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PROBLEMS OF ADEQUACY AND EQUIVALENCE IN POPULAR SCIENCE
TRANSLATION FROM ENGLISH INTO RUSSIAN

The growing popularity of popular science texts leads to the problem of high-quality translation. This genre is very
specific, that’s why the aim of our research is to study the techniques used by a translator while translating such texts into
Russian. Harvey and Higgins’ model of popular science texts, based on original text compliance to translation by five filters
(genre, culture, semantic, formal, varietal) is the primary method of comparative study of English popular science articles and its
translations into Russian. When translating popular science text translator is guided by varietal, genre, cultural and semantic as
mandatory, while the formal criterion is characterized by a relatively junior, which allows to make the transformation on the
syntactic level.
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ADVERTISING DISCOURSE IN THE SPHERE OF THE LATEST TECHNOLOGIES
IN ASPECT OF THE TRANSLATION (ON MATERIAL ON THE WEBSITES

OF MANUFACTURERS OF GAMING CONSOLES)
Work is directed on detection of features of the translation of advertizing texts in the sphere of the latest technologies on

material of advertizing of video game consoles. The conclusion that in a translation practice of an advertizing discourse in the
sphere of the latest technologies there was no steady tradition of the translation yet is drawn. Relevance of research is defined by
the increasing demand of the translation of such texts, and also indefatigable interest of linguistics in research of an advertizing
discourse.

Keywords: advertising discourse, the discourse in the field of new technologies, advertising translation, translation
methods.
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