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CHAPTER I: INTRODUCTION 

The opening section of the thesis establishes the foundation of the study by 

presenting the underlying rationale, context, and objectives of the research.  The 

emphasis is on the examination of conversational maxims in the conversations of Metal 

Gear Solid 3: Snake Eater, a video game notable for its intricate narrative, philosophical 

themes, and multifaceted character relationships.  Language is conceptualized as a 

fundamental technique for meaning construction, applicable to both quotidian 

communication and fictional discourse across diverse media.  Pragmatics, especially 

Grice's Cooperative Principle, is the theoretical framework used to study meaning. It 

focuses on both following and intentionally breaking conversational rules. 

 The introduction goes into further detail on why it's important to study dialogues 

in video games. It says that they are more than just entertainment; they are cultural 

texts that use language in a strategic way to shape the story.  The research problem is 

defined through questions that examine how characters both comply with and flout the 

maxims of Quantity, Quality, Relation, and Manner, as well as the implications of these 

choices for narrative depth and player interpretation.  These questions yield objectives 

that direct the investigation: to delineate instances of maxim adherence, to investigate 

floutings as narrative techniques, and to examine their role in thematic and character 

evolution.  The work is emphasized as a contribution to media studies and game 

narrative analysis, in addition to its linguistic significance.  The examination of prior 

research highlights the academic deficiency being addressed, although pragmatic 

theories have frequently been utilized in literature and film, their application to 

interactive video game narratives is still insufficiently investigated. 

1.1 Background of the Study   

Throughout millennia of development, the human species has developed a vocal 

tract sufficiently flexible to produce a variety of known sounds and the capacity for 

recognizing variations among those sounds.  However, the most significant 
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development for the human race was the capacity to utilize these sounds within systems 

that convey meaning.  The cause of this occurrence remains unknown.  Mental 

capacities that evolved for various adaptive functions, including as fine motor hand-

eye coordination, may have been "re-purposed" to facilitate a complex symbolic and 

communicative system.  Certain cognitive faculties may be solely allocated to language 

and have developed progressively in tandem with the growing intricacy of human 

communication.  Alternatively, once attaining a specific degree of neurological and 

cognitive complexity, the brain's synapses may have "reorganized," facilitating the 

emergence of language.  Language is a unique characteristic of the human species 

(Fasold & Connor-Linton, 2006).  

Language, as conceptualized by Allan (2020), serves primarily as a vehicle for 

human communication. In his comprehensive analysis, Allan contends that despite 

various theoretical perspectives on the nature and origins of language, the 

communicative function remains its most fundamental and defining characteristic. This 

assertion is grounded in a wide range of linguistic, cognitive, and anthropological data, 

leading to the conclusion that language exists as a manifestation of social interactive 

behaviour. Language, in this view, is not merely a cognitive construct or a system for 

individual thought expression, as argued by mentalist theorists like Chomsky. Rather, 

it is intrinsically tied to the social function of human interaction. Allan argues that the 

structure and use of language are heavily influenced by the need to share information, 

negotiate meaning, express opinions, and maintain relationships within a community.  

A fundamental idea in the field of communicative efficacy, Grice's Cooperative 

Principle (1975) contends that effective communication calls for collaboration between 

speakers and listeners. While these maxims facilitate efficient communication, they are 

frequently deliberately disregarded to generate other layers of meaning.  Dialogues in 

interactive media, such as video games, function as a narrative element that enriches 

storytelling, character development, and thematic exploration, while also serving as a 

conduit for information dissemination.  Dynel (2011) notes that such floutings are 
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intentionally constructed in fictional media to achieve narrative or ideological 

outcomes.  This corresponds with Grundy’s (2000) perspective, which asserts that 

pragmatic comprehension entails not merely interpreting literal meanings but also 

deducing speaker intentions and contextual nuances. 

According to Grice (1975) the cooperative principle explains how good 

communication depends on cooperation between speakers and listeners. Mentioned by 

the four conversational maxims that make up the principle: Quantity, which stresses 

giving the appropriate quantity of information; Quality, which calls for honesty; 

Relation, which guarantees topic relevance; and Manner, which stresses clarity and 

organization. Although these maxims are usually observed to preserve good 

communication, they are sometimes purposefully broken to provide more depth of 

meaning. For example, a speaker can be hinting something more complicated if they 

purposefully provide an unrelated answer, so forcing the audience to draw meaning 

from background information and context (Cutting, 2002).  

Harwood-melligan (2023) attributes the origins of the Cold War to the collapse of 

the wartime alliance between the United States and the Soviet Union at the end of 

World War II. The fundamental ideological conflict between the capitalist democracy 

of the United States and the communist dictatorship of the Soviet Union formed the 

core of the Cold War. Both countries saw the other's ideology as a danger to their own 

national security and way of life, hence they had a worldwide vision of disseminating 

their ideas. Critical decades in the history of Cold War espionage beween the United 

States and the Soviet Union were the 1960s and 1970s. Modern intelligence procedures 

and strategies have been profoundly and lastingly affected by the espionage methods 

used by the United States and the Soviet Union during the Cold War period (1960s to 

1970s). Shaped by the fierce rivalry and technological developments of the day, these 

strategies still affect how modern intelligence is collected, evaluated, and used. 
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Video games, as described by Esposito (2005), are a kind of interactive digital 

entertainment that uses audiovisual tools such computers, gaming consoles, and 

smartphones to engage players. Unlike passive forms of entertainment, such as viewing 

movies or reading books, video games need active participation from players, enabled 

by input devices include keyboards, gamepads, and touchscreens.  

Video games are increasingly influenced by rich, immersive storytelling rather than 

just their problem-solving mechanics, according to Zarzycki (2016). By putting video 

games on a continuum with more conventional art forms like literature, film, and 

architecture, this narrative element emphasizes their dynamic and interactive nature as 

a type of modern art. Unlike the straightforward puzzles or challenges of early video 

games, these narrative-driven games offer complex, interactive stories that allow 

players to meaningfully inhabit virtual environments. Though video games are 

fundamentally different since they allow players to control and influence the narrative 

as it unfolds, this change is comparable to the immersive experiences of movies and 

books. 

 Campbell (2009), claims that although theme is sometimes neglected in 

conversations on game design and user involvement, it actually helps to shape the video 

game experience. This insight became plain to me while I investigated the world of 

board games, where themes like medieval fantasy, prehistory, gothic horror, or military 

settings obviously stand out as vital elements. When wrapped in an interesting and 

relevant concept, a game that might otherwise attract just a specialized audience could 

become a popular phenomenon. Though it may seem less clear in video games, this 

dynamic is still very much there. Video games' smooth integration of mechanics and 

story tends to hide the basic laws from the player's view. Unlike board games, where 

abstract and themeless designs are still common, the great majority of video games 

include significant thematic components. Modern gamers are finding abstract games 

less appealing as technology develops and high-fidelity graphics increasingly enable 

representation of real-world items and settings. 



 

5 
 

  According to online source titled “Metal Gear Solid 3: Snake Eater Plot” by 

Selo (2005) Metal Gear Solid 3: Snake Eater follows Naked Snake through the woods 

of the Soviet Union in 1964.   He must extract Sokolov, a renegade Soviet scientist 

covertly constructing the "Shagohod" nuclear tank.   Major Zero, Para-Medic, and his 

former mentor The Boss provide assistance via radio.   The operation progresses 

successfully until The Boss betrays her and delivers two Davy Crockett miniature 

nuclear shells to Colonel Volgin, her new client.   The Cobra Unit apprehends Sokolov, 

while The Boss severely injures Snake, enabling Volgin and his associates to escape 

with the Shagohod. Volgin detonates a nuclear shell to conceal its theft, implicating 

The Boss.   The Soviet Union attributes the atomic explosion to the United States upon 

observing Snake on an American aircraft above Soviet airspace, propelling both nations 

towards nuclear conflict. US President Lyndon Johnson and Soviet Premier Nikita 

Khrushchev establish a clandestine agreement to demonstrate the United States' 

innocence and attain peace. The United States consented to eliminate Volgin's insurgent 

group, destroy "Shagohod," and assassinate The Boss, an American defector. 

A cutscene in video games is a short, non-interactive interlude that "cuts" away 

from the game's action to highlight a scripted sequence.   Characters and events in this 

area could help to improve the narrative of the game. Animated sequences or cinematic 

method usually show these features. cutscenes fulfill several purposes including 

transmitting story, deepening narrative, and offering a cinematic experience to go with 

play. They can be utilized to frame the plot, providing gamers a fresh viewpoint on the 

narrative being conveyed (Klevjer & Routledge, 2014).  

According to Buller & Burgoon (2006) deception is never accomplished just 

through blatant falsehoods; rather, it frequently involves nuanced alterations of 

conversational norms and expectations.  The conflict between truth-telling and 

misdirection is pragmatically managed through the strategic flouting of conversational 

maxims, a dynamic crucial to the narrative discourse of Metal Gear Solid 3: Snake 

Eater. 
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Dialogues are crucial in communicating the complexity and depth of the narrative 

across these games. Often breaking Grice's maxims, the discussions improve the 

narrative. Deliberate information withholding (Maxim of Quantity), for instance, 

builds tension and intrigue; ambiguous comments (Maxim of Manner) mirror the 

uncertainty and moral complexity of the characters. These practical breaches enable 

players to interact deeply with the narrative, challenge conventional conversational 

standards, and enhance the narratives of the games. 

1.2 Research Question 

1. What types of conversational maxims are observed in the cutscene 

dialogues of Metal Gear Solid 3: Snake Eater? 

2. What types of conversational maxims are flouted in the cutscene dialogues 

of Metal Gear Solid 3: Snake Eater? 

3. How do the observed and flouted maxims contribute to the characterization 

and narrative of Metal Gear Solid 3: Snake Eater? 

1.3 Research Objectives   

1. To identify the types of conversational maxims that are observed in the 

cutscenes dialogues of Metal Gear Solid 3: Snake Eater. 

2. To identify the types of conversational maxims that are flouted in the 

cutscenes dialogues of Metal Gear Solid 3: Snake Eater. 

3. To explain how the observed and flouted maxims contribute to the 

characterization and narrative of Metal Gear Solid 3: Snake Eater. 

1.4 Research Significance   

Examining how conversational maxims operate within the particular limits of 

video game tales helps this study, from a linguistic standpoint, to enhance knowledge 

of pragmatic ideas in digital storytelling. Unlike conventional conversations seen in 

literature or cinema, video game dialogues can serve both a communicative and 

interactive goal, demanding authors to carefully balance realism, player involvement, 
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and narrative depth. This paper shows how breaking Grice's maxims may purposefully 

generate tension, suspense, and dramatic irony, hence providing fresh viewpoints on 

indirect speech, implicature, and hidden meanings in interactive narrative. Such ideas 

can be used to language acquisition, thereby giving teachers interesting, practical 

instances of pragmatic breaches in contemporary media; this study helps to shape video 

game storytelling and interactive media. Developers depend more on dialogue-driven 

stories to produce immersive experiences as video games adopt cinematic storytelling 

methods more and more. Knowing how pragmatic breaches affect player involvement, 

plot advancement, and character development can enable game authors create more 

vibrant and emotionally interesting conversations. This study also offers ideas that 

could guide the creation of AI-driven dialogue systems, especially in terms of more 

realistic, context-aware, and adaptable NPC (Non-Playable Character) interactions. 

Training models to identify and apply pragmatic ideas might help to create more natural 

and interesting discussions in virtual worlds as artificial intelligence shapes the future 

of gaming and communication. 

The results of this study close the gap between media discourse analysis and 

video game research as well, therefore promoting a multidisciplinary approach 

including linguistics, digital humanities, and game design. Although many people look 

at video games in terms of mechanics or visual storytelling, this paper emphasizes the 

need of language as a fundamental narrative component. The findings of this study 

might reach beyond gaming into film, television, and theater where written lines are 

quite important for audience perception. Moreover, by investigating truth and 

misdirection in communication, this study reveals how language is used to control, 

influence, or hide information, therefore being very pertinent to advertising, 

journalism, political communication, and public relations. In an educational setting, 

this work presents a unique method of teaching pragmatics by using video game 

conversations as interactive learning resources. Students can examine indirect 

communication, find implicatures, and grasp contextual meaning using digital media 
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by applying conversational maxims. A great tool for critical thinking and language 

study, video games offer an immersive experience where players must read subtext, 

ambiguity, and strategic deception. 

1.5 Previous Study 

A number of studies had examined dialogues using Grice’s Cooperative Principle. 

The first one was the journal article “The Flouting of the Gricean Maxims in the Movies 

Insidious and Insidious 2” by Kurniati & Hanidar (2018), which investigated how 

characters in the two horror movies flouted Grice’s Cooperative Principle in their 

conversations. The researchers found that the characters frequently flouted the maxims 

by lying, providing too much or too little information, shifting topics, or speaking 

ambiguously. These floutings were intentional and served specific narrative and 

character-related purposes. In the context of horror films, the flouting of maxims was 

used to create suspense, manage characters’ emotions, and subtly influence the 

audience’s perception of supernatural events. 

The second research was conducted by Machfudi et al. (2022), entitled “An 

Analysis of Cooperative Principles in Mark Twain’s The Adventures of Huckleberry 

Finn.” This study assessed how the major characters in the novel observed or failed to 

observe Grice’s cooperative principles. The researchers discovered that the characters 

often navigated their conversations by either following or breaking the rules of 

communication outlined by Grice. The most dominant pattern was not truthfulness or 

clarity, but rather deliberate misdirection, withholding of information, and the use of 

ambiguity. These floutings were not accidental but instead reflected deeper motives 

such as self-protection, manipulation, or negotiation of morally complex situations. 

 

Another relevant study was carried out by Abdilah (2023), entitled “Flouting 

Maxim Done By The Characters in the Video Game Resident Evil 4: Biohazard.” The 

research aimed to describe the types and functions of maxims that were flouted in the 
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game, as well as to reveal the strategies employed by the main characters when flouting 

maxims during cutscenes. Using a pragmatic and descriptive-qualitative method, the 

study examined utterances that contained maxim flouting. The findings showed that 

floutings were used to build tension, reflect distrust and deception, and support the 

atmosphere of horror and survival that defined the game. 

 

Taken together, these three studies demonstrated that Grice’s Cooperative Principle 

could be applied across various media, including horror films (Insidious), literature 

(The Adventures of Huckleberry Finn), and video games (Resident Evil 4). All 

emphasized that flouting maxims served narrative purposes, such as building suspense, 

conveying irony, or shaping player or audience engagement. They also revealed that 

pragmatic floutings enriched dialogue by adding complexity to communication. While 

studies like Abdilah’s highlighted how maxim flouting contributed to atmosphere and 

tension, the dialogues in Metal Gear Solid 3: Snake Eater were more thematically 

layered, exploring issues of loyalty, ideology, and the moral ambiguities of war. This 

distinction indicated the gap that the present research sought to address by examining 

not only how maxims were flouted but also how such pragmatic strategies contributed 

to deeper narrative development and player experience. 

 

 

 

 

 


