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PozpaxoBano Ha HaykoBUX TIpalliBHHKIB, BHKJIAJadiB, acIlipaHTIB, CTyJCHTIB
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Modern methods of teaching foreign languages and translation in Ukraine and
beyond : the 2™ International scientific and practical Internet-conference proceedings
(Pereiaslav, December 3, 2020) / Ed. by K.I. Mizin; University of Hryhorii Skovoroda in
Pereiaslav. Pereiaslav, 2020. 473 p. (Digital book).

This volume includes proceedings of the 2™ Intemnational scientific and practical
Internet conference «Modern methods of teaching foreign languages and translation in
Ukraine and beyondy, which took place in Pereiaslav on December 3, 2020. The proceedings
are published in Ukrainian, English, German, Polish, French, Russian languages. The theses
are grouped according to the conference workshops. This book is presented for scholars,
lecturers, post-graduate students and all who are interested in methodology of teaching
foreign languages and translation.

BignoBinanabHicTh 3a T0CTOBipHiCTh BUKIaTeHNX Y MyGiaikamiax ¢akTiB, a TaKoK
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LOCALIZATION OF VIDEO GAMES IN THE CONTEXT OF
AUDIOVISUAL TRANSLATION

Since video games are an interactive, audiovisual, multimedia, and
multimodal product, the relationship between game localization and
audiovisualization deserves special attention. It should be emphasized that
although the study and preparation of video game localization is a part of the
study of audiovisualization, the practice of translation differs significantly in
both arcas. Translators working with a game script usually do not have
access to the original text, which is an important source of visual context.
Thus, translators may not know whether they are obliged to adjust their
translations according to the movements of the lips in the original or not.
Such problems can be overcome by providing screenshots or contextual
information about the scene. It would also be useful in the game script to
provide information about the symbolism of the speech used, as in the case
of dubbing for television or film. It would be useful to clearly indicate all the
close-ups, so that translators know the need to take lip synchronization into
account. Some AAA games use artificial intelligence — driven facial
simulation technology to match the character’s animation to the in-game
audio. It is also suggested to use video of the face when the actors record the
lines for the original version. These images can then be used to create 3D
models that serve as reference material for translators.

However, this approach is more commonly used in the film industry, it
has not yet become widespread in the process of localizing video games.
Thus, the issue of dubbing in games and the approximation of this process to
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the practice of duplication in other areas of audiovisual translation remains
insufficiently studied (2).

The subtitle is another issue in the process of localizing a video game.
Subtitle standards used in other media, such as television, DVDs and
movies, are often not applied in games. It is not uncommon to find single-
line subtitles of 72 characters or more, small fonts, color mismatch between
subtitles and background, poor segmentation and lack of synchronization
between audio and subtitles. This may be due in part to technical aspects, as
in some cases video game software automatically projects subtitles into
images. In addition, there are no examples of subtitles for people with
hearing impairments today, and some games do not contain subtitles in the
original language or subtitles for all elements of the game that contain audio.
This creates difficulties for people with hearing impairments.

It should also be emphasized that for console games, video game testing
companies require that subtitles in the original language to be transcribed
verbatim. This means that there can be no reduction for subtitles, and some
players may not have enough time to read them. Considering that players
often have to perform other tasks in the game while reading subtitles — such
as fighting or driving — non-compliance with the requirements for writing
subtitles can interfere with the gameplay, as players may miss some
information or lose focus on the task.

When it comes to using subtitle programs, video game translators don’t
always work with them. Instead, they use Microsoft Excel or translation
memory (TM), so the process of translating subtitles is not really different
from translating other components of the game. In addition, game translators
may not have information about the timeline or location changes in the
game. Thus, the method of transmitting subtitles for the game is very
different from the method of subtitling for other audiovisual translation
products. Additional research on current subtitling practices is needed to
develop guidelines or standards for game subtitles that take into account the
multimedia nature of video games and their interactivity (3).
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Thus, it should be emphasized that cooperation between industry and
science is important for improving the practice of dubbing and subtitling in
video games. There is an urgent need for developers and publishers to realize
the importance of ensuring good quality of dubbed and subtitled games for
their users, as this will improve the gaming process and, as a result, facilitate
the sale of video games on the international market.
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