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ABSTRACT

¥ NEN, S e -Approaches &nld Strategies to Copiéh the Specific Challenges of
Video Game Localization Ma s t e rAdkara,Z0h8e s i s

Video games have become a global industry producing billions of dollars in revenue
each year For this reason, the importance of video game localization industry is
increasing with each passing daye aim of thisstudy is to develop an understanding

on the specific challenges posed by video game localization and examine the
approaches and strategies employed by the localizers to overcome these chdlenges
this end the Turkish localizations of two popular games in Turkeyggue of Legends

and Football Manager 2015havebeenchoosen to be analyzeBoth qualitative and
quantitative methods have been uded conductthis descriptive study. Relevant
examples highlighting the challenges faced by the localizers of the games have been
presentedand the source and target texts have been compared to assess the strategies
employed by the localizer§he study demonstratdhat video gamesvith different

genres and themesreate their own uniqudocalizationrelated challenges While
Football Manager 2015nostly causes problems for the localizers due to lack of context
and its use of variable text strings, the challengakefocalization process dfague

of Legendsre mostly related to preserving the entertainment fa&twther finding of

the study is that the localizers of both games have drawn upon target culture norms to
create experiences that feel natiVbe anaysis of the two games®veal that localizers
working on video games have be culturally aware, teebavvy and have a strong
grasp on gaming as a whole as well as the theme and genre conventions of the specific
video game they are localizinghis study $ carried out with the hope of makiag

contribution to this merging field in Turkey and pavirthe way for further studies.

Keywords

Video gameslocalization translation League of Legend$ootball Manager 2015
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CHAPTER 1: INTRODUCTION

Video game localization ian emerging field of translation and this stwdil focus on

the challenges specific to thield. In this chapter, following an introductory pathe

aim of this study, the research questions, limitations of the study and the definitions
used during the studyill be presented

Games have been an integral part of human culture for thousands ofliyehiferent

eras lumans from vastly different cultures have always come up with acticiikesd
gamesThe board gam®Boyal Game of Urdating back agar as 4600 years ago, is just

one example of the timelessness of the human desire to create games.stegetisn

an article inTime article A Fo r centuri es, even mill enni
served as t he P(GegnsSa0a8}) Today, penfle play tseir ghmegs @n
theirtelevisions personal computers and phones.

Games have evolved and diversified throughout the ages and the video games represent
the preseriday chapter in the history of games. Starting as experimentestthe
capabilities of newly invented computers, video games have become one of the biggest
pillars of the entertainment industry. Thelgo games industry today is a giamhichis
generating revenuequaling that ofthe movie industry(BernatMerino, 2006: 22).
According to a research conducted by Entertainment Software Association (ESA), 67%
of US householdbhavea device that is used to play video games and consumers spent
$30.4 billion on video games in 2016 alone (Entertainment Software Association, 2017
4). Total revenue generated Hheinteractive entertainment industry was $108.4 billion
(SuperData, 2018).

The ESA report indicates that the average age of gamers in USA is 35. 41% of those
gamersarefemale Entertainment Software Association, 20TY. These statistics show

that video games haveaehed a wider and more divemadience than the stereotypical
viewpoint stating thatvideo games are almost eusively played by male teenagels

can be argued that this diversification is partiallye to the recent trend of playing
video games on smartphones, which have introduced gaming to a whole new audience.

The report suggests that the average age of female gamers Bn&ftainment



Software Association, 2017), which can be attributed to thihenomenon. Aurvey
conducted in Turkey on 6.000 people by the Turkish game company Joygame and
Anadolu University found similar results. According to the survey, the time allocated to

playing online video games actualhcreasesa f t er t he age of 24 (B

The diversity of gamers also brings about a vast diversity of games (or vice versa).
Today, video games rang®in action games, wheomecan play as a soldier in World

War I, to strategy games wheome isthe commandeof massive armies; from sports
games to simulation games from games in historical settings to games in fantasy
worlds; from games requiring intense concentration and skill to relaxing games that can
be played on your smartphone on your way to home fwonk. There are video games

for every taste antb be played oevery platform.

Another standout finding of the ESA report is the social aspect of video gadféof

the most frequent gamers say that video games help connect them with their friends and
45% say thathese games enabtbeir family to spend time togethelEqtertainment
Software Association, 2018). These statisticdemongrate that for a lot of people

video games are a social activifjhereport also indicates that 71% of the parents think
that video games have a positive impact on their children (Entertainment Software
Association, 2017: 10).

The changing landscape of video games does not only have an impact on variety of
games or the deographics of gamers. The reach of video games hassalended to
unprecedented levelShey have become a truly global industry. Video games are
played all around the world. That hasde international marketing a crucial aspect for

the success of a vidggame For this reason, localization of games has becameven

more important factor in recent years. In addition to the usual languages used in

| ocalization such as French, I'talian, Ge
games are increasingly mized for more and more languages and regions. This
phenomenon has made video game localization a new aeémark and researcfor

translation and translators.

Similar to games, the practice of translation has also changed in time. Just as video

gamegepresent theewestchapterin the history of games, translation of digital media



is a newcomein the history of translation. Therefoiiejs necessary to analyteis new
phenomenon from the perspective of Translation Studies to grasp new develapments
the field of translation. However, the studae at their infancy compared to the studies
on other types of translatiandstudies on video game localization remain few and far
betweenin Turkey. This phenomenon mayartially be attributed to thepublic

perception of video games:

Ai...video games stil]l are consistently
form; problematic in their content; the cause of health probfeons obesity to
addiction; and incalculated in amorphous cultural féies the seemingly ever
present scourge ofardsioci al , aggressive teenagers. o

However despie all the prejudices against video gamesleo game localization
coninues to grow as an industry and as it spreads to more and maorgiexuits
relevance for translators throughout the world increase and Translation Studies cannot
turn a blind eye on such a rapiefyowing field of translationThus, analyzing the ins

and outs of video game localization and how it differs from thetioadl forms of
translation, focusing on the challenges it poses may pave the way for a better

understanding of this process.

The second chapter wipresent the literature ondeo games. The chapter will focus on
defining the games in general and vidgames in particular. History of video games
will be touched upon to develop an understanding as to how they have evolved through

the decades and how that might relate to video game localization.

In the third chapter,the literature onlocalization and video game localization will be
scrutinized. In this chaptetpcalization in general and video game localization in
particularwill be explained The chapter will include a detailed analysis of localization
and how it differs fromthe other forms of translation as well as how video game
localization differs from other types of software localization. This chapter will also
dwell on the challenges of video game localization and examine the different aspects
causing those challenges atfte skillsets thatare required to overcome the said

challenges.

The fourth chapter will explain the methodology of the study, including the data

collection materials, procedure and data analysis techniques used throughout the study.

(



The fifth chapterwill review the Turkish localizations of the video gafeotball
Manager 2015%ased on all the information in the previous chapters. The localization of
the game will be analyzed both in terms of challenges that are inlererery video
game and also in tesrof challenges particular to the game its@ifialitative methods

will be used.

The sixth chapter willdwell on the analysis dhe Turkish localization of another video

game League of Legengasinga combination of qualitative and quantitative methods

Finally, conclusion®f the thesis will be presented.

1.1. THE AIM OF THE STUDY

The aim of this study is to find how video game localization differs from other forms of
translation, what unique challenges it poses, how to cope with those challenges, what
skills a translator working in this field needs and what strategies are usedrtome
specific problems. Studyintpe challenges of video game localization and the strategies
used to overcome theis expected to contribute to developing an understanding on this

emerging field.

The study also aims to fill a gap inet Translation Stlies by analying the localization

of the two aforementioned games. The popularity.edgue of Legends Turkeyhas

also attracted some academic attenti®ander representation in the League of Legends

by Kk bi |Bsports(aBetnatide)fgndom remeh in Turkeyoy ¥z b é- ak- é
andFRP bil gi sayar oyunl arénda karakter ta
design in computer game FRP and sample applicatigynrslan (2016) have studied

the game from the perspective of Fine Arts, Communicafioences and Fine Arts
respectively. However, there is no thesis on the Turkish localization of League of
Legends. The same applies Emotball Manageras well. Analyzing the Turkish
localization of the games from the perspective of Translation Studigsught to

contributeto theacademic research on video games in Turkey.



1.2. RESEARCH QUESTIONS

The main research question of the study is as follows:

How does video game localization differ frahe other forms of translation in terms of
the required skills and the strategies used to overcome the specific challenges posed by

its distinctive set of features?

1.2.1. Subquestions

1- What are the differences ofideo game localization from other forms of

translation?
2- What kind of challenges does video game localization pose?
3- What are the different challenges posed by different genres of video games?

4- What skills are required to overcome the specific challenfjesdeo game

localization?

5- What are the strategies employed by translators to overcome the specific
challenges of video game localization?

1.3. LIMITATIONS

This study hasour limitations:

1. The analysis of Turkish video game localization in this studyriged to two
games:Football Manager 201%nd League of Legenddhese two games are
chosen because they contain a variety of localizagtated topicsvhich may
be analyzel, covering a wide range of potential issues and challenges faced by
localizers. Since the two games are differeinom one aother in terms of
gameplay, theme and genranalyzing both will provide a comprehensive

understandingboutthe various aspects of video game localization process.



2. The study is limited to the analysis of Itization from English to Turkish as the
source text of both games is in English and the targes saxdlyzed aren
Turkish. Since Turkey is mainly an importer of video games and the most
popular games in the Turkish market argyinally in English, the analysis of
examples ofEnglish into Turkish localization is thought to be the best way to
discover the challenges that the localizers in Turkey may encounter.

3. Since video games contaifageamount of text, the analysis of each strifig o
textin a gamds a very long taskTherefore, the study is limited to the analysis

of the example texts selected based on their relevance.

4. Most of the data on video gamedimited to studies conducted donited States
market as there islimited amountof data that could be founfiom other
countries.SinceUSA is a largemarket for video games, ihay be considered

good representation for the video game market in general.

1.4. DEFINITIONS

This section will provide definitions f@ome of th&key terms used in this study.

Champion: The term O6champi egande chasacters snettte game r e

League of Legends

Console:The term 6consol ed i s used to refer

specifically for playing video games.

Cutscene:The term O6cut c s c dhe eodintdrastivennaveslin iideo r e f «

games.

Dubbing: The ter m o0dubbi ntgedact bfghe regaeeainent af origiralf e r

voices of characters in a video game with voices in another language.

Footballer/Player: In the analysis of the gamiootball Manager 2015the term
6footballerd rather than OoOplayerd is pre

except for the cases where there are direct quotations fromgamie text, in which



Opl ayerd might have been used to define
confusion about thelayer (gamer), who is playing the game dodtball players

mentioned in the game.

Localization/Translation: T h e tvaeleongamé localizatidnis used rather than
/ideo game translatiénas it is the preferred terminology for the previous studies
conducted in this field.

Localizer/Translator: The termdocalizebis preferred tad t r a nis theacontext ®f

video game localization for the ae mentioned reason.

Multiplayer: The term &émul tiplayerd is used to
other people via the internet.

Revoicing: The term&evoicingis usedo refer to the act of the replacement of original

voices of characters in a video game witlices in another language.

Sim-ship:The tesmi pdi ms used to ref emodetusedt he
in the localization industry, where the produrcthe original language is shipped at the

same time as the localized versions.
TextString: The term 6text stringdéd is used to r

Truncation: The term 6truncationd i s used to r ¢

due to space restrictions.

UserInterface:The term Ouser i ntpansfofaacsatwareipmduat s e d

that enables the user to interact with the computer.

Voiceover:The t er m 06 v oindhe oontext d videcsgamedoeatization to
refer to the revoicing of lyame characters in another language. Throughout this study,
the term &6dvoiceover 60 iasdounsaeother lamguagehpkaying s e n

over the original audio



CHAPTER 2: LITERATURE REVIEW: VIDEO GAMES

This chapter is devoted to presenting the literature on video games. Definitions of the
concepts Ogamed and o6évideo gamed as wel
development will be presented to establish a better understanding regardingtheir

evolution aad how that evolution may have an impact on video game localization.

21.DEFI NI NG 0 GAME®D

Games have been an integral part of human culture since the ancient times. The
recorded history of games date back t& 2&ntury BC, when people were playing a
game calledSenetin ancient Egypi(Nielsen et al., 200845). From then on, humans

have continued to create and play games as a means of entertainment, social interaction
or competition. Gamesmay take widely diffeent forms from board games like
backgammon to sports that are played on the pitch and to video games that are played
on computer or television screens but they all share the same basic characteristics that
makeh u ma ns ¢ gaméd Thehrefmnmdefining the broaderconceptof @ame$

and determininghe comnonalitiesbetween different types of gamesybe important

What is it that makes games so captivating to so many people of different backgrounds,
genders and age#Zcording to Caillois, games hage« common characteristics. They

are free, separate, uncertain, unproductive, governed by rules andbeliake

(Calillois, 2001: 910). Below are someotherf or ma | d e fgam®itot beterm s o f

understand what this term refers to

AA game i swhih ptayessterggage in an artificial conflict, defined by
rules, tharesult in quantifiable outcome ( Sal en and 3:B).mmer man, 2

A game -based sgstem with @ variable and quantifiable outcome where
different outcomes are assigned differeaiues, the player exerts effort in order to
influence the outcome, the player feels attached to the outcome, and the
consequences of the adtyvare optional and negotialde ( Juul., 2003: 5)

T he wo risicentral todoth diefinitions, which may sound countietuitive at first
because rules are not wusually associated

creativity and freedom. However, rule based restrictionsreeof the factors thamake



games engagingChessis a good exampleEach piece can only move within the
confines of pradefined rules. You have to carefully plan your moves and account for
every possible move your opponanay make This is what make€hesschallenging

and it is this challenge thatakesChessan engaging activity. If there were no rules and

all pieces on the boardould moveanywhere there would be no way for you to guess
your opponent dveuld elimwmatesany natibni of $trategy in the game
Rules in games restrict players and thus create obstacles. Players have to make use of
their creativity to overcome those obstacles in clever ways to beat the game or outdo

their opponent.

Another common point in both definitions is that games areadatiee, expressed as

Apl ayers engage in artificial conflicto
t he out comeo i nredpécivelyt Rlayerschie hdt passive recaivers but
active participants. Unlike many other forms of emt@wrnent, such as watching a
movie or |istening to musi c, pl ayerds ac
mo Vv i e ied inhédctiord of the actors aadtresses; howevethe actions of the

pl ayer determine how t hexplapa me wi | | pan o

AThe core of | o beewomld and sructare of Inadratige aanddhe
core of movies could said to be images, but the core of video games is interaction.
Without an input from a user, a video game is only a static piece of softadee c
waiting to execute an idea, a narrative or a piece of action. In case no input is
given, the video game is not executed and
21).

Third point is that games have quantifiable outcome. That is, a player or phagers

lose or draw, succeed or fail in achieving an objective or they score certain amounts of

points at the end of the game.
Another definition stresses similar points:

f..to play a game is to engage in activity directed towards bringing about a specific
state of affairs, using only means permitted by rules, and where the rules prohibit
more efficient means and where such rules are accepted just bduayiseake
possible suclactivityd  ( S2005 ?849).

This definition goes into more detail about how rutesateobstacles for players to
overcome.lt states that theji pr ohi bi t mo r eThig mdy ibecaxmameéd me a

with a bowling example as followsvh at 6 s t he goal of the ga
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pins. What is the easiest/most efficient way of achieving that goal? To walk up to the
pins and knock them down with your hands. However, game rules force you to use a
ball to knock the pins down and throwfribm a certain distance. This way, the game of
bowling becomes much more engaging and interesting than the activity of knocking
down the pins with your hands. Similar to the previous definitions, Suits also describes
games as interactivéifo playagameé s t o engage in activity
specific state of affairso is s(bammandr t C
Zimmerman, 208: 80).

Similarly, Avedm and Suttosb mi t h defi ne games as fian e
systems inwhich there is an opposition between forces, confined by a procedure and
rulesinordertorduce a di s e q (Aveton and SugtdiEmithpul®7d9.me o

There are some differences amongdbeve mentionedefinitions. However, based on

common poits we can say that games:
1- aredefined by rules
2- areinteractive
3- have a quantifiable outcome

The concept of games has been extensively studied (also see: Huizinga, 1949;
McLuhan; 1964; Mead, 1967; Parlett; 199@&nkins, 2006 The different definitions
that have been formulated in different studi@ght be interesting to look at; however,

highlightingthe aforementionedoints should be enough for the purposes of this thesis.

2.2.VIDEO GAMES, THEIR HISTORY AND CURRENT STATE

This is an era where most everyday activities are digitalifsmnputersare used to
write things,to read news, toaenmunicateto listen b the musiand towatch movies.

Gamescannot be regardexkan exception
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Human beinghave played games s@ the ancientimes. The games they playkdve

evolved or changed throughout history. Some, suc@hessand Go', have withstood

the test of time. Other types of games have surfaced with the advancement of
technology. Video games are the latest stage in the histgggmes. They can simply

be defined as games that are played using an electronic display device. From the
perspective of Transl ati on Studi es, Ma
multimedia text that combines words, images and sound, and whose neaitivels to
entertaino (3®W@Angiron, 2006

Video games have evolved from their initial state as experiments in computer labs to
becomea mainstream form of entertainment. The computers that were used to invent
the first video games werenassiveand costy. Further developments in technology
gave birth to video game arcades and gaming consoles that can be attached to
televisions enabling thecommercialization of video games. Toddle video game
industry generates billions of dollars of revenue gwerar and its growth shows no
signs of stoppingRevenue generated by tlimeractive entertainmernindustry has
increased from $91 billion in 2016 (SuperData, 20%) to $108.4billion in 2017
(SuperData, 2018: 5yVidespread use of the internet madaéea games even more of a
global phenomenon. Consequently, the demand for video game localization is growing

day by day.

The origins of video games can be traced back to the attemigisogramming
computers, which were developtmaidthe war effort durig World War Il,to create

games for entertainment purposes. When first attempts to create video games were
being made, there were no devices designed for such purpose. For example, William
Hi gi n b déenhisafon ®vepconsidered bgome historianto be the first video game
(Kent, 2001: 18)could be played via controllers connected to an analog computer and
graphics were displayed through an oscilloscope, a device used to monitor the change of
an electrical signal over timeComputers that displag information via monitors
proved to be a big step in the history of video ganesl962 MIT students Steve
Russell, Martin Graetz and Wayne Wiitanen created the Gpaeewar(Nielsen et al,

2008: 5051). It was a tweplayer game, where each player twoled a spaceship and

1 A board game that has its origins in ancient China.
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tried to destroy the spaceship of the other player. Although the game was a success
throughout the MIT (Kent, 200120), there was no possibility of it becoming a
commercially successful produ@pacewarcould be played using a c@uter named

PDPR1. Although it was smaller and less expensive than its contemporaries], RB®

still as big as a large automobile and cost $126,006nt, 2001 17). Needless to say,
such computers were extremel y lateal®6ds, if As |
you wanted to connect a computer up to a telephone or a video screen, you only did it in
four places in the world or in the known universe: the University of Utah, MIT, a
coll ege in Minnesot a:;2939r TheStamen NomBushnell ( Ke n

would find the way to make video games mainstream.

In 1971, Nolan Bushnell and Ted Dabney created Computer Space, bSeacewar

It was a coiroperated arcade game that was the first commercial video game, albeit not
a successful one (Nielsem al, 200853). One year later, Bushnell and Dabney founded
Atari with an investment of $250 each. Atari would go on to become the fastest growing
company in US history (Kent, 200B8) . The game that paved
success waBong Pongwasa simple table tennis game where players used paddles to
hit a ball back and forth, missing the ball would mean the opponent scored. The player
who scored eleven points won the gafengbecame an arcade sensation, bringing in
about four times as manyvenue as any other machine (Kent, 2083). Although

there were other games before tliRingis widely considered as the beginning of the

video game industry.

As technology developed, machines that are used to play games become smaller and
more affordal#. As a result, video games started to enter homes in the shape of
consoles that can be attached twevisions Magnavox Odyssey game console
developed by Ralph Baer actually predated Pong and had a very similax §amdy
advertised and expensive, @dg ey di dndét garnePongmsicdhuatee
however, enabled it to become more popular (Kent, 28@L In 1975, Atari also
released the home version Bbng Many other companies followed suit and started

producing video game consoles. Channel F, released in 1976 by Fairchild Camera and

2120.000 $ in early 1960s is around 1 million $ in 2018 when adjusted for inflation.
3 This similarity caused Magnovox to sue Atari.
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Instrument, was the most influential as it introduced cartridges. Cartridges allowed
consumers of the console to buy andypldferent games rather than one or few bunlt
games.Channel F also supported 8 amo Atari released its console that featured
cartridges one year later called Video Computer System (later renamed Atari 2600)

which went on to become a huge successl¢dn et al, 2008%3).

Arcade games were also going strong. Games3pace Invadergl978) andPacMan
(1980) stood out. According tostory in Time magazine 1981, Americans spent 20
billion quarterson video games anthevideo game indusy madenearly twice as much
money as the movie industry (Kent, 20052. Ms. PacManreleased in 1982 became
the most successful game in American arcade industtyng 115,000 units. By 1982,
$8 billion was being spent on arcade games in US alone and hdetegames sales
amounted to $3 billion (Provenzo, 1990).

Bad business practices led to a sharp declitleeimideo game industry starting in mid

1982 (Kent, 2001176). By 1985, the annual sales of home video game industry had
dropped to $100 milliorfProvenzo, 199110). In 1986, howeverthe tide turnedwvith

the release of Nintendo Entertainment System (NES). NES had been released in Japan
in 1983 under the name Famicom (Family Computer). Its introduction in USA
revitalized the video game indusigent, 2001: 27811) NES enabled the creation of
some of the most popular franchises in video game history suShpes Mario Bros
andLegend of ZeldaArcades, however, never recovered and started to decline as home

consoles started tmecanethe preferred choice of gamers (June, 2013).

1990s saw diversification of video game genresthedransition of video gamés the
mainstream. There have been huge technological improvements, most notably the
switch to CDs and 3D graphics. Handheld ganbeame popularthanks to the
introduction ofNi n t e Gacthe BogStuart, 2014)

Another important development of that period was that personal computers became a
major gaming platform. By that time, computers were no longer gigantic machines that
could only be found ina select fewplaces in the world. Personal computers thas

could play video games drad also entered homes. Commodore 64 that was released in

1982 went on to sell 17 million units, making it the bssting computer model of all
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time (Griggs, 2011). PC gaming continued its growth anthe11990s PCs became a
gaming platform that can match the audiovisual capabilities of video game consoles
(Nielsen et al., 200878-79). PC games lik®oom WarCraft Command & Conquer

StarCraft Half Life andThe Simshaped the video game industry for years to come.

The growth of internet accessibility meant the exponential growth of online gaming.
One of the most prominent of those online games\Wadd of WarCraft Released in

2004 by Blizzard Etertainment, it became a worldwide phenomen@orld of
Warcraft allows players to assume the role of a character in a fantasy universe, where
they play with or against thousands of other players. Since maintaining servers and
adding additional content f@uch an expansive game is very costly, it has a monthly
subscription fee of $15. Despite such a financial barrier, in 20@fld of Warcraft

reached 12 million subscribers worldwide (Activision Blizzard, 2010).

Switch from cartridges to CDs and then to D&/vastly increased the amount of content
a game can contain. To put it into perspective, a DVD with a capacity gigh@ytes

can storeover 70 times more data than the lasgBlintendo 64cartridgescould. The
digital distribution of video games enabled garteebecome even bigger thamultiple
DVDs could contain. Nowadayspme video games take up more than 50 GBs of hard
drive space (Dingman, 2017his also allowed video games to be multimedia products
with cinematicsequenceandvoice acting As Dovey and Kemedy state:

"...it is clear that contemporamainstream console games and popular online
games participate in what we might call an intermedial representational strategy.
Techniques of film, graphic and text are combined in ways that reference existing
forms of representation such as cinema, telewjssport or literature." (Dovey and
Kennedy, 200688)

Digital distribution of video games also introduced new business models to the industry.
The cost of packaging and distribution meant selling video games under a certain price
would meana loss in each sale. Digital distribution allows gamers to access games
cheaply and in some cases for free. Free to play games can be downloaded and played
by anyone free of charge and players can then pay for extra features. This model proved
especiallypopular among PC gamemsith 69% of he revenue generated in 2017 by PC
games coming from fre-play games (SuperData, 2018: Hdd digital sales in video

game industry have overtaken physical sales (Entertainment Software Association:
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2017, 14) A godd example for the success of this modeleague of Legendsvhich is

played by more than 100 million players every month (Riot Games, 2017). The trend in
video game industry is towards digitalization. Digital sales in United States video game
industry in2010 constituted 31% of the total sales with physical sales constituting 69%.

In 2016, the share of digital sales rose up to 74%, tripling the physical sale numbers

(Entertainment Software Association, 201%).

Video game consoles also continued thagvelopment throughout the years. Every

year games with mega budgets suctCali of Dutyor Grand Theft Autare released

for Sonyds Playstation and Microsoftos X
family-friendly alternatives. Video games on hogmnsoles continue to dominate the
bestselling video games lists as games e Sports which sold over 82 million units
(Nintendo, 2017), can only be surpassed Tstris, which sold 125 million units
(Takashi, 2009).

Video gamesnstalled onour phones made them even more accessible for people who
are not dedicated gamers. Mobile games offer a good alternative for people who want to
play video games without spending too much time trying to learn more hardcore games.
Theyusually have much ei@s mechanics and are ideal for playing during small breaks.
Candy Crush Sageone of the most popular mobile games is estimated to have daily
revenue of $1.6 million (Think Gaming, 2017). According to SuperCatgames data

and market research companyopbiite games alone generated $59.2 billion in 2017,
54.6% of all revenue generated by interactive entertainment industry in 2017
(SuperData, 201&).

Video games have had a fascinating journey s¢alao see: Herz, 199DeMaria and
Wilson, 2002;Wolf, 2008; Donovan, 2010)Today,they have become a giant industry
andthey are abig part of the popular cultur&Vhether it is on PCs, game consoles or
smart phones, people from diverse demographics play video gdnesrtainment
Software Association 2017) and the revenue generated by video game industry

increases with each passing year (see: SuperData, 2016; SuperData, 2018)
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CHAPTER 3: LITERATURE REVIEW: VIDEO GAME
LOCALIZATION

This chapter will bepresentthe literature onlocalization in generahs well as video
game localization in particulabDifferent definitions of the terndocalizatiordo will be
explained with references tearious authors to illustraterhat makes them different
compared to traditional forms of translation. This will give an idea on the key aspects of
localization process and shed a light on the skills needed to localize a product. This
chapter is dividednto two. The first part takes ok at softwarelocalization as a
whole, whereas the second part is specifically about video game localizatitire
second part, thms and outs of video game localizatwill be analyzedand its various
aspectwill be presented

3.1. SOFTWARE LOCAL IZATION

Video games are softwapgoductsand as sucHpcalizationof video games falls under

the more general category of software localization. Therefore, before taking atlook
video game localization and its distinctive features, we will take a look at the broader
concept of localizatiorEpistemologically, the terriiocalization derives from the word

'localé and the process of localization means making a prodiguistically and
culturally appropriatego the target locale (Pym, 2005 1) . This transfor
limited to language. Local@represents a specific combination of language, region and
character encoding(Esselink, 20001). As an example, Latin rerica and Spain are
different locales inthe localization context despite sharing the same langusigee

culture and market demands may vary betwhemwo regions.

~

Nitish Singh defines | ocalization as it
(websites, manuals and software applications) to the linguistic, cultural, technical,
functional, and other localgpecific reuirements of the target market ( Si ngh , 2
124),

Localization includes, but is not solely consisted of, traditional translattvities. As

Esselink states:



17

AExamples of activities in localization w
translation include multilingual project management, software and online help
engineering and testing, conversion of translated documentation to other formats,
translation memory alignment and management, multilingual product support, and
translation strategy consulting ( Es s el i nk, 2000: 2) .

Similarly, O06Hagan laomlzatidnssmewobeirglappléeed tghotr t h
the Content and Package of widenging produd and services to render the Message

as a whole into an appropriate form in t
and Ashworth, 2002: 66).

They explain the difference between translation in digital environmentradiional

forms of translatioras follows:

AWhereas conventional transl ation was mos
a verbal (textual) component of the Message, the Message created in the digital
environment has come to require that both the Content and the Package {the non

verbd or nontextual compoant) are subject to translatonO@ Ha g a n and
Ashworth, 200290).

It is important to note that the difference is not that conventional translation is only
concerned with textual elements. As Pym mentions, Translation Studies underwent a
paradigm shift in mid 1980s and translation scholars do not regard translation as a
process of equivalendeased language replacement anymore (Pym, 2004). Just like
localization, translations in netigital environments also have to take into account vast
cultural differences betwee s our ce and RPaakaghleas always hepmuea g e s
consideration for translators even in traditional forms of translation. The difference is

that Package was an implicit element, whereas it is an explicit element for translations

in digital environments (O6Hagan and Ash\
Therefore, thenoton i n the field of | ocali nart i on
communicative phrasee pl acement a c t 1) vsi ptoplemati¢. Ay an, 20
exanp | e, i n | oc a koftwage ttranslatichrefersdta the traryslationdof all

graphical user interface (GUI) components of a software application, such as dialog
boxes, menus and error or status messages displayed on screen (Esselinky7)2000
This kind of restrictive conception of translatiorcantrary to contemporary thinking in
Translation Studies, which no longer amaly translationstrictly on the basis of
linguistic equivalence( O6 Ha g an and M®R1Q). Menbcaliz&ionl 3
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industry tends to analyze translation of a software ygbth word or sentence level,
rather than fAa paragraph, a whol e docume
and Mangiron, 2013102).

The disconnect between the academia andldbalization industry about what the
concept ofdranslatiodentailscould beduet o what OO6Hagan :8nhd Ma
cal l Aambivalento attitude in Translatio
meant that the efforts to conceptualize localization in mainstream translation theory
remain few and far between and difference betwdecalizatiord  a tnadslai@nd

remains ambiguous in Translation Studies. Tren itself seems to have its origins in

the industry rather than in academian an i nt er viuceBernalMerinh Od a
says that the first time he heaodf t h eocatizatiororwagdin a conferencef

i ndustry professionals rather than in a

ObHagan and Mangiron suggest t hat t he
dimensions, which is a common tendencyha localization industry, could bdueto
lack of dialoguebetweerthelocalization industry and Translation Studies as well as the

di fferences introduced by | 0o©8l i zation (|

Since the distinction betwedocalizatiordandoranslatiodremains amiguous, in this
thesis the termsobftware localizationor 'video game localizatiorwill be preferred to
'software translatidror 'video game translatibasthis terminology ighe currentnorm
in localization indstry and in Translation StudieEhat is to saythechoice to usehe
term 'localization' throughout the thesssin an effort to remairconsistent with the

literaturerather thanmply a division between the two terms.

There are two fundamental terms associated with localization. First of them is
globalization. Inthe localization context, globalization means a publisher developing,
translating, marketing and distributing products outside the borders of the home markets
to countries with different languages and cultures (Esselink,: 20)0The decision to
localize a product can be made for two reasdhg.first one is the reactive approach,
where a product is localized at the request of an international customer who wants to

purchase a localized version of the prodiitie £cond one is strategic approaatich
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means the company made the decision to expand into one or multiple international

markets (Giammarresi, 20117).

Internationalization is the second term of importanceThe process of
internationalization is to make the software product localimdtiendly, by removing
elements that make a software product hard to localize. A company has to
internationalize a product in order to globalize (Pym, 285 Internationalization
includes separating text from the software source code, making it gossidisplay

different character sets and local standards of particular language and country and
making sure online help, documentation and websites are written with a global audience

in mind so that they can be easily translated. Proper internatior@iizain have a huge

i mpact on the success of a publisherds g
200Q 2-3).

One of the first decisions thatveto be made before the localization of a software
product begins is the scope of localization. Software products can be fully or partially
localized. A software publisher may decide to translate the textual components of a
software product but not the docuntegion that comes with that softwa only parts

of the said documentation may be translated. This depends on potential of sales in that
specific market and publisher 0s Esselink,ect at
2000 10-11). Ifasoftwareprduct i snd6t expected to sell

revenue from the sales may not be enough to justify the high cost of full localization.

It is true that there might be some confusion about the distinction between localization
and translation asentioned above. However, software localization does have features
that make it a different procesempared toa traditional type of translation such as
literature translation. As software localization introduces new concepts to the field of
translation, the translators working on localization face new challenges that are
unprecedented in traditional forms of translation. These unique challenges are the key to
understand the actual differences between software localization and conventional types

of transhtion.

A distinctive feature of software localization is that translatable texts are embedded in a

technol ogi cal pl atf or m: $0Thd & gre of the fadtorsMa n g
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that create the aforementioned challentfe# are unique to software localization in
comparison to other forms of translatias new techniques are required to deal with the

digital nature of localization:

ATransl|l ators stil!]l transl ated words, but
coded in a specific form suitable for a given digital platform, in turn demanding
new technique and processes of localisation ( O6 Hag%%n, 2009

There are also general tendencies in all translations, which are not unique to software
localization but a& subject to special considerations in a localization context. Pym lists
general tendencies found by Descriptive Translation Studies by analyzing all forms of

translations in many cultures as follows:

- ATransl ations are us-ramdafliogs. sl i ghtly | onge

- Translations use a narrower range of words than-tramslations (their
type/token ratio is lower).

- Semantics are more explicit values in translations thartraoslations.
- Optional syntactic connectors are used more in translations.

- Themoreexpert the transl ator, the | arger t
2003 3).

These tendencies are shared across all types of translation including localization.
However, they create specific technical problems and challenges in software
localization due to its digital nature. Translations being slightly longer than non
translations f or exampl e, could cause issues i f
and localizers have to work with space constraints. Esselink (ZH)0Ostates that
translated text is approximately 30% longer than the English original and in some single
words this figure can rise to as high as 100%. If there are significant length restrictions,
this may force localizers to use abbreviations or synonyms that can confuse the user. To
prevent this, he argues that the most important thing when designing udacenteith
localization in mind is to allow for text expansion. By doing so, software engineers can
make the job of localizers easier and prevent any problems that can arise from localizers
using abbreviations and synonyms. Miaog emphasizes a similar pqmach to make

job of the localizers easier:
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AAnot her way to overcome the strict spac

interface, particularly in menu and battle screens, consists of using scrollable

windows, which can stretch either horizontally ertically. This allows the use of

longer strings of text in the localised versions, without having to resort to the use of

abbreviations or having to omit important elements of information. Localisers can

concentrate more on their creativity and their vimgdf they are not constrained

by a strict character and line limit and an imperious need to condbase

message ( Mangi:BOn, 2006
The ®@re working unit of text in software products thatto be translated is called
'string in localization industry. Translators translate these short fragments of
decontextualized text s:1020 AsHemgienad pewnodslyMa n g
this is in contrast to the contemporary approach in Translation Studies which analyze
translated tets in a larger scope. Strings are usually hard to grasp for a layman and
Arequdegt h nprogrammi ng, product or conte
There are single word messages in software products that can have dual meaning in
different languags and can cause problems in localization process. For example, the
word 'save that is common in many software applications may have many different
translations in a lot of languages depending on the context. When context is not given, it
is up to the exprience and knowledge of translator to find the right option. To offset
this, programmers often include information in the comment strings to provide some

context and mark strings that should not be translated (Esselink,&8)00

A translator working insoftware localization industry needs to have the technical
knowledge on how to translate strings in order to not cause problems in the functioning
of the software application. Edgk lists a series of advidhat should beonsidered

when editing a resoce file or software text:

- ATransl| atable text strings are wusually i
use of quotation marks within strings should be avoided, where possible. If
they are absolutely necessary, enter double quotation marks.

- Avoid deleting or adding leading or trailing quotation marks. Each string
should begin and end with a quotation mark.

- Avoid leading or trailing spaces.

- Avoid wusing the ampersand character (&)
instead. The ampersand is oftenedisspecifically for hot keys. Using
ampersands in running text will confuse the software compiler and corrupt hot
key functionality. If there is no other option but to use ampersand characters,
double them (&&).
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- If software resource files contain stringsfiding date, time or number formats,
e.g. mm/dd/yyyyhh:mm AM/PM (displayed as for example 03/25/2000 9:00
PM) and if these need to be changed in target language do not change them in
the resource file. It is better to consult a localization engineereosdftware
publisher. Very often these codes should remain untouched, because the
software program will retrieve the date and time formats from the operating
system.

- Never translate file names or file extensions, unless specifically requested by
software mblisher. If the software resource file contains the string
AREADME. TXTO consul't a |l ocalizati on en (
whether the file should be translated here or in the installer scripbd files
(Esselink, 2000: 6566).

Some ofthese restrictiomforce localizers to use their creativity to find solutions to
problems specific to this field of translation. For examplegiding the use of the
ampersand characté&) and using'and instead when possible to circumvent the
problem is very differentat challenges that may be encountered when translating a
novel. A translator will have to be aware of these technical details to be able to localize

a product successfully.

Aside from these technical guidelines, Esselink also lists suggestions regamling th

choice of language and style when translating a software product:

- ATry to be creative, i . e. avoid Iliteral
verify the meaning or function of each software option, as& a word in the
target language that accurately describes that feature.

- Ensure that the translation of software strings is consistent within and between
software products.

- Choose terminology which is consistent with the target operating system, for
exanple use standard Apple Mac OS or Microsoft Windows terminology.

- Avoid using the first person (I or we) anywhere in messages, and avoid using
second person.

- Always try to use the imperative mood, as this makes the text easier to follow.

- Where exclamation marks are used in the English software, do not
automatically include these in the translations, unless absolutely necessary. In
many languages, it is less common to use exclamation marks.

- If menus or options are used to open a dialog bse,consistent translations fo
both the option and dialog box. For exe
opens a dialog box which has the same tittle, in Swedish both items should be
translated as fASpar asomo.



23

- Adjust capitalization to the standards of thegédrlanguage. In English,
software options are usually written in titles case, e.g. Open File. In many other
languages grammatical rules will dictate how it should be written. In German,
for example, this would be writtersa i Dfaft ke #0, whi@lwer fopeno
case.

- Use a consistent style and grammatical form for specific types of user interface
components.

- Adapt the language in the user interface to suit local conventions. For example,
i f the English wuser i nterfacsesfulgays nCo
installed this applicationo the transl at
the word nCo Espelirkt20006667). ons 00 (

As it can be seen, translators have to be knowledgeable on how software products
function and be familiar with #hterminology used in certain operating systems to be

able to produce good translations.

As localization differs from other forms of translation and poses unique challenges, it
also requires translators to have different skills. Esselink states thatdtioal vendors

expect linguist working for them to have following qualifications:

- ANative speakers of their target | anguag
- Advanced knowledge of computer applications

- Experience using computer aided translation tools, e.g. translation memory

- Subjectmatter knowledge, e.g. expertise in the financial or medical field

- Professional approach schedules, budgets, and quality of deliverables

- Basic knowl edge of tEsselimd20@09).0gy managemen

Some of these qualifications are expected of translatorking in all fields and are not

unique to localization industry such as the knowledge of source and target language.
However, some of them | i ke fnHnadvanced k n
required to overcome the unique challenges posed by the&enaf software
localization. It is evident that translators working on localization have to bessacty

and have the technical knowledge and experience to work in this field.

Another differentiating factor in software localization is the level of eoajon needed
between localizers and software engineers and programmers in order to achieve the

desirable outcome. The nature of software localization forces translatoxmkonth
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decontextualized texts. Close cooperation between the developers sufftinare and

the localization team, the experience of the end used may prevent this lack of context
affecting the experience of the end useegatively The importance of the

i nternationalization process meandsetd hat
those who translate strings but also software engineers and programmers, who need to

program the softwarkeeping localization in mind in advance of the process

3.2. VIDEO GAME LOCALIZATION

With the growth of video game industry, more and more people throughout the world
play video games. Video game companies try to make their games more accessible to
people withusing languages andiving in different cultures. Localization of video

games gows in importance as a resaftthis.

While it shares some common points with software localization, video game
localization has itsown unique facets and thus, needs to be studied on its own.
Mangiron argues that the main difference between softiwaadization and video game

localization is that the purpose of the latter is to entertain:

AEven though these two types of transl ati
differences between the two lies in the fact that while business software must
primarily be effective and useful, video games must entertain and provide pleasure

to players while submerging them in a Vi
2006: 309).

Thus, it can be said that the Skopesg;Reiss and Vermeer, 2014) of video games
differ from software products so the process of video game localization must also differ
from that of software localization. This section will focus on the history of this
emergent field as well as the unique aspects of video game localization and the skills
that translatorsvorking in the fieldare required to have

3.2.1. History of Video Game Localization

Game localization has progressed over time in parallel with the advanttesvideo
game industry. Since video games are technological artefacts, advances in technology

have profound effects on video games and localization of those games. In other words,
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video game localization is closely linked with technology. As video gamey t@a
totally different from their counterparts in 1980s and 1990s, the localization processes

have also undergone significant changes over time.

Early video games had very few elements to translate. They had simple characters, easy
to understand rules,dn most of t he ti me Mangidn, 20030 g u e s
49). BernatlMer i no state that during that er a
mechanics and engaging gameplay, so there was little text to be read, andtm lskeed
trans| at-Berioo, 201R:&#2).Thhails meant t hat these gai
scale localization efforts that modern multimedia video games require. Although,
ObHagan and Ma n gonrecharacters thividen tgaanestwera translated
differently due to cultural condérations during that periq@013:49).During the early

stages of video game history, the focus was on Japan and USA. The few games that
were exportedo European markets remained in their original language which was
usually English (BernaMerino, 2011:2).

During that period, localization of video games for an international market was carried
outwithout an appropriate processecifar ri ed out at al | . Kent 6

of the nane of popular arcade garb®nkey Kongllustrates this very well:

fBecause of his desire to penetrate the
game to have an English name. Since Miyamoto spoke only a little English, he
used a Japane&mglish dictionary to find the correct words for the title. He

wanted to name the garafter the apé A St ubborn Gorill ao. Looki
dictionary, Miyamoto selected thdonkeyas a synonym f or Astubb
wordKongf or #fAgorillao.o (Kent, 2001: 158).

Anotherweltk nown transl ation mistake fhasearet hi s
bel ong to uso in the game Zero Wing. T h e
(Langdell, 2006). Other comical translation mistakes from the early periods of video

game localization include the following examples:
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Game Title

Translated Text

Ghostbusters

Conglaturation!! You have completed a great game. And prooved the

justice of our culture. Now go and rest our heroes!

Pro Wrestling

A Winner Is You.

Ghosts N' Congratulations. This story is a happy end.

Goblins

Ghosts N' Being the wise and courageour knight that you are you feel strongth
Goblins welling in your body.

Metroid Destroy the mother brain the mechanical life vein.

Final Fantasy
I

See your face upon the clean watéfow dirty! Come! Wash your

face!

Zero Wing Somebody saip us the bomb.

Samurai Do not be angry each other, love is the power supreme.
Showdown 2

Samurai All creature will die.

Showdown 2

Battle Rangers

You invaders get you the hot bullets of shotgun to die

Magnetic Joe

Take Joe to the exit while avospikes! While you are magnetised, the

neighbour magnetic cells attract you!

Table 1. Errors in Video Game Localization (EVS Translations, 2010)
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As it can be observed, there were many examples of poor translation during the early
phases of video game localization histdiandelin and Kuchar released a book called

fiThis be book bad translation, video gandes! c hr oni cl i ng Si mi | @
translations in Japanese video games throughout the years (Mandelin and Kuchar,
2017).Accodingto @ Hagan andhdaMaegmir®enakds fiappear
from not involving competent translators as well as from a lack of proper localization
processeso (O6Hagan athedocahtatiorgindusoyrgrew, thésé 3 :

instances of poor translation started to appear less and less.

In 1980s, localization expanded beyond thgame text and the paratext for the video
gamesst arted t o e tratslatom sf Ipackagiry: and idda@mtation
became standard practice amongst those publishers who understood that this small
investment could easily increase their revenues simply by being slightly more accessible
to foreign c oMesnon2eld:$4d Durigehatndachde, five laages
(English, French, Italian, German, Spanish) became the standard set of languages most

games were translated ®grnatMerino: 14-15).

Storage space was also a concern for those who were trying to translate texts in video
games. The limited availablspace meant that localizers had to take that into account
when translating video games and reduce the size of the translated text when needed.
Space constraints are still an important part of video game localization process and in
game texts have to beanslated to fit the user interfaoe the user interface has to be
designed in a way to allow for extra spgdcéDd Hagan and :Ma3)nAgi r on,
problem that is no longer significant factor in video game localizatiois storage

which is no longer a concern fdranslatingvideo game texts today with modern

systems capable of storing gigabytes of data.

As video games developed, they started to incorporate new techniques of storytelling. In
late 1980s some games even started usingeitem ¢ s equences. These
have voice and narraticand weregiven in text. Nevertheless, it posed new challenges
for the Il ocalization of vi dé&2). Subtesstated] O06 H .
to appear for these cutscenes during @0%, which allowed neknglish speakers to

enjoy the game without relying on manuals (Beiakino, 2011:15).
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Another avenue of localization made possible by advances in storage capacity is
dubbing of video games in other languages. In the 1980kbing for different

| anguages werendt common: AThe recording
by far the most expensive part of any localisation project, and so it was reserved for the
titles that wer e expect eHBernalMerinb,201115d i spu
Today, many video games have dialogues bgame characters voiced by voice actors

and actresse®riginal audio isrevoicedin different languages for localized versions
(O6Hagan and :NeédnThis isanade polsible With video games being
distributed through CDs, DVDs and more recently through-ABy Discs and even

direct downloads from thénternetAs Man g i r ereased sdotagescapacity
allowed, for the first time, the incorporaticof recorded scripts byoice actors and
actresseito video games. This enabled games evolve into something approaching an

i nteractive mova 806). A§ Blaeng in this marticulal0 éxample,
technological developments that impact video ga®eclopment, in return, affect the

scope of video game localization.

Advances in technology make localizationoggss more complex and increabe
importance of attention to detail. New generations of video game consoles have
enhanced hardware capabdits |, whi ch mean fian increased
content needing to be localized, incl ud,]
Mangiron, 2013: 60). Another factor that affects localization is the fact that aside from
some Japanese games, publisimefer a model of simultaneous shipment {simp).

This means the release of the game in all markets at the same time, so the localized
versions of the game have to be ready at the same timiheloiginal product is ready

to be releaseds opposed to pegbld localization, i.e. localization that is carriedt ou

after the g agoeegpld inthesmpce aringege. ( 6

The smultaneous shipment model is preferred by game developers for marketing
reasons. Berndllerino state thathie start of a sirship race in the 2000s was due to

At he fact t hat video games have a ~rath
successful, the best way forward for game publishers was the simultaneous shipment of

al | | anguage -Meeno,Dillolb)s 0 ( Ber nal
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MoGi Group, which provides game localization, game customer support and gaming

services explain the necessity for simultaneous shipment method as follows:

AA simultaneous release to market i s of
gaming business. This happens when all languages of the game are released to

market at the same time as the source language is released.... To further
substantiate the simultaneous release approach, market competition for video

games is intense, and the salesanfaverage game will slow down after a few

months. For this reason it is a huge advantage to saturate multiple markets all at
once and gi ve t he game as mu ¢ h exposur
International, 2017)

However, simultaneous shipment of video gann different localesauses problems

for | ocali zers as it is very difficult

i ntricate game worl d without actually s
(Ob6Hagan and Ma nfgis methad, foce2 Ddalgers td vioyk.with an
unfinished product that has a negative impact on the workflow (Bbteaho, 2011

16). As games become more specialized and sophisticated, the volume of elements to be
translated increas¢ O6 Hagan and Maagdr epubl R8B8rs&4p
simship modelf O Hagan and :&3x3a3§),the goh of the I6chli2ers is

becoming more and more difficult and complex

As video games have grown into a giant industry, the need for localization grows even
further. Sales in international markets have becameial for the commercial success

of a game. Therefore, knowing how to produce good localized versions are crucial for
publishers in todayds video game -soaker ket .
game deviepers not to spend money on localizing their games but video games with

bigger budgets are almost always localized for multiple international markets.

Traditionally, most English video games have had localized versions for French, Italian
German and Spai s h  ( k Fi@SWimlocaization industry). Chandler and Deming
(2012 51-52) state that in addition to these traditional languages of localization, video
games are also increasingly being localized for different languages such as Russian,
Japanese, #tean and Hebrew. With expansion of video games into new markets,

localization in even a greater number of languages has become a necessity.

One example of such a language is Turkish, the language this thesis is concerned with.

According to the EF English Proficiency Index, Turkey raBR¥ out of 80 countries
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overall and B" out of 27 countries in Europe. Turkey has an EF EPI score a®4hd

is described as having "very low proficiency", which is the lowest category (Education
First, 2017. Needless to say, any video game company targeting the Turkish market
will have to localize their products it they want their games to reach a widemaas.

This is apparent from the rise of Turkish support for popular video games. As of writing
(05/04/2018), out of the top 10 games on Stfeaith the most concurrent players, 7 of
them have at least partial Turkish support (Steam, 2018). This treexpésted to
continue with more and more video games being localized into Turkish and other

previously neglected languages.

3.2.2. Unique Aspects of Video Game Localization
ObHagan and Mangiron provide the foll owi

fi | ecommercial contexts, game localization refers to all the many and varied
processes involved in transforming game software developed in one country into a
form suitable for sale in target territories, according to a new set of user
environments with specdi linguistic, cultwal, and technical implications
(O6Hagan and :Mangiron, 2013

While sharing common features with software localizatiotheo game localization has

its own peculiarities and its own specific challenges that arise from these peesliar

As previously mentioned, unlike other software products video games are not purely
functional products but entertainment producW&hereas challenges posed by
localization of other software products are usuaéynteredaround the translation and
localization of Ul elements, video game localization is a more ffadéted

undertaking. As Zhou states:

ifGame | ocalization is a complex endeavor .
media, including text, graphics, video, and audio. Aside from the olgeleof

localizing the user interface, the storyline and content may need to be modified or

even recreated to accotfior cultural and legal issués ( Zh 0:849. 2011

ObHagan s i miekthe nulifacetad patuee ®fivideo game localization:

AFor exampl e, video game | ocalisation he
software localisation. Modern video games are interactive multimedia systems,
with their rich content comprising written text, graphics,-stgnes (movies),

4 Steam is the biggest video game platform for PCs.
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sounds, etc realised g highly compl& technological system ( O6 Ha9 a n , 20

95).
The development of video games into muditnensional products led not only to
increase in volume of text to be translatedt it also meant and increase in the type of
text a video game includeBlangiron groups the assets that need to be localized into 5
categories: text assets, art assets, audio assets, cinematic assets and printed materials
(Mangiron, 2006). SimilarlyMig u e | C -Merie (R007a4) lists the various text

types to be translated during the localization of a PC game as follows:
1. Manual
2. Packaging
3. iReadmeo file
4. Official website
5. Dialogue for dubbing
6. Dialogue for subtitling
7. Ul (User Interface)
8. Graphic art with words

To emphasize this point, we should take a look at the services provided by the video
game localization industry. MOGI Group, a video game localization company, lists the

services it provides as follows:

- localization projectnanagement and planning

- user interface localization

- localization of user manuals and print materials
- game script translations

- graphics localization

- voice-over recording

- game testing and QA support
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- localization of game marketing collateral (webditenslations, banners etc.)
(MOGI Group International, 2017)

Clearly, video game localization is not limited to translation ejame text. The nature

of video games allos/the localizers to make more profound changes togtmae.
Mangi r on [edalsdrsehave thenfreddonrito make and request changes not only
to the dialogue or verbal messages, but also to the graphics, images and story line, in a
fashion unknown in any other type of tra
amount of freedoraf f or ded to the | ocalizers i s e
with the term Atranscreationo (Mangiron
these profound changes that can beanadvideo games would be changivigcertain

logos in the game to makit more appropriate for the target culture because different
symbols may mean different things in other cultures. However, some video games go
even further. Di Marco (2002-3) gives the example of how the female protagonist of

the Japanese video ganfeatal Frame" is significantly different in its localized version

for the Western markets compared to the Japanese original. The character in the
localized version is older, wears a different outfit and has mostewszed facial

features. Thuthe charaer becomes more suited for the western audiences.

There might also be legal reasons for such alterations. For example, the popular video
game seriedVolfenstein which is set in an alternative reality setting in which Axis
powers won the World War Il, hamdergonehanges such as removing swastikas from

the game (Ziv, 2017). These types of changes are common in Germany when it comes
to World War IFthemed video games as German criminal code outlaws the distribution,
public use and dissemination of objectmtaining the symbols of banned parties and
organkations, which prevents the use of Nazi symbols in a video game. Another well
known example would b&/orld of Warcraftremoving skeletons in the version of the
game released in China, to make the approval process of their games easigresince
Ministry of Culture of China forbids a
skeletons might have been perceived as violativeg tule (Custer, 2018imilarly,

Dong and Mangiron talk about the changes mad®dblo IlIfor the Chinese market

5 German Criminal Code Section 86
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AiThe red blood in the game became bl ack,
were covered up with flesh, and the bloody wounds irbtities of the characters
were removedo (Dong and Mangiron, 2018: 1

The easilymalleable nature of video games alkfer such changes. Such huge visual
alterations would be much harder, if not impossible, for another medium such as

movies.

The multifaceted nature of video game localization also means that it poses challenges
that are encountered in many different forms of translation. When translating a
storyline, one may encounter similar problems as someone trandi@agirewould,

or localizing audio of a video game could pose similar challenges to dubbing of a

movie. Bushouse underlines this point:

"As a new medium, video games also present their own challenges to translation in
the form of interactivity, technology, ndextual and extraextual elements,
audience involvement, and new business practices" (BushousejiP015

BernatMerino talks about another distinctive feature of video game localization. He
claims that the aforementioned simultaneous shipment process in ya®e
localization is one of the defining characteristics that separate this new field from the

traditional forms of translation:

inSo, what is it that makes the transl ati o
the complexity of the dialogues, the credyi, or the playfulness involved, since

we can find these same characteristics in many other types of texts, like literature,

films, and comic books. We have to go back to what was said earlier about
customisation and shared authorship. The new busineskelnfior developing

video games is one that makes the creative department work almost simultaneously

with the localisation department ( B-®lerinoa2006 34).

The fact that video games both as products and as an industry have unique features that
mean video game localization entails aspects that are diffeoemtraditional software
localization.Understandinghese aspects and the challenges causedebgligimctive

nature of video gamas a crucial aspect of video game localization.

3.2.2.1. Genres of Video Games

An important factor to consider when localizing video games is the genre of the game in

question. There are a lot of different video game gemmdstlze genre of a game can
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I mpact the choice of translation sandr at ec

Mangironexplain:

AAs text types are significantsimlan tr ans|l
characteristics of texts and also often text volume -fiegtvy games as opposed to

action heavy), thus indicating the particular translator competence required. Games
belonging to a specialized domain such as military, aviation, and various sport

genres seek to achieve a great degree of authenticity and realism through accurate

visual and verbal representation for the given domain, including the precise use of
terminologyo (O6Hagan and Mangiron, 2013:

So how can video games be categorizet idifferent genres? Video game site
gamespot.com categorizes video games into 68 diffedestgnations(Gamespot,

2017). Some of these are about game mechanics (strategy, action, adventure, role
playing etc.), some are about graphics (2D, 3D) and soenabautthe business model

of the game (free to play). A game can have a mixture of these characteristics. So, as an
example you can have a 3D action game, which is free to Iplagdition tothe genre

section games are also categorized into variousdbeirhere are 30 different themes
(Gamespot, 2017 These include categorizations such as comedy, fantasy, historic,
superhero etc. So the 3D, free to play, action game could be further categorized on
whet her 1 tds i n a hi stribincludes superhdroaetements gr s e

not.

Many other video game sites use similar genre categorizati®insgon Egenfeldt

Nielsen et al(2008 40) argue that while these genres are useful for the purposes of the
website, they arstamdérdp idreciipvleed & sr oamviagigyo r i e
and dactiord imply different characteristics of games. Instead, they propose a genre
system based on the questiOWhat doesi t take to suctheyed ir
categorize games into four broad genres:

Action games

Action games video games, where criterion for success is motor skill aneeyand
coordination. Most fighting games, racing games and shooters, as well as arcade games
such asPacManf a | | under this category. These

more than their decision makiifiyielsen et al., 2008: 43)

Adventure games
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Adventure games require deep thinking and great patience and player must use skills of
logic and deductionimr der t o achieve the gameds go
elements and some refdaying games fall under this categdiyielsen et al., 2008:

43).

Strategy games

Strategy games are games, where the player assumes the role of a general instead of
being on the battlefield (Nielsen et al. 20083) . Pl ayers fdhave t ¢
numbers of interdependent variables, paying careful attention to signals of other
players6 choices and strategieso (Nielse
includeWarCraft, StarCraft Age of EmpiresCivilization etc.

Processoriented games

Processoriented games provide players with a system to freely play with, instead of
restricting them to certain goals. Massively Multiplayer Online Games, where players
assume té role of a character in a vast, persistent universe; management games, where
players manage a business like a zoo or a theme park; simulation games trying to
convey real world experiences like flying a plane fall under this catdtjieisen et al.
2008:44).

To summarize their genre systems, they created the following table:

Action games Adventure Strategy games | Processoriented
games games

Typical action Battle Mystery solving | Build nation in| Exploration
competition with| and/or mastery
others

Criterion of | Fast reflexes Logic ability Analyzing Varies  widely,

success interdependent | often nonexistent
variables

Table 2. Video Game Genres (Nielsen et al., 2008: 44)

It goes without saying that the genre or theme of a video game has significant

implications for localization of those gam&grnatMerino makes the following point:
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ilt is obvious that translating a game ba:
translding one based on the UEFA Champions Leagu Wor | d Wa+ | | or
Ma o 6 ( B-®erinoad007 3).

The genre of a game may even affect the decision to whether localize the game for a

particular markebr not. Some texteavy games have little to no chance of success in a

country, where the game isnoét |l ocali zed
Localization Association indicate how no
as follows:

AUrgdmeakers candét get many games in their

games, which are easy to understar(Globalization & Localization Association,

2018)

From the viewpoint of Translation Studies, BerNarino categorizes video games into

two:

fiFrom the point of view of translation, we could say that there are only two types
of games, based on the degree of freedom translators are given. Effectively, some
games require more research than creativity, and others reqane creativity

than reseat® ( B-Merinoa2007 3).

He goes on to explain that if a video game is based on a book, the translators of the
game have to acquaint themselves the universe and translations of the books. This
restricts the creativity of the translators as they havesw® established terminology.
Disregarding existing translations would result in discontent amongst fans of the
universe and the sales will be negatively affected. Research and stylistic writing skills
take priority over creativity in such cases. If thengais based on a new idea or is new

to the target locale, translators have a higher degree of freedom and a more creative

approach will be required (Bernilerino, 2007 3).

3.2.2.2. Text Types in Video Games

In addition to genre types, another factor is text type of the translatable assets within the
game. Determining the text type is an important process in translation, since the
function of the source text will have an impact on which translation strategiee to
create the same look and feel in the target language. Reiss categorigantothree

types based on their function:
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- Content-focused(informative) textsthat are focused on content. Nesgports
scientific articles, legal documents belongdHhis category{Reiss, 2000: 2381).

- Form-focused (&pressive texts that are focused on fornRoem andhovels
belong to this categorfReiss, 2000: 3B8).

- Appeal-focused (operativepersuasive) textsthat are focused on appeal.
Advertisements belong tbis categoryReiss, 2000: 3&3).

Additionally, Reiss mentions a fourth group of texasidio-medial texts A wdrd c h
written to be spoken (or sung) and henc
(Reiss, 200027). Texts belonging to this categargin also be categorized according to

the above three types of texts but also implement visual and audio elements that require
special consideratior(Reiss, 2000: 437).

As mentioned above, there are different assets to be translated when localiziag a vid
game. These include user interface, dialogues between game characters, game manuals,
contents of the game package etc. These different assets are of different text types and
serve different functions. Below are some examples of translatable assetedn vi
games mat ched wi t h corresponding t ext

Mangironodos table of taxonomy of narrati v

User interface:informative function

Narrative text: expressive/informative function

Exposition/tutorial: informative function

Unvoiced dialog:informative/expressive function

Text in images (ingame):informative/expressive function

Text in images (not ingame):informative/some persuasive function
Voiceover: informative/expressive function

Songs performed ly game characters/theme song&xpressive function
Environmental sound: expressive/informative function

Manual: informative function
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Box: persuasive/informative functioh O6 Hagan and Ma-ngiron,
158)

As it can be seen above, different parts of the texts translated in video game localization
belong to different text types. It is possible to encounter every text type when localizing
a video game. Translating the manual of the game and translating ttloé aedialogue
between ingame characters are two very different endeavors. While translating a
manual or the tutorial of the game, the translator has to make the text clear so that the
user can easily comprehend the instructions. On the other hanégttr@nthe narrative

parts of the game requires aesthetic consideratkorsthis reason, localizers of video
games are usually given more freedom than localizers of other types of software
products. Mangiron explains the reason for the increased améurdedom video

game localizers enjoy as follows:

Ai...when a |l ocaliser is assigned a projec
make any changes deemed necessary, especially regarding the language, the
cultural references and the humour, allvafich are key elements in games.

(Mangiron, 2006: 309)

Based on this, it can be concluded that parts of the game with an entertaining function
(e.gst or vy, di al ogues) can be |l ocalized wit

to preserve the ententamnent value of the product for every locale.

Therefore, it is not feasible to determine one strategy for a specific video game
localization project as a single video game may have texts of different types and those
different text types will demand differestrategies and approaches to overcome the
specific challenges belonging to that text type. It is imperative that translators working
on the project understand which part of the game they are translating and what kind of

strategies are suitable to keep game look and feel.

3.2.2.3. Levels of Video Game Localization

Like software localization, video games have varying levels of localization. Mangiron
(2006) states that not all assets are localized in every video game localization project
due to time andoudgetary constraints. Chandler and Deming (2@t20) list four

levels of localization:
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No Localization

Packaging and Manual Localization

Partial Localization

Full Localization

No Localization

This 1is when a video ¢ parteularirdennétionallmarkea | i z ¢
Video games that are developed with strict budget restrictions are usually not localized
since this localization adds to the cost of development. This level of localization does
not pose a lot of risk for the developer @rhere is no additional investmeth@andler

and Deming, 201:23-9).

Packaging and Manual Localization

For this level of localization, game language itself remainsaoslated. Also referred

t o lox and dod§ it includes localizing the manual, packaging and other
documentation into target language/culture. This is also aiktype of localization
and is preferred when the product 1isnobt
market (Chandler andeming, 20129).

Partial Localization

In this localization model, kgame text is translated but theiceis left untranslated. It

is a costeffective approach since localizimgibbingrequires translatingoiceovertext,
setting up recording sessions, hiring actangl actressegprocessing sound files and
other tasks related to voiceover localization. Sometimes voiceover is in the original

language but translated subtitles are ad@aGdler and Deming, 2012-10).
Full Localization

A full localization means translating every aspect of the game including -pe@me
text, voiceover, manual and packaging. Since this type of localizatamstly, it is also

the most risky. It is usually reserved for figdget garas and requires a greater level of
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cooperation between localization team and the main t€vandler and Deming, 2012
10).

It is apparent that the level of localization is largely dependent on the expectation of
return on investment by the publisher. If a video game is expected to sell well in a
particular market, it is more likely that it will be fully localized, wher#aspublisher

will notwantt o spend money for | ocal i z@mdvideean i f

returnon theinvestment.

3.2.3. Qualifications of a Video Game Localizer

The fact that video game localization poses different challenges also means that a
localizer has to have a specific set of skills. This phenomenon is explained by-Bernal

Merino as follows:

AWith regards t o | anguage speciali st s,
translation professional with an array of skills rather different from other areas of

the established language transfer profession. The translator of video games needs to
have good eamputer skills in order to work with different file formats and software
packages, as well as to be able to translate a wide variety of textual types ranging
from the promotional to the technical, the creative, the didactic and the literary.
Although theseskills may not in themselves be new to the field of translation, their
convergence is unusual and it deserves to be studjpatagely and on its own

merit®® ( B-BMerinoad015: 2

Mangiron identifies 7 key attributes required from a localizer workimyideo games.
These are: knowledge of general software terminology and specific games platform
terminology, familiarity with the specific features of screen translation, mastering of
natural and idiomatic language, creativity, cultural awareness, fatgili@ith games

culture and familiarity with global pop culture (Mangiron, 2006:-3186).

Dietz (2007 2-3) argues that localizers should have computer skills, knowledge of

gaming and subject matter expertise. To clarify, computer skills encompass the
localizers' understanding of hardware and software terminology, the ability to play the
game and solve hardware related conflicts as well as efficient use of internet for
research. Having knowledge of gaming means familiarity with gaming and video game
jargon However, according to Dietz general familiarity with computer technology and

gaming is not enough. Localizers should also be familiar with the subject matter of the
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specific game they are localizing. Video games can have a wide range of possible
settings Localizing a game set in a medieval fantasy world is very diffettesnt
locdizing a game with a World War Ketting. Different genseof games also pose
different challenges and require different skills with some games more akin to literary
translation and some requiring more technical expertise. Dietz gives the following
example to elaborate: "While | would happily undertake a the localization of a World
War Il flight simulation or a naval strategy game, | would, for instance, avoid a baseball

simulat on, as | just dondét know:3nough about

Similarly, Francesca Di Marco argues that in addition to knowledge of language and
notational conventions, video game localizers require other skills including
"...understanding of gamenechanics, game jargon and genre conventions, and,
undoubtedly, the ability to interpret the effect that the original aims to produce in the

mind of the player and to generate a functional equivalent" (Di Marco; ZDp07

To sum up, video game localizatidiffers itself from traditional types of translation as

it blends linguistic challenges with technical challenges but it also differs itself from
other forms of software localization due to the unique aspects of video games. In turn,
translators who workn video game localization should have a unique set of skills to

deal with the unique set of challenges they will face.
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CHAPTER 4: METHODOLOGY

This chapter will present the methodology of the study. The process of collecting data

and analying thecollected data is explained step by step in the following sections:

4.1. DESIGN OF THE STUDY

The study is conducted ona descriptive basis A combination of qualitative and
guantitative research methodee employed throughout thanalysis The sourcdexts

and targetextsareanalyzed comparatively

4.2. DATA COLLECTING MATERIALS

Thedatausedin the analysis was gathered from the following sources:

1. Games: The main source of data for this study is the games themselves. The
Turkish localizations ofwo games,Football Manager 2015and League of
Legenddhave been analyzed in detail to find the relevant examples that highlight
the challenges faced in video game localization. Screenshots have been taken to

illustrate certain examples.

2. Job Listings: Jobistings br localizationrelated positions posted by the
developers ofFootball Manager 2015and League of Legendsave been
analyzed forto determine the skillset that localizers working on the games are

expected to have.

3. Websites: The website ofLeagueof Legendshas beenusedto provide an
accessible comparison between Thekish and Englisiversionsof the game,
since a big portion of the translatedgame text can also be found on the

website.

4. Forums: Forum sections of the websites of both gaamnesised to assess the
user reception of théocalizationsas well asto read theexplanations from

localizers for their choices.
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4.3. SELECTION OF THE GAMES

The two video games selected to be analyzed in this thesiootball Manager2015

andLeague of_.egendsThe games are chosen according to the following criteria:

1. Genres: Two games belong to different video game geRoedball Manager
2015is a football management simulation, wheréaague of Legends a
multiplayer game that mixes the elements of action and strategy geéhiss.
enablesthe analysis to be carried out on different aspects of video game
localization. Italso helpsdentify different challenges posed by different genre
of games.

2. Themes Thetwo games have vasthiffering themes.Football Manager 2015
is a game based on managing a football tda@ague of Legend®n the other
hand, is based on a fantasy world. Therefore,different terminology in the
two games provides a wide rangfediffering localization challenges to study.

3. Texttypes:Football Manager 2015s a textheavy game, wheredsague of
Legendsmakes use of a variety a@fudiovisualeffects. Analyzing both games
will providea more complete understandiabout the variety of text types that
can be translated during video game localization as well as different aspects of
localization such as dubbing.

4.4. SELECTION OF EXAMPLES

The exampls to beused for the analysis of the localization of the gaaresdected

using the following methodologies:

- For Football Manager 2015the exampleareselected based on their relevance.
Since it is an extremely tekieavy game, analysisf all the text in the game

would take very longThereforea number ofexamples that are demonstrative
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of the challenges the localizers faced in the gamesfound and analzed in
comparison with the original text.

- For the textual analysis of Turkish localization lafague of Legendsll the
fantasythemed terminology, chapion titles, champion ability names and item
names in the gamare analyed and relevant examplese picked for each
section.

- For the analysis of dubbing ireague of Legendsandom sampling methad
used as there are thousands of voice lines in thee gard analysis of every
voice line is beyond the scope of this the§sit of the 140 champions in the
game, 14 champions are selected for analysis of the Turkish dubbing of the
game. Every tenth champion on the alphabetical list on the website of the game
is chosen. This way 10% of the champions in the game are covered, which is

thought to be a good sample size.

4.5. PROCEDURE

The following stepsretaken during the study:

1. The history and characteristics of video garnage beemesearched in order to
understand the roots of the medium as well as its similarities and differences
compared to other similar medihe Ultimate History of Video Gaméz001)
by Steven L. Kent andinderstanding Video Gam¢2008) by Simon Egenfeldt
Nielsen, Jonas Heide Smitimd Susana Pajares Toswve beerused as main

sources in this regard.

2. The literature about software localization as a whealg beemeviewed toassess
its similarities and differences with video game localizat®drPractical Guide
to Localization (2000) by Bert Esselinkhas beenparticularly useful in this
regard. Translation and Localization Project Managemg@011) edited by
Keiran J. Dunne and Elena S. Dunne as well as articles Vitleat Localization
Models Can Learn From Translation Theo(2003, Localization: On its

nature, virtues and dangef005), Localization, Training, and the Threat of
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Fragmentation (2006) by Anthony Pymhave also beeneviewed for this

purpose.

3. The literature about video game localizatizais beerreviewed to learn abou
the specific features of this type of localizati@ame Localization: Translating
for the Global Digital Entertainment 2 0 1 3) by Miamd&®aonemOo6 Ha ¢
Mangiron and The Game Localization Handbo@R012) by Heather Maxwell
Chandler and Stephanie O'Mgt Deminghave beerthe main sources in terms
of video game localizatiorBernatMe r i no 6 s a rAtBriet Historyefn t i t |
Game Localisatior{2011) hasalso beena useful source for understanding the
history and development of the video game localization industry. Additionally,
Al bert o Fer nand exploriGpthe Brdndation Statedies m| e
Video Game Localizatiori2012) has beerreviewed to analyze éhdifferent

translation strategies that can be used in video game localization.

4. Two gamedhave beerchosen for analysigzootball Manager 201%&ndLeague
of LegendsTheir English to Turkish localizatiotsave beemeviewed in light of
the information ththas been gatheraabout the specific challenges posed by

video game localization.

5. Two gameshave beerplayed to get a better understanding how they work and
research about the gambas beenconducted using the internet. Examples
relevant to the studigave beerfound within the games and the websites of the
games. The original textand the Turkish texthave beercompared to figure

out the strategies used for the localization of the games.

4.6. DATA ANALYSIS TECHNIQUES

The data that was gathered veaslyed using the following techniques:

- Comparison: The original English textand the target Turkish textare
compared for the chosen text strings in the two games to determine the
challenges posed by the said text strings as well as the strategiesoused

overcome them.
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- Statistical AnalysisFrequency is used to quantify the strategies used in the
translation of various elementslieague of Legends
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CHAPTER 5: ANALYSIS: TURKISH LOCALIZATION OF
FOOTBALL MANAGER 2015

This chapter will be a detailed analysis of the Turkish localization of the video game
Football Manager 2015 Pecularities of the game regarding its genre and theme,
findings as to the localizatierelated challenges, approaches and strategies used by the
localizers to cope with said challenges and discussion about the findings is presented in
this chapter.

5.1. ABOUT FOOTBALL MANAGER

Football Manageris a simulation game series developed by Sports Interactive that put
the games at the helm of a football club. A new installment of the series is released
annually towards the end of the calendar year (either in October or in November). Every
game in the series is named after the succeeding year, so the game rela#asediof

2013 is named~ootball Manager 2014 The first Football Managergame Football
Manager 200% was released in 2004 but the origin of the series can be traced back to

its predecessdChampionship Managewhich was first released in 1992.

The game is immenselyopular all over the world as it gives football enthusiasts an
opportunity to fulfill their fantasy of managing a football club. Compared to other sports
games,Football Managerstands outin terms ofits realism and incredibly detailed
database of playsrand teams from all over the world. That realism means the impact
of Football Managertranscends beyond gaming. Its vast database is used by actual
football clubs to find out about new players and some of the biggest sports networks in
the world use it & a tool to analyze the strengths and weaknesses of footballers
(Blickenstaff, 2015).

The first game in the series to be translated into TurkisHraathall Manager 2013In
this study, the Turkish translation &ootball Manager 201Will be analyzed The
reason this game hosen waso be able to study the unique challenges that a highly
technical, very texheavy game poses for localization process. Unlike madgo

games,Football Managerdoes not have a story. The playereate their own story.
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kegnen cl assi f Football Mamageras ndnmakative (Degree 0) video

games:

AThe representational sports games that v
seem to contest this criteria, since in most of these games the player is controlling

an athéte or a team (fictional or actual). Yet in their example, the existance of a

narrative space is missing. In a football video game the player controls a team to

win the match, not to construct or experience a narrative. What these games
construct is more foa simulation (simulating the mechanics of the sports in

question) rather than a narrative space. Thus, the player does not become a
spectator for the narrative space but a sataul for the simulation instead
(kenge¢n,. 2013: 50)

Without a fixed narratig, the game becomes an open canvas, whichsoaingut its
own unique challenges in terms of localization. Arelg these challenges is thought to
be illuminating for understanding the chaliees in video game localizatioAs such
games focus fully on what makes games unigeeinteraction, as opposed to narrative

andaudiovisuaklements that are the core aspects of other entertainment mediums.

5.2.LOCALIZATION PROCESS AND GAME -SPECIFIC CHALLENGES

Every genre of video games and every individual game have their unique challenges
that the localizers have to overcomeaddition to the challenges of software and video
game localization that are explained in the previous chaff@mewing how a game
works and the expectations of t hat spec
produce a good localization of the game. As such, before analyzing ultkésh
localization ofFootball Manager 2015it is important taake a look at the localization

process andoinpoint the specific challenges posed by the game.

These specific challenges call for a translator with specific qualities. The developer of
the game, Sports Interactive, lists the qualities a translator workirey Feootballer

Managergameshouldhave as follows:

- An aptitude for translation (preferably with relevant experience or qualifications)

- Mother tongue speaker for target language and in particular football terms and
colloquialisms

- Very good knowledge of English and in particultmotball terms and
colloquialisms
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- Lots of experience in playing FM ganies

It can be seen that, in addition to usual qualifications expected from the translators (i
good knowledge of both languages), there are other skills required from the loadlizers
the game.Knowledge of source and target culture football terminology as well as
experience playing previous games in the series demonstrate that localizing specific
video games require unique skills depending on the genre and theme of th& lgesee.

skills are needed to cope with the specific challenges a game stdothsll Manager

2015 The following sections aim to underlitteese challenges.

5.2.1. Text Strings

The main point to keep in mind when analyzing the localizationFadadball Manager
2015game is that most of the text in the game is created through the use of text strings
that have variables in themis highlighted by O'Hagan and Mangiron, translators
working on localization projects translate these types of short fragments of
deconte t ual i zed texts ( O6 H®Y dhis iseexpthineMemithg i r o n

official forums of the game as follows:

The main thing to remember is that what you see on the screen is rarely a direct
translation as most sentences (strings as we call them) contain variables within
them. So if you are thinking fiHow coul d t
may not beas simple an error as it appears to be.

If we look at the simple string:
Code:

The English Premier Division match between Arsenal and Man Utd originally
scheduled for 21st October has been moved to 26th October due to international
call ups.

This is how it appears in our code
Code:
The <%fixture_name#long> match between <%teamghortnotype> and

<%team#2shortnotype> originally scheduled for <%dateldhg> has been
moved to <%date#lbng> due to international calips’

5Retrieved October 10, 2017, frdmitps://community.sigames.com/topic/3814@8dbeforeposting
postingin-the-translatiorforum/
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As can be seerthe localizers can only translate the namiable pad of thetext. The

rest is filled in depending on what happens in each game. This is fundamentally
different from translating the text of a novel or translating subtitles for a movie, where
the text isfixed. It is easy to see how the translation of these text strings might cause
problems for localizers due to decontextualizatiss mentioned by Esselink, localizers

have to have '"wd e pt h progr ammi ng, product or con

63) to overcome the challenges posed by this type of translation environment.

Another challenging aspedf the use of variables is the structural differences of
different languages causing issues for the localizer. BéMeaho illustrates a potential
challenging scenario of variable-game text as follows:

AVvari ables can be used in many compl ex wa
addressing them, their chosen profile and their performance directly. For example,

strategy games allow the player to choas®ong different nations to conquer the

wor |l d. When someone attacks you, t he mess
is attacking you!o. Names of nations var
They may take an article or not; they can be singularuwaplas well as masculine

or feminine. Not only do translators therefore have to be careful with the syntax of

the sentence and the possible relocation of the variable, but they also need to be

aware of potential changes due to the morphology of indilihguistic items.

The formula in question could generate a
you! o, but it could also produce fAThe VI
possible, programmers and designers opt to rephrase sentences to avoid these
grammaitcal hurdles of natural languages. The above message, for example, could

be rewritten in the passive voice, as nYo
/[ nl o, so the formula would allow for bot |
this might notbeanomin f or al | t ar gvetino,R@®@I6guages o ( Be

As suggested by Bernderino, different languages require different solutifors

overcominghis particular challenge.

5.2.2. Terminology

Translation of terminology is a significant part of localiaatprocessBernatMerino
states, localizing a game with a football theme is significantly different than localizing a
golf or World War 1l game (Bernd{lerino, 2007 2). As a footbalthemed game,
Football Manager 201%uses a lot of terms that would only make sense to a football

"https://commurtyy.sigames.com/topic/381468adbefore postingpostingin-thetranslatioaforum/
Acessed: 14/10/2017
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enthusiast. The translation of these technical terms requires an extensive knowledge of
the sports in addition to the linguistic skills required to do any transldtieally, a
translator shdd not only be familiar with the football terms but also the whole culture
surrounding the sport in both the source and target countries. While translating the
game,the translator should pay special attention to use terms that are commonly used
by the fodball media in that particular target country. If different terms are treed

the ones the player is used to heatedavisionwhen watching a football game or in the
newspapers when reading an article by a journalist, then the terms would feel foreign
the target audience even if they arghetarget language. The best example of this is
how Britain and USA differ in what the sport is actually called. Even when both locales
use English,football means an entirely different sport tine USA. The tem 'soccer
should be preferretbr the US localization of the ganss it is more familiar to that

target audience.

Another factor to consider when translating terminology is dbesistencybetween
different games in the series. Since a new game in the series is released annually and
fans of the series buy a new game every year, the terminology shatdddistentvith

the previous games. Radically changing the terminology used in the g
confuse the players and influence their playing experiemgativelyas trey would

have to figure out whiclkerms from the older gamémvebeenreplacel by the new

terms Of course, this does not include changes made to improve the quality of the
translation of the game. If there are poorly translated parts in the wddgons, they

should be revisedccordingly.

5.2.3. Amount ofthe Text

Football Manager 201%s a very textheavy game. It has a 3D match engine that allows
players to watch matchedut other than that almost every aspect of the game is
presented in text. Since gamers interact with the game through text, it is crucial that they
fully understand itThe gamadtself is hard to learn due to itetailed and complicated
nature. A poor localization may add yet another barrier, which would make it
impossible for the player to fully experience the game as it is intended. A game with

few translatable assets could be enjoyed with poor or eveatalizationbut this is not



52

the case forFoothall Manager 2015 and a goodocalizationis essential for a good
experience. If the player cannot understand thgame text, it will break theense of
immersion and make it impossible for the player to fulfill the fantasy of managing a

football team.

The sheer amount of text in the game would pose another challerigedimers There

are a lot of translatable assdbsit since the game is released at the same time every
year, time constraints will play a huge role in the translation of the said.adSsets
though most of the text in the new game remains identical to the previous installment,
every year new features and new textual component are added to the game and
translation of these under strict time constraints can impact the quality of the

localization

5.2.4. Variety of Text Types:

The game does not only offer a huge amount of bextalso a great variety of text

types From user interface elements to news reports, footballer profiles and match
commentary, there are a lot of different text typesFwootball Manager 2015
Translating these different types of texts will require different strategedifferent
typesoft exts in video games serve different
153159. For example, the commentary text that accompanies matches will need to
convey the excitement, whereas user interface has to be clear and concise. Localizers
have to knowbeforehand which text belongs to which part of the game in order to

translate the texh its own context

5.2.5. Use of Symbols, Abbreviations and Acronyms

Symbols are used very sparingly throughout the game and most of the information is
conveyedhroughthetext. This means that the space constraints are a real challenge for
the localizers which is in line with the challenges identified by Esselink (Esselink,
2000Q 26).
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Since there is a lot of information on the screen at the same time, abbrevind
acronyms are frequently used throughout the game and translating tisechiaway
that target audience will understand at the first glance is something that forces the

localizers to come up with creative solutions.

Parts of the game will be dyaed below within the scope of these challenges. The
problems localizerhave faced and how thewave coped with those challengese
demonstrated. The root causes of the problems in the localization process of the game
will be determined. This analysis will hopefully show what kind of challenges a video
game likeFootball Manager2015can pose for localizers am¢hat sort of gategiesare

availabe to overcome these challenges.

5.3.FINDINGS

Analyzing the localization of gideo gamenecessitatemany factorgo be taken into
accountto understand the reasons wlogalizers have made certain choices and used
certain strategies. Costales (204P0 argues that since sports and simulation games
incorporate many technical terms and do not rely on complex storylines and plots, a
strategy of literal translation may lmeore appropriate for those games compared to
games thatocuson narrative, which would require more creativity from lbealizess.
Although this may be true for most spoand simulation games, in addition to many
technical termd~ootball Manager2015 also incorporates many elements that would
require the translators to use their creativity. For example, interactions with the media
are not that different from the dialogues in stdriven games. Similarly, match
commentary can be considered as a tgge tthat requires the use of more creative
transl ation strategies. This i s -facetedl i ne
nature of video games (especially modern games) necessitateix of different
translation strategies to be used in thalaation of the same game. Different parts of

the gamareanalyzed below in line with that assessment.
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5.3.1. Basic Localization Features

Football Manager2015uses a simultaneous shipment model and it is released in all
languages at the same time. Thaypr can choose from 17 difent language options

f r o m preférence@menu. An important thing to note in terms of languages is that
there are different options for American English and British English as well as two
different settings for Portuguesigat cater tglayers from Portugadnd Brazil. Players

can also choose the currency, heat unit, weight unit, height unit, distance unit, date
format etc. from the same preferences menu. Therefore, instead of having fixed settings
for each locale (for exampl@&urkish lira, Celsius, kilogramsneters and dd/mm/yyyy

for Turkey), players can customize the language and units of measurement settings as

they wish.

One part of the game that is not properly localized is the displaying of percentages in
Turkish. Conditions of footballers in the game displayed in percentages. That means

if a footballer is in 100% condition, he is fully fit; whereas a footballer with 60%
condition is tired or injured. The problem with the localization emerges from the
placement of the symho The Turkish translationfo 60¢perceriwould be asy ¢ z d e
606. As it can ylkabdEBa eanresponds wpereendis dlaced before

the number rather than after it. For this reason, it would be displayébG in
Turkishi n s t e68%h Howevem in the game iiemains unchanged from English.

Presumably, this could be something that is embedded in the game code and not
included in thetranslatable assets tHadve beersent to the localization team. In cases

like this, it is the developer that has to make $hia¢ placement of symbols can change

with language so it calls for cooperation between localization team and developers.
However, It 'S not a |l ocalization short
understanding of the game. Therefore, given the tiorestraints of localizing such a

big game, it can be assumed that this iseught have been overlooked or not
prioritized.

It can be said that in terms of basic features of localizafioatball Manager2015has
all the basic localization features expected from the game of its staiueegame

allows the player to customize settirigdine with their preferenceso that the players
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from every locale will be able to choose not only the language but alsanitseof

measurements that they are familiar with.

5.3.2. Name of the Game

The first thingthats pr i ngs t attentibnis thgptheangme pfshé game remains
d~ootball Managey even when Turkish is selected as the langu@ige.lrand name is
retainedand it can be said that a strategy @bntranslatio® is used. As Costales
(2012 398 explains, this is the norm in the video game industry. Unlike in the movie
industry, where titles of movies are usually translated into the target langudee, v
game titles usually remain English even if the game itself is localized. In addition to
this, the firstFootball Managergame was released in 2004 and was a popular game in
Turkey long before the first official localized version was released i2.2@&king use

of brand recognition and keeping gameods
target audience in Turkey would be more familiar with the n&woetball Manager

even if it is in a foreign language.

5.3.3. Terminology

As a realistic simulgon of football managementootball Manager 2015ncludes
many terms related to football. For someone who is unfamiliar with foptathe
sentences in the game might be hard to compreheimdierstanding and correctly
translating these terms requirevast knowledge of football and football jargon,

especially the jargon used in Britain, g

5.3.3.1. Manager or Technical Director

The firstterm inthegame t hat wi |nhanabee 'Managarsinyadoetdall i s 0
contextare people who are in charge of football clubs. Their responsibilities can range
from selecting the squad, determining tactics, managing training sessions to making
decisions on which footballers to transfer and offer @mt$rto. However, ther@e no

dmanager8in Turkish football culture. The closest termdse k n i k O (likaratlye k t © r
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dechnical directd), whose responsibilities are much more limited. A technical director
rarely determines the <cl| ub 6 sdirdgctorooinfaotbadlr p o
is responsible with such tasks. Therefore, the translation of this term is an interesting
case. For the Turkish version of the me , t Imenajedis preferréd instead of the

af orementi oned Itdéan beksaid thabahlizersehave imadé a suitable
choice. Changing the term that the game
decision but more importantlygame allows players to run all aspects of the club like a

real life football manager could, rather than there limited technical directors and it is

of crucial importancdor a video game that the terminology used in the game is in line
with the gameplay mechanics.

A problem that arises from the choice of using the wiordnajedis that, this term is
usuallyused in Turkey to refer to agents that represent the footballers. The same term
candt be used manageitamdégesbasathatewolddactedte confusion for

the player. To circumvent this issue, agent is translatétbiassilcd (representative If

the wordéagenbwas tobet r ans | at ed i nmengeéwodled mavelbgen t h e
the more suitablehoice but in this casethe worddmenajebis used for a crucial term

i n the game and <canot be wused to refer
appropriate words were chosen for the translation of these two words.

5.3.3.2. Competitions

Competitiond is another term that can cause problefos Turkish localizers.
Competitions screen is where players can see the competitions their teams are in. This
includes the league the team is in, as well as various cup competitions. Although the
term ccompetitiord has Turkish equivalents in other congexsuch asyy ar & Kk noa
Gekabed), there is no commonly used phrase in Turkish football culture to refer to both
league and cup competitions. Instead of trying to find a direct equivalent for the word,
localizers have dealtwith this problem by translamy the name of this screen as
dLig/Kupab (League/Cup). This translation enables the target audience to quickly
understand what the screen is for and s

message to the players.
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5.3.3.3. Onloan

An unusual mistake in éhtranslation of footbaltelated terminology can be observed in
the translation of the terrbn-loand Here is an example of a news item describing a

goal:
Source Text:

Top quality strike fromoh oan Trabzonspor right winger
anincisive finish from 12 meters.

The footballer in question here asTrabzonspor player but is 4wan at another club.
The Turkish translation of the texin the other handuggests that the footballer is on
loan at Trabzonspor:

Target Text:

Trabzonspo k

t a ménda kiraleéek olarak forma g¢gi
G¢l er 12 et

ﬁ\ re mesafeden zekice bir biti]
The match that the goal takes place in is not a Trabzonspor matébrahis reason,

the target textwill confuse the playerThere are three possible reasons for this
translation. First reason wouldlbealizesdlack of knavledge of football terminology

and misunder st anldd ammgd oifn tthhei st ea am tdmokht . |
be an anomly asit is apparent from the overall localization of the game that localizers

of the game had a good understanding of the terminoldgy second possible scenario

that caused this issue could be down to a lack of corfexte the localizers work with

isolated text strings, it is possible that localizers thought the string was referring to the
team the player was loaned to and not the parent club of the footballer. Finally, it could
simply be the result of a typo. If the second word of the targettext w 0t ak e méer
instead of O0takéméndabé, the orlnagycasalit mea
could be said thahe disparity between the source and target texts in this case has been
the result of the challenges of the localization processutin a video game, rather than

the incompetence of the localizers.



58

5.3.4. Problems caused by variables

As mentioned earlier, a lot of the text in the game is in strings with lots of variables and
those strings are translated in with those variables. It is easy to see how grammar
differences between languages can cause problems for localizers in such an
environment. For example, word order in a sentence is different in English and Turkish.
In Turkish verbs are at the end of the sentence, whereas in English they come after
subjects. This is a relatively easy problem to solve, if the game is internationaldzed a

the place of variables in a string can be changed.

There are, however, some problems which are much harder to solve. In Turkish,
suffixes change depending on whether the word ends with a vowel or a consonant. As
an example, in English, the suffis ss used with nouns to form a possessive, such as
@ o h n 6 & In Buokistk this is not as straightforward. Two common Turkish names,
Ali andAhmef can be used as an example to shoc
phrase with those names would be tralesldrom English to Turkish as follows:

Al i 6s b¥Adlki 6nin kitabe
Ahmet dsY AHDome&t 6i n kitabe

Ascanle s een, t he Ffningssffix asntendswitly avoveel bat the roun
endingyi t h a cons-oméfixt gets the 0

Nor mal | vy, this wouldnot have been a pro
translator will chose the appropriate suffix in each case. Howealizers working

for Football Managerdo not translate a text with fixed names. As mentioned before,
they translate strings with variables in them and those strings can be applied to every
footballer/manager/club name in the world, making it impossible for them to decide

which suffixes to use when translating a particular string.

To better understand theffetulties caused by such a translation environment, below
are three examples from the game, where same string is used to describe a goal and

below them are the Turkish translation of the three sentences.
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Source Texts:

- An error from Po lalbwed ihsde farwaydePatack Robarntg e r

to score a placed shot.

- An error from Estoniads Ragnar Kl av a

Welbeck to score a mighty header from within theysird box.

- An error from Sl oveni abs D dfinldes Jankes a ma r

Milner to score a weltimed close range finish.
Target Texts:

- Polonya oyuncusu Angel o Langer hat a

Roberts isminin d¢gzgeéen bir vurukla gol

- Estonya oyuncusu Ragnar Klavan hata yap&mkple forvet Danny Welbeck

i sminin alteée pas i-inde sert bir kaf a

- S ovenya oyuncusu Denis Kramar hata ye

i sminin yaken mesafeden yaptéjé g¢zel

For native Turkish speaker the target text will feel unnaturally londhe same
meaning could beonveyedn a muchcleaer and concise manner. However, it should

be noted that this is not a translation of a fixed tegtalizerscanonly translatethe
nonvariable parts of the string and translating it in such a way that the sentence will
make sense after variables are filled in is a difficult task. Based on the example
previously mentioned from the official forums, the string that localizers transtatkl

look like this with variables in parenthesis:

An error from (team name)ds (footballer
(footballer name) to score a (goal description).

When we look at the Turkish translations, it looks likieas beerranslaéd as follows:

(team name) oyuncusu (footballer name) hata yaparak (footballer description)
(footballer name) isminin (goal descripti
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It is obvious that the translator of this string tried to avoid the issue with Turkish
suffixes The words@®yuncusi (player) anddsminind (hame)have beeradded to the
Turkish translation after the variable team and footballer names. Both of these variables
would require suffixes when translating this texts string under normal circumstances.
However, since the correct suffix would be different for each name, it wilhterrect

in some casesvhichever suffix the localizer choose By adding words that would
normally be considered redundathg localizes can then add the suffixes to those
words instead ofight after the variableand by doing so circumvent this problem. In
another medium, the translated text would be criticized for using redundant words that
make it less concise. However, in this cabe localizess havemadethis choice to

circumvent a problem that is specific to translating textdigaal context

However, there is no consistency in strategies used to circumvent this issue. There are
cases where suffixes arenod6t used at all
comprehend. It is also common in the game to see suffixes that are graniynatical
incorrect. If thishas beembservedn the translation of a literary text or in the subtitles

of a movie, it would have beeraturalto conclude that theanslation has been carried
out by unqualified translatarglowever, in this case, the difficulty of producingiable
onesizefits-all solution is apparent. Although the inconsistency in the way this issue is
dealt with can be a point of criticism, the inability to produce a seamless text for the
target audiece has to do with the linguistic differences between Turkish and English
and the way sentences are formed#aotball Manager2015 Therebre, sentences that
would look non-nativeto the target audience cannot be attributed to the incompetence
of the locaizers. These examples also shdhat thelocalizationof video game text

cannot be assessed withtheeir scope of their work and limitationgo consideration

5.3.5. Interactions with the Press

Before and after every match ootball Manager 2015the player answers questions
from the media like a real life manager would. Every question can be answered with one
of the five different answers provided by the game. Players can also choose from four
different options to determine the manner in whibbse answers are given: calm,

assertive, cautious and passionate. The answers given to those questions by the player
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wi || determine how the playerods characte
can choose to be a calm or petulant manager andl ihavie an impact on the game. If

the playercriticizes one ofthefootballersbeforethe media, it can upset him or motivate

him to do better. The player needs to choose answers carefully in each situation. It is
vital for the player to understand the qtiess and answers to fully enjoy the
experience. A poor translation can confuse the player if the answers do not seem to fit

the question or giving an answer causes an unexpected impact in game.

Below are some examples to demonstrate the translatiortsisofype of text. The

relevant parts that will be analyzed are underlined.

Source Text 1:

Youdve just signed a contract to stay at

delighted to have concluded this deal?

-1 dm delighted tdedalavel 8ingabdolautnelwy I
was a nebrainer to commit to staying even longer

-1l 6m pl eased t o have been given the 0

what |l 6ve started here

-l 6ve got nothing to say on the matter

-1t ds good oftthe wayerow wet candaok ahead and focus on the
football side of things

-l f anyone should be delighted i1 tods tl

great manager

Target Text 1:

Ar senal il e yeni bir s°zI| ekme niimz a lKauyl asrpa
anl akmaya vardéjénéz i-in mutlu musunuz?
Yeni szl ekme imzaladéjém i-in mutlu

ve s°zl ekmeyi i mzal arken en ufak ter ect



-Bakkanémézén bana futbola bakladéj ém

vermesinden dolayé -ok mutluyum
-Bu konuda konukmak i stemiyorum
-Bu s°zI|l ekme mesel esini hall et mek -0

futbolumuza odaklanabiliriz

Biri mutl u olacaksa o da kul ¢p bakke

-al ekxkmayaceldevam ed

In this example, the manager is asked a question about the new contrachashat
recentlybeensigned. As can be seen, the player can choose from several options on
how to react to this news. The first two answers provide positive reactions to the news,
the third one is a neutral answtre fourth is dismissing the importance of the contract
andthefifth can be construed @ arrogantreaction These options give the players the
ability to role play and choose an option in line with the way they want thganme
character to act.

In the Turkish translation of the game, four options are tase$lin a way that conveys

the message of the source text. The second answer, however, is mistranslated. The
Turkish text can be back transl ated as
continue in the club that | startedy footballcaree&¥ . t hns cont ext, At o
| 6ve started hered cmageryss tdches intees stag ec or
beendone as the manager of the team. Howether,target texsounds more like a
footballer talking aboutcontinuing at a club whereishfootball career startedf the

localizers havenisinterpreted the source text as an answea fmotballer rather than a
manager, it would ba prime example of how a lack of contegaused by localizers
working with decontextualized text strings (@¢&in and Mangiron, 201302, can

give rise toproblems in video game localizatioAnother explanation is that the
localizers interpreted the source text as an answer from a manager whose management
career has started at that particular club. Howevéhaifis the case, it can be said that

the target text could have been conveyed in a way that is easier to understand.
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Source Text 2:

Ho w

Il mportant have Graziano Pelleds perf

-Hebds a pl ayer a@iidclass WWhea d club Ipassesses a playery
such as him theydére going to be for mi
table

-l think theydédd be a | ot worse without

-1dm here to discuss questions about m

-Heds not been t hempargdtosbme other playars in thgy n
league

-He6s a gimotdithquthsflassb ut heds not the rec

well

Target Text 2:

Gr a

Ziano Pelledin g°stereceli per for mans

In this

-Muht ekxem bir o0 yuunnccuuy.a BsPayhliep sbeinri zoy- ok

takéma katkésé muazzam ol an bir oyunc.!

-Onsuz ikleri daha da zor |l akacak

-Takémém hakkénda sorul aré burada tart

-O kadar da iyi bir ovuncu«xka@é&eéijaiklt erleil gadr

-Kusurl ar éne g°z ar deé ettijimizde k e

tanemlayabilirim ancak takémén iyi p et

example, the manager is questioned about the impact of an opposition footballer.

The player can either compliment the opposition footballer or play down his importance

to the

cause

team. In the Turkish translation tbE answers, there are two cases witan

problems for the player. In the second ansWwesriginal text stateghat the
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opposition team would do worse if t hey
translation of the text can be bacdut tran
h i mo .chafige ® future tense in the target i@ty lead the player to think that the
footballer is not available (due to injury, suspension etc.) and the opposition team will

miss himin the future because of that

Anothersource of potentiahisunderstandingan ke observed in the fourth answ&he

use of present perfect tense in the source dartbe interpreted to meavhat is in

guestion is the performance of the footballer so far during the season. In the target text,
howeve, simple preent tense is usedhe targettext an be b ac kHetisr ans |
not that good of a player. He canodot ever
leagu@ The answer in the target tasta comment about the general quality of the said
footballer.The change of tense limits the scope of the message in the target text and the
resultant target text is not inclusive enough to allow for many interpretations as the

source text does
Source Text 3:

Alexandre Lacazette is @al crowd favouriteand has delighted fans with his

recent performances. Do you think th

maintain this form?
Target Text 3:

Alexandre Lacazettehal kén JVevcsroinsi zamandaki p ¢

taraftarl ar é me st etmhkn dioumdau Far

etkili dgkgaogjy®m®é musunuz

In this example, the term used for describing the footballer (real crowd favourite) is
translated into Turkish a a | k € n § Whilv aam be back translated@se op | e 6 s
favourited This s not a ternthat is used regularly in a football context. There are
similar terms used frequently by the football media in Turkey. Preferring one of these
termsmight have been a better way to convey the message of the source text

Source Text 4:
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Obviousy you doné6t | i ke s e ebutsgelywauwil adsittdae c o1
Robin van Persi ebs eWhatdidyou makenfita sensati ol

-It was a fantastic strike, absolutely no question
-1 candét thinkthaf many better than
-l d want@a comment on individuals
-There was more than hint of good fortune about it, | thought
-l am not in the business of praising opponents
Target Text 4:

Kal eni zde gol g ° r rakak lu elan Rolimvan Persienisnang darilaz

bir oyununayoh -.t éSi z nel er s°yl emek istersiniz?
-Fantastik bir vuruktu, kesinlikle sor
-Ondandaha i yisini d¢e¢keéenemi yor um
Bireysel performansl ar hakkénda dejer

-Ben bu golde kKkanstan daha fazl aséneén

~

Benim ikim rakipleri °vmek dej il

In this example, there are two different mistakes in the translation of the question. The
questionin thetargettextt an b e b ac kYou doaot wdntatd seedyoua teamii
concede goals. ¢vever, this led to Robinavn Per si eds gWhatadyoup er f
want to say about it?. There is no causality in th
sounds | i ke the footballer played wel/l b

concede goal s, nmuthsensk. doesndét make

The other problem is that the original text ikilad) about the goal the footballer scored
but the target text talks aboufigreat performana@enstead. Therefore, a question about

a specific goal is transformed into a question about the performance of a footballer.
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Turkish text of the secondswercartb e back tfranasahatedhaskodo
than hing which is also a comment about the footballer rather tihagoal. However,

first and fourth answers talk about a goal as in the source text. This contradiction
between question and answerslwil conf use the players as |
guestion and therefore wonot be able to
problem here is probably caused by a lack of terminology knowled@dfagd i n t hi

cont ext shabbuutledodlizesseemdohave under st ood it as
Source Text 5:

Abou Diaby was an unfortunate casualty against a Leverkusen team many have claimed

play too close to the edge and often cross the line of what might be considered

acceptable physicalityVhat do you make of their style and approach?

-1 d&dm di sgusted by them and particul ar/l

no place in football

-1dm not a fan of it Thereds bteeywng a
have left their mark on Abocan d h et bewhe firét nor last to suffer

-1 donot believe Schmidt would ever s
del i berately dirty. Theyodore abrasive
play, so good luck to them

-l t hi nk t hoeplay howeveethely wantl ag Idng &s it stays within the

laws of the game
-1 would rather not comment on that at this stage
Target Text 5:

Abou Diabydin, Leverkusende karké oynana

ardéemidrmnhok ki kiin,s arnd kéikb isnéinzéirné nLée vaekr tkéujseemed i

sti i hakkeéndaki yorumlarénéz nelerdir?
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-Oynadéklarée -irkin oyunun futbol de¢no

oynattéejeé futboldan ijJreniyorum.

-B°yl e bir oyun anl anfatBoEbir gana, Lieverkusen bim r €

yana;adamlar resmenkasap Aboubéya yazek ettiler
-Schmi dtoi n, oyuncul ar éné kasten boy
g°nderdijine inanéyor um. Sert futbol (

-Oyunun kurall ar énd euwy nkd ke rkio kgu lbuy loay,n a s
-ku akamada buna yorum yapmayé tercih

I n this exampl e, t he manager (the player
physical play. The Turkish translation of the stien talks about the opponent
Gexceeding théimits of humanityd The over the top tone of the target text is in contrast
with the source text and gives out a <col

question.

The translation of the secormdn s wer uses t kasagwodestripdhet c¢c h e
style of the opponent. Even though the s
the word&kasais used a lot in Turkish football terminology to describe players who

are overly physical and in that sense it fits the tone and feel in the sext,cehichis

to criticize the physicality of the opponent.

It can be said that in this example we see a goodpandway of using a more free
form of translation. The translation thfe question fails to convey the feel of the source
text. The transkon of the answer, on the other hand, makes good use of a word that is

familiar to the target audience, conveying the meaning and feel of the source text.
Source Text 6:

While teams in other countries prbogkare f

busi er t han ever. Woul d vou agree itobdos a

break for a few weeks at this time of year?
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-1ltds ridiculous that we donobt have

hopes of our national team by canting in this manner while other nations take

a breather

a

-1 think we could all benefit from a winter break and at the very least it should be

discussed by the relevant parties

-l dondt have an opinion either way

-1 woul dnodt go al o nlghinkathetcdrrent dechedule waaks e s s

fine and webre | ooking forward to the

-l f itds not br oken, donot fix it:; t

Target Text 6:

h a

Dijer cl kel er devre arasé tatili memalka&az ér
bulunmuyor. Sizce Futbol Federasyonu dev]
-Devr e arase tatil.i uygul amaséneén 2

Ovuncul ar én kondi svyonl ar éné vV e dol

ri ske at mak andrummména geliyor bu d

-Bence bu uygulamanén yararl aréne v
0

ol arak g¢ndeme al maméz gerekiyor

-Benim i ki Kekilde de bir tercihim bul

e

Bu fikre katellde]ja&méi s®iydteggradne mgayet

-k u zamana kbkaddan bur sékéntée yakamad

deji ki klik yagapemmgsenam ger ek

In this example, both in question and the first answer some parts of the soul® text

omitteyourmMhei deds schedudpatinlthecduse besi er s
tA

translated for the target text. The same goethidvhile ot her nati ons

part in the first answer. However, these omissions do not alter the meaning and feel of

ayé
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the text and conveys the memfsse theplayenora c «
cause misunderstandingdditionally, localizers have correctly interpreted that the
question is posed to a manager working in a country with no winter break even though
that was not explicitly stated in the source text and addedtanpthe target text that

can be back transl ated as O0howe Vikerefore,t her
it can be said that the localizers have used a strategy of omissions or additions where

they have deemed appropriate without negativelcéfig the experience of the player.

A criticism can be leveld at the way the third answer is translated. The text is translated
word for word. The result is a text that soudds -o @& t tothe @rget audience. Using
a more creative translation straggban sticking with a literal translation strategy in this

casecould have conveyed thedl and message of the text

5.3.6. Space restrictions

As mentioned previouslyptalization of software products (not only video games but
software products igeneral) poses challenges for localizers in terms of available space
(Esselink, 200026). There are a lot of instances where a specific text has to fit in a box
of specific size. Team instructions screer-ootball Manager2015is an example of

such a cse. In that screen the player can give instructions to their team and influence
how they play. Each instruction is in a dialogue box and even the longekagetd fit

into that box. As can be seen in tfi’dlowing image



Go Route One

More Direct Passing
Retain Possession
Shorter Passing
Pass Into Space

Work Ball Inta Box

Play Out Of Defence

Pump Ball Into Box

Pe

Exploit The Flanks

Exploit The Left Flank

Exploit The Right Flank

Exploit The Middle

Look For Overlap

Play Wider

Play Narrower

Close Down Much More

Close Down More

Close Down Less

Close Down Much Less

Get Stuck In

Stay On Feet

Use Tighter Marking

Use Offside Trap

Take A Breather
Much Higher Tempo
Higher Tempo
Lower Tempo

Much Lower Tempo
Be More Expressive

Be More Disciplined
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Clear Ball To Flanks Much Higher Defensive Line Prevent Short GK Distribution

Hit Early Crosses Push Higher Up

Float Crosses Drop Deeper

Whipped Crosses Much Deeper Defensive Line

Low Crosses Stick To Positions

Run At Defence Roam From Positions

Shoot On Sight

Key: @ Selected Unselected Conflicting

Clear Cancel Presets.., W,

Figure 1. Instructions in the English version ofFootball Manager 2015

However, as the length of text can change during translation, there are cases in the

Turkish translation where text does not fit in the box:



yun Anlayis

Sadece Hicuma Odaklanin

Dikine Pas Yap

Topa Sahip O1

Kisa Pas

Kosu Yoluna Pas Yap

Rakip Ceza Alanina Paslasar...

Hilcuma Kalkis Sekli

Kanatlan Kullan
Sol Kanadi Kullan
Sag Kanad Kullan
Gobekten Oyna

Bekleri lleri Cikart

Oyun Sekli

Tam Saha Pres
Daha Fazla Pres
Presi Azalt

Pres Yapma
Topa Dal

Ayakta Savun

Genel

Sakin Oyna
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Daha Yuksek Tempo

Yiiksek Tempo

Diusik Tempo

Daha Disiik Tempo

Daha Yaratici Oynayin

Defanstan Kisa Pasla Cik Genis Alanda Oyna Daha Siki Markaj Yap Daha Disiplinli Oynayin

Ceza Sahasina Uzun Oyna Dar Alanda Oyna Ofsayt Taktigi Kullan

Topu Kanatlara Yolla Savunmayi Orta Sahaya Yak... Rakip Kaleci Top Cikartirken...

Cizgiye inmeden Orta Yap Defansi ileriye Cikart

Hawvadan Orta Yap Geriye Yaslan

Rakip Kaleci Top Cikartirken Defansa Baski
vet oyunculanmniza, rakip
kalecideyken defansa bask! yapmalanm

Sert Orta Yap Daha Geride Savunma Cizgisi
sdylersiniz. By akip kaleci ya uzun top
yapacaktr ya da kisa pash oynayarak risk
almaya zorlanacaktir.

Yerden Orta Yap Mevkinizi Terk Etmeyin

Rakip Savunmanin Ustiine Git Mevkinden Bagimsiz Oyna

Kaleyi Gérdagunde Vur

Onemli: Secilmemis Uyumsuz

Secili

Temizle iptal  Ayarlar... Vv

Figure 2. Instructions in the Turkish version of Football Manager 2015

As it can be seen from the 1 mage, HRohe 1in
exampl e, in the | ast row of col umn 5, t
Def ansa tBiacatétdea6d i ss di splayed as O6Rakip

Under normal circumstances, this coalausea probem for the player as the player

cannot understand the instructions that
you mouseover the text all of the text is displayed as well as the explanation of the
instruction. This allows the localizers to translate the text as they wish, without
that |

of t

ocal i ze
he

worrying too much abowhortening thetexT he f act

thetextd e monstrates their knowl edge w
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5.3.7. Acronyms and Abbreviations

There is a lot of information on the screen at the same §imeg as previously stated,
Football Manager2015is a textheavy gameTo convey all that information to the
player and save space, acronyms and abbreviations are frequently used in the game.
Translation of these acronyms and abbreviations can cause problems for the localizers

andrequirecreativetranslationsolutions to overcome these challenges.

One area where the game makes use of acronyms frequently is dispheypogitions

of the footballes. There are dozens of footballers in each team and acronyms are
needed if the player wants to have a quickklad which footballers play in which
positions. Acronyms are done in a pretty straightforward manner in the source text. As
an example, a footballer who plays on the left side ofidfenseé s di s pD(l8dd/ ed a
and a rightsided defender is displayed @& ¢R)a Similarly, an attacking midfielder
thatply s on t he | e fAM (L)jdand ariglst pidead attack) midfieldedis

di s pl asM @)a Semeode with an average knowledge of football terms will

understand what these acronyms stanaifavill figure it out pretty quickly.

The Turkish translation of these acronyms, on the other hand, poses some interesting
challenges. While someone playing the English version of the game can figure out
quickly thatd o stands fordeft6 and &R6 stands ér Gight§ same candt be
Turkish version. As Tur ki sbothstad witth the létterr | e
& an acronym candét be produced for thes
this problem, Turkish localizers of the gaim@ve come uwith abbreviating the words

Gsol6 and s ajand @516 and & P respectively. This means a left sided defender is
displayed asD (Sl)dand right sided one is displayedd@s ( &lf can be said that this

is a clever solution to the prbke m. Lower c aSiedicdteghattit és partiofe x t

t he same word and since onl vy on@eatead di t

unnecessary visual clutter.

Abbreviationsarealso usedo display the status of a footballer. Small boxes next to the
name of the footballer appear to convey informapertaining toinjuries, suspensions,

happiness of the footballer etc. Thesexds contain only three letters which are
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abbreviations of the words that convey such information. For exaraplenjured
footballer will have a red box next to his name containing the leitgts

Most oft he abbr evi at i o ocasse annssue hset isgasyte abbreviaté t
majority of those words in an easy to understand mankerinterestingcase can be
observedin the trans at i on of t h euntafpp weichi &hd dhis f or
appears next to the footballer when he isapgy about something. Player needs to be
aware of this as it can impact morale and performance of that plager.term
unhappyd can be transl at ed Howevdrthanksios h a
the localizers are tied in this case asthe wondut suzdé shares the s
l etters with the Tur kwhchwowdocaude pfoldems fortthe p p y
abbreviatioras the box is limited to three lettefiherefore, localizers had no choice but

to transl at e tnlde atbérrme va sl thig cage;wa&an aee that) 6

the restrictions of the user interface have removed one of the viable choices for the
localizers.Existence of a viable alternative means the choice is obvious for the localizer
and it dothesendéuser hutri s arcinteresting example that shows the factors

localizers have to keep in mind.

There are, howevespme inconsistencieghen it comes to abbreviations and acronyms.

In the original textCen't r a | Def e n de €CDailnsthe durkssip traasiateonl  a s
this term is translated &Standart Stopéibut it is displayed in short a®K§ which is

not an acronym for the translated phrase or any other similar phé@se plausible
explanation s t hat t he QGDévwasrefdrriagtalompadt Disé Jlere &

a message from an internet forum topic about the game complamangCentral
Defendedis translatecas cKompakt Disk¥. It could be thathe phrase was corrected

with a patchbut the mistranslated acronym went unnoticed. This example clearly

demonstrates the importance of context in translation.

Anotherinconsistencys in the translation of footballer duties. Every footballer in the
field can have one of four duties: Attadkefend, Support or Automatic. In the English

version of the game these are displayed as A, D, S and Au respectively. In the Turkish

8Retrieved October 16, 2017, from
http://forum.turksportal.net/vb/showthread.php?t=123474&s=67d4a5595fb914f11918e04370443472&p=
2743947 &viewfull=1#post2743947



http://forum.turksportal.net/vb/showthread.php?t=123474&s=67d4a5595fb914f11918e04370443472&p=2743947&viewfull=1#post2743947
http://forum.turksportal.net/vb/showthread.php?t=123474&s=67d4a5595fb914f11918e04370443472&p=2743947&viewfull=1#post2743947
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translation, the short form of Automatic g4 which is confusing as it could have

been simply left a80& The only reaon that English abbreviation has two letters is that

it would otherwise conflict with Attack, which is displayed @& In Turkish there is

no such problem. Moreovemand even more confusingly, the Turkish word for
Automatic,dOto ma tdoels ot contain the lettégd One possible explanation is that

|l ocalizers added another word besides 060
transition) to better convey the gameplay functions of the. ddyever, if this were

the case, it cabe said that the localizers did not adhere to the conventions of the game

as addition of another word would require the use of uppercase letter and the acronym
should have been 00G6 to remain consi st ¢
These inconstenciegnaking into thereleasedyame could be due to the huge amount

of text that has to be translated in a short amount of time, leaving little time for quality

assurance.

5.4. DISCUSSION

It is clear from the analysis of the Turkish localizatiorFobtball Manager 201%hat

the lack of context, time constraints and other challenges caused by the nature of the
game has produced some translation Oerrc
understanding of the video game localization process and the problems cpuked b
specific genre of game, one can conclude that the localization of the game has been
carried out poorly. However, as demonstr
the results of the challenging localization process of the game. As a teyt derae

that simulates a management experierfeeotball Manager 2015 s a |l ocaldi
nightmare with the text changing constantly and the translation is done via text strings
with variables in them. The situation is made even worse for localizers tnagstead

Turkish, which is structurally different from English. The game is also challenging in
terms of its heavy use of football jargon. On top of all of that, the game belongs to a
series that releases new games annually and localizers work undeleaglihes. The
localizers would have had to use all of their football and gaming knowledge to
overcome these challeng&motball Manager 201% a good example of how not only

video game localization poses different challenges compared to other forms of
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translation but different genres of video games have their own specific challenges that
need to be studied.

In terms of the strategies ustat the Turkish localization ofFootball Manager 2015

the localizers seem to have preferred a domestication stragsgpecially when
translating the news items amdessinteractions. There are a few occasions, where
foreignizationis preferred such as using a Aoanslation in the name of tlgame and

t ransl at inagagebabdmenajedbunthese are few and far between and done
mostly to fulfill the expectations of the fans of theries However, in some cases, there

is a lack of consistency in the preferred strategies. Radical forms of both literal and free
form translation are used ithe same type of text. It is apparent that instead of
determining a specific strategy for specific text types, each localizer decided on how to
translate on a case by case basis. This may have been effective in finding appropriate
translation solutionsof different scenarios, although it has led to inconsistencies that
cause problems in some cases. However, the inconsistencies should not be seen as the
fault of localizers since localization is usually a team effort and the localizers might not
have beerin contact with each other drave not hadhe time to make sure that the

localization of all part of the gam&consistent.

The findings of theanalysis of Turkish localization dfootball Manager 201%re
summed up in the table below:

Challenge Strategies Used Skillset Required
Heavy use of football Using football jargon of the| Good knowledge of football
terminology target culture terminology of source and

target languages

Use of variables causing Addition of extra vords, Experience in translating te
problems in the target text| changing the structure of th| strings, understanding of th
sentence grammatical structure of
source and target texts

Decontextualization Use of background Deep knowledge about the
information Football Manageiseries
Acronyms and abbreviation Using alternative Knowledge otthe user
synonymous words, additio interfaceof the game

of lowercase letters
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Space Restrictions Truncation and providing th Knowledge of thaiser
extra information through interface of the game
mousing over the text

Table 3. The findings of the analysis of Turkish localization ofootball Manager 2015

It is possible to conclude th&botball Manager 2013s a difficult game to localize
posing a variety of challenges in a variety of areas. For the Turkish localization of the
game, most of these challendgesve beerovercome. The analysdemonstrateshat
localization tearmhasa good grasp of both languages and their knowledge of fbotbal
terminologyis adequate. Most of the translatiG@rrordseem to have been causedaby
lack of context or hard to localize nature of the gaeng.{ext with lots of variables in
them). These cases underlithe specific challengesniqueto video game localization
andprovide an outline of features to look at to asdess the transla&d text in video

games shoulbeevaluated
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CHAPTER 6: ANALYSIS: TURKISH LOCALIZATION OF
LEAGUE OF LEGENDS

This chapter will be a detailed analysis of the Turkish localization of the video game
League of LegendsThe peculiarities of the game regarding the genre, theme and
localizationprocess findings as tahe localizatiorrelated challenges, approaches and
strategies used by the localizers cope with said challengeand discussion about

findings is presented in this chapter.

6.1. ABOUT LEAGUE OF LEGENDS

League of Legends a Multiplayer Online Battle Arena (MOBA) game. It is developed
by Riot Games and wareleased in 2009. It is a multiplayer game, where two teams of
playerc o0nt r ol | ed c¢ bhampeordtfight emch pticeaih & fanthsy dvorld to

complete various objectives. The game is based in sessions (lasting around 40 minutes)

rather than hamg one continuous story that can be found in more narrdtiven
video games. The developers defibeague of Legendas follows in the official

website:

iLeague dasfafakiEaged, canpetitive online game that blends the speed
and intensity ofan RTS with RPG elements. Two teams of powerful champions,
each with a unique design and playstyle, battle tedbad across multiple
battlefields and game modes. With an esepanding roster of champions,
frequent updates and a thriving tournament sdesague of Legendsffers

endl ess replayability for players of ever)

A more detailed explanation of the gameplay is provided by Neal Hinnant:

AThe map forms a rough square mirrored
Summoner's Rift are the bases for each team. The centerpiece of each base, a large
crystal known as a nexus, is the ultimate game objective; destroying the enemy
team's nexus brings victory to the glorious conquerors. Safeguarding each nexus is
a network ofdefensive towers that deal substantial damage to players and other
defensive structures. Players must fight their way across the map, escorting shock
troops known as minions to assist them in clearing a path to the opposing nexus.
These minions follow arpdetermined course to the enemy team's base, forming
three pathways known as lanes. There are three lanes in Summoner's Rift: one that
follows the upper edge of the map, one that follows the lower edge, and a lane that
cuts through the middle of the playea. The majority of gameplay consists of

di
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aiding waves of minions as they work their way up the map lanes while thwarting
the opponent's attempts 34 do the same. 0

Easy to learn but deeply immersive and engaging gamepldyeafue ofLegends
combined with its replayability has made it an immensely popular game that is played
by tens of millions of people all around the worleague of Legendgenerated $2.1
billion in revenue in 2017, making it the top PC game in terms of revenper{Sata,

2018 10).

One of the biggest reasons for the succes®afiue of Legendan different parts of the

world is the business model it uses. Leagueeojle nds uses whi@detoi s Kk
Playd(or F2P) business model. This model allows anyorgownload and start playing

the game for free. The player doesnot h a
game. Players then have the option to spend money on customizing the look of their
characters or buying new ones. While this model is cugr@minmon for multiplayer

games, in 2009 (when the game was first released) being able to play such a high
quality game for free was not the norm. Thus, the popularity ojueaf Legends can
partially beattributed to this model, which makes the game \a@gessible to a wide

range of players. This is particularly relevant to this study astdrpiry model also

allows video game companies to expand to new markets, where traditigitsty

games do nadell well and piracy is a huge problem.

Growth in irternet access in these aforementioned mahatspavedhe way for this

sort of distribution model. In the past, most of the games were only available as physical
products. The cost of CDs or DVDs as well as the cost of distributing those physical
producs around the world meant that video games had to be sold at a certain price to
make profit. Video games becoming digital products that are dadable from the
internet allowthe game developers to distribute their products at a lower price or in
some cagss, like in League of Legends, for completely frieeeeto-play gamesave
become very prominent as a result and they maade up for 69% of the PC gaming
marketin 2017(SuperData, 2018: 10).

Another big contributing factor to the popularitylefagueof Legendss its competitive
scene. Professional video ganemp et i t i ons, C espont§ haveyseekin 0 wn

a rise in popularity since the advent of free and ¢asjse online streaming services.
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The most famous of these services is Twitch.tv, whies acquired by Amazon in
2014 for $970 million (MacMillan and Bensinger, 2014). Newzoo, a market research
firm, estimates the number of global esport enthusiasts at 221 million and the revenue
for 2018 at $922 milliodASimilarly, SuperData, a games daad market research
company,reports that esports industry is on track to genewagr billion dollars in

2018 (SuperData, 20188). Using Twitch.tv and similar streaming services millions of
viewers watch professional video game players compete inaimamts that distribute
millions of dollars in prize money.eague of Legendspped the charts of most viewed
esport game with an estimated 157 million unique viewers every month (Superdata,
2018: 19).Professionaleague of Legendglayers in North America earn an average
yearly salary of $105.385, according to the survey of the major sports network!ESPN.
To put things into perspective, this figure is almost the double of median household
income in the United States, which stoo®#%9.039 in 2016 (The U.S. Census Bureau,
2017).

The popularity of competitivéeague of Legendsas also spread to Turkey wikfig
Turkish companies sponsoririgeague of Legendeamsand important tournament

matches being broadcast major sports chanis.

6.2.LOCALIZATION PROCESS AND GAME -SPECIFIC CHALLENGES

As of writing, League of Legends localized for 11 regions (North America, EU West,

EU Nordic & East, Latin America North, Latin America South, Brazil, Japan, Russia,
Turkey, Oceania and Republic of Korea). These regions have their separate servers and
language options to choose from®e languages are supported in multiple regions.
English, for example, is supported for 4 different regions (North America, EU West, EU
Nordic & East and Oceania). The other languages in the website are German, Spanish,
French, Italian, Polish, Greek, Romian, Hungarian, Czech, Portuguese, Japanese,
Russian, Turkish and Korean. However, these are not the only languages the game is
localized for. For example, the Chinese version of the game is hosted by the gaming

® Retrieved February 13, 2018, frditips://newzoo.com/insights/markets/esports/
10 Retrieved February 13, 2018, frdrtip://www.espn.com/esports/story/ /id/18461870/aque

legendspro
11 Retrieved February 12, 2018, frdutip:/tr.beinsports.com/haber/turkipeiyukfinali-lig-tvde
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platform of Tencent (a Chinese investmeatmp any t hat owns game?o
Games) and the game has a different Chinese website (lol.qg.com). All in all, the game
is shipped in 24 different languag€sThe amount of regions and languagesgue of

Legendss localized for shows its popularighd worldwide appeal.

Due to a combination of aforementioned factors, the popularityeafue of Legends
has skyrocketed in Turkey and it has become one of the moskweslin games in the
country. As mentioned above, the game is not only localizedluntkish but Turkey is
one of the standalone regions for the game. That means the game has servers dedicated

just for Turkish gamers.

Mangiron states that there are tmain models o¥/ideo game localization: outsourcing

and inhouse development. Outsoimg refers to localization models where the game
developer works with an agency to localize the product. This model has its drawbacks
but is the preferred model for most US and Europe based game developers (Mangiron,
2006: 310). However, some big game camps with huge resources can afford to form
their own localization teams. The developer of the game, Riot Games, is one of those
companies that have-imouse localization teams. It has an office in Istanbul and that
branch employs 75 people. The purpokthe Istanbul office is explained as follows in

the official website of the developer:

AWith a roster of 75 Rioters, wedre const
players from Turkey. We work among likeinded individuals who breathe video
games likeair (and would likely suffocate in a world without them). With such a

focus on games and gaming in general, we
challenging the status quo around player satisfaction in Turkey. Our team brings

content to players arounde gl obe, not just Turkey thou
great at working towards | ocal and gl obal

A look at a job posting for a localization coordinator to work on the Latin American
localization ofLeague of Legendsemonsrate the skills expected by Riot Games from
the localizers who work on their game and gives us a good idea how the Turkish
localization team has been formed. The job posting indicates that the company is
looking for candidates who are:

’Retrieved Marcl6, 2018, from:https://nexus.leagueoflegends.comiei2017/12/dexkaynandthe
showerhunter/
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OlIntellectually adaptable:y oudve earned a bachel orbés dec
year of experience in translati on; you ki
date, so and enjoy absorbing new knowledge and thinking on your feet

OAteamplayeryou doné6ét just play well with othe
the team creates the best possible outcome

ODetail oriented:y oudr e a modern Sherl ock Hol mes ar
escapes your evaigilant eye

O0A communications aceyouexcelam | i ai son bet ween peopl e
opposite sides of the world, and they trust you to always advocate for their player
focused initiatives

0 Multilingual: fluent in at least English and Spanish, you relish working with
ot her cul t ur esmmunicaieuvwithi mayees lamdeRioters in different
regions

0 A Spanish language writer:you can write and/or translate content pieces for an
eager and knowledgeable gaming community

0 Player-focused: as a player yourself, you know that subpar localization sake
local players feel like secormlass citizens, and can leverage yourgéme
experience to accurately and authentically communicate messages across language
barriers

0 Familiar with the tools of the trade: you bring a working knowledge of game
developmentaudio recording processes, and localization tools (such as MemoQ
and Xloc); an intermediate to advanced understanding of planning and bug
database tools will score you extra pofifts

As it can be seen, the job listing lists a mixture of skills that areinext from all
translators as well as skills required from software localizers and video game localizers
specifically. The first six points can apply to translators working in every field of
translation. The last point indicates that the candidate shawie the technical skills

which are useful for software localization. The remaining point requires the candidate to
be nfnpfloacyuesredd and <clearly wunderlines the
should be gamers themselves in order to understand téetipbproblems encountered

by other gamers.

The job posting allows us to see what qualifications an ideal game localizer working on
League of Legendsme expected to have. It can be concluded that the localization teams
for League of Legendare formed i localizers who have the language skills of a

Retrieved March 2, 2aifrom http://www.riotgames.com/careers/252053
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translator, the technical knowledge of a computer enthusiast and the video game
knowledge of a passionate gamer.

As a result of the localization efforts of the developer, the game has fully been localized
for the Turkish market. The interface of the game, all thgame text, the content of

the website and promotional materials are all translated into Turkish. Dubbing is used to
localize the voices in the game with famous sports announcer Murat Kosova asd acto
Zafer Al g°z, Er dal Tosun and Altan Er kek
game. The fact that the developers of the game has attached such an importance for the
Turkish localization of the game is yet further evidence for the growing of gaming
industry throughout the world as games are localized for a greater variety of languages

and regions.

In an article written by two of their localization producers, Riot Games give the

following definition for localization:

ATransl| at i on ,impaertant dueng thenceeatiendof Idx,lisyonly one part

of the equation. Riot plays around in a lot of different mediums including audio
recording, graphical asset creation, systems that interact with players through text,
and even physically printed mates like board games. How each of these assets
are localized will be drastically different based mp@roduct need and
requirements ( Jaggers and Piper, 2017)

This definition reflects the prevalent conception of translation in the localization
industry. Dfferent mediums such as audio recording is seen as outside the realm of
translation and it seems that translation is regarded only as the change of one text string
in a certain language to another. A similar limited view of the concept of translation can
be observed in another part of the article when talking aboustylel localization

approach:

fi...in other words, make it for you, t hen
(Jaggers and Piper, 2017

It can be inferred that authors of the artittienk that making a product suitable far

target audience is differenthan fAj ust transl atingo it. T
limited in its scope. This is contrary to the modern understanding of translation in
Translation Studies andemonstrate the aforementioned distance between academia

and industry when it comes to localization.
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Turkish localizers of the game have an even more dismissive attitude of the concept of
translation. In a message posted on the official Turkish forums of the gamember

of Ri ot Gamesod6 Turkey of fice state tha
localization isthat the latter is not worfbr-word. The message goes on to talk about

how the localization team tries use idioms and expressions from the Turkishdangua
and Turkish culture, emphasizing the importance of target culture in their localization

process?

The targetoriented approach of the Turkish localization team is not an isolated choice
but the policy of Riot Games when it comes to localizatiohezfgue of Legenddhe
aforementionedhrticle mentions how the translators working on the game are given
freedom to come up with solutions suitable for their own regions rather than treating
content on a worfor-word basis. This is done using what Riotni&s calls a
Adecentr al iJaggets ando Higet, 2QL7Through this approach, the
localization decisions for a given region are taken by those who are located in that
region rather than a | ocali zat theoUs. Theea m i
aim i s described as <creat i ngaggeearaPipane , I
2017. This approach echoes what Lawrence Venuti described as a domesticating
strategy (Venuti, 1995). Analyzing the examples from Turkish localizatihkeajue of
Legendsbased on a foreignizatiestomestication dichotomy might prove illuminating in

terms of understanding how localizers approached the process.

Another factor to keep in mind when it comes to the localization procdssagiie of
Legendsis that it is a ontinuous one. In a narrathdiven single player game, for
example, the text rarely changes after the launch. It is akin to a movie, the script does
not change. There is no need for a constant localization effort. Howesegue of
Legendds a constamy updated multiplayer game. New features, new heroes and other
new content are constantly added to the gayears after release. Additionally, the
website and the promotional content of the game needs to be constantly localized for all
the regions the gae is published for. The enormity of the localization work carried out

on a monthly basis is outlined in the article as follows:

14 Retrieved March 13, 2018, frohitp://forums.tr.leagueoflegends.com/board/showthread.php?t=435
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AiFor reference, we can ship up to a quart
out of game, on top of recording hundredslines of new audio, and creating

|l ocalized recordings and graphics in the
Piper, 2017)

The localization of hundreds of thousands of words each month underlines the
challenging nature of localizing such a game. rEtt/@oughLeague of Legendw#as
playable and available in other languages when it was localized into Turkish and would,
thereforen or mal | y b e c postgolyl docalizatiedn ragards$ ¢ordiffedent
localization models discussed earlier, it can also be said that Riot Games uses a
continuous simultaneous shipment method as all the new content added to the game has
to be released at the same time but in contrast to the tradisonship methods, the
localization process does not end when the game ships but continues constantly in a

cycle.

A potential upside to such a method is that it allows localizers to correct their mistakes
or improve the localization of the game by making changes to the translation via
software updates (patches) that are released on a regular basis. This can beusaid ab
the translation of other media as well. Translation errors in the books can be corrected in
new editions or subtitles in a movie can be changed after the movie is released.
However, a potential error in such media is less forgiving than in a video garhes
League of Legend¥Vhile a book or a movie is usually consumed once by the audience,
League of Legends played over and over again in short sessions similar to a game of
Chessor Poker. As such, correcting an error or improving the localizatbthe game

is moreeffectivefor the consumers who will benefit from the improvement when they
play the game again, whereas a person is unlikely to read a new edition of a book they
have alreadyeadand will therefore be unlikely to notice changes imstation A side

effect of everchanging nature of the game means that some examples discussed in this
thesis might become outdated in the future. However, analyzing the current state of the
localization of the game should still prove useful evepaiitsof the analysis become

redundant in time.
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6.3. FINDINGS

Findings of the analysis of Turkish localizationlafague of Legendsre presented in
this section.Strategiesused by the localizers to overcome the challenges posed by
League of Legends analysedand relevant examples are provided to demonstrate the

localization approach of the localizers.

6.31. Name of the Game

The name of the remains unchanged in the Turkish localization of the game. The name
League of Legends used in the game, website ahd promotional materials about the
game even if all the other content is in Turkish. As discussed earlier, a strategy of non
translation is the norm in video game industry when it comes to the titles of the games
(Costales, 2012398 and the Turkish loc&ation ofLeague of Legends no exception

in that regard.

6.3.2. Terminology

League of Legends set in a fantasy world created by Riot Games. There are many
terms in the game derived from various fantasythology and fairy talenedia such as
novels and movies as well as other video games dietional settings. The translation

of these terms requires knowledge of the said fantasy media and a good grasp on
popular cultureThe strategies that are preferred to convey the fetHis fantasy world

is an interesting topic to studgince Turkey is an importer rather than a producer of
fantasy literature, thens a lack of Turkish terms that can be used in a fantasy setting.
For this reason, the way localizers try to use stragetiiat will create @ | o c a | pl a
e x p er ifoe the tafet audience while keeping the fantasy elements becomes
intriguing. This sort of divide between the richness of vocabulary of source and target
languages might force the localizers to be more imeaind in this respect, translation

of the text of such a game can be considered to be more similar to the translation of a
literary work rather than a technical translation. Therefore, even thbegbue of
Legendss a competitive multiplayer game arttetlore is not as big of a priority as it

would be in a storjocused singlglayer game, it would still be correct to say using a



86

creative translation approach, which as Costales (2849 says is usually associated
with narrativebased games and whicis called transcreationby Mangiron and

O06 Ha g an wdulb®appropriate for the localization dfeague of Legends
Combined with the freedom afforded to the localizers by Riot Games, this has created
some interesting choices when it comes to theskasion of fantasy terminology within

the game.

6.3.21. Summoner

@Gummoned is one of the most significant terms in the gamelLéague of Legends
players a e ¢ aummand Within the context of the game, this term refershio

pl ayer s 66 sabmrchampionsttoofight on their behalf. Besides controlling
championsplayers also cast various spells to help their team or hurt the enemy team.
The term is regularly used in mythological and fantasy settings to refer to magicians

able to summon laegs into existence.

The method localizers used to translate the word is quite intgyestin 6 Summoner
t r a n s | Sihirdad Tha word@oes not exist in Turkishidtthe combination of the

w o r gihirddmagic) and the suffixdad The suffixdard has a Persian origin and is
usedins ome wor ds i n hdzwmedd ({treaburers decvhd frans thedword
dazind ( t r e awznedad)lcashian)dleriied from the woatezné (cash desk).

By combining the wordsihirband the suffixdag the Turkish localizerdave created

new word, using a strategy of neologism.

The choice for this translation strategy is explained in a forum post by a member of Riot
Gamesod6 Tur key br an®iot KumbiaHhrhetpbse goes int ldetadl me
about the process through which localization team decided on using théSxorda

Riot Kumbil states that thdyave beermnspired by some words in Turkish (mostly from

the Ottoman era) that end with the suffita§ whichare used to denote someone who

is in charge of something. As such, thew wor d has a ma&gEni ng
wielderd More literal translation options that focus on tieem Gummo® s uch a:
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@& ajer ma BEsp Edgdsard 6 Ce | @G sdiddto be ismissedto better
refl ect Surhneonerdwithietheacdntexi of the lore dfeague of Legends

Some other terms in the gameiortheo f f i ci al we b sSummonewinit h t h
is also translated in a simila f ashi on wi t h trabshtednagBimreéar 6 s R
Vadisiband @ u mmo n e r 6as@iBdadkanund The choice seems to be well
received amongst Turkisheague of Legendplayers with the said post receiving

mostly positive comments.

6.3.21. Mana

As mentioned above, Riot Gamesn gener al and Riotds Tur
particular has the aim of making the game as suitable for target audiences as possible.
This can be observed in the Turkish localization of the game as localizers seem to have
preferred domesticating stegfies in a lot of cases. However, there are exceptions to this

rule.

The tmanadis orte of such exceptions. For the translation of the word localizers
have used a nemmanslation strategy and the wardana@appears in the Turkish version

of the gameaunchanged. However, this localization decisi@salsobeenmade based

on the expectations of the target audience. In countries where video game localization is
at its infancy, some video game related terms are entrenched in the minds of the players
in their English form as they are accustomed to playing the games in English. Czech

elaborates on this point based on the experience of gamers in Poland:

il nterestingly enough, it seems that one
with video game tranation lies not in the games themselves, but rather in the

mindset of their recipients. Throughout the years, Polish game users were
accustomed to very scarce localizing or no localizing at all, absorbing and
familiarizing the English game terminology thesere exposed to, especially the

one connected with multiplayer modes, as communication is crucial for team play.

Hence, many foreign lexical items have been incorporated into the gamer slang and
popularized by internet communities. Gradually, they staekohg a life of their

own in the target language, following its linguistic conventions and becoming
recognized terms among people playing vid

15 Retrieved March 13, 2018, frohitp://forums.tr.leagueoflegends.com/board/showthread.php?t=435
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Derived from the Polynesiawor d f or 0 s up ehe eantGman@ is pow
commonly used in similar role playing or video games to refer to a player's ability to
use special moves or spell§olub, 2014: 124122) In League of Legendsvery
character has a mana pool and you use mana to cast spells and use abilitiesnf you r
out of mana your character cannot use his/her powers and you have to wait for your
mana to replenish. Since it is an important mechanic in the game, it is crucial that
players understand what it means. It can be argued that domestication strategies are
more appropriate for situations where target audience understanding a phrase is the
priority. However, in this case the target audience bellmore familiar with the term

dmand (for the reasons explained above) than any other Turkish equivalent, gnee th

is no widely accepted Turkish equivalent and playerwi | | have sedren th
many other games. Localizers might have taken this into consideration and left the word

unchanged in an attempt to cater to the target audience of the game.

Someother examples of translations related to the terminotaggerning the fictional

constructsn the gamavorld can be seen in the below table:

Source Text Target Text

Minions Minyonlar

Inhibitors Knhibiteorle
The Nexus Merkez

Table 4. Translation of fantasythemed phrases in_eague of Legends

As can be seen, first 2 of the 3 listed examples use loanwords and can be considered as
a use of a foreignization strategy, which is uncharacteristic for the localizers of the
game. It can be argued, however, that the hands of the locdlaerdeeried in these
instances by the lack of equivalent words in Turkish for the role playing or video game
terminol ogy. | n t hese cases, Acoining k2
ambiguity and unwanted connotations i n
Therefore, it seems like localizdnave beerfiorced to keep some words in their foreign

form, which are entrenched in the minds of the target audience. Paradoxically, in these
cases keeping the English word without change is actually more in line with the

expectations of the Turkish recipients.
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6.3.3. Strategies Used in Translation oiVritten Elements

Three game elements will be used to gather the examples to analyze the translation of
written elements ofLeague of Legends'hese game elements areampionabilities,
champion titles and item name$hese texts provide the player with innfzmt
information pertaining to gameplay and game world. Thus, theywide a good

frameworkto anayze the strategies used by the localizers.

One of the most important and maybe one of the most challenging parts of localization
of League of Legends the translation of abilities of the champions. Champions are in
game avatars controlled by players. Champions typically have 5 abilities (1epasdiv

4 active abilities). There are a vast range of abilities that damage/hinder enemy
champions or boost/help your own champion or champions of your teammates. These
abilities are designed to fit the theme of the specific champion. Some champions are
goad in combat, others are focused on healing other champions in their teams. Each
champion plays a role in the team and their abilities are what help them fulfill this role.
The success of the team depends on players fulfilling their roles and using ifitess ab

welb,so it is crucial from a playerdéds persp

As of writing there are 140 champions a player can choose from in League of Legends
and this number keeps increasing, which means a huge number of abilitiesalBspe

for new players, it would be overwhelming if thewbhao read the description aévery

ability in the game. Therefore, eamyunderstand and intuitive ability names in the
localized version of the ganege significant for the enjoyment of the game for players

in that locale.

In addition totheir importance from a gameplay point of view, abilities also reflect the
thematic features of certain champions and their translation is important in conveying

the fed¢ and the lore of the game universe to the player.

Additionally, each champion has a title that expaimeir characters. For example
mummy champion is named Amumu, the Sad Mummy. A pirate champion is named

Gangplank, the Saltwater Scourge. The prapeuns remain as the original in the
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Turkish version of the game but the titles of the champions are translated and they have

to make sense and resonate with players if they are to be immersed in the game world.

During the course of Aeague of Legendsatd, players earn currency and they can
spend that currency by buying items that strengthen their champions. Iteeegine of
Legendsare one of ie most important aspects of gameplay. There are many online
guides teaching players which items to buy. Asweiting, a search for the terms
AfLeague of Legends item guideoO returns
important for players that translation of such an important part of the game is done well.
Item names usually reflect the function of thedséem or refer to the characters in the

game world. Translating them in a way that retains the oriffmadrb ut doesnot

it hard for players to understand their functionaligs beerone of the challenges

localizers faced.

We will take a look at ame of the examples for the translation of ability names,
champion titles and item names and try to explain the challenges the specific example

poses as well as explain the translation strategy used by the localizers.

6.3.3.1. Domestication versus Foreignization

Taking a look at the translation of game elements and the use of domestication and
foreignization strategies is important to understand the mindset of localizers. As
mentioned previously, domestication strategiesthe goto choice of the locaters of
League of Legends. A good example for the use of such a strategy is the translation of

the ability calledHappy Houé
Source Text:Happy Hour
TargetText: K- el i m G¢gzell ekel i m

One of the champions in the game (Graghave a drinking theme. In fact, his
background story in the gamebs website s
Gragas than fighting i s dr i dappygoudin On e
reference to the practice of businesses offericghallic beverages at a discount in a

certain time of the day. A literal translation of the term would not make sense to the
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gamers in Turkey and it would fail to convey the reference. To overcome this problem,
local i zers instead usleedk ¢thlpmadet commonlyouged el i m
Turkey when drinking alcohol. By using a strategy of domestication, localizers have
managed to capture the essence of the character as well as making the phrase sound

nativeto the target audience.

Here is anotherexan®l t hat sheds a | ight on | ocal iz

and foreignization strategies:
Source Text: Sadism / Masochism
TargetText: Sadi zm |/ Acésever

There is a champion in the game called Dr. Mundo who has two abilities named sadism
and masochism. There are loanwords in Turkish for both of théadiznd and

dna z o K and the most obvious translation method could have been to us this words.
However, in the localized version of the game aiigdisnd was translated this way.
Thealternatve Tur ki sh word f or <&«moandandsmgbt have | e z
been harder to understand for the target audience than the transliterated word.
dMasochisng on the other hands translated agA ¢ € sGewhielr is a word that is
composed of th@urkish wordsta & @ain) andéseved( | over ). O6Acésevel
message of the text well and is easy to understand for the target au8igiitcean be

seen from this example, localizers of the game have usually opted for a domesticating
approach ad only when therds a lack of viable alternativehave they useé a

foreignizationstrategy.

Other prominent cases of ability names, item names and champion titles where
localizershave hadh clear choice between domestication or foreignization can be found
in the table below. Examples in which localizers used idioms and phrases that are
popular in the Turkish culture and language but are not the word for word equivalent of
the source textra considered adomestication Examples, where foreign words and

phrases argansliteratedire considered as cases of foreignization strategy.



Source Text Target Text Strategy
Charm Ayartan ¥p Domestication
Despair G°zyakeée S Domestication

Pyromania Kundak- é Domestication

Ranger 6s H Perdi kkat Domestication

The Great Steam Golem B¢e¢yek Buhar Foreignization

Mana Barrier

Mana Bariyeri

Foreignization

Concussive Blows

Meydan Day

Domestication

Stand Behind Me

Yettim Gari

Domestication

Unbreakable

Kapé Gibi

Domestication

Valkyrie Valkyrie Foreignization
Parrrley ¢akar al ma Domestication
Harsh Lesson Sille Tokat Domestication
Loose Cannon Del i fi ke] Domestication
Get Excited! Ay ¢ok Hey{ Domestication
SuperMega Death Rocketl Many ak Gg¢ -1 ¢ Domestication
Rend Cijerini Domestication
Shunpo Shunpo Foreignization
Leap ¢cul | an Domestication
Help, Pix! Yeti K, Pi Domestication
Summon Voidling Hi -1 i k Haxke Domestication

Highlander

Gez¢ikar a

Domestication
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Love Tap kepsevdi Domestication
Bullet Time Me r mi Many Domestication
Berserker Bakéebozuk Domestication
Clockwork Windup Kkl eyen D Domestication

Defensive Ball Curl

Tortop

Domestication

Rune Prison

R¢n Hapsi

Foreignization

Stand United

Birlikten K

Domestication

Fleet of Foot

Tabana Kuvvet

Domestication

Devour Ham Yap Domestication
Thick Skin Kayéek Gilb Domestication
Draw a Bead Gez, G°z, Domestication
Card Master Kskambi | U Domestication
Wild Cards Koz ¥ ¢n Domestication

Ray kua Domestication

Letds Bou

Hopl aya Zeé

Domestication

Contempt for the Weak

D¢e¢kene Tel

Domestication

Hexplosives Expert

Si hirmayén

Domestication

Flame Chompers!

Patl anga-

Domestication

Ravenous Hydra

Vahki Hy d

Foreignization
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Lich Bane Lich Boj a Foreignization
Raptor Cloak Keskingaga Pelerini Domestication
Boots of Mobility Gezgin ¢iz Domestication
Chronobreak Kronoker e Foreignization
Harsh Lesson Sille Tokat Domestication
Mounting Dread Karabasan Domestication
The Cantankerous Cavalie Deli Bozuk Domestication
Jousting Yar deéer Domestication
Umbral Trespass Davetsiz Misafir Domestication
Portal Jump Bi 6 Ordayém Domestication
Super Spicysnax Acayip Acél Domestication

Table 5. The choice between domestication and foreignization in translating certain
phrases inLeague of Legends

Out of the 54 examples anabd in this category, domesticatibias beerpreferred in

45 cases, whereas localizéi®veused a foreignization strategy only 9 times and those
instances are mostly related to the terminological constraints mentioned above.
Statistically, domesticatiohas beerused at 83.33% of the anafd examfe sample.

The data shows a clear preference for domestication on the part of the localizers, which
is consistent with the overall localization strategy of the game developer and the

statements of Turkish localizens the official forums of the game.

6.33.2. Using Gameplay Elements

A strategy used by localizers for the translation of certain terms is to make use of
gameplay elements, a strategy unique to video game localization. Instead of providing a

literal translation of a phrase in the game, sometiowsizers have opted to use words
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ons

take a look at the translation of one of the abilities a champion (Anivia) can use in the

game:
Source Text:Crystallize

Target Text: Bu z

Duvar é

The abilityCrystallizeédcreates an ice barrier that blocks movement. The literal Turkish

translation of the phrase would have begmistalize e However, in the Turkish

version of the game this ability is called u z

Déu(Wwall ro€ Ice). This way,

localizers have emphasid the gameplay and visual aspects of the ability and made it

easier for their target audience to understand{gmme functionality.

Another case which shows the importance attached to tganre functionality of

abilities is that a single term can be translated differently depending on how they affect

the gameplay. As an example, the telmshdis translated four different ways in the
game depending on how the ability it refers to works.

Source Text Target Text Back Translation of TT

Spirit Rush Ruh Sal deé Spirit Attack

Lunar Rush Ay KokusuU Lunar Run
Adrenaline Rush Adrenal in Adrenaline Flow
Lightning Rush ki mkek Gi Like a Lightning

Table 6. Di fferent

As can be seen, different terinave beemsed in target text for the same English word

t rans| atLéague of Lehgemds

t he

term

to emphasize the igame function. For example, tideunar Ruslb ability makes the

champion dash towards the enemy. Thightning Rusl® ability, on the other hand,

or

makes the champion turn into a ball of lightning. Different translations for the word

dushbin Turkish version ofthe game emphasize the differifugpctions of the abilities.

A similar translation strategy is used for the translation of the abilities of the champion

called &Jdyr@ This champion can harness the strengths of different animals and his

abilities are all animathemed. While the wordstancéhas beerused for four abilities

for

u
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of the champion in theource text, Turkish localizelsave usediifferent phrases for all
three abilities.

Source Text Target Text Back Translation of TT
Tiger Stance Kapl anén ¥ Fury of the Tiger
Turtle Stance Kapl umbaj ang¢g Resoluteness of the Turtlg
Bear Stance Ayénén Hakgk Majesty of the Bear
Phoenix Stance Ankanén Al Flame of the Phoenix

Table 7. Di fferent transl at Leagusoflfegendst he term 6st

In this case Turkish localizers have shown a preference to make the abilities easier to
understand rather than mirroring the choices made in the source text. Actilatitig

Stancé ability, gives the champion a defensive bonus, hence the use of tlde wor
dmetaned( 6 r e s o |inuthe &urkesk tsadshation. ThHPhoenix Standeability makes

the champion release waves of fire around him, explaining the decision ta use v 6

( 6 f | iatheeTarkish translation of the ability.

It is clear thathe Turkish localization team treated phrases and words in the game on a
caseby-case basis rather than picking an equivalent for a word and sticking to it for the
whole game, allowing them the freedom to pick a suitable word that focuses on the

gameplay andisual effects of the phrase or word.

Some other examples where gameplay mechanics and visuals have been used to come
up with a phrase that explains the function of the ability or champion rather than

literally translating the English words into Turkisle disted in the following table:

Source Text Target Text Back Translation of Target
Text
Tempered Fate Kader Bir Union of Fate
Volatile Spiderling Knti har ¥r Suicide Spider
Lunge Hamle Move
Riposte Kar ké Ham Counter Move
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Rend CiJ exCikni Rip Out Its Liver
Distortion Vur k a - Hit and Run
Harvester of Sorrows ¥l ¢m Kkl e Immortal
Underthrow Balta Fér Axe Throw
Empowered Bulwark Mana Kal k Mana Shield
Imbue Ortak Kkif Common Cure
RatTaTat-Tat Zehir Salvosu Poison Salvo
Make it Rain Kurkun Yaj Bullet Rain
Elixir of Iron Sajl aml ék | Toughness Mixture
Comet of Legend Uzay Seyy Space Voyager
Seismic Shove Yerden Bitme Sprung from the Groung
Grand Entrance Zari f U-u Elegant Flight

Table 8. Translations of certain phrases irLeague of Legendbased on gameplay and
visual elements

The use of such a stratepps beerdetected in 25 cases. This method of translation
requires localizers to know how the game works. A localizer who has not played
League of Legends will have a hard time coming up with idioms and phrases that
convey the gameplay elements and can even malaat mistakeshat confuse the

player. Fequent use of this strategy clearly indicate thatlocalizers of League of
Legends are gamers themselves, which allow them to use such a method and be more
effective at conveying the meaning of certain phrasegbe game than someone who

has not played the game would.

16 Also usedas a figure of speech to describe a short person
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6.3.3.3. Using the Lore of the Game

Another strategy employed by localizers in translation of certain terms is to make use of
gamebds | ore. Il n some cases, when transl a
character, instead of a literal translation localizers have used theivityeatcome up

with terms in |ine with a characterds ba:

strategy is the translation of the ability caltkdy Wasté&
Source Text:Lay Waste
TargetText Hor t | ak Mayeén

The abilityd_ay Wastéenables the player to damage enemies in small area. Instead of
translating the phrase directly, localizers of the game translatediitas t | ak May
which can be back translated @pectre Minéor dGhost Miné There is no reference

in the original &ility name to a ghost or a mine. Howeyite champion that uses this
ability (Karthus) is a ghost and his characteristics as well as his abilities eeatalted

on a ghost theme. Thukcalizers have translated the term in a fashion that is in line
with the theme of the character and explains the ability without resorting to a literal
translation that may have soundedn-native and may have beemnintuitive to the

target audience.

Some other examples, where lore of the game and backstory/chaiasteisthe
champions are used for the translation of ability names and titles can be seen in the

following table:

Source Text Target Text Back Translation of the
Target Text
Glacial Fissure Freljord Kag Freljord Welcome
Rappel ¥r ¢mcek Ki Spider Descent
The Kraken Priestess Ruhani Rehber Spiritual Guide
The Enlightened One Bil gelik A Wisdom Flame
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Judicator

Adal etin K

Sword of Justice

Caustic Spittle

¥l ¢m¢en Sal

Saliva of Death

The Eternal Hunters Madal yonun Two Sides of the Medallion
The Void Burrower Yer Alténda Underground Terror
Jack in the Box keytan Kut Devil 6s B
Dragonb6s D Ejderin ¥f Wrath of the Dragon
Abyssal Voyage Lezzet Yol Flavor Voyage
The Box He¢ecr e The Cell
Rolling Thunder D°rt Pen-el FourClawed Storm
Frenzy Kuduz Rabid
Rise of the Thorns Dikenli Cazibe ThornyCharm

The Wandering Caretaker

Kozmik Koruyucu

Cosmic Protector

Mark of the Kindred Avceénén Da Mark of the Hunter
Deadly Flourish Trajedi Tragedy
Whisper Sufl °r Prompter
Reaping Slash Kar anl ék H Dark Harvest
Bl adeds Re¢ Kasvet Dal Wave of Gloom
The Quickness Seri Cazibe Quick Charm
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Deadly Plumage Amanseéz Hi Relentless Rage

Table 9. Translations of certain phrases irLeague of Legendbased on the lore of the
game and character backgrounds

Utilizing the lore of the game and the background stories of the champions to cope with
challenging translation decisions require a good dedtnofvledge about the game
world and characters in that worf2¥ examples found in this category is evidence that
localizers ofLeague of Legendsave made use of their knowledge about the game to
come up with solutions that fit the game.

6.34. Dubbing

Dubbing is one of the most important gadf the localization process fareague of
Legends Low quality voiceovers can ruin the experience for the player. It is clear that
the Turkish localization team was aware of this potential problem. All voices in the
game are revoiced in Turkish by professional voice aatotsactresse@\s of writing, a

total of 94 different voice actoend actressesorked on revoicing the charactensthe

game, including many famous narlleg’he number of voice actoed actressethat

the Turkish localization team has worked with shows the importance attached to the
dubbing of the game and reaffirms the commitment of the localization team to produce

the best possible product for the Turkish audience.

Increase in storage capacity led the video games to become trubfanatiéd products.
Voiceovers for charactersave beerone of the key components of that change. As
localization industry grew, trahation of voiceovers by means of dubbimgs become

the norm for major titles. Dubbing in video games prestm localizers with similar
problems that are faced by those working on dubbing movies. However, not all video
games are equally challenging terms of problems to be overcome in the dubbing
processLeague of Legend$or example, has an isometric camera angle and champions
(characters controlled by the player) take up very little space in the screen. Therefore,
lip synchronization is not sometiy localizers of the game would be concerned about in

contrast to people working in movie industry or on video games where there are close

17 Retrieved April 15, 2018, fromittps://support.riotgames.com/hc/tr/articles/228655%6%lendirme
Kadrosu
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up shots of characters. However, the other challenges for any voiceover process

remains.

Vast majority of the voicesvithin League of Legendbelong to champions. Each
champion in the game has voiceovers and each have many unique quotes. These quotes
change according to the statethe championThe champions have different voice lines

for when they are given the comnuhto attack, different voice lines for when they are
simply moving and different voice lines based on their interactions with other
champions. There are also funny voice lines based on the characteristics of the

champion that are ieanded to add flavo

League of Legendsas many irgame characters (champions) with various personalities
and this means many different types of voiees used Some champions have epic
sounding voices, while others might have a robotic voice. Turkish voiceovers in the
game are done in a way to be as similar as possible to the original tone of voice. It is
clear that voice actorand actressebave studied therminal voicesor have been
directed by the localization tednefore dubbing the game.

Whenanalyzingthe Turkish voice lines in the game, random sampling method will be
used. As of writing, there are currently 140 championseiague of Legend#\ total d

14 champions are selected for analysis of the Turkish dubbing of the game. Every tenth
champion on the alphabetical list on the website of the game is chosen. This way 10%

of the champions in the game are covered. The voiceovers of the following champion

areanalyzed
Azir Nunu
Darius Renekton
Fizz Sion
Irelia Taric
Karma Varus
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Kogo6Maw Xayah

Maokai Zyra

Table 10. Champions selected for dubbing analysis

Since there are thousands of voice lines in the game and analysisbitiag of the
game can be a study on its own, it is thought that limiting ourselves teeltheant

examples from the said sample will be enough for the purposes of this thesis.

According to O'Hagan and Mangirorvoiceovers fulfill an expressive function
(O'Hagan and Mangiron, 201356) and as such, localizers will need more freedom for

the translation of voice line&Vhen analyzingthe translation of the voice lines, it is

clear that localizers were given freeddo convey the feel and the meaning to the
Turkish audienceThis freedom ranged from making small changes to the voice lines to
replacing the original with a completely different one, mostly inspired by target culture
norms. It can be said that 'transer¢é i o n' (Mangiron and OO6H

perfectly in this case.

Mostly, voice lines were translated based on the original voice lines with small
alterations. For some champions, such as Renekton and Varus, the original and target
voice lines are nearlientical. However, for other champioasalyzedthe localizers

clearly used all the freedom they were afforded. Some voice lines were clearly inspired
by the original voice line but still have gone significant changes. One example of such a

change in the original and the target text is examined below:
Source Text:So, uh, Urgot. We can't hang out any more. I'm cool now.
Target Text: Yani , Key, Urgot . Sosyal -evr emi de

Back Translation of the Target Text: So, uh, Urgot. | am changing my social circle.

Donét call me anymor e.

As can be seen, even though the meaning has changed somewhat between the source

and target texts, thigavor and the intended effect is still similar. Those sorts of changes
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to make the voice line soundative and resonate with Turkish gamers more are

common throughout thanalyzedsample.

The more interesting part of the dubbinglLefague of Legends the replacement of
original voice lines with new voice lines that have references to the target culture. This
meant that sometimes voice linegve beerthanged so radically from the original that

it is extremely hard to tell which original voice lineistintended to replace. However,

this does not mean that localizéravejust mome up with random voice lines. Even in
some ofthe casegxamined belowwhere the Turkish voice line is completely different
from the original, the voice linés still based on the characteristics of the given

champion.

One method for coming up with new voice lines in line with the target cukues
frequent use of popular culture references. Popular quotes frorknesiin movies,
televisionshows and songsave beerused either directly or with small changes. The

examples for such references are provided in the table below:

Target Text Explanation

G¢vercin u-uverdilAlyricfroma weltkknown Turkish folk song
calledAnkara Misket

Buge¢n bir Darius Reference to a quote from the Turkish
comedy serieA v r u p a airécbeteverd
2004 and 2009

At ekt eyatmmermt e K1 Alyricfroma popular 1990s Turkish pop
songcalleddt ekt eyi m

Brand, bir kxey sor Reference to a quote frote Turkish
ol muk? comedymovie G.0O.R.Areleased in 2004
Baka sar. Evet , o} Reference tan iconicquotefrom the former
football refer the

Turkish football programmMarator*

D°verim seni, h e p| A quote from the famous action movie st
C¢éneyt  Arurkish moviehé kae |
Adamreleased in 1977

D°verim ul en! H e | Reference to a quote frotime famous actior
movie star C¢gneyt A
Y é k €1 ma yedeaseddrdlazm
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Kara tren geci ki r[ AlyricfromtheTurkishfolk songKara
Trenreleased in 2000

Daj gibiyim, tak g| AlyricfromtheTurkishpopsongD a j
Gibiyimreleased in 1997 arsiling bythe
Eurovision winner singer Seli&rener

Ben sadece saksé dd Referencetoa quote fromthe famous sin
-i-ek de beni Er ol Beyeéekbur - utt

argument on the Turkish singing competit
karkeé S°y*% emek

Tek takémé kendi m g Reference toa lyric fronheTurkishpop

takt éem. Demi kKt i | songP é r | releagecin 2006 and sung i
Nil Karaibrahimgik

O eski hal i mden Lyric from the Turkishsony a | n é 2
released in 1985
Tatl eéses

Kendin ettin, kendin buldun. Reference to §ric from the 1970s Turkish
folk songKendim Ettim Kendim Buldum

Table 11. Popular culture references inLeague of Legends

*The quote or lyric isaltered in most cases to fit ththeme of the game.

As can be seen, localizdiavemade use of their pop culture knowledge hadecome

up with creative solutions. There are similar references in the original text and by
making use of local references in the target text, Turkish localizers of the lgamme
ensured that the enterrienent value is kept high in a way that would not have been
possible if the jokes in the source text were translated literally.

Another way the localizers used the target culture was how they used Turkish proverbs
and idioms. The welknown proverbs anddioms have beerused in a way to fit the
theme of the champions or the lore of the game. Additionally, localiestsalsobeen
inspired from the phrases which are commonly used in Turkish daily life. The use of
proverbs, idioms angommonly used phrasdsave beendentified in the examples

contained in the table below:

Target Text Explanation

Ah! Beni altéen kaf Reference to a Turkish provérb
Shurimao deri

Emir demiri, imparator baronu keser. Reference to a Turkish provérb
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A Turkish phrase used commonly by

Art ek °n¢gne¢gzdeki
footballers after a defeat
Mal mortius'un AjJ z Reference to a Turkish idiom
Hey, Maokai ! Skor Reference to a Turkish idiom
ol muksun bakéy
Hakemin il k d¢gdej é A Turkish phrase used commonly by
football commentators
Adam ge-er, t op| ATurkish phrase used in relation to footb

Top benim oynatmam deyince kendi topu
mu getirdin Orianna?

Reference to a Turkish pdse used in
relation to footbat

Reference to a Turkish provérb

-ékar mayacaje

Bal ek baktan ko
Dikkat et! Tersim pistir. Reference to a commonly used Turkish
phrasé
Onu Noxusba g° m¢n. Reference to a Turkish idiom
yok.
Ruh benigerget i r di Y ¢ Reference to a Turkish idiom

EIl i ni veren ¢1 k Reference to a Turkish idiom
Ne demi kl er? Ummad Reference to a Turkish provérb
Canavarén hakkénd Reference to &urkish proverb

Bil bakal ém ikl

Reference to a Turkish slang phrase

Canavarla canavar olma.

Reference to a commonly used Turkish
phrasé

Mi dem kazéney

A Turkish idiom

Karném zi l - a

[ A Turkish idiom

Reference to a Turkish idiom

Hareket yapma,

Bu ajacé g°zéegmebie
Fide, ajaceéen diH Reference to a Turkish provérb
Konukuyor sun ama Reference to a Turkish idiom
kovujumdan girer,
Tatl e dil Yeti oy Reference to &urkish proverd
Ni ye bana °yl e av Reference to a Turkish slang phrase
har A Turkish slang phrase
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Demirden kor ksam Reference to a Turkish provérb

Bakéyorum da t a Reference to a Turkish slang phrase

Mal én iyisinden A Turkish slang phrase
Gzl erimiz bayr A commonly used Turkish phrase
Ummadek tak ba A Turkish proverb

O yandakiler neyin Referencdo a Turkish slang phrase

geliyorlar sanki.

Ci vi -ivioyi S A Turkish proverb
M¢ cevheri seven B Reference to a Turkish provérb
Her kukun eti vyg A Turkish proverb
Bu kuleleri yapanl Reference to a commonly us€&drkish
sanki. phrasé
Eskiden buralar vy Reference td a
yemyexi|l

Table 12. Turkish proverbs and idioms inLeague of Legends

*The phrase is altered, in most cases to fit the theme of the game.

These exampledemonstratdow the localizers tried to make the game sound familiar

to the Turkish audience. As is the case with the previarsfyyzedparts of the game,

the priority of localizers seems to have been creating a local feel and makiragrées g

in a certain locale think as if the game has been tailor made for them. The frequent use
of proverbs, idioms and daily phrases also show that the localizers have great command
of target culture. The traditional proverbs and idioms of the Turkishreultave been
adapted to the characters and the lore of the game. This is further evidence to the vast

knowledge of the localizers about the game.

Localizers have also made use of wordplays and rhyming to create an amusing
experience for the player. Thregamples identified during the analysis can be seen on

the table below:

Target Text Explanation

Al sana bir kaya, Use of t wo rkhygmiann
(potayad
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Hepini zi bir pot a]| Apunon the two different meanings of th
potayl a mé de me word ¢otad
Fidelerim ajéeténe A pun on the two different meanings of th
par-a s°yle, ben word@p ad- a
Ben de akut vyaku Use of two rhyming wordsiakuand
Oyakud

Table 13. The use of wordplays and rhyming in_eague of Legends

Overall, it can be said that localizdrave beergiven the freedom to write new voice

lines based on the character and combine the theme of the character with cultural
references from the target culture. It can be said that the nature of voice lireegyire

of Legendshelped localizers tavork with afree hand If the voice lines were in a
certain sequence like they would be in a movie or a narrioiesed video game, it

might not have been possible for localizers to make such radical changes to some of the
voice lines. Similarly, as mentioned prewsby, in a movie or a video game where the
camera is closer to the characters, lip synchronization would have been an additional
challenge. Not having such obstacless allowed the localizers to include popular
culture references, proverbs, idioms, phsaged puns more freely and ensure that the

entertainment value intended in the original voice |lim&s beelkept intact.

6.4 DISCUSSION

The essence of the challenges related to the localizatiosagjue of Legends related

to preserving the entertainment value and conveying the feel of the game to the target
audience. Fantasy theme of the game requires the localizers of the game to come up
with solutions for terms and phrases that have no obvious Turkish eqtsvéiés clear

from the examples analyzed in the thesis that localizers themselvdsagae of
Legendsplayers and havdeepknowledge of the game world, characters in the game
and how the game works. Some of the strategies localizers have used would not have

been possible without this knowledge.

Based on the analysis, it can be concluded that the Turkish localizéeagiieof
Legendshave strived to cater to their target audiencefraguently as possible, a
strategy outlined by both the tishised localization producers of the developer as well
as the Turkish localization team. To do so, they have utilized domesticatirepistsat
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for translating important elements of the game. Many idioms and phrases used
commonly in Turkish daily life have been used to make the game feel and reatived

to the gamers in Turkey. There are some phrases in the game that have been left in their
original English form or loanwords have been used for their translation. However, these
examples are few and far between and do not reflect the overall translation strategy of
the localizers. These exceptions have mostly resulted from a lack of wiskly
Turkish equivalents for some of tlierms in the gamehat are based on fictional
constructs These exceptions do not change the fact that domestication is the dominant

strategy used for the localizationlofdague of Legends

The backstories of the clzaters in the game, the lore of the game and the gameplay
elements have also been used to come up with the best solution for each case. Instead of
looking at the text of the game on a wdod-word basis, localizers have taken into
account different aspextof the game to deciden the best optionlt is clear that
localizers were familiar with the game world and game mechanics, allowing them to use
such a method. This underlines the importance of localizers being gamers themselves,
which is a key factor fogame companies hiring localizers as evident from the job

listings mentioned before.

Dubbing of League of Legendgoses its own challenges. The focus of the dubbing
efforts has been on keeping the humorous nature of some of the voice lines in the
origind text. This has been done through a mix of fafture references, use of
proverbs, idioms and common phrases as well as some wordplays, all making sure that
the dubbing of the game reiterates the characteristics of champions in the game world
but also fel familiar to the target audience and entertain tHgyndoing so, theyhave
ensured that the entertainment value intended in the original prioasitieerconveyed

to the target audience. The analysis of dubbing of the game showcases that localizers
working on video games should have an extensive knowledge of the target culture as
well as be familiar with the phrasdslevisionshows, movies and songs knowy the

young people as they are the main target audience of the game. The nature of the game
has enablethe localizers to have a great deal of freedom to use their creativity, which

is reminiscent of thetranscreationterm put forward by Mangiron andd6 Ha g a n

( Mangiron and O6Hagan, 2006) .
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The findings of the analysis of Turkish localization of League of Legends are shown on
the table below:

Challenge Strategies Used Skillsets Required

Neologism Creativity, good grasp of the¢

target language
Translation oterminology

related to fictional construct Transliteration Understanding the
expectationand mindsebf
the target audience

Domestication Good knowledge of target
language and target culturg

Foreignization Understanding the
Translation of champion expectations and mindset @
tittes, champion ability the target audience
names and item names in
way thatemphasize Use of the gameplay Deep understanding and
functions of the game elemerts knowledge on how the gam
elements and characteristig works

of the ingame characters

Use of the lore of the gamg  Deep understanding and

knowledge about the igame

characters and the game
world

Use of popculture reference{ Creativity, good sense of
humor, deep knowledge of
movies, television series an
songsof the target culture
Translation of the dubbing
text in a way that preservey Use of proverbs, idioms an| - Creativity, good sense of
the entertainment factor an|  commonlyused phrases | humor, deep knowledge of

emphasizes the proverbs, idioms and
characteristics of hgame commonlyused of the targe
characters culture
Use of wordplays and Creativity, good sense of
rhyming humor, deepknowledge of

target language vocabulary

Table 14. Findings of the analysis of the Turkish localization of.eague of Legends

Overall, the quality of Turkish localization dkague of Legends exceptionallyhigh.
There are no glaring errors, whiosed to beommonplace in the localizations of older
video game titles, a sign that shows how far video game localization has come in the

last couple of decades. The quality of the Turkish localization of the gamebe
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attributed to the commitment of Riot Games to the Turkish market as evident their
Istanbul branch.

To sum up, therariouschallenges the localization processLefigue of Legendsoses
have been overcome by the localization team using a variety of strategies with the main

aim of making the game feel matively produceas possible for the target audience.
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CONCLUSION

Video game localization is an especially interesting subjesearchAs discussed in

this thesis, video games have many distinct characteristics that make their localization
unigue. What stands out the most is thaltidimensional nature of video games.

single video game mighinclude multiple types of text3ranslating some parts of a
video game text might resemble translating a literary text and other parts might
resemble translating an instruction manudalis this unique blend and mukaceted
nature of video gamethat seerato set video game localization aparbcalizing a

video game is akin to translating a novel, subtiting a movie and dublielg\asion

series all at onceAs such, the ideal localizer of a video game should be versatile and
capable of using differentrategies to cope witchallenges posed by differagpes of

texts.

In addition to its multidimensionalityvideo game localizatioms made even more
compellingdue tobeing embedded in a technological platform. As software products,
the localization praess of video games share characteristics with the localization of
other software products. These characteristics include space constraints, translating
without context and requirement of technological krtow.

Aside from the technological challenges enteved in all software localization
processes, video game localization offers unique challenges of it#\evan. interactive

type of media, video games are shaped by the actions of the players. Understanding how
a player interacts with the game and thet i@ the game is an important skill for
localizers, who are usually forced to work with little to no context. It is therefore no
surprise that video game companies prefer localizers with gaming experience. This
experience also helps localize&x@me up wib variousoptions when faced with difficult
translation decisions, since they can make use of their knowledge of game world and
game mechanics to come up with a solution that presents the target audience with the

best possible experience.

The Turkishlocalizatiors of two popular video games$;ootball Manager 201%and

League of Legenddiave beeranalyed in this thesis to shed a light on the unique
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challenges of video game localization process. It is clear that difference in genres and
themes of the tav games created vastly different problems for the localizers working on

each game.

For the localization of both games, a strategy of domestica&ipnevalent. Only in

some exceptional casdsave localizers useé foreignization. It is clear that the
localization of both gamebave beercarried out by those who are familiar with the
games and the theme of the gamrather than by random translators employed for the
localization of the game. The characteristics showcased by the localizers of the games
reaffirm the idea that to cope with the unique challenges of video games, one needs a
special skillset. The two case studidemonstratethat not onlyis video game
localization differenfrom other forms of translatigrbut there are differences between
games of different genres/themes as well and that each game needs a specific approach
and maybe even different localizers specialized in that specific genre or theme. Based
on the job postings of major game developersldealization jobs and the skillset
demonstrateddy the localizers of the analgd games, it can be concluded that localizers
are expected to know the target and source language/culture verypevekpable of

using cultural references that would appealthe target audiencde familiar with
translation ina technological platformhave a command ofideo games in general and
have some knowledgen gameplay, lore and the fan cultusé the specific video

game/video game genre they are working to localize

Analysis of the two games and the literature re\sbaw thathe genre of the game, the
theme of the game, backstory of characters in the game and how the game plays all
factor into the decision making of localizers working on video games and the strategies
they choose to employ. Studying the similarities and diffees between video game
localization and other forms of translation can lead to painting a more complete picture

of what translation in the digital era means.

Video game localization was once limited almost completely to fan translation in all but
a few select countries. Throughout the last two decades, howtheerpracticehas
spread beyond those countries and has become an important field of translation in
countries like Turkey. Video game companies now open offices in Turkey and employ

dozens of loca@tation experts to create the best possible experience for Turkish gamers.
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Studying the Turkish localization of more video games might contributiexteloping
an understanding othe unique challenges of video game localization in the Turkish
context as wll establishingvhether the trends observed in the two games zetlfpr

this thesis are the norm for other video games localized into Turkish.

It is undeniable that software localization in general and video game localization in
particular growsn significance each day and video game localization is becoming an
importantfield of work and researcfor translators. However, it is also undeniable that
there is still a big gap between the localization industry and Translation Studies.
Reducing theconcept ofdranslatiodto linguistic equivalence seems to be the norm in
the localization industry. On the other hand, acadestudies on localization remain
limited and that is even more apparent when it comes to studies regarding video game
localizaton. This is unlikelyto be the case in the future as video games are now
competing with other entertainment industries both in terms of revenue as well as the
diversity of their target audiences and video game localization has played and will
continue to fay a huge part in the growth of the industry. More studies on localization
and video game localization may help establishinga better understanding about
localization and translation for both academia and industry, bridging the gap between
the two and broadenirthe horizons of both
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