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ìè òåíäåíöèÿìè â íàèìåíîâàíèè çîîíèìîâ èññëåäóåìûõ ÿçûêîâ. Ñîïîñòàâ-
ëåíèå ðåçóëüòàòîâ ýêñïåðèìåíòà, ïðîâåäåííîãî ñ íîñèòåëÿìè òðåõ ÿçûêîâ, 
ïîçâîëÿåò ñäåëàòü ïðåäïîëîæåíèå îá óíèâåðñàëüíîì õàðàêòåðå ýòîé òåí-
äåíöèè, õîòÿ ïðîöåíòíîå ñîîòíîøåíèå ïîêàçàòåëåé ðóññêî- è àíãëîÿçû÷íîãî 
ýêñïåðèìåíòîâ áîëåå äðàìàòè÷íî. 

Âûâîäû. Ìîòèâàöèîííîå èìÿ ñîáñòâåííîå èìååò ïðîçðà÷íóþ ñåìàí-
òè÷åñêóþ ñòðóêòóðó áëàãîäàðÿ ñâîåé îáðàçóþùåé îñíîâå, âûáîð êîòîðîé 
îáóñëîâëåí ýêñòðàëèíãâèñòè÷åñêèìè ïðè÷èíàìè, èçáðàííûìè ïóòåì ëèí-
ãâîïñèõîìåíòàëüíîé îïåðàöèåé, êîòîðàÿ áàçèðóåòñÿ íà îïðåäåëåííîé çàêî-
íîìåðíîñòè îòíîøåíèé ìåæäó ñîäåðæàíèåì è ôîðìîé ÿçûêîâîé åäèíèöû. 
Îñíîâûâàÿñü íà ðåçóëüòàòàõ ñâîáîäíîãî àññîöèàòèâíîãî ýêñïåðèìåíòà ìî-
æåì ñäåëàòü âûâîä, îñíîâíîé äâèæóùåé ñèëîé ïðè îáðàçîâàíèè çîîíèìîâ ÿâ-
ëÿåòñÿ òðàíñîíèìèçàöèÿ, êîòîðàÿ ïðåâàëèðóåò íàä ïðîöåññîì îíèìèçàöèè 

Êëþ÷åâûå ñëîâà: îíèìû, çîîíèìû, ìîòèâàöèîííîå èìÿ ñîáñòâåííîå, 
àññîöèàòèâíûé îíîìàñòè÷åñêèé ýêñïåðèìåíò. 
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ABSTRACT 
Introduction. The proposed study examines modern computer games from a 

linguistic, namely onomastic, point of view, in particular, various features of on-
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ymic vocabulary such as their motivation features are studied through the prism of 
psychomental operations that occur while their formation, and their role in elec-
tronic discourse of computer games is analyzed, therefore, the research belongs to 
the cognitive-discursive paradigm.

Purpose. The purpose of the study is to establish the general patterns of English-
language nomination of objects in the virtual worlds of computer games. The object of 
the research is the English-language onymic space of modern computer games. The 
subject of the research is the structural and semantic features of virtual mythotop-
onyms in the electronic discourse of computer games.

Material and methods. The material of the research was 300 virtual mythonyms, 
selected by the means of continuous sampling technique from popular English-lan-
guage games of various genres. While researching the generally used methods in 
modern onomastic investigations were applied: general scientific, such as induction 
and deduction, analysis and synthesis for creating the type of the research that would 
correspond the standards of the world science; general linguistic, such as descriptive, 
taxonomic and structural, for classifying and organizing the material; as well as spe-
cial onomastic, namely motivational analysis for reconstructing of the onym nomi-
nation motives. A quantitative method was also used for summarizing and quantify-
ing the results of the study.

Results. The newest direction in onomastics such as virtual mythonymy was 
characterized and virtual mythotoponyms in the electronic discourse of computer 
games were singled out, as well as the functional and motivational features of virtual 
mythotoponyms were outlined.

Conclusions. It was determined that the main functions of virtual mythotoponyms 
include: the dividing of the player’s in-game experience into segments to facilitate the 
orientation in space and time of the game, as well as to facilitate the communication 
between the players, symbolic and stereotyping functions to maintain the atmosphere 
of the game. Regarding the motivational features of virtual mythotoponyms, the fol-
lowing types of motivation dominate: the mixed one (38 %), in particular, adding a 
propositional component to the onym with an unknown or associative motivation, 
and the propositional one (31 %), that serves to create self-explanatory names and 
the associative one (25 %), that is the expression of the creative freedom of the de-
velopers and sometimes serves to perform a symbolic function.

Key words: onomastics, computer game, ideonym, virtual mythotoponym, mo-
tivation, functions. 

ÂÑÒÓÏ 
Ñòàòòÿ ïðèñâÿ÷åíà àíàë³çó ôóíêö³éíèõ òà ìîòèâàö³éíèõ îñîáëè-

âîñòåé â³ðòóàëì³ôîòîïîí³ì³â, à òàêîæ ¿õí³é ñòðóêòóðí³é òà ñëîâîòâ³ð-
í³é îðãàí³çàö³¿. Äîñë³äæåííÿ º àêòóàëüíèì ó çâ’ÿçêó ç òèì, ùî âèñâ³ò-

ëåííÿ ïðîïîíîâàíî¿ òåìè ó â³ò÷èçíÿíèõ òà çàêîðäîííèõ ðîçâ³äêàõ ùå 
íå º âñåîñÿæíèì ïîïðè âåëèêó çàö³êàâëåí³ñòü áàãàòüîõ ó÷åíèõ äîñë³-
äæåííÿì íîâ³òí³õ òåõíîëîã³é âçàãàë³ é â³ðòóàëüíèõ ñâ³ò³â ó ë³íãâ³ñòè÷-
íîìó ðàêóðñ³ çîêðåìà. 

Òåîðåòè÷íó áàçó äîñë³äæåííÿ ñêëàäàþòü íîâ³òí³ ðîçâ³äêè â öàðèí³ 
ë³íãâ³ñòèêè êîìï’þòåðíèõ ³ãîð òà, çîêðåìà, ¿õíüî¿ îíîìàñòè÷íî¿ íà-
ïîâíåííîñò³, òàêèõ àâòîð³â, ÿê À. Åíñë³í (Ensslin, 2012), À. Êîê³íà-
ê³ñà òà ³í. (Kokkinakis, 2016), Ì. Êóëóåêå (Kulueke, 2013), Õàí (Khan, 
2014), Ë. Ï. Ñîí (Son, 2012), à òàêîæ ³íø³ ðîçâ³äêè. 

Ìåòîþ äîñë³äæåííÿ º âñòàíîâëåííÿ çàãàëüíèõ òåíäåíö³é ôóíêö³-
îíóâàííÿ àíãëîìîâíèõ â³ðòóàëì³ôîòîïîí³ì³â êîìï’þòåðíèõ ³ãîð. Äî-
ñÿãíåííÿ ö³º¿ ìåòè âèìàãàº âèêîíàííÿ íèçêè çàâäàíü: 

ñõàðàêòåðèçóâàòè ñóòí³ñòü ³ ôóíêö³éíå íàâàíòàæåííÿ äîñë³äæó-
âàíîãî êëàñó âëàñíèõ íàçâ; 

âèñâ³òëèòè ¿õíþ ìîòèâàö³éíó êëàñèô³êàö³þ; 
ç’ÿñóâàòè ¿õíþ ñòðóêòóðíó é ñëîâîòâ³ðíó ñïåöèô³êó. 
ÌÅÒÎÄÈ ÒÀ ÌÀÒÅÐ²ÀËÈ ÄÎÑË²ÄÆÅÍÍß 
Ìàòåð³àëîì äîñë³äæåííÿ ïîñëóãóâàëè 300 â³ðòóàëì³ôîí³ì³â, ä³-

áðàí³ ìåòîäîì ñóö³ëüíî¿ âèá³ðêè ç ïîïóëÿðíèõ àíãëîìîâíèõ ³ãîð 
ð³çíèõ æàíð³â. Ï³ä ÷àñ äîñë³äæåííÿ âèêîðèñòîâóâàëèñÿ ìåòîäè, ÿê³ 
º çàãàëüíîâæèâàíèìè â ñó÷àñíèõ îíîìàñòè÷íèõ ðîçâ³äêàõ: çàãàëüíî-
íàóêîâ³, ÿê-îò ³íäóêö³ÿ òà äåäóêö³ÿ, àíàë³ç òà ñèíòåç, çàäëÿ ñòâîðåííÿ 
äîñë³äæåííÿ, ÿêå á â³äïîâ³äàëî ñòàíäàðòàì ñâ³òîâî¿ íàóêè; çàãàëüíî-
ë³íãâ³ñòè÷í³: îïèñîâèé, òàêñîí³ì³÷íèé òà ñòðóêòóðíèé, äëÿ êëàñè-
ô³êàö³¿ é âïîðÿäêóâàííÿ ìàòåð³àëó; à òàêîæ ìîòèâàö³éíèé àíàë³ç ç 
ìåòîþ ðåêîíñòðóêö³¿ ìîòèâ³â íîì³íàö³¿ îí³ì³â. Áóëî òàêîæ âèêîðèñ-
òàíî ê³ëüê³ñíèé ìåòîä äëÿ óçàãàëüíåííÿ ³ êâàíòèô³êàö³¿ ðåçóëüòàò³â 
äîñë³äæåííÿ. 

ÇÄÎÁÓÒÊÈ 
Áóëî ñõàðàêòåðèçîâàíî òàêèé íîâ³òí³é íàïðÿì â îíîìàñòèö³, ÿê 

â³ðòóàëì³ôîí³ì³êà,³ áóëî îïèñàíî â³ðòóàëì³ôîòîïîí³ìè â åëåêòðîííî-
ìó äèñêóðñ³ êîìï’þòåðíèõ ³ãîð, à òàêîæ îêðåñëåíî ôóíêö³éí³ é ìîòè-
âàö³éí³ îñîáëèâîñò³ â³ðòóàëì³ôîòîïîí³ì³â. 

ÎÁÃÎÂÎÐÅÍÍß 
Â îñòàíí³ ðîêè âñå á³ëüø ïîïóëÿðíèìè ñòàþòü ³ãðîâ³ ïðîãðàìè íà 

áóäü-ÿêèõ ïðèäàòíèõ äëÿ öüîãî ïðèëàäàõ: ïåðñîíàëüíèõ êîìï’þòåðàõ, 
³ãðîâèõ êîíñîëÿõ (ñïåö³àëüíèõ ³ãðîâèõ ïðèñòðîÿõ, ÿê³ ïðèºäíóþòüñÿ 
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ymic vocabulary such as their motivation features are studied through the prism of 
psychomental operations that occur while their formation, and their role in elec-
tronic discourse of computer games is analyzed, therefore, the research belongs to 
the cognitive-discursive paradigm.

Purpose. The purpose of the study is to establish the general patterns of English-
language nomination of objects in the virtual worlds of computer games. The object of 
the research is the English-language onymic space of modern computer games. The 
subject of the research is the structural and semantic features of virtual mythotop-
onyms in the electronic discourse of computer games.

Material and methods. The material of the research was 300 virtual mythonyms, 
selected by the means of continuous sampling technique from popular English-lan-
guage games of various genres. While researching the generally used methods in 
modern onomastic investigations were applied: general scientific, such as induction 
and deduction, analysis and synthesis for creating the type of the research that would 
correspond the standards of the world science; general linguistic, such as descriptive, 
taxonomic and structural, for classifying and organizing the material; as well as spe-
cial onomastic, namely motivational analysis for reconstructing of the onym nomi-
nation motives. A quantitative method was also used for summarizing and quantify-
ing the results of the study.

Results. The newest direction in onomastics such as virtual mythonymy was 
characterized and virtual mythotoponyms in the electronic discourse of computer 
games were singled out, as well as the functional and motivational features of virtual 
mythotoponyms were outlined.

Conclusions. It was determined that the main functions of virtual mythotoponyms 
include: the dividing of the player’s in-game experience into segments to facilitate the 
orientation in space and time of the game, as well as to facilitate the communication 
between the players, symbolic and stereotyping functions to maintain the atmosphere 
of the game. Regarding the motivational features of virtual mythotoponyms, the fol-
lowing types of motivation dominate: the mixed one (38 %), in particular, adding a 
propositional component to the onym with an unknown or associative motivation, 
and the propositional one (31 %), that serves to create self-explanatory names and 
the associative one (25 %), that is the expression of the creative freedom of the de-
velopers and sometimes serves to perform a symbolic function.
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äî òåëåâ³çîðà, ìîí³òîðà ÷è ³íøîãî åëåêòðîííîãî ïðèñòðîþ, ùî â³äî-
áðàæàº ³íôîðìàö³þ), ìîá³ëüíèõ òåëåôîíàõ, ïëàíøåòàõ òîùî. Öå çó-
ìîâèëî íåàáèÿê³ øâèäê³ çì³íè ó ñó÷àñíîìó ñâ³ò³. Íåâ³ä’ºìíîþ ÷àñ-
òèíîþ åëåêòðîííîãî äèñêóðñó êîìï’þòåðíèõ ³ãîð º ïðèòàìàííèé 
éîìó «ðåïåðòóàð âëàñíèõ ³ìåí» — îíîìàñòèêîí (Ïîäîëüñêàÿ 1978: 98). 
Öåé ðåïåðòóàð º ðîçâèíåíèì ³ ðîçãàëóæåíèì ÷åðåç âåëèêó ê³ëüê³ñòü 
íàÿâíèõ ³ãîð ³ ¿õí³é îáñÿã. Ùîá ïðîéòè îäíó ñó÷àñíó ãðó, ãðàâåöü âè-
òðà÷àº äåñÿòêè é ñîòí³ ãîäèí, á³ëüø³ñòü ³ãîð ìàþòü äåñÿòêè ÷è ñîòí³ 
ïåðñîíàæ³â, ëîêàö³é, ì³ñ³é, íàâè÷îê ³ãðîâèõ ïåðñîíàæ³â òîùî. Ó íà-
øîìó äîñë³äæåíí³ âçÿòî çà îñíîâó ðîçðîáëåíî¿ äåíîòàòíî-íîì³íà-
òèâíî¿ êëàñèô³êàö³¿ çàïðîïîíîâàíó Ì. Þ. Êàðïåíêîì êëàñèô³êàö³þ 
êîìï’þòåðîí³ì³â («âëàñíèõ íàçâ îá’ºêò³â êîìï’þòåðíîãî áóòòÿ» (Êàð-
ïåíêî, 2017: 12)), ÿê³ íàëåæàòü äî êàòåãîð³¿ ³äåîí³ì³â — âëàñíèõ íàçâ 
«ÿâèù äóõîâíî¿ êóëüòóðè» (Ïîäîëüñêàÿ 1978: 161). 

Îäíèì ³ç êëàñ³â îí³ì³â, ÿê³ â³äð³çíÿþòüñÿ íàéá³ëüøèì ñòóïåíåì 
÷àñòîòíîñò³ âæèâàííÿ â ìåæàõ åëåêòðîííîãî äèñêóðñó êîìï’þòåðíèõ 
³ãîð, º â³ðòóàëì³ôîòîïîí³ìè, òîáòî «âëàñí³ íàçâè ãåîãðàô³÷íèõ ëîêà-
ö³é â êîìï’þòåðí³é ãð³» (Êàðïåíêî 2017: 56). ̄ õíº ôóíêö³éíå íàâàíòà-
æåííÿ º ð³çíîìàí³òíèì, ÿê³ ìàþòü òàêå ïðèçíà÷åííÿ: 

 ðîçä³ëèòè âíóòð³øíüî³ãðîâèé äîñâ³ä ãðàâöÿ íà ñåãìåíòè çàäëÿ 
ïîëåãøåííÿ îð³ºíòàö³¿ â ïðîñòîð³ é ÷àñ³ ãðè, à òàêîæ ïîëåãøèòè êî-
ìóí³êàö³þ ì³æ ãðàâöÿìè. Íàïðèêëàä, â³ðòóàëì³ôîòîïîí³ì Cemetery of 
Ash ó ãð³ Dark Souls 3 ñëóãóº ÿê ³ ïðîñòîðîâèé îð³ºíòèð, ÿêèé óêàçóº 
íà ïåâíó óí³êàëüíó ëîêàö³þ â ãð³, òàê ³ ÷àñîâèé îð³ºíòèð, îñê³ëüêè öå 
ïåðøà ëîêàö³ÿ â ãð³, òîáòî ì³ñöå ïî÷àòêó ïîä³é ãðè; 

âèêîíóâàòè ñèìâîë³÷íó ôóíêö³þ. Íàïðèêëàä, ó ãð³ Bloodborne îä-
í³ºþ ç ëîêàö³é º Hunter’s Dream, ÿêà, ïîð³âíþþ÷è ç âîðîæèì ñâ³òîì 
ãðè, º çàòèøíîþ òà áåçïå÷íîþ, ùî äîñÿãàºòüñÿ â³äñóòí³ñòþ âîðîã³â, 
íàÿâí³ñòþ äâîõ ïåðñîíàæ³â, ÿê³ äîïîìàãàþòü ãðàâöåâ³ ïðîãðåñóâàòè, à 
òàêîæ çàãàëüíîþ ñïîê³éíîþ àòìîñôåðîþ. ×åðåç ð³çêèé êîíòðàñò áåç-
ïåêè â ö³é ëîêàö³¿ òà âîðîæîñò³ ñåðåäîâèùà çà ¿¿ ìåæåþ, öÿ ëîêàö³ÿ 
ñòàëà ñèìâîëîì ñïîêîþ òà ìèðó â ãð³. Ç ìåòîþ ³íòåíñèô³êàö³¿ åìî-
ö³éíî¿ ðåàêö³¿ ãðàâöÿ ô³íàëüíà áèòâà òðàïëÿºòüñÿ ñàìå â ö³é ëîêàö³¿; 

 âèêîíóâàòè ñòåðåîòèï³çàö³éíó ôóíêö³þ äëÿ ï³äòðèìàííÿ àò-
ìîñôåðè ãðè. Íàïðèêëàä, ó ãð³ Borderlands 2 âñ³ ëîêàö³¿, ùî ì³ñòÿòü 
âåëèêó ê³ëüê³ñòü âîðîæèõ ïåðñîíàæ³â, ìàþòü íàçâè, ÿê³ ïîâ’ÿçàí³ ç 
àãðåñ³ºþ, íà êøòàëò àðåíè, äå ïîòð³áíî ïåðåìàãàòè áàíäèò³â — Fink’s 

Slaughterhouse; áàçè áàíäèò³â, ùî íàçèâàºòüñÿ Bloodshot Stronghold (çà 
íàçâîþ áàíäè, ÿê³é âîíà íàëåæèòü, Bloodshots); òþðìè êîðïîðàö³¿ 
Hyperion, íàçâàí³ Friendship Gulag; ÷è çàìîê, ùî º åï³öåíòðîì êîíöåí-
òðàö³¿ âîðîã³â — Lair of Infinite Agony. Áàãàòî ëîêàö³é ö³º¿ ãðè, ùî íå º 
åï³öåíòðàìè êîíöåíòðàö³¿ âîðîã³â, ÷àñò³øå ìàþòü ïðîïîçèö³éíó ìî-
òèâàö³þ, ÿêà îïèñóº ïåâí³ ïðèðîäí³ âëàñòèâîñò³ ì³ñöåâîñò³, íàïðè-
êëàä, ëîêàö³ÿ The Dust çíàõîäèòüñÿ â ì³ñöåâîñò³ áëèçüêîþ äî ïóñòåë³. 

Íà ï³äñòàâ³ íàøî¿ âèá³ðêè ìîæíà ñïîñòåð³ãàòè, ùî ³ãðè â ñó÷àñ-
íîìó é ïîñòàïîêàë³ïòè÷íîìó ñåòèíãó ÷àñò³øå ìàþòü ïðîïîçèö³éíó 
ìîòèâàö³þ, à ³ãðè ó ôåíòåç³éíîìó ñåòèíãó — àñîö³àòèâíó ÷è íåâ³äîìó 
ìîòèâàö³þ. ²ãðàì ó ôåíòåç³éíîìó ñåòèíãó õàðàêòåðíà çì³øàíà ìîòèâà-
ö³ÿ ïîð³âíÿíî ç ³ãðàìè â ñó÷àñíîìó é ïîñòàïîêàë³ïòè÷íîìó ñåòèíãàõ. 

Îäíèì ³ç òèï³â ìîòèâàö³¿, ÿê³ âèêîðèñòîâóþòüñÿ ïðè ìîòèâàö³¿ 
â³ðòóàëì³ôîòîïîí³ì³â, º ïðîïîçèö³éíà ìîòèâàö³ÿ, ÿêà îá³éìàº 31 % 
îí³ì³â ³ç íàøî¿ âèá³ðêè. Íàïðèêëàä, îäí³ºþ ç ëîêàö³é ó ãð³ Borderlands 
2 º Frostburn Canyon, íàçâà ÿêî¿ íàäàº õàðàêòåðèñòèêó ëîêàö³¿ — öå õî-
ëîäíèé ³ çàñí³æåíèé êàíüéîí. Ùå îäíèì ïðèêëàäîì º ëîêàö³ÿ Undead 
Settlement ó ãð³ Darks Souls 3, ÿêà º ïîñåëåííÿì æèâèõ ìåðö³â, ùî â³äî-
áðàæåíî â íàçâ³. Òàêîæ, ÿê ïðèêëàä ìîæíà íàâåñòè ëîêàö³þ City Ruins 
³ç ãðè Nier: Automata, ÿêà º çàëèøêàìè â³ä çðóéíîâàíîãî ï³ä ÷àñ ïî-
ïåðåäí³õ â³éí ì³ñòà. 

×àñòîòíîþ ïðè íîì³íàö³¿ ëîêàö³é â ³ãðàõ ðóõó º àñîö³àòèâíà ìîòè-
âàö³ÿ, ÿêó ìàþòü 25 % îí³ì³â ³ç íàøî¿ âèá³ðêè. Ïðèêëàäàìè öüîãî òèïó 
ìîòèâàö³¿ ìîæóòü ñëóãóâàòè íàçâè òàêèõ ëîêàö³é ³ç ãðè Borderlands 2: 
The Fridge — íàçâà çàñí³æåíî¿ òà õîëîäíî¿ ì³ñöåâîñò³, íàçâà ìåòàôî-
ðè÷íî ïîð³âíþº ì³ñöåâ³ñòü ³ç õîëîäèëüíèêîì íà ï³äñòàâ³ òåìïåðàòó-
ðè; Thousand Cuts — íàçâà ã³ðñüêî¿ ì³ñöåâîñò³, ÿêà ìàº áàãàòî óùåëèí, 
íàçâà ìåòàôîðè÷íî ïîð³âíþº óùåëèíè ç ïîð³çàìè; Opportunity — íà-
çâà ì³ñòà, ñòâîðåíîãî êîðïîðàö³ºþ Hyperion, ùî áóëî çáóäîâàíî ÿê 
ì³ñöå äëÿ íàäàâàííÿ ìîæëèâîñò³ äîñÿãòè óñï³õó ìåøêàíöÿìè. 

×àñòêà â³ðòóàëì³ôîòîïîí³ì³â ³ç íåâ³äîìîþ ìîòèâàö³ºþ º ìàëîþ, ïî-
ð³âíþþ÷è ç ³íøèìè êàòåãîð³ÿìè â³ðòóàëì³ôîí³ì³â — ëèøå 6 %. Ïðè-
êëàäîì ìîæå ñëóãóâàòè íàçâà ëîêàö³¿ Anor Londo ç ãðè Dark Souls. Ìàëó 
÷àñòêó â³ðòóàëì³ôîòîïîí³ì³â ³ç íåâ³äîìîþ ìîòèâàö³ºþ ìîæíà ïîÿñíèòè 
òèì, ùî ó â³ðòóàëì³ôîòîïîí³ìàõ, ÿê³ ì³ñòÿòü êîìïîíåíò ³ç íåâ³äîìîþ 
ìîòèâàö³ºþ, ÷àñòî ñïîñòåð³ãàºòüñÿ òàêîæ êîìïîíåíò ³ç ïðîïîçèö³éíîþ 
ã³ïåðîí³ì³÷íîþ ìîòèâàö³ºþ, ÿêèé êëàñèô³êóº äåíîòàò ïåâíèì ñïîñî-
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äî òåëåâ³çîðà, ìîí³òîðà ÷è ³íøîãî åëåêòðîííîãî ïðèñòðîþ, ùî â³äî-
áðàæàº ³íôîðìàö³þ), ìîá³ëüíèõ òåëåôîíàõ, ïëàíøåòàõ òîùî. Öå çó-
ìîâèëî íåàáèÿê³ øâèäê³ çì³íè ó ñó÷àñíîìó ñâ³ò³. Íåâ³ä’ºìíîþ ÷àñ-
òèíîþ åëåêòðîííîãî äèñêóðñó êîìï’þòåðíèõ ³ãîð º ïðèòàìàííèé 
éîìó «ðåïåðòóàð âëàñíèõ ³ìåí» — îíîìàñòèêîí (Ïîäîëüñêàÿ 1978: 98). 
Öåé ðåïåðòóàð º ðîçâèíåíèì ³ ðîçãàëóæåíèì ÷åðåç âåëèêó ê³ëüê³ñòü 
íàÿâíèõ ³ãîð ³ ¿õí³é îáñÿã. Ùîá ïðîéòè îäíó ñó÷àñíó ãðó, ãðàâåöü âè-
òðà÷àº äåñÿòêè é ñîòí³ ãîäèí, á³ëüø³ñòü ³ãîð ìàþòü äåñÿòêè ÷è ñîòí³ 
ïåðñîíàæ³â, ëîêàö³é, ì³ñ³é, íàâè÷îê ³ãðîâèõ ïåðñîíàæ³â òîùî. Ó íà-
øîìó äîñë³äæåíí³ âçÿòî çà îñíîâó ðîçðîáëåíî¿ äåíîòàòíî-íîì³íà-
òèâíî¿ êëàñèô³êàö³¿ çàïðîïîíîâàíó Ì. Þ. Êàðïåíêîì êëàñèô³êàö³þ 
êîìï’þòåðîí³ì³â («âëàñíèõ íàçâ îá’ºêò³â êîìï’þòåðíîãî áóòòÿ» (Êàð-
ïåíêî, 2017: 12)), ÿê³ íàëåæàòü äî êàòåãîð³¿ ³äåîí³ì³â — âëàñíèõ íàçâ 
«ÿâèù äóõîâíî¿ êóëüòóðè» (Ïîäîëüñêàÿ 1978: 161). 

Îäíèì ³ç êëàñ³â îí³ì³â, ÿê³ â³äð³çíÿþòüñÿ íàéá³ëüøèì ñòóïåíåì 
÷àñòîòíîñò³ âæèâàííÿ â ìåæàõ åëåêòðîííîãî äèñêóðñó êîìï’þòåðíèõ 
³ãîð, º â³ðòóàëì³ôîòîïîí³ìè, òîáòî «âëàñí³ íàçâè ãåîãðàô³÷íèõ ëîêà-
ö³é â êîìï’þòåðí³é ãð³» (Êàðïåíêî 2017: 56). ̄ õíº ôóíêö³éíå íàâàíòà-
æåííÿ º ð³çíîìàí³òíèì, ÿê³ ìàþòü òàêå ïðèçíà÷åííÿ: 

 ðîçä³ëèòè âíóòð³øíüî³ãðîâèé äîñâ³ä ãðàâöÿ íà ñåãìåíòè çàäëÿ 
ïîëåãøåííÿ îð³ºíòàö³¿ â ïðîñòîð³ é ÷àñ³ ãðè, à òàêîæ ïîëåãøèòè êî-
ìóí³êàö³þ ì³æ ãðàâöÿìè. Íàïðèêëàä, â³ðòóàëì³ôîòîïîí³ì Cemetery of 
Ash ó ãð³ Dark Souls 3 ñëóãóº ÿê ³ ïðîñòîðîâèé îð³ºíòèð, ÿêèé óêàçóº 
íà ïåâíó óí³êàëüíó ëîêàö³þ â ãð³, òàê ³ ÷àñîâèé îð³ºíòèð, îñê³ëüêè öå 
ïåðøà ëîêàö³ÿ â ãð³, òîáòî ì³ñöå ïî÷àòêó ïîä³é ãðè; 

âèêîíóâàòè ñèìâîë³÷íó ôóíêö³þ. Íàïðèêëàä, ó ãð³ Bloodborne îä-
í³ºþ ç ëîêàö³é º Hunter’s Dream, ÿêà, ïîð³âíþþ÷è ç âîðîæèì ñâ³òîì 
ãðè, º çàòèøíîþ òà áåçïå÷íîþ, ùî äîñÿãàºòüñÿ â³äñóòí³ñòþ âîðîã³â, 
íàÿâí³ñòþ äâîõ ïåðñîíàæ³â, ÿê³ äîïîìàãàþòü ãðàâöåâ³ ïðîãðåñóâàòè, à 
òàêîæ çàãàëüíîþ ñïîê³éíîþ àòìîñôåðîþ. ×åðåç ð³çêèé êîíòðàñò áåç-
ïåêè â ö³é ëîêàö³¿ òà âîðîæîñò³ ñåðåäîâèùà çà ¿¿ ìåæåþ, öÿ ëîêàö³ÿ 
ñòàëà ñèìâîëîì ñïîêîþ òà ìèðó â ãð³. Ç ìåòîþ ³íòåíñèô³êàö³¿ åìî-
ö³éíî¿ ðåàêö³¿ ãðàâöÿ ô³íàëüíà áèòâà òðàïëÿºòüñÿ ñàìå â ö³é ëîêàö³¿; 

 âèêîíóâàòè ñòåðåîòèï³çàö³éíó ôóíêö³þ äëÿ ï³äòðèìàííÿ àò-
ìîñôåðè ãðè. Íàïðèêëàä, ó ãð³ Borderlands 2 âñ³ ëîêàö³¿, ùî ì³ñòÿòü 
âåëèêó ê³ëüê³ñòü âîðîæèõ ïåðñîíàæ³â, ìàþòü íàçâè, ÿê³ ïîâ’ÿçàí³ ç 
àãðåñ³ºþ, íà êøòàëò àðåíè, äå ïîòð³áíî ïåðåìàãàòè áàíäèò³â — Fink’s 

Slaughterhouse; áàçè áàíäèò³â, ùî íàçèâàºòüñÿ Bloodshot Stronghold (çà 
íàçâîþ áàíäè, ÿê³é âîíà íàëåæèòü, Bloodshots); òþðìè êîðïîðàö³¿ 
Hyperion, íàçâàí³ Friendship Gulag; ÷è çàìîê, ùî º åï³öåíòðîì êîíöåí-
òðàö³¿ âîðîã³â — Lair of Infinite Agony. Áàãàòî ëîêàö³é ö³º¿ ãðè, ùî íå º 
åï³öåíòðàìè êîíöåíòðàö³¿ âîðîã³â, ÷àñò³øå ìàþòü ïðîïîçèö³éíó ìî-
òèâàö³þ, ÿêà îïèñóº ïåâí³ ïðèðîäí³ âëàñòèâîñò³ ì³ñöåâîñò³, íàïðè-
êëàä, ëîêàö³ÿ The Dust çíàõîäèòüñÿ â ì³ñöåâîñò³ áëèçüêîþ äî ïóñòåë³. 

Íà ï³äñòàâ³ íàøî¿ âèá³ðêè ìîæíà ñïîñòåð³ãàòè, ùî ³ãðè â ñó÷àñ-
íîìó é ïîñòàïîêàë³ïòè÷íîìó ñåòèíãó ÷àñò³øå ìàþòü ïðîïîçèö³éíó 
ìîòèâàö³þ, à ³ãðè ó ôåíòåç³éíîìó ñåòèíãó — àñîö³àòèâíó ÷è íåâ³äîìó 
ìîòèâàö³þ. ²ãðàì ó ôåíòåç³éíîìó ñåòèíãó õàðàêòåðíà çì³øàíà ìîòèâà-
ö³ÿ ïîð³âíÿíî ç ³ãðàìè â ñó÷àñíîìó é ïîñòàïîêàë³ïòè÷íîìó ñåòèíãàõ. 

Îäíèì ³ç òèï³â ìîòèâàö³¿, ÿê³ âèêîðèñòîâóþòüñÿ ïðè ìîòèâàö³¿ 
â³ðòóàëì³ôîòîïîí³ì³â, º ïðîïîçèö³éíà ìîòèâàö³ÿ, ÿêà îá³éìàº 31 % 
îí³ì³â ³ç íàøî¿ âèá³ðêè. Íàïðèêëàä, îäí³ºþ ç ëîêàö³é ó ãð³ Borderlands 
2 º Frostburn Canyon, íàçâà ÿêî¿ íàäàº õàðàêòåðèñòèêó ëîêàö³¿ — öå õî-
ëîäíèé ³ çàñí³æåíèé êàíüéîí. Ùå îäíèì ïðèêëàäîì º ëîêàö³ÿ Undead 
Settlement ó ãð³ Darks Souls 3, ÿêà º ïîñåëåííÿì æèâèõ ìåðö³â, ùî â³äî-
áðàæåíî â íàçâ³. Òàêîæ, ÿê ïðèêëàä ìîæíà íàâåñòè ëîêàö³þ City Ruins 
³ç ãðè Nier: Automata, ÿêà º çàëèøêàìè â³ä çðóéíîâàíîãî ï³ä ÷àñ ïî-
ïåðåäí³õ â³éí ì³ñòà. 

×àñòîòíîþ ïðè íîì³íàö³¿ ëîêàö³é â ³ãðàõ ðóõó º àñîö³àòèâíà ìîòè-
âàö³ÿ, ÿêó ìàþòü 25 % îí³ì³â ³ç íàøî¿ âèá³ðêè. Ïðèêëàäàìè öüîãî òèïó 
ìîòèâàö³¿ ìîæóòü ñëóãóâàòè íàçâè òàêèõ ëîêàö³é ³ç ãðè Borderlands 2: 
The Fridge — íàçâà çàñí³æåíî¿ òà õîëîäíî¿ ì³ñöåâîñò³, íàçâà ìåòàôî-
ðè÷íî ïîð³âíþº ì³ñöåâ³ñòü ³ç õîëîäèëüíèêîì íà ï³äñòàâ³ òåìïåðàòó-
ðè; Thousand Cuts — íàçâà ã³ðñüêî¿ ì³ñöåâîñò³, ÿêà ìàº áàãàòî óùåëèí, 
íàçâà ìåòàôîðè÷íî ïîð³âíþº óùåëèíè ç ïîð³çàìè; Opportunity — íà-
çâà ì³ñòà, ñòâîðåíîãî êîðïîðàö³ºþ Hyperion, ùî áóëî çáóäîâàíî ÿê 
ì³ñöå äëÿ íàäàâàííÿ ìîæëèâîñò³ äîñÿãòè óñï³õó ìåøêàíöÿìè. 

×àñòêà â³ðòóàëì³ôîòîïîí³ì³â ³ç íåâ³äîìîþ ìîòèâàö³ºþ º ìàëîþ, ïî-
ð³âíþþ÷è ç ³íøèìè êàòåãîð³ÿìè â³ðòóàëì³ôîí³ì³â — ëèøå 6 %. Ïðè-
êëàäîì ìîæå ñëóãóâàòè íàçâà ëîêàö³¿ Anor Londo ç ãðè Dark Souls. Ìàëó 
÷àñòêó â³ðòóàëì³ôîòîïîí³ì³â ³ç íåâ³äîìîþ ìîòèâàö³ºþ ìîæíà ïîÿñíèòè 
òèì, ùî ó â³ðòóàëì³ôîòîïîí³ìàõ, ÿê³ ì³ñòÿòü êîìïîíåíò ³ç íåâ³äîìîþ 
ìîòèâàö³ºþ, ÷àñòî ñïîñòåð³ãàºòüñÿ òàêîæ êîìïîíåíò ³ç ïðîïîçèö³éíîþ 
ã³ïåðîí³ì³÷íîþ ìîòèâàö³ºþ, ÿêèé êëàñèô³êóº äåíîòàò ïåâíèì ñïîñî-
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 Ì

Ì
Ì

áîì. Öå ïîºäíàííÿ º ÷àñòîòíèì ð³çíîâèäîì çì³øàíî¿ ìîòèâàö³¿ â³ðòó-
àëì³ôîòîïîí³ì³â, ùî çàãàëîì îá³éìàº 38 % íàøî¿ âèá³ðêè. Ïðèêëàäîì 
ïîºäíàííÿ íåâ³äîìî¿ òà ïðîïîçèö³éíî¿ ìîòèâàö³¿ º Wam Bam Island — 
íàçâà îñòðîâà ç ãðè Borderlands 2. Ùå îäíèì ÷àñòîòíèì òèïîì çì³øàíî¿ 
ìîòèâàö³¿ â³ðòóàëì³ôîòîïîí³ì³â º ïîºäíàííÿ àñîö³àòèâíîãî òà ïðîïî-
çèö³éíîãî êîìïîíåíò³â, ïðèêëàäîì ÷îãî ìîæå ñëóãóâàòè íàçâà çîëîòèõ 
øàõò ³ç ãðè Borderlands 2 — Mines of Avarice, äå mines º ïðîïîçèö³éíèì 
êîìïîíåíòîì, à avarice º êîìïîíåíòîì, ùî ìåòàôîðè÷íî îïèñóº çîëî-
òî — ÷åðåç æàä³áí³ñòü, òîáòî åìîö³þ, ÿêó çîëîòî ìîæå âèêëèêàòè. 

Îñíîâí³ òåíäåíö³¿ â ìîòèâàö³¿ â³ðòóàëì³ôîòîïîí³ì³â ìîæíà óíà-
î÷íèòè â òàê³é òàáëèö³: 

Òàáë. 1 

Ìîòèâàö³éíèé ðîçïîä³ë â³ðòóàëì³ôîòîïîí³ì³â 

Òèï ìîòèâàö³¿ Ê³ëüê³ñòü
Ïðîïîçèö³éíèé 31 %
Àñîö³àòèâíèé 25 %
Çì³øàíèé 38 %
Íåâ³äîìà ìîòèâàö³ÿ 6 %
Âñüîãî 100 %

Íà ï³äñòàâ³ àíàë³çó íàøî¿ âèá³ðêè ìîæíà çðîáèòè òàê³ ñïîñòåðå-
æåííÿ ùîäî ñòðóêòóðè â³ðòóàëì³ôîòîïîí³ì³â: 

â³ðòóàëì³ôîòîïîí³ìè, ùî ìàþòü âèñîêèé ñòóï³íü åêçîòè÷íîñò³, 
÷àñòî º ñêëàäåíèìè çà ñòðóêòóðîþ äëÿ ñòâîðåííÿ ³ëþç³¿ íàÿâíîñò³ íå-
çðîçóì³ëî¿ ñòðóêòóðè íà êøòàëò íàçâè åëüô³éñüêîãî ì³ñòà Tir ná Lia 
òà íàçâè äàâíüî¿ åëüô³éñüêî¿ âåæ³ Tor Gvalch’ca ç ãðè Witcher 3, ÿê³ ïî-
êëèêàíî ñòâîðèòè ³ëþç³þ, ùî âîíè íàïèñàí³ äàâíüîþ é íåçðîçóì³ëîþ 
ãðàâöåâ³ ìîâîþ; 

 â³ðòóàëì³ôîòîïîí³ìè, ùî ïîñ³äàþòü öåíòðàëüíå ì³ñöå â ³ãðî-
âîìó âñåñâ³ò³, òîáòî âèêîðèñòîâóþòüñÿ ÷àñò³øå, íåð³äêî º ïðîñòèìè 
çà ñòðóêòóðîþ, íàïðèêëàä, öåíòðàëüíà ëîêàö³ÿ The Dust, ó òîé ÷àñ ÿê 
äðóãîðÿäí³ ëîêàö³¿ â ö³é ãð³ ìàþòü ñêëàäåí³ íàçâè íà êøòàëò ëîêàö³é 
Gull Point ÷è White Orchard. Öå ìîæíà ïîÿñíèòè íåçðó÷í³ñòþ ÷àñòîò-
íîãî âèêîðèñòàííÿ äîâãî¿ òà/÷è áàãàòîêîìïîíåíòíî¿ íàçâè; 

â³ðòóàëì³ôîòîïîí³ìè, ùî âèêîíóþòü ñèìâîë³÷íó ôóíêö³þ, ÷àñòî 
º ïðîñòèìè çà ñòðóêòóðîþ, íàïðèêëàä, íàçâà áàçè êîðïîðàö³¿ Hyperion 
ó ñåð³¿ ³ãîð Borderlands ìàº íàçâó Helios ³ âîíà º ñèìâîëîì çëà â ãð³. 

Ùîäî çàãàëüíèõ òåíäåíö³é ó ñòðóêòóðíèõ îñîáëèâîñòÿõ öüîãî êëà-
ñó îí³ì³â, ¿õ ìîæíà óíàî÷íèòè ó òàêèé ñïîñ³á: 

Òàáë. 2 

Ñòðóêòóðíèé ðîçïîä³ë â³ðòóàëì³ôîòîïîí³ì³â 

Ñòðóêòóðíèé òèï Ê³ëüê³ñòü
Ïðîñò³ ðàçîì 24 %
– Áåçàô³êñí³ 21 %
– Àô³êñàëüí³ 3 %
Ñêëàäí³ ðàçîì 9 %
– Âëàñíå êîìïîçèòè 9 %
Ñêëàäåí³ ðàçîì 67 %
– Îí³ìè-ñëîâîñïîëóêè 8 %
– Îí³ìè-ñëîâîñïîëó÷åííÿ 59 %
Âñüîãî 100 %

Îäíèì ³ç ñòðóêòóðíèõ òèï³â â³ðòóàëì³ôîòîïîí³ì³â º ïðîñòèé, çî-
êðåìà, ïðîñòèé áåçàô³êñíèé, ÿêèé îá³éìàº 21 % íàøî¿ âèá³ðêè. ßê 
áóëî çàçíà÷åíî âèùå, äî öüîãî ñòðóêòóðíîãî òèïó íàëåæàòü â³ðòóàë-
ì³ôîòîïîí³ìè, ùî íàçèâàþòü êëþ÷îâ³ ëîêàö³¿ â ãð³, ÿê³ áàãàòî çãàäó-
þòüñÿ â ïðîöåñ³ âíóòð³øíüî³ãðîâî¿ êîìóí³êàö³¿. Ó öüîìó ðàç³ ìåòîþ 
âèáîðó ïðîñòî¿ çà ñòðóêòóðîþ íàçâè º çðó÷í³ñòü âèêîðèñòàííÿ. Ïðè-
êëàäàìè ìîæóòü ñëóãóâàòè íàçâè îñíîâíèõ ëîêàö³é ³ç ãðè Assassin’s 
Creed 4: Nassau ÷è Havana, ùî º íàçâàìè ðåàëüíèõ ì³ñò. Òàêîæ ìîæ-
íà íàâåñòè ÿê ïðèêëàäè íàçâè íàéá³ëüøèõ ì³ñò ³ç ãðè The Elder Scrolls 
V: Skyrim — Markarth, Morthal, Riften. 3 % â³ä íàøî¿ âèá³ðêè îá³éìàº 
òàêèé ñòðóêòóðíèé ï³äòèï, ÿê-îò ïðîñòèé àô³êñàëüíèé. Òðåáà çàçíà-
÷èòè, ùî äî öüîãî ï³äòèïó íàëåæàòü òàêîæ â³ðòóàëì³ôîòîïîí³ìè, ÿê³ 
ìàþòü çàê³í÷åííÿ ìíîæèíè -s, îñê³ëüêè ÷åðåç ô³êñîâàíèé õàðàêòåð 
ôîðìè âëàñíî¿ íàçâè öÿ ìîðôåìà ñïîíóêàº ïîÿâó íîâîãî ³äåíòèô³êà-
òîðà. Ïðèêëàäîì ïðîñòîãî àô³êñàëüíîãî çà ñòðóêòóðîþ â³ðòóàëì³ôî-
òîïîí³ìà º Depths — ëîêàö³ÿ ç ãðè Dark Souls, ùî ì³ñòèòü çàê³í÷åííÿ 
ìíîæèíè -s. 

Ìàëî÷àñòîòíèì ñòðóêòóðíèì òèïîì ñåðåä â³ðòóàëì³ôîòîïîí³ì³â º 
ñêëàäíèé, ÿêèé îá³éìàº ëèøå 9 % â³ä íàøî¿ âèá³ðêè (çîêðåìà, âñ³ 9 % 
íàëåæàòü äî òàêîãî ï³äòèïó, ÿê âëàñíå êîìïîçèòè), ùî ìîæíà ïîÿñ-
íèòè òèì, ùî â³ðòóàëì³ôîòîïîí³ìè òÿæ³þòü àáî äî ³íôîðìàòèâíîñò³ 
(ùî çóìîâëþº óòâîðåííÿ ñêëàäåíîãî îí³ìà ÷åðåç äîäàâàííÿ êëàñèô³-
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áîì. Öå ïîºäíàííÿ º ÷àñòîòíèì ð³çíîâèäîì çì³øàíî¿ ìîòèâàö³¿ â³ðòó-
àëì³ôîòîïîí³ì³â, ùî çàãàëîì îá³éìàº 38 % íàøî¿ âèá³ðêè. Ïðèêëàäîì 
ïîºäíàííÿ íåâ³äîìî¿ òà ïðîïîçèö³éíî¿ ìîòèâàö³¿ º Wam Bam Island — 
íàçâà îñòðîâà ç ãðè Borderlands 2. Ùå îäíèì ÷àñòîòíèì òèïîì çì³øàíî¿ 
ìîòèâàö³¿ â³ðòóàëì³ôîòîïîí³ì³â º ïîºäíàííÿ àñîö³àòèâíîãî òà ïðîïî-
çèö³éíîãî êîìïîíåíò³â, ïðèêëàäîì ÷îãî ìîæå ñëóãóâàòè íàçâà çîëîòèõ 
øàõò ³ç ãðè Borderlands 2 — Mines of Avarice, äå mines º ïðîïîçèö³éíèì 
êîìïîíåíòîì, à avarice º êîìïîíåíòîì, ùî ìåòàôîðè÷íî îïèñóº çîëî-
òî — ÷åðåç æàä³áí³ñòü, òîáòî åìîö³þ, ÿêó çîëîòî ìîæå âèêëèêàòè. 

Îñíîâí³ òåíäåíö³¿ â ìîòèâàö³¿ â³ðòóàëì³ôîòîïîí³ì³â ìîæíà óíà-
î÷íèòè â òàê³é òàáëèö³: 

Òàáë. 1 

Ìîòèâàö³éíèé ðîçïîä³ë â³ðòóàëì³ôîòîïîí³ì³â 

Òèï ìîòèâàö³¿ Ê³ëüê³ñòü
Ïðîïîçèö³éíèé 31 %
Àñîö³àòèâíèé 25 %
Çì³øàíèé 38 %
Íåâ³äîìà ìîòèâàö³ÿ 6 %
Âñüîãî 100 %

Íà ï³äñòàâ³ àíàë³çó íàøî¿ âèá³ðêè ìîæíà çðîáèòè òàê³ ñïîñòåðå-
æåííÿ ùîäî ñòðóêòóðè â³ðòóàëì³ôîòîïîí³ì³â: 

â³ðòóàëì³ôîòîïîí³ìè, ùî ìàþòü âèñîêèé ñòóï³íü åêçîòè÷íîñò³, 
÷àñòî º ñêëàäåíèìè çà ñòðóêòóðîþ äëÿ ñòâîðåííÿ ³ëþç³¿ íàÿâíîñò³ íå-
çðîçóì³ëî¿ ñòðóêòóðè íà êøòàëò íàçâè åëüô³éñüêîãî ì³ñòà Tir ná Lia 
òà íàçâè äàâíüî¿ åëüô³éñüêî¿ âåæ³ Tor Gvalch’ca ç ãðè Witcher 3, ÿê³ ïî-
êëèêàíî ñòâîðèòè ³ëþç³þ, ùî âîíè íàïèñàí³ äàâíüîþ é íåçðîçóì³ëîþ 
ãðàâöåâ³ ìîâîþ; 

 â³ðòóàëì³ôîòîïîí³ìè, ùî ïîñ³äàþòü öåíòðàëüíå ì³ñöå â ³ãðî-
âîìó âñåñâ³ò³, òîáòî âèêîðèñòîâóþòüñÿ ÷àñò³øå, íåð³äêî º ïðîñòèìè 
çà ñòðóêòóðîþ, íàïðèêëàä, öåíòðàëüíà ëîêàö³ÿ The Dust, ó òîé ÷àñ ÿê 
äðóãîðÿäí³ ëîêàö³¿ â ö³é ãð³ ìàþòü ñêëàäåí³ íàçâè íà êøòàëò ëîêàö³é 
Gull Point ÷è White Orchard. Öå ìîæíà ïîÿñíèòè íåçðó÷í³ñòþ ÷àñòîò-
íîãî âèêîðèñòàííÿ äîâãî¿ òà/÷è áàãàòîêîìïîíåíòíî¿ íàçâè; 

â³ðòóàëì³ôîòîïîí³ìè, ùî âèêîíóþòü ñèìâîë³÷íó ôóíêö³þ, ÷àñòî 
º ïðîñòèìè çà ñòðóêòóðîþ, íàïðèêëàä, íàçâà áàçè êîðïîðàö³¿ Hyperion 
ó ñåð³¿ ³ãîð Borderlands ìàº íàçâó Helios ³ âîíà º ñèìâîëîì çëà â ãð³. 

Ùîäî çàãàëüíèõ òåíäåíö³é ó ñòðóêòóðíèõ îñîáëèâîñòÿõ öüîãî êëà-
ñó îí³ì³â, ¿õ ìîæíà óíàî÷íèòè ó òàêèé ñïîñ³á: 

Òàáë. 2 

Ñòðóêòóðíèé ðîçïîä³ë â³ðòóàëì³ôîòîïîí³ì³â 

Ñòðóêòóðíèé òèï Ê³ëüê³ñòü
Ïðîñò³ ðàçîì 24 %
– Áåçàô³êñí³ 21 %
– Àô³êñàëüí³ 3 %
Ñêëàäí³ ðàçîì 9 %
– Âëàñíå êîìïîçèòè 9 %
Ñêëàäåí³ ðàçîì 67 %
– Îí³ìè-ñëîâîñïîëóêè 8 %
– Îí³ìè-ñëîâîñïîëó÷åííÿ 59 %
Âñüîãî 100 %

Îäíèì ³ç ñòðóêòóðíèõ òèï³â â³ðòóàëì³ôîòîïîí³ì³â º ïðîñòèé, çî-
êðåìà, ïðîñòèé áåçàô³êñíèé, ÿêèé îá³éìàº 21 % íàøî¿ âèá³ðêè. ßê 
áóëî çàçíà÷åíî âèùå, äî öüîãî ñòðóêòóðíîãî òèïó íàëåæàòü â³ðòóàë-
ì³ôîòîïîí³ìè, ùî íàçèâàþòü êëþ÷îâ³ ëîêàö³¿ â ãð³, ÿê³ áàãàòî çãàäó-
þòüñÿ â ïðîöåñ³ âíóòð³øíüî³ãðîâî¿ êîìóí³êàö³¿. Ó öüîìó ðàç³ ìåòîþ 
âèáîðó ïðîñòî¿ çà ñòðóêòóðîþ íàçâè º çðó÷í³ñòü âèêîðèñòàííÿ. Ïðè-
êëàäàìè ìîæóòü ñëóãóâàòè íàçâè îñíîâíèõ ëîêàö³é ³ç ãðè Assassin’s 
Creed 4: Nassau ÷è Havana, ùî º íàçâàìè ðåàëüíèõ ì³ñò. Òàêîæ ìîæ-
íà íàâåñòè ÿê ïðèêëàäè íàçâè íàéá³ëüøèõ ì³ñò ³ç ãðè The Elder Scrolls 
V: Skyrim — Markarth, Morthal, Riften. 3 % â³ä íàøî¿ âèá³ðêè îá³éìàº 
òàêèé ñòðóêòóðíèé ï³äòèï, ÿê-îò ïðîñòèé àô³êñàëüíèé. Òðåáà çàçíà-
÷èòè, ùî äî öüîãî ï³äòèïó íàëåæàòü òàêîæ â³ðòóàëì³ôîòîïîí³ìè, ÿê³ 
ìàþòü çàê³í÷åííÿ ìíîæèíè -s, îñê³ëüêè ÷åðåç ô³êñîâàíèé õàðàêòåð 
ôîðìè âëàñíî¿ íàçâè öÿ ìîðôåìà ñïîíóêàº ïîÿâó íîâîãî ³äåíòèô³êà-
òîðà. Ïðèêëàäîì ïðîñòîãî àô³êñàëüíîãî çà ñòðóêòóðîþ â³ðòóàëì³ôî-
òîïîí³ìà º Depths — ëîêàö³ÿ ç ãðè Dark Souls, ùî ì³ñòèòü çàê³í÷åííÿ 
ìíîæèíè -s. 

Ìàëî÷àñòîòíèì ñòðóêòóðíèì òèïîì ñåðåä â³ðòóàëì³ôîòîïîí³ì³â º 
ñêëàäíèé, ÿêèé îá³éìàº ëèøå 9 % â³ä íàøî¿ âèá³ðêè (çîêðåìà, âñ³ 9 % 
íàëåæàòü äî òàêîãî ï³äòèïó, ÿê âëàñíå êîìïîçèòè), ùî ìîæíà ïîÿñ-
íèòè òèì, ùî â³ðòóàëì³ôîòîïîí³ìè òÿæ³þòü àáî äî ³íôîðìàòèâíîñò³ 
(ùî çóìîâëþº óòâîðåííÿ ñêëàäåíîãî îí³ìà ÷åðåç äîäàâàííÿ êëàñèô³-
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êàòèâíîãî êîìïîíåíòà íà êøòàëò Shrine â Firelink Shrine — íàçâ³ ëî-
êàö³¿ ç ãðè Dark Souls) àáî äî çðó÷íîñò³ âèêîðèñòàííÿ (ùî çóìîâëþº 
óòâîðåííÿ ïðîñòîãî çà ñòðóêòóðîþ îí³ìà). Ïðèêëàäîì îí³ìà, ÿêèé 
íàëåæèòü äî ñêëàäíîãî ñòðóêòóðíîãî òèïó, º Fyrestone — íàçâà ëîêàö³¿ 
³ç ñåð³¿ ³ãîð Borderlands, ÿêå º ïîºäíàííÿì fire (ñïîòâîðåíå íàïèñàí-
íÿì ÷åðåç ë³òåðó y, ³ìîâ³ðíî, äëÿ ï³äêðåñëåííÿ áåçãðàìîòíîñò³ ì³ñöå-
âîãî íàñåëåííÿ, îñê³ëüêè â áàãàòüîõ ì³ñöÿõ ó ãð³ ç’ÿâëÿþòüñÿ íàïèñè 
³ç îðôîãðàô³÷íèìè òà ãðàìàòè÷íèìè ïîìèëêàìè íà êøòàëò íàïèñó 
PIS OFF, ùî ÷àñòî òðàïëÿºòüñÿ â ð³çíèõ ëîêàö³ÿõ ãðè, ÿêîìó áðàêóº 
äðóãî¿ ë³òåðè s äëÿ îðôîãðàô³÷íî¿ êîðåêòíîñò³) òà stone. 

Íàé÷àñòîòí³øèì ñòðóêòóðíèì òèïîì â³ðòóàëì³ôîòîïîí³ì³â º 
ñêëàäåíèé, ÿêèé îá³éìàº 67 % íàøî¿ âèá³ðêè çàãàëîì. Ó éîãî ìåæ-
àõ ìîæíà çàçíà÷èòè äâà ï³äòèïè, îäèí — öå îí³ìè-ñëîâîñïîëóêè, ÿê³ 
çàéìàþòü 8 % íàøî¿ âèá³ðêè. Ïðèêëàäîì öüîãî ñòðóêòóðíîãî ï³ä-
òèïó ìîæå âèñòóïèòè The Bunker — íàçâà ëîêàö³¿ ç ãðè Borderlands 2, 
ùî º ïîºäíàííÿì ³ìåííèêà ç àðòèêëåì (â³í º íàé÷àñò³øå óæèâàíèì 
ñëóæáîâèì ñëîâîì â îí³ìàõ-ñëîâîñïîëóêàõ). Ùå îäíèì ï³äòèïîì, 
ùî îá³éìàº 59 % â³ä íàøî¿ âèá³ðêè, º îí³ìè-ñëîâîñïîëó÷åííÿ. Öåé 
òèï º ÷àñòîòíèì, îñê³ëüêè ÷èìàëà ê³ëüê³ñòü ëîêàö³é â ³ãðàõ ìàþòü 
äðóãîðÿäíèé õàðàêòåð — ó öèõ ëîêàö³ÿõ íå â³äáóâàþòüñÿ çíà÷í³ ñþ-
æåòí³ ïîä³¿, à ³íîä³ ãðàâåöü ìîæå íå çàõîäèòè â ö³ ëîêàö³¿ âçàãàë³ áåç 
íåãàòèâíèõ íàñë³äê³â äëÿ ïðîñóâàííÿ ó ñþæåòí³é ë³í³¿, ÷åðåç ùî òàê³ 
ëîêàö³¿ ì³ñòÿòü êëàñèô³êàòèâíèé êîìïîíåíò íà êøòàëò ñëîâà Inn ó 
ëîêàö³¿ Nightgate Inn ³ç ãðè The Elder Scrolls V: Skyrim, ÿêèé äîïîìàãàº 
ãðàâöåâ³ âèð³øèòè, ÷è âàðòà öÿ ëîêàö³ÿ â³çèòó. Ùå îäíèì ïðèêëàäîì 
öüîãî ï³äòèïó ìîæå ñëóãóâàòè íàçâà ëîêàö³¿ ç ãðè Dark Souls 3 — Irithyll 
of the Boreal Valley. 

Ó íàø³é âèá³ðö³ íå áóëî âèÿâëåíî â³ðòóàëì³ôîòîïîí³ì³â, ÿê³ íà-
ëåæàëè áè äî àô³êñàëüíèõ êîìïîçèò³â, ñêëàäíèõ ñêîðî÷åíü ÷è îí³ì³â-
ôðàç. 

Ùîäî ñëîâîòâ³ðíî¿ ñïåöèô³êè â³ðòóàëì³ôîòîïîí³ì³â, ¿¿ ìîæíà 
óíàî÷íèòè òàêèì ÷èíîì (äèâ. òàáë. 3).

Íàé÷àñòîòí³øîþ ñëîâîòâ³ðíîþ ìîäåëëþ, ÿêà âèêîðèñòîâóºòüñÿ 
äëÿ óòâîðåííÿ â³ðòóàëì³ôîòîïîí³ì³â, º ñëîâîñêëàäàííÿ, ùî îá³éìàº 
76 % â³ä íàøî¿ âèá³ðêè. Çîêðåìà, âñ³ â³ðòóàëì³ôîòîïîí³ìè íàëåæàòü 
äî îäíîãî ï³äòèïó ñëîâîñêëàäàííÿ — âëàñíå ñêëàäàííÿ, ùî îá³éìàº 
âñ³ çàçíà÷åí³ 76 % â³ä íàøî¿ âèá³ðêè. Ïðèêëàäàìè ìîæóòü ñëóãóâà-

òè òàê³ íàçâè ëîêàö³é ³ç ãðè Bloodborne: ëàáîðàòîð³ÿ Abandoned Old 
Workshop, ðåã³îí ì³ñòà Yharnam, ÿêèé íàçèâàºòüñÿ Old Yharnam, òà íà-
çâà ñåëèùà Yahar’gul, Unseen Village. Òàêîæ ìîæíà íàâåñòè òàê³ ïðè-
êëàäè ç ãðè The Elder Scrolls V: Skyrim: ã³ðñüêèé ìîíàñòèð High Hrothgar, 
õðàì Nightcaller Temple ÷è â³éñüêîâèé òàá³ð Winterhold Imperial Camp. 

Òàáë. 3 

Ñëîâîòâ³ðíèé ðîçïîä³ë â³ðòóàëì³ôîòîïîí³ì³â 

Ñëîâîòâ³ðíèé òèï Ê³ëüê³ñòü
Îäíîîñíîâíå ñëîâî 21 %
Àô³êñàö³ÿ 3 %
Ñêëàäàííÿ ðàçîì 76 %
– Âëàñíå ñêëàäàííÿ 76 %
Âñüîãî 100 %

21 % â³ðòóàëì³ôîòîïîí³ì³â ³ç íàøî¿ âèá³ðêè º îäíîîñíîâíèìè 
ñëîâàìè çà ñòðóêòóðîþ. Ìîæíà íàâåñòè òàê³ ïðèêëàäè ç ãðè Command 
& Conquer 3: Tiberium Wars, ÿê³ çá³ãàþòüñÿ ³ç íàçâàìè ðåàëüíèõ ì³ñò: 
Stuttgart, Munich, Cairo. Òðåáà çàçíà÷èòè, ùî â äåÿêèõ ³ãðàõ, çîêðåìà, 
â ³ãðàõ ñþæåòó ó ôåíòåç³éíîìó òà íàóêîâî-ôàíòàñòè÷íîìó ñåòèíãàõ, 
ðîçðîáíèêàìè ðîáèòüñÿ ñïðîáà ñòâîðèòè ïñåâäîñêëàäí³ ÷è ïñåâäî-
ñêëàäåí³ íàçâè çà äîïîìîãîþ âèêîðèñòàííÿ íàçâ âèãàäàíèìè ìîâà-
ìè ç îäíîòèïíèìè åëåìåíòàìè, ùî ñòâîðþþòü ³ëþç³þ íåçðîçóì³ëî¿ 
ãðàâöåâ³ ñòðóêòóðè. ßê ïðèêëàä öüîãî ôåíîìåíó ìîæíà íàâåñòè íà-
çâè äâåìåðñüêèõ ðó¿í (äâåìåðè — öå âèãàäàíà ðàñà ó âñåñâ³ò³ ñåð³¿ The 
Elder Scrolls, ÿêà ìàº õàðàêòåðèñòèêè ãíîì³â ç ³íøèõ òâîð³â, ô³ëüì³â 
òà ³íøèõ ïðîäóêò³â ìàñîâî¿ êóëüòóðè â æàíð³ ôåíòåç³) ç ãðè The Elder 
Scrolls V: Skyrim: Avanchnzel, Kagrenzel, Nchuand-Zel. Óñ³ íàâåäåí³ â³ðòó-
àëì³ôîòîïîí³ìè ìàþòü ê³íöåâèé êîìïîíåíò zel (ÿêèé ó òðåòüîìó âè-
ïàäêó â³äîêðåìëåíî äåô³ñîì), ùî ñòâîðþº ³ëþç³þ òîãî, ùî ö³ îí³ìè 
áóëî óòâîðåíî çà äîïîìîãîþ ñëîâîñêëàäàííÿ, ³ zel º êëàñèô³êàòèâíèì 
êîìïîíåíòîì, ÿêèé, ³ìîâ³ðí³øå, îçíà÷àº ì³ñòî. Îñê³ëüêè íåìàº ìîæ-
ëèâîñò³ âèîêðåìèòè êîìïîíåíòè-êîíñòèòóåíòè öèõ íàçâ, ìè êëàñè-
ô³êóºìî ¿õ äî îäíîîñíîâíèõ ñë³â. 

Àô³êñàö³ÿ ìàº ìàëèé ñòóï³íü ðåïðåçåíòàö³¿ â íàø³é âèá³ðö³ — 
ëèøå 3 %, ùî ïîÿñíþºòüñÿ òÿæ³ííÿì â³ðòóàëì³ôîòîïîí³ì³â àáî äî 
êîðîòêîñò³ ³ çðó÷íîñò³ ïðîñòèõ áåçàô³êñíèõ îí³ì³â, àáî äî ³íôîðìà-
òèâíîñò³ ñêëàäåíèõ îí³ì³â. Îäíèì ³ç ïðèêëàä³â îí³ìà, óòâîðåíîãî çà 
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êàòèâíîãî êîìïîíåíòà íà êøòàëò Shrine â Firelink Shrine — íàçâ³ ëî-
êàö³¿ ç ãðè Dark Souls) àáî äî çðó÷íîñò³ âèêîðèñòàííÿ (ùî çóìîâëþº 
óòâîðåííÿ ïðîñòîãî çà ñòðóêòóðîþ îí³ìà). Ïðèêëàäîì îí³ìà, ÿêèé 
íàëåæèòü äî ñêëàäíîãî ñòðóêòóðíîãî òèïó, º Fyrestone — íàçâà ëîêàö³¿ 
³ç ñåð³¿ ³ãîð Borderlands, ÿêå º ïîºäíàííÿì fire (ñïîòâîðåíå íàïèñàí-
íÿì ÷åðåç ë³òåðó y, ³ìîâ³ðíî, äëÿ ï³äêðåñëåííÿ áåçãðàìîòíîñò³ ì³ñöå-
âîãî íàñåëåííÿ, îñê³ëüêè â áàãàòüîõ ì³ñöÿõ ó ãð³ ç’ÿâëÿþòüñÿ íàïèñè 
³ç îðôîãðàô³÷íèìè òà ãðàìàòè÷íèìè ïîìèëêàìè íà êøòàëò íàïèñó 
PIS OFF, ùî ÷àñòî òðàïëÿºòüñÿ â ð³çíèõ ëîêàö³ÿõ ãðè, ÿêîìó áðàêóº 
äðóãî¿ ë³òåðè s äëÿ îðôîãðàô³÷íî¿ êîðåêòíîñò³) òà stone. 

Íàé÷àñòîòí³øèì ñòðóêòóðíèì òèïîì â³ðòóàëì³ôîòîïîí³ì³â º 
ñêëàäåíèé, ÿêèé îá³éìàº 67 % íàøî¿ âèá³ðêè çàãàëîì. Ó éîãî ìåæ-
àõ ìîæíà çàçíà÷èòè äâà ï³äòèïè, îäèí — öå îí³ìè-ñëîâîñïîëóêè, ÿê³ 
çàéìàþòü 8 % íàøî¿ âèá³ðêè. Ïðèêëàäîì öüîãî ñòðóêòóðíîãî ï³ä-
òèïó ìîæå âèñòóïèòè The Bunker — íàçâà ëîêàö³¿ ç ãðè Borderlands 2, 
ùî º ïîºäíàííÿì ³ìåííèêà ç àðòèêëåì (â³í º íàé÷àñò³øå óæèâàíèì 
ñëóæáîâèì ñëîâîì â îí³ìàõ-ñëîâîñïîëóêàõ). Ùå îäíèì ï³äòèïîì, 
ùî îá³éìàº 59 % â³ä íàøî¿ âèá³ðêè, º îí³ìè-ñëîâîñïîëó÷åííÿ. Öåé 
òèï º ÷àñòîòíèì, îñê³ëüêè ÷èìàëà ê³ëüê³ñòü ëîêàö³é â ³ãðàõ ìàþòü 
äðóãîðÿäíèé õàðàêòåð — ó öèõ ëîêàö³ÿõ íå â³äáóâàþòüñÿ çíà÷í³ ñþ-
æåòí³ ïîä³¿, à ³íîä³ ãðàâåöü ìîæå íå çàõîäèòè â ö³ ëîêàö³¿ âçàãàë³ áåç 
íåãàòèâíèõ íàñë³äê³â äëÿ ïðîñóâàííÿ ó ñþæåòí³é ë³í³¿, ÷åðåç ùî òàê³ 
ëîêàö³¿ ì³ñòÿòü êëàñèô³êàòèâíèé êîìïîíåíò íà êøòàëò ñëîâà Inn ó 
ëîêàö³¿ Nightgate Inn ³ç ãðè The Elder Scrolls V: Skyrim, ÿêèé äîïîìàãàº 
ãðàâöåâ³ âèð³øèòè, ÷è âàðòà öÿ ëîêàö³ÿ â³çèòó. Ùå îäíèì ïðèêëàäîì 
öüîãî ï³äòèïó ìîæå ñëóãóâàòè íàçâà ëîêàö³¿ ç ãðè Dark Souls 3 — Irithyll 
of the Boreal Valley. 

Ó íàø³é âèá³ðö³ íå áóëî âèÿâëåíî â³ðòóàëì³ôîòîïîí³ì³â, ÿê³ íà-
ëåæàëè áè äî àô³êñàëüíèõ êîìïîçèò³â, ñêëàäíèõ ñêîðî÷åíü ÷è îí³ì³â-
ôðàç. 

Ùîäî ñëîâîòâ³ðíî¿ ñïåöèô³êè â³ðòóàëì³ôîòîïîí³ì³â, ¿¿ ìîæíà 
óíàî÷íèòè òàêèì ÷èíîì (äèâ. òàáë. 3).

Íàé÷àñòîòí³øîþ ñëîâîòâ³ðíîþ ìîäåëëþ, ÿêà âèêîðèñòîâóºòüñÿ 
äëÿ óòâîðåííÿ â³ðòóàëì³ôîòîïîí³ì³â, º ñëîâîñêëàäàííÿ, ùî îá³éìàº 
76 % â³ä íàøî¿ âèá³ðêè. Çîêðåìà, âñ³ â³ðòóàëì³ôîòîïîí³ìè íàëåæàòü 
äî îäíîãî ï³äòèïó ñëîâîñêëàäàííÿ — âëàñíå ñêëàäàííÿ, ùî îá³éìàº 
âñ³ çàçíà÷åí³ 76 % â³ä íàøî¿ âèá³ðêè. Ïðèêëàäàìè ìîæóòü ñëóãóâà-

òè òàê³ íàçâè ëîêàö³é ³ç ãðè Bloodborne: ëàáîðàòîð³ÿ Abandoned Old 
Workshop, ðåã³îí ì³ñòà Yharnam, ÿêèé íàçèâàºòüñÿ Old Yharnam, òà íà-
çâà ñåëèùà Yahar’gul, Unseen Village. Òàêîæ ìîæíà íàâåñòè òàê³ ïðè-
êëàäè ç ãðè The Elder Scrolls V: Skyrim: ã³ðñüêèé ìîíàñòèð High Hrothgar, 
õðàì Nightcaller Temple ÷è â³éñüêîâèé òàá³ð Winterhold Imperial Camp. 

Òàáë. 3 

Ñëîâîòâ³ðíèé ðîçïîä³ë â³ðòóàëì³ôîòîïîí³ì³â 

Ñëîâîòâ³ðíèé òèï Ê³ëüê³ñòü
Îäíîîñíîâíå ñëîâî 21 %
Àô³êñàö³ÿ 3 %
Ñêëàäàííÿ ðàçîì 76 %
– Âëàñíå ñêëàäàííÿ 76 %
Âñüîãî 100 %

21 % â³ðòóàëì³ôîòîïîí³ì³â ³ç íàøî¿ âèá³ðêè º îäíîîñíîâíèìè 
ñëîâàìè çà ñòðóêòóðîþ. Ìîæíà íàâåñòè òàê³ ïðèêëàäè ç ãðè Command 
& Conquer 3: Tiberium Wars, ÿê³ çá³ãàþòüñÿ ³ç íàçâàìè ðåàëüíèõ ì³ñò: 
Stuttgart, Munich, Cairo. Òðåáà çàçíà÷èòè, ùî â äåÿêèõ ³ãðàõ, çîêðåìà, 
â ³ãðàõ ñþæåòó ó ôåíòåç³éíîìó òà íàóêîâî-ôàíòàñòè÷íîìó ñåòèíãàõ, 
ðîçðîáíèêàìè ðîáèòüñÿ ñïðîáà ñòâîðèòè ïñåâäîñêëàäí³ ÷è ïñåâäî-
ñêëàäåí³ íàçâè çà äîïîìîãîþ âèêîðèñòàííÿ íàçâ âèãàäàíèìè ìîâà-
ìè ç îäíîòèïíèìè åëåìåíòàìè, ùî ñòâîðþþòü ³ëþç³þ íåçðîçóì³ëî¿ 
ãðàâöåâ³ ñòðóêòóðè. ßê ïðèêëàä öüîãî ôåíîìåíó ìîæíà íàâåñòè íà-
çâè äâåìåðñüêèõ ðó¿í (äâåìåðè — öå âèãàäàíà ðàñà ó âñåñâ³ò³ ñåð³¿ The 
Elder Scrolls, ÿêà ìàº õàðàêòåðèñòèêè ãíîì³â ç ³íøèõ òâîð³â, ô³ëüì³â 
òà ³íøèõ ïðîäóêò³â ìàñîâî¿ êóëüòóðè â æàíð³ ôåíòåç³) ç ãðè The Elder 
Scrolls V: Skyrim: Avanchnzel, Kagrenzel, Nchuand-Zel. Óñ³ íàâåäåí³ â³ðòó-
àëì³ôîòîïîí³ìè ìàþòü ê³íöåâèé êîìïîíåíò zel (ÿêèé ó òðåòüîìó âè-
ïàäêó â³äîêðåìëåíî äåô³ñîì), ùî ñòâîðþº ³ëþç³þ òîãî, ùî ö³ îí³ìè 
áóëî óòâîðåíî çà äîïîìîãîþ ñëîâîñêëàäàííÿ, ³ zel º êëàñèô³êàòèâíèì 
êîìïîíåíòîì, ÿêèé, ³ìîâ³ðí³øå, îçíà÷àº ì³ñòî. Îñê³ëüêè íåìàº ìîæ-
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äîïîìîãîþ àô³êñàö³¿, º Underpass — íàçâà ëîêàö³¿ ç ãðè Borderlands, 
ÿêó áóëî óòâîðåíî çà äîïîìîãîþ ïðåô³êñà under-. 

ÂÈÑÍÎÂÊÈ 
Óçàãàëüíþþ÷è çäîáóòêè ïðîâåäåíîãî äîñë³äæåííÿ, ìîæåìî ï³ä-

âåñòè ï³äñóìêè, ùî äî îñíîâíèõ ôóíêö³é â³ðòóàëì³ôîòîïîí³ì³â íà-
ëåæàòü: ðîçä³ëåííÿ âíóòð³øíüî³ãðîâîãî äîñâ³äó ãðàâöÿ íà ñåãìåíòè 
äëÿ ïîëåãøåííÿ îð³ºíòàö³¿ â ïðîñòîð³ é ÷àñ³ ãðè, à òàêîæ ïîëåãøåííÿ 
êîìóí³êàö³¿ ì³æ ãðàâöÿìè; ñèìâîë³÷íà é ñòåðåîòèï³çàö³éíà ç ìåòîþ 
ï³äòðèìàííÿ àòìîñôåðè ãðè. Õàðàêòåðèçóþ÷è ìîòèâàö³éí³ îñîáëè-
âîñò³ â³ðòóàëì³ôîòîïîí³ì³â, òðåáà çàçíà÷èòè äîì³íóâàííÿ òàêèõ òè-
ï³â ìîòèâàö³¿: çì³øàíèé (38 %), çîêðåìà, äîäàâàííÿ ïðîïîçèö³éíîãî 
êîìïîíåíòà äî îí³ìà ç íåâ³äîìîþ ÷è àñîö³àòèâíîþ ìîòèâàö³ºþ, òà 
ïðîïîçèö³éíèé (31 %), ùî ñëóãóþòü ñòâîðåííþ ñàìîïîÿñíþâàëüíèõ 
íàçâ, òà àñîö³àòèâíèé (25 %), ÿêèé º âèðàæåííÿì êðåàòèâíî¿ ñâîáîäè 
ðîçðîáíèê³â òà ³íîä³ ñëóãóº âèêîíàííþ ñèìâîë³÷íî¿ ôóíêö³¿. 

Ùîäî ñòðóêòóðè â³ðòóàëì³ôîòîïîí³ì³â, òî 59 % â³ä íàøî¿ âèá³ðêè 
ñòàíîâëÿòü îí³ìè-ñëîâîñïîëó÷åííÿ. Öåé òèï º ÷àñòîòíèì, îñê³ëüêè 
çíà÷íà ê³ëüê³ñòü ëîêàö³é â ³ãðàõ ìàþòü äðóãîðÿäíèé õàðàêòåð, ÷åðåç 
ùî òàê³ ëîêàö³¿ ì³ñòÿòü êëàñèô³êàòèâíèé êîìïîíåíò. Ïðîñòèé áåç-
àô³êñíèé çàéìàº 21 % íàøî¿ âèá³ðêè. Äî öüîãî ñòðóêòóðíîãî òèïó íà-
ëåæàòü â³ðòóàëì³ôîòîïîí³ìè, ÿê³ íàçèâàþòü êëþ÷îâ³ ëîêàö³¿ â ãð³, ùî 
áàãàòî çãàäóþòüñÿ â ïðîöåñ³ âíóòð³øíüî³ãðîâî¿ êîìóí³êàö³¿. Ó öüîìó 
ðàç³ ìåòîþ âèáîðó ïðîñòî¿ çà ñòðóêòóðîþ íàçâè º çðó÷í³ñòü âèêîðèñ-
òàííÿ. 76 % â³ðòóàëì³ôîòîïîí³ì³â ³ç íàøî¿ âèá³ðêè áóëî óòâîðåíî çà 
äîïîìîãîþ ñëîâîñêëàäàííÿ, çîêðåìà, âëàñíå ñêëàäàííÿ; ùå 21 % º 
îäíîîñíîâíèìè ñëîâàìè çà ñòðóêòóðîþ. Ó ïîäàëüøèõ ðîçâ³äêàõ ïëà-
íóºòüñÿ äîñë³äèòè ôóíêö³éíó, ñòðóêòóðíó, äåðèâàö³éíó ³ ìîòèâàö³éíó 
ñïåöèô³êó ³íøèõ êëàñ³â â³ðòóàëì³ôîí³ì³â. 
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ÑÏÅÖÈÔ²ÊÀ ÀÍÃËÎÌÎÂÍÈÕ Â²ÐÒÓÀËÌ²ÔÎÒÎÏÎÍ²Ì²Â 

ÀÍÎÒÀÖ²ß 
Âñòóï. Ó ïðîïîíîâàíîìó äîñë³äæåíí³ îõàðàêòåðèçîâàíî ñó÷àñí³ 

êîìï’þòåðí³ ³ãðè ç ë³íãâ³ñòè÷íîãî, à ñàìå îíîìàñòè÷íîãî, íàïðÿìó, çîêðåìà, 
âèâ÷àþòüñÿ ð³çí³ àñïåêòè ïðîïð³àëüíî¿ ëåêñèêè, à ñàìå ìîòèâàö³éí³ îñîáëè-
âîñò³ ÷åðåç ïðèçìó ïñèõîìåíòàëüíèõ îïåðàö³é, ÿê³ â³äáóâàþòüñÿ ïðè ¿¿ óòâî-
ðåíí³, òà ¿õíÿ ðîëü â åëåêòðîííîìó äèñêóðñ³ êîìï’þòåðíèõ ³ãîð, îòæå, äî-
ñë³äæåííÿ íàëåæèòü äî êîãí³òèâíî-äèñêóðñèâíî¿ ïàðàäèãìè. 

Ìåòà. Ìåòîþ äîñë³äæåííÿ º âñòàíîâëåííÿ çàãàëüíèõ òåíäåíö³é àíãëî-
ìîâíî¿ íîì³íàö³¿ îá’ºêò³â â³ðòóàëüíèõ ñâ³ò³â êîìï’þòåðíèõ ³ãîð. Îá’ºêòîì 
äîñë³äæåííÿ º àíãëîìîâíèé îí³ìíèé ïðîñò³ð ñó÷àñíèõ êîìï’þòåðíèõ ³ãîð. 
Ïðåäìåòîì äîñë³äæåííÿ º ñòðóêòóðíî-ñåìàíòè÷í³ îñîáëèâîñò³ â³ðòóàëì³-
ôîòîïîí³ì³â â åëåêòðîííîìó äèñêóðñ³ êîìï’þòåðíèõ ³ãîð. 

Ìàòåð³àë òà ìåòîäè. Ìàòåð³àëîì äîñë³äæåííÿ ïîñëóãóâàëè 300 â³ðòó-
àëì³ôîí³ì³â, ä³áðàí³ ìåòîäîì ñóö³ëüíî¿ âèá³ðêè ç ïîïóëÿðíèõ àíãëîìîâíèõ ³ãîð 
ð³çíèõ æàíð³â. Ï³ä ÷àñ äîñë³äæåííÿ âèêîðèñòîâóâàëèñÿ ìåòîäè, ÿê³ º íàé-
á³ëüø âæèâàíèìè â ñó÷àñíèõ îíîìàñòè÷íèõ ðîçâ³äêàõ: çàãàëüíîíàóêîâ³, ÿê-
îò ³íäóêö³ÿ òà äåäóêö³ÿ, àíàë³ç òà ñèíòåç, äëÿ ñòâîðåííÿ äîñë³äæåííÿ, ÿêå 
á â³äïîâ³äàëî ñòàíäàðòàì ñâ³òîâî¿ íàóêè; çàãàëüíîë³íãâ³ñòè÷í³: îïèñîâèé, 
òàêñîí³ì³÷íèé òà ñòðóêòóðíèé, ùîá êëàñèô³êóâàòè é âïîðÿäêóâàòè ìà-
òåð³àë; à òàêîæ ìîòèâàö³éíèé àíàë³ç äëÿ ðåêîíñòðóêö³¿ ìîòèâ³â íîì³íàö³¿ 
îí³ì³â. Áóëî òàêîæ âèêîðèñòàíî ê³ëüê³ñíèé ìåòîä ç ìåòîþ óçàãàëüíåííÿ ³ 
êâàíòèô³êàö³¿ ðåçóëüòàò³â äîñë³äæåííÿ. 

Ðåçóëüòàòè. Áóëî ñõàðàêòåðèçîâàíî òàêèé íîâ³òí³é íàïðÿì â îíîìàñ-
òèö³, ÿê â³ðòóàëì³ôîí³ì³êà, ³ îïèñàíî â³ðòóàëì³ôîòîïîí³ìè â åëåêòðîííî-
ìó äèñêóðñ³ êîìï’þòåðíèõ ³ãîð, à òàêîæ îêðåñëåíî ôóíêö³éí³ é ìîòèâàö³éí³ 
îñîáëèâîñò³ â³ðòóàëì³ôîòîïîí³ì³â. 

Âèñíîâêè. Áóëî âèçíà÷åíî, ùî äî îñíîâíèõ ôóíêö³é â³ðòóàëì³ôîòîïîí³ì³â 
íàëåæàòü: ðîçä³ëåííÿ âíóòð³øíüî³ãðîâîãî äîñâ³äó ãðàâöÿ íà ñåãìåíòè äëÿ ïî-

ëåãøåííÿ îð³ºíòàö³¿ â ïðîñòîð³ é ÷àñ³ ãðè, à òàêîæ ïîëåãøåííÿ êîìóí³êàö³¿ 
ì³æ ãðàâöÿìè, ñèìâîë³÷íà é ñòåðåîòèï³çàö³éíà, ùîá ï³äòðèìàòè àòìîñôå-
ðó ãðè. Ùîäî ìîòèâàö³éíèõ îñîáëèâîñòåé â³ðòóàëì³ôîòîïîí³ì³â, äîì³íóþòü 
òàê³ òèïè ìîòèâàö³¿: çì³øàíèé (38 %), çîêðåìà, äîäàâàííÿ ïðîïîçèö³éíîãî 
êîìïîíåíòó äî îí³ìà ç íåâ³äîìîþ ÷è àñîö³àòèâíîþ ìîòèâàö³ºþ, òà ïðîïî-
çèö³éíèé (31 %), ùî ñëóãóþòü ñòâîðåííþ ñàìîïîÿñíþâàëüíèõ íàçâ, òà àñîö³-
àòèâíèé (25 %), ÿêèé º âèðàæåííÿì êðåàòèâíî¿ ñâîáîäè ðîçðîáíèê³â òà ³íîä³ 
ñëóãóº âèêîíàííþ ñèìâîë³÷íî¿ ôóíêö³¿. 

Êëþ÷îâ³ ñëîâà: îíîìàñòèêà, êîìï’þòåðíà ãðà, ³äåîí³ì, â³ðòóàëì³ôîòî-
ïîí³ì, ìîòèâàö³ÿ, ôóíêö³¿. 
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Îäåññêîãî íàöèîíàëüíîãî óíèâåðñèòåòà èì. È. È. Ìå÷íèêîâà, 
Ôðàíöóçñêèé áóëüâàð 24/26, ê. 131, 132, ã. Îäåññà, 65058, Óêðàèíà, 
òåë. +380930288888; e-mail: elena_karpenko @ ukr.net, 
ORCID ID: 0000–0001–5576–6781 
ÂÀÐÁÀÍÅÖ Òàòüÿíà Âèêòîðîâíà 
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Íàöèîíàëüíîãî óíèâåðñèòåòà «Îäåññêàÿ þðèäè÷åñêàÿ àêàäåìèÿ», 
óë. Àêàäåìè÷åñêàÿ, 2, Îäåññà, 65009, Óêðàèíà; 
òåë.: +380674864308; e-mail: proffessor.tatyana@icloud.com; 
ORCID ID: 0000–0002–4278–0442 

ÑÏÅÖÈÔÈÊÀ ÀÍÃËÎßÇÛ×ÍÛÕ ÂÈÐÒÓÀËÌÈÔÎÒÎÏÎÍÈÌÎÂ 

ÀÍÍÎÒÀÖÈß
Ââåäåíèå. Â ïðåäëàãàåìîì èññëåäîâàíèè ðàññìîòðåíû ñîâðåìåííûå êîì-

ïüþòåðíûå èãðû ñ ëèíãâèñòè÷åñêîé, à èìåííî îíîìàñòè÷åñêîé, òî÷êè çðå-
íèÿ, â ÷àñòíîñòè, èçó÷àþòñÿ ðàçëè÷íûå îñîáåííîñòè ïðîïðèàëüíîé ëåêñèêè 
âðîäå èõ ìîòèâàöèîííûõ îñîáåííîñòåé ÷åðåç ïðèçìó ïñèõîìåíòàëüíûõ îïå-
ðàöèé, êîòîðûå ñëó÷àþòñÿ ïðè èõ îáðàçîâàíèè, è èõ ðîëü â ýëåêòðîííîì äè-
ñêóðñå êîìïüþòåðíûõ èãð, ñëåäîâàòåëüíî, èññëåäîâàíèÿ îòíîñèòñÿ ê êîãíè-
òèâíî-äèñêóðñèâíîé ïàðàäèãìå. 

Öåëü. Öåëüþ èññëåäîâàíèÿ ÿâëÿåòñÿ óñòàíîâëåíèå îáùèõ çàêîíîìåðíî-
ñòåé àíãëîÿçû÷íîé íîìèíàöèè îáúåêòîâ âèðòóàëüíûõ ìèðîâ êîìïüþòåðíûõ 
èãð. Îáúåêòîì èññëåäîâàíèÿ ÿâëÿåòñÿ àíãëîÿçû÷íîå îíèìíîå ïðîñòðàíñòâî 
ñîâðåìåííûõ êîìïüþòåðíûõ èãð. Ïðåäìåòîì èññëåäîâàíèÿ ÿâëÿþòñÿ ñòðóê-
òóðíî-ñåìàíòè÷åñêèå îñîáåííîñòè âèðòóàëìèôîòîïîíèìîâ â ýëåêòðîííîì 
äèñêóðñå êîìïüþòåðíûõ èãð. 

Ìàòåðèàëû è ìåòîäû. Ìàòåðèàëîì èññëåäîâàíèÿ ïîñëóæèëè 300 âèð-
òóàëìèôîòîïîíèìîâ, âûáðàííûå ìåòîäîì ñïëîøíîé âûáîðêè èç ïîïóëÿðíûõ 
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ÊÀÐÏÅÍÊÎ Îëåíà Þð³¿âíà 
äîêòîð ô³ëîëîã³÷íèõ íàóê, ïðîôåñîð, 
çàâ³äóâà÷ êàôåäðè ãðàìàòèêè àíãë³éñüêî¿ ìîâè 
Îäåñüêîãî íàö³îíàëüíîãî óí³âåðñèòåòó ³ìåí³ ². ². Ìå÷íèêîâà, 
Ôðàíöóçüêèé áóëüâàð, 24/26, Îäåñà, 65058, Óêðà¿íà; 
òåë.: +380930288888; e-mail: elena_karpenko@ukr.net; 
ORCID ID: 0000–0001–5576–6781 
ÂÀÐÁÀÍÅÖÜ Òåòÿíà Â³êòîð³âíà 
êàôåäðè iíîçåìíèõ ìîâ Íàöiîíàëüíîãî óíiâåðñèòåòó «Îäåñüêà þðèäè÷íà 
àêàäåìiÿ», âóë. Àêàäåì³÷íà, 2, Îäåñà, 65009, Óêðà¿íà; 
òåë.: +380674864308; e-mail: proffessor.tatyana@icloud.com; 
ORCID ID: 0000–0002–4278–0442 

ÑÏÅÖÈÔ²ÊÀ ÀÍÃËÎÌÎÂÍÈÕ Â²ÐÒÓÀËÌ²ÔÎÒÎÏÎÍ²Ì²Â 

ÀÍÎÒÀÖ²ß 
Âñòóï. Ó ïðîïîíîâàíîìó äîñë³äæåíí³ îõàðàêòåðèçîâàíî ñó÷àñí³ 

êîìï’þòåðí³ ³ãðè ç ë³íãâ³ñòè÷íîãî, à ñàìå îíîìàñòè÷íîãî, íàïðÿìó, çîêðåìà, 
âèâ÷àþòüñÿ ð³çí³ àñïåêòè ïðîïð³àëüíî¿ ëåêñèêè, à ñàìå ìîòèâàö³éí³ îñîáëè-
âîñò³ ÷åðåç ïðèçìó ïñèõîìåíòàëüíèõ îïåðàö³é, ÿê³ â³äáóâàþòüñÿ ïðè ¿¿ óòâî-
ðåíí³, òà ¿õíÿ ðîëü â åëåêòðîííîìó äèñêóðñ³ êîìï’þòåðíèõ ³ãîð, îòæå, äî-
ñë³äæåííÿ íàëåæèòü äî êîãí³òèâíî-äèñêóðñèâíî¿ ïàðàäèãìè. 

Ìåòà. Ìåòîþ äîñë³äæåííÿ º âñòàíîâëåííÿ çàãàëüíèõ òåíäåíö³é àíãëî-
ìîâíî¿ íîì³íàö³¿ îá’ºêò³â â³ðòóàëüíèõ ñâ³ò³â êîìï’þòåðíèõ ³ãîð. Îá’ºêòîì 
äîñë³äæåííÿ º àíãëîìîâíèé îí³ìíèé ïðîñò³ð ñó÷àñíèõ êîìï’þòåðíèõ ³ãîð. 
Ïðåäìåòîì äîñë³äæåííÿ º ñòðóêòóðíî-ñåìàíòè÷í³ îñîáëèâîñò³ â³ðòóàëì³-
ôîòîïîí³ì³â â åëåêòðîííîìó äèñêóðñ³ êîìï’þòåðíèõ ³ãîð. 

Ìàòåð³àë òà ìåòîäè. Ìàòåð³àëîì äîñë³äæåííÿ ïîñëóãóâàëè 300 â³ðòó-
àëì³ôîí³ì³â, ä³áðàí³ ìåòîäîì ñóö³ëüíî¿ âèá³ðêè ç ïîïóëÿðíèõ àíãëîìîâíèõ ³ãîð 
ð³çíèõ æàíð³â. Ï³ä ÷àñ äîñë³äæåííÿ âèêîðèñòîâóâàëèñÿ ìåòîäè, ÿê³ º íàé-
á³ëüø âæèâàíèìè â ñó÷àñíèõ îíîìàñòè÷íèõ ðîçâ³äêàõ: çàãàëüíîíàóêîâ³, ÿê-
îò ³íäóêö³ÿ òà äåäóêö³ÿ, àíàë³ç òà ñèíòåç, äëÿ ñòâîðåííÿ äîñë³äæåííÿ, ÿêå 
á â³äïîâ³äàëî ñòàíäàðòàì ñâ³òîâî¿ íàóêè; çàãàëüíîë³íãâ³ñòè÷í³: îïèñîâèé, 
òàêñîí³ì³÷íèé òà ñòðóêòóðíèé, ùîá êëàñèô³êóâàòè é âïîðÿäêóâàòè ìà-
òåð³àë; à òàêîæ ìîòèâàö³éíèé àíàë³ç äëÿ ðåêîíñòðóêö³¿ ìîòèâ³â íîì³íàö³¿ 
îí³ì³â. Áóëî òàêîæ âèêîðèñòàíî ê³ëüê³ñíèé ìåòîä ç ìåòîþ óçàãàëüíåííÿ ³ 
êâàíòèô³êàö³¿ ðåçóëüòàò³â äîñë³äæåííÿ. 

Ðåçóëüòàòè. Áóëî ñõàðàêòåðèçîâàíî òàêèé íîâ³òí³é íàïðÿì â îíîìàñ-
òèö³, ÿê â³ðòóàëì³ôîí³ì³êà, ³ îïèñàíî â³ðòóàëì³ôîòîïîí³ìè â åëåêòðîííî-
ìó äèñêóðñ³ êîìï’þòåðíèõ ³ãîð, à òàêîæ îêðåñëåíî ôóíêö³éí³ é ìîòèâàö³éí³ 
îñîáëèâîñò³ â³ðòóàëì³ôîòîïîí³ì³â. 

Âèñíîâêè. Áóëî âèçíà÷åíî, ùî äî îñíîâíèõ ôóíêö³é â³ðòóàëì³ôîòîïîí³ì³â 
íàëåæàòü: ðîçä³ëåííÿ âíóòð³øíüî³ãðîâîãî äîñâ³äó ãðàâöÿ íà ñåãìåíòè äëÿ ïî-

ëåãøåííÿ îð³ºíòàö³¿ â ïðîñòîð³ é ÷àñ³ ãðè, à òàêîæ ïîëåãøåííÿ êîìóí³êàö³¿ 
ì³æ ãðàâöÿìè, ñèìâîë³÷íà é ñòåðåîòèï³çàö³éíà, ùîá ï³äòðèìàòè àòìîñôå-
ðó ãðè. Ùîäî ìîòèâàö³éíèõ îñîáëèâîñòåé â³ðòóàëì³ôîòîïîí³ì³â, äîì³íóþòü 
òàê³ òèïè ìîòèâàö³¿: çì³øàíèé (38 %), çîêðåìà, äîäàâàííÿ ïðîïîçèö³éíîãî 
êîìïîíåíòó äî îí³ìà ç íåâ³äîìîþ ÷è àñîö³àòèâíîþ ìîòèâàö³ºþ, òà ïðîïî-
çèö³éíèé (31 %), ùî ñëóãóþòü ñòâîðåííþ ñàìîïîÿñíþâàëüíèõ íàçâ, òà àñîö³-
àòèâíèé (25 %), ÿêèé º âèðàæåííÿì êðåàòèâíî¿ ñâîáîäè ðîçðîáíèê³â òà ³íîä³ 
ñëóãóº âèêîíàííþ ñèìâîë³÷íî¿ ôóíêö³¿. 

Êëþ÷îâ³ ñëîâà: îíîìàñòèêà, êîìï’þòåðíà ãðà, ³äåîí³ì, â³ðòóàëì³ôîòî-
ïîí³ì, ìîòèâàö³ÿ, ôóíêö³¿. 
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Îäåññêîãî íàöèîíàëüíîãî óíèâåðñèòåòà èì. È. È. Ìå÷íèêîâà, 
Ôðàíöóçñêèé áóëüâàð 24/26, ê. 131, 132, ã. Îäåññà, 65058, Óêðàèíà, 
òåë. +380930288888; e-mail: elena_karpenko @ ukr.net, 
ORCID ID: 0000–0001–5576–6781 
ÂÀÐÁÀÍÅÖ Òàòüÿíà Âèêòîðîâíà 
ïðåïîäàâàòåëü êàôåäðû èíîñòðàííûõ ÿçûêîâ 
Íàöèîíàëüíîãî óíèâåðñèòåòà «Îäåññêàÿ þðèäè÷åñêàÿ àêàäåìèÿ», 
óë. Àêàäåìè÷åñêàÿ, 2, Îäåññà, 65009, Óêðàèíà; 
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ÑÏÅÖÈÔÈÊÀ ÀÍÃËÎßÇÛ×ÍÛÕ ÂÈÐÒÓÀËÌÈÔÎÒÎÏÎÍÈÌÎÂ 

ÀÍÍÎÒÀÖÈß
Ââåäåíèå. Â ïðåäëàãàåìîì èññëåäîâàíèè ðàññìîòðåíû ñîâðåìåííûå êîì-

ïüþòåðíûå èãðû ñ ëèíãâèñòè÷åñêîé, à èìåííî îíîìàñòè÷åñêîé, òî÷êè çðå-
íèÿ, â ÷àñòíîñòè, èçó÷àþòñÿ ðàçëè÷íûå îñîáåííîñòè ïðîïðèàëüíîé ëåêñèêè 
âðîäå èõ ìîòèâàöèîííûõ îñîáåííîñòåé ÷åðåç ïðèçìó ïñèõîìåíòàëüíûõ îïå-
ðàöèé, êîòîðûå ñëó÷àþòñÿ ïðè èõ îáðàçîâàíèè, è èõ ðîëü â ýëåêòðîííîì äè-
ñêóðñå êîìïüþòåðíûõ èãð, ñëåäîâàòåëüíî, èññëåäîâàíèÿ îòíîñèòñÿ ê êîãíè-
òèâíî-äèñêóðñèâíîé ïàðàäèãìå. 

Öåëü. Öåëüþ èññëåäîâàíèÿ ÿâëÿåòñÿ óñòàíîâëåíèå îáùèõ çàêîíîìåðíî-
ñòåé àíãëîÿçû÷íîé íîìèíàöèè îáúåêòîâ âèðòóàëüíûõ ìèðîâ êîìïüþòåðíûõ 
èãð. Îáúåêòîì èññëåäîâàíèÿ ÿâëÿåòñÿ àíãëîÿçû÷íîå îíèìíîå ïðîñòðàíñòâî 
ñîâðåìåííûõ êîìïüþòåðíûõ èãð. Ïðåäìåòîì èññëåäîâàíèÿ ÿâëÿþòñÿ ñòðóê-
òóðíî-ñåìàíòè÷åñêèå îñîáåííîñòè âèðòóàëìèôîòîïîíèìîâ â ýëåêòðîííîì 
äèñêóðñå êîìïüþòåðíûõ èãð. 

Ìàòåðèàëû è ìåòîäû. Ìàòåðèàëîì èññëåäîâàíèÿ ïîñëóæèëè 300 âèð-
òóàëìèôîòîïîíèìîâ, âûáðàííûå ìåòîäîì ñïëîøíîé âûáîðêè èç ïîïóëÿðíûõ 
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àíãëîÿçû÷íûõ èãð ðàçëè÷íûõ æàíðîâ. Â õîäå èññëåäîâàíèÿ èñïîëüçîâàëèñü ìå-
òîäû, êîòîðûå ÿâëÿþòñÿ îáùåóïîòðåáèòåëüíûìè â ñîâðåìåííûõ îíîìàñòè-
÷åñêèõ èññëåäîâàíèÿõ: îáùåíàó÷íûå, òàêèå êàê èíäóêöèÿ è äåäóêöèÿ, àíàëèç 
è ñèíòåç, äëÿ ñîçäàíèÿ èññëåäîâàíèÿ, êîòîðîå áû ñîîòâåòñòâîâàëî ñòàíäàð-
òàì ìèðîâîé íàóêè; îáùåëèíãâèñòè÷åñêèå, íàïðèìåð, îïèñàòåëüíûé, òàêñî-
íèìè÷íûé è ñòðóêòóðíûé, äëÿ êëàññèôèêàöèè è óïîðÿäî÷åíèÿ ìàòåðèàëà; à 
òàêæå ìîòèâàöèîííûé àíàëèç äëÿ ðåêîíñòðóêöèè ìîòèâîâ íîìèíàöèè îíè-
ìîâ. Áûë òàêæå èñïîëüçîâàí êîëè÷åñòâåííûé ìåòîä äëÿ îáîáùåíèÿ è êâàí-
òèôèêàöèè ðåçóëüòàòîâ èññëåäîâàíèÿ.

Ðåçóëüòàòû. Áûëî îõàðàêòåðèçîâàíî òàêîå íîâåéøåå íàïðàâëåíèå â 
îíîìàñòèêå êàê âèðòóàëìèôîíèìèêà è áûëî âûäåëåíî âèðòóàëìèôîòîïîíè-
ìû â ýëåêòðîííîì äèñêóðñå êîìïüþòåðíûõ èãð, à òàêæå îáîçíà÷åíû ôóíêöè-
îíàëüíûå è ìîòèâàöèîííûå îñîáåííîñòè âèðòóàëìèôîòîïîíèìîâ.

Âûâîäû. Áûëî îïðåäåëåíî, ÷òî ê îñíîâíûì ôóíêöèÿì âèðòóàëìèôîòî-
ïîíèìîâ îòíîñÿòñÿ: ðàçäåëåíèå âíóòðèèãðîâîãî îïûòà èãðîêà íà ñåãìåíòû 
äëÿ îáëåã÷åíèÿ îðèåíòàöèè â ïðîñòðàíñòâå è âðåìåíè èãðû, à òàêæå îáëåã-
÷åíèå êîììóíèêàöèè ìåæäó èãðîêàìè, ñèìâîëè÷åñêàÿ è ñòåðåîòèïèçàöèîí-
íàÿ äëÿ ïîääåðæàíèÿ àòìîñôåðû èãðû. Ïî ìîòèâàöèîííûì îñîáåííîñòÿì 
âèðòóàëìèôîòîïîíèìîâ, äîìèíèðóþò òàêèå òèïû ìîòèâàöèè: ñìåøàííûé 
(38 %), â ÷àñòíîñòè, äîáàâëåíèå ïðîïîçèöèîíàëüíûõ êîìïîíåíòîâ ê îíèìàì 
ñ íåèçâåñòíîé èëè àññîöèàòèâíîé ìîòèâàöèåé, è ïðîïîçèöèîíàëüíûé (31 %), 
ñëóæàùèé ñîçäàíèþ ñàìîîáúÿñíÿåìûõ íàçâàíèé è àññîöèàòèâíûé (25 %), êî-
òîðûé ÿâëÿåòñÿ âûðàæåíèåì êðåàòèâíîé ñâîáîäû ðàçðàáîò÷èêîâ è èíîãäà 
ñëóæèò âûïîëíåíèþ ñèìâîëè÷åñêîé ôóíêöèè. 

Êëþ÷åâûå ñëîâà: îíîìàñòèêà, êîìïüþòåðíàÿ èãðà, èäåîíèìû, âèðòóàë-
ìèôîòîïîíèì, ìîòèâàöèÿ, ôóíêöèè. 
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COMMUNICATIVE-PRAGMATIC ASPECTS 
OF CHILDREN’S WORLD ERGONY

ABSTRACT 
Introduction. The article is devoted to the analysis of the proper names of chil-

dren’s shops in terms of their communicative and pragmatic content. 
The purpose of the article is to try to find out the main ways of speech action of 

emporonyms — names of shops as units of speech behavior and a component of the 
Ukrainian ergonomicon. During the work the tasks were set: to systematize the mo-
tivational vocabulary of the basis of which they are formed, to determine the motives 
and factors influencing the choice of the nominator of a form of nominative behavior. 
The object of the study is the onymic category of ergonomics, which function in the 
Ukrainian ergonomics. The subject of the research was the pragmatic tasks of the 
names of children’s shops, related to the participants of the communication, the topic 
and the situation. Communication is defined as a purposeful means of updating the 
pragmatic information appeal of the nominee to the recipient. The process of nomi-
nation of stores is considered as a speech communication between the nominee and 
a potential customer (recipient). 

Materials and methods. The main method of research is descriptive, compara-
tive-historical, stylistic, extralingual were additionally used. 
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