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WORLDVIEW OF EARLY GERMANIC TRIBES IN ELDER EDDA
In the article special attention is paid to Germanic tribes being of great interest around the world due to their traditions,

customs and peculiarities of their culture. In this article one of the key sources of information about their world outlook, mythol-
ogy and beliefs of ancient tribes is presented, it is Elder Edda. In the source under study it is possible to distinguish the basic con-
cepts of spiritual life, religious aspect, human values, worldview and attitude to life.
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SLANG OF ONLINE GAMERS
This work is focused on the phenomenon of slang in general and slang of online gamers in particular. Special attention

is paid to considering the meanings of the most widespread phrases used in online games. Lexical units concerning some popular
online games are also examined. The authors of the paper have addressed to their peers and friends who are hooked on specific
online games to gain information about the topic under study. Moreover, they have tired to play few games to collect as much
phrases and terms as possible. The urgency of the considered issue is rather high as modern online games are becoming more and
more popular among young people all over the world. Consequently, they use the relevant slang phrases in their speech more and
more often.

Keywords: slang, lexical units, online games, vocabulary, lexicon.

Background: Day by day people of various quarters of society use a huge amount of particular words in their
speech. Some of these lexical units are related to their professional occupation, hobby or way of living. Sometimes
these lexical items have unique meanings, understandable only to them. All of us, from children studying at school to
professors, have our own special vocabulary used not only in colloquial speech but quite often in professional com-
munication. This phenomenon is called slang.

Introduction: Slang is referred to the use of informal words and phrases that are not considered a standard in
the speaker's language or dialect but are considered more acceptable when used socially. Slang is often used to iden-
tify with particular groups of peers. Although the phenomenon of slang is usually spreading among teenagers or
young people, it may also be used by people of all ages and social groups. This raises the question: why do we need
slang and what role does it play in our every day communication? The answer is rather trivial: it simplifies our
speech, makes the particular social groups recognized in modern society. Slang is found everywhere and it is always
different depending on the situation and a group of people using it.

There are many types of slang, for example: youth slang, industrial and army slangs, country and urban slang,
internet  and common slang etc.  Slang of  online  games  has  appeared  not  so  long ago but  it  is  becoming more  and
more popular among young people who are true lovers of up to date online games. They almost lose themselves in
virtual world of such games since this helps them to avert from life problems and dive in different imaginary worlds.
Probably, everyone has ever tried to play online games and get acquainted with the slang of gamers; but most likely
it is quite difficult to understand this specific language because people meeting in games are of different ages and
from various strata of society and even from different countries. Certainly they speak English to discuss a strategy of
the game, because this language is multinational. Most people around the world know basic phrases which are neces-
sary for communication in online game environment, but it is not enough, because there are special lexical units cre-
ated for a particular game and only few people can understand them.

Main body: Let us consider slang of several popular online games. Actually nowadays there is a huge amount
of online games with a variety of plots, characters and tasks. People from all around the world have an opportunity to
play together as teammates or opponents. It is a normal practice for players to explain something quickly and in plain
language, especially if their companions do not speak fluent English. As a result, special gamers’ slang has been cre-
ated for this purpose.

All the worlds and phrases that are used by online gamers can be divided into several categories. The first
category is related to the names of games, their abbreviation and abridgment. For example, LoL (League of Leg-
ends), WoW (World of Warcraft) etc. Also some categories of games can be attributed as shooters, simulators, ac-
tions, arcades, strategies etc.

The second group of words concerns terms and abridgment, which are used by all the gamers independent
from the game type or a plot. For example, all the gamers can apply such words and abbreviation as bg (battleground
– place of battle, place of meeting, place of meeting with enemies), quest (game's aim, achievement of it, the main
idea of the game) and levels. A general wordlist related to slang of almost all the gamers is provided below:

AFK = «away from the keyboard». The abbreviation is used when a gamer would like to go away from a
computer for a short time.
BG = «boring game». It is a bad conclusion at the end of the game.
Care = «be careful». It is a danger warning.
Combo = series of hits performed by the character to the opponent without pause.
Dood = dude, it means «guy». «Dudes, let's do it!»
GG = «good game». It is a positive conclusion at the end of the game.
FAQ = frequently asked question, or a list of frequently asked questions with relevant answers. It is written
only in big letters.
Gamer = a human that plays the game on a regular schedule.
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