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This research investigates the domain-specific vocabulary used in animation production, with
particular emphasis on the etymological origins, semantic transformations, and functional applications
of core terms such as animation, cartoon, clean-up, layout, and storyline. The study underscores
the substantial linguistic influence exerted by Disney, a company whose creative innovations have
significantly shaped both professional nomenclature and wider cultural semantics. The concept
of cartoon is explored in its diachronic development — from its origins as a preparatory art sketch to
its current identification with a genre of animated productions marked by stylized visual exaggeration
and humor. Although related, cartoon and animation are shown to possess nuanced distinctions.

Further attention is directed toward technical terminology such as clean-up and layout, which
refer to discrete stages in the animation workflow. These terms reflect metaphorical adaptations
of everyday language into specialized industry jargon. The study also explores narrative-related
lexicon, including storyline, storyman, and story sketch man, each denoting unique creative functions
in animation storytelling.

Additionally, the research examines the evolving semantic field surrounding the Disney brand,
including neologisms like Disneyism and Disneyfication, which signal the corporation’s extensive
influence on language and cultural expression. By analyzing the recent Disney and Pixar films
“Moana 2” and “Inside Out 2”, the study demonstrates how novel animation vocabulary arises through
metaphor, personification, cross-cultural borrowing, and internal studio lexicon.
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OCOBNINBOCTI ®OPMYBAHHSA BOKABYNAPY AHIMALIT HA OCHOBI
MYNbT®IIbMIB « MOAHA 2» TA «AYMKAMU HABUBOPIT 2»

Y cmammi po3ansiHymo crieuianizogaHy 51eKCUKy, rnog’sidaHy 3 eupobHUUMeOM aHimauyitiHoi rpo-
OyKUii, 3 aKUeHmMoM Ha emuMorio2ito, ceMaHmuyHy e8osouito ma yHKUIOHaIbHe HaBaHMaXXeHHs
KITO4OBUX MEPMIHIi8, SIK-om aHiMauis, MyrbmebirnibM, YUCMOBUK, KOMIOHOBKa ma CHXXemHa IiHis.
Ocobnusy yeazy rpudineHo fiHagicmu4yHoMy 8risiugy KomMmawii Disney, iHHo8auji sKoi cymmeso ersiu-
Hyrnu Sk Ha npogbecitiHy mepMiHOMo2ito, maK i Ha wupwul KynbmypHUU Ouckypc. TepMiH «Myrib-
maebinbM» rnpoaHani3oeaHo 8 KOHmMeKcmi lio20 icmopuyHoi mpaHcghopmauii — 8id nid2omoeyozo
XyO0XHb020 €CKi3y 00 OKPeMOo20 XaHpy aHiMaujitHo20 KiHO, W0 xapakmepusyembCs 8i3yarlbHUMU
nepebinbWeHHIMU ma 2yMOPUCMUYHUM efleMeHMOM, Mpu UbOMY MEXYIoUU, ane He MmomOoXHO20
MOHAMMIO «aHimauisi».

Takox po32nsiHymo MmexHIYHi mepMiHU, 30Kpema «4UCMmOBUK» i «KOMIMOHOBKa», WO Mo3Haya-
oMb OKpemi emanu 8upobHUY020 fpouecy ma OeMOHCMpPyomMb MemagopuyHe nepeoCMUCIeHHS
3a2allbHO8XXUBaHOI /IeKCUKU 8 Mexax npogheciliHO20 xKap20oHy aHimamopis.

Ocobnuse micue 8 0oCriOXeHHI 3almae aHaria mepMiHie, rnoe’sa3aHux i3 HapamueoM, 30Kpema
«ClOXXemHa niHis», «cmopimMeH (storyman)» ma «XyOOXHUK CIOXXemHUX eckisie (story sketch man)y,
SKI Mo3Ha4Yarome crieyugbiyHi meopyi pori 8 mexax nobydosu aHimauiliHoi ornoeidi. Takox po3erns-
daembcsi ceMaHmu4yHe ma KyfibmypHe pO3WUPEeHHST 3Ha4YeHHs1 camoz2o bpeHOy Disney, sKrrodYaoyu
Heoroziamu «0ucHeism (Disneyism)» i «OucHeitbikauis (Disneyfication)», wo sidobpaxatoms anubo-
KuU ernue KoMraHii Ha MOB/IeHHS1 i Macosy Kyrbmypy.

Ha npuknadi cy4acHux ¢pinsmie cmydit Disney ma Pixar, «MoaHa 2» ma «[ymkamu Hagugo-
pim 2», npoincmposaHo, K Hoea aHiMauiliHa feKkcuka ¢hopMyembcs WIISIXOM Memacgbopu3sauii,
rnepcoHicbikayii, KynbmypHo20 3arno3ud4eHHs ma 8HympiwHb020 cmyQiliHo2o crieHey. [ocnidxeH-
HS1 rnidmeepoxye rpoesioHy posnb Disney y 36azayeHHi aHiMauyilHOI TeKCUKU 5K y npoghecitiHomy
cepedosuwyi, mak i 8 nybniyHomy OUCKYpCi.

Knroyoei cnoea: aHimauisi, MynibmaeinbMu, KOMIOHOBKa, OUCHEI3M, QUCHeitbikaujis.

Introduction. In recent decades, the lexicon of animation has undergone dynamic
evolution, shaped by technological progress, shifting narrative strategies, and expanding
cultural influences. As animation transcends its traditional boundaries to encompass complex
storytelling and diverse representational practices, there arises a need to examine the linguistic
mechanisms that underpin this transformation. This study addresses the formation and semantic
development of key terms within the animation industry, with particular attention to their
etymology, metaphorical usage, and functional roles in production contexts. Of special interest
is the influence of major animation studios, primarily Disney and Pixar, whose contributions have
significantly enriched the professional vocabulary of the field. Using Moana 2 and Inside Out 2 as
case studies, this paper explores how narrative innovation, cultural borrowing, and studio-specific
jargon contribute to the emergence of new animation terminology. By analyzing these linguistic
processes, the study seeks to illuminate how animated media not only reflect but also generate
specialized language that bridges artistic expression, technical precision, and cultural identity.

Relevance of the paper. The relevance of this paper lies in its detailed linguistic analysis
of animation vocabulary, a dynamic and rapidly evolving linguistic field shaped by technological
advances and cultural influences. By examining foundational terms such as animation, cartoon,
clean-up and layout, alongside narrative-specific vocabulary and neologisms introduced by
Disney and Pixar’s recent films Moana 2 and Inside Out 2, the study fills a gap in understanding
how specialized language in animation reflects broader socio-cultural and artistic trends.
The paper highlights the significant role Disney plays not only in popularizing animation globally
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but also in enriching its professional and popular lexicon through metaphorical and culturally
adaptive processes.

The aim of the study is to analyze the formation and evolution of specialized animation
vocabulary, with a particular focus on the semantic, etymological, and functional characteristics
of key terms used in the animation industry. Using Moana 2 and Inside Out 2 as case studies,
the research seeks to uncover how Disney and Pixar contribute to the enrichment of animation
terminology through metaphorical, cultural, and technical innovations. Additionally, the study aims
to explore the interplay between traditional animation lexicon and contemporary neologisms,
highlighting the role of linguistic creativity in the development of professional and popular
discourse within animated film production.

Research tasks:

— to identify and define key animation terminology frequently used in Disney and Pixar
productions, particularly in Moana 2 and Inside Out 2,

— to analyze the etymological origins and semantic shifts of selected animation terms such
as cartoon, clean-up, layout, and storyline;

— to examine how metaphor, personification, and cultural borrowing contribute to the creation
of new animation vocabulary in these films;

— to investigate the influence of Disney’s brand and studio practices on the formation
and popularization of specialized animation lexicon.

Main findings. The field of animation production is characterized by a rich and evolving
terminology, much of which reflects the historical, semantic and technological development
of the industry. This research explores several key terms such as animation, cartoon, clean-up,
layout and others, focusing on their etymological origins, semantic transformations and functional
distinctions. Special attention is also given to the linguistic influence of the Disney studio, whose
innovations have left an indelible mark on animation vocabulary.

In contemporary animation discourse, the term cartoon is frequently used alongside and in
some contexts, interchangeably with the term animation. However, this dual usage reflects both
historical developments and ongoing semantic distinctions. The English word cartoon traces its
etymology to the Greek origin, meaning “papyrus” or “sheet of paper”. This evolved into Latin
as charta (“paper”), then into Italian as cartone, which referred to a large sheet of heavy paper
or card used for preliminary sketches in the fine arts. During the 17th century, English adopted
the term carton, and later cartoon, to denote a full-scale preparatory drawing for a fresco, tapestry
or stained-glass design [8; 14].

By the mid-19th century, cartoon acquired an extended meaning in English such as
a humorous or satirical illustration, particularly in newspapers and magazines [14]. This shift
from preparatory artwork to visual humor laid the foundation for its eventual association with
animated media. In the early 20th century, as motion picture technology advanced, cartoon
came to describe short, hand-drawn animated films featuring exaggerated, often humorous
characters and narratives. These animated sequences, composed of numerous illustrated
frames shown in rapid succession to simulate movement, became known as animated
cartoons.

Consequently, cartoon developed a dual semantic load: it retained its association with
humorous or caricatured drawings in print media while also denoting a genre of animated moving
images. Notably, the term cartoon in the context of animation has often implied a particular
style — typically 2D, hand-drawn, and character-driven and is frequently associated with content
designed for children or comedic effect. In contrast, animation serves as a broader umbrella term
encompassing all forms of animated moving images, including stop-motion, computer-generated
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imagery (CGl), and experimental techniques, and is not necessarily restricted by tone, audience,
or medium [2].

Film and animation scholar Paul Wells highlights this distinction, arguing that while animation
refers to the broader technical and aesthetic practice of creating the illusion of motion through
successive images, cartoon is more closely tied to the visual language of graphic exaggeration
and narrative simplification [20].

Similarly, Giannalberto Bendazzi notes that the term cartoon is culturally contingent: in
the United States, it typically refers to short animated films or television episodes with comedic
or children’s content, whereas in European contexts, animation is more commonly used as
a neutral, genre-inclusive term [2, pp. 11-12].

Therefore, while the terms cartoon and animation often overlap in casual usage, especially
in popular discourse, they are not fully synonymous. Their historical trajectories, stylistic
connotations, and professional applications reflect the evolving language of visual storytelling
across media.

Considering both the etymology and semantics of animation, we assert that the expressions
animated film and animated cartoon are largely synonymous in denoting the final product.
However, British film scholar Annette Kuhn makes a subtle yet important distinction: while
animated film is a broader term, cartoon typically refers to short-form works aimed at younger
audiences [11].

Another significant term in animation production is clean-up, often translated into Ukrainian as
“‘npomanboByBaHHSA”. Director Thomas White defines it as “the process carried out by a clean-up
artist” [21]. Etymologically, the term is derived from the phrasal verb to clean up, which,
according to the Macmillan Dictionary, means “to remove dirt from a place or industrial process”
and “to make a place completely clean and tidy” [12]. In the context of animation, the meaning
is metaphorically extended: initial sketches, often rough and cluttered with construction lines,
require refinement to produce the final clean artwork.

Equally integral to the animation workflow is the term layout, which stems from the phrasal verb
to lay out. The Merriam-Webster Dictionary defines it as “to arrange or design something” [13].
Within animation, layout refers to the preparatory stage in which composition, camera angles
and scene staging are established.

A core narrative termis storyline, which Thomas White defines as a concise written description
of a film’s dramatic content [22]. The Collins Online Dictionary defines a storyline as “the plot
of a book, film, or play and how it develops” [4]. This definition emphasizes the narrative
sequence and structural coherence of events within a creative work. In the context of animation
and film studies, the term storyline refers to the overarching narrative framework that guides
the progression of characters, settings, conflicts, and resolutions throughout a production.
It encapsulates both the chronological arrangement of events and the causal relationships that
link them, offering the viewer a coherent and emotionally engaging experience.

The storyline functions as an essential narrative component within the broader framework
of screenwriting and cinematic storytelling. It aligns closely with, but is not identical to,
a screenplay, which includes not only the narrative arc but also detailed scene descriptions,
dialogues, character actions, and technical cues. While the screenplay serves as the formal,
written blueprint for production, the storyline provides the conceptual backbone, a distilled
version of the plot that captures the essence of the narrative before it is expanded into full
scenes and scripted dialogue [6; 15].

In animation specifically, the storyline often emerges early in pre-production, during
the conceptual and storyboarding phases. Story artists and writers collaborate to translate
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the narrative into visual sequences that can be reviewed and revised before full animation
begins. As Maureen Furniss notes, the development of the storyline in animated films frequently
involves iterative processes, including visual ideation through storyboards and animatics, which
help refine pacing, character arcs, and thematic elements [7].

Moreover, the distinction between storyline and plot is often highlighted in narrative theory.
While plot refers to the specific sequence of events as they are presented in the final work,
storyline may refer more generally to the conceptual structure or summary of those events,
including subplots and character developments that might not follow linear chronology. This
conceptualization is crucial in non-linear or experimental animated works, where the storyline
can serve as a havigational map for otherwise fragmented or abstract narrative forms [18].

Closely related to the term storyline are the designations story sketch man, storyteller,
and storyman. While these may appear synonymous to general audiences, each denotes
a distinct function within the animation production pipeline. According to the Macmillan English
Dictionary, a storyteller is defined as “a person who writes, tells, or reads stories aloud” [12].
In contrast, the term storyman, particularly within the context of Disney animation, does not
refer to a scriptwriter but rather to a visual script artist, an individual responsible for illustrating
the story conceptually, rather than scripting it in written form [17]. The story sketch man functions
as a subordinate yet essential member of the story department, operating under the direction
of the storyman. While the storyman is chiefly responsible for shaping the overarching narrative
structure, encompassing plot development, character arcs, and dramatic progression, the story
sketchman visually interprets and materializes these narrative components.

The role of the story sketch man involves the creation of schematic or exploratory drawings
that anticipate key scenes, character expressions, environmental elements, and pivotal
actions. These sketches frequently function as preliminary visual frameworks for complete
storyboards, delineating the initial aesthetic style, spatial composition, and cinematic mise-en-
scéne of scenes prior to the initiation of the animation process. French animation historiography
offers valuable insight into this function. In Walt Disney: L’Age d’Or (Walt Disney: The Golden
Age), Pierre Lambert underscores the collaborative contributions of story sketch artists in early
Disney productions. He emphasizes their importance in determining the rythme visuel (visual
rhythm) and maintaining continuity across animated sequences, thereby shaping the audience’s
cinematic experience of the narrative.

Although these specialized terms may appear interchangeable to the uninitiated observer, they
in fact encapsulate nuanced distinctions that reflect the layered complexity of animation as both
an artistic practice and an industrial process. Although the domain of animation encompasses
a wide-ranging and technically intricate vocabulary, the terminological units examined in this
study represent some of the most recurrent and widely acknowledged elements within both
industry-specific and scholarly contexts, reflecting their integral role in articulating key concepts
and processes.

Closely associated with this linguistic investigation is a complementary yet separate line
of analysis that focuses on the lexical item Disney itself, with particular emphasis on its semantic
evolution, etymological origins, and the morphological mechanisms underlying the formation
of derivative expressions and neologisms. The name Walt Disney has become synonymous with
creative innovation and technical advancement in animated cinema. According to Encyclopaedia
Britannica, Walt Disney is described as “an American film and television producer, showman,
pioneer of animated cartoons, and creator of such iconic characters as Mickey Mouse and Donald
Duck”, as well as the founder of Disneyland and Disney World [5]. Merriam-Webster Dictionary
provides a more concise entry, identifying Disney simply as “Walter Elias, 1901-1966, American
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film producer” [13]. A more detailed profile is offered by Biography: Historical & Celebrity Profiles,
which outlines Disney’s contributions as a co-founder of Walt Disney Productions, a recipient
of 22 Academy Awards, and a trailblazer in the development of both animation techniques
and theme parks [3].

From an etymological perspective, the surname Disney is believed to derive from the Norman
toponym Isigny, as evidenced by the 12th-century form William de Ysini, indicating geographic
origin from Isigny-sur-Mer in Calvados, Normandy. In contemporary usage, however, the name
Disney is less associated with its geographic or genealogical roots than with the global media
corporation it represents. Alan Bryman makes a helpful semantic distinction: whereas Walt
signifies the individual, Disney denotes the company and its brand identity, illustrating a linguistic
and conceptual shift from personal name to institutional symbol [1]. This transition underscores
the metamorphosis of a personal surname into a potent symbol of institutional authority
and widespread cultural impact, signifying the extent to which a single brand identity can evolve
into a multifaceted emblem representing both commercial dominance and pervasive influence
within the contemporary media and entertainment industries.

The influence of Disney extends deeply into animation lexicon. Numerous compound
expressions incorporate the name to signify affiliation with the brand, such as Disney animator,
Disney storyman, Disney Channel, Disney fans, and Disney magic [10]. D. Smith, chief archivist
of the Walt Disney Archives, adds the term Disney Dollars to this list [16].

Of notable linguistic and sociocultural significance are the neologisms Disneyism
and Disneyfication, which exemplify the far-reaching semantic impact of the Disney brand.
The lexeme Disneyism represents a morphological blend of the proper noun Disney and the suffix
-ism, the latter commonly associated with distinctive ideologies, systems of belief, or behavioral
patterns [13]. In non-academic usage, Disneyism has come to denote phenomena such as
the frequent citation of dialogues from Disney productions, the integration of Disney-related motifs
into everyday language practices, and an overt, at times excessive, admiration for the company’s
narratives and values. These connotations, frequently documented on participatory digital
platforms like Urban Dictionary [19] disneyism, suggest that Disneyism is primarily employed in
informal registers, often accompanied by humorous, ironic, or exaggerated undertones. Although
absent from formal lexicons and academic classifications, such interpretations underscore
the pervasive influence of Disney media on personal expression and cultural behavior.

In contrast, the term Disneyfication, which was first recorded in 1959, has acquired broader
acceptance within academic and critical frameworks. It is frequently employed to describe
processes of cultural simplification or commaodification, particularly in contexts where complex
or authentic elements are altered to conform to idealized, market-friendly representations
associated with the Disney aesthetic. It denotes “the transformation of an environment or
experience into one that is sanitized, commercialized, and overtly controlled, often for mass
consumption and entertainment purposes” [14]. This concept is frequently employed in cultural
criticism to describe processes whereby historical, cultural, or urban spaces are rendered safe,
family-friendly, and visually idealized, often at the cost of complexity or authenticity. Informal
sources such as Urban Dictionary provide further elaboration, describing Disneyfication as
involving censorship, the creation of fairy tale-like settings, and the prioritization of corporate
values such as harmony and wholesomeness.

A notable expansion of the term appears in media studies, where Disneyfication is also
associated with the anthropomorphization of non-human entities, an aesthetic and narrative
hallmark of Disney’s animated canon. This usage underscores the ideological and visual
shaping of content to conform to Disney’s branding and storytelling formulae. In this
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context, Disneyfication represents not merely a style but a mode of cultural production
and representation.

The verb to disneyfy, derived from Disneyfication, is similarly defined by the Collins English
Dictionary as meaning “to convert (something), especially historical or cultural sites or narratives,
into superficial or commercial entertainment, often stripped of complexity or controversy” [4].
Compared to Disneyism, Disneyfication and its verbal form enjoy broader usage and critical
traction, particularly in fields such as media studies, cultural geography, and urban planning,
where scholars examine the socio-cultural consequences of corporate aesthetics and ideology.

In conclusion, the lexical and etymological development of Disney-related terminology,
particularly neologisms such as Disneyism, Disneyfication, and to disneyfy, reflects both
the internal dynamics of animated film production and the wider cultural impact of the Disney
enterprise. These terms encapsulate how a single media conglomerate can influence not only
the professional vocabulary of animation but also broader societal discourses on culture, identity,
and representation. As such, the linguistic imprint of Disney constitutes a compelling case study
in the intersection of branding, language formation, and cultural hegemony.

Disney and Pixar’s recent animated films, Moana 2 and Inside Out 2, continue the studio’s
tradition of expanding the lexical field of animation through the use of semantically rich, metaphorical,
and often idiomatic expressions. These films do not merely rely on existing cinematic language but
actively contribute to the evolving discourse of animation-specific terminology.

For instance, in Moana 2, the lexicon is deeply intertwined with Polynesian culture
and maritime vocabulary, yet transformed into expressive idioms tailored to the animated
medium. Consider the following example: wayfinding. The film introduces or recontextualizes
terms like wayfinding, traditionally a navigation technique, into a metaphor for inner guidance
and personal growth. Additionally, the film introduces the song “Can | Get a Chee Ho0?”,
performed by Maui to uplift Moana during a moment of self-doubt. This upbeat, percussion-
driven track incorporates the cultural phrase “Chee Hoo”, a Hawaiian expression of excitement
and solidarity, further embedding Polynesian cultural elements into the film’s lexicon. Another
example is the personification of the ocean, which continues in Moana 2, where the ocean is
not just a setting but a sentient guide. This contributes to a metonymic animation vocabulary
where natural elements are imbued with character agency, a hallmark of Disney’s lexicon in
animating non-human entities. For instance, the phrase “the ocean connects us”, used by
the filmmakers to encapsulate the sequel’s central theme, reflects this narrative strategy.
Similarly, newly introduced elements like spiritual wayfinding blend metaphysical and physical
movement, drawing on Polynesian cosmology and navigation traditions. These concepts
demand a visual grammar in which motion must reflect both emotional resonance and spiritual
significance, continuing Disney’s pattern of inventing or adapting language to align with both
narrative and animation logic. Thus, these expressions are constructed through metaphorical
blending and semantic extension. They serve both narrative and technical functions, bridging
the storyline with the animators’ visualization process.

In Inside Out 2, the lexicon is built around the personification of emotions and psychological
states, offering a fertile field for linguistic innovation. Considering the example of “Sense of Self”,
a narrative construct visualized as a glowing crystalline core of Riley’s identity, the following
phrases, like memory vault, imagination land or belief system collapse, are not only narrative
metaphors but are mapped onto the animation pipeline. Each serves as a visual structure requiring
consistent spatial design and motion logic to convey the complexities of internal emotional life.

Each character’s design process yields new terminologies. For example, “brainstorm”, as
used in Inside Out 2, is a visual metaphor brought to life through animation — depicting ideas as
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bolts of lightning falling into the mind during moments of intense thinking. This coined concept
enables animators to translate an abstract mental event into a stylized, sensory-driven visual
sequence.

Consequently, these are instances of metaphorical neologism, semantic borrowing from
cognitive science, and creative compounding. Such phrases often begin as internal studio jargon
but become embedded in the broader discourse of animation analysis and fan commentary.

Both Moana 2 and Inside Out 2 exemplify key strategies of animation term formation:
metaphorization, personification and metonymy, cultural borrowing and adaptation, in-house
jargon to public lexicon.

Conclusion and study forward. The conducted study confirms that the formation
of specialized animation vocabulary is a complex and dynamic process deeply influenced by
cultural, psychological and technological factors. This linguistic development is particularly
evident in contemporary animated productions such as Moana 2 and Inside Out 2, which serve
as rich case studies for understanding how animation terminology evolves in response to
narrative innovation and cultural representation.

In these films, vocabulary formation reflects a deliberate blending of culturally specific
lexemes and metaphorically charged terms that transcend purely technical descriptions. Moana
2 exemplifies the integration of indigenous cultural concepts into animation language, where
terms evoke natural elements and ancestral connections, thus enriching the lexicon with culturally
meaningful expressions. Meanwhile, Inside Out 2 illustrates how abstract psychological states
and emotional experiences are linguistically transformed into concrete, visually interpretable
terms, facilitating audience engagement with internal cognitive processes.

The research highlights that animation vocabulary is not a static set of technical terms but
a living lexicon characterized by idiomatic and metaphorical features. These specialized terms
function as linguistic tools that embody movement, emotion, and narrative rhythm, core aspects
of animation as both an art form and a storytelling medium. The formation of such vocabulary
involves semantic shifts, metonymic transfers, and creative lexical blends, demonstrating how
language adapts to the demands of new media and evolving cultural contexts.

While this research provides insights into the lexical creativity inherent in Moana 2 and Inside
Out 2, additional studies are warranted to examine how such specialized vocabulary affects
audience reception, translation strategies, and intercultural communication in animation.
Investigating the diachronic development of animation terminology and its dissemination across
languages and cultures will further deepen our understanding of the linguistic mechanisms that
underlie this vibrant and influential domain.
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