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« Localization allows the benefits of globalization to accrue not only
to large companies and powerful nations, localization lets speakers of
less common languages enjoy access to the same products that
those in major markets use. In addition localization allows the flow of
products and information to be two-way, as dominant countries
receive goods and services from smaller countries that have
traditionally had no access to their markets. When companies
localize their products and services they help to “level the playing
field” and redress economic inequalities, helping to create a better

world in which no one is left out »(1).
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: « Tsinghua University » "diuall (g’ dadls 8 ol Glas

“| like to say that localization is the ultimate form of personalization.

Communicating with your target audience in their language, while

1 Fry, Deborah. 2003. The Localization Primer. Second Edition, revised by Arle Lommel.
www.lisa.org/interact/LISAprimer.pdf. Other language versions are available at www.lisa.org. (Fry 2003: 10)
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also using culturally relevant references—not just in language, but
also images, music, sports, even the popular social networks they
use—is critical to engaging your audiences around the world. I’ve
witnessed too many companies and marketing teams miss out on
real revenue opportunity because they didn’t sufficiently prioritize, let
alone execute efficiently, the linguistic component of operating

globally!.”
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1 Mark Zuckerberg, Q&A Session at University of Tsinghua, 2014 China.
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« The product should be appealing to as many customers as
possible, meaning to be translated at least into the most popular
languages. You can consider game localization a success when the
end consumer, i.e. players, cannot tell if it was designed in English,

Polish, Spanish, or Japanese. As contradictory as it may sound, the

best localization is the one that players don’t pay attention to (as
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most of the time, users stumble upon speech oddities that ruin the

game immersion.» !
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tRadu Sargu, Why Professional video game localization is so important, June 23rd 2022
11:50 https://www.polilingua.com/blog/post/why-professional-video-game-localization-is-so-
important.html

2 Alberto Fernandez Costales, Exploring translation strategies in video game localization,
Universidad de Oviedo, Spain, Marti 4, 2012, p387
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! Lawrence Venuti , The Translator's Invisibility, New York, London: Routledge, 1995
2 Alberto Fernandez Costales, Exploring translation strategies in video game localization,
op.cit p 395
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1 Alberto Fernandez Costales, Exploring translation strategies in video game localization
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"Transcreation is an art in the realm of video game localization that
allows linguists to translate player experiences rather than words.
The practice is pivotal to ensure that gamers can play through a
seamless, culture—-imbued story with the same emotional response as
players in the source language. Other factors such as -cultural
sensitivity and censorship play a role in transcreation choices, but the
concept shines brightest when focusing on the poetic transfer of
style, tone, and intent. While each game’s release has myriad
contexts across countries, transcreation allows culture to speak in a

universal language?'.

! Alberto Fernandez Costales, Exploring translation strategies in video game localization,
op.cit. p 399

2 Jennifer Sherman, The Linguistic Art of Transcreation in Video Game Localization, June
2022 https://terralocalizations.com/
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Summary:

In our research, we address the issue of audio-visual translation and localization of video
games and the various strategies that must be used in order to succeed in the process of
linguistic and cultural conversion and transfer of games without the loss of meaning and
atmosphere of the video games, given the remarkable development of video game patterns and
the diversity of their narrative techniques, the process of translation and adaptation according to
specific cultures put the translators in front of many challenges and great difficulties, this field
is considered one of the most growing ones due to the huge demand for video games and the
need for producing companies to enter and monopolize foreign markets, which made
translation studies theorists emphasize on it lately and are consistently looking to develop it.
Key Words:

Localization, Audio Visual Translation, Video games, Adaptation, Translation Studies,
Narrative Techniques.

Résumé:

Nous abordons le sujet de la traduction et de la localisation audiovisuelle des jeux vidéo et les
différentes stratégies qui doivent étre utilisées pour réussir le processus de conversion et de
transfert linguistique et culturelle des jeux vidéo sans perte de sens et d'atmosphere, compte
tenu du développement remarquable des jeux vidéo et de la diversité de leurs techniques
narratives, le processus de traduction et d'adaptation selon les cultures spécifiques place les
traducteurs devant de nombreux défis et de grandes difficultés, ce domaine est consideré
comme l'un des domaines émergents et en croissance rapide, en raison de I'énorme demande de
jeux vidéo et de la nécessité pour les sociétés de production d'entrer et de monopoliser les
marchés étrangers, ce qui a poussé les théoriciens de la traductologie a le préter attention ces
derniers temps et cherchent constamment a le développer.

Mot Clés :

Localisation, Traduction Audiovisuelle, Jeux Vidéos 1’Adaptation, Traductologie, Les
Techniques narratives.
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