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ABSTRACT

This bachelor thesis is concerned with a translation from English to Czech of an
extract from a book Fantasy Freaks and Gaming Geeks by Ethan Gilsdorf and its
analysis.

The thesis consists of two parts - a practical one which is the translation of one
chapter from the beginning of the book and a theoretical one which deals with an
analysis of my translation. In this part of the thesis special attention is paid to the
problems | had to solve during my translation of the text in question and | comment on
the choices | have made also usually verifying those by quoting from the books that

deal with theories of translation.
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ABSTRAKT

Tato bakaldrska prace se zabyva anglicko-Ceskym prekladem a naslednou
analyzou d¢asti textu z knihy ,Fantasy Freaks and Gaming Geeks” autora Ethana
Gilsdorfa.

Prace se sklada ze dvou casti - z praktické, kterd je tvofena prekladem jedné z
pocatecnich kapitol knihy, a z teoretické ¢asti, kterd se zabyva analyzou mého
prekladu. V této Casti bakalarské prace vénuji zvlastni pozornost problémim, se
kterymi jsem se pti prekladu zminéného textu potykala, a sva rozhodnuti komentuji a

obvykle i podkladam citacemi z translatologické literatury.
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INTRODUCTION

When | found out that in the Department of English and English Literature at the
Faculty of Pedagogy at Charles University there is a translation seminar | knew that | wanted
to attend it. When the course started | was sure translating was something | could do, |
enjoyed it. And when | found out that there was a possibility of writing a bachelor thesis in

the form of a translation it was clear in my own mind that this was what | wanted to do.

| read a number of English articles, studies and papers covering a wide range of topics
and sometimes it happens that | want to talk about it, about some new exciting discovery but
| cannot because those texts are published in English without any Czech translation available
and some of my friends do not speak English at all so | need to retell the point but it loses the
enthusiastic feel as | am trying to translate and explain some nuanced topic. The usual effect
is that the hearer gets confused and bored, simply because | am not able to deliver the
message when speaking off the cuff without the sufficient verbal texture in Czech. This was
exactly the case of the book Fantasy Freaks and Gaming Geeks. My boyfriend discovered this
book on E-bay and finding that it had not been translated into Czech and not even being sold
in the Czech Republic he ordered it. At the moment he finished reading | borrowed it and
started reading it myself; we both were so enthusiastic about it but we were not able to
deliver its whole message and feel to some of our friends who were not able to read it in
English. That was the moment when | decided that this was the book | would be dealing with

in my bachelor thesis.

The book Fantasy Freaks and Gaming Geeks, published in 2009, is divided into two

parts. The first half is mostly Ethan Gildorf's autobiography written in a documentary style in



the first person narration, the second part continues in the form of the first part but deals
with the author's idea to do a research about why people get involved in imaginary worlds,
Gilsdorf describes his journey around the world in the effort to find an answer. For my
translation the first chapter of the book was selected where all of those approaches are
combined as the author describes and foreshadows his intentions. A broad prologue
precedes the first chapter, which is why the reader can find topics in the extract which were

apparently being discussed before the first chapter itself.

The aim of this bachelor thesis is to translate the selected part of Gilsdorf's book so
also the readers without the adequate knowledge of English have the opportunity to read at

least the first chapter of Fantasy Freaks and Gaming Geeks.



PRACTICAL PART

MY TRANSLATION OF ONE CHAPTER OF
FANTASY FREAKS AND GAMING GEEKS BY ETHAN GILSDORF



Fantasy Freaks and Gaming Geeks

| Was a Teenage Magic-User

| had other troubles beside my
mother. For one, as an adolescent boy in
small-town New Hampshire, | was mired in
an anxious shadow land - bound by one
border by a vague foreboding about an
abnormal childhood, and on the other, as |
left middle school, by President Reagan's
menacing apocalyptic age of Evil Empires
and nuclear Armageddon. . Plus, the cruel
hierarchies of Oyster River High School had
stratified my classmates into layers as
immutable as the Indian caste system. We
had jocks; brains and nerds (often the sons
and and

daughters of  professors

professionals); untouchable grungies (the
farm- and working-class kids); and the rest,
unremarkable, invisible, and barely getting

by. Me, | felt about as powerful as a three-

foot hobbit on a basketball team.

But misfit boys need things to do
together. | craved the camaraderie and
fellowship that team sports denied me,
minus the perils of a testosterone-charged

locker room. Dungeons & Dragons was the

Fantasy freaci a herni geeci
Byl jsem mladistvym kouzelnikem

Moje matka nebyla jediny problém.
Napfiklad, jakozto dospivajici kluk z malého
mésta ve staté New Hampshire, jsem byl
zasekly v tisnivé a pochmurné zemi - na
ohranicené abnormalnim

jedné strané

détstvim, na strané druhé prezidentem
Raeganem a jeho hrozbami apokalyptickou
érou Rie Zla a jaderného armagedonu, ato v
dobé, kdy jsem ukoncil zdkladni Skolu. K
tomu nehumadnni hierarchie stfedni skoly
Oyster River rozdélila mé spoluzaky do vrstev
stejné nepropustnych jako v indickém
kastovnim systému. Méli jsme sportovce,
Sprty, intelektudly (vétSinou synové a dcery
profesord a odbornikl); nedotknutelné
Spinavce (déti farmard a délnikd); a ty
ostatni, neviditelné, stézi prezivajici. A ja? Ja
si pripadal asi tak jako metrovy hobit v

basketbalovém tymu.

Kluci, ktefi nezapadli, potifebovali
néco, co by mohli spole¢né podnikat. ToufZil
jsem po pratelstvi a parté, které mi kolektivni
sporty odeprely. Co mi ale odepreno nebylo,

byly ndstrahy v podobé testosteronem



collaborative refuge, outlet, and playing
field. At that time, in the late seventies and
early eighties, hobbies like reading sword-
and-sorcery epics and playing these games
were on the fringes of popular culture.
Escapism - or, to be more accurate, fantasy
escapism - was in its infancy, a scourge to
Satan-fearing evangelists, but otherwise a
minor fad, misunderstood and marginalized.

For geeks only. That was me.

When people ask if | played sports in
high school, | tell them | was on the varsity
Dungeons & Dragons team, starting
guarterback, four years in a row. | can't
speak for the other guys, but for me, RPGs
like D&D were

(role-playing games)

empowering end exciting, and a clever
antidote to the anonymity, monotony, and
cligue warfare of high school. In lieu of keg
parties or soccer practice to vent our angst,
we had D&D night. Who needs sports

stardom when you can shoot fireballs from

your fingertips?

| played every week, sometime twice
a week, from eighth grade to senior year. JP,
my other neighbourhood friend Mike, and |

first played by ourselves, then found a peer

nabitych $aten. Dungeons & Dragons® bylo
spole¢né Uutocisté, hristé, nase misto. Tou
dobou, koncem sedmdesatych a zacatkem
osmdesatych let, byly konicky jako cteni
literatury mece a magie a hrani takovych her
na okraji populdrni kultury. Eskapismus -
nebo presnéji fantazijni eskapismus - byl v
plenkdch, trnem v oku evangelistim
obavajicich se Satana, ale jinak to byl jen
mensi vystielek, nepochopeny a opomijeny.

Jen pro geeky. A tim jsem byl.

Kdyz se mé lidé ptaji jestli jsem na
stfedni hrdl néjaky sport, fikdm Zze jsem byl
Ctyfi roky v fadé rozehravac ve Skolnim tymu
Dungeons & Dragons. NemlzZu mluvit za
ostatni, ale pro mé bylo hrani RPG jako D&D
posilujici a vzrusujici, byl to skvély protijed
proti anonymité, monoténnosti a tfidnim
bojim, které probihaly na stfedni Skole.
nasich  Uzkosti na

Misto  ventilovani

chlastacich  vecircich nebo fotbalovych
trénincich jsme po nocich hrdli D&D. Kdo
potfebuje sportovni Uspéchy kdyz umi z

prstl stfilet ohnivé koule?

Hral jsem kazidy tyden, nékdy i
dvakrat tydné, od osmé tfidy az do Ctvrtaku.
JP, mQj druhy kamarad ze sousedstvi Mike a

ja jsme nejdriv hrali sami, potom jsme nasli

1 .
pozn.prekladatele: fantasy hra ,na hrdiny”, v Cechach je znaméjsi ji velice podobna hra Draéi Doupé od nakladatelstvi Altar, kterd vznikla

poté, co se nepodafil ziskat souhlas k prekladu Dungeons & Dragons



group of other gamers: Bill K., Bill S., Bill C.,
Dean, Eric M., Eric H. and John. Some of us
had endured plenty: Eric H.'s mom had died,
John's dad had suffered a brain injury similar
to my mom's, and JP was born with a disease
that caused brittle bones, cataracts, and
stunted growth. | think on some level we
knew we didn't fit in. Perhaps we were
weird. Girls were scarce commodities for us,
and our group may have proved that tired
cliché that outcasts, dweebs, and computer
nerds couldn't handle reality, let alone get a
date for the prom. But nothing stopped us
from playing, and the popular kids didn't
really care one way or the other. We were
left alone to our own devices: maps, dice,
rule books, and soda. It didn't take long
before words like halberd and basilisk
became part of my daily vocabulary. Like
actors in a play, we role-played characters -
human, Elvish, dwarven, halfling - who
quickly became extensions of our better or

more daring selves. We craved adventure

and escape.

One of us would be the Dungeon
Master (DM) for a few weeks or months.
Games lasted that long. The DM was the
theatre director, the ref, the world-builder,
the God. and

His preprepared maps

dungeons, stocked with monsters, riddles,

podobnou skupinku dalSich hracd: Billa K.,
Billa C., Deana, Erika M., Erika H. a Johna.
Néktefi z nds zazili dost: mama Erika H.

zemrela, Johnlv tata prodélal podobné
poskozeni mozku jako moje mama, a JP se
narodil s nemoci, kterd zplsobovala fidnuti
kosti, Sedy zakal a zakrnély rdst. Myslim, Ze
uréitym  zplUsobem jsme védéli, zZe
nezapadame. Asi jsme byli divni. Holky pro
nas byly vzacné zboZi, a nase particka
dokazovala klisé, Ze vyvrienci, posuci a ajtaci
nedokazou unést tihu reality, a uz vibec ne
najit si partnerku na maturitak. Ale od hrani
nas nic neodradilo a populadrni déti se o nds
nezajimaly tak jako tak. Nechaly nas délat si
co jsme chtéli: s mapami, kostkami, knihami
pravidel a sodou. Netrvalo dlouho a slova
jako halapartna a bazilisek se stala soucasti
mého kazdodenniho slovniku. Hrdli jsme
nase postavy, jako herci v divadle - lidi, elfy,
trpasliky, pulciky - ktefi se rychle stali nasimi
lepSimi a odvaznéjsSimi alter egy. Touzili jsme

po tom zazit dobrodruZstvi a uniknout.

Jeden z nas byl vidy nékolik tydnu
nebo mésict Panem Jeskyné (PJ). Tak dlouho
hry trvaly. PJ byl reZisér, sudi, tvirce svéta,
Blh. Jeho predptipravené mapy a jeskyné
naplnéné monstry, hadankami a odménami
tunely a

uréovaly nasSi cestu temnymi



and rewards, determined our path through
dank tunnels and forbidding forests. Our real
selves sat around a living room or basement
table, scarfing down provisions like bowls of
cheese doodles and generic-brand pizza. We
outfitted our characters with broadswords,
battle-axes,

grappling hooks, and gold

pieces. "In game," these characters
memorized spells and collected treasure and
magic items such as +2 long swords and
Cloaks of |Invisibility and Rods of
Resurrection. Then, the adventure would
begin The DM would set the scene: often,
we'd be a ragtag band of adventurers who'd
met at the tavern and heard rumors of
dungeons to explore and treasure to be had.
Or some beast or sorcerer terrorizing the
land needed to be slayed. Before too long,
we'd enter some underground world. Our

D&D sessions went something like this:

JP, as Dungeon Master (DM): The big stone
door slams behind you. KA-BOOM! You're
walking along a passageways, about a
hundred feet long and ten feet wide. There is
also a passageway going off to your left. Your
torchlight is dim. It's quiet. You smell
something foul. But about thirty feet ahead,
straight ahead, there's a wider part, a cave.
And you can see a small moving thing. A

creature.

désivymi hvozdy. Nase prava ja sedéla kolem
stolu v obyvdku nebo ve sklepé a hltala
zasoby syrovych kfupek a levné neznackové
pizzy. Nase postavy jsme vybavili Sirokymi
meci, bojovymi sekerami, hdky a zlatymi
mincemi. ,Herné” se tyto postavy zpaméti
ucily kouzla a sbiraly poklady a kouzelné
predméty jako +2 dlouhé mece, plasté

neviditelnosti a hole vzkfiSeni. Potom
dobrodruzstvi zacalo. PJ popsal scénu: casto
jsme byli skupina otrhanych dobrodruh,
kteti se potkali v hostinci a ktefi slysSeli zvésti
o kobkdch, které se daly prozkoumat, a o
pokladu, ktery bylo mozné ziskat. Nebo o
néjaké bestii ¢i o cernoknéznikovi, kteti
terorizovali zem a které bylo potfeba zabit.
Nedlouho na to jsme vstoupili do néjakého
Nase D&D seslosti

podzemniho svéta.

vypadaly asi takhle:

JP, jakoZto Pdn Jeskyné (PJ): Za vami se
zavrely velké kamenné dvere. BUUUM! Jdete
asi tficet sahd dlouhou, tfi sahy Sirokou
chodbou. Na levé strané je dalsi chodba.
Svétlo vasi pochodné je slabé. Je ticho. Citite
néco odporného. Ale asi deset sahd vpredu,
pfimo pred vami, se chodba rozsifuje do
jeskyné. MuzZete vidét Ze se tam pohybuje

néco malého. Néjaky tvor.



Ethan, as Elloron the human fighter: | go
closer so | can see it. [He makes a map on a
sheet of graph paper as the DM describes

the space.]

John, as Malicus the half-elf magic-user: | do,

too.

Bill K., as Virn the elf thief: | say, "Hello!"

DM: It's a little scaly creature with dark
green skin. It picks up some rocks and starts
throwing them. [DM rolls some dice.] A
rocks helmet,

couple bounce off your

Malicus.

Malicus: "Ouch!" 1 yell, "Fuckhead. Who are

you?"

Elloron: | ask, "Why are you throwing rocks

at us?"

DM: It yells back, in the goblin tongue, "Foul
enemy!" [The DM snarls for effect, doing his

best impression of a goblin.]

Virn: Goblins!

DM: It starts to vyell to something or

Ethan, jakoZto Elloron, lidsky vdlecnik: ,Jdu

bliz abych to vidél.” [Jak PJ popisuje

prostfedi, Ethan kresli mapu na arch

milimetrového papiru.]

John, jakoZto Malicus, pulelfi kouzelnik: ,la
taky.”
Reknu:

Bill K., jakoZto Virn, elfi zlodéj:

,Ahoj!”.

PJ: Je to malé Supinaté stvofeni s tmaveé
zelenou k(zZi. Popadne néjaké kameny a
zacne je hdzet. [PJ si hodi kostkami.] Malicu,

par kamena té zasahne do pfilby.

lII

Malicus: ,,Aul” zafvu: ,Pitomce. Kdo jsi?”.

Elloron: Zeptam se: ,Pro¢ na nas hazes

kameni?”.

PJ: Kfi¢i to na vas, ve skretim jazyce:

'"

,0dporny nepfitel!” [P) pro efekt vréi, déla

co nejlepsi dojem skreta]

Virn: ,Skreti!”

PJ: Zacina kricet na néco nebo nékoho za



someone behind it that you can't see,

"Intruders! Quick! Get the bows!"

Virn: How fast could | get to the bastard? Is
there a ledge? I'm a thief so | can climb.

What do you think, Malicus? Elloron?”

Malicus: Go for it, my good little thief! [John

gets up from the table, and bows graciously.]

DM: There's no ledge. The wall is sheer.
Besides, he sees you. You won't have

surprise.

Elloron: Why don't you sneak down the
passage? Maybe it connects up. We can

outflank it.

Virn: I'll sneak down the passage and be

guiet about it.

DM: What's your dexterity?

Virn: Seventeen.

DM: OK. [He rolls some dice, hidden behind a
screen.] Ok, off you go. It doesn't look like he

saw you. Do you have a torch?

Virn: Duh. I'm an elf. | have infravision.

DM: OK, OK. Meanwhile, more goblins

nim, nevidite to: ,Vetfelci! Rychle!

Popadnéte luky!”.

Virn: Jak rychle se zvlddnu dostat k tomu
parchantovi? Jsem zlodéj, takze umim Splhat.

Co myslite, Malicu? Ellorone?

Malicus: Do toho, mQj mily zlodéji¢ku! [John

vstane od stolu a vzneSené se ukloni.]

PJ: Neni tu zadnd fimsa, stény jsou holé.
Krom toho té vidi. NebudeS mit bonus za

prekvapeni.

Elloron: A pro¢ se neproplizis tou chodbou?

MozZna se tam napojuje. MUzZeme to obejit.

Virn: Za¢nu se plizit chodbou, nikomu o tom

nereknu.

PJ: Jakou mas obratnost?

Virn: Sedmnact.

PJ: Ok. [Hodi si za zasténou kostkami.] Fajn,

vyrazils. Nevypada to, Ze by si té vSiml. M4s

pochoden?

Virn: Haha. Jsem elf. Mam infravidéni.

PJ: Ok, ok. Mezitim se v jeskyni objevili dalsi



appear in the cave and they're stringing their

bows.

Malicus: How many are there?

DM: More than ten.

Virn: Virn readies his sling as he walks down

the side passage. Where does it go?

[Sometimes players speak in character, in

first person, sometimes in third person.]

DM: The passage connects behind the

goblins.

Virn: Cool. I'll sneak closer, then fire my sling.

Elloron: | fire my bow.

DM: Roll for initiative. [Everyone rolls dice;
the DM asks what the players rolled.] Ok,
you strike first. Roll a d20 [pronounced "dee

twenty"]. Both of you.

Elloron: Awesome! Eighteen!

Vinn: | roll a four. Crap.

DM: Virn, you miss. Elloron, you hit. Roll d6

skreti a napinaji luky.

Malicus: Kolik jich je?

PJ: Vic jak deset.

Virn: Jak jde Virn bocni chodbou, pfipravuje
si prak. Kam to vede? [Nékdy hraci mluvi za

postavu v prvni, jindy ve tieti osobé.]

PJ: Chodba se napojuje za skiety.

Virn: Super. Ptiplizim se bliz a potom

vystrelim.

Elloron: Sttilim z luku.

PJ: Hodte si na iniciativu. [VSichni si hodi
kostkami; PJ se zeptd co kazdy hodil.] Ok, ty

utocis prvni. Hod'si k20 [cti , ka dvacet”].

Elloron: Skvély! Osmndact!

Virn: Ja hodil ¢tyfi. Sakra.

PJ: Virne, minuls. Ellorone, ty jsi zasahl. Hod'

10



for damage.

Elloron: | get a six! [He jumps from his chair.]
"Ha! Take that! [now in a French accent] You
don't frighten us, you goblin pigdogs! | fart in

your general direction!"

DM: Elloron, the one you hit screams and
falls back, injured. Another goblin aims his
bow and fires at Malicus. [DM rolls some

dice.] He hits you in the arm.

Malicus: How bad?

DM: Four hit points. [Malicus scribbles with a
pencil, subtracting four hit points from his
character sheet.] How many hit points do

you have left?

Malicus: Two. Crap.

DM: Malicus, you stumble to your knees.
Then you all hear a rumble, and a blast of

fire comes behind you. [DM rolls dice.]

Elloron: Wait - | thought the door was closed
behind us!? What...

DM: Not anymore. It's open, and smoke and

si k6 na poskozeni.

Elloron: Sest! [Vysko¢i ze Zidle.] ,Ha! Tuméte!

[ted s francouzskym prizvukem] Nas

nevydésite, vy skfeti hnusdci! Bzdim

vSeobecné vasim smérem!”.

PJ: Ellorone, ten, kterého jsi trefil, fve a
ustupuje. Dalsi skfet zamitil a wvystrelil na
Malica. [PJ haZe kostkami.] Sip té zasahl do

paze.

Malicus: Jak je to zly?

PJ: Za cCtyfi Zivoty. [Malicus zacne Ccarat
tuzkou a ubirat si Zivoty z osobniho deniku

jeho postavy.] Kolik Zivot( ti zbyva?

Malicus: Dva. Kruci.

PJ: Malicu, jdes do kolen. Potom vsichni
uslysite rachot, vybuch, a za vami zacnou

Slehat plameny. [PJ haze kostkou.]

Elloron: Pockat - myslel jsem, Ze ty dvere byly

zavirené!? Co...

PJ: Uz nejsou. Jsou oteviené a vali se k vam

11



fire billow towards you. The fire just misses
you, singeing your hair. Then a voice booms
"Who dares Kkill

from behind vyou, my

henchmen?" [DM smiles.]

Malicus: Shit... We're surrounded. Uh, guys,

what do we do?

Carry on this banter for six hours - the

play-by-play melee, the stilted Monty

Pythonesque dialogue, the DM's clunky
narration - and you have some idea how |
spent every Friday night from 5:00 P.M. until
midnight, during my six-year diversion from,
or into, a very curious adolescence. We
solved puzzles, searched for secret doors,
and found hidden passages. We parleyed
with foes - goblins, trolls, harlots - and
attacked only when necessary. Or, wantonly,
just to taste the imagined pleasure of a
rough blade running through evil flesh. We
racked up experience points. We test-drove
a fiery life of pseudo-heroism, physical
combat, and meaningful death. Whatever
place the DM described, as far as we were
concerned, it existed. Suspended jointly in
our minds, it was all real. We were bards,
jesters, and storytellers. We told each other

riddles in the dark.

And each dungeon level would lead

dym a ohen. Plameny vas tak tak minou,
sezehnou vam konecky vlas(. Potom za vami
zahfmi néci hlas, ,Kdo se opovaZuje zabijet

mé poskoky?” [PJ se usmiva.]

Malicus: Do prdele... obkli¢ili nds. Ehm, kluci,

co budeme délat?

Pokradujte v tomhle blbnuti Sest
hodin - boj za bojem, Skrobené dialogy ve
stylu Monty Pythona, PJovo neohrabané
vypravéni - a budete mit predstavu, jak jsem
travil kazdy pdatek od péti hodin odpoledne
do pllnoci béhem Sestiletého odklonu od
svého podivného dospivani; ackoli mozna to
byl naopak pfiklon. Lustili jsme hadanky,
hledali tajné dvere, nachazeli skryté chodby.
Vyjednavali jsme s neprateli - skiety, obry,
nevéstkami - a zautocili jsme jen kdyZ jsme
museli. Nebo jen tak, pro to zvracené
potéseni z predstavy nebrousené cepele
pronikajici tély zlovolnych stvir. Sbirali jsme
okouseli Zivot

body zkuSenosti, vasnivy

smysleného hrdinstvi, fyzického boje a
smysluplné smrti. Jakékoli misto PJ popsal, co
se nas tykalo, to existovalo. Vse, co bylo v
nasich predstavach, bylo skutecné. Byli jsme

bardi, Sasci a vypravéci. Vzdjemné jsme si ve

tmé ddvali hadanky.

A kazdé poschodi katakomb nas vedlo

12



to the next one even deeper beneath the
surface, full of more dangerous monsters,

and even harder to leave.

At least there was a rule book

The joy in the game was not simply
the anything-can-happen fantasy setting and
the killing and pseudo-heroism, but also the
rules. Hundreds of rules existed for every
situation. Geeks and nerds love rules. D&D
(and its Advanced

sequel, AD&D, or

Dungeons & Dragons) let us traffic in

specialized knowledge found only in
hardbound books with names like Monster
Manual and Dungeon Master Guide. As we
played, we consulted charts, indices, tables,
descriptions of attributes, lists of spells,
causes and effects - like a school unto itself,
filled with answers to questions about the
rarity of magic items, crossing terrain, and
how to survive poison. We loved to fight
over the minutiae. We could tell a mace
from a morning star, a cudgel from a club,
and we knew how to draw them. We knew a
creature called a "wight" inflicted one to four
hit points of damage when it attacked. Could
we recharge wands? No. If | died, | could be

resurrected, because, according to page 50

of the Players Handbook, a ninth-level cleric

do dalsiho, jesté hloubéji pod povrch, vstfic

vevs

patro od patra tézsi.

Alespon tam byla kniha pravidel

Radost ze hry nepfinaselo jen to, Ze v
ramci fantasy se mohlo stat cokoli, to
zabijeni a hrani na hrdiny, ale také pravidla.
Pro kazdou situaci existovaly stovky pravidel.
Geeci a intelektualové je miluji. D&D (a jeho
pokraovani Dungeons & Dragons pro
pokrocilé) ndm dovolovalo zaméfovat se na
specidlni znalosti, které se daly nalézt jen v
pevné vazanych knihach s nazvy jako Bestidr
a Priivodce pro Pdna Jeskyné. Jak jsme hrali,
diskutovali jsme o grafech, rejstficich,
tabulkach, popisech vlastnosti, seznamech
kouzel, pri¢inach a dusledcich - jako skola
sama o sobé, plnd odpovédi na otadzky o
vzacnosti kouzelnych predmét(, prekonavani
terénu, a jak prezit otravu jedem. Strasné
radi jsme se dohadovali o mali¢kostech.
Rozpoznali jsme palcat od femdihu, kyj od
obusku, védéli jsme jak je nakreslit. Védéli
jsme, Ze kdyz stvorfeni pojmenované
»prizrak” zautoci, zplUsobi zranéni za jeden az
Ctyfi Zivoty. Mohli jsme dobit kouzelné
halky? Ne. Kdyz jsem umfel, tak mé mohli

ozivit, protoze podle strany 50 z Pravidel pro
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could raise a person who had been dead for
no longer than nine days. "Note that the
body of the person must be whole, or
otherwise missing parts will still be missing
when the person is brought back to life." All
good stuff to know. The trolls and fireballs
may be fanciful, but they have to behave

according to a logical system.

Like in a life, fantasy rules were
affected by chance - the roll of the dice. And,
as if they were jewels, we collected bags of
them: plastic, polyhedral game dice, four-,
six-, eight-, ten-, twelve-, and twenty-sided
baubles that, like | Ching sticks or coins,
foretold out fortunes when cast. A spinning
die, such as the icosahedral "d20", could land
on "20" ("A hit! You slice the lizard man's
head off and green blood spurts
everywhere!") as often as "1" ("Miss! Your
sword swings wide and you stab yourself.

Looser!").

The world my mother's illness left in
its wake was unpredictable and emotionally
unsafe. My parents had divorced six years
before the aneurysm, and my father and
stepmother, six hours away in Canada,
couldn't offer much by way of daily guidance
or supervision. My mother couldn't cook
dinner or drive a car, so how could she

possibly raise three teenagers? A good friend

hréce knéz na Udrovni devét mohl ozZivit
Clovéka, ktery nebyl mrtvy déle nez devét
dni. ,Pamatuj, Ze télo musi byt v celku, nebot
pfipadné chybéjici ¢asti budou chybét i
potom, co bude ¢lovék oziven.” VSechno, co
je dobré védét. Obti a ohnivé koule mohou
byt smysleni, ale musi se chovat podle néjaké

logiky.

Tak jako v Zivoté i pravidla fantasy
byly ovlivnény ndhodou - hodem kostek.
Sbirali jsme jich pytle, jako by to byly
drahokamy - plastové, mnohosténné hraci
kostky, ctyf, Sesti, osmi, deseti a
dvacetisténné cetky, které, stejné jako I-ting
tyC¢inky nebo mince, predpovidaji nds osud
kdyZ jimi clovék hodi. Kutdlejici se kostka,
tfeba dvacetisténna , k20”, se mohla zastavit
na dvacitce (,Zasah! Usekl jsi jestéfimu muZi

I”

hlavu a zelena krev cdka vsude kolem!”) asi
tak casto jako na jedniéce (,Vedle! Promachl

jsi a bodl jsi se vlastnim mecem. Pako!”).

Svét, ktery po sobé matcina nemoc

zanechala, byl nepfedvidatelny a citové
nebezpecny. Rodice se rozvedli Sest let pred
aneuryzmatem a mUj otec a nevlastni matka,
kteti bydleli v Kanadé Sest hodin daleko,
nemohli jaksi poskytovat kazdodenni dohled
a vedeni. Matka nezvladala ani uvafit vecefi
fidit auto,

nebo jak by vlbec mohla

vychovavat tfi pubertaky? Kdyz se vratila z

14



of my mother's named Alice agreed to move
in with my family when my mom returned
from the hospital. Over the years, a steady
stream of mother's other friends and Alice's
relatives, coming and going, would pitch up
to help. The role of "parent" was played by a
cast of characters. But above all, Alice
carried the weight. She ended up staying and
caring for us, and my mother, until my
siblings and | left for college. To cope with
home life, sister chose class

our my

presidency, popularity, and sports. My
brother found after-school work to keep him
out of the house. | disappeared into my

mind.

The lesson? Real life this far had
taught me that in the adult world, fate was
chaotic and uncertain. Guidelines for success
were arbitrary. But in the world of D&D, at
least there was a rule book. We knew what
we needed to roll to succeed or survive. The
finer points of its rules and the possibility of
predicting outcomes offered comfort. Make-
believe as they were, the skirmishes and
puzzle-solving endemic to D&D had
immediate and palpable consequences. By
role-playing, we were in control, and our
characters - be they thieves, magic-users,
paladins, or druids - wandered through

places of danger, their destinies, ostensibly,

nemocnice, jeji dobra pritelkyné Alice
souhlasila s tim, Ze se k ni s rodinou
nastéhujeme. V pribéhu let k ndm vytrvale
proudili dalSi mamini pratelé a Aliciin

pfibuzni, prichdzeli nam pomoc a zase

XAV

odchdzeli. Roli ,,rodi¢e” obsadila Fada postav,
ale predevsim Alice nesla to bfimé. Zistala s
ndmi a starala se o nds a nasi matku az do
doby, kdy jsme vSichni tfi nastoupili na
univerzitu. Ve snaze vyrovnat se s domdci
situaci si moje sestra zvolila drahu tfidniho
predsednictvi, popularity a sportu. Bracha,

aby nemusel byt doma, chodil po Skole jesté

do prace. A ja jsem zmizel do svych predstav.

Pouceni? Az tehdy mé Zivot naucil, ze
ve svété dospélych je osud zmateny a nejisty.
Navod na Uspéch neexistuje. Zato ve svété
D&D, tam aspon byla kniha pravidel. Védéli
jsme, co musime hodit abychom uspéli nebo
prezili. Detailni pravidla a mozZnost predvidat
dlisledky poskytovala atéchu a pohodli.
Pfestoze boje a rébusy, tak typické pro D&D,
byly cisté imaginarni, jejich nasledky byly
hned vidét. Diky hram na hrdiny jsme méli
kontrolu, a nase charaktery - at uZ zlodéji,
magové, paladini nebo druidi - prochazeli
misty plnymi nastrah, a jejich osudy byly

zdanlivé na dosah.

15



within our grasp.

At the same time, we understood
that our characters' failures and triumphs
were decided by unknown forces,
malevolent or kindly. Such was the double-
edged quality of our fantasy life, where
random cruelty or unexpected fortune ruled
the day. The game was a risk-free milieu for
doing adult things. It was also a relief to live
in another skin, and act out behind the
safety of pumped-up attributes. D&D
characters had statistics in six key areas:
strength, intelligence, wisdom, dexterity,
constitution, and charisma. These ranged
from three to eighteen. Ethan the real boy's
stats would have been all under 10; his
fighter character Elloron's were all sixteens,

seventeens, and eighteens.

Each DM had his world (and the DM
was mostly a "he"; we had interest from a
couple of itinerant girl players, but they
never lasted long). As long as we agreed to
keep playing in that DM's world and
"campaign", his version of the law ruled. If |
was the game master, | had ultimate power,
even over chance. | loved DMing the most. |
could overrule a bad die-roll, settle
arguments, and dictate the fates of my
friends. | got to make maps, draw dungeons,

and design worlds. The universe seemed

Soucasné jsme rozuméli tomu, Ze o

vitézstvich a selhdnich nasich postav

neznamé zlovolné i

rozhodovaly sily,

dobrotivé. To byla dvouse¢nost naseho
fantaskniho Zivota, ve kterém vladla nahodila
krutost ¢i necekané bohatstvi. V této hre
nehrozilo Ze by se c¢lovék musel chovat
dospéle. Zaroven byt v cizi kGzZi a jednat
zpoza bezpedi nadupanych atributl byla
uleva. Postavy ze svéta D&D mély statistiky v
Sesti klicovych oblastech: sila, inteligence,
moudrost, obratnost, odolnost a charisma.
Ty se pohybovaly na skale od tfi do osmnActi.
VSechny Ethanovy skutecné statistiky by byly
pod desitkou; statistiky jeho bojovnika

Ellorona byly samé Sestndactky, sedmnactky a

osmnactky.

Kazdy PJ mél svlj svét (a PJ byl
obvykle ,,on”; zajimalo se o nds par hracek,
ale ty nikdy nevydrzely dlouho). Dokud jsme
souhlasili hrat v nééim svété a ,kampani”,
vladla jeho pravidla. Kdyz jsem byl panem
jeskyné, mél jsem absolutni moc, dokonce i
nad ndhodou. PJ jsem délal nejradsi. Mohl
jsem zvratit Spatny hod kostkou, urovndvat
uréovat

spory a osudy mych pratel.

Pfipravoval jsem mapy, kreslil jeskyné,

vytvarel svéty. Zddlo se, Ze vesmir nema
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limitless.

When we mastered basic rules, we
graduated to more advanced sets. When we
disagreed with the rule books, we made up
fresh ones: tweaks, amendments, entire
combat systems, even inventing new games.
When we got bored with standard monsters
like the orc, goblin, and dragon, we invented
more: the leem, the quizer, explosive larvae.
Tired of role-playing characters in medieval-
and-magic scenarios, we moved to outer
space, then to the Wild West, or James
land, or

Bondesque espionage a post-

nuclear-holocaust landscape haunted by

mutant rabbits and shards of past
civilizations. In some ways, the worlds |
created felt more genuine than the
classroom, the mall, the Paris museums |

learned about in French class.

It's no accident that the year | found
D&D, or it found me, coincided with my
mother's return from the hospital. It took
courage for a teenage boy to deal with the
Momster - more courage than | could usually
muster. | couldn't face down the creature
that plagued my own village and house. It
was easier to turn away - to think about
imaginary battles than the real one waged
walls.

within my family's four To go

hranic.

Jakmile jsme ovladli zakladni pravidla,
presli jsme k pokrocilejSim. Kdyz jsme s
pravidly nesouhlasili, vymysleli jsme si jina:
opravy, dodatky, celé soubojové systémy,
dokonce jsme vytvareli nové hry. Kdyz nas
zacala nudit klasicka monstra jako orci, skfeti
a draci, vymysleli jsme dalsi: kalnaky,
sklebany, vybusné larvy. KdyZz nas unavilo
hrani na hrdiny ve stfedovéko-magickych
scénarich, presunuli jsme se do vesmiru, na
Divoky zdpad nebo do svéta Spionaze ve stylu
Jamese Bonda, jindy zase do zdevastované
post-apokalyptické krajiny zamorené radiaci
zmutovanymi kraliky a stfipky ddvnych
civilizaci. V nékterych ohledech se svéty,
které jsem vytvofil, zdaly redlnéjsi nez trida,
obchod3dk, nebo muzeum v Pafizi, o kterém

jsem se ucil v hodinach francouzstiny.

Neni Zadna ndhoda Ze ten rok kdy
jsem objevil D&D, nebo ono naslo mé, byl
ten samy rok, kdy se moje matka vratila z
nemocnice. K tomu, aby se dospivajici kluk
vyporadal s mamserou, to chtélo odvahu -
vice odvahy, nez jsem obvykle dokazal
nahromadit. Nedokazal jsem zastrasit tu
bytost, kterd suzovala mou vesnici a dim.
Bylo snazsi utéct - premyslet o imagindrnich
bitvdch nez o té skutecné, kterd probihala

mezi C¢tyfmi sténami v nasi rodiné. Bylo

17



underground.

Before | got into Dungeons &
Dragons, | made Super 8mm animated shorts
involving clay monsters that swallowed
towns. | was a charter member of the Star
Wars Fan Club. | shouted Bugs Bunny
routines ("I will do it with my spear and
magic helmet!"). | wanted to be a cartoonist
for the Boston Globe and an animator for
Disney. | wrote novels on an old typewriter.
Already a storyteller, D&D was a logical

imaginative leap.

| also jumped to reading J. R. R.
Tolkien. D&D's swords-and-sorcery realm
seemed as rich as Tolkien's Middle-earth, his
elaborately mapped and populated setting
for The Hobbit and The Lord of the Rings, and
his various poems, legends, and lost tales. |
didn't believe in God, or in heaven and hell.
But Middle-earth's lands, or a D&D labyrinth,
or a science fiction universe like Star Wars -
those were places | could believe in, and visit
as often as | liked. D&D's subterranean
domain welcomed me; high school dances
and locker rooms did not. Already the

consummate dreamer, | was the perfect

candidate for escape.

snazsi jit do podzemi.

NeZz jsem se dostal k Dungeons &
Dragons, délal jsem kratké animované filmy
na film Super 8mm, ve kterych figurovala
hlinéna, mésta poZirajici monstra. Byl jsem
vysadnim ¢lenem fanklubu Hvézdnych valek,
jsem hlasky Bugs

vykfikoval Bunnyho

(L,Udélam to svym kopim a magickou
helmou!”). Chtél jsem délat kreslené filmy
pro denik Boston Globe a animatora u
Disneyho. Na starém psacim stroji jsem psal
povidky. Uz tehdy jsem wvypravél pribéhy,

posun k D&D tak byl zcela logicky krok.

Taky jsem se dal na ¢teni J. R. R
Tolkiena. Svét mece a magie v D&D byl asi
tak stejné bohaty jako Tolkienova Stfedozem,
jeho dopodrobna zmapované a osidlené
prostfedi pro Hobita, Pdna prstent a jeho
rozlicné basné, legendy a ztracené pribéhy.
Nevéfim v Boha ani v nebe a peklo, ale plané
Stfedozemé, labyrint D&D nebo vesmir
Hvézdnych vélek - to vSechno byla mista, ve
kterd jsem mohl véfit a ktera jsem mohl
navstévovat tak casto, jak jsem chtél.
Podzemi D&D mé vitalo; stfedoskolské plesy
a sportovni Satny nikoli. Jako tou dobou uz
praktikujici snilek jsem byl perfektni kandidat

na unik.
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| left those dreamy medieval worlds behind

Dungeons & Dragons began to die for
me when, during my senior year in high
school, 1983, | had my first kiss. My then-
girlfriend's highly realistic look and feel
banished those fantasy leather-clad, busty
she-warriors for good. That first love was
serious. With something else to do on Friday
nights, and a female creature to do it with, |
played D&D less and less often. High school
led to other kingdoms, such as college, sex,
beer, cars, jobs, travel, and heartbreak. The
D&D gang dispersed from New Hampshire to
Pennsylvania, New York, Chicago, and
Alaska. | left those dreamy medieval worlds
behind and mostly forgot about my role-
playing vyears. The dissipated, and the
netherworld released its grip, like a wizard
dispelling a curse. | let my D&D obsession
fade - not because my longing to role-play
had ceased, but because, perhaps, | sensed |
was through with childish things. | had gone
on one adventure too many. If D&D was a
rite of passage, then | had passed through

the dungeon to become a young man.

Nechal jsem pohadkové stredovéké svéty za

sebou

Dungeons & Dragons pro mé zacalo
ztracet na dulezZitosti ve chvili, kdy jsem ve
¢tvrtém rocniku na stredni sSkole, v roce
1983, dostal prvni pusu. Vysoce realisticky
vzhled a skutecna existence mé tehdejsi
pritelkyné na dobro rozptylila vSechny ty
predstavy do klUZe odénych prsatych
bojovnic. Tahle prvni laska byla vdina. S
nécim jinym, co se dalo délat o patecnich
veCerech, a s bytosti Zenského pohlavi, se
kterou se to dalo délat, jsem D&D hraval
méné a méné Casto. Stfedni Skola vedla i do
dalSich kralovstvi, jako byla tfeba vysoka
skola, sex, pivo, auta, prace, cestovani, a
zlomené srdce. Nase D&D banda se rozptylila
z New Hampshiru do Pensylvanie, New
Yorku, Chicaga a na Aljasku. Nechal jsem ty
snové stiedovéké svéty za sebou a prakticky
jsem zapomnél na ty roky hrani na hrdiny.
Ten pusty, podzemni svét uvolnil své sevrieni,
jako kdyz carodéj zrusi kletbu. Svou
posedlost D&D jsem nechal odeznit - ne
proto, Ze by moje touha hrat zmizela, ale asi
jsem spis citil, ze bych mél uz vyspét. Zazil
jsem vic dobrodruzstvi, nez jsem mél. Pokud
D&D bylo ritudlem dospélosti, pak jsem

prosel podzemim, abych se stal mladym
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Although | finally stopped playing
D&D and other RPGs (role-playing games)
just before college, over the years, | would
check to see how my precious fantasy
pastime had evolved. Secretly, without
telling anyone, especially my girlfriends, I'd
stalk gaming stores and peruse shelves of
new rule books and games to see what had
been published since | had last played. I'd
handle packages of metal figurines. I'd loiter
in video arcades. I'd study newfangled card
games like Magic: The Gathering. As |
entered my twenties and thirties, | noticed a
fantasy entertainment industry that had
gradually grown more massive and more
socially acceptable than when | was part of
it. Occasionally, | lamented over what | might
be missing as the subculture moved on
without me. | missed it. | shoved away
something that had been important to me.
Despite being tempted, | decided | would

never seriously play D&D, or immerse myself

in any fantasy environment, ever again.

As for my mother, | never got her
back. She survived for nineteen years after
her aneurysm, heroically, one might say, if

somewhat oblivious to her condition. She

% RPG = zkratka anglického 'role-playing game'

Ackoli jsem prestal hrat D&D a ostatni
RPG¢ka? (hry na hrdiny) tésné pred nastupem
na vysokou skolu, sledoval jsem, jak se ma
milovana kratochvile vyviji. Potaji, aniz bych
o tom nékomu tekl - a to plati hlavné pro mé
pfitelkyné - jsem prolézal herni obchody a
prostudovaval police s novymi knihami
pravidel a hrami, abych védél, co vydali od
doby, co jsem hral naposledy. Ohmataval
jsem bali¢ky kovovych figurek. Coural jsem se
oddélenim arkadovych videoher. Zkoumal
jsem supermoderni karetni hry jako Magic:
The Gathering. Ve svych dvaceti, tficeti
letech jsem si vsSiml, Ze fantasy zdabavni
pramysl od doby, kdy jsem byl jeho soucasti,
neustdle rostl a byl porad vice spolecensky
uznavany. Cas od ¢asu jsem litoval, o co
vSechno jsem za tu dobu, co se tato
subkultura beze mé vyvijela, ptisel. Chybélo
mi to. Bylo to pro mé duleZité a ja to odstrcil.
Ale ackoli mé to lakalo, rozhodl jsem se, Ze uz

nikdy nebudu hrat D&D, ani se neponofim do

jakéhokoli jiného fantasy prostiedi.

Co se mé matky tyce, tu jsem uz nikdy
neziskal zpét. Po aneurysmatu Zila jesté
let.

devatenact Nékdo by mohl fict, Ze

hrdinné, ackoli to je trochu bezohledné
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lived in a nursing home for a decade, bored
to death and suffering. | would visit her,
sometimes regularly, sometimes not. On
good days with her, when I'd let my guard
down, I'd glimpse more of the old Mom. I'd
try to shake the Momster role I'd put her in,
and try to play not bitter caregiver, but
normal son. After a long, slow decline, she
passed away in 1997. She had lived though
my high school years, and college, and early
adulthood, until | was thirty-one. As the
years passed after her death, my mother
remained a presence - an unresolved foe, a
spectral companion, a lost fortune. | often
felt she had left me in the forest, alone on
the cusp of an impossible quest. Like all
wannabe heroes, | expected pat answers and
satisfying victories. But none came. Dealing
with Mom had been its own rite of passage,
too, and | had rolled the dice and proceeded,
somewhat stunned, through each level of

adulthood.

Then, a "Huh?" moment. When Peter
Jackson's Lord of the Rings movies came out
in three successive years (The Fellowship of
the Ring in 2001, The Two Towers in 2002,
and The Return of the King in 2003), | got

sucked in. | loved the films. | tracked gossip

vzhledem k jejimu stavu. Desetileti Zila v
pecovatelském domé, trpéla a nudila se k
smrti. Navstévoval jsem ji, obcas pravidelné,
obcas nepravidelné. Za téch lepsich dn( s ni,
kdyz jsem se prestal tolik hlidat, jsem
postiehl néco vic ze staré mamky. Snazil jsem
se setfast tu roli mamsery, kterou jsem ji
pritkl, a pokousel jsem se hrat normdlniho
syna misto zahorklého pecovatele. Matka
|éta chradla, az v roce 1997 zemfrela. Dozila
se doby, kdy jsem byl na stfedni a na vysoké,
mé dospélosti, az mych jednatficeti let. Jak
po jeji smrti roky ubihaly, stejné z(stala
pfitomna - nevyifeseny nepfitel, neviditelny
spoleénik, ztracené $tésti. Casto jsem se citil
jako by mé nechala samotného v lese, na
zaCatku nemozného ukolu. Podobné jako
vsichni rddoby hrdinové jsem cekal pohotové
odpovédi a uspokojujici vitézstvi. Ale nic
takového nepfisSlo. Vyporadat se s Matkou
byl také ritudl dospélosti sdm o sobé, a tak

jsem si hodil kostkou a ponékud omracené

jsem pokracoval dalSimi Urovnémi
dospélosti.
Pak priSel moment prekvapeni.

Jakmile Peter Jackson do kin vypustil hned tfi
filmy Pdn Prsten( (Spolecenstvo prstenu v
roce 2001, Dvé véZe v roce 2002 a Ndvrat
krdle v roce 2003), zase mé to vtahlo. Miloval

jsem ty filmy. Na popularni fanouskovské
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on popular fandom sites like TheOneRing.net
and watched the online movie trailers
repeatedly. Rings fever had spread
everywhere, even to Paris, where | was living
at the time. | visited French collectible shops
whose windows were crammed with Le
Seigneur des Anneaux (what the French call
The Lord of the Rings) action figures. | had
recurring dreams of visiting the filming
locations in New Zealand, where | had never
been, meeting Peter Jackson, and wearing an
orc mask as an extra during the shooting of a

battle scene.

This made no sense. Perhaps my
fantasy obsession was more unresolved than
I'd let myself admit. | found myself battling
an uncontrollable urge to collect the entire
set of Anneaux figurines, which came inside
Kinder Surprise chocolate eggs. | purchased
more than a dozen - a whole freaking
fellowship of them - and cracked them open,
hoping, as the TV ad says, to "collect them
all!" Oddly, | had no qualms about being part
of this worldwide pop-culture phenomenon.
It was impulses like mine that merchandisers
were preying upon, to the tune of millions of
dollars. Of course, candy eggs are one thing;
a $299.99 "Glamdring Foe-hammer"

reproduction of the prop sword used by

Gandalf in the movies was another. | would

strance TheOneRing.net jsem sledoval drby a
opakované jsem se dival na online filmové
trailery. Prstenovd horecka byla vsude,
dokonce i v Pafizi, kde jsem tou dobou 7Zil.
Podival jsem se do sbératelského obchodu,
jehoz vylohy byly nacpané akénimi figurkami
Le Seigneur des Anneaux (jak Francouzi
nazyvali Pdna prsteni). Pravidelné se mi
zdalo o navstévé filmovych lokaci na Novém
Zélandu, na kterém jsem nikdy nebyl, o
setkani s Peterem Jacksonem, a navic o tom,
masku béhem natdceni

Zze nosim skreti

bitevni scény.

Neddvalo to smysl. MoZna moje
posedlost fantasy nebyla tak vyresSend, jak
jsem si myslel. Pristihl jsem se jak bojuji s
neprekonatelnou touhou nasbirat vSechny
Anneaux figurky, které byly v ¢okolddovych
vejcich Kinder Surprise. Koupil jsem jich pres
tucet - celé zpropadené Spolecenstvo - a
oteviral jsem je a doufal, jak hlasala televize,
Ze je ,nasbirdm vSechny”. Zvlastni bylo, Ze
jsem si nevydital, Ze jsem soucdsti tohoto
celosvétového popkulturniho fenoménu. Na
lidech jako ja prodejci vydélavali miliony
dolarll. Samoziejmé, cokolddova vejce jsou
jedna véc; replika ,Glamdringu Vrahomlata”,
mece, ktery Gandalf pouzival ve filmech, za
299.99 dolarli, je oviem véc jind. Az tak

daleko jsem své sbératelské obdobi nechal
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only let my collectibles phase go so far.

On my cluttered desk | have erected a
shrine for my two-inch-high Fellowship.
There was Sam Gamgee, Merry and Pippin,
the ethereal Galadriel, and Frodo, who,
despite my warnings - "No, Frodon (his
French name), put it away!" - insisted on
constantly brandishing his Ring of Power.
Given to me by a friend, the most recent
addition was the elf, Legolas. He stood with
his quiver of arrows, guarding the telephone
against the Nazgll. My minor show of fealty
gave me a sense of belonging. But also
longing: | so wished for Gandalf, Gimli, and
Aragorn to join the rest of this miniature,

plastic band of heroes. And a tiny me had

wanted to join them, too.

But | was a grown-up, right? | was
over D&D and everything it represented.
Picturing that imaginary self again,
wandering through dungeons and hacking at
goblins, didn't seem attractive. The image
was pathetic. There was no way | was going
to let anyone psychically scrawl GEEK on my

forehead ever again. | was no longer a

gawky, teenaged, introverted, antisocial,
afraid-of-girls-and-drinking-games, role-
playing, fantasy-realm-dwelling fanboy.
Right.

dojit.

Na svém precpaném stole jsem vztycil
oltar pro péticentimetrové Spolecenstvo. Byl
tam Sam Krepelka, SmiSek a Pippin, étericka
Galadriel a Frodo, ktery se, pres viechna ma
varovani - ,Ne, Frodone (jeho jméno ve
francouzsting), dej to pryc!” neustale
ohanél Prstenem moci. Nejnovéjsi prirlstek
byl elf Legolas, kterého mi dal kamarad. Stal
tam se svym toulcem plnym Sipl a strefil
telefon pred nazguly. Tato mald prehlidka
oddanosti mi dala pocit soundlezitosti. A také
touhy: strasné jsem si pral, aby se Gandalf,
Gimli

a Aragorn pfripojili ke zbytku té

miniaturni plastové skupinky hrdind. A

malinké ja se k nim chtélo pridat taky.

Ale byl jsem dospély, ze? D&D a vse,

co predstavovalo, bylo za mnou. Predstava

mého imaginarniho ja, jak prochazi
jeskynémi a rozsekdva skiety, mé uz
neldkala. Ten obrazek byl ubohy.

Neexistovala moznost, Ze bych si od nékoho
znovu nechal dat na celo nalepku GEEK. Uz
jsem nebyl ten

nemotorny, pubertdlni,

introvertni, nespolecensky, z divek a
chlastacich her vydéseny fanousek her na
hrdiny, ktery obyva imaginarni svéty. Pfesné

tak.
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The blue cooler begins to speak

Back in the day, Dungeons & Dragons

was a pencil-and-paper game. Serious
players amassed towers of books, papers,
maps, and accessories. When | stopped
playing, the various boxes and piles sat in my
childhood bedroom closet in New
Hampshire. After high school, even though |
said | was done playing the game, the D&D
gear came with me, eventually ending up in
my first post-college apartment in western
Massachusetts, which | shared with JP. |
moved a lot in my early twenties and thirties.
At some the had

point, D&D gear

disappeared.

One Christmas, after I'd moved back

from France, | visited my father and
stepmother in Ontario. | was looking in their
basement for some of my thing and BAM!
there it was: my D&D gear, inside (of all
places) a big blue Coleman camping cooler. |
didn't remember storing it there. Perhaps
someone else did it, some evil servant bent
on reminding me of my hard-core days as a
role-playing aficionado (or addict), or, as my
sister still likes to day, affectionately, "freak."
had

My trove of D&D paraphernalia

returned, unbidden.

Modry chladici box promluvil

Tehdy bylo D&D hra s tuzkou a
papirem. Naruzivi hrac¢i shromazdovali stohy
knih, papird, map a dalsSiho pfislusenstvi.
Kdyz jsem prestal hrat, sidlily takové rQizné
krabice a hromady v Satné mého détského
pokoje v New Hampshiru. Ackoli jsem tvrdil,
Ze uz nikdy nebudu hrat, moje D&D vybava
po ukonceni stfedni Skoly cestovala se mnou.
Nakonec skoncila v mém prvnim byté na
zapadé statu Massachusetts, ve kterém jsem
bydlel s JP. Mezi svymi dvaceti a tficeti lety
jsem se hodné stéhoval. A v jeden moment

D&D vybava zmizela.

Kdyz jsem se pfristéhoval zpét z
Francie, o jednéch Vanocich jsem navstivil
svého otce a nevlastni matku v Ontariu. Dival
jsem se ve sklepé po néjakych svych vécech a
BUM! byla tam: uvnitf (ze vSech mist na
svété) velkého chladiciho boxu znacky
Coleman byla moje D&D vybava. Nepamatuiji
si, Zze bych ji tam kdy daval. Asi to byl nékdo
jiny, néjaky ddabelsky pfisluhovac snazici se
pfipomenout mi mé hard-core dny, kdy jsem
byl RPG fanousek (nebo zavislak), nebo, jak
mi moje sestra jeSté dnes rada laskavé
pfipomene, ,posuk”. Moje pokladnice D&D

vybaveni se ke mné vrétila, ale nikdo ji
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Crouching the basement, | cracked
the lid. | haphazardly pawed through its
contents: a stack of sunken, mold-ridden
game boxes, notebooks, and books. |
sneezed - several times - then closed the lid.
Without thinking what plot | might be setting
into motion, | hefted the cooler - about
twenty-five pounds - lugged it up the
basement steps, loaded it into my rental car,

and brought it back to Boston.

The cooler sat in my closet, a hard-
plastic, thirty-six-quart Pandora's Box that by
all rights should have been filled with cold
beer, not the darkness of dungeons past. |
found myself drawn to steal a glance at my
gaming gear once more. | knew it was, in

Gollum's words, preccciousss to me.

But | resisted the blue cooler. For a

while.

nezval.

Jak jsem se tak v tom sklepé krcil,
otevrel jsem viko. Zacal jsem se prehrabovat
obsahem: Uplné na dné byl balik
plesnivéjicich krabic se hrami, pozndmkové
bloky a knihy. Nez jsem zaviel viko musel
jsem néjkolikrdt kychnout. Aniz bych
premyslel co vSechno by se tim mohlo dat do
pohybu, zved| jsem ji, naloZil do vypljceného

auta a odvezl zpét do Bostonu.

Chladni¢ka byla u mé v satniku,
jednactyriceti litrovd Pandofina skfinka z
tvrdého plastu, ve které mélo byt, misto
temnoty katakomb minulosti, vychlazené
pivo. Pristihl jsem se, jak se mi chce znovu se

podivat na mou herni vybavu. Védél jsem, ze

byla - jak by rekl Glum - mdj milddadsek.

Tomu modrému chladicimu boxu

jsem tehdy odolal. Ale ne na dlouho.
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THEORETICAL PART

ANALYSIS OF THE TRANSLATION
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THE TITLE

Ndzev symbolizujici, zkratkovity, uddvd téma, problematiku nebo atmosféru dila zkratkou,
typizujicim symbolem, ktery neni popisem, ale obraznou transpozici tématu. Vyvoj tohoto
typu souvisi s rozvojem kapitalismu, kdy se literatura stavd zboZim a ndzev reklamoul...] Po
strdnce obsahové je hlavnim poZadavkem vyjimecnost, tj. konkrétnost a jedinecnost
symbolizujiciho vyrazu. (Levy, 1983, p.154)

Ethan Gilsdorf had chosen to entitle his book 'Fantasy Freaks and Gaming Geeks', in
which can be seen an excellent example of a delicate handling of language. At first sight it
might be understood as a simple pair of premodified nouns which can be easily translated
because of the existence of suitable colloquial Czech expressions: 'Fantazaci a hraci' but this
translation had several problems. The most significant problem was with the suitable
meaning of Czech words in order to keep the dynamic of the original.

Jazykovy projev v cilovém jazyce zachovdvd dynamiku puvodniho projevu
formulovaného ve vychozim jazyce - preklad by mél vyvolat stejnou reakci, jako vyvolal (nebo
vyvolat mél) projev v jazyce vychozim.(Knittlovd, 2010, p.15)

The first neologism, 'fantazaci', covers all the nuances of the meaning, that is the
presence of the enthusiasm about fantasy and the slight hyperbole coming from the
'freakiness'. The problem appears with the second part of the title, where the noun 'hradi' in
Czech language does not bear the denotation of a computer player but of a player, a person
who is playing something in general, which does not correspond with the original meaning of
the title. At that moment the author was thinking of a noun 'gamefi' which appears within

the Czech vocabulary from time to time but she realised that the noun 'geek’, which also
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carries the meaning of a computer enthusiast’, is in Czech much more common even though
it is not a Czech word. After those changes the title was 'Fantazaci a geeci' but it was not
satisfactory, also because of the missing alliteration, consonance and rhyme. To preserve
both the consonance and the alliteration the author decided, having already been reconciled
to use English expression, to use the noun "freak", which is also used in Czech. There are two
reasons why there is no need to be afraid that the readers will not understand those foreign
words - the first is that foreign expressions are used in the book quite frequently (those are
discussed that later in the thesis) and all of them are explained in the text itself. The second
reason is that the target group of this book is younger adults who a) are usually familiar with
such words, b) want to learn something about gaming and escapism so even if they are not
familiar with those expressions they will not be discouraged from reading.

Together with an adjective 'fantasy' the author managed to partly retain the original
alliteration (a repetition of initial sounds in successive words*) and consonance (a repetition
of a consonant sound’) was achieved at the same time. The main problem appeared, again,
with the second part of the title where the author was not able to find a suitable translation
of a participle 'gaming' with an initial 'g'. So at this point the author decided to preserve only
the rhyme and the rhythm of the original title by translating the participle as 'herni'. The title
was therefore translated as follows:

Fantasy freaci a herni geeci

3 http://en.wikipedia.org/wiki/Geek [25.3.2013]
4 http://www.tnellen.com/cybereng/lit_terms/alliteration.html [2.4.2013]
® http://www.tnellen.com/cybereng/lit_terms/consonance.html [2.4.2013]
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STYLE

The first chapter which is used as an extract for the translation, as well as the first half
of the book, is Gilsdorf's autobiography written in a documentary style, first-person
narrative, and the translation was approached accordingly. As an adult Gilsdorf speaks about
his teenage years and early adulthood and even though he is mostly neutral about his
memories, there are parts from which irony and hyperboles are perceivable. The author tried
to keep Gilsdorf's style in the translation, so the resulting text is in its majority formal with
moments of informality lightening the neutrality or even seriousness. Preserving the
original's style in one of the twelve translating principles J.Levy published in Uméni prekladu:
"Pteklad by mél odrazet styl origindlu." (Levy, 1983, p. 32) which was chosen over the rival
theory, which is also mentioned in Levy's work, that the translation should show the style of

the translator.

example:

Girls were scarce commodities for us, and our group may have proved that tired cliché that
outcasts, dweebs, and computer nerds couldn't handle reality, let alone get a date for the
prom.

Holky pro nas byly vzacné zbozi, a nase particka dokazovala klisé, Zze vyvizenci, poSuci a ajtaci

nedokazou unést tihu reality, a uz viibec ne najit si partnerku na maturitak.

VOCABULARY

The vocabulary used in the book reflect the topic of gaming and fantasy subcultures,
so the reader encounters a variety of words and expressions from the fantasy, RPG, tabletop
and computer gaming jargon. Many of those English expressions are known and used in

Czech, although usually especially within the corresponding groups of people (such as 'sword-
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and-sorcery', 'escapism’, 'magic-user', 'wight' etc.) For some reason Ethan Gilsdorf does not
explain all the unfamiliar words when he uses them for the first time. Because of that the
reader can be sometimes confused but the amount of 'mystery’ about unexplained
expressions does not discourages the reader - it causes the very opposite and attracts the

reader's attention even more.

Because of the range of possible themes coming from the areas of fantasy literature -
widely inspired by history, paper-and-pencil and tabletop games, video and computer games,
RPGs and escapism, the range of used vocabulary is really wide and probably the only way of
naming it is a 'geeky jargon'.

example:

It didn't take long before words like halberd and basilisk became part of my daily vocabulary.
Like actors in a play, we role-played characters - human, Elvish, dwarven, halfling - who
quickly became extensions of our better or more daring selves. We craved adventure and

escape

Netrvalo dlouho a slova jako halapartna a baziliSek se stala soucdsti mého kazdodenniho
slovniku. Hrdli jsme nase postavy, jako herci v divadle - lidi, elfy, trpasliky, pUlciky - ktefi se
rychle stali rozSifenim naSich lepSich a odvainéjSich ja. Touzili jsme po tom zazit

dobrodruzstvi a uniknout.

PROPER AND GEOGRAFICAL NAMES

Vlastni jméno mozno preloZit, pokud ma hodnotu jen vyznamovou... Jakmile pristoupi
charakter jména, tj. zdvislost na ndrodni formé (kazdy ndrod ma rejstfik tvari pro jména), je
mozZnd jen substituce nebo transkripce.[...] KdyZ se vyznam ztrati uplné, pak je mozny jen

prepis, tj. zachovdni jména v cizim znéni: Klim Samgin, Artamonov, Rudin, Riccault. Pri
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prekladu jde pfirozené jen o vyznam, jenZ md platnost v celku dila, nikoli o vyznamovost
absolutni. (Levy, 1998, p. 116)

Obecné plati zdsada, Ze je nutno respektovat domdci uzus tvarové i pravopisné, psdat
tedy Mnichov, nikoli Miinchen, PariZ, nikoli Paris [...] (Kufnerovd, 2009, p. 37)

Gilsdorf does not use proper names so frequently but even so it is needed to treat
them according to general tendencies. For example the very first sentence mentions New
Hampshire which some readers may not be familiar with, so the author decided to specify
that it is a state in the United States of America. Another example of dealing with a
translation of proper names is in the following sentence, where a school with the name
'Oyster River High School' is mentioned. Considering that the name does not carry any
semantically important information the author did not find it necessary to translate it, so the

resulting translation is as follows:

Plus, the cruel hierarchies of Oyster River High School had stratified my classmates into

layers as immutable as the Indian caste system.

K tomu nehumadnni hierarchie stfedni Skoly Oyster River rozdélila mé spoluziky do vrstev

stejné nepropustnych jako v indickém kastovnim systému.

The same process was applied to the case of 'Boston Globe', in the translation there is
an additional explanatory word used to specify that it is a name of a daily newspaper. The
author did not find necessary to add anything to the name of company 'Disney' because of its
renown in the Czech Republic.

Prekladatel prizplsobuje text adresdtovi s odlisnym zdzemim také na zdkladé

zkusenostniho a situacniho kontextu. Prakticky to znamend, Ze musi reSit problematiku
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spojenou se slovy oznacujicimi pfedméty nebo jevy tésné spjatymi s historii, kulturou,
ekonomiil...]pfi pfekondvadni rozdili v prostredi jazykovych sfér je velmi casto nutno doddvat
do textu dalsi nezbytné informace a naopak redundantni detaily vypoustét.(Knittlovd, 2010,
p.12)

example:

| wanted to be a cartoonist for the Boston Globe and an animator for Disney.

Chtél jsem délat karikatury pro denik Boston Globe a animatora u Disneyho.

Another case is the translation of people's first names.

Napr. v s Sdze rodu Forsytii mdme krestni jména: Nicholas, James, Philip, Irene,
Soames, Swithin, Jolyon. Zachovdme-li jejich anglickou podobu, budou cizi jména rusit
atmosféru divérnosti v nékterych situacich a predevsim vzniknou potiZe se skloriovdnim jmen
Irene, Philip, Nicholas. Rozhodneme-li se pocestit jména, co se Soamesem, Jolyonem a
Swithinem, ktefi nemaji ceské obdoby? Vznikla by tak smésice krestnich jmen ceskych a
cizichl[...]Tady nepomiZe Zddnd pausdini teorie, prekladatel musi pfipad od pfipadu hledat
nejunosnéjsi reseni. (Levy, 1983, p. 94)

According to this Levy's statement the author decided not to translate first names
mentioned in the extract - firstly, the presence of other unmistakeably English expressions in
the translation causes that those names (Bill, Dean, Eric, John, JP) do not seem disruptive.
Secondly, only one of those names has a Czech equivalent and so it was preferred to keep all
of them in English. Where necessary only inflection was applied.

Another difficulty was whether to translate the name of the game 'Dungeons &
Dragons'. At the beginning, it the process of making notes only, the author was thinking of a

translation using a substitution resulting in 'Draci Doupé' which is a name of a really similar
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game known in the Czech Republic. Later, when the name of the card game 'Magic: The
Gathering' was encountered the author realised that this game is so famous among Czech
gamers under this name because the Czech distribution did not translate neither the title nor
the game itself, which is in fact the same case as with the 'Dungeons & Dragons'. At this point
the author finally decided not to translate or substitute the original names of the games, and
those of movies either, unless they had an Czech title given by an official distributor, such as
the case of 'the Lord of the Rings'.

examples:

Dungeons & Dragons was the collaborative refuge, outlet, and playing field.

Dungeons & Dragons bylo spolecné Gtocisté, hristé, nase misto.

D&D's swords-and-sorcery realm seemed as rich as Tolkien's Middle-earth, his elaborately
mapped and populated setting for The Hobbit and The Lord of the Rings, and his various
poems, legends, and lost tales. | didn't believe in God, or in heaven and hell. But Middle-
earth's lands, or a D&D labyrinth, or a science fiction universe like Star Wars - those were

places | could believe in, and visit as often as | liked.

Svét mecCe a magie v D&D byl asi tak stejné bohaty jako Tolkienova Stfedozem, jeho
dopodrobna zmapované a osidlené prostiedi pro Hobita, Pdna prstenii a jeho rozlicené
basné, legendy a ztracené pribéhy. Nevérim v Boha ani v nebe a peklo, ale plané Stfedozemé,
labyrint D&D nebo vesmir Hvézdnych valek - to vSechno byla mista, ve kterd jsem mohl véfrit

a ktera jsem mohl navstévovat tak casto, jak jsem chtél.

SUBSTITUTION
There are some words in the extract that were translated using the process of

substitution. As an example we may examine words like 'leem’, 'quizer' and 'Momster"'.
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Nejcastéji se s touto tvorivou operaci [substituci] setkdvdme u osobnich jmen
romdnovych hrdint a rtiznych pfedméti,; v tomto ohledu je v Ceské prekladové
literature snad nejpopuldrnéjsi substituce osobnich i mistnich jmen ve slavném
Zaordlkové prekladu Chevallierova romdnu Clochemerle, coZ je smyslené mistni
jméno prekladatelem mistrné pocesténé jako Zvonokosy. Zaordlkovo dusledné pocesténi (tedy
substituce) vlastnich jmen neni Zddny samoucelny prekladateliv rozmar, nybrZ snaha co
nejvérnéji zprostredkovat komicnost origindlu, o jejiZz znacny podil by byl Cesky Ctendr pri
ponechdni plvodnich jmen ochuzen, nebot témér kazdé takové jméno je vyrazem urcité
nositelovy charakterizacni vlastnosti. (Kufnerovd, 2009, p. 70)

The operations behind the translation were as follow:

'‘Leem': As far as 'leem' is not to be found in any of available dictionaries, the author
was looking for the root 'lee'. Entry in Cambridge Advanced Learner's Dictionary declares®:

lee /li:/ noun 1 [S] the side of hill, wall, etc. that provides shelter from the wind

2 the lees [plural] the substance which is left at the bottom of a container of liquid,
especially in a bottle of wine

There is not any semantic relation between a dungeon habitat and a shelter but the
denotation of the plural form, in Czech 'kal, usazenina, sedlina'(Hais and Hodek, 1997, p.
1305) has its possible correlation with the underground. Because the original word referred
to a creature an affix was added to express its animate character. The created word is
'kalnak'.

'Quizer': As in the first case the author was looking for meanings of the root. The

meaning of 'quiz' is: "noun: a game or competition in which you answer questions,"’ but also

Culee.n Cambridge Advanced Learner's Dictionary. Cambridge, UK: Cambridge UP, 2008.
7 "Quiz." Cambridge Advanced Learner's Dictionary. Cambridge, UK: Cambridge UP, 2008.
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a more convenient 'tropit si Sasky, posmivat se, Skadlit, divat se posmésné, sklebit se'(Heis
and Hodek, 1997, p. 1836). The resulting epithet of the creature is 'Skleban'.

The last and probably the most difficult word to handle was 'Momster'. In English the
point is carried by the letter 'n' replaced by 'm' which is a witty way to express a mother and
a monster in one word. The author was playing with many possible combinations of Czech
'matka/mama' and 'pfisera/monstrum' as long as she came up with the two best options:
'mamsera’ and 'mamstrum’. Even though the second one seems to be more fitting as far as it
is only two letters different from the original 'monstrum’, the author ran a small survey on
the Facebook where people were asked to decide which of those feels more natural and is
easier to understand the intent of melding. Seventy two of ninety five people thought that
'mamsera' is much easier to understand. According to this poll it was decided to use
'mamsera’ in the translation. It is possible that the result of this survey is due to the feminine

gender of the winning compound.

TERMINOLOGY

As stated above, in the book Gilsdorf uses quite a number of expressions from fantasy
and gaming field, especially in the part in which he describes typical progress of a game
session. The author of this thesis being a fantasy freak and gaming geek herself she had no
problems translating those terms but she feels some tendencies used in the translation
should be clarified.

In the above mentioned passage the dungeon master asks one of the players 'What's

your dexterity?' The translation could possibly, and probably more correctly, be 'lak jsi
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obratny?' but since the dexterity is a statistics of characters the question does not relate to
the hearer - the player but to his character. Each character in this game has all statistics
written on a character sheet and so in fact the dexterity (together with all the others stats) is
only a number. This way it is used also in Czech, you will not hear anyone asking 'Jak jsi
obratny/odolny/inteligentni/etc?' but 'Jakou mas obratnost/odolnost/inteligenci/ atd?'

The same general principle applies, in the same part of the extract, to DM's statement
'‘Besides, he sees you. You won't have surprise.' The translation is: 'Krom toho té vidi.
Nebudes$ mit bonus za prekvapeni.' The critical point in this sentence is the word 'surprise’. In
the context of Dungeons & Dragons 'surprise' is a special kind of an attack which a character
can blow when it literally surprises the opponent. In fact it is a bonus damage inflicted on the
enemy. To make it comprehensible to everyone an explanatory phrase 'bonus za prekvapeni'
was added.

Even though the author is dealing with measures later in this thesis, here it should
mentioned that in Dungeon & Dragons a unit of length is 'feet' which is the same as used in
the USA and other English speaking countries but the Czech equivalent used in role playing
games is 'sah' which is approximately 1 meter (= 3 ft.). This is why the term 'sdh' is used to

express measures in the part of the extract where D&D is being played.

example:

You're walking along a passageways, about a hundred feet long and ten feet wide.

Jdete asi tficet sahd dlouhou, tfi sahy Sirokou chodbou
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ALLUSIONS

Ethan Gilsdorf uses many allusions in his work, most of which are obvious to an
average reader (such as allusions to The Lord of the Rings) but some of which are not so
readily comprehensible. One of those is an allusion to the movie Monty Python and the Holy
Grail, a quote 'l fart in your general direction!' The author wanted to keep the quote in the
form it had been translated for the first time. In 1974 Petr Paloug® translated the script and
created a remarkable and instantly famous quote 'Bzdim vSeobecné vasim smérem!" which
the author decided to use in the translation.

Another allusion, 'l Was a Teenage Magic-User', is to the series of movies started by
the horror film | Was a Teenage Werewolf released in 1957 by American International
Pictures, followed four months later by / Was a Teenage Frankenstein™® and the tradition of B
movies with this title continued when in 1999 a short movie | Was a Teenage Intellectual in
the Czech Republic commonly known under the original title Byl jsem mladistvym
intelektudlem® was made by Stépan Kopfiva and Marek Dobe3. It was chosen to follow the
tradition of translating those titles and the name of the part of the chapter is now 'Byl jsem

mladistvym kouzelnikem'.

MEASURES AND CURRENCY

Prevddét cizi ménu neni mozné, protoZe ména je charakteristickd vZdy pro urcitou

zemi a koruny by nadm lokalizovaly preklad do naseho prostredi. (Levy, 1998, p. 124)

8 http://www.fdb.cz/lidi/20978-petr-palous.html [15.4.2013]

® http://en.wikipedia.org/wiki/|_Was_a_Teenage_Werewolf#Release_and_reception [12.4.2013]
10 http://www.allmovie.com/movie/v76045 [12.4.2013]

n http://www.csfd.cz/film/5288-byl-jsem-mladistvym-intelektualem/ [12.4.2013]
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In compliance with Levy's theory the author did not substitute the name of American
currency 'dollar', only followed the codified Czech spelling and used 'dolar' and applied

infection wherever it was needed.

example:

It was impulses like mine that merchandisers were preying upon, to the tune of millions of

dollars.

Na lidech jako ja prodejci vydélavali miliony dolart.

On the contrary different approach was applied on the case of measures.

Pravé védomi ndrodni specificnosti odlisuje problematiku pfi prekladdni mér a vah od
prekladdni mény. Nezvyklé mérné systémy napfr. rusky a anglicky, ¢asto nahrazujeme nasi

metrickou soustavou. (Levy, 1998, p. 124)

As Levy suggests the author replaced the English physical unit 'feet' for a unit from
metric system used in the Czech Republic - 'metr'. Together with this process it was also
needed to update the numbers because 1 feet stands for 30,48 centimetres®. | rounded the

converted measures because | did not find it necessary to be accurate within one centimetre.

example:

Me, | felt about as powerful as a three-foot hobbit on a basketball team.

A ja? J4 si pripadal asi tak mocné jako metrovy hobit v basketbalovém tymu.

12 http://en.wikipedia.org/wiki/Foot_%28unit%29 [17.3.2013]
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TRANSLITERATION

Je ziejmé, Ze napr. pro prepis ruskych jmen se prekladatel bude Fidit pravidly bézné
transkripce. O opis ale nemizZe jit tam, kde slovo v origindle je jiZ samo fonetickym prepisem z
ciziho grafického systému; proto se anglickd forma bengdiského jména Tagore prepisuje
Ceskym Thdkur, jméno Bishnu Dey ¢eskym Bisnu Dej. Neznalost plivodni podoby jména plisobi

casto potiZe pri prekladdni jmen]...] (Levy, 1983, p.115)

In the original text there is quite a number of words written in different sign system
than in Latin script, with one expression in the extract already transliterated into Latin
alphabet, though according to English codification. The expression 'l Ching' could possibly be
unchanged in the translation but the author decided to use the Czech transcription. First she
searched for the meaning because she was not sure what exactly 'l Ching sticks' are, googled
it and found that the meaning and purpose is connected with the Book of Changes and that
both carry the same name®. Then the possibility Wikipedia offers was used and that is to
switch to different language localisation and find corresponding article written in Czech. In
this way the Czech manner of transliteration of the Chinese word was found and it was
used in the translation as follows:

Sbirali jsme jich pytle, jako by to byly drahokamy - plastové, mnohosténné hraci kostky, Ctyf,

Sesti, osmi, deseti a dvacetisténné cetky, které, stejné jako I-ting tyCinky nebo mince,

predpovidaji nas osud kdyz jimi ¢lovék hodi.

B http://en.wikipedia.org/wiki/l_Ching [9.4.2013]
" http://cs.wikipedia.org/wiki/I-%C5%A5ing [9.4.2013]
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LEXICAL AND STYLISTIC ASPECT

As stated above, the author generally leant towards keeping the words of the original,
though she was not able to strictly follow this intention, mainly because of some problems it
could cause. Those issues were usually unwanted repetition and inaccurate meaning of Czech
equivalent.

Zejména u sloves je posun k specificnosti v pfekladech z anglictiny do cestiny témér
pravidlem. Souvisi to s typologickym rozdilem mezi nomindlini angli¢tinou a verbdlni ¢estinou.
Anglicka slovesa maji blize k reldtoriim, spojovacim prvkiim mezi jmennymi nositeli vyznamu,
zatimco v Ceské vété je zakladnim nositelem vyznamu sloveso. (Knittlova, 2000, p.42)

example:

I'd try to shake the Momster role I'd put her in, and try to play not bitter caregiver, but
normal son.

Snaizil jsem se setfast tu roli Mamsery, kterou jsem ji pfirkl, a pokousel jsem se hrat

normalniho syna misto zahorklého pecovatele.

On the other hand sometimes the author decided to keep the repetition and use it to

emphasise particular elements; in the following example a negation of a verb.

example:

| would visit her, sometimes regularly, sometimes not.

Navstévoval jsem ji, ob€as pravidelné, obcas nepravidelné.

Compression

Vynechdni informace: | zde je tfeba rozlisit pripady, které jsou spojeny s odliSnymi
redliemi. Dusledkem prekladatelskych obmén je vZdy zobecnéni, substituce obecnéjsim

vyrazem. Vypousti se specifikujici sémantickd slozka, nebo se celé pojmenovdni nahradi
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obecnéjsim. Zejména tam, kde Cj nemd tak detailni segmentaci a specifikaci reality v

pojmenovdni, uZije se hyperonyma. (Knittlovd, 2000, p.82)

In some cases some information was left out in order to achieve more natural and

fluent feel of the translation.

example:

Each DM had his world (and the DM was mostly a "he"; we had interest from a couple of
itinerant girl players, but they never lasted long).
Kazdy PJ mél svlij svét (a PJ byl obvykle ,,on”; zajimalo se o nas par koCovnych hracek, ale ty

nikdy nevydrzely dlouho).

Diminutives

Angli¢tina jako izolacni jazyk ddva prednost pfi explicitnimu vyjadifovdni
emociondlniho postoje jinym jazykovym prostfedkium neZ syntetickd ceStina. Vyjadruje
emociondlnost spise analyticky, lexikdIné, kombinaci citové neutrdlinich Ij s vyrazy, které slouzi
prevdzné jako nositelé citového postoje. Nejcastéjsim takovym citové modifikujicim vyrazem
je adjektivum little, u néhoZ se denotacni vyznam malosti prolind s konotac¢nim vyznamem

pozitivniho citového postoje. (Knittlovd, 2000, p. 59)

example:
Go for it, my good little thief!

Do toho, mUj mily zlod&jicku!
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GRAMMATICAL ASPECT

Passive voice

Trpny rod Cestina v beletrii v podstaté nepouZivd, pokud nejde o pripady, kdy se autor
zameérné vyhybd explicitnimu vyjdadreni Cinitele. (Knittlovd, 2000, p. 94)

example:

After high school, even though | said | was done playing the game...
Ackoli jsem prestal hrat D&D a ostatni RPGcka (hry na hrdiny) tésné pred nastupem na

vysokou skolu...

Non-finite verb forms

Vétné kondenzory jsou v anglictiné bézné, coZ souvisi s jejim nomindInim charakterem,
hutnosti a ekonomicnosti vyjadfovdni. Cestina naopak pouZivd na misté infinitivnich,
gerundijnich a participidlnich Cili tzv. nomindlnich tvar( slovesnych radéji urcitych tvari

slovesnych. (Knittlovd, 2000, p. 95)

example of a translation of a gerund:

| let my D&D obsession fade - not because my longing to role-play had ceased, but because,
perhaps, | sensed | was through with childish things
Svou posedlost D&D jsem nechal odeznit - ne proto, Ze by moje touha hrat zmizela, ale asi

jsem spis citil, Ze détinskosti uz jsou za mnou.

example of a translation of a participle:

Our real selves sat around a living room or basement table, scarfing down provisions like
bowls of cheese doodles and generic-brand pizza.
Nase prava ja sedéla kolem stolu v obyvaku nebo ve sklepé a hltala zasoby syrovych kfupek a

levné neznackové pizzy.
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CONCLUSION

Translating this longer English text into Czech was interesting experience as well as
demanding and exhausting. Thanks to this thesis the author learned so much, not only about
general tendencies of and approaches to translating but also many new expressions and
especially the main problems which one may encounter when translating from English into
Czech. Even the expertise acquired during linguistic classes had considerable impact on the
process of translation, namely the differences between an analytic and a synthetic language.
It broadly expanded her knowledge gained in the Translation seminars, mostly thank to the
used academic literature. The author is glad she has came across the book Fantasy Freak and
Gaming Geeks and have chosen to translate it because the topic relates to her personal
experience, which is why she was easily able to identify with the main protagonist. Not only
because she is one of those freaks and geeks but also when she was little and played
Dungeons & Dragons for the first time the role-playing games were not known so much
among the average Czech population and she experienced the same misunderstanding as
Ethan Gilsdorf did, even though he is much older. In the Czech Republic it took much longer
than in the USA for the fantasy literature and RPG to be acknowledged as a relevant literary
and cultural phenomenon, partly because of the cultural isolationism induced by the Iron
Curtain..

The author hopes she will someday be able to return to this book and translate the
rest of it and share the experience from reading it with Czech readers who are not able to do
so in English.

Since the selected part of the book has been translated the goal of this thesis was

achieved.
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