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PECULIARITIES OF THE MANIPULATIVE-
GAME INTERACTION BETWEEN THE CITIZEN
AND THE STATE

Distrust in the relationship between the citizen and the state leads to the dominance of manipulative-
gaming interaction, which hinders both the development of civic identity and the establishment of
partnerships between the citizen and the state. The aim of the article is a further conceptualization the
doctrine of healthy and deformed relations between the individual and the state (in particular, analysis
of the manipulative-gaming interaction between the citizen and the state. The theoretical model of “civic
games” presented earlier is complemented by the concept of symmetrical and asymmetrical games prac-
ticed in the relations between the individual and the state. This concept is substantiated by the descrip-
tion of games initiated by the state: a game that is a “mirror image” of the civic game “Parasite”, as well
as the asymmetrical game “Fighting Corruption”.

The scientific value of the article is related to the application of the doctrine of transactional analysis
to the relations between the citizen and the state; its practical value lies in the disclosure of forms of
manipulative- gaming interaction, which opens up the possibility of finding ways to replace it with
rational partnerships. Eric Berne’s transactional analysis and the self-agency’s approach were used
as the methodological basis for our research. Conclusion: manipulative-gaming interaction replace a
healthy relationship between the individual and the state. It expresses itself in the so-called games (in
Berne’s understanding), which are a surrogate for healthy relationships and are aimed at achieving a
psychological (political) benefits that imitates the solution of existing problems. The author analyzes a
pair of symmetrical games — “Parasite” and “Give me everything for your own benefit” — as well as an
asymmetrical game initiated by the state — “Fighting Corruption”.

Key words: civic identity, games, manipulative interaction, relations, state.
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A3amartrap MeH MeMAeKeT apacbiHAAFbI
MaHUNYASILUSIAbIK-OMbIH 9PEeKeTiHiH, epeKLleAikTepi

A3zamart neH MEeMAEKeT apacbliHAAFbl KapbiM-KaTbiHACTa GOAATbIH CEHIMCI3AIK MaHUMYASILMSADIK-
OWMbIH ©3apa 9PEKETTECYiHIH YCTeMAITiHe akeAeAil, ByA a3aMaTTbIK, GiperenAikTiH AaMyblHa Ad, OAAPAbIH,
apacblHAAFbl CEPIKTECTIK KaTbIHACTAapPAbIH OpPHATbIAYblHA AQ KeAepri KeATipeai. ByaA MakaaaHbIH
MaKCaTbl — >KeKe TyAFa MEH MEMAEKET apacblHAQ KAAbINTAaCKaH caAayaTTbl KoHe aedopMalMsiAaHFaH
KaTblHAaCTapAbl 3epTTeyAi OAaH opi TYXKbIpbiMAQy (aTanm anTKaHAQ, a3amaT MeH MEMAEKeTTiH,
MaHUMYASLMSABIK, XK8He OWblH ©63apa 9peKeTTecyiH TaAaAady). bypblH aBTOp >kacaraH, MemAekeT
GacTamMallbIAbIK, €TKEH OMbIHAAPAbIH CMMATTaMacbiIMeH HEri3AEAreH «a3amatTblK, OMbIHAAPAbIH»
TEOPUSABIK, MOAEAI: «[lapasnT» asamaTtTbiK, OMbIHbIHbIH «aiHa 6GeiHeci» GOAbIM TabblAATbiH OMbIH,
COHAaM-aK, «Cbl0aAaC XXEMKOPAbIKKA KApPCbl KYPEC» aCMMMETPUSIAbIK, OMbIHbI MaKaAaAa YCbIHbIAFaH
>KeKe TYAFa MEH MeMAEKeT KaTblHAaCTapblHAQ KOAAQHbIAATbIH CUMMETPUSIAbI >K8HE aCMMMETPUSIABIK,
OMbIHAQP TY>XKbIPbIMAAMACBIMEH TOAbIKThIPbIAAADI.

3epTTeyaiH dAiCHaMaAbIK, Heridi peTiHae Dpuk bepHHIH TpaH3akUMSAbIK, TaAAdybl XKOHe ©3iHAIK
areHTTiK TOCIAI KOAAAHbIAABI. MakaAasa OCbIHAAM CUMMETPUSAbI OiblHAAP — «[lapa3uT» >aHe
«MafaH 63 MnamAaHbI3 yiiH 6opiH GepiHi3», COHAAM-aK, MEMAEKET GacTaraH aCMMMETPUSIAbIK, OMbIH —
«Cbl0anAaC >KEMKOPABIKKA KapCbl KYPeC» TaAAaHaAbl. 3epTTey 0apbiCbIHAA MaHUMYASILMSIAbIK, OMbIH
e3apa apeKeTTecyi >Keke TyAFa MEH MEMAEKETTIH CaAayaTTbl KapbIM-KATbIHACbIH AAMACTbIPaAbl AereH
KOpbITbIHAbIFA KeAal. OA caaayaTTbl KapbIM-KaTbIHACTbIH Cypporatbl 60AbIN TabblAaTbiH >koHe 6ap
MBCEAEAEPAI LIeLlyre eAiKTEeNTIH NMCUXOAOTMSABIK (casicn) namaara KOA xeTtkisyre (bepH TyciHiriHae)
GafbITTaAFaH OMbIHAAP A€M aTaAaAbl. MakaAaHblH FbIAbIMM  KYHADIAbIFbI  OCbl JXKEPAE IAIMHIH
KOAAQHbIAYbIMEH aHbIKTAaAaAbl a3amMaT MeH MEMAEKETTIH KapbIM-KaTbIHACbIHA TPaH3aKLUMSIAbIK, TaAAdy
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MPaKTUKAAbIK, KYHADBIAbIFbI MAHUMYASILMSIAbIK-OMbIH ©3apa 9pPeKeTTecy HblCAaHAAPbIH allly GOAbIN Tabbl-
AaAbl, BYA OHbl YTbIMAbI CEPIKTECTIKTEPMEH aAMACTbIPY >KOAAAPbIH TabyFa MyMKIHAIK Gepea.

TyiiiH ce3aep: azamMaTTbIK, COMKECTIAIK, OMbIHAAP, MAaHUMYASIUMSABIK, ©3apa apekeT, KapbiM-KaTbl-
Hac, MeMAEKeT.
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OC06eHHOCTH MaHUMYASITUBHO-UIPOBOTO
B3aMMOAEHCTBMS TPaXKAAQH C TOCYAAPCTBOM

HeaoBepue, cylecTByiollee B OTHOLLEHMSIX FPaXKAQHWHA U FOCYAQPCTBa, MPUBOAMT K AOMUHMPO-
BaHMIO MAHWMYASITUBHO-UIPOBOIrO B3aMMOAEMCTBUS, UTO MPENATCTBYeT KakK PasBUTUIO TPaXKAAQHCKOM
MAEHTUYHOCTM, TaK U YCTAHOBAEHMIO MAPTHEPCKMX OTHOLLIEHUI MEXAY HUMM. LleAblo AaHHOW cTaTbu
SBASIETCS AAAbHeNLLIas KOHLeNTyaAu3aLms MICCAEAOBAHUS 3A0POBbIX M Ae(DOPMUPOBAHHBIX OTHOLLEe-
HWIA, CAOXKMBLLMXCS MEXXAY AMUHOCTBIO M FOCYAAQPCTBOM (B YACTHOCTM, aHAAM3 MaHMMYASTUBHO-UIPO-
BOIO B3aUMOAENCTBUSI TPAXKAAHMHA M FOCYAApCTBa). TeopeTmueckas MOAEAb «IPAXKAAHCKMX UIpP»,
CO3AaHHAsi paHee aBTOPOM, 0OOCHOBAHHAS OMMCAHWEM WIP, MHULIMMPOBAHHbBIX FOCYAAPCTBOM: UIpbl,
SIBASIOLLENCS «3ePKAAbHbIM OTPaXKeHWeM» PaXkAQHCKOM Urpbl «[1apasmnTt», a TakKe aCUMMMETPUYHOM
urpbl «bopb6a ¢ Koppynumei», AOMOAHSETCS NPEACTABAEHHOM B CTaTbe KOHLUENUMen CUMMETPUYHBIX U
ACMMMETPUYHBIX MIP, MPAKTUKYEMbIX B OTHOLLEHUSIX AMMHOCTM W FOCYAQpPCTBaA.

B kauecTBe METOAOAOIMYECKOM OCHOBbI MCCAEAOBAHMS ObIAM UCMOAb30BaHbl TPAH3AKTHbIN aHAAM3
Opuka bepHa 1M MoAXoA camoareHTHOCTW. B cTtaTbe aHaAM3MPYOTCS TakMe CMMMETPUYHbIE Urpbl —
«[Mapasum n «OTAal MHE BCE PaAM COOCTBEHHOM BbIFOAbI», @ TAKXKE aCUMMETPUYUHAS UIPYy, UHULMK-
poBaHHasi rocyAapcTBom — «bopbba ¢ koppynumen». B xoae npoBeAeHs UCCAeAOBaHMS BbiA CABAQH
BbIBOA, YTO MAHWIMYASITUBHO-UIPOBOE B3aUMOAENCTBUE MOAMEHSIET 3A0POBbIE OTHOLLEHWS AMUHOCTU U
rocyaapctea. OHO BblpaXkaeTcsl B Tak HasblBaeMblX Mrpax (B MOHMMaHWM bepHa), KoTopble SIBASIOTCS
CYppOoraTom 3A0POBbIX OTHOLLIEHWI 1 HarnpaBAEHbl Ha AOCTUXKEHME MCUXOAOTMUECKOM (MOAMTUYECKOW)
BbIFOAbI, IMUTUPYIOLLEN PELLIEHME CYLLEeCTBYIOLLMX NpobAaeM. HayuHas LeHHOCTb CTaTbM OMPEAEASET-
CSl TEM, UTO 3A€Cb ObIAO MCMOAB30BAHO YUeHME O TPAH3aKTHOM aHaAM3e K OTHOLLEHUSIM FPaskAaHMHA
M TOCYAQPCTBa; MpakTMyeckas LeHHOCTb CTaTbW 3aKAIOYAeTCs B PACKpPbITUM (POPM MAHMMYASTUBHO-
UIrPOBOr0 B3aMMOAENCTBMS, UTO OTKPbIBAET BO3MOXXHOCTb MOMCKA MyTel ero 3ameHbl pauyoHaAbHbIMM

napTHepCcTBaMun.

KAroueBble caoBa: rpa>kAaHCKass MAEHTUYHOCTb, UTPbl, MaHNNYAATUBHOE B3aVIMOAEI;1CTBl/Ie, OTHO-

LieHnd, rocyAapCTBO.

Introduction

Background and relevance of the topic. The rel-
evance of the problem of psychological interaction
between a citizen and the state has been growing
steadily in recent years due to the political, eco-
nomic, social-psychological changes taking place in
the global political space. States are defending their
borders, resisting external aggression, and chang-
ing their role in the global community; citizens are
actively migrating and, as a result, acquiring citi-
zenship of other countries and leaving the citizen-
ship of the previous ones or acquiring dual or triple
citizenship. All of this has a significant impact on
civic identity, which develops or degrades under the
influence of the enormous political upheavals and
stresses that characterize contemporary reality. It is
not only civic identity that is undergoing deforma-
tion, but also the typical ways of interaction between
the citizen and the state.

Traditionally, the problem of interaction be-
tween a citizen and the state is analyzed as a problem
of civic identity (which, in our opinion, is a signifi-
cant narrowing of the problem) and is studied from
this perspective. A certain intensification of research
on civic identity was caused by the expansion of the
European Union; both civic and so-called European
(civilizational) identity were studied. However, dis-
cussions about the very phenomenon of civic iden-
tity, its ontological essence, are still ongoing.

Civic identity is often combined with the con-
cepts of national and ethnic identity (Cohen et. al.,
2013; Constant et. al., 2012, Curticapean, 2007), and
it is analyzed in the broad context of political behav-
ior (Duckitt et. al., 2016), as well as daily activi-
ties related to the formation of pro-active attitudes
towards civic participation (Krzywosz-Rynkiewicz
et. al., 2011).

D. Sekuli¢ and J. Sporer (2008) claim that civic
identity is a “broader” concept than ethnic identi-
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ty. L. Hristova and A. Sekik (2013) described four
types of relationship between civil and ethnic iden-
tity.

J. Pakulski and B. Tranter consider both nation
and society as «imaginary communities», but define
them differently. Society is seen as a large voluntary
(civil) association, which is the main object of social
affection and solidarity.

This is expressed in the institution of citizen-
ship, a “strong” civic identity, and civic engage-
ment. Membership in a society is seen as a matter of
voluntary commitment, not of birth and/or kinship.
Membership in society imposes moral obligations
that are consistent with an understanding of civic
rights and responsibilities (which includes compli-
ance with the law) (Pakulski et. al., 2000).

[.Zhadan focuses on civic competencies, which
implies the possibility of learning by obtaining in-
formation and practicing the necessary skills. She
distinguishes four levels of civic self-identification:
sign representation, interpretation of meanings,
construction of meanings, and construction of con-
ditions and rules for transforming reality. And the
indicators of civic identification include subjective
self-identification, locus of control of social respon-
sibility, need for freedom, practices of civic interac-
tion, possible “I” of the subject of civic interaction
and strategies for achieving them, models of civic
activity, time orientation, remoteness of power, in-
tegration into the civic community, and the meaning
(goals) of citizenship (Zhadan, 2017).

We believe that the arguments of T. Bevz, who
distinguishes political and legal competence, po-
litical activity, civic participation, and a sense of
civic community in the content of civic identity,
are correct, but we note that political activity is not
a mandatory marker of civic identity, but rather of
political identity (awareness of belonging to various
political structures — socio-political organizations,
political parties), which usually implies active po-
litical participation (Bevz, 2014).

We should agree with Petrovska 1., who con-
sideres civic identity as a type of organizational
identity, which is a valuable and meaningful experi-
ence that allows an individual to identify himself as
a citizen of the state. It promotes the integration of
personal attitudes toward citizenship, even as civic
values/orientations change, and acts as a psycholog-
ical regulator of civic behavior (Petrovska, 2021).

The author offers her own concept of healthy
and surrogate relations between the individual and
the state. While healthy relations involve rational
exchange (for example, a citizen pays taxes — the
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state ensures order and security for the citizen), sur-
rogate relations involve their imitation in the form of
games (in the sense of E. Berne) (Petrovska, 2019).

According to E. Berne, a game is understood as
a series of mutually complementary repeated trans-
actions which have a hidden motive and generate
psychological profits for all players (such as self-
justification, self-affirmation, revenge, etc.) (Berne,
1964). Surrogate relations can take place not only
between individuals, but also between the citizen
and the organization, with the state in particular.
Their surrogacy lies in the fact that they serve as
substitutes for healthy relations that involve the ex-
change of mutually beneficial and necessary trans-
actions.

There are descriptions of, among other things,
five types of the most typical games between a citi-
zen and the state: “Persecution” (“The state oppress-
es me”), «Patriot» (“Only I love my country”), «Of-
fended» («If not for this State™), «Parasite» (“You’ll
pay me”) and “Labor Heroizm” (“I make such a
sacrifice for you”). These games are a type of ma-
nipulation by a citizen in relation to the state in or-
der to gain psychological benefits (self-justification,
justification of their own passivity or career failures,
illicit enrichment, expression of resentment towards
the state, etc.) (Khazratova et. al., 2024).

Summarizing the above, it should be noted that
ethno-national identity implies identification with a
representative of one’s own ethnic/national commu-
nity (respectively, with speakers of one’s native lan-
guage, ethnic culture, customs and traditions, etc.),
while civic identity implies identification with a citi-
zen of the state regardless of ethno-national identity,
on the basis of belonging (“citizenship”) to a par-
ticular state. Thus, a citizen identifies with fellow
citizens who have common organizational and le-
gal problems of functioning in a given state and are
looking for common solutions (Khazratova, 2015).

In our opinion, the reality of staying and func-
tioning in the state for a citizen today is often stress-
ful and traumatic. For example, the state declares
quarantine and lockdown during a pandemic, con-
ducts forced vaccination, carries out armed aggres-
sion against another state, and forces its citizens to
kill and risk their own lives. The state justifies any
coercion by the necessity and concern for citizens,
which does not always inspire their trust. All of this
has a significant impact on civic identity, which is
increasingly moving away from healthy forms and
acquiring various deviations.

At the same time, the stressfulness of reality
alone is not a sufficient factor in the anomalization
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of civic identity. There are examples when threats to
the state (internal or external) led to civic consolida-
tion and the recovery of civic identity. Obviously,
the decisive factor is, among other things, the focus
of the state’s measures — either to protect the de-
clared values (e.g., political freedoms and opportu-
nities) or to move away from them and realize goals
that are essentially opposite. It is also important that
this orientation of the state’s measures is reflected
and interpreted in a certain way by the personality
of each citizen, and it is this understanding of the
state (“image of the state™) that determines the out-
come of a citizen’s transaction in interaction with
the state. As we can see, this is a complex process
in which not only the citizen, but also the state as an
organization of society and a party to the interaction
plays an active role.

This suggests that the analysis of the manipula-
tive game interaction between the individual and the
state should be realized not only in the context of the
problem of civic identity, but in a broader context —
the psychology of relations between the citizen and
the state.

The goal of our article is to further conceptual-
ize the doctrine of healthy and deformed relations
between the individual and the state (in particular,
those manifested in the form of manipulative game
interaction).

This goal can be achieved by fulfilling the fol-
lowing tasks:

1. Determination of the main paradigms of rela-
tions between the individual citizen and the state as
an organization of society and, on this basis, healthy
(normal) and deformed forms of civic identity;

2. Identification of the main psychological fea-
tures of manipulative and gaming interaction be-
tween the individual and the state (games);

3. Analyzing the role of the state in the manipu-
lative game interaction of the citizen and the state;

4. Description and analysis of relevant games
initiated by the state itself and beneficial to it.

The conceptual development of this approach
can be carried out using such methods of theoreti-
cal analysis as: systematic approach, techniques of
analogy, deduction and induction.

Paradigms of relations between the individ-
ual and the state as a criterion for determining
healthy and unhealthy civic identity

The tradition of analyzing the relationship be-
tween the individual and the state originated with
K. Jung. He recognized the problem of redirecting
the responsibility of the citizen to the state, which
increases the primacy (activity) of the state and is

responsible for the citizens’ secondary status and
dependence (Jung, 1958). His understanding of the
problem, as well as the subject-oriented/ self-agen-
cy approach (Brushlinsky, 1996; Tatenko, 2006),
give us the basis for identifying four paradigms
of relations between the individual and the state,
which can serve as criteria for the presence or ab-
sence of manipulative-gaming attitudes in interac-
tion.

On this basis it can be considered four types of
relationship between the individual and the state:

1) Object-subject — the citizen assumes the role
of an object (secondary, dependent on the state) (“I
am a small person, nothing depends on me”), where-
as the state plays the role of a subject that makes
decisions about the citizens’ lives and is responsible
for everything;

2) Subject-object — the citizen regards himself/
herself as an active party in his/her relationship with
the state, and sees the state as an unnecessary and
harmful bureaucratic mechanism. As a result, the
citizen feels entitled to deceive the “mechanism”
and to “circumvent” its laws and rules;

3) Object-object — is a stressful and potentially
traumatic relationship. The citizen sees the state as a
depersonalized senseless mechanism, but also con-
siders himself/herself an unnecessary and insignifi-
cant cog in this mechanism. Individuals perceive the
state, its citizens, and the relationship between the
state and its citizens as absurd and unjustified.

4) Subject-subject: the individual assumes re-
sponsibility for his/her life in the state, understands
the problems and the goals of the state as an organi-
zation. The state respects the citizen, and the models
for the development of the economy, infrastructure,
and society generally aim to satisfy citizen needs
(Khazratova, 2004).

Object-subject and subject-object paradigms
lead to a distorting the relationship between the indi-
vidual and the state. The object-object paradigm de-
humanizes interactions and their participants, leads
to the greatest distortions in civic identity. Fourh
paradigm promotes equal development of both the
individual and the state (Khazratova, 2004) and is
optimal, but it rarely implemente In this context, the
question arises of distinguishing between healthy
(normal) and unhealthy relations between the in-
dividual and the state, as well as between healthy
and deformed civic identity. As noted above, the
subject-object, object-subject, and even more so the
object-object paradigms underlie deformed rela-
tions between the individual and the state: at least
one of the partners is interpreted as an object, i.e., its
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intentions are considered secondary and dependent
on the other.

Each of these varieties — healthy and unhealthy
civic identity based on healthy or unhealthy rela-
tionships — contains, in our opinion, some other sub-
types.

1. A healthy civic identity can be either mature
or immature (underdeveloped). An immature civic
identity can be considered healthy if it is present in
a child or adolescent whose personality and social
identity structure are not yet fully developed. Such
a civic identity is in the process of development (the
dynamics of which can be anything — high, low, or
abrupt) and is in balance with other social identi-
ties. However, an underdeveloped civic identity in
an adult and socially adapted person should be con-
sidered an anomaly, a deformation.

2. A deformed civic identity can be: a) ab-
normally immature; b) situationally deformed;
c) stably deformed. Deformation of civic identity
occurs as a response to adverse influences from
the state (we are talking about both the state of
citizenship and the state of an external aggressor,
the state of emigrant preferences, etc.) In some
cases, an absence/unforming of civic identity
may have adaptive value (for example, in a “dis-
puted” territory, where borders and sovereignty
often change, the ability to quickly change one’s
citizenship and identity may be an important sur-
vival skill).

Such deformation can be temporary and disap-
pear without a trace later (for example, when mov-
ing to another country), or it can remain for life.

One of the deformations of civic identity (tem-
porary or stable) is the manipulative attitude of a
citizen towards the state, which forces him or her to
engage in game/scenario interaction with it.

Literature review

The main psychological features of the manipu-
lative and gaming interaction of a citizen with the
state (game):

1. It should be noted that we distinguish these
features based on the work of E. Berne, with the
only difference being that E. Berne considered these
features in the context of interpersonal transactions
(Berne,1964), while we consider person-organiza-
tion transactions, meaning in particular such a spe-
cific organization as the state.

Repetition of transactions in interaction, repeti-
tion of the result (which can be potentially traumat-
ic) and the problem that prompts these transactions.
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As E. Berne noted, the game gradually turns into a
life scenario.

2. The presence of an ulterior motive for ma-
nipulative- gaming interaction — the so-called psy-
chological benefit. Both the citizen and the state
may be interested in psychological benefit. While
for a citizen a psychological benefit may consist in
self-justification, self-assertion, and the use of state
structures in personal interests. For the state it is
the improvement of its image, the use of citizen re-
sources without any compensation, and the approval
of directions and strategies for the development of
society that do not meet the interests of citizens.

3. The absence of a solution to the existing prob-
lem in the entire series of transactions between the
individual and the state.

«Symmetrical» and «asymmetrical» games

Games in the interaction between the individual
and the state in the concept of 1. Petrovska were de-
scribed as those initiated by the citizen and carried
out by him for the sake of obtaining psychological
gain (which is only a surrogate for the real solution
of the citizen’s real problem in his relations with
the state) (Petrovska, 2021). But can it really be as-
sumed that manipulative-game interaction between
the citizen and the state is always initiated by the
citizen?

In the logic of any bilateral relationship, both
parties are a priori active in the relationship — re-
gardless of whether it is an interpersonal or inter-
group (inter-organizational) relationship. Activity
means not only that the initiator of transactions is
alternately one or the other party, but also that each
party actively responds to the other’s transactions
by interpreting and accepting them. And each sub-
sequent transaction is a response to the previous
transactions of the other party. Therefore, even if
one party “uses” the other as an object to realize its
own goals, this is somehow accepted by the other
party. It follows that in the manipulative-game in-
teraction of an individual with the state, the latter is
also a priori active.

Following Berne’s postulates, we take it as an
axiom that all players receive some psychological
benefit from the game (otherwise they would have
no motivation to participate). And yet, the initiator
of the game pursues primarily his own benefit and
is likely to win more. Therefore, in different situ-
ations, each party may offer/impose its own game,
which gives the prospect of greater gain. Therefore,
we can describe games initiated by a citizen, but
also games initiated by the state as an organization.
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Such a game can be a mirror image of a simi-
lar game of the previous initiator — let’s call it sym-
metrical.

Given this, it would be logical to consider and
analyze the relevant games between the citizen
and the state from the standpoint of the initiative
of the parties and the psychological (political)
gains of the main players. In this case, the de-
scribed and analyzed games of citizens could be
supplemented by games initiated and supported
by the state.

Such symmetrical games may include, first of
all, games aimed at achieving material and finan-
cial gains by one party (increasing its resources) at
the expense of the other party through manipula-
tion, i.e., a seemingly reasonable (but in fact false)
demand to give/share/compensate for non-existent
merits or expenses of the first party.

This is the case, in particular, with the pair of
games “Parasite” (the citizen’s game) and “Give
me everything you have for your own benefit” (the
state’s game). Let us consider them sequentially ac-
cording to the scheme developed by E. Berne.

This game analysis scheme includes: 1) thesis
(the main purpose of the game); 2) goal (psycho-
logical gain for the main player); 3) roles; 4) para-
digm (the most critical transactions at the socio-
psychological level); 5) main moves in the game; 6)
rewards; 7) antithesis (the ability to stop the game,
reorient the main player to a more productive rela-
tionship) (Berne, 1964).

Exiting occlusion, according to the postulates
of transactional analysis, always means transition
to the position of the Adult (according to Berne’s
theory, the Adult is a sub-personality that is fun-
damentally different from the Parent and Child,
who actually enter the game through mutually
complementary transactions). The Adult orga-
nizes social interactions on the basis of respect
for the partner, apriori equality of rights with him
(“You are OK, I am OK”), mutual responsibil-
ity, so games are impossible here. It is from the
Adult’s position that a sincere, not a substitute
partnership.

Materials and methods

“Parasite” (a civic game)

1) Main thesis: “You owe me and you will pay!”
Here, the role of the persecutor is played by the
Beneficiary who is diligently looking for opportu-
nities to receive support from the State, to collect
benefits, including through fraud.

2) Psychological benefit: implementation of
hidden aggression against the State, social parasit-
ism, self-affirmation.

3) Roles: the Beneficiary( Parasite) usually
works in the public sector, never hesitates to declare
his/her “rights”; for example, a Chernobyl victim,
a single mother, a widow of an ATO veteran; State
Representatives — for example, trade union employ-
ees, tax inspectors, accountants; Colleagues — for
example, employees who do not have benefits and
self-affirm in another way.

4) Paradigm: subject-object. The Beneficiary is
an active, dissatisfied and aggressive consumer of
State services. The State is the object, and the Ben-
eficiary has no interest in the State’s problems.

5) Main moves: a) the Beneficiary declares his/
her rights; b) develops an aggressive attitude to any
objections from State Representatives; defends his/
her privileges even when they do not give him a
pragmatic benefit; c) enters into a hidden confronta-
tion with the Colleagues, possibly to compensate for
the fact that the Beneficiary is not fully entitled to
his/her benefits and “rights”.

6) Rewards: the Beneficiary expresses hidden
aggression, receives a material and financial benefit.
The Colleagues, become asserted by the Beneficia-
ry’s loss (“Don’t be a parasite, earn with profession-
alism), if they are opposed to him/her; or become
asserted by the Beneficiary’s success (“He proved
his/her rights to our fraudulent state™), if they sup-
port him/her.

7) Exit: satisfaction from well-deserved earn-
ings; trust in one’s potential; experiencing solidarity
with the State’s problems; working towards a solu-
tion to the State’s problems.

A similar game, initiated not by a citizen but by
the state, can be called:

«Give me everything you have — for your own
profit» (a state game)

1) The main thesis: “ You are in my debt from
the moment you were born. You owe me everything
you have, therefore I have the moral and legal right
to take it all. I am doing this for your/social profit.”

2) Psychological benefit: justification of com-
plete domination, transformation of a citizen with
rights into a powerless subject. Moral reproach, un-
justified self-aggrandizement and self-justification.

3) Roles: The State exploits the Subordinate,
forcing him to work hard without sufficient remu-
neration, to give up his finances/property or life
to protect the State. The Subordinate is disenfran-
chised, chained by fear of losing everything, but in
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the hope that his life, time and body are his inalien-
able property. State Enforcer — a representative of a
territorial military recruitment center or an organi-
zation that overloads the Subordinate with labor; a
police officer. Ideologue (also known as propagan-
dist, publicist) — a leader of public opinion who in-
forms the Subordinate and justifies the position of
the State from a logical, moral and legal standpoint.

4) The subject-object paradigm. This is the
clearest form, the most open manifestation of the
application of this paradigm.

5) The main movements are: a) The State finds
itself in a difficult situation/ crisis or declares it; b)
It appeals to the Subordinate to sacrifice what he has
(finances, property, his life, the lives of his loved
ones) for the common good (overcoming the crisis,
protection from the enemy, etc.); c) The Ideologist
justifies why such a sacrifice is absolutely neces-
sary, and the State Enforcer forces the Subordinate
to make this sacrifice; d) the Subordinate donates,
time passes, nothing changes; ) the Ideologue con-
tinues to complain about the difficulties in the State
(economic crisis, natural disasters, external aggres-
sion) and pushes for new donations.

6) Rewards: The State receives the image of
the Victim, which entitles it to support, assistance,
empathy and various kinds of donations from ev-
erywhere; the Subordinate receives the masochistic
pleasure of self-destruction in favor of the State and
loyalty from it (the pleasure is enhanced if he si-
multaneously observes the punishment of less loyal
Citizens); the State Enforcer and the Ideologue en-
joy their situational power over the Subordinate (the
former — physical, the latter — manipulative).

7) Exit from the game: public awareness of the
role of victims on the part of the Subordinate in the
course of public dialogue (if the situation has not
changed over time, therefore, victims on his side did
not play a decisive role); recognition of the ineffec-
tiveness of such public administration and rejection
of the position of exploitation.

In both cases, the game is driven by an attempt
to obtain an unlawful and unjustified benefit from
the other party (in the game “Parasite” — by a citizen
who takes a position of social parasitism, from the
state; in the game “Give me everything you have
— for your own profit” — by the state, which ruth-
lessly exploits the citizen). A couple of the games
described above are symmetrical, since they are
based on a similar motive and are realized by a cer-
tain analogy. However, there are also asymmetric
games, those that have no analogues at the initiative
of the other party.
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One of these games is the one usually initiated
by the state — the “Fighting Corruption”. Let’s de-
scribe it according to the scheme below.

«Fighting Corruption»

1) The main thesis: “We are mercilessly fighting
corruption in our country, wait until we destroy it
one day.”

2) Psychological benefit: getting a credit of pub-
lic trust for the very intention to destroy corruption,
postponing the moment of “starting an honest life”,
creating a screen from the fuss around corruption;
the opportunity to leave everything as it is;

3) Roles: The State in this game plays a dual
role: a) The State that breaks free from the chains
of corruption; b) The Corrupted State. (Un)Cor-
rupt Citizen — wants to earn more money, but does
not see “honest” ways; Anti-Corruption Fighters
— search for and expose Corruptors; Corruptor — a
citizen who has enriched himself dishonestly at the
expense of the State.

4) Subject-object paradigm: public officials
strongly oppose corruption and at the same time
make it impossible to fight it.

5) Main movements: The state announces the
fight against corruption; (Un)Corrupt Citizens
dream of an honest and safe life without lies; An-
ti-Corruption Fighters hunt down the Corrupt and
expose him; he bribes the Fighters and they release
him after several ritualistic actions: TV exposure,
public condemnation, and taking away funds. The
Anti-Corruption Fighters look for the next Corrupt
official to do the same thing to; eventually, the Anti-
Corruption Fighters become Corrupt officials them-
selves. The (Non)Corrupt Citizen is also involved
in transactions, although he is not allowed to make
a lot of money: he is allowed to “earn” a little, and
formally he is also involved in illegal transactions.
This keeps him silent. In the end, there are no in-
fluential people left in the State except for the Cor-
rupt, and it is they who create the rules and ensure
exchange, the economy, regulate financial flows and
the exercise of power. It turns out that the State is
based on corruption and cannot exist without it.

6) Exit the game: realizing that the fight against
corruption always generates more corruption. Cor-
ruption disappears when it becomes unprofitable
and inexpedient. Public control over the activities
of high-ranking officials and transparency of legal
and financial processes can help to exit the game,
although it is important to realize that this game is
the most addictive.

The specificity of the State’s role in this game is
its variability, the presence of two opposing inten-



N. Khazratova

tions: to destroy corruption and at the same time to
preserve it. It appears to be a two-faced Janus, both
a victim of corruption and a biased corrupt official.
It seems that she deliberately deceives the (Un)Cor-
rupt Citizen when she declares the fight against cor-
ruption. In fact, the State is interested in eradicating
corruption to the extent that it impedes its develop-
ment. Corruption does not destroy the state com-
pletely, but it significantly impedes its development
and causes its primitive functioning. When it comes
to serious reforms, the system seeks self-preserva-
tion and reproduces itself. The state is constantly
moving “away” from corruption and “toward” it, re-
maining within a certain “corridor” beyond which it
does not go. However, the “expansion” of this cor-
ridor is still possible.

Results and discussion

The described games are characterized by cer-
tain regularities.

First of all, it should be emphasized that we are
talking about unhealthy, suboptimal (deformed)
forms of interaction between the individual and the
state. Even if at first glance it seems that one party
benefits the other, the interaction is based on inau-
thentic, deformed relations between the citizen and
the state (they can be based on fear, deep resentment,
illusion, and lack of readiness for development). The
deformation arises from the traumatic nature of the
very reality of this interaction, although this trauma
is not inevitable. At the same time, these forms are
familiar and convenient for the “players”, so it is not
easy to realize these games and get out of them.

One of their common features is repeatability,
even if the games take place under different circum-
stances and with different partners, and if they pro-
duce undesirable results for the player.

The subject-object paradigms prevail in the de-
scribed civic games. The initiator of the game — re-
gardless of whether it is a citizen or the state — more
often see themselves as subjects than objects in their
relations with the other party. Thus, the citizen tries to
use the resources of the state despite its interests (sees
himself as a subject, the state as an object); the state is
ready to exploit the citizen, his property, and life time
(sees itself as a subject, the citizen as an object of use).

Of course, we should focus on clarifying the
specifics of the role of the State: Are we using a
metaphor when we say that “the state manipulates”
or “the state plays games” with citizens?

Only partially. Since we interpret the state as an
organization of society, and an organization (as well

as a group, for example, a family) can literally, not
metaphorically, but literally engage in manipulative
interaction with an individual (an employee of the
organization, a family member), the state can also
engage in manipulative and gaming interaction with
a citizen in the literal sense of the word. For this
purpose, various media, tools of ideological influ-
ence, techniques of building the external image of
the state, etc. are often used.

The State can be represented in different ways
— as strong or weak, as an aggressor or a victim,
and this portrayal is usually consistent with the
Main Player’s standard behavior. In a citizen’s
mind, the State is often personified as a represen-
tative of the authorities: a policeman, a manager,
a state official. At the same time, the citizens — the
Main Player and the Auxiliary Players — appeal
specifically to the State in their narratives; they
condemn the State (the State and the government
are condemned separately), and enter into an in-
ternal dialogue with the State. The above implies
that people do not confuse power with the State,
but actually enter into relations with the State as
citizens.

At the same time, the State can also derive
real benefits or losses from “civic games”. Even if
the State appears aggressive or weak, it may ben-
efit from these perceptions because they enable the
State to compensate for organizational defects. Ev-
ery State makes at least minimal efforts to encour-
age an activity of citizen. Therefore, various initia-
tives on the part of the state, including manipulative
gaming initiatives, are a reality.

Some games are motivated by State ideological
systems. It is no accident that the image of the So-
viet Man, a modest individual who was principled
and devoted to work at the expense of his personal
life, was sacralized in the USSR. In the ideology of
the United States, the image of a hero who is de-
voted to his/her work and risks his/her life to ensure
the safety of his/her fellow citizens, was similarly
sacralized (the ranger Woker, for example). The
hidden meaning of these ideologems is to encourage
citizens to participate in games that are beneficial
for the State.

An analysis of this manipulative game interac-
tion is needed to find a way out of the game for both
the citizen and the state as an organization.

Conclusions

1. Manipulative-game interaction between a
citizen and the state is a kind of unhealthy, subopti-
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mal relationship between them. It is expressed in the
so-called games, which are a surrogate/deformation
of healthy relations between them and are aimed at
achieving psychological (political) “winning” that
creates the appearance of solving real problems in
them/between them.

2. The above-mentioned game interaction is
based mainly on the subject-object paradigm of re-
lations between a citizen and the state, which means
that the initiator of the game considers himself a
subject and the other party to the relationship an ob-
ject.

3. The participation of the state in manipulative
game interaction with a citizen is not just a scien-
tific metaphor. Since the state is an organization of
society, it as an organization can carry out psycho-
logical manipulations in relation to a citizen aimed
at illusory solution of legal/political and socio-psy-

chological problems. The point of this activity is to
maintain the status quo.

4. Each game can be either symmetrical (“mir-
roring” the partner’s game — for example, games
aimed at enrichment at the expense of the other
party are observed both on the part of the citi-
zen and the state) or asymmetrical (present only
on one partner of the interaction). Nevertheless,
all participants in games (both symmetrical and
asymmetrical) receive psychological gains — a
surrogate substitute for solving organizational
problems.

The prospect of this research is further concep-
tual development of the above approaches, as well
as the development of adequate methodological
tools that would allow studying both manipulative
gaming and other types of interaction between the
citizen and the state.
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