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Аннотация. Авторы рассматривают аспекты современной переводной видеоигры, понимаемой как новый
тип поликодового искусства благодаря использованию достижений нейроэстетики, истории,
фольклористики, культурологии в виртуальных игровых вселенных и вероятностного прогнози-
рования речеповеденческих профилей пользователей видеоигр. Исследование выполнено на
основе анализа переводов топонимических локусов в видеоигре, особое внимание уделяется
специфике перевода в зависимости от страны,в которой данная игра получила распространение.

Ключевые слова: языковой корпус, гейм-индустрия, локализация, цифровой двойник, игровая топонимика, каче-
ство перевода, оптимизация переводоведения

Благодарности: Авторы выражают благодарность Специальному фонду Хэйлунцзянского университета для фун-
даментальных исследовательских проектов (проект №2020-KYYWF-0903), а также фонду Инсти-
тута перевода (№Z202304) и фонду провинции Хэйлунцзян (проекты № GJB1423248 и №JGXM_
YJS_2022010) за финансовую поддержку проекта.

Для цитирования: На Цзунюань, Гуань Сюцзюань, Карабулатова И. С. Игровая топонимика: влияние локализации
китайских видеоигр на их перевод // Вестник Московского государственного лингвистического
университета. Гуманитарные науки. 2024. Вып. 9 (890). С. 134–142.

Original article

Game Toponymy: the Impact of Localization
of Chinese Video Games on Their Translation

Junyuan Na1, Xiujuan Guan2, Irina S. Karabulatova3
1,2,3Hilongjiang Univrsity, Harbin, China
3Lomonosov MSU, Moscow, Russia, 3Lumumba RUDN-univrsity, Moscow, Russia
1n3xuss@icloud.com, 2guanshan4500@sina.com, 3radogost2000@mail.ru

Abstract. The authors onsider aspets omodern translated video games,understood as a new type o polyode
art through the use o ahievements in neuroesthetis, history, olklore, ultural studies in virtual
game universes and probabilisti oreasting o speeh and behavioral proiles o video game users.
The study is based on the analysis o translations o toponymi loi in a video game, speial attention
is paid to the speiis o translation depending on the ountry in whih this game is distributed.
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INTRODUCTION

The hallenges o translating video game loations
involve the proess o adapting an original game rom
one language and ulture to other languages and ul-
tures in order to make it more aessible to players
in dierent ountries and regions [Chandler, O’Mal-
ley-Deming, 2012; Kharlashkin, 2016]. These issues
open up new aspets in digital toponymy, whih has
been highlighted literally only reently.The onomasti
problems o translating video game loi relate to the
proess o translating an original game rom one lan-
guage and ultural environment into other languages
and ultural environments in order to better adapt to
players in dierent ountries and regions.Building the
toponymi spae o a video game is an important part
o the global promotion o game developers. Chinese
gaming produts are o great interest to the interna-
tional user audiene,whih reates serious hallenges
or translators. Currently, interdisiplinary researh in
the ield o ideology as a new siene based on the
multiomponent analysis o omputer games is a-
tively developing [Wilson, 2012].

The relevane o this study lies in the insui-
ient researh on the phenomenon o video games
in translation studies [Khoshsalighen, Zoraqi, 2022].
The study ouses on the toponymi spae within a
video game,whih is related to the proess o loaliz-
ing event ation, translating text, and adapting game
interaes, dialogues, and images to ensure a onsist-
ent user experiene or players in dierent ountries.

The toponymy o a video game is an important
omponent o the so-alled geoloation mobile
games, whih are a variant o a digital double o a
map o the real world, at the same time it an rep-
resent a digital double o a itional mental world
reated by analogy with physial reality, olklore and
artisti ethnoultural tradition o naming the area
[Bukharova, 2021; Włodowska, 2021].

Consequently, the loalization o video games
is a omplex proess that involves transorming the
original game rom its original language and ultur-
al ontext into other languages and ultural settings,
as well as adapting game elements suh as text, di-
alogue, images, and interae. The aim o loalization
is to provide a more satisying gaming experiene or
players rom dierent ountries and regions by taking
into aount their linguisti and ultural dierenes.
In this regard, the term “loalization” is an appropri-
ate deinition, as deined byA.D. Shweitzer: “the pro-
ess o interlingual and interultural ommuniation”
[Shweitzer, 1988, p. 20].

Translation is the onversion o ontent rom one
language into another, while maintaining the origi-
nal meaning and intent.This is partiularly important

or douments, tehnial publiations, and sientii
journals, as these types o texts need to be aurate
in onveying inormation. It is essential to ensure the
auray o translations to ensure that the meanings
in the target language are onsistent with those in
the soure text.

Thus, there are many points o view on the study
o video game loalization, suh as metaphorial
game toponymy and its translation, the appliation o
developments in digital humanities, projetive man-
agement, and the use o a digital twin.

MATERIALS AND METHODS

In this study, we use Citespae as a visualization
tool or onduting hotspot analysis. This allows
us to identiy the shortomings o urrent researh
and onsider the prospets in this area in the uture.
The ollowing main soures were used to searh or
literary materials: China National Knowledge Inra-
struture (China), eLibrary.RU and Web o Siene
(WoS) Literature data rom WoS and CNKI an be
imported into Cityspae or visualization, data rom
eLibrary.RU annot be imported in a ormat sup-
ported by Citespae. That’s why we use the built-in
analysis tools.

The philosophial and phenomenologial ap-
proah is aimed at ousing on new phenomena that
arise when diving into the spae o the digital twin
o linguisti ulture in a video game: the symmetry
o instrution, lustering o evaluative reletion, the
need or a virtual assistant, and inreasing the value
o ommuniation among gamers.

The perspetive that an most diretly improve
translation quality is a translation perspetive. How-
ever, traditional translation theory may not be appli-
able to the loalization o video games, whih oten
involve a large volume o text and omplex data ex-
tration proesses.This presents a hallenge or stud-
ying the loalization o video games rom a transla-
tion theory perspetive.

Corpus translation an aurately analyze the
maro and miro harateristis o a language, allow-
ing translators to quikly understand the harateris-
tis o a text and ontribute to the optimization o the
translation proess by analyzing orpus data.

In this paper, Citespae is used as a visual re-
searh tool to ondut literature researh or the
period rom 2013 to 2022. This researh provides
an insight into the urrent state o researh and its
shortomings, as well as prospets or uture devel-
opment. The development o the video game indus-
try is losely linked to the globalization proess, and
researh into the loalization o video games is a-
tively ongoing. In this paper, we have analyzed the
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urrent state o loalization researh or video games
in three languages: Chinese, Russian, and English.

The ollowing researh methods were used dur-
ing the ourse o this projet:

1. Methods o analysis and synthesis to ollet
and generalize theoretial material.

2. Pre-translation analysis to aurately under-
stand the translation unit in ontext.

3. Comparative analysis to identiy dierenes
between linguisti units in the original text
and the translation.

4. Continuous sampling to ompile lists o top-
onyms, anthroponyms, and their translations
in English, Chinese, and Russian or urther
analysis.

5. Desriptive method to ensure the most a-
urate and omplete transmission o the
theoretial basis.

6. Statistial alulation to proess the results
obtained.

7. Computer visualization o the indings.

RESULTS

In CNKI, 27 relevant artiles were ound or the key-
word “loalization o video games”, inluding 2 ar-
tiles rom the ore o Peking University and CSSCI
(Chinese Soial Sienes Citation Index). The number
o relevant artiles is shown in the igure.1. In 2022,
7 artiles were published, whih is 133 % more than
in 2021, but still signiiantly less than the 57 artiles
published in eLIBRARY.RU. At the same time, there is
a lot o researh on the loalization o games on eLi-
brary.RU is growing year by year, the average inrease
is 47.4 %, the largest inrease is 100 % in 2019.

The amount o relevant literature available in the
main library at eLibrary is signiiantly larger than in
WoS and CNKI. This indiates that oreign researhers
devotemuhmore eort to researhing game loaliza-
tion ompared to Chinese researhers,who are lagging
behind in this area.The quality o the researh outputs
rom Chinese sholars is also lower (ig.1).

Fig. 1.The number o publiations in eLibrary.RU,
CNKI and WoS

Aording to the number o artiles in the ore
o Web o Siene, it an be ound that the largest
number o publiations related to the loalization o
video games was arried out in Spain – only 9 arti-
les,whih is 30% o the total number o publiations.
Spain is ollowed by Jordan with 3 artiles, whih is
10%, and Iran with 2 artiles, whih is 6.7%. Com-
pared to these ountries, the United States, as one
o the most developed ountries in the global video
game industry, has released only 1 artile. This indi-
ates that extensive and in-depth aademi researh
on video game loalization has not been onduted
in the United States.

Despite the at that Amerian game ompa-
nies are responsible or the loalization o various
language versions, there has not been enough aa-
demi researh on game loalization in the United
States. In Spain, English is not the oiial language,
so non-Spanish loalization teams ae ertain prob-
lems in the loalization proess, and these problems
are usually desribed in aademi researh onduted
in the target language ountries.

Russia ranks third in the world in terms o the
number o players ater the United States and China,
so there is a large amount o literature on the topi o
loalization o video games in Russia. However, most
o this literature is not inluded in the ore o the RSCI
(Russian Siene Citation Index), and the quality o re-
searh is lower than in the Web o Siene (Fig. 2).

Fig. 2.Country o origin o analytial literature on
loalization o video games

In the Web o Siene, only three authors have
published more than two artiles on the topi o lo-
alization o video games.The most published author
is Carme Mangiron rom Barelona, Spain, with our
artiles on the subjet. The seond most published
author rom the University o Jaime I, Spain is Laura
Mejias-Clement, who has three publiations, main-
ly in the ield o multimodality and dubbing o vid-
eo games. Mohammed Al-Batineh also has three
publiations and deals with linguistis and player
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preerenes in video game loalization. Zhang Wu
Jiang rom the Beijing Institute o Eletroni Siene
and Tehnology has the largest number o artiles on
CNKI– two, and his main researh interests are relat-
ed to loalization and translation strategies.

Tabl 1
TOP-10 TERM’S

№ Term Frequency
1 Video games 12
2 Video game loalization 12
3 Loalization 6
4 Arabi video game 3
5 Loalization 3
6 Translation 2
7 Innovation 2
8 Video game industry 2
9 Language 2
10 Knowledge audiovisual translation 2

A omparative table o the number o publia-
tions is shown in Table 1. As an be seen rom the
igure, the popularity o domesti researh on game
loalization is signiiantly lower ompared to oreign
ountries. Sine 2014, the annual number o artiles
has been around 2, with only a slight inrease in the
number published in 2022 to 7.While this represents
a signiiant growth ompared to the previous eight
years, the total number o publiations remains sig-
niiantly lower than that o eLibrary,whih published
57 artiles in EN. For omparison, the popularity o
game loalization researh in RU has grown steadi-
ly year on year. Sine 2017, the number o posts has
inreased year ater year, with an average inrease o
47.4 %. The largest inrease ourred in 2019, when
it reahed 100 %. Growth in 2022 also reahed 63 %.

The number o related douments in the Web o
Siene ore library is signiiantly higher than in the
e-Library. This indiates that oreign sientists pay
more attention to game loalization researh than Chi-
nese researhers.However,domesti researh on game
loalization is relatively behind, and the quality o the
researh results is lower. A keyword searh or “loali-
zation o video games” in the Web o Siene database
yielded 30 relevant publiations. Ater visualizing the
data using CitespaeV,Figures 3 and 1 were generated.
The loalization o video games is a omplex proess
that involves translating ontent rom one language to
another, and Arabi loalization is one o the most sig-
niiant areas.This is beause the Arabi language has
unique eatures that make it hallenging to translate
text eetively. Audiovisual translation, suh as subti-
tle translation and voie ating, is an integral part o
this proess. Additionally, ultural adaptation plays a

ruial role in loalization, as video games oten have
a strong ultural identity and ontext that an inlu-
ene player experienes. Proper ultural adaptation
an help to mitigate the negative eets o ultural
shok or the audiene o a game.

Ater onduting a visual analysis, it beomes lear
that the studyo video game loalization hasmanydis-
advantages. Data analysis methods are not suiient-
ly systemati and sientii, and most o the work is
based on the analysis o individual ases.However, this
approah is not able to identiy the general harater-
istis o the text under study and does not exlude the
inluene o other ators on the onlusions.

Aording to the keywords “loalization o video
games”, 30 related publiations were identiied in the
Web o Siene database. Ater visualizing the data in
CitespaeV, Figure 3 was obtained. Loalization o vid-
eo games is a omplex translation proess, and it an
be noted that loalization o video games in Arabi is
one o the main diretions. This is due to the at that
the Arabi language has its own unique eatures in the
display o text,whih reates ertain diiulties or the
loalization o video games in this language.Audiovis-
ual translation is an important part o the loalization
o video games, the proess o onverting non-written
orms o expression into written ones, inluding trans-
lation o subtitles, dubbing, et. In addition, ultural
adaptation is an important ator in loalization, sine
video games have a ultural ailiation, and dierent
ultural ontexts an signiiantly aet players. Prop-
er ultural adaptation helps to avoid the negative im-
pat o ultural shok on the audiene o the game.

Ater onduting a visual analysis, it beomes
lear that the study o video game loalization has
many disadvantages. Data analysis methods are in-
suiiently systemati and sientii, and most o
the work is based on the analysis o individual ases.
However, this approah is not able to identiy the
general harateristis o the text under study and
does not exlude the inluene o other ators on
the onlusions.

Fig. 3. Researh trends in video game loalization
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A good translation that aurately onveys all
the nuanes o the original text plays an important
role in how the target audiene pereives a produt.
Poor-quality translations an not only ruin a player’s
experiene by destroying the atmosphere o a game,
but they an also aet the player’s deisions, hang-
ing the ourse o the plot.

One o the main hallenges in translating om-
puter games is dealing with proper names. In partiu-
lar, anthroponyms (names o people) and toponyms
(plae names) an play a signiiant role in onveying
the intended meaning o the author. The presene o
these names in the game’s text, whih are designed
to trigger ertain assoiations in the player, an lead
to diiulties in translation.

During loalization, the main ous is on adapting
the produt to the new target market’s ulture, rather
than trying to preserve the harateristis o the orig-
inal ulture.

Depending on their budget and goals, ompa-
nies an hoose dierent levels o loalization. I
we onsider that loalization is more important, the
more words o a ertain type in the game, and the
more signiiant the text is or making deisions in
the gameplay,MMORPGs, RPGs, and quests will ome
irst, while puzzles and asual games will be last.
There are six levels o loalization, and eah subse-
quent level inludes all the previous levels:

1. Paper loalization (inludes translating the
box, user manual, et.).

2. Eonomi loalization (the entire text in the
game is translated, rom the interae and
subtitles to hints and desriptions).

3. In-depth loalization (sound iles are also
translated, and the game is played again).

4. Exessive loalization (graphi objets are
also loalized; it may be neessary to hange
the text or remove ertain haraters pro-
hibited in the target ountry).

5. Deep loalization (the senario adapts to a
speii ountry) [Merlian, 2014, p. 245].

So, the loalization o games is beoming an in-
reasingly integral part o their promotion on the in-
ternational market in today’s world, and thereore, the
need or high-quality implementation is also growing,
inluding the translation o game text.Creating a vast
majority o large games takes years and a signiiant
amount o money, so ompanies are interested in en-
suring that they suessully enter oreign markets,
among other things.

In this regard, preerene is given to the highest
level o game loalization, whih implies the maxi-
mum level o ultural adaptation, with the depth
o loalization ranging rom eonomi to deep, i
neessary.

Proper names oten have a omplex semanti
struture and the ability to transorm. They also have
numerous onnetions with other units and ategories
in the language. Anthroponyms, or example, an in-
diate the gender and nationality o a person. In om-
puter games, there are speial ategories o anthro-
ponyms that indiate the status o a harater. When
reating toponyms,produtive models are used to give
them typial, amiliar eatures or native speakers.

DISCUSSION

The development o the video game industry is in-
trinsially linked to the proess o globalization, and
researh into the loalization o video games has
also progressed.

Loalization o omputer games has also been
desribed by H. M. Chandler and S. O’Malley-Deming
[Chandler, O’Malley-Deming 2012] as the proess o
translating games into other languages. However,
Chandler hersel lariies that loalization involves
many stages beyond simply translating text, audio, or
video iles. Based on this, the author suggests using
the term “linguisti loalization” to more aurately
desribe the proess.A.Pym believes that loalization
is oten mistakenly reerred to as a omplete proess
o translating and adapting produts, when in at it
should only reer to hanging details or better under-
standing by the target ulture [Pym, 2011].

Loalization o video games is partially similar
to literary translation, but there are some important
dierenes between the two proesses. In literary
translation, the main goal is to preserve the original
meaning and beauty o the text, while in loalization,
the ous is on adapting the text to the target audi-
ene and ulture [Bredikhin, Leonov, 2019].

While both proesses involve translating text
rom one language to another, the approah is di-
erent. In literary translation, attention is paid to pre-
serving the original style and struture o the text.
However, in loalization, the goal is to reate a text
that is easy to understand and enjoyable or the tar-
get audiene. This means that the language may be
simpliied or adapted to suit the ultural ontext. Be-
ause o this, during the proess o loalization, it is
important to ensure that the untional needs o the
game take preedene over ultural ators.

Zhu Xuan argues that the inorret adaptation
o ultural images in the loalization o video games
an lead to translators imposing their own interpre-
tations, making it diiult or players to ully under-
stand the ultural ontext o the game [朱璇, 2014].

Low researh value o language materials used in
video game loalization. To ondut researh on the
loalization o video games, it is essential to hoose
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high-quality soures o language materials. The lan-
guage materials in publiations seleted rom the e-li-
brary and WoS websites are mainly derived rom AAA
(triple-A) games, suh as Hyperpunk 2077,The Wither
3,and Some o Us.These games provide a vast amount
o languagematerial,suiient to reate a small orpus.

However, it has been ound that many researh-
ers simply take the text rom the game’s gameplay
and justiy their onlusions based on these language
materials. As a result, there may be serious problems
with the soure o the language materials seleted, as
more or less subjetive ators an aet the obje-
tivity o the onlusions.

The hoie o appropriate name translation meth-
ods will depend on the approah the translator takes:
oreignization or domestiation. Domestiation is in-
herent in the highest level o adaptation to the target
ulture. In reent years, domestiation has gained pop-
ularity, as jokes, ultural reerenes, and wordplay are
adapted pragmatially, and transription is oten used
to transorm the translated text ompletely. Some-
times, the need to onsider several ators an lead to
some being sariied in avor o others. For example,
to onvey the national harater o a name’s design,
it may be neessary to give up preserving its internal
orm [Em,Toizhan, 2022; Khoshsalighen,Zoraqi, 2022].

Video game loalization studies lak analysis using
orpus tools,most artiles provide only analyses o indi-
vidual examples.The use o orporamakes it possible to
lariy the nature o loalization, properties and laws o
the loalization proess in the ield o translation stud-
iesmore eetively.Aording to Figure 4, it an be seen
that popular areas o researhare legal translation,news
translation, parallel orpus, orpus translation studies,
orpus linguistis, et. Popular researh languages are
English,Chinese, Spanish, Frenh,Russian, et. Currently,
there is still no study o video game loalization using
orpus tools, and video games as sotware extrat text
materials relativelymore easily and eiiently.

Fig. 4.Visualization o researh on the topi o orpus
translation studies

Currently, researh on orpus-based translation
studies in China mainly ouses on the individual

translator’s style, translation universals, teahing
translation, interpretation researh, and other related
ields.However, there is a lak o orpora and researh
related to the loalization o video games, despite
the strong ompatibility between video games and
orpus-based tools. Extrating and proessing tex-
tual materials rom video games is relatively easier
ompared to other types o materials, whih presents
new researh opportunities in the ield o video game
loalization using orpus-based translation tools
[Mikhailin, 2023; Peng, 2022].

Video games, by their very nature, have a high
ultural signiiane. Cultural ators take priority
in the loalization proess, being one o the most
undamental and important aspets o video games
[Fekete, Porkoláb, 2019]. I these ultural ators
are not taken into aount during the loalization,
strong negative reviews are likely to arise in the tar-
get ountry.

First and oremost, it is essential to understand
the signiiane o the ultural ontext in video
games. The ultural elements o video games stem
rom various soures, and thereore, it is ruial or lo-
alization teams to researh relevant enylopedias,
literature, and onsult with proessionals in this ield
in order to guide the loalization proess [Shkurko,
2022]. As T. V. Em & J. N. Toizhan suggests, reating
spae or ultural ontexts in games is vital in pre-
serving the experiene, atmosphere, and emotions
that video games oer players [Toizhan, 2022].

Seondly, it is essential to integrate ultural as-
pets more deeply into the loalization proess and
enhane the proessionalism o teams working on
this task. At present, many gaming ompanies em-
ploy loalizers with varying levels o ultural sen-
sitivity and translation expertise. Thereore, it is
ruial to provide adequate training or loalization
teams and hoose only highly skilled loalization
servie providers.

Thirdly, video game texts should be atively ana-
lyzed using orpus tools. The data obtained rom this
analysis should then be analyzed using the priniples
o orpus translation studies.These tools an help re-
searhers analyze texts at both the miro and maro
level, revealing inormation that may not be visible in
individual studies, and generating new ideas or opti-
mizing loalization.

CONCLUSION

Based on the results o this study, it is possible
to onlude that visualization methods based on
CiteSpae an be very useul or analyzing trends
in the ield o omputer game loalization. This ap-
proah allows researhers to better understand the
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struture o sientii papers related to this topi
and identiy the most signiiant and relevant areas
in this ield. In addition, the results o the study an
be used to identiy promising areas or urther re-
searh in omputer game loalization.

While the analysis o individual ases o video
game loalization may not be suiient to reate
a omprehensive theoretial base, the use o or-
pus-based tools or analyzing video game textual
data is a viable solution.
Until now, there has been no single algorithm or
bringing the game to the international level, and
deisions on globalization are made individual-
ly. Nevertheless, large projets are ully loalized,

whih indiates the importane o loalization or
the produt’s suess.

Proper names, suh as anthroponyms and topo-
nyms, whih are partiularly interesting or this re-
searh, oupy a speial plae in translation. Transla-
tors working on them need to onsider more ators
than they do with other text units, suh as preserving
tradition, allusions, reerenes to nationality, and ad-
ditional onnotations. The onomasti world o video
games, espeially game toponymy, strutures the
understanding o geoloation in so-alled mobile
games, so that the variant o the digital twin o oline
reality begins to inluene the pereption o the map
o the real world, its history and ulture.
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