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“In spite of some rudimentary compression techniques, I was told it was over by
about 50% of the allotted size... When they tested the next set of edited files, I
was still over by 15-20%, so it was back to the drawing board, re-editing and
rewriting”?°
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?'Minako O’Hagan “Putting Pleasure First: Localizing Japanese Video Games” Erudit Vol 22,
2009, p147.
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The sim-ship model, short for simultaneous-shipment, allows a game to be released “
in multiple regions at the same time. Because games have a short shelf-life and are
prone to be pirated, there is a profit incentive to release games simultaneously across

the globe”
Lalll Slasse e (el Aidage doal Lgad ¢ L Baas Bals o Oaliiall ol
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figure 1.2: The Game Industry Value Chain (Egenfeldt-Nielsen et al. 2008)
adapted by O'Hagan and Mangiron (2013) to include a "Game Localizer"-function.
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23 Onion, Amanda, et al. Video Game History. 1 Sept. 2017
.www_.history.com/topics/inventions/history-of-video-games

24Makuch, Eddie (May 26, 2021). "Unreal Engine 5 Gets Stunning Demo With Incredible
.Graphics, Enters Early Access". GameSpot. Retrieved May 26, 2021
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25Nitish Singh, “Localization Strategies for Global E-Business, Cambridge university
press,Missouri, 2012, p124.
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“Examples of activities in localization which are not necessarily part of traditional
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”.?

26De Bert Esslink, op.cit
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“Whereas conventional translation was most concerned with the Content, which is
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

nonverbal or non-textual component)are subject to translation”?’
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?’Minako O’Hagan and David Ashworth, Translation-mediated Communication in a Digital
World, 2002, p90.
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“Even though these two types of translation share some features, one of the main
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 virtual reality environment™ %8

28Carmen Mangiron, Game Localization: Unleashing Imagination with *Restricted’ Translation,
The Journal of Specialised Transaltion, 2006, p12.

124]



O V) sl e dgline ilgins Bae Al el (e Ol el elass Jiag
ks Ol gg e IS (8 DS (sinall (plagi o Y 4l s (Mangiron) g paile

Piindly gl 398 G el Gl

Glisine i)l Legl QS i (Deming) aisas 5 (Chandler) Jxils ¢ JS iS5

Ol cplagil

O gDl (sgiune @

gl Ads g Jlexin) iy (ohagi (S @
Dl bl (Sgisa 0

S Cphasil s @

#Ibid
%Heather Chandler,Stephanie Deming, The Game Localization Handbook, Sudbury : Jones &
Bartlett Learning, cop. second edition, 2012, p 8-10.
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3>Ng, Benjamin Wai-ming. “Video Games in Asia.” The Video Game Explosion: a History from
.Pong to Playstation and Beyond, by Mark J. P. Wolf, Greenwood Press, 2008, pp. 211-222
36Roturier, Game Localization: When “Arigato” Gets Lost in Translation, New Zealand Game
Developers Conference, 2004, p122.

87 James Newman, VideoGames, Routledge 2004, p 63 .
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“By comparison, subtitling for games is quite different from the screen translation
conventions used for subtitling films, although it shares some features in common
with DVD subtitling. For example, most dubbed games include intralingual
subtitles. Interlingual subtitles are also used for those target languages into which
the game is not dubbed. As is possible with DVDs, the users also have the
possibility of controlling the subtitles, i.e. they can pause and restart while playing
the game. However, game subtitles usually appear at a faster speed than in cinema,
so as to keep pace with generally rapid game actions. Another difference is that in
subtitling for games the semantic unit is not given as much importance as in
cinemas; one will often find a character's dialogue segmented into two or even
more lines of subtitles which do not necessarily follow semantic units. On the
other hand, the length constraints of the subtitles need to be adhered to strictly and
are often measured by pixels instead of number of characters in order to maximise

the space available” 4°

“OLbid .
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“A game interface should not destroy the player’s willing suspension of disbelief
concerning the ‘reality’ of the game. Unlike the interface of a normal application,
which is integrated into the program, it exists as a quasi-transparent layer between

the world of the game and the world of the player. Therefore, it must be both

“2"unobtrusive and fully functional
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*10'Hagan, Minako, and Carmen Mangiron. Game Localization: Translating for the Global
Digital Entertainment Industry. John Benjamins Publishing Company, 2013, p 122.
#Tracey Dietz, An Examination of Violance and Gender Role Portrayals in Video Games,
University of Central Florida Journal, 1998, p126.
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figure 2.1: A scene from the game (Hitman) shdwing a text graphic in Arabic.
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“"Bernal-Merino, Miguel A. “The Localisation of Video Games.” London, Imperial College
.London, 2013, pp. 157-161.

138[



dangll b oelladl gag ate (e SSE ALIS dandie sl (e Ggshall Guaien Glid
Aanylal)l jaleadll &laany) zise b dbuliie 5 3<ulaie densill o e Sh SIS,
bl whasal) ehaly Gszalall asty 8. (plagill AllSy daclsy el dla e 285 o5

3 ) i) s3ga laca dal e dualll 3 deatiaall lallaadlly Qo) am gl
)53 Ogastane (pall ¢ (reniall da el Clagaailly calyusal) ) ddalesy (59 p0dn 38
B aglile b \gslaly

: ) A je —4.4

¢ Syall @bl 2azia) DA e daadlgll e yualall cgll b QL) @ls G
o3 8 ¢« lgea¥) Lraay Cpensiall Oslad IS Ga V) Wajlad) (S Y daga o2

- dglad diplay Sgeal) Galail) (s5ine agd ks O Dsads YT Cpeasiall e ag dlaall
Sl edlela b lpaye (o Yoy e daads IS il paend o ¢ (98T Bln
g yla 038 e Y, Jload) ol (3l Clgea¥) Igtian 5 Oganyiall Cagiy of Jatinall (1a

e den g Y Al

48Minako O’Hagan, Op.cit p 134 .

139[



Gyeall Gabedll By dond o Slgea) cplagl Sals lyias e densill ruas
ool ask 38 ¢ Alsyall o3 8 it guagind (bl ine Clgeal (Lies ddasls:

¢ sl Jind dpaas ol ) ol oladll Aialie (il Al e Algl) Adl) ooy
oS e o gl 2313 ¢ Glld aag A WY adde it eha) (A (g skl 2050
oo dald Lads Agany (65K i) st 38 LS 55l JIgd) e sale) 1y a8
LU Clagaail) el Jal

s ondagil) aala dda e —5.4

Poils ye e (omabidd UK dlsyall 030 (S

i) miall e gl g ) Jo) Y dualll 3 b 5ygeall

DY) oty cpyidal) (e 318 asy 5a9all Glaaa 5 Lamapall gUadY) sl dla ye
dgag die Lamanl) sUadY) e liny Lalll Ciliagee 5 liagad CLESILY il

Dl iy L Bale L gadla) dal (e daall 5as it laa) 2 daay eladl

S\bid, p 134 .

140[



i bl Ay ) Braie a8 ¢ I Aahad) e LallasY acadd) gl

Aol Bale gyl ash ¢ Gy Bala Al slaal) GsSip Laall) jlad) o of 3o
Craial) e Jeandl Ll Capias diad ) L duliall il ae Laalll (g dais

20, vl

Miadgalll (phagll dleal Yo (Chandler) luls e atied), 6l Jeasl) aniy

%Chandler, Heather Maxwell., and Stephanie O'Malley Deming. The Game Localization
.Handbook. Jones & Bartlett Learning, 2012, p156.
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Task Volume Timeframe

Translation 30,000 words | 10,000 in-game words 20 days (single trans-
TE g . e 20,000 words 12 major lator)
of dialogue (all | characters (100+
dialogue to be |lines each)
subtitled) 20 minor
characters
400 dubbed lines
in cut-scenes
Casting 32 characters (voice talents) 7 days (including
time for approvals)
Voiceover (VO) 2,000 lines, involving 32 characters 14 days (both record-
Recording ing and processing)
Asset Integration | In-game text, audio files (no art assets to be 1 day
integrated)
Linguistic Testing | 3 rounds testing/fixes 21 days
Ratings Review Need 100% content 3-4 weeks
Production 1 language / platform 63 days
1 language / 3 platforms 107 days
4 languages /3 platforms 428 person days

figure 2.2: Chandler, 2008, p141
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Figure 3.1: Participants’ age competence
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figure 3.6: Some participants’ answers
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Image 3.1: Ingame settings screenshot
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Image 3.2: Ingame settings screenshot
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ALISTAR

Alistar has been struggling in the Support role for a while now, so we're buffing his
to increase some of his resistance to poke in lane. We're also reducing the
cooldown on his Headbutt, so he can make those big plays... or should we say moooves
more reliably.
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Image 3.3: a screenshot from the game's website
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Image 3.4: taken from online video advertiser
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ULTIMATE +« LAST CARESS

Evelynn briefly goes untargetable and decimates the area in
front of her before warping backwards a long distance.
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Image 3.5: screenshot from the game's website
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:03 duall

hin's hand cannon, Whisper, is a precise instrument designed
to deal superior damage. It fires at a fixed rate and carries
only four shots. Jhin imbues the final bullet with dark magics
to critically strike and deal bonus execute damage.
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Image 3.6: screenshot from the game's website
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Image 3.7: screenshot from the game's website
3529 (0 pellh GOLD AalS Ljlaiyl Aall) ga (sl anyiall o) (5 Jall 130 b

ok WS dan il 05 ) 2 - Caaginal) il i) B g Caalye

Calll ) EARN GOLD

:02 duall

161]



Items

a Boots of Swiftness

e
- 900

* The strength of movement slowing effecis is reduced by
25%.
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Image 3.8: screenshot from the ingame store
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Image 3.9: screenshot of ingame settings
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ICEBORN GAUNTLET

102 Al

With the release of some of the new items, Iceborn Gauntlet hasn't been picked up as much as
it used to. We want to adjust this item to bring it more in line with some of the other choices,

s0 we're updating lceborn’s stat profile while allowing its Spellblade passive to scale with bonus

armaor.
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Image 3.10: screenshot taken from the game's website
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We want to adjust this item to
bring it more in line with some of
so we’re ,the other choices
updating Iceborn’s stat profile
while allowing its Spellblade
passive to scale with bonus

armor.
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END OF THE LINE
» Damage to monsters: 150% — 120%
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Image 3.11: screenshot taken from the game's website
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TRIUMPHANT ROAR

» Self heal: 20 - 125 (based on level) — 27 - 160 (based on level)

» Heal for allied champions: 40 - 250 (based on level) — 54 - 320 (based on level)
* Cooldown reduce per control: 8s — 10s
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Image 3.12: screenshot taken from the game's website
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NURSE AKALI

+ WISHLIST

Image 3.12: screenshot of an ingame skin
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Image 3.13: screenshot of the website for troubleshooting
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*LOL : League of legends.
* .sim-ship : simultaneous—shipment
*RPG : Role Playing Game.

*FPS : Frames per Second.
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figure 1.1: Translated texts in a cinematic scene in the 1989 US version
Ninja Gaiden®© 1988, 1989 Tecmo Ltd. All Rights Reserved.

figure 1.2: The Game Industry Value Chain (Egenfeldt-Nielsen et al.
2008) adapted by O'Hagan and Mangiron (2013) to include a "Game

Localizer"-function.

figure 2.1: A scene from the game (Hitman) showing a text graphic in
Arabic.

figure 2.2: Chandler, 2008, p141.

figure 3.1: Participants' age competence.

figure 3.2: Participents ’language competence .

figure 3.3: the prefered language for gamers.

figure 3.4: the length of gaming experince.

figure 3.5: Samples classification from some participents answers.
figure 3.6: Some participents *answers.

Image 3.1: Ingame settings screenshot.

Image 3.2: Ingame settings screenshot.

Image 3.3: a screenshot from the game's website.
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Image 3.4: taken from online video advertiser.

Image 3.5: screenshot from the game's website.

Image 3.6: screenshot from the game's website.

Image 3.7: screenshot from the game's website.

Image 3.8: screenshot from the ingame store.

Image 3.9: screenshot of ingame settings.

Image 3.10: screenshot taken from the game's website.
Image 3.11: screenshot taken from the game's website.
Image 3.12: screenshot taken from the game's website.
Image 3.12: screenshot of an ingame skin.

Image 3.13: screenshot of the website for troubleshooting.
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Abstract:

The aim of this study 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 challenges. It deals with what distinguishes the localization of video games from
the rest of the types of translation.

Keywords: Translation, Localization, Videogames, Localization to Arabic, Screen Translation.

Résumé:

Le but de cette étude est de développer une compréhension des défis spécifiques posés par la
localisation de jeux vidéo et d'examiner les approches et les stratégies employées par les
localisateurs pour surmonter ces défis. 1l traite de ce qui distingue la localisation des jeux vidéo
du reste des types de traduction.

Mots-clés : Traduction, Localisation, Jeux vidéo, Localisation vers l'arabe, Traduction d'écran.
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