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The Video Game Industry

• Worldwide phenomenon

• Global pop culture

• Rise of casual games

• Beyond entertainment
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Game Localization
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Game Localization

Produce a target market version with the same 
functionality  that provides a similar gameplay experience 
(O’Hagan & Mangiron, 2013).

Complex technical, linguistic, cultural, legal and marketing 
processes.

50% of revenue from international sales (Chandler & 
Deming, 2012).
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Game Localization

Most games developed in English and Japanese

English as pivot language

Localization demand growing
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Game Localization

Increasing number of target languages

Volume increasing: expansions, patches, DLC

Fragmentation -> importance of terminology
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Game Localization

Multimedia, multimodal, interactive, non-linear 
texts designed to entertain.

Features of technical translation, software 
localization, AVT and literary translation.

Constrained translation.

10



2020/10/25

6

Priorities

Reproduce gameplay experience of original

Domestication vs. foreignization 

Creativity -> transcreation

Idiomatic language

Clarity, brevity, user-friendliness

Consistency in transmedia products
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Constraints

Space limitations

Unstable source text

Non-linear text

Lack of context -> Blind translation
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Constraints

Multiple semiotic channels

Use of variable and 
concatenations

The memory unit <NAME> 
was removed during use. 
<ACTION> failed. Press A to 
continue.

Text with control codes, 
html or xml code

<subtitles text="NUMBER 
6..." time="14" 
duration="2" /> 
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Levels of Localization
14

No 
localization

Box and 
docs

Partial
localization

Full 
localization

(Chandler and Deming, 2012)
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Localization Models: When? 

Post-gold Simultaneous shipment
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Post-gold Model

Once original 
game is 
finished

Familiarisation
Constant 
access to 
original 

Shorter QA
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Sim-ship Model

Parallel 
release of 
original & 
localized 
versions

Agile 
localization

Unstable 
source text

Blind 
translation Longer QA
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Agile Localization

C a r m e  M a n g i r o n

CONTINUOUS 
DELIVERY

RETRANSLATION 
AND CONSTANT 

UPDATES

FAST TURNAROUND 24/7 LOCALIZATION
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Localization Models: Who?

IN-HOUSE OUTSOURCING CROWDSOURCING
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In-House Model

Supervised by
developer/publisher

Translators have 
access to the original

Emphasis on 
translation process
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Outsourcing Model

External
vendor

Agile 
localization

Localisation
kit

Blind 
translation

Emphasis
on QA
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Crowdsourcing Model

Between
professional

and fan 
translation

Improve
production

capacity and 
speed

Keep costs 
down

Non or little
monetary
reward for

participants

Passionate & 
knowledgeable

users
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Crowdsourcing - Issues

Recruitment of 
right participants

Difficulty to 
control

Participants’ drop 
rates

Quality

Security Translation 
inconsistencies
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Crowdsourcing: Mixed Model

Language 
service 

provider (LSP) 

Translation 
management 

Translation 
review
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Which Model to Choose?

Factors

Established
vs. indie

developers

Type of 
content

Budget and 
timePurpose

Quality
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Localization Process

• Preparation of assets -> Loc Kit
• Familiarization
• Glossaries and style guides

Prelocalization

• Translation
• Review
• Editing
• Recording (if applicable)

Localization

• Implementation
• Quality assessment
• Translation of manuals and associated materials

Poslocalization
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Agents involved
Localization 
coodinator

Translator(s)

Reviewer(s)

Editor(s)Functionality 
testers

Linguistic 
testers

Localization 
engineer
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Assets to translate

IN-GAME TEXT ART ASSETS 
(TEXTUAL GRAPHICS)

AUDIO AND 
CINEMATIC ASSETS

MANUAL AND 
ASSOCIATED 
MATERIALS
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Common File Formats
29

Excel Word

XML XLIFF

29

Excel Files
30

Source: http://1uptranslations.com/en/localization-blog/2016/03/how-to-translate-a-game-for-locjam
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Tools

Word processing, 
spreasheets CAT tools

Translation and
content 

management 
systems

Proprietary Tools
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Tools
32
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Tools
33

33

Content Management Systems

Source: https://www.keywordsstudios.com/content/uploads/2017/08/XLOC_Localization-Management-Solutions.pdf
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Translation Management Systems 
(TMS)

Automation: import, 
export files, send 

notifications

Glossary and reference 
materials, character 

limitations

Communication tools: 
automated 

notifications, 
messassing system, 

queries to developers

Integrated CAT tools, 
MT

Integration with 
developers’ systems
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Proprietary Tools: Bioware

Fuente:

https://www.google.es/url?sa=t&rct=j&q=&esrc=s
&source=web&cd=2&ved=0CDcQFjAB&url=http%3
A%2F%2Fwww.gdcvault.com%2Fplay%2F1012508%
2FLocalizing-Large&ei=DHtuUs-
NKcS57AbY3oEI&usg=AFQjCNGegsxoxbaRt8muVVS
LcSDAfSlJaA&sig2=JMT-
bdUzm6Bo3bZGCdlW5A&bvm=bv.55123115,d.ZGU
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Conversation Previewer

Source:
https://www.google.es/url?sa=t&rct=j&q=&esrc=s&source=web&cd=2&ved=0CDcQFjAB&url=http%3A%2F%2Fwww.gdcvault.com%2Fplay
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Project Example by Allcorrect

Source: https://allcorrectgames.com/service/game-localization/
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Project Example
by Level Up Translation
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Concluding Remarks

Localization is key to the global 
success of the video game 

industry.

Growing demand, increasing 
volume and number of target 

languages.

Tendency towards sim-ship and 
agile localization.
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Concluding Remarks

Increasing use of tools and 
automation.

Future challenges as the game 
industry evolves.
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