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AKTYAJIBHBIE ITPOBJIEMBI I3IKOBOVI IOKAJIM3ALIVIVI BUTEOVIP

O.H. N'He3peuyko, kaHa. HWNon Hayk, OOLEHT
A.A. TamamsaH, 6akanasp

Braousocmoxckuii 2ocyoapcmeenuwiii yHugepcumem
Braousocmox. Poccus

Annomauus. B nacmoswee 8pems nosgaiomcs Hogvle NOKOAEHUs gUdeousp, KOmopvie npegocxoosm
npeovioywue paspabomku COACHOCBIO, 2pAPUKOll U HANPABIEHHOCMbIO Clodcemos. B ceaszu ¢ enobanusa-
yuell U pacnpocmpaneHuem 8UOeousp Cpeou MoI00ENCU, 803PACMAEm CNPOC HA UX TOKAIU3AYUI0 01 Om-
OeJIbHbIX CMPAH U Pe2UOHO8. AKMYAIbHbIM CIMAHOBUMCA 80NPOC A0AnmMayull U 10KAIU3AYUU KOMAbIOMEPHbIX
uep 05l pasnudHbIX A3bIK06bIX ayoumoputi. Llens cmamvu — uzyuums Haubosee akmyanvbHble 6ONPOCHL A3bl-
KOBOU IOKATU3AYUYU BUOEOULD.

Kntouesvle cnosa. suoeouzpwvi, nepegoo, A3bIKOBAS NOKAMU3AYUS, A0ANMAayus, Maccoeas Kylvmypd,
KYIbMYPHAL a0anmayus.

CURRENT ISSUES OF VIDEO GAMES LANGUAGE LOCALIZATION

Abstract. Nowadays there emerge new generations of video gjaorpassing previous generations in
terms of complexity, graphics, and story focus. Buglobalization and the proliferation of videorgas
among young people, there is an increase in derf@nttheir localization in foreign countries and riegs.

It is the issue of transcreation and localizatidncomputer games for different language communitias
becomes relevant. The purpose of the paper isuttyghe most burning issues of video games langizage
calization.

Keywords:video games, translation, language localizatiomnscreation, mass culture, cultural tran-
screation..

The purposeof the paper is to identify the main difficulties the field of video gamdanguage local-
ization, which can further contribute to the deypeh@nt of translation studies.

The research objectivesof the paper are to reveal the concept of langlagmization and determine
the linguistic specificities of video game texts analyze examples from video games as part dirdimsla-
tion aspects of the study.

The urgency of the research implies the growing importancenofiern video game industry from the
cultural and economic perspectives.

To themethods of researchbelong: methods of deduction and induction, metbibdassification and
continuous sampling method.

The global video game industry has witnessed exg@legrowth, transcending linguistic and cultural
barriers to become a ubiquitous form of entertaimmAs games reach broader audiences worldwide, the
need for accurate and culturally sensitive locélirabecomes paramount. This paper seeks to untheel
complexities of video game localization, sheddigbtl on the challenges faced by localization teant the
innovative approaches they employ.

A video games a special computer program or electronic detlied implements the gameplay [12].
Currently, the concept of «video game» is of a gaigng nature, and combines such terms as «elg@ctr
game», «computer game», «video game device», «gaee for PC» and so on [12].
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Identifying the issues of language localizationuiegs examining the concepts «tfanslation», «tran-
screation»and «localization»in order to identify similarities and differenclestween these termsransla-
tion refers to the process of adapting a message éwtberance or written text) from one languagarne
other [3]. Transcreationis a broad concept that refersataptinga message (text) at all levels of language
organization, including those of grammatical, leki@and stylistic ones [3].

Language localizationcan be viewed as translating and cultural adagtisgmessage to the peculiari-
ties of a certain country, region or populationugr$l2].

Language localizationis a term used chiefly to refer to the processaislating and cultural adapting
the product to the peculiarities of a certain coyntegion or population group. The terdocalization»is
equated with such terms aglobalization»and «internationalization» so that these phenomena should be
considered as prerequisites for localization [1@] most studies on the subject, the termranslation»,
«ranscreation» / «adapting> and docalizatior» appear to interchange, but in this research,tivk ® the
term«localization»as the key concept.

Language localizationof video games is a rather broad concept includingumber of aspects: date
formats, time formats, keyboard layouts, key narteg, translation. The difficulty in its implemetitan is
that it is a process that requires a deep unddlisigof the language and cultural characteristfdh® target
audience, as well as the ability to convey not ahé/meaning, but also the atmosphere of the @iigiame.

Video game localization entails more than mereslation. It involves adapting the game content to
resonate with the cultural nuances and linguisteéfguences of target audiences. Drawing from tediusi
theory, this section explores the concepts of tasios, transcreation, and localization, elucidgtiheir dis-
tinctions and emphasizing the centrality of locatiian in the modern gaming landscape.

In this study, as a basis we took the classificatibtranslation techniques by Yakov losifovich Betr
to consider and analyze the issues of languagdizatan and specific examples of successful ansuan
cessful adapting the message [2].

One of the main issues of language localizatioadapting a message from one language to another,
while maintaining its cultural context and authoirgent performing impact on players [1]. As is g
many games contain jokes and cultural diversity thay turn out to be offensive for representatiokan-
other culture. Localizers face the challenge ofvegig these elements in a way that retains theningaf
the source text while not losing in adapting. Gpacial emphasis is translating games based offisfés-
torical or cultural events.

The localization of the gam#@/olfenstein II: The New Colossus a striking example illustrating this
aspect. As is known, in many countries the usenfesspecific symbols is prohibited by law. All theral-
dic images and external attributes of charactergpoomising the German people are sure to be renfowecthe
video game, as well as notorious greetings and signaloe not unlikely to be replaced with neutrasn

(1) My Chancellot [15]

There is no translation, jultss compensatioprovided bylexical substitution

The next example is the line changed in the Russesion of the Hogwarts Legacy game:

(2) Nora TreadwellMy wife. She’s the one who piqued my interest in Merliri][

(2) Hopa Tpeosenn: Ito mos moapyra. menno 6aromaps eif s 3anHTEpecoBaniack Mepiauaom [5].

Currently, the functional features and fullnesdoafalization are regulated by the requirementseui-c
sorship and legislative acts of the home stat¢hdnexample given, the localizer picked up a tetieh ap-
proximation, which is due to the requirements ofsteship and does not violate the legislation & toun-
try. A special-purpose type of adapting the messeage applied. Among other varieties of pragmatiapad
ing we single outrepletion of background knowledge, adding emotionabloring to the target text by
means of its language and simplified translatiowhich is likely to be the subject of the furtlmesearch.

Language localization implies many componentsuiiclg the use of idioms, proverbs and sayings, and
culturally marked lexicon.

As an example, let's analyze a line of the chara&key from the video game Horizon Zero Dawn.

(3) Aloy: There are the handholds where you said theyld be. Did you get thaSylen® No?Fitting
name you got therg7]

(3) Dnoui: A suoicy ynopot. Onu mam, 20e mot u ckazai. Tot caviun, Catinenc? Hem? Hy u monuu ceoe [8).

In the above example, the source text includesa @h words, an untranslatable pun that reflectslan
lusion both to the heroine's unfriendly attitudevédod the character she is addressing and to thenieés
own speech characteristics in terms of status, agd, position in society. Nevertheless, the Russian
language localization simplifies the dialogue byitting the sarcastic remark about the correlatietween
the character's namé&ydens»and the wordsilence» In the original example, in order to create a brous
effect, the phenomenon of homonymy (homophones)dighe heart of creating a pun as an externéb-att
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ute of the language play. In this case, the dtitting name you got there was replaced by a more neutral
expression Hy u monuu cebe», as it was impossible to transfer the originahmeg of the word combina-
tion «fitting name you got there» into Russian withdistorting the meaning.

Difficulties in the translation of idioms and expseons are not so common, but localizers sometduoes
errors because of resorting to literal translatibareby confusing gamers [1].

Let's consider the following example from The SigisSupernatural. The specifics of the video game
imply the character’s ability to talk to ghosts ask them a question about passing away.

(4) «Ask how yokicked the bucket. [13]

(4) «Cnpocums, kax évt nHyau éedpo» [14].

A person having a good command of English is sureasily identify a literal translation of the idio
«To kick the bucketis an English-language idiom considered as aemftic, in its informal meaning «to
die» [5]. In the above example, instead of thedtialitransformation, the localizer applied to tiveral trans-
lation (in the target language) which did not ciimite to conveying the meaning in an accurate way.

Another difficulty in adapting the message rela@dimited resources The localization process re-
quires translation expertise, a significant invesitmof time, money. Limited resources can resusame
other difficulties.

Let's look at examples from the «Outlast» video g@eries.

(5) The writing on the wallFollow the blood [10]

There is no translation (just omissjpro the player may have some difficulties in ctatipg the quest,
because the direct indication where to move isingss

(6) The inscription on the walDown the drain[10].

Here in (6) one can observe loss in translatiorichyhas the previous example (5) shows, may cause
disruptions in completing the game task.

In the research we considered the conceptin§lation, adapting the messagandlocalization, which
helped us find out that the term «translation»gwuat to be insufficiently relevant when analyzthg tran-
screation of video games. Nevertheless, the teoradization» serves as its functional analogueims of
the modern video game industry development.

The examples considered above have shown thaeton#in issues of localization of new generation
video games belong:

1) maintaining (while adapting the message) thbaid intent, style, tone and context;

2) censorship and legislation;

3) use of idiomatic expressions, culturally-basedabulary;

4) limited resources.

All the above-mentioned taken into account, weireeg a suitable definition to the concept of «the
next-generation videogamebhe new generation video ganmrefers to a special computer program or elec-
tronic device that implements a game process, whaessgion takes into account the knowledge of celtu
and the legislative framework of the country of iempentation. To new generation videogames beloosgth
developed and released since 2016.

In conclusion, video game localization stands atitiiersection of language, culture, and technglogy
presenting both opportunities and challenges ordiation studies. By unraveling the complexitieboal-
ization and exploring innovative strategies, theapgr contributes to a deeper understanding of yhardic
relationship between games and global audiencedmgéhe way for enhanced gaming experiences in an
increasingly interconnected world.
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OETOBOVI DTUKET B CTPAHAX ATP: KUTAV, FOJKHASI KOPES, ATIOHWS

M.B. Nop6yHoBa, cTapLumii npenogaBaTerb
A.J1. KyuuHa, 6akanasp

Braousocmoxkckuii 2ocyoapcmeernuwiil yHugepcumem
Braousocmox. Poccus

Annomayusn. Cmamos nocesujena npooaeme cxoocms u paziuyuil 8 ouznec-asmuxeme cmpan ATP. Ku--
mae, FOoicnoti Kopee u Anonuu. Aemop uccinedyem ocobennocmu paboueil Smuku OAHHbIX CMPan, a maxice
NpPOBOOUTH CPABHUMENbHYLIL AHAIU3 KPUMEPUES.

Knrwouesvie cnosa: denosas Kynbmypa, 0e1080U d3muKent, 0e106bie OMHOUEHUS.

BUSINESS ETIQUETTE IN THE PACIFIC REGION: CHINA, SOUTH KOREA,
JAPAN

Abstract. The article raises an issue of similarities andedénces in business etiquette of the Pacific Re-
gion’s countries: China, South Korea and Japan. &bthor explores the features of work ethics of¢heoun-
tries and analyses the criteria.

Keywaords:business culture, business etiquette, businessaeta.

Relevance.Nowadays it is impossible to imagine the absencangf cultural, economic and political
contacts between countries. Due to the fact of suelide cooperative activity, there is a need ke tiato
account such an aspect as specifics in businepsett. Asian countries in general and the Pao#gon
ones in particular have a number of unique feattivasare not found in other countries, so it ischliely
necessary to know and take them into account imég®tiation process. In this article work cultofethe
Pacific Region’s countries, such as China, SoutfeK@nd Japan, will be examined.

Purpose and tasks.The purpose of this research is to compare busiedscs in China, South Korea
and Japan. The tasks are data collection and @alyimformation, its structuring and article diea on the
basis of verified sources.

The research methodsre literature study, text analysis and its forealon.

It is a well-known fact that currently it is impdiske not to have any economic, political and cudtue-
lations between countries. Such alliances provigatgoenefit to all parties. That is why the knayge of
business etiquette of other countries is necesgampecially today, we should study Asian countlieier
due to their closeness and profitability. The ddfece between Asian and European working cultses i
enormous, but it is a need to adjust to it for mmest productive meetings and deals. In this rekelavdll
compare Chinese, South Korean and Japanese waoukesul

Chinese business cultureln recent years, China has strongly strengtherse@asition in the global
economy. Due to their economic expansion, the wivoled studies Asian ethics in general and Chircese
in particular. In some aspects, the Chinese arebieg to adapt to European business standardghbint
etiquette is still quite unique.

Chinese business culture is mainly based on teaditand hierarchy and many aspects arise from this.
First, Chinese partners seek long-term deals. lismréason, they prefer to form a close human cotiiore
before signing a contract. Second, a strong hikyais still there. People in China usually ented ésave a
room in hierarchical order. So if you are aboub&we a business meeting with a Chinese partnep, tkee
in mind and respect their traditions and moralsrditbeing punctual is important. In most Asian ctes it
is considered rude to be late, so better come eady least in time. Fourth, beware of numbet & $imilar
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