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Bap6aneur T.B. OHIMHHII CKJIAJHUK €JEKTPOHHOIO0 JUCKYPCY
KOMIT’I0TepHUX irop. — KpanidikamiiiHa HaykoBa mpaiis Ha IpaBax PyKOIucy.

Hucepraiiis Ha 3100yTTS HAYKOBOTO CTYIEHs KaHIuaaTa (QUIOJOTIYHUX HAYK
31 cnerianbHOCTI 035 — Dinosoris. — OaechbKuii HalIOHAIBHUN YHIBEPCUTET IMEHI
I. I. MeunnkoBa MinicTepcTBa OCBiTH 1 Hayku Ykpainu, Oxeca, 2020.

Pa3om 31 MIBUIKUM PO3BUTKOM TEXHOJIOTIN YIPOJOBXK OCTAHHIX JECITHPIY,
YUMaliX 3MiH 3a3HaJ0 JIFOJChKE OTOUEHHS, 30KpeMa, MOBIIEHHEBA HOTO CKJIA/I0Ba,
sIKa CTPIMKO 3MIHIOETHCS 3aJJis1 I1HKOpIHoOpalii 3MIH cepeAoBUIIA. Y ILbOMY
JOCITI/DKCHH] PO3TJIAHYTO Takui HOBITHIA (EHOMEH, 10 € pe3yJbTaToM
TEXHIYHOI'O0 MPOrpecy, sIK cydacHl KOMIT IOTEpHI ITPU 3 JIHTBICTUYHOIO, a came
OHOMACTUYHOTO, MOTJISATY, 30KpEMa, BUBYAOTHCS P13HI OCOOIUBOCTI MPOMPialibHOT
JIeKCUKM Ha KIITAIT IXHIX MOTHBALIMHUX OCOOJMBOCTEH uepe3 MpU3My
TICUXOMEHTAJILHUX OMeparliii, Kl TParuIsiOThCS MPU iXHhOMY YTBOPEHHI, Ta XHS
POJIb B €IEKTPOHHOMY JUCKYPC1 KOMIT IOTEPHUX 1rop.

HaykoBa HOBH3HA JOCHII)KEHHS TIOJSTa€E B TOMY, IO BOHO 3aKJIajae€
byHIaMEHT AJis MOJANBIIOTO BHUBYCHHS OHIMII KOMIT FOTEPHUX IMOp 1 Cy4acHHUX
TEXHOJIOT1M 3arajioM 3a JOMOMOTrOI KOHCONiAamii W MOrjauOieHHs HasBHHUX
pPO3BIIOK 1 CTBOPEHHS MEPCHEKTHB g HOBUX. Hapasi y BITUM3HSHIA 1
3aKOPJAOHHINA OHOMACTHIII € JIMIIIE ITOOAMHOKI PO3BIAKU 3 TEMaTUKH JIOCIIHKEHHS,
K1 TIPOTE HE MAlOTh BCEOCSIKHOTO XapaKTepy — y HUX BHUCBITJICHO JUIIE MEBHI
aCTIEKTH OHOMACTHKU KOMIT FOTepHHX irop. [IpomoHoOBaHe MOCIIIKEHHS € MEePIIO0
crpo0OOI0 IPOBECTH ii BCEOTUHUIN aHaI13.

Teopernuna 3HauywmicTb poOOTH MoNsIrae B po3poOIi HOBOI chepu B
OHOMACTHIIl — OHOMACTUKH KOMII I0TepHUX irop. Lle Moxke ciyryBaTtu po3BUTKY Ta
OHOBJICHHIO 3araJIbHOI T€Opli OHOMACTHUKH 3arajoM 3aBJsSKH iHTerparii o ii JoHa
HAWHOBITHIIIMX IPOIYKTIB JIFOACHKOTO MPOTPECY, @ TAKOXK CIPUATUME CTBOPEHHIO
NOJQIBIINX JIHTBICTUYHUX PO3BIAOK, 00’€KTOM SKHX € JIIHTBAJIbHI YW OHIMHI
0COOJIMBOCTI CyYaCHUX TEXHOJIOIIH, Ta BIAKPUTTIO HOBUX BEKTOPIB JUJISI PO3BUTKY

JIHTBICTUYHOL TyMKH 3arajiom.



IIpakTHYHA WiHHICTH JOCIIJKEHHS MOJISITA€ B MOTEHIINHINA KOPUCTI MOTO
pe3yJbTaTiB ISl  BUKIAMAaHHSA KypciB JieKcukojorii (temu  «CIOBOTBIpY,
«MotuBaris», «Jlekcnune 3HaYeHHS»), 3arajJbHOTO MOBO3HABCTBA, CIEIKYPCIB 3
OHOMACTUKM W HOBITHIX HampsIMIB Yy JIHTBICTUYHUX JochipkeHHsx y BH3.
Pesynbratu qocimikeHHs: MOKYTh OyTH BUKOPUCTaH1 CTyJEHTaMM, Marictpamu i
acmipaHTaMH JJIsl HaMMCaHHs KBai(ikaiitHuX poOIT 3 OHOMACTUKH.

Po6ora ckitamaeTnes 31 3MiICTy, BCTYIy, TPhOX PO3/I1I1iB, BUCHOBKIB 1 MEpPEIIKY
BUKOpUCTaHO1 jiTeparypu. CHUCOK BHKOPHUCTAHOI JITEpaTypu CTaHOBUTH 161
no3uli0, 3 HUX 70 — 1HO3EMHUMH MOBaMH. 3arajbHUN 0OCSAT pOOOTH CTAHOBHTH
210 cTopiHOK, po6oTa MICTUTH 43 TaONMIN 1 7 Aiarpam.

Y Pozaini 1 Oyno cxapakrepu3oBaHO cHenu@iKy KOMIT IOTEPHUX Irop,
anapatHy OyJOBY MEpPCOHAIILHOT'O KOMIT I0TE€pa, ICTOPII0 PO3BUTKY ITOp HA PI3HUX
matdopmax. byno 3po6iaeHo cipoly YCYHYTH TEPMIHOJOTIYHY HEOTHO3HAUYHICTh
IiJ] 4ac MOCWJIAHHS Ha IrpOBl MpOrpamu 3a JOINOMOI'OK) BUKOPUCTaHHS TEpMiHA
KOMIT IOTE€pHI IrpH IMIOJ0 BCiX irop 4epe3 i30MOopdHICTH anapaTHOi Oy70BU Oy/Ib-
akoi matdopmu. Byno cxapakTepru30BaHO PEKHMMHY MapagurMy, sKa OXOILIIOE
OJIMHOYHI iTpU Ta PI3HI TUNM MYJIbTUILICEPHHUX Irop. Takox OyJ0 OKpecleHO
KAHPOBY MApPATUTMy KOMIT IOTEPHUX 1TOp, Y MeXax sIKO1 0yJIO BUAUIEHO TPU TUIU
1rop: Irpu pyXy, Irpy IJIAHYBAHHS i I'pU CIOXKETY, a TAKOXK OyJI0 BU3BHAUEHO JESKI
1XHI1 T ITHIIH.

Byno Takox 0XapakTepu30BaHO EJIEKTPOHHHUI JAMCKYpPC KOMIT IOTEPHUX 1rop,
SAKUH MU PO3YyMIEMO SIK TEKCTH, PEai30BaHl B CUTYyallli COL[IalbHOI B3aEMOJIII MIXK
IpaBIIMH Ta/a00 iXHIMH TIEPCOHAKaMU UM TICEBIIOCOIIAIBLHOI B3a€EMOJIT MIXK
IpaBIEM 1 KOMIT'I0TepoM. BujineHo Taki HOro xapakTepHI PUCH: €JIEKTPOHHUMN
JUCKYpC KOMIT'IOTEPHHUX IrOp PO3JIUIAETbCS Ha JBI YAaCTUHHM, SIKI BKIIOYAOTH
NICEBJIOCOLIIANIbHY — TY, SIKY CTBOPIOIOTh PO3POOHUKH (BOHA Ma€ 03HAKH MTUCHMOBOT
KOMYHIKalIlii), 1 COLIaJIbHy — Ty, SIKYy CTBOPIOIOThH I'paBlll (BOHA MAa€ O3HAKHU YCHOI
KOMYHIKaIli1); KOMyHIKaIlisi MK TPaBIIMA MOKE MPOXOJUTH HA TPHOX PIBHSAX:
BEpOAIbHOMY TEKCTOBOMY, BEpOaJbHOMY YCHOMY Ta HEBEpOAJbHOMY; BIpTyallbHi

penpes3eHTanli BCIX YYaCHHMKIB MpPOLECY KOMYHIKAIlli CIIBICHYIOTb B OJZHOMY



BIPTyaJIbHOMY BCECBITI OJHIEI TpU, SKUM 1 3yMOBIIEHO IparMaTU4Hy METY
KOMYHIKaIlii; KOMYHIKaIlisl MOXE IPOXOIUTH 3a JOIMOMOIOK JBOX KaHaIIB —
NepIIMM € CTaHJapTU30BaHI PO3POOHMKAMU [ii BIPTyaJdbHOTO NEpPCOHaXka, SKI
PO3yMIIOTh K KOMII IOTEp, TaK 1 KUB1 TpaBlii, APYyrUM — BepOabHa KOMYHIKAITif,
Ky PpO3YMIIOTh JIMINIEC 1HIN S>KMBI TpaBlli; 4Yepe3 HasBHICTb JIBOX KaHaJIB
KOMYyHIKamii, MOXJIUBI JBI crmenu(piydi g  eJEeKTPOHHOTO  JHUCKYpCY
KOMIT IOTEPHUX Ir0p CHUTYAIlii: CUTyallii KOMYyHIKaTHBHOTO nedinuTty iHbopmarlii
Ta CUTYallisl KOMYHIKaTUBHOI HAJTMIIKOBOCTI 1H(OpMAIIii.

byno BunUIeHO W OKpECIeHO TaKWil KJlac BIACHUX Ha3B, SIK ME30HIMH IS
MOKJIMKAaHHS HAa HAa3BU KOMIT FOTEPHUX 1FOp Ta MPOCTIKOHIMU AJIA MOKJIMKAHHS Ha
JIOTIOBHEHHST 710 1irop. byno cxapakTepu3oBaHO Takui HOBITHIA HampsiM B
OHOMACTHUIIl SIK BipryanmidoHiMio 1 Oyno BuaiieHo 14 kiaciB BIacCHUX Has3B,
npUTaMaHHUX €JIEKTPOHHOMY TUCKYpPCY KOMIT FOTEPHUX irop:
BIpTyaiaMiomnepcoHiMH, BIpTyaJIMi(pO300HIMH, BipTyanmipoTeoHIMH,
BipTyanMipodiToHIMH, BIpTyaaMihoeTHOHIMH, BIpTYyanMi(pOTONOHIMH (SIKI MAIOTh
8 M1IPO3/A1IIB), BIpTYaJIMi(O11I€OHIMH, BIpTyaJIMI(pOXpEMATOHIMH,
BIpTyaJIMi()OKOCMOHIMH, BIpTyaJIMi()OEpPTOHIMH, BIpTyaJIMi(pOXPOHOHIMH,
BipTyanMioyHiBEpCOHIMH, BIpTyaaIMipOKBECTOHIMHU Ta BIpTyaaIMiPpOEKCEOHIMHU.

Byno BcTaHOBIIEHO, 1110 BJIACHI IMEHA MEPCOHAXKIB BIITPAIOTh BaXIJIUBY POJIb
y GopMyBaHHi ixHiX 00pa3iB. Hamu Oyio BUIIJIEHO KOMYHIKAaTUBHY, aleJsTUBHY,
€KCIIPECUBHY, JEUKTHUYHY, 1HQOPMATHBHY, a TaKOX cCHEHU(IYHY TIIbKH IS
OHIMIB 1AeHTHU(IKaliiiHy (yHKUIl. Bymo Takox BUALIEHO cHeuiagbHl (YHKIII
BipTyaaMipOHIMIB: CHMBOJIYHY 1 CTEpEOTHINI3alllifHy, sKka 0a3yeThcs Ha
apXeTurnax 1 CTepeOTUIaX YOTHUPHOX MOMYJSIPHUX CETHHTIB: (DEeHTE31HOrO,
CY4acCHOTO, MOCTAMOKAJIINTUYHOTO Ta HAYKOBO-(DaHTACTUYHOTO.

JlocniPKeHHS BUKOHAHO B KOTHITMBHO-JIMCKYPCUBHIM Tapajurmi; mia dac
JOCITIJIKEHHSI BUKOPUCTOBYBAJIUCS 3araJIbHOHAYKOBI METO/H, SIKI € BXKUBAHUMH B
Cy4acHMX HAyKOBHX PO3BiJKaX, Taki K IHAYKIIiS, ISTyKINA Ta aOyKIIis, aHaji3 Ta
CUHTE3, TOPIBHSAHHS, TAKCOHOMIYHUIN METO/ Ta 1H. 3a]JI1 CTBOPEHHS JOCJI1IXKCHHS,

gke O BIANOBLAAIO  CTaHAapTaM  CBITOBOI  HAyKM —  CHCTEMHOCTI,



CTaHAAPTU30BAaHOCTI ~ METOJIB, pallOHAIBHOCTI, BIANOBIAHOCTI  MPUHLHUILY
danscudikariii Tomo; OyJ0 BUKOPUCTAHO TAaKOXX 3arajibHOJIHTBICTMYHI METOIH,
Taki SIK METOAWKAa Oe3MOoCepe/HiX CKIAIHUKIB, MOTHUBAIIMHUNA aHami3 Ta
KUTbKICHUH METOJ; OKpIM TepepaxoBaHUX BHIIE, OyJIO BXHTO 1 CIeliali30BaHi
OHOMACTHYHI METOJM, TaKi SK I1HBEHTapHW3alilo W Kiacudikaiio OHIMIB,
TEKCTOJIOTIYHUN aHalli3 Ta BUABJICHHS OHOMAaCTHMYHHMX YHiBepcadii. Marepian
Oys0 copMOBaHO METOJOM CYIIIBHOT BUOIPKUA 3 TPHUALSTH PENPE3CHTATUBHUX
IrOp TPbOX PI3HUX KAHPIB 32 YITKUMHU KPUTEPISIMHU.

Y Po3apini 2 Oyno okpeciieHO (QYHKUIWHI W MOTHBAULIMHI OCOOJIMBOCTI
BipTyanMipoHIMIB B3araji, a TaKOXX BIJAMOBIJHI OCOOJMBOCTI JJIsi KOXKHOTO 3
KJIac1B BIpTyanMi()OHIMIB OKPEMO.

Jliis onvcy MOTHBAIIAHOI crieniiiky BipTyanmidoHIMIB OyJI0 BUOKPEMIICHO
IIICTh TPUTAMaHHUX BIpTyanMmioHIMAM THUIIIB MOTHUBAIIl: MPOMO3UIIIINHUH,
acollaTUBHUM, MOJYCHUN, KOHLENTYyalbHO-IHTETpAI[IiHUM, 3MIMIAHUK  Ta
HEBIIOMUHN. Y MekaxX MPOIMO3UILIMHOTO TUITy MOTHBAIlll OyJ0 BUOKPEMJIEHO TakKi
MIJTANKA: TINEPOHIMIYHUN, EKBOHIMIUHMM, OIMO3UTUBHUM, KaTeropiiiHuii Ta
MPEeIUKATHO-apPTYMEHTHUM. Y MeXaX acoIllaTUBHOTO THUITY OYyJI0 BHOKPEMIICHO
TaKi I1JITHTIN: CTPYKTYypHO-MeTadhOpUIHUH, nudy3HO-MeTad OpUIHUH,
IeIITAIBTHUN Ta APXETUITHUN.

Y mpormeci mochigKeHHS OyJI0 BHSBJICHO, IO HAWIOMIMPEHINIAM THIIOM
MOTHBalli BipTyanMioHiMiB € mnpono3uuiiHa wmotuBamis (30%), 30kpema,
Npomo3ulliiiHa rinepoHiMiyHa MotuBamis (19%), mo MoxxkHa noB’s3aTH 3
OaXaHHSM PO3POOHUKIB CTBOPUTH CaMOIIOSCHIOBAJIBHI Ha3BU; JpPyre MIiCIe
nocifgae 3mimana motuBalis (28%), 30kpeMa, MO€IHAaHHS MNPOMO3ULINHOTO U
HEBI1JIOMOT0, a TaKOXX IMPOIO3HMIIIHHOIO W acOIlIaTUBHOIO THITIB MOTHBAIIil 335
CTBOPEHHS Ha3B, IO BHUKOHYIOTh CTEPEOTHMi3alliiHy (YHKIIIO 1 BOJHOYAC €
CaMOINOSICHIOBAJIbLHUMU; TpeTe Micle o00iliMae acoiiaTuBHa MoTuBaiis (24%),
30KpeMa, CTpyKTypHO-meTadopuunuii ii miarum (12%), mo MokHa TOB’sI3aTH 3
Oa)XxaHHSM PO3POOHUKIB CTBOPUTH HA3BH, L0 CHPUSIIOTH IMEPCii rpaBLs B IFPOBHI

npouec. 16% Big Hamoi BUOIPKM MarOTh HEBIIOMY MOTHBALIIO, IO MOXHA



MOSICHUTH YAaCTOTHUM BUKOPHCTAHHSIM HAa3B 13 BEIUKHM CTYIEHEM €K30TUYHOCTI
3a1J11 BUKOHAHHS CTEPEOTHII3aIliiHOT (PYHKITIT.

Y Po3gini 3 Oyno po3MISIHYTO CTPYKTYpPHY 1 CIOBOTBIPHY cCHEeLH(IKY
BipTyasiMipoHiMiB. Takox OyJI0 BUALIEHO BiJIMOBIIHI OCOOIMBOCTI JIJIsi KOKHOTO 3
KJIaciB BipTyaiaMi(poHIMIB OKpPEMO.

byno BuIiieHO Takl CTPYKTypHI THIH BIPTyalIMi()OHIMIB: MpOCTI, K1
po3aUIIOThCA Ha Oe3adikcHi Ta adikcanbHl; CKIIAIHI, IKI PO3AUISIOTHCS HA BIIACHE
KOMITO3UTH, adikcalibHI KOMIIO3UTH Ta CKJIaJHI CKOPOYCHHS; a TaKOX CKIJaJeHi,
0 PO3JUIAIOTHECS HA OHIMHU-CJIOBOCIOJYKH, OHIMHU-CIIOBOCIIONYYEHHS, a TaKOX
oHimMu-pazu. Cepen ycix KiaciB BipTyaiamioHIMIB  pa3oMm, HaHOLIbII
MOIIMPEHUMHU € OHIMH-CJIOBOcTioNydeHHsl (41%), 1m0 MOXXHA MOSICHUTH TaKUMU
TEHJCHIIISIMA: TEHJEHIIEI0 IO CaMOIOSICHEHHS Ha3BH W TEHJACHIIEID 10
HiATPUMaHHS aBTEHTHUYHOCTI TP, 110 € MPSMUM BUPKEHHSIM CTEPEOTUII3AIIHHOT
¢GyHKIIT; BaroMy 4acTHHY BiJ Hamoi BHOIPKM 3aiiMarOTh TaKOX MPOCTI OHIMH,
30kpema, mpocTi Oe3zadikcHi (27%), MmO MOXKHA TOSICHUTH TEHICHIIEI 10
NIJBULIEHHS 3pYYHOCTI BUKOPUCTAHHS OHIMA 4Yepe3 CTBOPEHHS KOPOTKOi Ha3BH,
sKa MOTpeOy€e JOKIaJaHHS MEHINOI KUIBKOCTI 3yCHJIb 32 KOKHOTO B)KMBAHHS Ta
TEHJICHITIEI0 O CTBOPEHHS 1110311 KOHOTOHIMA.

Bysno BuaUIEHO Taki CIOBOTBIPHI MOJENl BIpTyaaMiQoOHIMIB: adikcauiro (sxa
po3aiIseThesl Ha mpedikcanbHy ¥ adikcaibHy), YCIYeHHS (SKE PO3IIISETHCS HA
adape3y, CHHKOIy Ta aloKoIly), CkjiaJaHHs (sike oOiiiMae BJIaCHE CKJIaJIaHHS,
3pOILEHHs, adpeBialilo) Ta KOHBepcio. OKpeMo Oyjo BHAUIEHO BUKOPUCTAHHS
OJIHOOCHOBHOTI'O CJIOBA SIK OJIMH 13 CITOCO01IB yTBOpeHHs BipryanMidoHiMiB. Cepen
NEpUBAIliHHAX ~ MOJENeH, 10  BHKOPHUCTOBYIOTBCS  JUII  YTBOPEHHS
BIpTyaJIMi(pOHIMIB, ITOJI0 BCIX iXHIX KJIACIB 3arajioM, JOMIHAHTHY MO3UIIIO 3aiiMae
BJIACHE CKJIaJaHHs, sAke obiiimMae 56 % ycix BumankiB y Hamrii Bubipmi. [le 22 %
BUOIPKH CTAHOBUTH BUKOPUCTAHHS OJHOOCHOBHOTO CJIOBA.

Kiio4oBi cjioBa: oHOMacTuKa, KOMIT I0T€pHA T'pa, 1IE0HIM, BipTyanMidoHiM,
MOTHBALli,  CJIOBOTBIP,  CTPYKTypa,  (QyHKIii, JAEHOTaTHO-HOMIHAaTHUBHA

KJ1acuQikais.



ABSTRACT
Varbanets T.V. The onymic component of electronic computer game
discourse. — Manuscript.
PhD thesis for a candidate degree in philology, specialty 035 — Philology. —
Odesa National University named after I.I. Mechnikov of the Ministry of
Education and Science of Ukraine, Odesa, 2020.

Along with the rapid development of technology in the recent decades, the
human environment has undergone significant changes, in particular, its speech
component, which is rapidly altering to incorporate the changes in the
environment. This PhD thesis is devoted to the study of the recently emerged
phenomenon of modern computer games, which is the result of technical progress,
from the onomastic point of view. It examines the various components of proper
names such as their motivational features in light of the psychomental operations
which take part in their formation and determines their role in the electronic
discourse of computer games.

The research possesses scientific novelty because it lays the foundation for
further examination of the personal names of computer games and modern
technologies in general by means of consolidating and deepening the existing
studies and creating prospects for new ones. Currently in the field of Ukrainian and
foreign onomastics there are only a few investigations on the subject of research,
which, however, are not comprehensive because they cover only certain aspects of
the onomastics of computer games. This study is the first attempt to create a
comprehensive analysis.

The research possesses theoretical significance because it establishes a new
field in onomastics, namely, the onomastics of computer games. This can serve to
develop and update the general theory of onomastics through the integration of the

latest products of human progress into its body of knowledge, as well as to



contribute to conducting further linguistic research aimed at studying the linguistic
or onomastic features of modern technology and discovering new vectors for
general linguistic thought.

The practical value of the study lies in the potential use of its results for
teaching university-level courses in lexicology (topics "Word formation",
"Motivation”, "Lexical Meaning"), general linguistics, special courses in
onomastics and the latest trends in linguistic research. The results of the study can
be used by students, masters, and graduate students to write qualifying papers on
onomastics.

The thesis consists of a table of contents, introduction, three chapters,
conclusion, and a list of references. The list of references consists of 161 items, of
which 70 are in foreign languages. The total volume of the research is 210 pages,
the work contains 43 tables and 7 diagrams.

Chapter 1 of the thesis dwells on different aspects of computer games, the
hardware structure of a personal computer, the history of different gaming
platforms. An attempt has been made to eliminate the terminological ambiguity
when referring to gaming programs by using the term computer games in relation
to all kinds of games due to the isomorphism of the hardware structure of any
platform. The game mode paradigm that includes single-player games and
different types of multiplayer games was characterized. The genre paradigm of
computer games that differentiates between three types of games, which include
games of motion, games of planning, and story-driven games, as well as their
subtypes, was also outlined.

The electronic discourse of computer games, which we understand as texts
found in the situation of social interaction between players and/or their characters

or pseudo-social interaction between a player and a computer, was also described.



The following features are distinguished: electronic discourse of computer games
Is divided into two parts which include pseudo-social — the one created by the
developers (it has the characteristics of written communication), and social — the
one created by players (it has the characteristics of oral communication);
communication between players can take place on three levels: verbal (text), verbal
(oral) and nonverbal; virtual representations of all participants in the
communication process coexist in one virtual universe of one game, which
determines the pragmatic purpose of communication; communication can take
place via two channels: the first encompasses the actions of the virtual character
standardized by the developers, which are understood both by the computer and by
human players, the second encompasses the verbal communication which is
understood only by other human players; due to the presence of two channels of
communication, two situations specific to the electronic discourse of computer
games are possible: the situation of communicative shortage of information and the
situation of communicative redundancy of information.

The names of computer games and the names of addons have been singled out
as the subject for onomastic research. Such a novel trend in onomastics as
computer game onomastics has been outlined. 14 classes of proper names peculiar
to the electronic discourse of computer games have been established: computer
game character name, computer game animal name, computer game god name,
computer game plant name, computer game nationality name, computer game
place name (this class has 8 subclasses), computer game ideonym, computer game
unique object name, computer game stellar phenomenon name, computer game
union name, computer game time period name, computer game universe name,

computer game quest name, and computer game skill name.



It was found that the proper names of the characters play an important role in
creating their images. We have identified the communicative, appellative,
expressive, deictic, and informative functions, as well as the identification
function, which is possessed only by proper names. Special functions of computer
game names were also singled out, namely, the symbolic and the stereotypical
functions, which are based on the archetypes and stereotypes of four popular
gaming settings: fantasy, modern, post-apocalyptic, and science fiction.

The research is performed in the cognitive-discoursive paradigm; during the
research, general scientific methods were used, which are used in modern scientific
research, such as induction, deduction and abduction, analysis and synthesis,
comparison, taxonomic method, etc. to create a study that would meet the
standards of world science — systematic character, standardization of methods,
rationality, compliance with the principle of falsification, etc.; general linguistic
methods were also used, for example, the method of direct components,
motivational analysis, and the quantitative method; in addition to the above,
specialized onomastic methods were used, such as inventory and classification of
proper names, textual analysis, and identification of onomastic universals. The
material was formed by a method of continuous sampling of 30 representative
games of three different genres according to clear criteria.

In Chapter 2 the functional and motivational features of computer game
names in general, as well as the corresponding features for each of their classes
separately were outlined.

To describe the motivational specifics of computer game names, six types of
motivation peculiar to them were singled out: propositional, associative, modus,
conceptual-integrative, mixed, and unknown. Within the propositional type of

motivation, the following subtypes were distinguished: hyperonymic, equonymic,



oppositional, categorical, and predicate-argumentative. Within the associative type,
the following subtypes were distinguished: structural-metaphorical, diffusive-
metaphorical, gestalt, and archetypal.

The study found that the most common type of motivation for computer game
names is propositional motivation (30%), in particular, propositional hyperonymic
motivation (19%), which can be attributed to the desire of the developers to create
self-explanatory names; the second place is occupied by mixed motivation (28%),
in particular, the combination of propositional and unknown motivation, as well as
propositional and associative motivation to create names that perform stereotypical
function and at the same time are self-explanatory; the third place is occupied by
associative motivation (24%), in particular, its structural-metaphorical subtype
(12%), which can be related to the desire of the developers to create names that
contribute to the immersion of the player in the gameplay. 16% of our sample have
unknown motivation, which can be explained by the frequent use of names with a
high degree of exoticism to perform the stereotyping function.

In Chapter 3 the structural and word-forming features of computer game
names in general, as well as the corresponding features for each of their classes
separately were outlined.

The following structural types of computer game names were distinguished:
simple, which are divided into non-affixational and affixational; complex, which
are divided into proper composites, affixational composites and complex
abbreviations; compound, which are divided into word combinations, non-verbal
phrases, and verbal phrases. Among all classes of computer game names together,
the most common structural types are non-verbal phrases (41%), which can be
explained by the following trends: the tendency to create a self-explanatory name

and the tendency to maintain the authenticity of the game, which is a direct



expression of stereotyping function; structurally simple computer game names are
also prominent in our sample, in particular, simple non-affixational names (27%),
which can be explained by the tendency to increase the usability of computer game
names by creating a short name that requires less effort with each use and the
tendency to create the illusion of a name that bears strong associations for many
people.

The following word-building patters of computer game names were outlined:
affixation (which is divided into prefixational and affixational), shortening (which
is divided into apheresis, syncope and apocope), compounding (which includes
simple compounding, blending, abbreviation) and conversion. The use of a word
with one root morpheme as one of the ways of forming computer game names was
also characterized. Among the word-building patters used for the formation of
computer game names, in relation to all their classes together, the dominant
position is occupied by simple compounding, which accounts for 56% of all cases
in our sample. Another 22% of the sample is the use of a word with one root
morpheme.

Keywords: onomastics, computer game, ideonym, computer game name,
motivation, word formation, structure, functions, denotative-nominative

classification.



