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The Video Game Industry

* Worldwide phenomenon
* Global pop culture
* Rise of casual games

Beyond entertainment

2019 GLOBAL GAMES MARKET

PER DEVICE & SEGMENT WITH YEAR-ON-YEAR GROWTH RATES
newzoo

MOBILE

PC
$68.5Bn $35.7Bn

TABLET GAMES

" $13.6Bn

BROWSER PC GAMES
$3.5Bn

-15.1% Yoy

2019 TOTAL

M $152.1Bn
N +9.6%

BOXED/
DOWNLOADED
PC GAMES

$32.2Bn Mg
CONSOLE

$47.9Bn 49

+13.4% YoY

Source: @Newz00 | 2019 Global Games Market Report
rewz00.com/globalgamesreport

[ $68.5Bn

Mobile game revenues in
2019 will account for 45%
of the global market.

2020/10/25



2020/10/25

2020 Global Games Market

Per Device & Segment With Year-on-Year Growth Rates
newzoo

MOBILE

PC
$77.2Bn $36.9Bn

+13.3% Yo

1 $77.2Bn

Mobile game revenues in
2020 will account for 48%
of the global market

$13.7Bn $3.0Bn

+2.7% Yoy 2020 TOTAL -13.4% YoY.

$159.3Bn

GavES +9.3% #C GAMES

$63.6Bn Yov $33.9Bn

15.8% Yoy +6.7% Yoy
CONSOLE

$45.2Bn

Source: €Newz00 | 2020 Global Games Market Report | April Update
newzo0.com/globalgamesreport
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Game Localization

Produce a target market version with the same
m 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).

Game Localization

m 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

9
Game Localization
m Multimedia, multimodal, interactive, non-linear
texts designed to entertain.
@ Features of technical translation, software
localization, AVT and literary translation.
A Constrained translation.
10
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Priorities

Reproduce gameplay experience of original
Domestication vs. foreignization

Creativity -> transcreation

Idiomatic language

Clarity, brevity, user-friendliness

Consistency in transmedia products

11
Constraints
Space limitations
Unstable source text
Non-linear text
Lack of context -> Blind translation
12
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Constraints

Multiple semiotic channels

The memory unit <NAME>

" Use of variable and was removed during use.
.L. concatenatlons <ACTION> failed. Press A to
continue.
Text with control codes <subtitles text="NUMBER
</> ! 6..." time="14"
html or xml code duration="2" />
13
Levels of Localization
-
—
(Chandler and Deming, 2012)
14
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Localization Models: When?

i N

Post-gold Simultaneous shipment

15
Post-gold Model
On;srg;igi;nal » Familiarisation ’ ggcr:ess:csa'rc]ct) » Shorter QA
finished original
16
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Parallel
release of
original & . e
localized
versions

Sim-ship Model

Agile . Unstable
alization source text translation

[ W Longer QA

17
Agile Localization
® 2 Q Ve
CONTINUOUS RETRANSLATION FAST TURNAROUND 24/7 LOCALIZATION
DELIVERY AND CONSTANT
UPDATES
18
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Localization Models: Who?

IN-HOUSE OUTSOURCING CROWDSOURCING

19
Supervised by Translators have Emphasis on
developer/publisher access to the original translation process
20
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Outsourcing Model

External Agile Localisation Blind Emphasis

21

Crowdsourcing Model

Non or little
monetary
reward for

participants

Between Improve

professional production Passionate &

knowledgeable
users

Keep costs

and fan capacity and down
translation speed

22
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Crowdsourcing - Issues

it A > [

Recruitment of Difficulty to Participants’ drop Quality
right participants control rates
Security Translation

inconsistencies

23
Crowdsourcing: Mixed Model
Langu.age Translation Translation
>EIVICS management review
provider (LSP)
24
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Which Model to Choose?

Established
vs. indie

developers

.
¢

®

Budget and
time

25

Localization Process

* Preparation of assets -> Loc Kit

Prelocalization™ B

* Glossaries and style guides

o Translation

* Review

* Editing

* Recording (if applicable)

* Implementation

POSIOcalization * Quality assessment

* Translation of manuals and associated materials

26
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Agents involved

Localization

coodinator

Localization
engineer

Translator(s)

4

Linguistic

Reviewer(s)
testers

Functionality
testers

27
Assets to translate
[ -
IN-GAME TEXT ART ASSETS AUDIO AND MANUAL AND
(TEXTUAL GRAPHICS) CINEMATIC ASSETS ASSOCIATED
MATERIALS
28
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Common File Formats

N4
-

29
A B |
1 String ID EN DE
str_quest_quest_wiping_gangs_
2 button_3 Attack
str_message_not_enough_warri Recruit
3 ors_button
4 str_message_all All
str_quest2_header
Order
str_quest_quest_firestation_u
_quest_guest_| _upg Start
rade_2_button
Source: http://1uptranslations.com/en/localization-blog/2016/03/how-to-translate-a-game-for-locjam
30
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Tools

Word processing,
spreasheets

CAT tools

Translation and
content
management
systems

Proprietary Tools

31

Tools

Sublime Text

32
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Tools

% memoQ E4 MEMSOURCE

SDLU

XTm e. POEditor

International

%)) SMARTLING

[
wordbee

JUZZING OUTSIDE THE BOX

& crowdir

transifex

33
GAME
ENGINE
CONTEXTUAL
INFORMATION
ASSETS
XL5C TGN
ASSETS N L\-ﬁ
W TRANSLATION
FUNCTIONALITY
an LOCALIZATION
QA
Source: https://www.keywordsstudios.com/content/uploads/2017/08/XLOC_Localization-Management-Solutions.pdf
34
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Translation Management Systems
(TMS)

messassing system,
queries to developers

Integration with
developers’ systems

Communication tools:
Automation: import, Glossary and reference automated
export files, send materials, character notifications,
notifications limitations

35

Proprietary Tools: Bioware

=@
=@ [pronor_liar: pai
- DEFAULT: : Liata. Go. Now
=@ [pronor_lizra) Aye, aye.
-5 [CONTINUE]
=@ [pronor_liara] Everybody inl Go, go, go!
=) [END DIALOGUE]
=@ [pronor_kaidan] Commander.
- DEFAULT: : Kaidan. Go. Now.
= @ [pronor_kaidan] Aye, aye.
E-cp [CONTINUE]
< I

C |
L]
Teut | Scipts | Voice Over | Cinematics Edter |ALE | General Comments |
|- Paraphrase / Text

GUI Stye: Category Paraphiase: STRREF = 194164ters: 25

[ | [Defaut ] [There's no time to argue.

VD Test: STRREF = 134156
F VO has been recorded for this node. f | overide

[ need youto get the crew onla the evac shullles 1 ake care of
ok,

Countwords: 16 Leters: 75 DLG: m@r Riequies V0

| Editor Comments

paragon path

/0 Cor ]
Tiyingto use reason and compassion to make &
point

Text

This is a new string!

Description

This provides background information regarding the] string

@ne s Translation |~ Requires YO Update Apply Cancel

36
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Conversation Previewer

nversation Previewer, v’

Fle Edt Vew Toos Window Help

x
" csper2_bridge_trap_d.cpf 4bes
String D Engish
269406 1t doesrit make sense for Cerberus o sellus oL, It Just doesn
[269495] 269438

= [ [CONTINUE] -~
{8 [loker] Uh... Commander, We've got snother problem, The Colector ship s powering up.
[Mranda Lawson] There has to be same other explanation! The I lan wouldrit do ths to us. He... he just wouldrt
{8 [Joker] Uh... Commander, We've got another prablem, The Collctor ship s powering Up.
=0 us out. It
L other explanation! The it do this to us. He... he just wouldn't!
= @ [conTIvE]
18 Uicker) Uh... Commander. We've got another problem, The Colletor ship is pomering up,
Commander. We've got another problem. The Collector shi is powering up
Tcant believe Cerberus just turned it back on us.
Doker] Uh... Commander. We've got problem. The Collector
IUE]
[Joker] You need to get out before ther weapons came onlie. I not losing another Normandy!
- o)
<

Node Info | Avaiable Audio
Engish:

Variant 1: Variant 2:

It does't make sense for Cerberus to sellus out. Tt
just doesn',

Description:

thinking hard to come up with a reasen, frowning. Speaker Character: ‘ Jacob Taylor
knew they were bad, but had talked himself into

| vistener character:  [Player ]
believing they were on his side.

Speaker Gender: | Male | ustener Gender: 772 ]

TextStringID: [ 269406 | paraphrase string 0: [-1 ]

Log Window 2 x
[Ready

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

37

Project Example by Allcorrect

GAME LOCALIZATION: ANTHEM

ABOUT THE PROJECT
Services: game localization.
Languages: English, Russian.
Timeframe: from April 2018 to February 2019.
Size: over 365,000 words.
Team: 2 translators, 4 editors, 1 project manager.

Source: https://allcorrectgames.com/service/game-localization/

38
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Project Example
by Level Up Translation

LOCALIZING ol
an 80,000-word RPG in 6 languages

12 6
translators editors

30

o % days of work
500 Q&A to

the dev team
+10k team Ievel'-r; ®
messages translation

39
Localization is key to the global Growing demand, increasing Tendency towards sim-ship and
success of the video game volume and number of target agile localization.
industry. languages.
40
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Concluding Remarks

N\
\

Increasing use of tools and Future challenges as the game
automation. industry evolves.

41
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. eATA_AVDivision f /AudiovisualDivisionATA

https://www.ata-divisions.org/AVD/
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