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UrPOBAA KOHLENTYAJIbHAA METAd®OPA KAK CPEAICTBO
HEFATUBHOM XAPAKTEPUCTUKMW B XY0XXECTBEHHOM TEKCTE
(HA MATEPWAJIE POMAHOB T. MPATHETTA “LORDS AND LADIES”,
“THE WEE FREE MEN” W “THE SHEPHERD’S CROWN” CEPUU
“DISCWORLD”)

Hanna 0. U.
MockoBckuii rocynapctBeHHbii yHuBepceutet umern M. B. JlomoHocoBa
119991, r. MockBa, JleHuHckue ropsl, 4. 1, Poccuvickas ®egepauyms

AHHoTaymna. CTaTbs NOCBSLLEHA PACCMOTPEHMIO MIPOBbLIX KOHLENTyanbHbIX MeTadop Kak
CpefcTBa co3daHms obpasa OTPULATENBHOr0 NEpcoHaXa XyA0XXeCTBEHHOro Tekcta. AHanua
TUNOB TaKUX MeTadoop, ux Bepbanun3aums 1 060CHOBaHME NPOBELEHbI HA MaTepuarne poMaHoB
T. lMparyetta 13 cepumn “Discworld” ¢ Ucnonb30BaHWEM METOL0B CEMAHTUYECKOro, AedUHU-
LIMOHHOTO M KOHTEKCTyanbHOro aHann3a. HecMoTps Ha MHTEPeC Y4éHbIX K KOHLENTYyanbHON
meTachope B TEKCTax NONUTUHECKOro auckypca n CMU, Bonpoc 0 eé ponu Kak KOrHUTUBHON
OCHOBbI CO3[]aHNS XYA0XKECTBEHHbIX 00PA30B eLLE He NONYHN LWPOKOro OCBELLEHNS B OTeYe-
CTBEHHOW NUHrBUCTUKE. MlccnenoBaHme NMokas3ano, YTo KOHLENTyanbHble MeTadopbl ¢ 061a-
CTbt0 MCTOYHMKA “game” n “toy”, Bepbann30BaHHbIE B IMTEPATYPHOM NPON3BEAEHMN B PAMKAX
COOTBETCTBYIOLLMX NEKCUYECKUX KaTeropui, cnoco6CcTBYOT (POPMMPOBAHMIO COBMPATENIbHOIO
06pa3za 0TpuLATENIbHOrO NEPCOHAXKA, COXPAHAIOLLEr0 YCTONYMBOCTb BHYTPMU XYA0XKECTBEHHOIO
AncKypca, 06beANHAIOLLErO UX.

KnroyeBbie cnoBa: KoHUENTYyanbHas Mmetadopa, Xya0XXeCTBEHHbIA TEKCT, XapakTepucTuka, pe-
npeseHTanT, T. [paT4eTT, urposas metagopa.

CONCEPTUAL METAPHOR OF GAME AS A MEANS OF NEGATIVE
CHARACTERIZATION IN LITERARY TEXT (ON THE MATERIAL

OF T. PRATCHETT’S “DISCWORLD” NOVELS “LORDS AND LADIES”,
“THE WEE FREE MEN” AND “THE SHEPHERD’S CROWN”)

0. Yudina
Lomonosov Moscow State University
1 Leninskie Gory, Moscow 119991, Russian Federation

Abstract. This article is devoted to the of conceptual metaphors of game as means of creation
of the image of a negative character in fiction. Novels of T. Pratchett’s “Discworld” were used
as the material for the analysis of the types of metaphors, their verbalisation and experiential
grounding, which was conducted using semantic, definitional and contextual analysis methods.
While the function of cognitive metaphor in mass media and political discourse has been well-
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researched, the cognitive role of metaphor in creating images in fiction has not been thoroughly
covered in the Russian linguistic tradition. The research has shown that conceptual metaphors
with the source domains “game” and “toy”, verbalized in fiction via lexical categories play a part
in the formation of a generalised negative character image, which remains stable within literary

discourse.

Keywords: conceptual metaphor, literary text, representation, characterisation, T. Pratchett,

game metaphor.

Paccyxpas o ponmy KOHIIeNTya/lIbHON
MeTadOpbl B CTPYKTYPUPOBAHNM KOTHY-
TUBHOII IeATeTbHOCTY YelT0BeKa, MHOTHe
UICC/IefloBATe/y OTMEYAIOT MPUCYIIYIO el
GYyHKIMIO pasbsCHEHNUS NPUPOABI TexX
SBJICHNI, KOTOPbIe HAXOAATCA B 00/1aCTI
eé 1erm. byrarogaps omope Ha OIIBIT B3a-
VIMOJIEJICTBYA YeJIOBeKa C TeMM SBJICHU-
SIMU [Ie/ICTBUTEIBHOCTY, TOHVMaHMe KO-
TOPBIX He BBI3BIBAET Y HETO 3aTPYSHEHMIL,
U IIOC/IeAYIOLIell TPOEeKIIVY OIbITA Ha SIB-
neHus 6osiee CTIOKHOI opraHusanuy (Ha-
JIO’KeHMe 06/TacTy ICTOYHMKA Ha 0671acTh
nem) MeTadopudyecKue MOJENN I03BO-
JIAI0T TOBOPSIILEMY IPOHUKHYTb B CaMy
CyTb THocTMraeMoro nosatua. O6ocHo-
BaHNEM KOHIIENTya/lbHBIX MeTagop, Io
cnoBaM JIx. Jlakodda, crnemyer cumraTh
KOPPE/IANMIO OIbITa B3aMMOJAENICTBUA
VHAVBMAA C TeMU WIM VIHBIMU KOHIIEI-
TyalbHbIMM cymHOCcTAMK. C  ofiHOIM
CTOPOHBI, COBMECTHasl BCTPEYaeMOCTb
OIIpefie/IEHHBIX ABJICHUI B IIPOIecce M-
MUPUYECKOl JeATeIbHOCTU dYe/loBeKa
(experiential cooccurrence) mosBonser
IPOCTEANTh IPUYMHHO-CIIEICTBEHHYIO
CBA3b MEXJIY HUMM U OOOCHOBATb CO3-
IaHHBIE Ha MX OCHOBe M-Mopmemnu, u
IPYroil CTOPOHBI, SMIUPUIECKOe CXOf-
ctBoO (experiential similarity) mossonaer
OOBACHUTD MEXaHM3MBI, JIeXKallyie B OC-
HOBe 00pasoBaHMsA MHOIMX CTPYKTYp-
HBIX MeTadop, B TOM UICIIe i UTPOBBIX.

[ToguepkHéM, YTO HpM HANIOXKEHUN
KOHIIENITYa/IbHBIX 06/1acTeit PYT Ha APY-
ra IpOMCXOAUT YIopobneHne o6IacTH

Leny o0IacT MCTOYHMKA, B YACTHOCTH,
IO CTPYKType. DTOT Ipoliecc KpaiiHe Ba-
JKEH IS BCErO 4YeJI0BEYECKOIO MBIIITIe-
HUS IO HECKOJIBKUM IIPUYMHAM.
Bo-mepBpx, mpm Metadopudeckoi
OpOeKUMM 00TacThI0 MCTOYHMKA OOBIYU-
HO BBICTyIIaeT 0o/ee KOHKpeTHas KOH-
IleNITyaIbHas 00/1acTh, IpaBIIa B3aMMO-
HeVICTBUA C KOTOPO y>Ke 3aKpeIlIeHbI B
CO3HAaHUM MHIUBU/IA, a 00/IACTHIO L[E/IN —
Oomee abCTpakTHas, OIBITA IPSMOTO
B3aJIMOJIEVICTBUA C KOTOPOJ Y Ye/IOBeKa,
Kak mpaBuiio, He umeercs [10, p. 186]. B
pamkax Mertadopuzauuyu TPOUCXORUT
yTOUHeHUe ¥ OO/erdyeHye IOHVMAaHNA
o0/acTy IeM Ha OCHOBaHUM 06macTiu
UCTOYHMKA, Oojee HOCTYIHON I de-
JIOBEYECKOTO IO3HaHMUA. Tak, B OIHOII
u3 pabor [Ix.Jlakodpd nmpusoput mpu-
mep mertadoper LIFE IS A GAMBLING
GAME B kauecTBe WIIOCTPALIUU TAKOM
koppemsiunu. Camo noustue “life” cam-
KOM MacLITa0HO /i1 TOTO, YTOOBI OBITDH
ITOHATHIM Ha OCHOBE IIOBCETHEBHOIO Ye-
JIOBEYECKOTO OIBITA, ONHAKO, CTPYKTY-
PUPYS ero B paMKax IOHATYS UTPBI, TOf-
YUHSIOLECST OTpee/IEHHBIM MTPaBUIaM,
TOBOPSILINIL [ienaeT ero 6ojee MOHATHBIM
U Ha OCHOBAHUM 9TOTO BBICTPaNMBaeT MO-
Ienb TIOBENEeHMS M B3aMMOIENCTBUSA C
9TUM siBjIeHueM [7, ¢. 155-156].
Bo-BTOpBIX, OmpenenéHHas KOHIIEI-
TyalbHasg oOO0KacTb BCerfja OTpPaXkaeT
b OfHY U3 4acTeil TOrO WM MHOTO
KOHIIEIITa, He OyAy4y JOCTaTOYHO LIVPO-
KOJ1, 9TOOBI IIOTHOCTBIO €ro OmmcaTh. Ta-
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KIM 00pa3oM, HeCMOTPsA Ha TO, YTO MBI I
He MO)KeM MO3HAaTbh KOHLEIIT IIOTHOCTbIO,
ONMPAsACh JINIIb Ha KOHIIENTYaIbHbIe 06-
nacty, obbenuHAeMble MeTadopoil, MbI
BCE XKe MIMeeM BO3MOYKHOCTb JJOCTaTOYHO
TIOJIHO OCBETUTD OJVH U3 aCIIeKTOB KOH-
IIeNITa, YTO, HECCOMHEHHO, OyeT Croco6-
CTBOBATb €TO JA/IbHENIIeMy KyMY/IATIB-
HOMY OIJCAaHUIO.

B-TpeTbux, cXoXne M COOTHOCHIIN-
ecsi MeX/1y co60it 06/1acTyt MOTYT 00Befu-
HATDHCA B OJHY KOHIIETITya/IbHYI0 MaTPUILLy
(conceptual domain matrix). B To e Bpe-
M IS CO3[JaHNA KOHIENTYa/IbHOI MeTa-
¢dopsI HeoOXOIMO HaJIOXKeHNMe 0bmacTelt,
He BXOJALIMX B OfiHY MaTpuny. [Ipu sTom
NPV HAJIOKEHUM JABYX oOacTeil M3 pas-
JIMYHBIX MaTPUI], XapaKTepMUCTUKA, CO3-
JaBaeMas KOHLENTYalIbHOM MeTadopoi,
MO>KeT OBITb paclpOCTpaHeHa M Ha IIpo-
4ye 00/1acTy, BXOAALINE B STY MaTPUIIBI,
TaKMM 00pa3OM yTOYHAA VX IIOHMMaHMe
uHAMBKLOM [8, p. 181-182].

Haxonen, mpumHMMass BO BHMMaHINe
TaKne OCOOEHHOCTM MeTadOpUIeCKIX
MOJierielt, KaK CBOVICTBO «BbICBEUYMBATH I
sareMHATb» (“hiding and highlighting”)
omnpefenéHHble KadyecTBa 06acTeil 3Ha-
HIA, OO0DBENVHEHHBIX MeTapOopuUdecKo
MIpOEKLMEN, U «BPOXIEHHYIO» OL€HOY-
HOCTb MeTadopusaumm CyObeKkTa IIo-
3HaHMA, MOXKHO TOBOPUTH 00 MHTepIpe-
TaTMBHOVM (YHKIVM KOHIENTYya/lIbHO
MeTadOpbl KaK OJHON U3 CTPYKTYp 3Ha-
HIISA, BXOJAIIVX B KAPTUHY MMPa UHVIBY-
ma [7, c. 10]. Ilpu aTOM MHAMBUAYAIBHBIIA
OIIBIT YeTIOBEKa HAXOIUTCS B TECHOM CBA3M
C €r0 KY/IbTYPHBIM OIIBITOM U OKPY)KEHM-
eM, TIony4as 00yC/IOBIEHHOCTD Omarosa-
P IIMPOKOMY COLVIATBHOMY KOHTEKCTY
U TPUHATOMY B HEM crnocoby MmeTtado-
PUYECKOTO CTPYKTYPUPOBAHNA JeIICTBU-
tenbHOCTH [1, ¢. 119]. DTO yKas3bIBaeT Ha
3HAYMMOCTb KOHIIENTya/lbHBbIX MeTadop

B KapTHHEe MMpa 4Ye/loBeKa, OCKOJIbKY, C
OJIHOVI CTOPOHBI, OHI COITIACYIOTCA C eé
MHTEPIPeTaTUBHON QYHKIIMENT, B PaMKax
KOTOPOJ HPOMCXOAAT aHA/MN3 0OBEKTOB
JIe/ICTBUTENLHOCTH, BBIY/ICHEHMEe Hanbo-
Jlee 3HAUMMBIX M3 HUX U paclpefe/eHune
00BEKTOB IO KaTeropusAM, OPUEHTUPY-
ACh Ha KOTOpbIE, Ye/IOBEK II0/Ty4aeT BO3-
MO>KHOCTb MBIC/IUTb CXOIHBIM 00pa3oM
O CXOfHBIX ABJIEHNUAX. B cBA3M ¢ atum
KapTVHA MMpa CTAHOBUTCA OPMEHTHPOM
JUIA 4YelioBeKa Cpefy pasHooOpasmsA OT-
lleTbHBIX (DAKTOB, SABIEHMII ¥ IIPOIieC-
COB, Ha KOTOpble BO3MOXXHO OIMPAThCA
B IIpoliecce MupoBocnpusaTus [9, p. 16].
C pyroit CTOpOHBI, MeTadOpbI BIUAIOT U
Ha BBIIIOJIHEHVIe KAPTUHON MUPA perys-
TUBHOI QYHKIMM. DTa GYHKIMA CBA3aHA
C IIpeAbIAYIIeN U 3aK/TI0YaeTCA B CIIOCO0-
HOCTM KapTVMHBI MMpa MHTEIPUPOBATb
Pa3pO3HEHHBINl OIBIT B3aMMOJEVICTBUA
OT/Ie/IbHOTO VIHAVBU/IA VN LI€/IBIX IPYIIIT
TIofEN C OKpy>Kalolleil NeiiCTBUTE/TbHO-
CTBIO U TPAHCIMPOBATb STOT OIBIT BHY-
TPU OIpPENeNIEHHON JIMHIBOKY/IbTYPHI.
9TO MO3BONAET COLUYMY CYIIECTBOBATD
B BUJIe €IVMHOI CUCTeMBbI, BHYTPU KOTO-
pOJi COXPaHAITCA eMHbIE MOJENN KOH-
LeNTyaan3aluy ¥ KaTeropu3alum Hev-
CTBUTENIBbHOCTH, €€ BOCIIPUATIS, @ TAKXKe
peakIyy Ha Te VIV MHbIe COOBITUA U AB-
JIeHNs, BBIPAXKAIOLINMECA B YCTOYMBBIX
Mogie/six noseieHus [9, p. 25].
Paccyxpas o meradopax Kak Kor-
HUTUBHBIX KOHCTPYKTAaX, CIIOCOOHBIX
BIMATb Ha BOCHPUATHE M IIOBEfieHUe
6onpIINX TPYIII JIIOfell, CaefyeT obpa-
TUTb 0c0060e BHMMaHUe Ha MeTadophl,
HaIlpaBjIeHHbIE Ha JIETYMaHM3ALUIO YJle-
HOB KaKO¥-/160 IPYIIIIBI MM OOIHOCTH.
[pynma, HeraTuBHBII 00pa3 KOTOPOI
dbopmmpyeTcs ¢ mOMOIbI0 MeTadopude-
CKOTO HAJIO>KEHN:A, MOYXKET ONMChIBATHCA
C TOMOIIbI0 HECKOJIBKIUX TUIIOB MeTadop,
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CpefiM KOTOPBIX Ba)KHOE MECTO 3aHMMa-
10T 00beKTHbIE MEXaHUCTUYECKUEe MeTa-
¢dopsl, T. e. Takue MeTadOopbl, B KOTOPBIX
4e/I0BeK IPeiCTaBIeH KaK HeYTO HEOdy-
eB/I€HHOE, Oyb TO pobOOT, MeXaHWU3M
wn urpymka. CxeMaTusupys npeacras-
JIeHNe O JTIOfAX Kak 06 00beKTax, 3TOT
TUII MeTadopbl CABUTAET TPAHMUIIBI Ka-
TErOPUIT «4eTIOBEK — He 4e/I0BeK», a 3Ha-
9UT U «JOOPO — 3710%, TIOCKO/IBKY MHOTHE
IeJiCTBYA, HAIIpUMEp JeCTPYKTUBHbIE, He
HOJTYy4aI0T MOPA/IbHO OLIEHKM B T€X CITy-
Jasx, KOTJia OHM OTHOCATCA He K JIIOfIAM,
a k Bemam. Tak, ¢peitm «yOouitcTBo» He
MO>KeT OTHOCUTBCA K 00 BEKTY, eC/H jaxKe
OH HAaIlOMIHAeT CBOMM BMJOM 4Ye0BeKa
(HampyMep, KyKJIa WIM MWIPYLICYHBIN
conparuk) [11, p. 161, 166, 171].

Kak usBecTHO, B cepy KOTHUTUBHO-
ro aHajaM3a BXOAMUT He TONBKO MOHMMa-
HJM€ TOTO, KaK Ye/l0BEK I0/Ty4aeT 3HaHUA
O MUpe, HO J TOTO, KaK 9TV 3HAHUA KOJM-
PYIOTCS € IOMOIIBIO SA3bIKa [5, €. 78]. Jlek-
cUYecKme KaTeropuu, OObefuHAIIe
A3BIKOBBIE ENVHMIBI, OTPaXKAIoLIMe CO-
CTaB aHAJIOTMYHBIX VM KOHIIENTYaIbHO-
TeMaTUYeCKUX obacTei, ABIANTCA Oa-
3011 Bepbam3anuii, C HOMOIIbIO KOTOPBIX
KOHIIeNITyaIbHasA MeTadopa MOXKeT OBITh
perpeseHTHpOBaHa B TeKcTe [1, c. 120]. B
JaCTHOCTM, BO MHOIMX TUIIAX AMCKYpCa,
BK/TIOYAs MO3TUYECKMIl AVMCKYPC M JMC-
Kypc CMV, ipy onmcaHmy TeX VTN MHBIX
ABNICHUI JIeICTBUTENBbHOCTM, HOCSIUX
COpeBHOBATE/IbHBII XapaKTep, YIOTpe-
O/1AeTCA JIeKCMKa COOTBETCTBYIOMINX Ka-
teropmit (cnopr, urpa u np.) [3, c. 57; 4,
c. 116]. IIpn aTOM, TOBOPSI O CO3AHUM
HETaTMBHOTO 00pas3a IepCoHaXka, OT-
MEeTHM, YTO eVHUIIBI TaKVX KaTeTOpuii,
VICIIOZIB3YIOIMeCs JUIA 3TO Le/ly, Kak
IPaBUJIO, OYAYT UCIIONb30BATDCA /IS €TO
pe4eBoli, MOPTPETHOM U IOBEJEHYECKON
XapaKTepUCTUKI [2, c. 99].

B mpoBenénHOM MccnenoBaHnu ObIIO
IPOAHA/MM3MPOBAHO [IBALIATh YeThIpe
KOHTEKCTa BepOann3aluy UTPOBBIX KOH-
LeNITya/IbHBIX MeTadop, MCIOIb30BaH-
HBIX aBTOPOM MJIsI peyeBOil U IOPTpeT-
HOJ XapaKTepUCTUKYU COOMPaTeNbHOTO
oTpuLaTe/IbHOrO obpasa “elf’ B Tekcrax
XYZOXKECTBEHHBIX JINTEPATypPHBIX IIPOU3-
BefeHuit. OCHOBHBIMU 13 Bep6a30BaH-
HBIX OBUIN IIATH CTPYKTYPHBIX MeTadop,
A Tpéx u3 xoropblx, VIOLENCE IS A
GAME (cemp koutekcros), MURDER IS
A GAME (ognu xouTtekct), HUNTING IS
A GAME (4eTbIpe KOHTEKCTa), 06/1aCThIO
MCTOUYHMKA ABndercsa koHilent GAME, a
mna pByx gpyrux, A PERSON IS A TOY
(meBatp kourtekcTos), THE WORLD IS
A TOY (tpu xoHTeKcTa), 06/1acThIO VIC-
TouHMKa BbIcTymaeT KoHuenTt TOY. Kax
MOXXHO 3aMETUTh, 06/IaCTAMU L€/l BCEX
MeTtadop cryXKar 061acTy 3HaAHMS O SB-
JIEHUSX JIeVICTBUTENBHOCTH, 00/1aJar0LIX
BBICOKOJI IIeHHOCTBbIO B HPABCTBEHHOI
cucreme uenoseka (PERSON, WORLD)
VIV, HAIPOTUB, OLICHMBAIOIIVXCS Hera-
musHo (VIOLENCE, MURDER, HUNT-
ING). Ilpu mpoekuym Ha HUX ob6acTei
VICTOYHMKA, BepOanmmM3aTopbl KOTOPBIX
camu 110 cebe IOIOKUTENbHbIE WU Hell-
TpajIbHbIE, KaK, HAIIpUMep, JTeKCUIecKie
enviHuusl a plaything, a doll, a puppet, to
toy with, a clockwork toy pns obnactu TOY
u to play, entertainment, sport, fun, amuse-
ment, pleasure nist obmactu GAME, npo-
VICXOJIUT, C OJHOJ CTOPOHBI, 00ecIeHN-
BaHIIe TIEPBbIX U3 YIOMSAHYTHIX 0671acTell
LeNN U, C IPYTOii, peppeiiIMUHT BTOPBIX,
IIPeJCTAB/IAIONINIL VX KaK HeUTO IOIOXKY-
TE/IbHOE JIJIS1 ONMChIBAEMbIX HEPCOHAXeEN
[6, c. 14]. Takoe ucnonb3oBanme MeTado-
pu3anuy CoCOOHO BBI3BATh HETATVUBHYIO
peakIMIo YUTaTe/s Ha IIePCOHAX, ITIYe-
CKIe IJeHHOCTM KOTOPOTO HacCTOJIbKO He
COBIIAJIAIOT C OOIIETIPUHATHIMMA:
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‘We wish the lady to come out, it said.
You must say to her, if she does not come
out, we will play with you some more.

‘What will you do to us if she does come
out?’ said Shawn.

‘Oh, we shall still play with you, said the
elf. “That’s what makes it so much fun. But
she must hope, must she not? Talk to her now’.!

BHyTpu npuBENEHHOIO KOHTEKCTA
IPOMCXOAUT peann3sanya Kak MeTadopsl
A PERSON IS A TOY, Tak n mMetadopsl
VIOLENCE IS A GAME, onuparomascs
Ha YKa3aHHble JIeKCUYeCKVe eVHMUIIBI,
VICIIONIB3YIOIIMeCs /I perpe3eHTaln
Habopa MeTadop BHYTPU TPEX UCCIIENO-
BaHHBIX IIPOU3BEJEHNII, YTO IIPMBOJUT
K (OpMUPOBaHMIO YCTONYMBON Hera-
TYBHOJ PeaKIV} YUTaTesl Ha CXOfIHbIe
KOHTEKCTBI VX yHOTpeO/lIeHns, a 3HauuT,
Y Yy3HaBaeMOIO HETaTMBHOIO coOMpa-
TeIbHOTO 0bpasa IepcoHaXkeil, 0003Ha-
yaeMbIX noHATueM “elf’. bonee Toro, Bce
VICCTIeJOBAaHHbIE CTPYKTypHble MeTago-
pbl ¢ obmactbio ucrounnka TOY sBma-
I0TCA TIPOU3BOJHBIMY OT H0JIee IPOKOI
o6bexTHOI MeTapopsr A PERSON IS AN
OBJECT, o6napmaroieil HeraTuBHbIMU
accouManysAMU B BOCIPUATUU HOCHUTe-
neit s3pika. Tak, okcOpACKMIT ClIoBapb
omnpepenAeT BOCHPUATHE YelOBeKa Kak
obbexta (objectifying) xax “degrade to
the status of a mere object”™, a KeMOpPUIK-
CKMIl C/IOBapb IOMeEIAeT 3TO MOHATHE B
Te3aypycHylo obnacts “Treating people or
animals badly” v onpepenser ero kak “to
treat a person like a tool or toy, as if they
had no feelings, opinions, or rights of their
own™. B nononHeHue k aToMy popMupo-

! Pratchett T. Lords and Ladies. London: Tran-
sworld Publishers, 1998. P. 359.

> To objectify (verb) // Oxford Dictionaries:
[caiit]. URL: https://en.oxforddictionaries.com
(mata obpamieHns: 25.11.2018).

> To objectify (verb) // Cambridge Diction-
ary: [caiit]. URL: https://dictionary.cambridge.org

BaHJe HETaTMBHON OLEHOYHOJI XapaKTe-
PUCTUKN B TEKCTe IPOUCXOANT C OIOPOIT
Ha SKCIIPECCUBHYIO CUTY pedepeHImit 1
JIEKCUYECKUX eVHNLI, VICIIOIb3YIOIXCA
B OIVICAHMAX, CBA3AHHBIX C JAHHBIMM Me-
Tadopamn:

And Herne the Hunted - god of the
small and furry, those destined to be eaten
- crawled under a bush and hid as three
elves discovered the gory fun they could
have with a family of young rabbits ...*

And we're stupid, and the memory plays
tricks, and we remember the elves for their
beauty and the way they move, and forget
what they were. We're like mice saying,
‘Say what you like, cats have got real
style”

B mepBom ciydae cmoBo “gory’, oc-
HOBHbBIM 3Ha4YeHJMeM KOTOPOTO ABJIAETCA
“involving or showing violence and blood-
shed”, HemocperCTBEHHO COOTHOCUTCS
C KOHIIENTYya/lbHO-TeMaTN4ecKoil oba-
crpio VIOLENCE, a Bo BTOpOM ¢ oMo-
1[I0 COYeTaHUA JIeKceM “cat’ u “mouse”
B paMKax CTaHJApTHON Y3HaBaeMoil
CUTyallMM HPOMCXOJUT pedepeHIrs K
(dpeiiMy OXOTBI 11 UTPBI C >KePTBOIL, IPO-
CTIeKMBAIOIIAACA B TPEX U3 YETBIPEX IIPO-
aHa/IM3MPOBAHHBIX KOHTEKCTaX peasy3a-
nuu momenun HUNTING IS A GAME B
KayeCcTBe HEraTMBHON XapaKTepPUCTUKIU,
OTpakalolllell IOBefleHYecKue 0ocobeH-
HOCTU M pedyeBble CTPAaTErMy IepCOHa-
Kell, HA OCHOBE KOTOPBIX B Jla/IbHEIIeM
dbopmupyeTcs oTpuLiaTeNIbHBIN 00pas®.

TakuM 06pa3oM, KakK IOKa3bIBaIOT
pe3y/IbTaThl aHa/IN3a KOHTEKCTOB CyIIle-

(maTa obpameHus: 25.11.2018).

* Pratchett T. The Shepherd’s Crown. London:
RHCP Digital, 2015. P. 301.

> Pratchett T. Lords and Ladies. London: Tran-
sworld Publishers, 1998. P. 176.

¢ Gory (adj.) // Oxford Dictionaries: [caitt].
URL: https://en.oxforddictionaries.com (mara 06-
pautenns: 25.11.2018).
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CTBOBaHMA YKasaHHBIX MeTadop, OHU
a) QYHKIVIOHMPYIOT CXOXVM 00pasoM B
KOHTEKCTaX BCeX TPEX MCCIeOBAaHHBIX
pPOMaHOB, 0) JalOT YCTOIYMBO IIPOCIIe-
KVMBAIOLIYIOCS HETaTMBHYI0 XapaKTepu-
CTUKY cobuparenbHOro obpasa “elf’, rem
CaMBbIM B/ Ha IMOCTOSIHCTBO €T0 BOC-
HPYATHUSA YUTATEIEM BHYTPU LeIOCTHOTO
XY/I0)KeCTBEHHOTO JVICKYpca, 00beanHs-

IOLETO JAHHbIE IIPOV3BEeHIIs, B) CTPYK-
TYPUPYIOT CBS3HBII XYHOXKECTBEHHDII
RUCKYPC, GOPMUPYs B3aMMOCBA3b TPEX
M3y4aeMBIX JIMTePAaTYPHBIX IIPOM3Befie-
HUI B paMKax cepuy pomaHoB “Disc-
world” u T) oTpaxkaloT cucreMy B3IJISIOB
¥ IIEHHOCTeJT aBTOpa.

Cmamvs nocmynuna 6 pedakuuio 25.02.2019
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