
157

. .

 «THE LORD OF THE RINGS»)

.  – 
 «The Lord of the Rings». 

, , , 
. ,

, , , , , 
.

: , , , , .

. 
, .

, : Elec-
tronic Arts, Blizzard Entertainment, Valve ., ,  2011 .

(National Endowment for the Arts). , 

, . , ,
 – , 

 [1], 
,  « » 

».
 « » 

. , 
,  – , 

. , 
.

 « » . , 

; 
.  ( ), 

, , 
. 

 « ».
 1970- ., 

; 
, . . 

, . 
. , . . , ,

,  « » 
, , , ,

,  [2]. , 
, . . . , 

 «  (field) –  (tenor) –  (mode)», 
 [3].

, , . . ,
 ( . . , 

)  ( , , 
.) ,  [4].

 – , 
,  .  .   [5],  .  .   [6]  .  

, , 
, . , 

, 
. 

. .  [7], , :
1) ;
2) ;
3) ;



158

4) .

, .
, , , 

. 
; 

: , ,  ( ),
 ( ). 

, . . 
. , 

.
,  « » 

, 
. , 

, 
» [7].

.
1. . . ,  « »,  – 

 [8]. 
 – 

.
2. . :

, , 
, . . .

3. . 

.
4. . 

. , 
.

5. , . 

, .
6. .  – « ,

, , , 
» [9]. , 

.
7. . , 

- , , 
. 

. ,  –  «
, , 

, , , 
» [10].

8. . , 
, ; , 

.
, , 

, ,
. , ,

, , , , 
.

, , 
. . . , «

, , 
» [11], 

, 
.

, 
» , 

. , 



159

. , , . . 
, , , .,  [12].

, , 
,   « »  –  

. 
. . , :

1)  (  (
, ), );

2)  ( , , ,
, );

3)  ( , , 
. .) [13].

: . . , , , 
, . , 

, 
. . . 

.

, 
, . 

.

. . .
, . . , «  ( ) , 

» [11]. . . 
, 

, . .
1. . 

:
,

,
,

.
2. . 

, :
,

,
,

.
3. . 

:
,

,
.

4. . , 
, 

. . .
5. . ,

. 
, , 

, .
6. . , 

 ( , ) , ,
.

7. . 
, 

, , , , 
 ( , ).

, . . 
, 

, .



160

, 
, , . 
, , 
.

1. :  ( , , ,
) ,

.
2. :  ,  

, 
 ( , 

).
3. : ,

, , 
, .

4. : , , 
, 

.
5. : 

.
6. : , ,  ( ,

)  ( ), 
, ,

, 
.

7. : 
; 

. 
. , , , 

, ;  – 
. .

, 
. 

, , ,
, , 

, .
, , 

. ,
, , 

, , , 
. ,  « » 

, , ,
, , « , » [14]. , 

:
1) ction  « » (« », « »,  « »),
2) ,  ( , , , ),
3) ,
4) ,
5) ,
6) ,
7) , ,
8) ,
9) .

, , 
. , 

, , , , ).
. 

: ,  «World
of War Craft»  [15].

, , 
, .

. 
,  [16].



161

,  ,  
, 

, , 
, , . 

, , 
. 

 ( , 
 ( , ), .), 

,  ( , ). 
 ( , ), 

 ( , , ) . 
, 

. , 
, . . .

, , ,
. , 

. 
, , 

. , 
) 

.
 50 

 «The Lord of the Rings». 
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 1:
Jon Brackenbrook: «The battle was great, but in the end we defeated our fair share of the brigands. Unfortu-

nately, some good men lost their lives in the struggle and yet remain unburied. It would be to our shame if their bod-
ies were dishonoured by wild beasts.

I would ask this one last favour of you: seek out those who remain unburied and inter them with honour. Dirk
Mudbrick fell at the sheep-farm south-west of Archet, Nate Whisperwood died defending the Hunter's Lodge, and Cal
Sprigley's farmhand – Wil Wheatley – perished in battle just to the west of Bronwe's Folly.»
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(Dirk Mudbrick fell at the sheep-farm south-west of Archet, Nate Whisperwood died defending
the Hunter's Lodge, and Cal Sprigley's farmhand – Wil Wheatley – perished in battle just to the west of
Bronwe's Folly. – , . 

, , , 
).

 2:
Mundo: «This is outrageous! I will not be satisfied until I receive compensation for my treatment at the hands

of those Blackwolds. I have been most ill-used, and it is more than any hobbit would stand!»
A Sackville-Baggins should be able to travel throughout the Shire and even into Bree-land, if he wishes it,

without danger of being abducted! And when a Sackville-Baggins is promised gold, he had better receive some gold
when the whole thing is done with – it is only fair!»
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geous, ; I have been most ill-used, and it is more than any hobbit would stand! 
!

 3:
Toradan: «The man who came through the village – he reminded me of Amdir in his behaviour – said he was

looking for the “Hero of Archet.” I can only assume that he spoke of you!
He said the matter was most urgent, and that if I saw you, I was to direct you to The Comb and Wattle Inn,

where he will be waiting for you. The Comb and Wattle is in the centre of Combe to the south.
He seemed most grim to me. I would travel to Combe immediately and speak with the innkeeper, Lizbeth Hon-

eymeade. She should know where to find this man.»
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Khosiev V.

VIDEOGAME AS A GENRE OF COMPUTER-MEDIATED DISCOURSE
(AS EXEMPLIFIED IN THE «THE LORD OF THE RINGS» GAME SERIES)
Thematic justification of the research is determined by insufficient knowledge of a dynamically evolving videogame

speech genre and its genre particularity, as well as absence of relevant theoretical basis for the matter. The research aims at defin-
ing the peculiar genre features of the videogame as exemplified in the «The Lord of the Rings» game series. The researches em-
ploy methods of speech genre analysis, continuous sampling, stylistic analysis, contextual analysis and extralinguistic analysis.
The peculiar features of the role-playing game genre are a special communicative goal, the figure of the author, the figure of the
addressee, dictum, the factor of the past, the factor of the future and formal structure. Preserving these features when translating
videogames is considered a priority for a translator.
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