unusual 
performance, the addressee’s attention is easily directed 
in the right direction compared to other acts. What is im-
portant is to understand the functionality and operation 
of language based on its practical use. The philosopher 
considers the correct handling of the functionality and 
functioning of language to be an important skill and des-
cribes it as a “language game”. Wittgenstein, who tries 
to correctly convey the cases of playful use of language 
functionality to his audience, revives interesting examples 
in his “Tractatus Logico-Philosophicus” by changing the 
place of correspondences in some elementary language 
functions. 

In this strange way, simple language elements take on the 
character of a complex game, and as a result, the possi-
bilities of language expand even further. For example, “In 
ordinary spoken language, it is common to use the same 
word for different symbols in different ways, or to pronou-
nce two words that appear differently in a sentence in the 
same way in a sentence”. The word “is” appears as a link 
as an expression of existence and the same sign; “to exist” 
as the intransitive verb “to go”; “identical” as a word that 
means sign; we are talking about something, but also so-
mething that happened (in the sentence “Green is green” 
- The first word is a proper name, and the last word is an 
adjective - these words not only have different meanings 
but also different symbols)” (Wittgenstein, 1922).
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Variability of Meaning Depending on Communication 
Function 

In today’s world, individuals in all developed or develo-
ping societies use mass media in their daily lives, albeit 
for different purposes, and are exposed to the influence 
of mass media. Diversity in mass media is increasing due 
to the development of technology. Diversity in technolo-
gy and mass media, which develops depending on the 
needs that arise in social life, changes the way media is 
used, individual habits, and many other things related to 
them. Of course, it is very difficult to include all research in 
the context of this study. However, it is observed that the 
underlying development process, especially the changes 
in the economic, social, and political fields, starting from 
the industrial revolution, has also shaped communication 
research. The development of the phenomenon of com-
munication with technology today covers many issues, 
such as the power of the media, its monopolization, its 
effects on individuals, and how the masses are managed 
by the dominant powers.

In fact, language necessarily performs several known 
functions, and ultimately a process of mutual exchange 
takes place. Due to the multitude of these functions, lan-
guage carries out the tasks before it. Simple language 
functions are created based on the use of language signs 
in a complex form (within the framework of strict language 
rules). Interestingly, “language games” are created based 
on the simpler use of linguistic signs, and ultimately, the 
existing functions of the language become more complex. 
There is a certain inverse correlation between the use of 
linguistic signs and the resulting language functions: ea-
sier use leads to more expanded possibilities. Complex 
language rules induce simple language functions, and 
simple linguistic rules induce complex linguistic functions. 
The final result created by complex linguistic functions 
opens the way to a wide range of language possibilities.

Such an excellent performance in “language games,” un-
like other language elements, has a constantly non-static 
and dynamic character. This can be applied, of course, to 
all games at the forefront. What unites all the games that 
we bring to our imagination, and those we cannot bring, is 
their dynamic nature. Their dynamic existence constantly 
operates within the scope of activity in accordance with 
the wishes of the addressee. Here, the addressee is com-
pletely free to give each language sign the desired color, 
to place them in different contexts and situations. It seems 
as though the addressee is playing with linguistic signs as 
desired, encoding thoughts, and leading the process to a 
more interesting coding.

Indeed, it resembles an intriguing game of the addres-
see with elements of language. Although the emergence 
of “language games” occurs in contravention of linguistic 
norms, like all games, it possesses its own especial set 
of rules. According to the philosopher who characterizes 
“language games” as a form of life, the concept of “lan-
guage games” is explained through the analogy between 
people’s behavior and games. Both involve a predeter-
mined set of rules, defining the potential combinations 
of “moves” or actions. After all, a game lacks meaning 
without rules, and unexpectedly changing the rules can 
disrupt the game. Furthermore, rules provide logic to ga-
mes and offer variety. An action system following strict ru-
les ceases to be a game. In this regard states: 

Most people who use smartphones or tablets quickly 
learn how to use apps. The user-friendly nature of mobile 
apps and mobile devices has helped teach and learn lan-
guages more effectively as far as teaching and learning 
English as a second language is concerned. (Yaseen, 
2023, p. 99).

“Language games,” which exhibit a complex character 
through simplified linguistic forms, indeed serve as the 
most convenient key in the decoding process. These 
“language games,” portrayed based on various life expe-
riences, demonstrate an intriguing performance within the 
communication process, ultimately simplifying the langua-
ge of communication. As evidenced by examples in the 
works of L. Wittgenstein, nearly all “language games” are 
artificially constructed based on cognitive experiences, 
making it challenging to find direct equivalents in real-life 
scenarios. Their primary objective, in general, is to unveil 
the implicit codes inherent in everyday language.

The derivation of “language games” from life experiences 
guides these linguistic units from the realm of semiotics 
toward the cognitive domain. Unlike other perspectives, 
cognitivism views individuals as information processing 
systems, with human behavior seen as a description and 
explanation of one’s internal state. In this regard, “langua-
ge games” are intertwined with human knowledge, par-
ticularly within the realm of cognitivism, encompassing 
cognitive knowledge, cognition, mental understanding, 
and intellectual insights.

Similar to other linguistic units, the production and re-
ception of “language games” occur through schemes, 
programs, plans, and strategies via cognitive activities. 
In conducting such an analytical process, the primary 
operational units of memory come to the forefront: frames 
(stereotypical situations), concepts (the sum of meanings 
derived from words), gestalts (fragments of the world), 
and so on. While “language games” differ from other 
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language signs in certain aspects, the process of their 
formation, from a cognitive perspective, bears resemblan-
ce to the formation of language signs in a certain sen-
se. Considering this, Richard (1998, pp. 124–129) stated, 
“From a cognitive perspective, ‘language games’ are in-
vestigated as declarative and procedural knowledge, as 
static and dynamic frames, and scripts”.

These linguistic signs, capable of complicating all 
functions of language, heighten the impact of the expres-
sive function. Their cognitive nature becomes evident 
when considering the mentality of the addressee. The 
addressee, in attempting to convey thoughts to the other 
party through “language games,” envisions the listener’s 
orientation, particularly their mentality, and subsequently 
utilizes corresponding codes. Thus, the life experiences 
present in both the speaker’s and listener’s cognitive ba-
ses are crucial factors that shape “language games.”

Last observations

In the last quarter of the 20th century, there were rapid 
and significant advancements in the techniques emplo-
yed within the realms of communication, telecommunica-
tions, and publishing. Particularly in radio and television 
broadcasting services utilizing digital communication 
techniques, the superiority in sound and picture quali-
ty over analog broadcasting systems, coupled with the 
ability to transmit a multitude of information programs si-
multaneously and under more cost-effective conditions, 
prompted countries to delve deeper into research in this 
area. From a technological standpoint, the prevalence of 
computers is notorious. While newspapers are expected 
to remain dominant as printed materials for many years to 
come, it is apparent that the newspaper industry is shif-
ting towards electronic publishing in response to evolving 
technology.

Then, one of the most debated topics today revolves 
around the use of media dominance, especially consi-
dering the theories and perspectives that have emerged 
since the latter half of the 20th century, which have focu-
sed on the power that mass media have acquired through 
technology. The rise of mass culture and popular culture is 
significant due to the media’s role as a tool of domination. 
Those who view popular culture as the culture of everyday 
life argue that it serves as a means to escape the nega-
tive aspects of reality and fabricate a sense of artificial 
happiness. Despite the fantasies portrayed in products 
of popular culture being often created by classes as op-
posed to dominant classes, they possess a misleading 
nature within today’s technological societies. The social 
and individual expectations they convey are shaped and 
produced within the daily practices of the public, largely 

influenced by the hegemonic culture of the ruling bloc. 
In a narrow sense, popular culture encompasses enter-
tainment, serving as an input for the daily reproduction of 
labor. In a broader sense, it lays the groundwork for the 
ideological reproduction of a specific lifestyle, creating an 
environment that fosters the dissemination and acceptan-
ce of everyday ideology.

On the other hand, the cognitive exploration of “language 
games,” which form the foundation of the communication 
process, is closely intertwined with the concept of purely 
“cognitive metaphor,” frame analysis, and the decoding 
process. According to D. Lakoff and M. Johnson, meta-
phors play a vital role in structuring our perception and 
thought processes. The conceptual metaphor is rooted 
in the interaction between two knowledge structures: the 
cognitive structure of the “source” and the cognitive struc-
ture of the “goal.” In this context, the cognitive structure 
of the “source” is activated through “language games,” 
making the path to true meaning intricate. In such instan-
ces, cognitive schemes such as frameworks, geospatial 
data, and scripts come to the rescue, creating a specia-
lized path from encoding to decoding. It is at this junctu-
re that “language games” shed light on a unique aspect 
of human thought, unveiling a new pathway leading to a 
cognitive-discursive metaphor. In these scenarios, linguis-
tic units that typically reflect the reality of the world take a 
back seat, while concepts forged through “language ga-
mes” assume the forefront of the stage.

Considering that the world is governed by language, di-
rectly linked to life and activity, one can envision the con-
nection of “language games” with cognition. From the 
perspective of cognitivism, “language games” function as 
genuine cognitive mechanisms based on linguistic units. 
“Each individual presents these ‘games’ in varying ways 
due to their cognitive abilities” (Hajiyeva, 2021). A tho-
rough examination of them promises insight into the true 
structure of human thought. Within this mechanism, all 
concepts form an interconnected chain.

From a psychological standpoint, the nervous system 
operates differently within “language games”. The presen-
ce of “language games” introduces specific alterations to 
the standard flow of the cognitive mechanism. Through 
them, expression transcends the confines of its signs, un-
veiling an entirely different scene. In this context, the con-
ventional form of worldly reality is disregarded, with the 
concepts utilized by the addressee taking precedence. 
This philosophical concept facilitates the transformation 
of information from one part of the brain to another.

“Language games” involve the manipulation of langua-
ge, wherein manipulation represents the distinctive use 
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of the addressee’s language units. The phenomenon of 
manipulation can also be executed through ordinary 
speech acts. However, when we consider the manipula-
tive influence wielded through the unique characteristics 
inherent in “language games,” we encounter an entirely 
different landscape. In this respect, this linguistic philo-
sophical criterion consciously points towards a specific 
type of behavior rooted in the disruption of the language 
system, exhibiting a more active stance than any other 
norm. Consequently, information conveyed through the 
strategy of manipulation spreads swiftly within the brain, 
occupying a distinct place in memory.

CONCLUSIONS

The concept of “language games,” which represents the 
principle of language functioning at a heightened level 
compared to other speech acts, stands out as one of the 
most pertinent issues in recent times within the realm of 
linguistic philosophy. Upon analysis in line with the struc-
tural framework of speech acts, intriguing aspects of “lan-
guage games” come to light. Although they bear a struc-
tural resemblance to ordinary conversational acts, they 
bring about certain modifications in the illocutionary force 
component. The illocutionary force capsule, inherent to 
“language games,” exhibits twice the potency compared 
to other acts. This heightened potency allows for the se-
mantic meaning embedded in signs to shift its direction 
or be attributed to a different context. Consequently, the 
meaning of any sign takes on a varied appearance fo-
llowing the desires of the addressant. Through the com-
municative function of language, linguistic signs also can 
alter their connotations of meaning. In line with the pers-
pective of L. Wittgenstein, language possesses the capa-
bility to transcend its confines. All such instances unfold 
playfully within the addressee’s cognitive base, yielding 
more favorable outcomes aimed at influencing the beha-
vior of the other party.

REFERENCES

Erol, U. (2016). Overview of History of Communication 
Research. Journal of Communication Theory and 
Research, 42, 58–75.

Gedizli, M. (2021). Showing meaning and providing 
expression order of Turkish language: Türkçenin 
anlam gösterme ve anlatım gerçekleştirme düzeni. 
Journal of Human Sciences, 18, 400–430. https://doi.
org/10.14687/jhs.v18i3.6195 

Gordon, G. N. (2024). Communication. In Encyclopedia 
Britannica. https://www.britannica.com/topic/
communication 

Griffin, E., Ledbetter, A., & Sparks, G. (2022). A First Look 
at Communication Theory (11th ed.). McGraw Hill.  

Hajiyeva, M. (2021). Pragmatics of Propositional and 
Presuppositional Relations in Simple Sentences. 
Science and Education.

Ibrahimov, E. (2023). Basic principles of language policy 
and language planning. Proceedings of the 2nd 
International Scientific Conference, 11.

Lindblom, B. (1990). On the communication process: 
Speaker-listener interaction and the development 
of speech*. Augmentative and Alternative 
Communication, 6(4), 220–230. https://doi.org/10.10
80/07434619012331275504 

Lyons, J. (2014). Linguistic Semantics: Introduction. 
Science.

O’Boyle, N. (2022). Communication Theory for Humans: 
Communicators in a mediated world. Palgrave 
Macmillan.

Richard, J. (1998). Mental Activity: Understanding, 
Reasoning, Finding Solutions. Samoylenko.

Sadowski, P. (2022). Systemic Semiotics: A Deductive 
Study of Communication and Meaning. Bloomsbury 
Academic.

Searle, J. (1984). Minds Brains and Science. Harvard 
University Press.

Solomon, D., & Theiss, J. (2022). Interpersonal 
Communication: Putting Theory into Practice (2nd 
ed.). Routledge.

Urquhart, P., & Heyer, P. (2024). Communication in 
History: Stone Age Symbols to social media (8th ed.). 
Routledge.

Wittgenstein, L. (1922). Tractatus logico-philosophicus. 
Kegan Paul. https://people.umass.edu/klement/tlp/
tlp.pdf 

Yaseen, Z. (2023). Use of Mobile Apps for Enhanced 
Vocabulary Acquisition: A Comparative Study among 
Saudi EFL Students. 14(4), 94–110. https://doi.
org/10.24093/awej/vol14no4.6 

Yaylagul, L. (2023). Mass Communication Theories: 
Dominant and Critical Approaches. Dipnot 
Publications.

Yeshiltuna, D. (2015). Communication and Media. Nobel 
Publications.

Yzer, M. C., & Southwell, B. G. (2008). New 
Communication Technologies, Old Questions. 
American Behavioral Scientist, 52(1), 8–20. https://
doi.org/10.1177/0002764208321338 

https://doi.org/10.14687/jhs.v18i3.6195
https://doi.org/10.14687/jhs.v18i3.6195
https://www.britannica.com/topic/communication
https://www.britannica.com/topic/communication
https://doi.org/10.1080/07434619012331275504
https://doi.org/10.1080/07434619012331275504
https://people.umass.edu/klement/tlp/tlp.pdf
https://people.umass.edu/klement/tlp/tlp.pdf
https://doi.org/10.24093/awej/vol14no4.6
https://doi.org/10.24093/awej/vol14no4.6
https://doi.org/10.1177/0002764208321338
https://doi.org/10.1177/0002764208321338

	_Hlk166579407
	_Hlk166579477
	_Hlk166579492
	_GoBack
	_Hlk157262540
	_Hlk166062660
	_Hlk166063885
	_Hlk165117493
	_Hlk157262540
	_Hlk148058272
	_Hlk166062660
	_Hlk166094027
	_Hlk148995277
	_Hlk147496488
	_Hlk147498211
	_Hlk147501252
	_Hlk157262540
	_Hlk121638731
	_a8lwsc2no5hz
	_twmx8ftg9rjw
	_pwwqdsb2y22b
	_Hlk157262540
	_Hlk146358145

