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PE®EPAT

B pabote mnpoaHamM3upoBaHO OHOMAcTHYEeCcKoe mpocTpancTtBo wurpel “World
of Warcraft” nmo rpymmam, a TakXe CTCIIEHH aJCKBATHOCTH W SKBHUBAJICHTHOCTH
OpPUTHUHAJILHBIM OHHMaM.

JumomHast pabota coaepX uT 67 cTpaHull, 45 HCTOYHUKOB, WILTIOCTPAIINH,
TAOJUIIBI ¥ TIPHIIOKEHHUST OTCYTCTBYIOT.

KmroueBsie cimoa: OHHMM, OHOMACTHUYECKOE JIIPOCTPAHCTBO
TEKCTA, OHJIAMH-UT'PA, AJIEKBATHOCTb, DKBUBAJIEHTHOCTS,
TPAHCJIU-TEPALINA, TPAHCKPUIILMA, KAJIBKUPOBAHUE, ITIEPEBO/,
TPAHCITIO3ULIM A, WORLD OF WARCRAFT.

Tema “Cneunduka mnepeBoga UMEH coOCTBeHHbIX (Ha MaTIpbisie MMORPG
“World of Warcraft”)” akryanbHa, MOTOMY YTO HHAYCTPHS, PO KOTOPYIO HIET Peyb,
B KaKOM-TO CTETEHM TOJIbKO HAaYMHAET pa3BuBaThbcs. OHAa UMEET MUPOKUN JThara3oH
JUTSL pacipocTpaHeHus (yUUThIBasl, UTO ceiluac MPAaKTHUYECKH BE3JC €CTh MHTEPHET) U
pocta (Hanpumep, 10 3ddexra npucyrcTBusi). JlaHHas TeMa CErofHS HE M3y4aeTcs
JUHTBUCTaAMU, XOTd cdepa OHJIAMH-UTP pa3BUBAETCS OYEHb OBICTPO U €CTh
HEO0OXOIMMOCTD B JIOKAJIU3ALUU UTP.

Oo0bekToM uccieaoBanus spisercs urpa “World of Warcraft”.

[Mpenmer uccnenoBanus — uMeHa codctBenHbie B urpe “World of Warcraft” B
OpUTHHAJIE U TIEPEBOJIC HA PYCCKUH SI3BIK.

B nmunnomuol paboTe ObUT MCMOIB30BaH METOJ aHAlW3a B KaueCTBE OCHOBHOTO
METO/1a UCCIIEIOBAHUSI.

HoBu3zna cocrour B TOM, 4YTO HE TMPOBOAWIOCH €IIE MCCIEIOBAaHUN
OHOMACTUYECKOTO MPOCTPAHCTBA OHJANH-UTp. OOBIUHO JAaHHBIM TEPMHUH BOOOIIE
OTHOCHUTCS WJIM K PEATbHOCTH, WIIU K XyJI0’KECTBEHHOM JIUTEpaType.

B pabote 0b110 ipoananu3upoBano 582 onuma. 294 U3 HUX YKBUBAJICHTHBIX, 166
— HE MOJHOCTHIO SKBUBAJICHTHBIX, 93 — HEOKBUBAJICHTHBIX, 277 — afaeKBaTHBIX, 270 —
B KOTOPBIX aJICKBATHOCTh HE JIOCTUTHYTA B MTOJIHON Mepe, 35 — HeaJleKBaTHBIX.

HaubGonee dacto wucmonp3yeMble CrnocoObl mepegay WMEH COOCTBEHHBIX —
KAJIbKUPOBAHWE W TpaHcAuTepamus. Takke BCTPEHAOTCS CMEIIAHHBIE CIOCOOBI:
KaJIbKUPOBAHKUE U TPAHCKPHUTIIINSA, KATbKUPOBAHUE U TPAHCTIO3UITHS.

[ToyyeHHBIE pPE3yNbTaThl TOMOIJIM CHENaTh BBIBOJ O TOM, 4YTO, HAIpUMED,
JUYHBICE WMEHa, 4Yalle BCEro, MepealoTCs C IOMOIBI0 TpaHCIUTEpallud, a
TOMIOHMMBI, 32 HCKIOYECHHUEM Ha3BaHWM TOPOJOB U CTPaH, C IOMOIIBIO
KaJIbKUpOBaHUsl. braromaps 3TuM pe3yiabTaTaM, MOXHO OOJIErduTh pabOTy MHOTHUM
pa3paboTunKaM, KOTOPbIC 3aHUMAIOTCS TAKXKE U JIOKAIH3aIield CBOeH POyKITUH.



PO®EPAT

VY paborie npaaHaiizaBaHa aHaMacThIgHas mpactopa rynbHi “World of Warcraft”
ma Tpymax, a TakcaMa CTYyNeH1 aJdKBaTHACIl 1 SKBIBaJIEHTHACIIl aphITiHAIBHBIM
OHIMaM.

JpimioMHas paboTa 3msimmuae 67 cTapoHak, 45 KpBIHIL, UTIOCTpallbli, TaOMiIsl 1
JanaTKi aacyTHIYArOIb.

KmouaBerss cmoBer: OHIM, AHAMACTBIYHASA IIPACTOPA TOKCTY,
AHJIAMH-T'YJIbHS, AIDKBATHBI, DKBIBAJIEHTHBI, TPAHCJII-TAPAIIbIS,
TPAHCKPBIILBIA, KAJIBKABAHHE, [IIEPAKJIAZ, TPAHCIIA3ILbIA,
WORLD OF WARCRAFT.

Toma “Crenplidika nepaknaay iMEHay ymacHsix (Ha MaTapsisiice MMORPG “World
of Warcraft”)” akryanpHasi, TaMy mTO 1HIYCTpBIS, Tpa SKYIO i73¢ pa3MoBa, y HeWKan
CTYIEHI TOJbKI TayblHa€ pa3BiBauUa. SHa Mae IIbIPOKI JbISNA30H I
pacnaycro/pkaHHs (yJ1YBaloubl, IITO LANEp MPaKThlYHA YCIOABI €CLb IHT3PHAT) 1
pocTy (HampwIkiaj, 1a 3GeKTy npeicyTHacIl). lan3eHas Toma cEHHSL HE BhIBydaella
JIHTBICTaMI, XOLb cdepa aHNaWH-TYJIbHSAY pa3BiBacUlla BeIbMl XyTKa 1 €Eclb
Hea0XO0HACIb Y JIaKasIi3allbll TYIbHSAY.

Aol'extaMm nacnenaBanHs 3'synsera ryiasas "World of Warcraft".

[Ipanmer nacnenaBanHs — iMEHBI ynacHbis Y rynsHl "World of Warcraft" y
apbITiHaJE 1 Iepakag3e Ha PYCKYIO MOBY.

VY npimoMHail padoue ObIY BBIKAPHICTAHBI METAJ aHali3y ¥y sIKaclll acHOyHara
MeTajy Jacie aBaHHs.

HaBizHa ¥ ThIM, IITO HE MpaBoOA3LIACS SIIY> JacielaBaHHIY aHaMacThlYHAN
pacTopbl aHJIAWH-TYJIbHSAY. 3BblYailHA NaJ3€Hbl TAPMIH HAOTYJ HAJEXKbIIb L1 Aa
praibHACI, 111 1a MacTalKai JIiTapaTyphl.

VY pabome ObuTO0 TIpaaHamizaBana 582 oHIMEL. 294 3 iX 3KBiBaICHTHbBIA, 166 — He
IaJKaM JKBiBaJeHTHBIS, 93 — HedKkBiBalmeHTHBIsI, 277 — amdkBaTHBIL, 270 — y sKiX
aJIPKBATHACIIb HE JacATHYTas ¥ IOyHal Mephl, 35 — HeaAdKBaTHBIS.

Haiibonpin yacTta BBIKApBICTOYBAOIIIAa HACTYIHBIS CHOCaObl Tepagadbl iMEHAY
yJIacHbIX: KaJlbKaBaHHE 1 TpaHciTapainblia. Takcama cycTpakarolla 3MelIaHbls
criocalbl: KallbKaBaHHE 1 TPAHCKPBITLBIS, KaJTbKaBaHHE 1 TPaHCIA311bIs.

ATpbpIMaHbIg BBIHIKI Jamamarii 3palillb BBICHOBY Ipa TO€, IITO, HAMNPBIKIA],
aca0icThIsl 1MEHBI, Yaclel 3a Yc€, mepajaroiiia 3 JanaMorai TpaHCiTapaibli, a
TaIrOHIMBI, 32 BBIKJIIOYIHHEM HAaMEHHAY rapajoy 1 KpaiH, 3 JlarlaMorail KajabKaBaHHS.
JI35IKyt04bl TATHIM BBIHIKaM, MOXHA MaJIerYblllb Mpaly MMATIIKIM pacnparoyHikam,
K1 3aiMarollla TaKcaMa 1 JIakasaizalblsiii CBaéil MpaIyKIlbli.



THE PROJECT

In the work analyzes the onomastic space of the game “World of Warcraft” by
groups, as well as the degree of adequacy and equivalence to the original ones.

The graduate work contains 67 pages, 45 sources.

Key words: ONIM, TEXT ONOMASTIC SPACE, ONLINE-GAME,
ADEQUACY, EQUIVALENCE, TRANSLATION, TRANSSCRIPTION,
TRANSLATION, TRANSPOSITION, WORLD OF WARCRAFT.

The topic “The specificity of the translation of proper names (on the material of
MMORPG “World of Warcraft”)” is relevant, because this industry only beginning to
develop. It has a wide range for distribution (considering that the Internet now almost
everywhere) and growth (for example, to the effect of presence). This topic is not
studied by linguists today, although online games are developing very quickly and
there is a need for localization of games.

The object of the study is the game “World of Warcraft”.

The subject of the study — the proper names in the game “World of Warcraft” in
the original and translated into Russian.

In the graduate work, was used the method of analysis as the main research
method.

The novelty is that there has not been any research into the onomastic space of
online games. Usually this term generally refers to either reality or fiction.

In the work were analyzed 582 onims. 294 of these equivalent, 166 — not
completely equivalent, 93 — nonequivalent, 277 — adequate, 270 — in which adequacy
is not fully achieved, 35 — inadequate.

The most commonly used ways of transferring the names are the translation and
transliteration. Also there are mixed methods: translation and transcription,
translation and transposition.

The obtained results helped to conclude that, for example, personal names, most
often, are transmitted by transliteration, and place names, with the exception of city
and country names, are transmitted by translation. Thanks to these results, it is
possible to facilitate the work of many developers, who also deal with the localization
of their products.



