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“GAME MEDIA” AND “GAME JOURNALISM™:
CORRELATION OF CONCEPTS IN ENGLISH-
UKRAINIAN TERMINOLOGICAL EQUIVALENTS

1 <

The paper examines the interrelation of the concepts of eng' “game(s) media” / “gaming
media” (ukr® “irpoBi mexia”) and eng “gaming journalism” / “game(s) journalism” (ukr
“irpoBa xypuanictuka”)*in the English-Ukrainian terminological equivalents in accordance
with the correlation of the concepts of eng “media” (ukr “menia”) and eng “journalism” (ukr
“xypnanictuka”), which are in a relationship of partial coincidence (in terms of logic).
The analysis of the use of these concepts in the professional and scientific literature, as
well as the interpretation of the definitions on Wikipedia, Law Insider and InfoScipedia
(in the absence of fixation in lexicographic sources) is presented. It is evident that the
scope of the concept of eng “game(s) / gaming media” (ukr “irpoBi mezia”) encompasses a
multitude of information carriers and media platforms including those that specialize in the
production, posting and distribution of video game content (video hosting, blogs, podcasts,
streaming services), as well as those that provide viewers with the opportunity to consume

! Language abbreviations in accordance with the ISO 639 Code Tables (ISO 639 Code Tables: 639 Identifier
Documentation: eng).

2 Hereinafter, we refer to the term variants with a slash. The more commonly used version comes first.
In cases where in variable terms (word combinations) in some contexts all components are present, and in
others some components are absent, but their existence is quite clear in the context, such components are
enclosed in square brackets [].

3 Language abbreviations in accordance with the ISO 639 Code Tables (ISO 639 Code Tables: 639 Identifier
Documentation: ukr).

4 From now on, it’s going to be as follows: eng “game(s) / gaming media” (ukr “irposi mexia”) and eng
“gaming / game(s) journalism” (ukr “irpoBa sxypHaiicTuka”).
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and interact with video game-related content. In contrast, the scope of the concept of eng
“gaming / game(s) journalism” (ukr “irpoBa xypHanicTuka’) encompasses the activities
of journalists who specialise in creating content about video games and game culture. This
includes, but is not limited to, game reviews, industry news, interviews with developers,
analysis and criticism of games, and other video game-related materials. The correlation of
the term variants, synonyms, co-hyponyms, hyperonyms and hyponyms are elucidated and
recommendations for their lexicographic treatment are provided.

1. Introduction

In light of the inherent volatility of social processes at the global level, coupled
with the constant flux and transformation that give rise to novel challenges, it is
evident that both society and individual institutions are seeking innovative solu-
tions to not only overcome existing problems but also to prevent the emergence
of new ones. The media are not exempt from these challenges. It is becoming
increasingly challenging to maintain the attention of media consumers, to pique
their interest and to engage them in social processes. In light of these develop-
ments, media outlets are exploring a range of formats and tools to engage with
their audiences.

In order to effectively influence the modern consumer, it is necessary for the
media to have access to new tools that will facilitate the formation of certain im-
pressions. Such tools are gaming technologies / game(s) technologies / gametech
as a game form of communicative interaction that helps to absorb any informa-
tion, achieve a certain result through the game® and gamification as “human-

> Comparatively, game technologies are understood mainly as a component of pedagogical technologies

(Sudaryk 2021), in particular: as a game form of interaction between a teacher and children (Dyekivs'ka
2004), as a modifying innovation that improves and complements existing forms of learning (Zukova 2016:
50), “an engine that is used to develop computer-based video games (e.g. Counter Strike) through integrating
visual technology, digital technology, simulation technology, intelligent technology, interactive technology,
network technology and multi-user operating technology (Guilfoyle 2007)” (Guo, Li, Chan, Skitmore
2012), “a dedicated solution or service that is used to develop a video game (Storemaven), the innovative
technologies and tools that drive the growth and monetization of the gaming industry, particularly focusing
on enhancing user engagement and optimizing performance marketing strategies” (Gametech. Airbridge),
“dedicated solutions and services that are used throughout a game’s lifecycle and are built especially for the
purpose of game development” (Gametech.Iron Source).
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9 ¢,

computer interaction”, “as the use of game design elements in non-game con-
texts” (Deterding, Dixon, Khaled, Nacke 2011: 9-15)°.

The practical demand for these tools outlined by these concepts, intensifies the
use of the other concepts of eng “game(s) / gaming media” (ukr “irposi mezia”)
and eng “gaming / game(s) journalism” (ukr “irpoBa xypHuaiictuka”). They
correlate to some extent with the scopes of the key concepts of eng “media” and
eng “journalism”. It should be noted that the latter are in a relationship of partial
coincidence: journalism as a profession is related to the collection, verification
and transmission of information, is one of the components of the media; while
the media covers various means and forms of communication and dissemina-
tion of information. Accordingly, the scope of concept of eng “game(s) / gam-
ing media” (ukr “irposi menia”) is broader than the scope of the concept of eng
“gaming / game(s) journalism” (ukr “irpoBa xxypranictuka”). At the level of the
terms that represent these concepts, it is possible to identify lexical and semantic
relations of relative synonymy in some contexts, as well as hyper-hyponymy in
others.

The functioning of these units in different contexts often results in a conceptual
heterogeneity of the meanings of the respective terms that denote them. This
can make it challenging to understand, particularly given the existence of term
variants and synonyms that have not yet been lexicographically envisaged in
academic publications in either English or Ukrainian. The definitions under ex-
amination are in active use.

(1) in the educational process (for example, the discipline “Game Media Culture”
— University of Wollongong in Dubai, “Game and Media Technology Master’s
programme” — Utrecht University, “Creative Media and Game Technologies
Bachelor’s programme” — Saxion University of Applied Sciences, “Media and
Games Concept Development Master’s programme” — Harz University of Ap-
plied Sciences);

(2) on the pages in social networks (YouTube, Facebook, Linkedin, Instagram);

¢ TItshould be noted that the concepts eng “gaming technologies / game(s) technologies / gaming technologd
/ gametech” (ukr «irposi Texnomorii») and eng “gamification” (ukr “refimidikamis / irpodikaris™) are not
the subject of this study.
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(3) in the names of various electronic resources, mainly in English (Gaming-
Media.com, Gaming-Media.com, Gaming Media Group Inc., Game Media Inc,
Game Media Asia, Gamemedia, etc.);

(4) in the scientific literature, for example: N. Johnson (Perreault and Vos 2020);
G. P. Perreault, T. P. Vos (2020); D. B. Nieborg, T. Sihvonen (2009); M. V. Her-
man (2021), D. B. Nieborg, M. Foxman (2023); O. Yu. B. Nieborg, T. Sihvonen
(2009); R. Carlson (2009); K. (Gillen 2004); Y. O. Rozhenko (2020) and others.

The concepts eng “game(s) / gaming media” (ukr “irposi Mexmia”) Ta eng “gam-
ing / game(s) journalism” (ukr “irpoBa xypHamicTuka”) have not yet been the
object of special study in linguistics. A review of the literature revealed no works
that specifically address the linguistic aspects of the study of English-Ukrainian
terminological equivalents representing these concepts, nor the distinction be-
tween synonyms, hyponyms, co-hyponyms, and variants used to denote them.
This lack of existing research justifies the need for the proposed study.

2. The goal, tasks, methods

The main goal of this paper is to reveal the interrelationship between the con-
cepts of eng “game(s) / gaming media” and eng “gaming / game(s) journal-
ism” through the contextual actualisation of lexical and semantic relations of
synonymy, co-hyponymy, hyper-hyponymy between the terms, taking into ac-
count the English-Ukrainian equivalents, and to formulate basic definitions for
further lexicographic fixation. Therefore, the main tasks are as follows: (1) to
conduct a contextual and definitive search for the term variants eng game(s)
media, gaming media (ukr iepoesi media), eng game(s) journalism, gaming jour-
nalism (ukr ieposa swcypuanicmuka), their synonyms, as well as definitions of
the relevant concepts in English and Ukrainian scientific works, professional
literature, and reference books; (2) to analyse the definitions, to find out the
lexical and semantic relations between the terms that represent them. In light of
the above, the goal is to establish a set of fundamental definitions that can be
employed in the compilation of media dictionaries; (3) to formulate recommen-
dations on the use of the terminological equivalents in Ukrainian.
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The following methods were employed in the study: description method; infor-
mation search; systematization; contextual analysis; definitional analysis; unifi-
cation of definitions; parallel comparison; lexical-semantic analysis.

The research methodology is based on a synchronous description of lexical
equivalents and definitions of the analysed concepts in English and Ukrainian
that have emerged concurrently with the advent of new areas of activity and have
recently entered professional and scientific usage.

The information search included: (1) clarification of the set of definitions avail-
able in English and Ukrainian scientific works, lexicographic sources and pro-
fessional publications of (a) definitions of the concepts of eng “game(s) / gaming
media” (ukr “irpoBi menia”) and eng “gaming / game(s) journalism” (ukr “irposa
xypHanictuka”), (b) similar and related concepts, (¢) terms that represent their
scope and relevant subject areas, (d) synonyms, variants, hyponyms and hypero-
nyms; (2) extracting this information from information arrays; (3) analysing the
information obtained; (4) evaluating the search results.

The information search was conducted with a specific focus on identifying key
terms that could effectively delineate the analysed concepts and their scope.
This involved an extensive review of electronic resources from media organisa-
tions, lexicographic resources, educational institutions, and professional litera-
ture, with a particular emphasis on materials that were not primarily scientific in
nature. The requested search terms in English and Ukrainian were not recorded
in other sources.

The subsequent phase of the process entailed the creation of parallel lists in Eng-
lish and Ukrainian, which were not translations: (1) definitions of the concepts
eng “game(s) / gaming media” (ukr “irpoBi menia”) and eng “gaming / gam-
ing journalism” (ukr “irpoBa xypHamictuka’) that were identified (see Table 1);
(2) contextual and definitional terms that represent the scope of these concepts,
which only enter into synonymy, hyper-hyponymy and co-hyponymy relations
with the analysed key terms (see Table 2 and Table 3).

The data obtained from the information search is presented in tabular form.
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Table 1. Definitions of concepts of eng “game(s) / gaming media” (ukr “irposi
Menia”) and eng “gaming / game(s) journalism” (ukr “irpoBa xypHamicTuka”) in

the original language

eng “game media”:

“Game Media means floppy disks, CDS or
other medium containing the Licensed Games
in a format that can be downloaded for use on
the applicable Nintendo System” (Game Media
definition. Law Insider);

“Game media is an [umbrella term] that
encompasses the diverse and multiple elements
of the game’s industry global success” (What is
Game Media? Studocu)

eng “gaming journalism™:

“inherent contradictions shared by gamers and game
criticism that have shaped and still shape the cultural
perception and position of their beloved medium”
(Foxman, Nieborg 2016)

eng “game journalism™:

“the genre of institutional journalism” (Nieborg,
Foxman 2023);

“Game journalism refers to the reporting and
coverage of the gaming industry. It encompasses
news stories, features, interviews, event coverage,
and more. Its primary goal is to convey information,
whether about upcoming game releases, industry
trends, or profiles of key figures in the gaming world”
(Game Journalism vs Game Criticism 2023)

ukr “irposi / reiiminrosi mexia”:

“nnatdopmu s iHGopmyBaHHS,
00roBOPEHHS Ta CHIIKYBaHHS MIXK
refiMepamu, TEXHOJION YHUMU EHTY31acTaMu
Ta npodecioHaraMu ramysi. (...) BIICTeXYIOThb
Ta MyONiKyIOTh HOBHHH IIPO BAXKJINBI MOAIT B
TeMIHTY Ta TEXHOJIOTIAX, IPOBOSTE OTJISIH
irop, HaAlOTh MOPAJH Ta PEKOMEHIalliT,
JIIATBCS €KCKIFO3MBHUM KOHTEHTOM Ta
CIIPHUSIOTH PO3BUTKY I'€fIMiHIOBOI KYJIBTYPH.
(...) MOMYJISPU3YIOTE (...) PO3POOHUKIB irop Ta
TEXHOJIOTIYHUX KOMIIaHiil. (...) BUCBITIIOIOTH
JIOCATHEHHS (...) refiMaeBesonepis,
PO3MOBIAAIOTH PO HOBI MPOEKTH TA
TEXHOJIOTIYHI IHHOBAILi{, 1110 BINIMBAKOTH HA
rajy3s. (...) aHaII3yIOTh TPEHAH ransysi Ta
MIPOBOJSATE IHTEPB’IO 3 KJIIIOYOBUMH (irypamu
B TeiMIHTY. (...) CIPUAIOTH (HOPMYBaHHIO
CHIJIBHOTH I'eiiMepiB (...), BINIMBAIOTh Ha
PO3BHUTOK i1HAYCTpIT irop (...), CTBOPIOIOTH
MPOCTIp AJIs Mpe3eHTaii Ta pexiami (...) irop
Ta TEXHOJIOTYHUX PIlIeHb, (...) 3ayJ4aroTh
yBary inBectopis (...)” (Peka 2023: 22-24)

ukr “irposa / Bineoirposa :xypHagicTuka’

“CerMeHT JKyPHAIICTUKH, (...) € JOCTATHBO
pO3raiyXeHHuM, ajKe BKIII0Ya€ 10 cede pi3HOMaHITHI
JKaHPH: BiJl KOMEPIIHHIX aHOHCIB HOBHX irop,
peleH3iii Ta KpUTHYHUX aHaJi31B JI0 BiZI€03aUCiB
[IPOXOKEHB ir0p Ta XKYPHATICTHKH, [0 3aliMaETHCS
BHUKJIFOYHO KiOEpPCIIOPTUBHOIO CTOPOHOIO iHIyCTpii”
(Herman 2021: 17);

“BH/JI )KYPHQIICTUKH, HALIIJICHUI HA OMHUC Ta
00roBopeHHs Bineoirop. OCHOBY IIbOTO BUAY
JKYPHAIICTUKH CTAaHOBJISITH MaTepiaiu: aHOHC,
pELEH3is, IPEBbIO, OIS Ta IPOXOKCHHSL.
Bineoirposa xypHaJIiCTHKa Ma€ CBOIO CIeHpiuHy
ayaUTOpiro — reiiMepiB (JIIoau, sIKi IOII00ISIOTE
Bigeoirpu)” (Videoigrova novinarstva. Wikipedija);

“TeMaTHYHHH HAIPSMOK, IKHH Ma€ BIacHi
ocobnuBocTi Ta crieludiky, Ta MOXKe 3HAUTH CBOTO
yuTaya cepel] yKkpai HCbkuX reimepis” (Zadoroznij
2023:7)
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The contextual and definitional analysis considered the author’s definitions of
the analysed concepts. It has been demonstrated that in disparate contexts, the
concepts in question are compatible and mutually reinforcing, thereby exempli-
fying the method of harmonious reading. However, not all definitions are classi-
cal genus- species. Out of nine definitions, only three that refer to the concept of
eng “game journalism” (ukr “irpoBa / Bizeoirpoa xypHamictuka”) use the key
term eng journalism (ukr sowcypranicmuxa) as a hyperonym.

The subsequent stage is the unification of the definitions. In light of the findings
of the contextual definitions, it was proposed to unify them for further lexico-
graphic fixation. The wording of these definitions is presented in the conclusions
as a proposal for the introduction of the analysed concepts in a new formulation.

The next step was the lexical-semantic analysis, which entailed determining
whether the terms eng game(s) / gaming media (ukr ieposi media), eng gaming /
gaming journalism (ukr iepoea scypnanicmuxa) in English and Ukrainian have
synonyms, hyperonyms, hyponyms and co-hyponyms, as shown in Tables 2 and
3.

Table 2. Hyperonyms and co-hyponyms for the terms eng game(s) / gaming me-
dia (ukr ieposi media) in English and Ukrainian’

eng game(s) / gaming media ukr izposi media
*media (hyperonym) *meoia (hyperonym)
‘medium containing the games’, ‘elements of | nnamgopma (contextual hyperonym)

the game’s industry global success’ (generic
features of contextual definitions of the
concept “game media”, which do not have
the hyperonym media)

*new media, **digital media (co- *noei media, **yugposi media (co-hyponyms)
hyponyms)

Table 3. Synonyms, hyperonyms, hyponyms, and co-hyponyms for the terms of
eng gaming / game(s) journalism (ukr ieposa scypuanicmuxa)’

7 Tables 2 and 3 do not represent the existence or absence of equivalents to the terms, rather, they present
the results of contextual and definitional information searches. The possibility of using these terms as
equivalents is marked with asterisks (¥, **).
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eng gaming journalism ukr izpoea / HepekoM. celiminzosa
JHcypHanicmuxa

*journalism (hyperonym) *acypranicmuxa (hyperonym)

*cultural journalism, **lifestyle journalism | *ckynomypua socypuanicmuka, **scypranicmuxa

(contextual hyperonyms) cmuio ocumms (contextual hyperonyms)

*video game journalism (synonym) *gi0eoieposa HcypHaricmuka, Hoea gideoieposa

HCYPHANICMUKA, HCYPHATICIIUKA KOMIIOMEPHUX
8ioeoizop (contextual synonyms)

gaming / video game criticism (contextual
co-hyponym)

yugposa ieposa scypuanicmuxa (hyponym)

eng game(s) journalism
institutional journalism (contextual
hyperonym)

*gaming press, game criticism (contextual | */gioeofieposa npeca (contextual co-hyponyms)
co-hyponyms)

game writing, enthusiast gaming press,
game fandom, evaluative journalism,
service journalism, new games journalism

(contextual synonyms)

A parallel comparison of the generated lists of terms facilitated the identifica-
tion of both coincidences and discrepancies in the terminological representation
of the analysed scope of concepts in English and Ukrainian. This method has
demonstrated that the existence of, for example, grammatical variants of a term
in English does not mean the existence of grammatical variants of the same
term in Ukrainian (and vice versa). The grammatical variation of a term in one
language may correspond to lexical variation in the format of contextual sub-
stitution of the same term in the other. Among the Ukrainian equivalents of an
English term, several variants can function in parallel: (1) a lexical equivalent
recommended for use and an unrecommended transliterated equivalent; (2) a
lexical equivalent and a variant of the term with a contextual substitution of one
of the components (in the case of word combinations); (3) a lexical equivalent
and term variants in which one of the components varies phonetically.
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3. The concept of eng “game(s) / gaming media” (ukr “irposi
Mejaia”)

The term variants eng game(s) / gaming media in Ukrainian have only one nor-
mative equivalent — ukr ieposi meoia.

The term eng game media is employed by media professionals (mainly in Eng-
lish-language sources) to refer to the following realities: “Game Media means
floppy disks, CDS or other medium containing the Licensed Games in a format
that can be downloaded for use on the applicable Nintendo System” (Game Me-
dia definition. Law Insider); “Game media is an [umbrella term] that encom-
passes the diverse and multiple elements of the game’s industry global success”
(What is Game Media? Studocu).

Despite extensive research, the precise meaning of the term eng gaming media
could not be ascertained. It is primarily utilised on social networks, including
GamingMedia.com, Gaming-Media.com, Gaming Media Group Inc., as well
as in English-language scientific literature and lexicographic sources. This evi-
dence corroborates the dominance of the term eng gaming media.

The equivalent of the term ukr irposi menia to the term variants eng game(s) /
gaming media is still less common, it is also absent in lexicographic sources, it
is not in the names of electronic resources, pages on social networks, but it is
used in scientific and educational discourse. In a variant form of the copy term
as a literal translation to ukr cetimineosi media®, which, in our opinion, is unjus-
tified. This name is used to refer to “platforms for information, discussion, and
communication between gamers, technology enthusiasts, and industry profes-
sionals” (Peka 2023: 22), which “monitor and publish news about important de-

99, <

velopments in gaming and technology”; “conduct game reviews, provide advice

99, <

and recommendations”; “share exclusive content and promote the development

99, ¢

of gaming culture”; “promote (...) game developers and technology companies”;
“highlight the achievements of (...) of game developers, talk about new projects

99, ¢

and technological innovations”; “analyse industry trends and conduct interviews

99, <

with key figures in gaming”; “promote the formation of a community of gam-

99, ¢

ers”;

99, ¢

influence the development of the gaming industry”; “create a space for the

8 Cf. also the use in Ukrainian of the copy term ukr eeitmineosi éudanns (eng gaming publications).
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99, <6

presentation and advertising of (...) games and technological solutions”; “attract
the attention of investors”. Such media resources include websites, blogs, fo-
rums, social networks, podcasts, and other communication channels (Peka 2023:
23-24).

Game media is defined by four distinct levels: hardware, software, content, and
promotion (What is Game Media? Studocu). Accordingly, the concept of eng
“game media” in different English contexts has different sets of specific fea-
tures, for example. For the hardware level (physical and material components) —
‘video game consoles’, ‘computers’, ‘controllers’, ‘chips’, ‘internet servers’,
‘cloud storage’; for the software level — ‘codes’, ‘applications’, ‘platforms’, ‘pro-
grams’; for the content level — ‘visual design’, ‘sound design’, ‘character design’,
‘level design’, ‘embedded narrative’, ‘world building’.

It thus follows that a contextual actualisation of the definition of eng “game(s) /
gaming media” (ukr “irposi menia”) is required, which was only able to be found
in three sources (Game Media definition. Law Insider; What is Game Media?
Studocu; Peka 2023: 23-24), shows that there is no closest generic concept repre-
sented by the hyperonym. Outside of definitions, the term eng media is used in
practice. For ukr ieposi media, the definitional hyperonym ukr nramgopma was
found to be synonymous with ukr media. Among the co-hyponyms are eng new
media (ukr noei meodia), eng digital media (ukr yugposi media). No contextual
synonyms or hyponyms were found.

4. The concept of eng “gaming journalism” / “game(s)
journalism” (ukr “irposa xypHaJjicTuka”)

In the field of English-language literature, the term eng gaming journalism
(ukr ieposa srcypranicmuxa) is the most commonly used, and it is in a hyper-
hyponymic relationship with the term eng cultural journalism (ukr xyremypna
arcypuanicmuka). Both terms are currently employed in the context of English-
language academic discourse. However, we have not been able to find a clear
meaning of the term eng gaming journalism in scientific works. In particular,
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G. P. Perreault and T. P. Vos connect gaming journalism® with Video Game Jour-
nalism (Perreault, Vos 2020: 8) (ukr sideoieposa scypuanicmuka) as lifestyle
journalism (Hanusch 2012) (ukr orcypranicmuxa cmunio sicummsi), which is mar-
ket-oriented, aimed at advice, criticism and entertainment. Gaming journalism
is defined as having “inherent contradictions shared by gamers and game critics
that have shaped and still shape the cultural perception and position of their fa-
vourite medium” (Foxman and Nieborg 2016). Nevertheless, the opinions of D.
B. Nieborg and T. Sihvonen are endorsed by researchers, who posit that “Among
journalists who write about gaming, the use of the word journalism has been
uncomfortable when applied to the gaming press” (Nieborg and Sihvonen 2009).

The term variant eng game journalism (ukr iepoea sicypnanicmuxa) is also used
in academic works, in particular to refer to: the genre of institutional journalism,
which has a certain set of prescriptive, provocative and desirable solutions
(Nieborg, Foxman 2023); “a segment of journalism” that “is quite diverse, as it
includes a variety of genres: from commercial announcements of new games,
reviews and critical analyses to videos of game play and journalism dealing
exclusively with the e-sports side of the industry” (Herman 2021: 17).

D. B. Nieborg and T. Sihvonen link the history of game journalism, which has
been going on for almost thirty years, to the evolution of the gaming press, which
covers the development of game culture from the geek subculture to the modern
mass video game industry. In Ukrainian-language sources, we also come across
the term eng video game press (ukr sideoieposa npeca), used in the sense of
both “printed publications that were dedicated exclusively to video games” and
“specialised websites and multimedia media platforms that hold their own exhi-
bitions, award ceremonies, and have printed publications, YouTube channels,
podcasts, and live broadcasts” (Zadoroznij 2023: 19).

The field of game journalism is still considered to be in its infancy. The field of
game journalism has been criticised for its specific use of language, inconsistent
style and inability to contextualise individual games in different environments,
for its focus on reviews, for the lack of criticism and its commercial connec-
tions, for not following the basic principles of journalism. These observations

°  According to N. Johnson (Perreault and Vos 2020), this type of journalism was launched by the American
magazine Electronic Games in 1981.
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are particularly pertinent to the field of game journalism in continental Europe.
(Nieborg and Sihvonen 2009).

According to some experts, it is the differences in the ideologies of traditional
and game journalism that lead to the use of the following close or related con-
cepts instead of eng “game journalism™: eng “game writing” (ukr “HarucaHHsI
irop”); eng “enthusiast gaming press” (ukr “irpoBa mpeca ans eHTy31acTiB”) or
eng “game fandom” (Carlson 2009) (ukr “irpoBuii hangom / penaom / irpose
(anaTcTB0”); eng “evaluative journalism” (Gemser, Oostrum, Leenders 2007)
(ukr “omiHroBanpHa )ypHamicTuka”); eng “service journalism” (Eide, Knight
1999) (ukr “cepmicHa xypHalicTuka”); eng ‘“new games journalism” (Gillen
2004) (ukr “noBa irpoBa xypHamictuka”) (Herman 2021: 19), which is preferred
because it is broader and more neutral.

Game journalism is sometimes conflated with game criticism, but media profes-
sionals distinguish between the two: “Game journalism and game criticism (...)
serve different purposes, have different methodologies, and play different roles
in shaping the gaming industry and culture. (...) Game journalism refers to the
reporting and coverage of the gaming industry. It encompasses news stories,
features, interviews, event coverage, and more. Its primary goal is to convey
information, whether about upcoming game releases, industry trends, or profiles
of key figures in the gaming world. (...) Game criticism, on the other hand, is
not about reporting facts but analyzing and interpreting them. (...) In essence,
game criticism is a form of cultural criticism, akin to film criticism or literary
criticism. It requires both a deep knowledge of games and a broad understanding
of cultural and artistic trends. (...) While game journalism and game criticism
are distinct roles, they often intersect. (...) Game journalism and game criticism
are both integral to the gaming industry” (Game Journalism vs Game Criticism
2023).

The term eng new games journalism (ukr nosa ieposa scypuanicmuxa) is most-
ly used when referring to reviews of computer games or reviews of computer
games, which are a separate type of media. In this aspect, games journalism
is seen as a genre of modern journalism, a separate type of analytical genre in
journalism (Herman 2021: 17), which has its own style of news writing, which
produces the concept of eng “New Games Journalism” (ukr “HOBa irpoma
KypHamictuka”), used to mean “style of news writing” (Bitmob 2009). Accord-
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ing to K. Gillen, who introduced this concept in 2004 in his famous manifesto,
“New Games Journalism exists to try and explain and transfer the sensations
allowed by videogaming (...)” (Gillen 2004). It is “creative, narrative-driven
games journalism” (Bitmob 2009). S. Parkin noted in one of his podcasts that
K. Gillen called for a “new mode of first-person, subjective writing about video
games that he dubbed New Games Journalism” (Parkin, Gillen 2023).

The concept of eng “new games journalism” (ukr “HoBa irpoBa *ypHaJicTuka”)
represents a new concept of journalism: “journalists do not aim to work as
watchdogs of the establishment, but rather as mediators of the value statements
that deliver game capital” (Nieborg and Sihvonen 2009). Therefore, D. B. Nieborg
and T. Sihvonen believe that “New Games Journalism (NGJ) is a derivative of
“New Journalism” applied to game journalism, and its focus is not on the critical
review of games but rather on the reflection on the subjective experiences of
the person playing the game. In NGJ, contextual information, references to
other media, creative writing, and personal anecdotes are used to explore game
design and play (...)” (Nieborg, Sihvonen 2009). In this sense, the term eng new
games journalism (ukr noea ieposa axcypranicmuxa) correlates with the terms:
eng video game journalism (ukr sideoieposa scypnanicmuxa), which means “A
form of news reporting focused on gaming that tends to be lifestyle oriented,
with emphasis on developing an enthusiastic audience” (What is Video Game
Journalism. InfoScipedia); eng video game journalism, or eng video game
criticism (ukr gideoieposa scypuanicmuka, or gideoieposa Kpumuka) to means
“a branch of journalism concerned with the reporting and discussion of video
games, typically based on a core ‘reveal — preview — review’ cycle” (Video game
journalism. Wikipedia).

In view of the transformation of the video game press towards digitalisation,
the term ukr didorcumanvra ieposa scypranicmura (recommended ukr yugposa
iepoesa acypnanicmuxa) (eng digital game journalism) is emerging in Ukrainian-
language professional communication, which has no English equivalent attested
in scientific works to refer to “new online publications that from their first is-
sues were available only online and did not have a printed version” (Zadoroznij
2023: 15). However, this term has not yet entered the professional circulation at
the level of usage.
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The Ukrainian version of Wikipedia also contains two terms: ukr sioeoieposa
(ieposa) oacypuanicmuxa (eng video game journalism) (1) and ukr Hosa
Bioeoieposa )Kypranicmuka (in this particular spelling) (eng New Games Jour-
nalism (NGJ) (2). The term (1) is used to refer to: “a type of journalism aimed at
describing and discussing video games. The basis of this type of journalism is
made up of the following materials: announcement, review, preview, overview
and walkthrough. Video game journalism has its own specific audience — gam-
ers (people who like video games)” (Videoigrova novinarstva. Wikipedija); “a
thematic area that has its own peculiarities and specifics and can find its reader
among Ukrainian gamers” (Zadoroznij 2023: 7). The term (2) is defined as “a
term of video game journalism coined by journalist Kieron Gillen (...) in 2004,
in which personal anecdotes, references to other media, and creative analysis are
used to explore game design, play, and culture. It is a model of new journalism
applied to video game journalism” (Videoigrova novinarstva. Wikipedija).

The term ukr /[sideofieposa scypnaricmuxa (eng [video] game journalism) in
the Ukrainian-speaking space also correlates with the term ukr orcypranicmura
xomn'romepnux e6ioeoicop (eng computer video game journalism) (Rozenko
2020), which is mostly used as a synonym to refer to “a type of journalism that
announces and reviews computer video games. The job of journalists in this
field is not only to write good articles about video games, but also to play games
themselves, make streams and game reviews” (Rozenko 2020: 8).

Thus, the term eng gaming journalism in the English-language scientific dis-
course is part of the following lexical and semantic relations: hyper-hyponymy
with the terms eng cultural journalism; co-hyponymy with the term eng gaming
criticism, which is sometimes synonymous with the term eng video game criti-
cism; synonymy with the term eng video game journalism, which is in hyper-
hyponymic relations with the term eng /ifestyle journalism.

Not all of the equivalents of these English-language terms have been identified
in the Ukrainian-language scientific discourse. While the terms ukr xyzemypna
arcypuanicmuka (eng cultural journalism), ukr socypranicmuxa cmunto scumms
(eng lifestyle journalism), ukr ieposa scypunanicmuxa (rarely ukr eetimineosa
arcypuanicmuka) (eng game journalism) are used in media and educational and
scientific discourses (when teaching relevant disciplines and writing bachelor’s
and master’s theses) despite their lexicographic fixation, the terms ukr ieposa
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/ sideoieposa kpumuka (eng game/video game criticism) are virtually absent
in any discourse. The term ukr gideoieposa scypuanicmuka (eng video game
Journalism) is the sole term in the Ukrainian version of Wikipedia that has been
lexicographically envisaged.

The term eng game(s) journalism in the English-language scientific discourse is
part of the following lexical and semantic relations: hyper-hyponymy with the
terms eng institutional journalism; co-hyponymy with the terms eng gaming
press, game criticism; contextual synonymy with the terms: eng enthusiast gam-
ing press, game fandom, evaluative journalism, service journalism, new games
Journalism.

5. Conclusion

The implementation of gaming technologies into the media sphere, and one of
its branches — journalism — leads to the emergence of a large number of new
terms and concepts that are not yet recorded by professional and academic
lexicographic sources. These concepts also include (1) eng “game(s) / gaming
media” (ukr “irposi mexnia”) and (2) eng “gaming / game(s) journalism” (ukr
“irpoa xypHaiictuka’). Using an information search, it was able to find only 2
definitions of the term eng “game media”, 1 — ykp. “irposi / not recommended.
refimiaTroBi Mezia”; 1 — eng “gaming journalism”, 2 — eng “game journalism”,
3 — yKkp. “irpoBa / BiJIeOIrpOBa )y pHaTiCTHKA.

The terms representing these concepts are different. The analysed sources
do not contain the key term eng media (ukr meoia) in the definitions of eng
“game(s) media” (ukr “irposi menia”) (we did not find any definitions of eng
‘gaming media’) in the status of hyperonym. The key term eng journalism (ukr
acypranicmuxa) is found in the definitions oof the concept of eng “gaming /
game(s) journalism” (ukr “irpoBa xypHaiictuka”) in three out of six cases.

The field of use of the concept (1) is currently in a state of development. We put
forth the following basic definition of this concept using the hyperonym eng
media, in view of its further lexicographic fixation: “a type of media intended
for communicative interaction in a game form, as well as through which game
content is transmitted, stored or reproduced”. The field of use of the concept
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(2) is significantly developed today. Most of the terms produced in this area are
in lexical and semantic relations of relative synonymy with the eng gaming /
game(s) journalism, which focuses, on the one hand, on various aspects of the
game journalism itself, the creativity of specialists who use these terms; on the
other hand, on the need to eliminate extensive contextual terminological syn-
onymy and its arrangement. We propose the following the basic definition of the
concept (2) using the hyperonym eng journalism (ukr sorcypnanicmuka), or more
precisely eng cultural journalism (ukr kynemypra sicypuanicmuka), in view of
its further lexicographic fixation, can be formulated as follows: “a type of cul-
tural journalism that provides information to all subjects of public life about
various aspects of the gaming industry”.

The definitions of concepts (1) and (2) provide only a brief and concise over-
view of the relevant subject areas, each of which is characterised by a specific
terminology pertinent to this field of enquiry. The following key terms in situ-
ational contexts will be relevant to actualise the scope of concept and the subject
area (1), in particular: eng new media (ukr Hosi media), eng computer games
(ukr xomn'romepmui iepu), eng video games (ukr sioeoiepu), eng gaming stream-
ing (ukr ieposuti cmpumine), eng gaming portal (ukr ieposuii nopmarn), eng game
[video] content (ukr ieposuii [éioeo]konmenm), eng [game] media platform (ukr
[ieposa] mediannamghopma), etc. In order to update the scope of the concept
and the relevant subject area (2), it is necessary to utilise key terms: eng reviews
(ukr oensou) [of games, gameplay, graphics, plots, game sound, game passing,
technological news and gadgets for gamers, trends in the gaming industry], eng
references (ukr peyensii) [of games], eng previews (ukr npes’ro) [of games]; eng
[gaming] news (ukr [ieposi] nosunu) [on games, video game industry — about the
industry, trends, changes in production companies, development trends, current
events and activities in the game industry], eng announcements (ukr anorncu) [of
new games|, eng interviews (ukr inmepg’o) [with video game developers about
their impressions, motivation, development process and other aspects of game
creation], eng analytics (ukr ananimuka), eng criticism (ukr kpumuxka) [trends,
statistics, influence, other aspects of the gaming industry], eng feedback (ukr
siozyku) [about game accessories, equipment], etc.

The English-Ukrainian terminological equivalents with the components of eng
gaming, [video] game(s) (ukr [si0eo]icposuit) as key to understanding the field
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of “gaming / game(s) journalism” also require lexicographic study, namely:
eng gaming press (ukr icposa npeca); eng new games journalism (NGJ) (ukr
HOBA ieposa JcypHaricmuka), syn. eng video game journalism (ukr sioeoieposa
JrcypHanicmuka), eng game criticism (ukr ieposa xpumuxa); eng video game
criticism (ukr ideoieposa kpumuxa).

The prospect of further research to distinguish between new terms that appear in
these two areas of activity is to study the content of the concepts of eng “game(s)
technologies / gaming technology [in media]” (ukr “irposi TexHomorii [B Memia]”)
and eng “media gamification” / “gamification [in media]” (ukr “irpodikaris
/ HepexoM. reiimidikaris [[B] menial”’), which are not found in dictionaries.
Furthermore, these terms necessitate linguistic comprehension, as well as the
clarification of the specific correlations between each other and, in fact, with the
concept of eng “game(s) media” / “gaming media” (ukr “irpoBi meia”).

References

CarLsoN, ReBecca. 2009. “Too Human” versus the enthusiast press: video game jour-
nalists as mediators of commodity value. Transformative Works and Cultures 2/1. doi.
org/10.3983/twc.2009.098.

DETERDING, SEBASTIAN; DixoN, DAN; KnALED, RILLA; NACKE, LENNART. 2011. From
Game Design Elements to Gamefulness: Defining “Gamification”. MindTrek’l1: Pro-
ceedings of the 15th International Academic MindTrek Conference: Envisioning Future

Media Environments (September 28-30, 2011, Tampere). Association for Computing
Machinery. New York. 9-15. doi.org/10.1145/2181037.2181040.

Dvckivska 2024 = Jlumuxisewka, Lnona. 2004. Innosayitini nedazoziuni mexnonozii.
Axanemunas. Kuis. [Dyckivs'ka, Ilona. 2004. Innovacijni pedahohi¢ni texnolohiji.
Akademvydav. Kyjiv.]

EpE, MARTIN; KNIGHT, GRAHAM. 1999. Public/Private Service. Service Journalism and

the Problems of Everyday Life. European Journal of Communication 14/4. 525-547.
doi.org/10.1177/026732319901400.

FoxmaN, MAXWELL; NIEBORG, Davip. 2016. Between a rock and a hard place: Games
coverage and its network of ambivalences. Journal of Games Criticism. doi.org/10.7916/
D89P31G]J.

363



Rasprave 50/2 (2024.) str. 347-368

GEMSER, GERDA; OOSTRUM, VAN MARTINE; LEENDERS, MARK. 2007. The impact of flm
reviews on the box office performance of art house versus mainstream motion pictures.
Journal of Cultural Economy 3/1. 43—63. doi.org/10.1007/s10824-006-9025-4.

GuiILFOYLE, Eric. 2007. Half-Life 2 Mods for Dummies. Wiley. London.

Guo, HONGLING; L1, HENG; CHAN, GREG; SKITMORE, MARTIN. 2012. Using game tech-
nologies to improve the safety of construction plant operations. Accident Analysis &
Prevention 148. 204-213. doi.org/10.1016/j.aap.2011.06.002.

Hanusch, Forker. 2012. Broadening the focus: The case for lifestyle journalism as a
field of scholarly inquiry. Journalism Practice 6/1. 2—11. doi.org/10.1080/17512786.20
11.622895.

HermaN 2021. = I'epman, Maprapurta. 2021. [IpobremaTtnka 06’ €KTUBHOCTI B irpOBii
xypranictuti. Coyianvro-nonimuuni cmyoii. Haykosuti aremanax. Ilpayi monooux
naykosyie 5. 17-21. [Herman, Marharyta. 2021. Problematyka ob’jektyvnosti v ihrovij
zurnalistyci. Social no-polity¢ni studii. Naukovyy al’'manax. Praci molodyx naukovciv
5.1721]

NIEBORG, DAVID; StHVONEN Tania. 2009. The new gatekeepers: The occupational ideol-
ogy of game journalism. Breaking New Ground: Innovation in Games, Play, Practice
and Theory: Proceedings of Digital Games Research Association (DiGRA) conference
(Brunel University, London, 2009).

PEeka 2023. =Tleka, TetsiHa. 2023. [etimineo6i uOanHs: c8imosuil 00c8io ma yKpainco-
Ka nepcnexkmuéa. JIHITPOBChKUN HalioHaJNbHUH yHiBepcuTeT imMeni Onecs ['oHuapa.
Huirnpo. [Peka, Tetjana. 2023. Hejminhovi vydannja: svitovyj dosvid ta ukrajins'ka per-
spektyva. Dniprovs'kyj nacionalnyj universytet imeni Olesja Hong¢ara. Dnipro.]

PERREAULT, GREGORY; Vos, Tim. 2020. Metajournalistic Discourse on The Rise of Gam-
ing Journalism. School of Advertising & Mass Communications Faculty Publications
38. 7-10. doi.org/10.1177/1461444819858695.

Rozenko 2020. = Poxenko, FOmis. 2020. Ocobrusocmi socypHanicmuxku KOMNn'omepHux
sideoicop. HartionaneHu#t aBianiitauit yaisepcutet. Kuis. 91 c. [RoZenko, Julija. 2020.
Osoblyvosti zurnalistyky komp’juternyx videoihor. Nacionalnyj aviacijnyj universytet.
Kyjiv. 91 s.]

Suparyk 2021. = Cynapuk, Onbra. 2021. CyTHICTh HOHSTTS “ITpOBI TEXHOJOTI” Ta iX
kiacudikaris. Popmysanus CyyacHoi Hayku. memoouxa ma npaxmuxa: Marepianu I
Mixnap. cTyneHTchkoi HayK. KoH(. (Kam’saens-Iloxinbepkuii, 29 xoBTHA, 2021 pik).
€Bponeiickka HaykoBa riatdopma. Binauus. [Sudaryk, Ol’ha. 2021. Sutnist’ ponjat-
tja “ihrovi texnolohiji” ta jix klasyfikacija. Formuvannja suCasnoji nauky: metodyka
ta praktyka: materialy I Miznar. students’koji nauk. konf. (Kam’janec’-Podil’s’kyj, 29
zovtnja, 2021 rik). JEvropejs'ka naukova platforma. Vinnycja.]

364



Victoria Ivashchenko, Oleksandra Hondiul: “Game Media” and “Game Journalism™: Correlation of Concepts in English-Ukrainian Terminological Equivalents

ZADOROZNI 2023. = 3amopoxHiit, Onekcannp. 2023. leposa swcypuanicmuka: xapax-
mepucmuxa i menOenyii. 3amOPI3bKUN HALIOHAIBHUNA YHIBEPCHUTET. 3amOpixoKs.
44 c. [Zadoroznij, Oleksandr. 2023. Throva zurnalistyka: xarakterystyka i tendenciji.
Zaporiz kyj nacional'nyj universytet. Zaporizzja. 44 s.]

Zukova 2016. = KykoBa, Okcana. 2016. IrpoBi TEXHOJOTil: iHHOBAIlIHHO-METOIMNY-
HUH acnekT npodeciiiHoi miarotroBku. Haykosutl uaconuc Hayionanvnoeo nedaco-
eiunoco ymnisepcumemy imeni M. I1. J[pacomanosa. Cepia 16. Teopua ocobucmicmo
yuumens: npobnemu meopii i npakmuxu 27/37. 46-51. [Zukova, Oksana. 2016. Throvi
texnolohiji: innovacijno-metody¢nyj aspekt profesijnoji pidhotovky. Naukovyj ¢asopys
Nacional noho pedahohi¢noho universytetu imeni M. P. Drahomanova. Serija 16. Tvor¢a
osobystist’ u¢ytelja: problemy teoriji i praktyky 27/37. 46-51.]

Online resources

Bitmob. The Racial Slur That Changed Games Journalism. 2009. VentureBeat. https:/
venturebeat.com/2009/07/16/the-racial-slur-which-changed-games-journalism/  (Ac-
cessed 13 February 2024).

Creative Media and Game Technologies Bachelor’s programme. Saxion University of
Applied Sciences. https://www.saxion.edu/programmes/bachelor/creative-media-and-
game-technologies (Accessed 20 May 2024).

Game and Media Technology Master’s programme. Utrecht University. https://www.
uu.nl/en/masters/game-and-media-technology (Accessed 20 May 2024).

Game Journalism vs Game Criticism: What’s the Difference? 2023. Video Game Jour-
nalism Jobs. https://gamejournalismjobs.com/blog/game-criticism-vs-game-journalism
(Accessed 20 April 2024.).

Game Media Asia. https:/gamemediaasia.com (Accessed 14 February 2024).

Game Media definition. Law Insider. https:/www.lawinsider.com/dictionary/game-
media (Accessed 24 April 2024.).

Game Media Inc. https:/play.google.com/store/apps/dev?id=4987716971997328897&hl
=ru&gl=US&pli=1 (Accessed 24 February 2024).

Game Media Works. Linkedin. https://cy.linkedin.com/company/gamemediaworks (Ac-
cessed 25 February 2024).

Game Media. Facebook. https://www.facebook.com/p/Game-Media-
100068916193837/7paipv=0&eav=AfZNt JE5d3JkR9CGhilqam0xW UjSGhhey62i-
WNFRI1eFozwuRI4jyh775KdqirWPJho& rdr (Accessed 17 February 2024).

GameMedia. YouTube. https:/www.youtube.com/channel/UCter88z_r2zF8drMMd4 74Q
(Accessed 10 February 2024).

365



Rasprave 50/2 (2024.) str. 347-368

Gamemedia. https://gamemedia.io (Accessed 24 February 2024).

Gametech (Game Technology). Storemaven. https://www.storemaven.com/glossary/
game-technology-definition/ (Accessed 11 May 2024).

Gametech. Airbridge. https://www.airbridge.io/glossary/gametech (Accessed 11 May
2024).

Gametech. fron Source. https://www.is.com/glossary/gametech/ (Accessed 27 May
2024).

Gaming Media Group Inc. https:/gamingmediagroupinc.com (Accessed 23 February
2024).

Gaming Media. Facebook. https://www.facebook.com/DaanavisLive/ (Accessed 12
February 2024).

Gaming Media. Linkedin. https://www.linkedin.com/company/gamingmedia (Accessed
10 February 2024).

Gaming Media. YouTube. https:/www.youtube.com/@gamingmedia4088; https://www.
youtube.com/@GamingMedial (Accessed 12 February 2024).

Gaming-Media.com. https:/www.gaming-media.com (Accessed 21 February 2024).
GamingMedia. https:/www.gamingmedia.com (Accessed 11 February 2024).

Gillen, Kieron. 2004. The New Games Journalism. Kieron Gillen’s workblog. http://
gillen.blogspot.com/2004/03/new-games-journalism-this-may-turn.html (Accessed 20
April 2024.).

Global Game Media. Instagram. https:/www.instagram.com/globalgamemedia/ (Ac-
cessed 20 February 2024).

ISO 639 Code Tables: 639 Identifier Documentation: eng. SIL. https://is0639-3.sil.org/
code/eng; https://is0639-3.sil.org/code_tables/639/data/e (Accessed 21 April 2024).

ISO 639 Code Tables: 639 Identifier Documentation: ukr. SIL. https://is0639-3.sil.org/
code/ukr; https://is0639-3.sil.org/code tables/639/data/u (Accessed 21 April 2024).
Media and Games Concept Development Master’s programme. Harz University of Ap-
plied Sciences. https://www.hs-harz.de/en/study/faculty-of-automation-and-computer-
science/media-and-games-concept-development (Accessed 20 May 2024).

Nieborg, David; Foxman, Maxwell. 2023. Mainstreaming and Game Journalism. Cam-
bridg. https://gamespace.nl (Accessed 28 April 2024).

Parkin, Simon. 2023. Gillen K., comic book author (Star Wars, X-Men, Iron Man, DIE).
My Perfect Console with Simon Parkin. https://shows.acast.com/my-perfect-console/
episodes/kieron-gillen-comic-book-author-star-wars-x-men-iron-man-die (Accessed 13
February 2024).

Video game journalism. Wikipedia. https://en.wikipedia.org/wiki/Video game jour-
nalism (Accessed 14 February 2024).

366



Victoria Ivashchenko, Oleksandra Hondiul: “Game Media” and “Game Journalism™: Correlation of Concepts in English-Ukrainian Terminological Equivalents

Videoigrova novinarstva. Wikipedija = Bigeoirposa xxypramictuka. Bikinmenis. https:/
uk.wikipedia.org/wiki/%D0%92%D1%96%D0%B4%D0%B5%D0%BE%D1%96%D
0%B3%D1%80%D0%BE%D0%B2%D0%B0_%D0%B6%D1%83%D1%80%D0%B
D%D0%B0%D0%BB%D1%96%D1%81%D1%82%D0%B8%D0%BA%D0%B0  (Ac-
cessed 14 February 2024).

What is Game Media? Studocu. https:/www.studocu.com/row/document/university-
of-wollongong-in-dubai/game-media-culture/tutorial-notes-week-1-what-is-game-me-
dia/18082903 (Accessed 24 April 2024).

What is Video Game Journalism. InfoScipedia. https://www.igi-global.com/dictionary/
video-game-journalism/86448 (Accessed 15 February 2024).

»lgraci mediji” i ,,igrace novinarstvo”: korelacija pojmova u
englesko-ukrajinskim terminoloskim ekvivalentima

Sazetak

Rad proucava medusobni odnos pojmova eng. ,,game(s) media” / ,,gaming media”
(ukr. ,,irpoBi Mmemia”) i eng. ,gaming journalism” / ,game(s) journalism” (ukr.
»~irpoBa JkypHamcTtuka’) u englesko-ukrajinskim terminoloskim ekvivalentima,
sukladno korelaciji pojmova eng. ,,media” (ukr. ,,mMemia”) i eng. ,,journalism” (ukr.
»KypHarmicTuka”), koji su u odnosu djelomi¢nog podudaranja (s logickog aspekta).
Prikazana je analiza uporabe ovih pojmova u struc¢noj i znanstvenoj literaturi, kao
i tumacenje njihovih definicija na platformama kao $to su Wikipedia, Law Insider i
InfoScipedia (uz izostanak fiksacije u leksikografskim izvorima).

Uoceno je da obuhvat pojma eng. ,,game(s) / gaming media” (ukr. ,,irpoBi memia’)
uklju¢uje mnostvo informacijskih nositelja i medijskih platformi, ukljucujuéi one
specijalizirane za proizvodnju, objavu i distribuciju sadrzaja o videoigrama (video-
hosting, blogove, podcaste, streaming servise), kao i platforme koje korisnicima
omogucuju konzumaciju i interakciju sa sadrzajem povezanim s videoigrama. Nasuprot
tome, obuhvat pojma eng. ,,gaming / game(s) journalism” (ukr. ,,irpoBa »xypHamicTuka’)
ukljucuje aktivnosti novinara specijaliziranih za stvaranje sadrzaja o videoigrama i
kulturi igara. To ukljuéuje, ali nije ograni¢eno na, recenzije igara, industrijske vijesti,
intervjue s razvojnim timovima, analize i kritike igara te druge materijale vezane uz
videoigre.

Elaborirana je korelacija varijanti termina, sinonima, kohiponima, hiperonima i
hiponima te su pruzene preporuke za njihovu leksikografsku obradu.
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