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SOCIAL AND PHILOSOPHICAL ANALYSIS OF COMMUNICATIVE ASPECTS
OF GAMES IN PRIMITIVE HUMAN SOCIETIES

The main aim of the article is to examine the nature of games created and preserved by people
in primitive human societies, to express an attitude towards their communicative properties in
the process of forming human essence.

It is noted that the games played an important role in human life, had a great impact on
the development of people’s cultural worldview, served to strengthen their ties with like-minded
people, the formation and transmission of traditions from generation to generation.

Methods: The article mainly used such methods as a review of relevant research papers on
the topic, a comparative analysis of these materials, a historical digression and other general
scientific methods.

The novelty is in the article. For the first time, the analysis of the work of the Dutch historian
and cultural critic Johan Huizinge “Homo Ludens (Latin word means “playing man”)”,
published in 1938, was presented to the attention of the Azerbaijani scientific community. The
analysis of the aspects of games in this work was studied as the main methodological resource,
the importance of games in the development of culture and society was emphasized.

Conclusions. It is vreported that many games have already been raised to
the level of the law in societies with different socio-economic status, and have become an important
educational mechanism for educating the younger generation. They perceive games not as
entertainment, but as a way of life. It was through these games that the necessary experience
for existence was passed down from generation to generation. The game served as a school for
adapting members of the primitive community to the necessary knowledge and skills.

1t is noted that the relevance of studying gaming culture and relevant traditions is determined by
the special status of games in human activity. The game, voluntary and built according to the rules,
combining reality and fiction, tension and relaxation, forms a cultural layer inextricably linked with
development. Historically generalized gaming experience, supported by gaming traditions and passed
down from generation to generation, creates conditions for the development of a person as a person,
the formation of stable ways of individual gaming existence, early ontogenesis, which plays the role
of the meaning of life, even retains the status of a special attitude to the world from adults.

Key words: primitive human communities, games, communication, tradition, culture, status,
education and upbringing.

Introduction (problem updated). The analysis of empirical material on
the topic from the “protocol of accumulation of traditional children’s games” by A. Marjanovich
[1], the observation of field participants in the play activities of children and adolescents carried out
by specialists using the methods of interviewing the relevant contingent of respondents about games
and toys. The historical analysis of the games in documentary and literary sources shows their early
ethnogenesis and dynamics of development. The analysis examined the characters and descriptions
of games and toys, game objects, festive and ceremonial complexes in scientific and literary
sources, museum collections, materials of archaeological and ethnographic expeditions.

The main aim of the article is to look at the nature of games created and preserved by people
in primitive human societies, to express an attitude towards their communicative properties in
the process of forming human essence.
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The novelty is in the article. For the first time, the analysis of the work of the Dutch historian
and cultural critic Johan Huizinge “Homo Ludens (Latin word means “playing man”)”, published in
1938, was presented to the attention of the Azerbaijani scientific community. The analysis of aspects
of games in this work was studied as the main methodological resource, the importance of games in
the development of culture and society was emphasized [2].

The main text. “Collective ideas”, according to L. Levy-Bruhl, are passed down from
generation to generation and do not depend on the existence of a person at will, which makes him
“pre-existing” [3, p. 9].

The philosophical and psychological concepts of “collective ideas” confirm the supreme
individuality of the relatively independent “objective reality” of the cultural world. Cultural
creativity, found in an individual, acquires relative independence and, as it were, is isolated from his
mental activity [3, p. 41].

In Western cultural studies and philosophy, terminological representatives of the unity of culture
and personality are presented as categories denoting the central mechanism of assimilation
of culture by an individual.

Within the framework of the anthropological paradigm, a class of special tasks is being
updated — the analysis and description of the mechanisms of man’s transformation of natural
and social prerequisites, cultural and spiritual conditions into a means of his own development.

The inclusion of the category “tradition” in the thesaurus of the study of gaming culture is based
on Hegel’s idea of continuity in development, based on the replacement of the old with the new, in
which time acts as the highest stage of development, where the new retains all the positive aspects
of the old (the law of negation of negation).

The category of “traditionalism”, related to the field of gaming culture, is based on attributive
criteria that record the historical age of gaming events, repeatability, similarity, and ethnicity.

In anthropology, according to the historical age criterion, games are defined, the gaming events
of which are traditionally considered to be associated with the “childhood period” in the history
of mankind.

The games, the formation of which falls on “a century and even a thousand years ago,” are
archaic, belong to the early periods of anthropogenesis, to the epochs of human primitiveness —
the epochs of the Neolithic and Calcolithic, the philosophical aspects of which are very deep.

According to J. Heizinge, replication is one of the most important characteristics of “games”.
“The game is instantly registered as a cultural form, remains in memory as a kind of spiritual
creation or value, is transmitted as a tradition and can be played at any time” [2, p. 23].

Repetition ensures the preservation and transmission of game events “from generation to
generation, from century to century, from one nation to another”, “entertaining and instructive for
children of all races and tribes, all religions and stages of cultural development” [2, p. 19].

The similarity criterion is used to explain the similarity of game motifs and plots,
the commonality of socio-economic factors, and migrations of game folklore. Toy samples of all
peoples and all times attract with their great similarity to each other, “as if humanity had long ago
created certain types of skates, bulls, birds, human figures, etc. for centuries and millennia, it
developed and preserved” [1, p. 102].

Another explanation for the similarity of the phenomena of gaming culture lies in
the functioning of the imitation mechanism. The most ancient type of imitation behavior —
imitation of movements — arose in phylogeny from play and curious behavior. Baby animals
repeat the actions of adult animals “with maximum precision, just for fun, long before they begin
to understand the meaning and purpose of their respective behaviors.” In early ontogenesis, adults
learn the norms of behavior, speech and personal development through emotions, face, voice
imitation or imitation reflex.

Unlike the external representative signs of imitation, the similarity of gaming phenomena can
be explained on the basis of common socio-cultural conditions that determine common forms
of behavior, including gaming behavior. Human labor (i.e. the struggle for existence) It puts all
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human masses in the same conditions, requires them to develop the same forms of behavior that
crystallize in generally accepted beliefs, rituals and norms.

Dutch historian and cultural critic Johan Heizinge tried to explore the importance of games
in the development of culture and society in his work “Homo Ludens (Latin word meaning
“playing man”)”, published in 1938. Heizinge shows that the game originated before culture
and was a fundamental and necessary (though not sufficient) stage in the formation of culture itself.
The word “Ludens” has no direct equivalent in English, as it also means sports, games, school
and exercises [2, 16].

The author presented Homo Ludens as an important event in the history of gaming research.
This later influenced such scientists as Carl Rogers [4]. Although the concepts presented did not
play such an important role in Heizinge’s thinking, they were later popularized and expanded in
the writings of Katie Salen and Eric Zimmermann in the “rules of the game” as part of educational
games [5, 6].

In the preface to his book, Huizinghe explains that the game is not an element of culture, but
culture is an element of the game. By doing so, he pointed to a broader understanding of the game.
This theme has been repeated many times in culture. According to Huizinghe’s argument,
the English version of the book was presented in the subtitle as “a study of the game element in
culture.”

According to Huizinge, everyone is a participant in some kind of game in the life they live
in. A person is not looking for screenwriters and directors here. In some cases, he performs his
functions in accordance with the established rules, becoming both the screenwriter and the director
of his role.

Huizinge notes the nature and importance of the game as a cultural phenomenon, stating that
the game is older than culture because the game existed before culture was adequately defined.
Although the game is an event, it has always acted as a way of life for human society, and people
have adopted it from the way of life of animals. This was the case in the most ancient times in
history.

The main features of the game. Huizinghe begins by observing in his mind that animals play
games before humans. One of the most important (human and cultural) aspects of the game is that it
is fun. Huizinghe identifies 5 main characteristics of the game:

1. The game is free, which means freedom.

2. The game is not an “ordinary” or “real” life.

3. The game differs from “ordinary” life in both space and time.

4. The game creates a certain order, which is an example. The game requires an absolute
and higher order.

5. The game can be created without any material benefit, and you cannot expect any benefit
from it.

Word and thought do not originate from scientific or logical thinking, but from creative language,
that is, from countless languages, since this “understanding” creates action over and over again

This is how Huizinghe writes about wordplay in different languages. Latin stands out among
them. Perhaps the most unusual words are written in Latin. It is noteworthy that “Ludus”,
the general term for the game, not only switched to Romanian, but also did not attract attention
there and to some extent did not leave any traces behind. The appearance of “ludus” and “luder” in
different languages was also caused by phonetic or semantic reasons. Among all the possible uses
of the word “game”, Huizinghe explains the concept of the game, on the one hand, as the equality
of the game.

Let’s look at the list of paragraphs in one of the chapters in Huizenghe’s book:

CHAPTER 9

*  Game forms of philosophy

*  The sophist.

*  The sophist and the sorcerer.
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—  Its significance for Hellenic culture.

—  Sophistry is a game.

*  Sophism and mysticism.

—  The origins of philosophical dialogue.

—  Philosophers and sophists.

—  Philosophy is a youth game.

*  Sophists and rhetoricians.

—  Topics of rhetoric.

—  Scientific debate.

—  Medieval disputes.

—  Charlemagne Palace Academy.

—  12th century school.

*  Abelard as a master of rhetoric.

— A playful form of school education.

*  The era of difficult battles [2].

As you can see, here we see that games perform the function of transferring inheritance between
generations as a way of life for each of us.

To this end, Huizinghe tries to classify game words in various natural languages.

Social life is surrounded by suprabiological forms that enhance its value in a playful way.
Functionally, some games also celebrate the use of dance masks of various animals. This turns
the user-player into another “creature”. In no case is the game a very ancient feature inherent in
the British, anchored by strong traditions. One of the main features of British life is the presence
of a fairly large number of sports and humorous entertainment games [6].

In another perspective, according to Heizinghe, in high societies, noble palaces, basically three
games were formed. This type of game is still used in various forms. These are:

1) gambling;

2) demonstration of abilities and strength, going hunting;

3) oral polemics — conducting debates and debates.

Given the widespread use of the mentioned games, in some moments of Heizinghe in our time,
we can also agree with these ideas [2, 37].

The Games are an event that recognizes the ideal of a society with certain norms, does not allow
violations of the rules in the life of any people and supports a system that, on the one hand, rejects
war, and on the other hand, supports peace, opposes violence.

These ideas are not only in the book we are talking about, but also in the Marketing. He also
occupies a certain place in her own life. The first Dutch version of the book was published in 1938
(before the official outbreak of World War II).

Some of the ideas about war and battles mentioned in his book can be systematized as follows:

1. Declaring war to gain absolute trust.

2. The establishment of justice through armed conflict.

3. The vision of war itself as a form of play [1].

It should be noted that the work contains several surprising observations: if such a game is
considered the principle of life of all civilizations, then there is no need to officially invite society to
the game. Without the spirit of the game, it is impossible to create a civilization.

For ancient man, the courage to do something is power, but the ability to do it is a magical
power. For him, all this special knowledge is sacred knowledge — esoteric and transcendental
knowledge, since any knowledge is directly related to order.

Huizinghe’s book also devotes a lot of space to the game of guessing riddles and the motive for
punishment.

“Poetry is actually a function of the game, the processes that take place in the Mind’s own world
during the game. There, creatures acquire a physiognomy different from ordinary life, and they are
connected to each other for various logical and other reasons [2, 172].
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Huizinghe, according to him, the real name of the images created by archaic poets is God-cursed,
oppressive disgust. One of the many examples he cites is the image of Alfred, which appears in
Beowulf, the most famous work of Old English literature [2, 178].

The effect of a metaphor is to describe objects or events in terms of life and action. The depiction
or glorification of an influential and immortal personality is the soul of all myths, epics and almost
all works. Mythopoeia is a legend in the full sense of the word.

Wherever we find a word ending in ”ism”, we find a trace of the game. Huizinghe has already
noted that there is an inextricable link between the game and poetry. He now admits that “the
connection between games and music is at a higher level. But with the transition from ’poetry,
music and dance to plastics, the connection with the game becomes less noticeable” [2, p. 182].

He cites examples of “architects, sculptors, painters, artisans, potters and graphic designers* who
are “guided by discipline and shape their skills despite their creative impulse.” On the other hand,
the game also becomes “a way for society to perceive a work of art in a social environment.”

Conclusions. Thus, almost the entire scientific community recognizes that the game originated
at very early stages of the development of civilization. In political contests, in which all countries
are involved in one form or another, that is, in all constitutional processes, existing procedures as
a factor of the game are in the center of universal attention. For example, treacherously attacking
sovereign Ukraine, in self-defense, who were forced to cross the border of the Russian Federation,
the head of the occupying country called it “a game outside the rule.” I wonder when he signed
an agreement with Ukraine on the beginning of his Special Military Operation?

Huizinghe notes that some political issues are resolved in a game format. In the USA, the two-
party system long before two huge communities clashed with each other, campaigning in America
was like some kind of national sport or game in which political differences were not felt by
outsiders [2].

The importance of historical analysis of the process of formation of gaming traditions is
emphasized in their works by S.Bishop and M. Curtis. In contrast to the idea of tradition, which was
established in the fog of time, as something unchangeable or ancient, lost, when using the concept
of ’traditionalism” in relation to the repertoire of games with an extensive history, tradition as
a process makes it possible to explore the dialectical nature of changes within culture, characterized
by stability and dynamism, innovation and conservatism. The traditions of the game are actively
formed by human society. With this approach, as the authors note, we can avoid the error
of interpreting traditions as absolute continuity and assume that they can be interrupted and then
restored [8].

Historical and genetic logic as the logic of deduction focuses the researcher more on the dialectic
of the development of gaming culture than on positivization. It is based on the idea of tradition
as a way of collective accumulation of social experience of a community, ethnos, class, group; as
a condition for the functioning of culture, in which the transmission of cultural texts in a broad (not
only oral) sense occurs in live communication between people, in the act of direct communication —
from person to person, from generation to generation. In genetic logic, the traditions
of gaming culture (Gaming traditions) are defined by us as time-changing phenomena that ensure
the continuity and binding nature of the historically generalized experience of human exploration
of the world.

Modern humanitarian knowledge recognizes the need for a comprehensive analysis
of the problem. “Human culture” tends to integratively cover the social conditionality of gaming
traditions, the evolution of gaming phenomena, and their problem, despite the fact that each branch
of scientific knowledge has its own subject and methods of studying gaming culture, its role in
culture and human life.

The philosophical and anthropological concepts of the game are based on its status as
one of the oldest cultural forms and practices of human existence. The philosophical theory
of the universality of culture expresses the idea of the game beginning of evolution. In the concept
of Y. The Huizinghe game is a cultural and historical universal from which cult, ritual, poetry, music
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and dance originated. The concept of cultural syncretism emphasizes the status of the game in
the circle of phenomena of primitive culture — art, ritual, ritual, religious beliefs. By According to
C. Fraser [9], the game, which develops synchronously with art, celebration, carnival, is the oldest
source of satisfaction of the human need for self-use (C. Levi-Strauss) [10].

Of the phenomena of primitive culture, their functional unity is due to the “two-dimensionality
of behavior”, the possibility of simultaneous realization of practical and conditional, a combination
of conventions.
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Kapumosa IlapBin AliguH rusu
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COIIAJBHO-®LTOCO®CHKHI AHAJII3 KOMYHIKATUBHUX ACHHEKTIB ITOP
Y INEPBICHUX JIIOACBKHUX CYCIHIVIBCTBAX

Ocnosna mema ¢ cmammi po32nioy xapakmepy icop, CmeopeHux i 30epextceHux 100bMu 6 nepeaic-
HUX JI0OCHKUX CYCNINIbCMBAX, GUCTIOBUMU CIMABLEHHS 00 IX KOMYHIKAMUBHUX 61ACMUBOCTEl Y NPO-
yeci hopmysanHs 10OCHLKOL CymHocmi.

3aznauaemucs, wo iepu, AKi 8i0iepanu 8aMciu8y poiv y Heummi A00UHU, MAIU 6EIUKUL 6NIUE HA
PO3BUMOK KYJIbMYPHO20 CEIMO2NAOY NH00€U, NOCTYHCUNU 3MIYHEHHIO IXHIX 36 S3Ki8 3 00OHOOYMYSMU,
Gopmysannio ma nepedayi mpaouyii 3 NOKOJNIHHS 8 NOKOJIHHS.

Memoou: Y cmammi nepeaxcHo UKOPUCTOBYBAIUC MAKI MemOOU SIK 027150 8i0N08IOHUX 00CIO-
HUYbKUX POOImM Ha memy, KOMIAPpAmueHUll aHali3 yux mamepianie, iCMopuyHUll eKkCKypc ma iHuii
3A2a1bHOHAYKOBI MEMOOU.

Hogusna y cmammi. Bnepuie 0o ysazu Asepbariodcancokoi naykoeoi 2pomadcvrkocmi 6ye npeo-
cmasieHull ananiz pobomu 20a1AHOCbKo20 icmopuka i Kyremyponoea HMoxana Xeuzineena «Homo
ludens (namuncvke cn060 o3Hauae «2pac a0OuUHa»)y, onyonixosawiu ¢ 1938 poyi. Ananiz acnexmis
ieop 6 Oawiu npayi 8UBYABCs K OCHOBHUU MemOOON02IUHULL pecypc, NIOKPecao8alocs 3HAYEHHS
Y pO36UMKY KYIbmypu ma CychiibCmed.

Bucnoexku. Ilogioomnsicmocs, wo 6azamo ieop 8dxce 6y10 NiOHAMO 00 PiBHS 3aKOHY 8 CYCRINIbCHI-
8ax 13 pI3HUM COYIAIbHO-EKOHOMIYHUM CMAmycoM, CMAIU BaANXCIUBUM HABYATLHO-8UXOBHUM MeXa-
HI3MOM OJISl BUXOBAHHS NIOPOCAIOY020 NOKONIHHA. Iepu cnputimaromscs HUMU He K po3eazd, 00 5K
cnoci6 scumms. Came uepe3s yi iepu 3 NOKONIHHA 00 NOKOAIHHS Nepedasascsi HeOOXIOHUU 00C8i0 OJis
icnyeanns. Ipa cuyscuna wxonorw 0ns aoanmayii 4ieHie npumMimueHoi cnilbHomu 00 HeoOXIOHUX
3HAHbL MA HABUYOK.

3aznauaemovcsa, wo akmyanbHicmsb 8USYEHHS i2pO6OT KYIbmypu, 8i0N0GIOHUX MPaouyill 6U3HAYA-
EMbCS 0COONUBUM cmMamycom i20p OisinbHocmi 1oounu. I pa, 006posineHa i nobyoosana 3a npasu-
Jlamut, Wo NOEOHYE 6 cobi peanbHicmb i 6u2a0Ky, Hanpy2y ma po3ciabienHs, YMEoploe KyibmypHUull
wap, Hepo3pueHo NO8 s3aHull 3 po3eumKoM. lcmopuuno yzaeanvheHuti ieposuti 00c8io, nioKpinie-
HULL i2po8UMU MPaouyiamu i nepeoacmucst 3 NOKOMIHHA 00 NOKONIHHS, CIMEOPIOE YMOBU Y PO3BUNOK
JIIOOUHU 5IK 0COOUCMOCMI, (POpMYBAHHS CMIUIKUX WLIAXI6 THOUBIOYATbHO2O 12POBO2O ICHYB8AHHS, PAH-
Hb020 OHMO2eHe3y, Wo 6I0icpac polb CeHCy dHcumms, HAgimv 30epicac cmamyc ocoonuo020 cmasg-
JIeHHsL 00 c8imy 3 OOKY 0OPOCIUX.

Knrouoei cnoea: nepgicui 1100coKi CniibHOMU, iepu, KOMYHIKAYis, mpaouyis, KyIvmypad, cmamyc,
HABYAHHSA MA BUXOBAHHSL.



