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5. Жанр (стилистические различия): мелодрама / Topics Movie➝ Drama
Comedy Science Fiction;

6. Информация о режиссере и актерах (разный порядок представления –
в русских анонсах чаще сначала указывается режиссер, в английских –

актеры);

7. Возрастные ограничения (разная система): 12+ / Certificate U;
8. Рейтинг фильма (разная система): 5,8 Рейтинг Кинопоиска, 5,8 Рей-

тинг IMDB / IMDB 6,3;
9. Краткая информация о сюжете (со стилистическими различиями)
10. Страна производства (только русские): Страна: Россия;

11. Наличие субтитров и аудиодескрипции (только в английских анон-
сах): Subtitles; Audio Description.

Таким образом, общие элементы, которые присутствуют в анонсах на

обоих языках, подтверждают стандартизированность жанра. В то же время

отдельные различия проявляются в наличии / отсутствии определенных эле-
ментов, порядке представления информации, стилистике, особенностях

систем обозначения.

Перспектива исследования видится в углубленном анализе структурных

особенностей киноанонса как особого жанра медиадискурса на различных

языковых уровнях.

Результаты проведенного исследования могут быть полезны при адапта-
ции киноанонсов с учетом культурных особенностей аудитории, при созда-
                                                                  
                                                                       
                                                            

С. С. Мурашкина

THE INNER FORM AND FUNCTION OF FANTASY CREATURE NAMES
BASED ON THE “DUNGEONS AND DRAGONS” MANUAL

The ways people name the things and events of the surrounding world usually
follow some principles. The task at hand was to figure out whether there are any
specifics that go into naming something that does not exist and, if so, what those
specifics are and how they are parallel with the usual process of naming.

The research is based on the creature names within the 2024 Dungeons and
Dragons “Monster Manual”. “Dungeons and Dragons” is a tabletop roleplaying

game, the rules of which are contained in several books, the “Monster Manual”

being one of the three books in an edition of the game. Within the book are 515
names, 390 of which – names of fantasy creatures – were the subject of the
research. 94 of the names are folklore based names, 82 names are comprised of
two and more words, 75 names are based on loaned words, 47 names are
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comprised of one word and are morphologically (28), semantically (18) and
phonetically (1) motivated names, 46 are names of dragons, 32 are unmotivated
original names and 15 are borrowings from literature.

Folklore based names include direct borrowings – banshee, erinyes, or
adapted names, like those with altered spelling – couatl, djinni. There are names
that are a combination of multiple folklore creatures – gnoll, marilith, attributive
names referring to real concepts, like sphinx of valor or in-game realia, like
minotaur of Baphomet.

Names comprised of two and more words are united by means of
inseparability, interrelation and equal importance, as in axe beak, displacer beast
and are different from names with added modifiers. Modifiers are words added to a
name for an in- game purpose of denoting any supplementary information about
the creature’s function – sahuagin baron, age – bulette pup, number – swarm of
stirges or size – giant axe beak.

Single-word morphologically – darkmantle, cloaker; semantically – beholder,
mimic, phonetically – flumph motivated names reflect the stated principles of
naming. These types of naming notably have various motivating factors that went
into the naming process, such as visual, functional, origin factors. Unmotivated
original names, like hezrou, chuul, glabrezu lack etymological or phonetic basis
and do not provide any description about the creature.

Loanword based names include direct loans of entire words azer – ‘fire’ in
persian, combinations of loanwords kenku – ‘tengu’ and ‘karasu’ in japanese.
Borrowings from literature include names taken from the works of J.R.R.
Tolkien – wight, worg which have etymological basis, or names taken from other
authors’ works, such as George R.R. Martin’s githyanki, which don’t.

Dragon names follow two formulas. It’s either age + colour / metal /
characteristic + ‘dragon’: adult brass dragon, juvenile shadow dragon or colour /
metal / characteristic + ‘dragon’ + age: black dragon wyrmling, faerie dragon
adult.

The research demonstrates the similarities in patterns of naming real-world
concepts and those pertaining to fantasy, as well as underlines the differences and
establishes genre-specific tendencies in naming.

            

                                                 
                               

                                                              
                                                                       
                                                                      
                                                                       
                                                                 
                                                                   


