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INTRODUCTION

The challenges of translating video game locations
involve the process of adapting an original game from
one language and culture to other languages and cul-
tures in order to make it more accessible to players
in different countries and regions [Chandler, O'Mal-
ley-Deming, 2012; Kharlashkin, 2016]. These issues
open up new aspects in digital toponymy, which has
been highlighted literally only recently. The onomastic
problems of translating video game loci relate to the
process of translating an original game from one lan-
guage and cultural environment into other languages
and cultural environments in order to better adapt to
players in different countries and regions. Building the
toponymic space of a video game is an important part
of the global promotion of game developers. Chinese
gaming products are of great interest to the interna-
tional user audience, which creates serious challenges
for translators. Currently, interdisciplinary research in
the field of ideology as a new science based on the
multicomponent analysis of computer games is ac-
tively developing [Wilson, 2012].

The relevance of this study lies in the insuffi-
cient research on the phenomenon of video games
in translation studies [Khoshsalighen, Zoragqi, 2022].
The study focuses on the toponymic space within a
video game, which is related to the process of localiz-
ing event action, translating text, and adapting game
interfaces, dialogues, and images to ensure a consist-
ent user experience for players in different countries.

The toponymy of a video game is an important
component of the so-called geolocation mobile
games, which are a variant of a digital double of a
map of the real world, at the same time it can rep-
resent a digital double of a fictional mental world
created by analogy with physical reality, folklore and
artistic ethnocultural tradition of naming the area
[Bukharova, 2021; Wtodowska, 2021].

Consequently, the localization of video games
is a complex process that involves transforming the
original game from its original language and cultur-
al context into other languages and cultural settings,
as well as adapting game elements such as text, di-
alogue, images, and interface. The aim of localization
is to provide a more satisfying gaming experience for
players from different countries and regions by taking
into account their linguistic and cultural differences.
In this regard, the term “localization” is an appropri-
ate definition, as defined by A. D. Schweitzer: “the pro-
cess of interlingual and intercultural communication”
[Schweitzer, 1988, p. 20].

Translation is the conversion of content from one
language into another, while maintaining the origi-
nal meaning and intent. This is particularly important
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for documents, technical publications, and scientific
journals, as these types of texts need to be accurate
in conveying information. It is essential to ensure the
accuracy of translations to ensure that the meanings
in the target language are consistent with those in
the source text.

Thus, there are many points of view on the study
of video game localization, such as metaphorical
game toponymy and its translation, the application of
developments in digital humanities, projective man-
agement, and the use of a digital twin.

MATERIALS AND METHODS

In this study, we use Citespace as a visualization
tool for conducting hotspot analysis. This allows
us to identify the shortcomings of current research
and consider the prospects in this area in the future.
The following main sources were used to search for
literary materials: China National Knowledge Infra-
structure (China), eLibrary.RU and Web of Science
(WoS) Literature data from WoS and CNKI can be
imported into Cityspace for visualization, data from
eLibrary.RU cannot be imported in a format sup-
ported by Citespace. That’s why we use the built-in
analysis tools.

The philosophical and phenomenological ap-
proach is aimed at focusing on new phenomena that
arise when diving into the space of the digital twin
of linguistic culture in a video game: the symmetry
of instruction, clustering of evaluative reflection, the
need for a virtual assistant, and increasing the value
of communication among gamers.

The perspective that can most directly improve
translation quality is a translation perspective. How-
ever, traditional translation theory may not be appli-
cable to the localization of video games, which often
involve a large volume of text and complex data ex-
traction processes. This presents a challenge for stud-
ying the localization of video games from a transla-
tion theory perspective.

Corpus translation can accurately analyze the
macro and micro characteristics of a language, allow-
ing translators to quickly understand the characteris-
tics of a text and contribute to the optimization of the
translation process by analyzing corpus data.

In this paper, Citespace is used as a visual re-
search tool to conduct literature research for the
period from 2013 to 2022. This research provides
an insight into the current state of research and its
shortcomings, as well as prospects for future devel-
opment. The development of the video game indus-
try is closely linked to the globalization process, and
research into the localization of video games is ac-
tively ongoing. In this paper, we have analyzed the
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current state of localization research for video games
in three languages: Chinese, Russian, and English.

The following research methods were used dur-

ing the course of this project:

1. Methods of analysis and synthesis to collect
and generalize theoretical material.

2. Pre-translation analysis to accurately under-
stand the translation unit in context.

3. Comparative analysis to identify differences
between linguistic units in the original text
and the translation.

4. Continuous sampling to compile lists of top-
onyms, anthroponyms, and their translations
in English, Chinese, and Russian for further
analysis.

5. Descriptive method to ensure the most ac-
curate and complete transmission of the
theoretical basis.

6. Statistical calculation to process the results
obtained.

7. Computer visualization of the findings.

RESULTS

In CNKI, 27 relevant articles were found for the key-
word “localization of video games”, including 2 ar-
ticles from the core of Peking University and CSSCI
(Chinese Social Sciences Citation Index). The number
of relevant articles is shown in the figure.l. In 2022,
7 articles were published, which is 133 % more than
in 2021, but still significantly less than the 57 articles
published in eLIBRARY.RU. At the same time, there is
a lot of research on the localization of games on eLi-
brary.RU is growing year by year, the average increase
is 474 %, the largest increase is 100 % in 2019.

The amount of relevant literature available in the
main library at eLibrary is significantly larger than in
WoS and CNKI. This indicates that foreign researchers
devote much more effort to researching game localiza-
tion compared to Chinese researchers, who are lagging
behind in this area. The quality of the research outputs
from Chinese scholars is also lower (fig.1).
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Fig. 1. The number of publications in eLibrary.RU,
CNKI and WoS
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According to the number of articles in the core
of Web of Science, it can be found that the largest
number of publications related to the localization of
video games was carried out in Spain - only 9 arti-
cles, which is 30% of the total number of publications.
Spain is followed by Jordan with 3 articles, which is
10%, and Iran with 2 articles, which is 6.7%. Com-
pared to these countries, the United States, as one
of the most developed countries in the global video
game industry, has released only 1 article. This indi-
cates that extensive and in-depth academic research
on video game localization has not been conducted
in the United States.

Despite the fact that American game compa-
nies are responsible for the localization of various
language versions, there has not been enough aca-
demic research on game localization in the United
States. In Spain, English is not the official language,
so non-Spanish localization teams face certain prob-
lems in the localization process, and these problems
are usually described in academic research conducted
in the target language countries.

Russia ranks third in the world in terms of the
number of players after the United States and China,
so there is a large amount of literature on the topic of
localization of video games in Russia. However, most
of this literature is not included in the core of the RSCI
(Russian Science Citation Index), and the quality of re-
search is lower than in the Web of Science (Fig. 2).
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Fig. 2. Country of origin of analytical literature on
localization of video games

In the Web of Science, only three authors have
published more than two articles on the topic of lo-
calization of video games. The most published author
is Carme Mangiron from Barcelona, Spain, with four
articles on the subject. The second most published
author from the University of Jaime [, Spain is Laura
Mejias-Clement, who has three publications, main-
ly in the field of multimodality and dubbing of vid-
eo games. Mohammed Al-Batineh also has three
publications and deals with linguistics and player

Vestnik of MSLU. Humanities. Issue 9 (890) / 2024



HA3blKO3HaHUe

preferences in video game localization. Zhang Wu
Jiang from the Beijing Institute of Electronic Science
and Technology has the largest number of articles on
CNKI - two, and his main research interests are relat-
ed to localization and translation strategies.

Table 1
TOP-10 TERM'’S
Ne Term Frequency
1 |Video games 12
2 |Video game localization 12
3 |Localization 6
4 | Arabic video game 3
5 |Localization 3
6 | Translation 2
7 | Innovation 2
8 |Video game industry 2
9 |Language 2
10 |[Knowledge audiovisual translation 2

A comparative table of the number of publica-
tions is shown in Table 1. As can be seen from the
figure, the popularity of domestic research on game
localization is significantly lower compared to foreign
countries. Since 2014, the annual number of articles
has been around 2, with only a slight increase in the
number published in 2022 to 7. While this represents
a significant growth compared to the previous eight
years, the total number of publications remains sig-
nificantly lower than that of eLibrary, which published
57 articles in EN. For comparison, the popularity of
game localization research in RU has grown steadi-
ly year on year. Since 2017, the number of posts has
increased year after year, with an average increase of
474 %. The largest increase occurred in 2019, when
it reached 100 %. Growth in 2022 also reached 63 %.

The number of related documents in the Web of
Science core library is significantly higher than in the
e-Library. This indicates that foreign scientists pay
more attention to game localization research than Chi-
nese researchers. However,domestic research on game
localization is relatively behind, and the quality of the
research results is lower. A keyword search for “locali-
zation of video games” in the Web of Science database
yielded 30 relevant publications. After visualizing the
data using CitespaceV, Figures 3 and 1 were generated.
The localization of video games is a complex process
that involves translating content from one language to
another, and Arabic localization is one of the most sig-
nificant areas. This is because the Arabic language has
unique features that make it challenging to translate
text effectively. Audiovisual translation, such as subti-
tle translation and voice acting, is an integral part of
this process. Additionally, cultural adaptation plays a
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crucial role in localization, as video games often have
a strong cultural identity and context that can influ-
ence player experiences. Proper cultural adaptation
can help to mitigate the negative effects of cultural
shock for the audience of a game.

After conducting a visual analysis, it becomes clear
that the study of video game localization has many dis-
advantages. Data analysis methods are not sufficient-
ly systematic and scientific, and most of the work is
based on the analysis of individual cases. However, this
approach is not able to identify the general character-
istics of the text under study and does not exclude the
influence of other factors on the conclusions.

According to the keywords “localization of video
games”, 30 related publications were identified in the
Web of Science database. After visualizing the data in
CitespaceV, Figure 3 was obtained. Localization of vid-
€0 games is a complex translation process, and it can
be noted that localization of video games in Arabic is
one of the main directions. This is due to the fact that
the Arabic language has its own unique features in the
display of text, which creates certain difficulties for the
localization of video games in this language. Audiovis-
ual translation is an important part of the localization
of video games, the process of converting non-written
forms of expression into written ones, including trans-
lation of subtitles, dubbing, etc. In addition, cultural
adaptation is an important factor in localization, since
video games have a cultural affiliation, and different
cultural contexts can significantly affect players. Prop-
er cultural adaptation helps to avoid the negative im-
pact of cultural shock on the audience of the game.

After conducting a visual analysis, it becomes
clear that the study of video game localization has
many disadvantages. Data analysis methods are in-
sufficiently systematic and scientific, and most of
the work is based on the analysis of individual cases.
However, this approach is not able to identify the
general characteristics of the text under study and
does not exclude the influence of other factors on
the conclusions.
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Fig. 3. Research trends in video game localization
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A good translation that accurately conveys all
the nuances of the original text plays an important
role in how the target audience perceives a product.
Poor-quality translations can not only ruin a player’s
experience by destroying the atmosphere of a game,
but they can also affect the player’s decisions, chang-
ing the course of the plot.

One of the main challenges in translating com-
puter games is dealing with proper names. In particu-
lar, anthroponyms (names of people) and toponyms
(place names) can play a significant role in conveying
the intended meaning of the author. The presence of
these names in the game’s text, which are designed
to trigger certain associations in the player, can lead
to difficulties in translation.

During localization, the main focus is on adapting
the product to the new target market’s culture, rather
than trying to preserve the characteristics of the orig-
inal culture.

Depending on their budget and goals, compa-
nies can choose different levels of localization. If
we consider that localization is more important, the
more words of a certain type in the game, and the
more significant the text is for making decisions in
the gameplay, MMORPGs, RPGs, and quests will come
first, while puzzles and casual games will be last.
There are six levels of localization, and each subse-
quent level includes all the previous levels:

1. Paper localization (includes translating the

box, user manual, etc.).

2. Economic localization (the entire text in the
game is translated, from the interface and
subtitles to hints and descriptions).

3. In-depth localization (sound files are also
translated, and the game is played again).

4. Excessive localization (graphic objects are
also localized; it may be necessary to change
the text or remove certain characters pro-
hibited in the target country).

5. Deep localization (the scenario adapts to a
specific country) [Merlian, 2014, p. 245].

So, the localization of games is becoming an in-
creasingly integral part of their promotion on the in-
ternational market in today’s world, and therefore, the
need for high-quality implementation is also growing,
including the translation of game text. Creating a vast
majority of large games takes years and a significant
amount of money, so companies are interested in en-
suring that they successfully enter foreign markets,
among other things.

In this regard, preference is given to the highest
level of game localization, which implies the maxi-
mum level of cultural adaptation, with the depth
of localization ranging from economic to deep, if
necessary.
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Proper names often have a complex semantic
structure and the ability to transform. They also have
numerous connections with other units and categories
in the language. Anthroponyms, for example, can in-
dicate the gender and nationality of a person. In com-
puter games, there are special categories of anthro-
ponyms that indicate the status of a character. When
creating toponyms, productive models are used to give
them typical, familiar features for native speakers.

DISCUSSION

The development of the video game industry is in-
trinsically linked to the process of globalization,and
research into the localization of video games has
also progressed.

Localization of computer games has also been
described by H. M. Chandler and S. O'Malley-Deming
[Chandler, O'Malley-Deming 2012] as the process of
translating games into other languages. However,
Chandler herself clarifies that localization involves
many stages beyond simply translating text, audio, or
video files. Based on this, the author suggests using
the term “linguistic localization” to more accurately
describe the process.A.Pym believes that localization
is often mistakenly referred to as a complete process
of translating and adapting products, when in fact it
should only refer to changing details for better under-
standing by the target culture [Pym, 2011].

Localization of video games is partially similar
to literary translation, but there are some important
differences between the two processes. In literary
translation, the main goal is to preserve the original
meaning and beauty of the text, while in localization,
the focus is on adapting the text to the target audi-
ence and culture [Bredikhin, Leonoy, 2019].

While both processes involve translating text
from one language to another, the approach is dif-
ferent. In literary translation, attention is paid to pre-
serving the original style and structure of the text.
However, in localization, the goal is to create a text
that is easy to understand and enjoyable for the tar-
get audience. This means that the language may be
simplified or adapted to suit the cultural context. Be-
cause of this, during the process of localization, it is
important to ensure that the functional needs of the
game take precedence over cultural factors.

Zhu Xuan argues that the incorrect adaptation
of cultural images in the localization of video games
can lead to translators imposing their own interpre-
tations, making it difficult for players to fully under-
stand the cultural context of the game [4&3iE, 2014].

Low research value of language materials used in
video game localization. To conduct research on the
localization of video games, it is essential to choose
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high-quality sources of language materials. The lan-
guage materials in publications selected from the e-Li-
brary and WoS websites are mainly derived from AAA
(triple-A) games, such as Hyperpunk 2077, The Witcher
3,and Some of Us. These games provide a vast amount
of language material, sufficient to create a small corpus.

However, it has been found that many research-
ers simply take the text from the game’s gameplay
and justify their conclusions based on these language
materials. As a result, there may be serious problems
with the source of the language materials selected, as
more or less subjective factors can affect the objec-
tivity of the conclusions.

The choice of appropriate name translation meth-
ods will depend on the approach the translator takes:
foreignization or domestication. Domestication is in-
herent in the highest level of adaptation to the target
culture. In recent years, domestication has gained pop-
ularity, as jokes, cultural references, and wordplay are
adapted pragmatically, and transcription is often used
to transform the translated text completely. Some-
times, the need to consider several factors can lead to
some being sacrificed in favor of others. For example,
to convey the national character of a name’s design,
it may be necessary to give up preserving its internal
form [Em, Toizhan, 2022; Khoshsalighen, Zoragi, 2022].

Video game localization studies lack analysis using
corpus tools, most articles provide only analyses of indi-
vidual examples. The use of corpora makes it possible to
clarify the nature of localization, properties and laws of
the localization process in the field of translation stud-
ies more effectively. According to Figure 4, it can be seen
that popular areas of research are legal translation,news
translation, parallel corpus, corpus translation studies,
corpus linguistics, etc. Popular research languages are
English, Chinese, Spanish, French, Russian, etc. Currently,
there is still no study of video game localization using
corpus tools, and video games as software extract text
materials relatively more easily and efficiently.

Fig. 4. Visualization of research on the topic of corpus
translation studies

Currently, research on corpus-based translation
studies in China mainly focuses on the individual
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translator’s style, translation universals, teaching
translation, interpretation research, and other related
fields.However, there is a lack of corpora and research
related to the localization of video games, despite
the strong compatibility between video games and
corpus-based tools. Extracting and processing tex-
tual materials from video games is relatively easier
compared to other types of materials, which presents
new research opportunities in the field of video game
localization using corpus-based translation tools
[Mikhailin, 2023; Peng, 2022].

Video games, by their very nature, have a high
cultural significance. Cultural factors take priority
in the localization process, being one of the most
fundamental and important aspects of video games
[Fekete, Porkolab, 2019]. If these cultural factors
are not taken into account during the localization,
strong negative reviews are likely to arise in the tar-
get country.

First and foremost, it is essential to understand
the significance of the cultural context in video
games. The cultural elements of video games stem
from various sources, and therefore, it is crucial for lo-
calization teams to research relevant encyclopedias,
literature, and consult with professionals in this field
in order to guide the localization process [Shkurko,
2022]. As T. V. Em & J. N. Toizhan suggests, creating
space for cultural contexts in games is vital in pre-
serving the experience, atmosphere, and emotions
that video games offer players [Toizhan, 2022].

Secondly, it is essential to integrate cultural as-
pects more deeply into the localization process and
enhance the professionalism of teams working on
this task. At present, many gaming companies em-
ploy localizers with varying levels of cultural sen-
sitivity and translation expertise. Therefore, it is
crucial to provide adequate training for localization
teams and choose only highly skilled localization
service providers.

Thirdly, video game texts should be actively ana-
lyzed using corpus tools. The data obtained from this
analysis should then be analyzed using the principles
of corpus translation studies. These tools can help re-
searchers analyze texts at both the micro and macro
level, revealing information that may not be visible in
individual studies, and generating new ideas for opti-
mizing localization.

CONCLUSION

Based on the results of this study, it is possible
to conclude that visualization methods based on
CiteSpace can be very useful for analyzing trends
in the field of computer game localization. This ap-
proach allows researchers to better understand the
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structure of scientific papers related to this topic
and identify the most significant and relevant areas
in this field. In addition, the results of the study can
be used to identify promising areas for further re-
search in computer game localization.

While the analysis of individual cases of video
game localization may not be sufficient to create
a comprehensive theoretical base, the use of cor-
pus-based tools for analyzing video game textual
data is a viable solution.

Until now, there has been no single algorithm for
bringing the game to the international level, and
decisions on globalization are made individual-
ly. Nevertheless, large projects are fully localized,

Linguistics

which indicates the importance of localization for
the product’s success.

Proper names, such as anthroponyms and topo-
nyms, which are particularly interesting for this re-
search, occupy a special place in translation. Transla-
tors working on them need to consider more factors
than they do with other text units, such as preserving
tradition, allusions, references to nationality, and ad-
ditional connotations. The onomastic world of video
games, especially game toponymy, structures the
understanding of geolocation in so-called mobile
games, so that the variant of the digital twin of offline
reality begins to influence the perception of the map
of the real world, its history and culture.
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