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AHHOTaNUA

B naHHONM cTaTbe pacCMOTPEHO TIOHSTHE <«JIOKAIM3alUs» B KOHTEKCTE
BUJICOUTPOBOMN MHIYCTpuUM. [IpoBOIUTCS pa3srpaHUYCHUE TEPMHUHOB «aJanTalius»,
«SI3BIKOBAsl JIOKQIM3ALMSI» W «IIEpeBOA». ABTOpaMU PACCMOTPEHBI  THIIBI
JIOKaIU3aliH, OTJINYAIOIIUECs MOJTHOTON MEepeBoia UCXOAHOTO TEKCTa BUICOUTPHI
Ha SI3BIK TIepeBojia. B xo1e nccnenoBanusi ObUTH BbIJIEIEHBI TPYIHOCTH, C KOTOPBIMU
CTaJKUBAIOTCS  JIOKAJIU3AaTOPbl TIPU TEPEBOJIE KOMIBIOTEPHBIX TEKCTOB U

KYJbTYPHOU U TEXHUYECKOM aJanTaluy IpPOIyKTa.
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DIFFICULTIES IN VIDEO GAME LOCALIZATION WHEN TRANSLATING
FROM ENGLISH INTO RUSSIAN
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Abstract

This article examines the concept of «localization» in the context of the video game
industry. A distinction is made between the terms adaptation, language localization
and translation. The types of localization that differ in terms of the translation
completeness of the in-game source text are considered. The authors highlight the
difficulties that localizers face when translating computer texts and doing cultural

and technical adaptation of the product.
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Ha cerognsmHnii MOMEHT BHJIEOWUTPA CTaja OAHOW M3 CaMbIX IMONYJISIPHBIX
ayMOBHU3yalbHBIX MNPOAYKTOB M, €CIM paHbllle He TpeOoBama OT TMepeBona
JNETAIBHOCTU M y4YeTa KYyJbTYPHBIX OCOOEHHOCTEH WLEIEBOM CTpaHbl, MOCKOJBKY
3a4acTyl0 OblJa JIOBOJIBHO NPHUMHUTHUBHA B CIOKETHOM IUIAHE M HIPOBOM
uHTepdelice, TO Ha CEroAHSIIHUNA MOMEHT INEPEBOJ U JIOKAJIM3ALUs BHUJIEOUTPHI
OIpENENAIOT €€ cyAbOy Ha LENeBOM pbIHKE. B CBA3M € 3TUM aKkTyalbHOCTh

HCCIICAOBAHUA HNAHHOI'O BOIIPpOCaA O6YCJIOBJ'ICH8, COBPCMCHHBIM ITOJIOKCHUCM

OHeBHUK Haykn | www.dnevniknauki.ru | CMW 371 Ne dC 77-68405 ISSN 2541-8327




2024
Ne5
OJIEKTPOHHBIM HAYUYHBIN J)KYPHAJI « THEBHUK HAYKHW»

BHJICOMTPBI, KaK OJTHOI'O U3 TJIABHBIX M OBICTPOPA3BUBAIOIINXCS ayIHOBHU3YyaJIbHBIX
IPOJYKTOB, TPEOYIOMHUX OT TMEPEBOMYMKA KPOIOTIMBONH TBOPYECKOW pPadOTHI U
BHUMAaHMS K KKJIOU OTJICJIbHOM JI€Talld UTPOBOI'O MUPA U SI3IKOBOTO TOJISI.

Korma ™Mbl roBOpMM O TiepeBO€ KOMIBIOTEPHBIX HIpP, TO HEU30EKHO
CTAJIKUBAEMCS C TEPMUHOM <WIOKAJIA3ALIMSI».

AHanu3 MHEHUW pa3Iu4yHbIX aBTOPOB-UCCIEIOBATENEH OTHOCUTEIBHO
CYIIIHOCTHA JAHHOTO IOHATHUS IMO3BOJWJI NPUUTH K BBIBOAY, YTO ONPEACIICHUE
Kammpunoit H.A. n [laBnoBa A.B. sBisiercs yHuBepcanbHbIM. [I0 mx MHEHUIO,
Jmokanu3aius (oT jaT. locus — MeCcTO) — 3TO MEPEeBOJ M KYJIbTypHAs ajarTariys
IPOJyKTa K OCOOCHHOCTSM OIPEACICHHOW CTpaHbl, PETHMOHA WM TPYIIbI
Hacenenus [3, ¢. 159]. IlepeBoxa 6e3 yuera HAIIMOHATBLHO-KYJIBTYPHOU crienuuku
1eineBor ayauropuu, kak cuutaer E.B. MenBenesa, BeI3bIBaeT y morpeOuTenei
HernoHumanue [2, ¢. 23].

BiM3KMM MO 3HAYEHHIO TEPMHUHY <«JIOKAUIM3AIM» MOYKHO Ha3BaTh IIMPOKO
U3BECTHBIM TEPMHUH «aJanTtaius». Ajantanus MOApPa3yMEBAeT MPUCIOCOOJICHUE
TEKCTA HA BCEX YPOBHSX SI3bIKA — BKIIFOYAsl U TPAMMATUYECKUM, U JIEKCUYECKUH, U
CTWJIUCTUYECKUN. A JIOKalnu3alus, B CBOIO oOyepelb — IMpOoIecC aJanTaluu
WHOCTPAHHOTO TEKCTa K KYJIbTYPHOMY KOHTEKCTY CTpaHbl, Ha SI3bIK KOTOPOTO
Jenaercs nepeBojl. pyrumu cioBamu, MOXKHO CKa3zaTh, YTO JIOKIM3AIUs — 3TO
OJIVH W3 BUJIOB aJallTAIUU.

Ecnu He wucnonb3oBaTh JIOKAIM3alMIO — TMIEPEBOJ, XOTh M Oyaer
MOBEPXHOCTHO MOHITEH YUTATENI0, HO OCHOBHAsI CEMAHTUYECKasi Harpy3Ka MOXET
OBITH YIYyIIEHA, MOCKOJbKY MEPEBOJ JIUIb SIBISETCS 4YacThl0 OO0JIEE CIIOXKHOIO
rpouecca JOKaIn3aluu.

Takum 00pa3om, AJisi SI3BIKOBOM JIOKAJTM3AlMU MPUHIIMIUATILHOE 3HAYCHUE
UMEeT IMOHMMaHUE «KYJIbTYPhl M CHEIU(DUUECKUX IOTPEOHOCTEH, W KenaHui
ueneBot ayauropum» [l, c¢. 84], UYTO CIYKUT B KayecTBE KpHUTEpUs,

Pa3rpaHuIrBAOIICT O TCPMHUHBI A3BIKOBAA JIOKAJIIU3allWA, adallTaludg 1 IICPCBOM.
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Jlokanu3aiuioo KOMIBIOTEPHBIX WTP TPATUIIMOHHO PA3IUYAIOT MO YPOBHAM
IYOMHBl HApACTAOIIMM  METOJOM: OyMaxKHas JIoKanu3amus (PyKOBOJICTBO
MOJIb30BATENsA, PEKIAMHBIC MaTepuaibl, HAAMHCH Ha KOpPOOKE); SKOHOMHUYHAS
Jokanu3arus (MHTepdeic, CyOTUTPBI, OTUCaHUE); YTIyOJIeHHas JToKanu3anus (urpa
NIEPEeO3BYUMBACTCSA); M30BITOYHAS JOKanmu3anus (JTOKaIu3ylTcs Trpaduueckue
O00BEKTHI); TIyOOKas JioKaiu3auus (TPOU3BOJAUTCS aJanTalys CIEHapus s
KOHKPETHOH cTpanbl). B 3aBucUMOCTH OT crieriuduku mpoeKkTa, Oro/[KeTa u3aaTens,
a TaKKe JPYTUX MPUYHH, CTEIICHD JIOKATU3AIMN MOXKET paznudarscs. OaHako, mpu
T000M 00BEME paboT HY)KHO YUUTHIBATH U OCOOEHHOCTH CTPaHbl, B KOTOPOM Oymer
pacpoCTpaHATLCS MPOAYKT, U CHEU(UKY CaMOW UTPHI.

Jlokanuzanus BUJIGOUTP COMPSDKEHA C PA3IMYHOTO pojAa TPYAHOCTSMH, HO
OOBIYHO MO00HBIE CIIOXKHOCTHU CBSI3aHbI C YCIOBUSIMHU MEPEBOAUECKOT0 XapaKTepa,
aJIaTHPOBaHNE HAIMOHAIBHBIX OCOOCHHOCTEW S3bIKa OpPHTHMHANA U C PAIOM
TEXHUYECKUX OCOOCHHOCTEH, KOTOphIe HEOOXOJMMO YUYWUTHIBAThH IS COXPaHEHUS
paboTOCIIOCOOHOCTH CAMOI'0 UTPOBOTO MPOAYKTA.

BrigensiroT cnemyronme 0CHOBHBIC TTPOOIEMBI TIPH JIOKAJTU3AINH BUICOUTP:

1. CnaGoe B3ammojelicTBHE pa3pabOTUMKa M JIOKAJIW3aTopa, B PE3ylbTaTe
9Yero BO3HHUKAET PsJ CICAYIONUX MpoOJeM: HECTPYKTYpUPOBAHHBIM (opMar
J0KUTOB ((paityioB, 1€ MPeICTaBICHbI TEKCTHI JIJIsl IEPEBO/IA), HEXBATKA KOHTEKCTA,
MHOKECTBO MEPEMEHHBIX, CIELICUMBOJIOB, IEPCOHAXKU HEMZBECTHOIO TOJA.

2. Jlekcuueckue TPYIHOCTH U OUIMOKH, KOTOPbI€ MOTYT BO3HUKHYTH IpPH
NEPEBOJIC MIUOM M YCTOWYMBBIX BBIPAKEHUH, OTCBIIOK («IacXajloK»), IIYTOK,
CIO’)KETHOTO (SMOLMOHAJIIBHOI'0) CMBICA, TOJIb30BAaTEIbCKOIO HHTEpdeiica B
urposom auckypce. K nmpumepy, He3amMeueHHOM OKa3anach yIylIeHHas OTChUIKA K
onnomy u3 cosnareneit urpel «The Last of Us 2 (2020)», Huny [Ipakmanny (Neil
Druckmann). B omgHo#l 13 3amucok, KOTOPYHO HaXOAUT WIPOK, HamucaHo: «Dr.
Uckmanny. Eciu coenuHuTh 00a Ci10Ba, TO MBI MOTYyYUM (DaMHIIUIO CIIEHApHCTA.

OnHako nepeBOYMKHY nepeBeu: «/1-p YKMaHH».
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3. KynbrypHble pa3nuyusi, KOTOpbIE MOTYT TMOBJHUSATH HA BOCIPUATHE
L[E€JIEBBIM UTPOKOM HUIPOBOr0 IMpolecca U norpyxenue B urpy. Hammume B urpe
KYJIbTYPHBIX OCOOCHHOCTEH WJIM KOHTEHTA, HEMOHATHOI'O WU OCKOPOUTETHLHOTO
JUTSI 1I€JIEBOTO UTPOKA, MOKET OTPULIATEIBHO MOBIUATH Ha BOCIIPUSATHE UTPHI U €€
npoAaxu Ha JaHHoM tepputopuu. Hampumep, urpa Kakuto Chojin: Back Alley
Brutal (2002) Obuta 3anpeliieHa B MyCyJIbMaHCKUX CTpaHaX, MOCKOJIBKY COZeprKalia
3BYKOBYIO JIOPOXKKY C BOKaJIbHBIM ITEHHEM HEKOTOPHIX cTuxoB Kopana [4, ¢. 27].

4. TexHUYECKHUE CIIOKHOCTU, KOTOPBIE OOYCIIOBJICHBI PAa3IMUUEM B JJIHHE
CJIOB, CKOPOCTHM pPE€YM U OrpPaHUUYEHUSMH Ha PECYpPChl, B KOTOPBIX XPaHUTCS
TEKCTOBas, rpaduveckasl U 3ByKoBasi ”HGOpMAIIHSL.

Takum 00pa3oMm, HEOOXOAWMO TOMHHUTbH, YTO JIOKAIM3alUs — 3TO
KOMIUIEKCHBIN TMPOIECC, KOTOPBIA OOBIYHO BKJIIOYAET B ce0s: MEPEBOJ HUIPHI,
KyJIbTYpHYI0O M TEXHMYECKYIO aJalTaluio NpoAykTa. Jlokamuzaropy cieayer
YUYUTHIBaTh BCE BBIIICIEPEUYUCICHHBIE OCOOEHHOCTHU, YTOOBI IMOJHO U TOYHO
nepenarb 3aJyMKy pa3paloTdyMKa WIpbl W CJAeNaTh KayeCTBEHHYIO paboTy M0
OCYLIECTBJIEHUIO aJaliTalliy TEKCTa Ha SA3BIK EPEBOJIA.
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