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Abstract : This research focuses on the design and development of the first text Corpus based on Board Game Rulebooks
(BGRC) with direct application on the morphological analysis of neologisms and tendencies in word-formation processes.
Corpus linguistics is a dynamic field that examines language through the lens of vast collections of texts. These corpora consist
of diverse written and spoken materials, ranging from literature and newspapers to transcripts of everyday conversations. By
morphologically analyzing these extensive datasets, morphologists can gain valuable insights into how language functions and
evolves, as these extensive datasets can reflect the byproducts of inflection, derivation, blending, clipping, compounding, and
neology.  This  entails  scrutinizing  how words  are  created,  modified,  and  combined  to  convey  meaning  in  a  corpus  of
challenging, creative, and straightforward texts that include rules, examples, tutorials, and tips. Board games teach players
how to strategize, consider alternatives, and think flexibly, which are critical elements in language learning. Their rulebooks
reflect not only their weight (complexity) but also the language properties of each genre and subgenre of these games. Board
games are a captivating realm where strategy, competition, and creativity converge. Beyond the excitement of gameplay, board
games also spark the art of word creation. Word games, like Scrabble, Codenames, Bananagrams, Wordcraft, Alice in the
Wordland,  Once uUpona Time,  challenge players to construct  words from a pool  of  letters,  thus encouraging linguistic
ingenuity and vocabulary expansion. These games foster a love for language, motivating players to unearth obscure words and
devise clever combinations. On the other hand, the designers and creators produce rulebooks, where they include their joy of
discovering the hidden potential of language, igniting the imagination, and playing with the beauty of words, making these
games a delightful fusion of linguistic exploration and leisurely amusement. In this research, more than 150 rulebooks in
English from all types of modern board games, either language-independent or language-dependent, are used to create the
BGRC. A representative sample of  each genre (family,  party,  worker placement,  deckbuilding,  dice,  and chance games,
strategy, eurogames, thematic, role-playing, among others) was selected based on the score from BoardGameGeek, the size of
the texts and the level of complexity (weight) of the game. A morphological model with morphological networks, multi-word
expressions, and word-creation mechanics based on the complexity of the textual structure, difficulty, and board game category
will be presented. In enabling the identification of patterns, trends, and variations in word formation and other morphological
processes, this research aspires to make avail of this creative yet strict text genre so as to (a) give invaluable insight into
morphological creativity and innovation that (re)shape the lexicon of the English language and (b) test morphological theories.
Overall, it is shown that corpus linguistics empowers us to explore the intricate tapestry of language, and morphology in
particular, revealing its richness, flexibility, and adaptability in the ever-evolving landscape of human expression.
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