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ABSTRACT

YILDIZ, Sena Nur. 4 Study on the Effects of Translation Strategies on Video Game Immersion:
The Case of 'Bastion', Master’s Thesis Ankara, 2025.

The main focus of this thesis is the possible relationship between video game immersion and video game
localization. Video games are basically multimedia products that aim to "immerse" players within the story
and fictional world. Localization of narrative elements is deeply intertwined with immersion. The main aim
of this study is to identify to what extent translation strategies affect the immersion level of video games.
Another aim is to focus on the process itself, and identify in what terms the translation choices and work
methods, such as roles and software use, of volunteer teams differ from professional teams. For this
purpose, two different localisations of the same video game, Bastion, has been produced by two groups of
translators, one of which consists of fans with no professional experience and the other consists of
professionals. The techniques used in these translations has been analysed to highlight differences.
Afterwards, two different player groups played the game with these translations to evaluate the differences
in immersion levels. Results of the study indicate that there are no meaningful differences in terms of
translation techniques, and teams worked in similar fashion except for software use and involvement of
LQA procedure. The immersion scale results of players who experienced this localized target texts proved
to be similar as well. It can be argued that the reason for this may be the fact that similar use of techniques.
With this study, the importance of further studies focusing on the relationship between different genres of

video games, immersion and translation is highlighted.

Keywords

Video Games, Video Game Localization, Immersion, Fan Translation
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OZET

YILDIZ, Sena Nur. Ceviri Stratejilerinin Video Oyunlarinda Sarmalanmaya Yaptigr Etki
Uzerine Bir Calisma. 'Bastion’ Ornegi. Yiiksek Lisans Tezi, Ankara, 2025.

Bu tezin odak noktasi, video oyun yerellestirmesi ve video oyunlarinin sarmalanma etkisi arasindaki
iligkidir. Video oyunlari temelde oyunculari hikaye ve kurgusal diinya i¢inde "sarmalamayi1" amaglayan
coklu ortam firlinleridir. Hikaye anlatim elementlerinin yerellestirilmesi sarmalanma etkisini derinden
etkilemektedir. Tezin ana hedefi, geviri stratejilerinin video oyunlarindaki sarmalanma diizeyini ne 6lgiide
etkiledigini tespit etmektir. Tezin bir diger amaci da siirecin kendisine odaklanarak goniilliller ve
profesyonellerin yaptigi se¢imler, roller, kullanilan yazilimlar gibi hususlarin ne 6l¢iide farkli oldugunu
ortaya koymaktir. Bu amagla biri profesyonel deneyime sahip olmayan hayranlar, digeri profesyonel
yerellestirme uzmanlarindan olusan iki ekipten ayni oyunu, Bastion’1 ¢evirmesi istenerek iki farkli geviri
elde edilmistir. Cevirilerinde kullanilan teknikler, aralarindaki farklar1 irdelemek i¢in Analiz edilmistir.
Sonrasinda sarmalanma diizeyini 6lgmek igin iki farkli oyuncu grubundan bu gevirileri barindiran oyunlari
oynamasi istenmistir. Calismanin sonuglari kullanilan ¢eviri teknikleri arasinda anlamli fark bulunmadigini
ve ekiplerin yazilim kullanimi ve yerellestirme kalite giivence prosediirii disinda benzer sekillerde
calistigini ortaya koymustur. Sarmalanma 6l¢egi sonuglarina gore yerellestirilmis hedef metinleri oynayan
oyuncular da benzer sarmalanma diizeyleri deneyimlemistir. Bunun sebebi kullanilan ¢eviri tekniklerinin
benzer olusuyla iliskilendirilebilir. Bu ¢alismayla farkli video oyun tiirleri, sarmalanma ve ¢eviri kesisimine

odaklanacak gelecek calismalarin dneminin alt1 ¢izilmektedir.

Anahtar Sozciikler

Video Oyunlari, Video Oyunu Yerellestirmesi, Sarmalama, Hayran Cevirisi
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INTRODUCTION

Games have been one of the hallmarks of human interaction ever since known history.
From the first board games uncovered in archaeological excavations with ages spanning
millennia to the arcade boom of the 90s, gaming has always been a most popular way of
entertainment for many people all around the globe. Unifying communities and paving
the way for new, innovative ways of storytelling, games kept challenging what it means

to create new experiences for everyone.

When we look at the 21 century, it’s obvious that the video games industry turned out
to be a phenomenon no one could imagine. According to a news article by Mediacat
(2024), the 2024 State of Gaming Report by Dentsu Gaming and GWI indicates that the
gaming industry has a market value of $184 billion, while the global box office and the
music industry are worth $33.9 billion and $28.6 billion, respectively. Meaning, this
somewhat new industry surpassed the total revenue of the cinema and music industries,
which is huge considering the long history of its opponents. The shift is so great that right
now, we even see these long-established industries try to get a slice of the cake: Movie
and serial adaptations of gaming franchises like The Last of Us, Uncharted and Warcraft,
and artists such as Travis Scott and Sabrina Carpenter collaborating with Fortnite to use

their likeness and music in game.

It wouldn’t be false to say that the sharp turn of globalization, which is powered by the
development and spread of the World Wide Web and new technologies, benefited the
gaming industry immensely. Dentsu’s findings indicate that as of 2024, 2.4 billion use a
device to play games, and the situation is no different in Tiirkiye: According to the
“Turkiye Game Market 2024 Report” by Gaming in Tirkiye (2025), there are
approximately 48 million gamers playing video games on mobile devices, PCs and

consoles, with numbers increasing sharply each and every day.

This puts a huge responsibility on the ever-growing localization industry of Turkey.
Despite the efforts of fan communities and professional organizations and an increase in
new games gaining official Turkish language support, lots of games still lack Turkish as

a language. The existing language barrier directly affects how a content is experienced,



impacting the intended effect of the games themselves. Through this study, the aim is to

shed light on the relationship between localization and gameplay experience.



CHAPTER 1

BACKGROUND

In this chapter, general information on the thesis will be provided to give insights on the

aim, research and importance of the study.

1.1 AIM OF THE STUDY

The main purpose of this study is to build a bridge between video game studies and
translation studies by highlighting the impact and importance of localization practices

adopted in the localization of video games.

The primary aim of this thesis is to identify whether the translation strategies adopted in
video game localization affect the immersion level of video games. For this purpose, two
groups of translators with different backgrounds in localization, professionals and fan
translators, provided localization for the source material, Bastion. Afterwards, these two
different localizations of Bastion were played by two groups of players. Players then filled
out “A Questionnaire of Player Immersion in Computer Game Narrative”, presented by
Qin et al. (2009), to see if different translation strategies provided different degrees of

immersion.

The secondary aim is to find differences in the practices of fan translators and professional
translators. Translation strategies were analysed by the researcher to identify their
decisions, as well as first-hand experiences of translators to get insights on the tools they

used, the challenges they encountered, and the roles they took on.

With the findings of these analyses, I hope to uncover results that are relatable and
applicable in both industry and academia, as well as pave the way for more studies that

combine video game research and localization.



1.2 RESEARCH QUESTIONS

This thesis is a multi-layered study, in which both qualitative and quantitative data were
analysed to answer multiple questions to highlight the relationship between immersion

and the act of localization as follows:

Research Question 1: Do translation strategies have an impact on the effect of immersion
that players experience in video games? If they have, to what extent and which strategies

provide the higher degree of immersion?

Research Question 2: What are the differences between the practices of professional and
fan localizations in terms of software (e.g. CAT Tools), challenges (e.g. Hardships
encountered during translation process such as lack of context), and work (e.g. Roles they

adopted through the translation process, if any)?

Through research question 1, the effect of translation strategies on player immersion will
be investigated. Immersion, which will be further explored in Chapter 2, Theoretical
Background, is a fundamental concept of video game studies in which the game
developers aim to “immerse” their target players within the fictional world of a video
game. For this purpose, they use a wide range of tools such as audio, visuals, and narrative
elements. Since localization has a direct connection to narrative elements and also aims
to provide the best possible experience for the players, it can be argued that it has an
impact on immersion. The question of “To what extent?” is the focal point of this thesis.
In order to identify this extent, the immersion scaling questionnaire has been used, which

will be further explained in upcoming chapters.

With the research question 2, the process of localization itself will be investigated.
Although fan translation communities such as anime subtitlers are researched in various
works, “there has been a lack of scholarly work in Translation Studies focusing on the
fan translation phenomenon applied to video games” (O’Hagan & Mangiron, 2013). With
this study, differences in practices of fan translators and professional translators who
provide localization for the same source material will be highlighted. The tools they use,
the roles they adopt within the team, and the challenges they encounter, how they choose

to resolve them, and what sort of translation strategies they use will be analysed.



The expected results are:

1) One of the target texts ensures a higher degree of immersion, although it is hard to
determine whether it will be a professional text or a fan text. TT produced by
professionals has a higher chance of providing this since they have a background in
industry and expertise in working on a large variety of video game localization projects.
However, fan translators, who are also gamers themselves, know gaming environments
and expectations of player communities very closely. So, it would not be too far-fetched
to assume that they could provide a high degree of immersion as well. Nevertheless, the
expectation is that texts will provide different degrees of immersion since there will be

two different localizations experienced by two player groups.

2) Professional translation practices have a more structured approach since they are more
familiar with industry standards and tools. Since fan translators are generally members of
communities with little to no background in professional localization and translation
practices, they generally tend to use free, accessible, and basic tools at hand. On the other
hand, industry professionals are familiar with a wide variety of computer-assisted
translation (CAT) tools, and concepts such as localization quality assurance (LQA), and
work in teams with different roles such as project manager, reviewer, and QA specialist.

Thus, it is expected that they will have a more structured approach to the process itself.

1.3 IMPORTANCE OF THE STUDY

Although there is a number of research in both globally and locally, using different
languages and game types as case points and mentioning “player immersion,” there is still
a lack of studies focusing on player experience and localization. As Mangiron (2017, p.
88) states, "as far as participant-oriented research is concerned, as already mentioned,
reception studies are still fairly scant and more comparative, cross-cultural,
interdisciplinary experiments are necessary in order to analyze aspects such as player
experience, immersion, and engagement”. This, combined with the ongoing need for
more research on video game localization, makes this study a worthy contribution to the

literature, as its main focus is the relationship between translation and player immersion.



The same can be said about the fan translation communities in video game localization.
Mangiron (2018, pp. 130-131) highlights the need for further research on players'
reception of fan-localized versions and the officially localized versions of games.
According to Mangiron, "this in turn could help developers and publishers to tailor
localization strategies, by taking into account the audience, genre, theme and cultural

content of a game” .

In the context of Tiirkiye, although valuable, there are very few studies focusing on both
video game localization and local fan localization practices. Sarigiil and Jonathan
Maurice Ross, (2020) focused on potential similarities and differences between
community translation processes in volunteer and professional video game localization
in Turkey, in similar fashion with this study. They carried out interviews with members
of a volunteer video game localization community and a professional localization
company. The findings from the interviews indicated that they resembled one another in
terms of management, participation, and closed community structure, yet the volunteer
community sometimes displayed more flexibility. Karagdéz (2021) focused on indie
gaming communities through an Indie Game Localization Facebook page to shed light
on the concept of “agency” in online relationships among translators and game
developers. Results of his study indicate that online and offline interaction and
collaboration is closely tied, and aforementioned groups gather and mutually benefit from
interacting through cyberspace. Odacioglu (2015) analysed voluntary translation of the
game Wolfenstein: The Old Blood in terms of translation approaches, as well as user
comments regarding to the translation. Interview with the responsible translator working
in the project as well. Findings indicate that choices in translation could both increase and
decrease the playability of the game by players, but general responses were positive
especially with translations including daily speech in Turkish. He also pointed out that
volunteer translation acts could increase the games sales and benefit the developers who,
as a result, would not need to spend funds for localization. Another study by Canbaz and
Oncii Y1lmaz (2019) highlights the importance of translation in story-driven video games
by analysing the translation of The Last of Us through the descriptive approach of Gideon
Toury, regarding translators as communication experts. According to their findings,
although video games could be analysed under the umbrella of audiovisual translation,

their specific norms needed to be researched separately. They underline that Turkish



localization could be beneficial to create a discourse that is relatable to Turkish players,
and translators to be more involved in the game development process as communication

experts.

These studies each make important contributions, but in the literature, it is apparent that
more studies focusing on the process, different strategies, and immersion are needed in
the Turkish context. Fan localizations of video games that lack official localization
support in Turkish can present a solid case for the need for Turkish localization in more
games and genres. The study on these communities would also be beneficial for
professionals, as well, since these fans stem from gaming communities themselves and
reflect their own expectations from a localized game to their own work. This study is a
contribution to the literature, both highlighting the need for more studies and diverse

approaches to video game localization research.

1.4 SCOPE AND LIMITATIONS

As mentioned above, analysing video game localization can shed light on communities,
practices, translation strategies, and the narrative of video games, as well as different
genres of video games. This study, however, will be limited to a single video game of the
role-playing genre, its translation in English-Turkish language pair, two specific groups
of translators, fans and professionals, and the relationship between localization and
immersion. This limitation helps focusing on differences between two different groups of
translators, fans and professionals, and the concept of immersion. However, studies
centring around different genres, groups, players and locales could definitely benefit the

academia.



CHAPTER 2
THEORETICAL BACKGROUND

The aim of this chapter is to provide information about the concepts related to the study such as

immersion, video game localization and video games.

2.1 A BRIEF INTRODUCTION TO VIDEO GAME STUDIES

Video games can be defined as interactive media in which players experience different
situations, stories, and virtual realities. Video games have multiple dimensions, such as
graphics, mechanics, music, and storytelling. By utilizing these dimensions, developers

aim to “immerse” the players within virtual worlds.

It can be argued that research in video games is divided into two groups: Ludologists and
narratologists. This division reflects on how video games are defined and analysed in
academia as well. Ludologists approach video games more “mechanically”. Aarseth
(2023, p. 257) defines critical ludology as “an approach to video games that is sceptical
of the attempted marriages between game design and storytelling”. Juul (1999), one of
the most prominent ludologists of the field, argues that computer games and the narrative
share some traits - both are temporal, for example - but apart from that are radically
different. Narratologists, on the other hand, highlighted video games as interactive
storytelling mediums. Arsenault (2014, p. 593) states that the most common research
conducted on narrative content in games has focused on the narrative structures of games
to identify the repeating ways in which interactivity can result in narrativity. These two
different groups of schools of thought make it difficult to provide an ultimate definition
of “video games”. But these different approaches and definitions also highlight the
complex nature of video games themselves by focusing on different aspects of video
games: Games as a system that puts playability and design above the story, and games as
a new and interactive medium of storytelling that uses playability and game design for

narrative purposes.



2.1.1. Video Game Genres

The topic of genre is also a heated source of discussion among video game researchers.
Although there are a number of defined and established genres among gamers, a general
consensus in academia is yet to be achieved. Apperley (2006, p. 8) claims that "the
established genres of video games, while being substantially different from literary or
filmic genres, still emphasize representation over any notion of interactivity". Clarke et
al. (2017, p. 2), state that games have such a high degree of novel complexity that
contemporary video game genre labels and classification systems can't capture it. They
argue ongoing trend for developers to follow established genres in practical game
development could result in the cultural maturation of video games, as well as to the
maturation of video game genre labels, perhaps even the field of game studies. Genre
studies are also an important aspect fort the research on VGL in translation studies.
According to O’Hagan & Mangiron (2013), knowledge of specific necessities of video
game genres can help translators to find appropriate translation strategies that could
minimize translation errors, which in return, could affect player experience in a positive

fashion.

On Steam, the largest PC gaming market and social platform, some of the game genres

are as follows:

Action: According to Arsenault (2014, p. 295), “the defining factor of ‘action’ games
appears to be the importance of the player’s sensory-motor skills in performing the
various actions needed to progress through the game’s challenges”. Exciting and
energizing, action games put players into different “action-packed” situations to adapt
and overcome. An example of this genre is Call of Duty series, a first-person shooter in
which the player takes the role of a soldier in fictional war scenarios and overcomes

combat challenges through a variety of arsenal such as guns and bombs.

Indie: Indie games are video games developed and/or by independent developers with
generally limited budgets and with a relatively small group of people. This classification
is based on the scope of the development conditions themselves rather than the content
of the games. Bastion, the source material of this thesis, which will be further explained

in next chapters, is also an indie game in terms of development scope.
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MMORPG: Massively multiplayer online role-playing games, also known as
MMORPGS, are games in which a large number of players play online at the same time.
These games provide a basis for player interaction in which players form groups,
communicate and strategize together as they progress through the game’s story and
overcome challenges. World of Warcraft is an example of this genre, in which multiple
players gather in online fractions, create their own characters and progress through the

story and challenges altogether through teamwork.

Adventure: Adventure games are narrative-driven games in which players solve puzzles
or mysteries as they progress through the story. Monkey Island, in which the main
character progresses through challenges and puzzles in a fictional island to become a

pirate, is an example of this genre.

Role-Playing Game (RPG): Originating from tabletop role-playing games such as
Dungeons & Dragons, RPG is a genre in which players make their own choices
throughout the narration of the game and build upon their characters’ skills as they please.
A prominent example of this genre is The Elder Scrolls series, in which the players create
their own characters by selecting among fantasy races such as elves and dwarves in a
fictional, fantastic world, navigate in the world and progress through the story according

to their own choices.

Simulation: Simulation games “simulate” different situations such as farming, piloting,
and driving. These experiences may tend to be very faithful to their real-world
counterparts. Microsoft Flight Simulator is an example of this genre where players fly
aircrafts that are created faithfully to their real-world counterparts in real-world routes

and real-world airports.

Sports: Sports games enable players to experience sports like football, racing, and
basketball in the likeness of the real world with rules, competitors, and even virtual
audiences. FIFA series is an example of this genre where players play virtual football

with real-life rules in real-life stadiums.

Strategy: Strategy games are games in which players have to develop tactics to overcome

challenges. They may have military and survival settings. Age of Empires series in which
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players take control of different civilizations such as Britons, Mayans and Ottomans, and

strategize to defeat the rival civilizations is an example.

The source text chosen for this study is an indie RPG. Chandler and Deming (2011)
highlight the relationship between narrative and localization through RPGs. These games
have a large volume of texts for translation which rely on character dialogue, cutscenes,
books, and notes found in-game to tell the story. A wide range of text types, from literary
to technical, with the use of literary narrative devices, legal text, and contemporary
dialogue scripts full of street-speak, can be present within one fictional game world. Since
RPGs are closely tied to the literary genre of fantasy (Apperley, 2006), their structure and

characters are heavily narrative oriented

Another important aspect of RPGs is the method of narrative progression. Generally,
narrative driven game genres such as action and adventure put players in different
situations in which they have to adapt, overcome and interact. These games have
prewritten stories, and according to some researchers, them being prewritten could
somewhat restrict the players in their control of the development of the game story
(Heibach, 1999). However, unlike other genres, RPGs encourage and even force players
to make in-game choices and control the narrative aspects. These choices could range
from going to a specific location in a specific manner (e.g. by sea or air), selecting
responses that result in different reactions from non-playable characters in the virtual
universe as they talk (e.g. friendly, aggressive or neutral responses), and completing in-
game missions differently (e.g. in dangerous zones with enemy characters, choosing

between fighting with enemies or remaining stealthy and unseen).

Games, as mentioned, are inherently interactive multimedia in which players take control
in several situations. Whether their narratives are controllable or not, players experience
a fictional situation or a universe interactively one way or another. So, it would be
incorrect to state that other genres with narrative elements are inferior to RPGs just
because their narratives are uncontrollable unlike RPGs. Studies on other video game
genres are equally valuable and needed without a doubt since they could shed light on
different player experiences, genre-specific game design choices, and localization

aspects. However, in terms of this study, it can be argued that RPGs are more suitable for
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analysing the relationship between localized narratives and immersion, which will be

further explained.

2.1.2 Immersion in Game Studies

Studies on immersion take root from the concept of flow: A term that was proposed by
psychologist Csikszentmihalyi (1990). In the state of flow, a situation Csikszentmihalyi
defines as “optimal experience” is achieved, in which a person feels a great sense of joy
and absorption after an accomplishment or participation to an activity. The said activity
could be related to art, sports, literature, anything that makes a person rewarded after
involvement, regardless of the act being mental or physical. This mental phenomenon has
been studied by other researchers with focus on different fields as well. For example,
Chilton (2013) claims that art therapists could benefit from this concept by helping
individuals in art therapy to enter and maintain a state of flow. They state that
achievement of flow would result in an increase of creativity and sense of fulfilment after
therapy. Farsi & Dehnad (2016) focuses on how state of flow could be achieved by
readers through literary narrative devices and proposes that the concept of flow could be
used for literature analysis. In their study on the interaction between human and
information technologies, Agarwal & Karahanna (2000) approaches the concept of flow
as “cognitive absorption,” and describe this condition as a feeling in which people feel a

deep involvement with software.

In game studies, this feeling of absorption and involvement is presented as “immersion”,
which is also the focal point of this thesis. Murray (2017) draws a similarity between this
concept and being submerged in water. According to her, immersion is a mental condition
in which an individual is surrounded by a different, virtual reality that demands full
attention, as if surrounded by a body of water. Ermi and Méyré (2005) define immersion
as " becoming physically or virtually a part of the experience itself". They also point out
that video games are interactive by nature and require active participation of the player to
the game itself, so they state a different form of flow is achieved through gameplay
experience. Another definition by Cairns et al. (2014) also point out to this aspect of

immersion as well by defining it as the engagement or involvement a person feels as a
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result of playing a digital game. As a main component of the game creation process,
immersion is arguably the most fundamental effect that developers aim to achieve.
Regardless of definitional arguments in video game researchers, video games are
inherently interactive media in which players experience a virtual domain. This virtual
domain has multiple dimensions such as control schematics, music, graphics, and

storytelling, all of which requiring attention separately and affect immersion.

Although there are many definitions on what immersion is, how immersion is achieved
is a topic of discussion among scholars. Findings of Witmer & Singer (1998) indicate that
immersion is related to the feeling of being present in a virtual environment. Radford
(2000) states that games are visually stimulating, walking among building masses or
being in spaces but associates this immersive visual stimulation with gameplay and
player's ability to step into a game world through controls. McMahan (2003) also defines
visual elements are crucial to create a sense of immersion since they present the defining
conventions of the fictional worlds, but notes that narrative is equally important in for
introduction these conventions and could help the user align their expectations with the

logic of the world, thus achieving immersion.

Through interviews with players, Brown & Cairns (2004) claim that there are three stages

of how the sense of immersion is achieved:

1) Engagement: Achieved through a gamer spending time and effort playing a game.
If engagement fails, meaning, if a games’ genre or controls does not resonate with
players’ expectations and preferences, players will not put effort for experiencing

a game.

2) Engrossment: Achieved through directly affecting gamers in an emotional
manner. This effect could be caused by visuals, in-game tasks, stories and
characters. Some players participants to their study claimed that in this stage, they
stop considering the unrealistic visual aspects of the game and the game’s world

as fictional.
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3) Total Immersion: Achieved when the only thing players think about is the game
itself. They develop empathy for the characters. This feeling is created through

graphics, plot and sounds combined

Results of the study carried out by Jennett et al. (2008) indicate that once the immersion
has been achieved, the barrier of access, which is affected by interest and investment of
the players and usability of controls, has been reduced. This resulted in less proficient
players not being overwhelmed by difficult controls and more advanced players would
not be bored by over-simplicity. According to the results of their study, the situations
which may result in players being dissatisfied with a game, meaning, affecting their
degree of engagement, could very well be resolved by narratively immersing them into

the fictional world by making them feel as a part of the game.

Morgado and Beck (2020) also point out the relationship between immersion and
narrative, by defining narrative immersion as the sensation of being inside a story, fully
engaged, and accepting the world and events of the narrative as real. In order to achieve
narrative immersion, a stimulating plot, compelling characters, and dramatic situations to

keep the players engaged are needed (Cesario et al., 2023).

However, according to the findings of a study by Sweetser & Johnson (2004), even in
game genres that have little-to-none narrative elements such as strategy games, proven to
benefit the level of immersion. Naul and Liu (2020) also state that a strong narrative
would make an impact on player experience. Design features such as integrated fantasies,
empathetic characters and virtual agents, and personalized narratives existing in
narrative-oriented video game genres such as RPGs were all shown to be potentially

powerful storytelling features, which, as a result, contribute to the immersion levels

2.2. VIDEO GAME LOCALIZATION IN TRANSLATION STUDIES

Video game localisation can be defined as the process of adapting a game technically,
linguistically and culturally in order to market it in different territories (Mangiron, 2017).
As a concept developing along with world wide web (www), information technologies

and associated concepts such as internet, media and software, localization has deep ties
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with internationalization. Chandler & Deming (2011) define internationalization as the
process in which aspects of a product is adapted in accordance with the target language’s
standards. These standards may include user interface, date formats and changes for
languages that are read from left to right and right to left, in short, anything that affect the
usability of a software by the target user. Video game localization, however, is the
translation of the game assets in order to reach international market. These assets may
range from in-game text, also known as on-screen text (e.g. menus, tutorial messages,
weapon, character and ability descriptions) to system messages (e.g. error and
confirmation messages produced by the operating software after running the game

software) (Chandler & Deming, 2011, pp. 144-145).

Figure 1. An example of on-screen texts from source material of this thesis, Bastion.

Evidence of Zull's rage sgainst
the Bastion.

Something broeght out & flash
of violence in the man. He

3, - altacked Rucks and severely
0 Something Greasy damaged the Manument. then

fled in anger.

§ Pushpyn
Ix@) Marshal's Badge

It is also one of the fastest rising topics in translation studies. According to Mangiron
(2017), first research on the topic were carried out by not scholars, but translators who
work in industry with merely six academic papers on VGL were released in 2006. At this
point, the general term of localization was a topic of discussion among translation

scholars, who deny its ties with translation studies and consider it as a separate field called
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“localization studies,” that is closer to communication and information technologies than
translation studies (Achkasov, 2016). These issues were also pointed out by O’Hagan &
Mangiron (2013), who urgently called translation scholars for action to close the existing
gap between industry and academia and address the issues related to the conceptualization
of localization and translation. Researchers like Pym (2014), Nauert (2007) and Sin-Wai
(2012) pointed out these discussions this new practice as well, and defined it as actually

“translation in broader sense” which involves “multimedia integration and hypertext”.

In recent years, both localization and video game localization have turned out to be one
of the established topics in translation studies with more research, congress and journals
dedicated to this field (Mangiron, 2017). VGL and its recognition as a specialized
translation practice requiring technical, cultural and business considerations specific to
games and video game industry (O’Hagan & Chandler, 2016); and translator’s role in
ensuring players are properly engaged has been recognized as well. Through the analysis
of VGL, topics such as gender, crowdsourcing and cultural engagement, can be analysed

and researched.

As stated previously, video game localization practice has strong ties with software
localization since both fields involve combining language translation and software
engineering, where translated text strings need to be appropriately placed within software
to that it could work without any usability issues (O’Hagan, 2006). A huge difference is
that although games localization shares similar aspects with software localization, game
this functionality must be achieved with a high degree of creativity and originality, with
fun and playfulness. Since video games are interactive and affective by nature as a
medium, and their ultimate objective is providing an immersive and entertaining
experience, creating a successful localisation means capturing the cultural aspects as well

as linguistic and technical aspects (Mangiron, 2016).

Another aspect of VGL, which sets it apart than other types of translation, is the
audiovisual elements involved. Audiovisual translation is the practices, processes and
products that are involved in the transfer of multimodal and multimedial content across
languages and/or cultures (Perez-Gonzalez, 2020). Video games belong to interactive
publishing which characterizes that differs from other types of software products. They

contain multimedia elements such as image, text, sound and voice, which all become
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subject to the localization process. This results in games localization to combine software
localization with features of screen translation through subtitling and dubbing (O’Hagan

& Mangiron, 2004).

Bernal Merino (2014) defines audiovisual products such as movies, comic books and
video games as multichannel texts, in which linguistic information works in sync with the
acoustic and visual information that make up the product. These semiotic systems are
creatively combined to achieve a somehow illuminating or even cathartic communication
experience with the audiences of the product. Mangiron (2022) states that in traditional
media such as movies, the interactivity is limited to the cognitive processes that take place
in the receiver’s mind and functional activities like controlling the volume or toggling
subtitles. However, in video games interactivity is a basic feature in which the user
constantly has to respond to the input they receive by making certain choices, selecting

certain elements and interacting with them in order to progress.

Because of its complex nature, there are certain capabilities required from localisation
specialists to have when it comes to VGL. According to O’Hagan (2007) the translator is
expected to convey the game play experience as close as possible to the equivalent of the
original in games localization. Unlike other entertainment genres, such as literature,
cinema or theatre, modern video games involve multimodal spaces that are
technologically constructed through game development process based on software. This

renders itself to various adjustments beyond textual components during localization.

Mangiron (2007) claims that games consist of different assets that require several
translation skills to localize, depending on the text types associated with them, which are

as follows (pp. 311-316):

1) Knowledge of general software terminology and specific games platform

terminology.
2) Familiarity with the specific features of screen translation.
3) Mastering natural and idiomatic language.

4) Creativity.
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5) Cultural awareness.
6) Familiarity with games culture.
7) Familiarity with global pop culture.

Dietz (2007) also sets a list of capabilities for VGL: Computer skills, which will help
translators overcome software related problems and play the game (if provided by the
developers) to get a clear picture, knowledge of gaming, subject matter expertise related
to the game genre, experience in localisation process, and an outlook that is oriented

towards gaming industry and project specifics.

These elements clearly identify why video game localization is different from other
translation mediums and localized materials. Inherently multimodal and
multidimensional materials with their own sub-cultures, which are in the process of
turning into pop culture, impacting their reception by the audiences; video games are
indeed special source texts for localization specialists. Their genres also impact how
localization procedures handled, whether they be narrative oriented games requiring
creativity or hyper-realistic simulation games that need to be translated as realistically
and technically as possible. Its special situation within translation studies highlights VGL

as a research area which needs to be studied and worked on extensively.

2.2.1. Fan Localization in Video Game Localization

The practice of fan localization itself dates back to 1990’s, and first studies on video game
fan localizations carried out on Japanese to English fan translator communities (O’Hagan
& Mangiron, 2013). These fan translators embarked on fan localization projects to
provide translations for Japanese games so that English speaking players could
experience the said games. Another more interesting motivation is their dissatisfaction
with official localizations: These fans felt that they could not experience the games in
same way as the native players, since these official localizations often lacked Japanese

cultural elements.
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These fans, like other fan communities, gather through the courtesy of online
communication channels of Web 2.0 (Hetcher, 2012). However, fan localization of video
games 1s different than traditional fansubs, since games are recognized complex
technological artefacts, which in part characterizes game fan communities’ work
(Newman, 2008). According to O’Hagan (2017), the practice of fan translation goes far
beyond the passive consumption of games, steps into the realm of creation where fans
responded to the linguistic, cultural and technical challenges of game localization. Dovey
& Kennedy (2006) considers fans as “co-creators” who consume these digital software
products and uses them to make new artefacts, thus, embarking a sort of co-creative

relationship with the original authors of the software.

O’Hagan (2015) also defines fan video game localization under the umbrella of “user-
generated translation,” in which members of the online communities and like-minded
people gather to provide translations for media. According to Burn (2014), fan work can
both revere the original text, seeking to remain as true to it as possible and dramatically
alter the original text at the same time, adapting it to express the particular interest of the

fan or fan group.

These alterations and inclination of revering original text affects how players experience
fan translated games as well. According to Kohler (2016), these phenomena could be
traced to the first years of fan translation activities, when Japanese game fans, particularly
in the US began to recognize the interference arising from translation. These translations,
which were considered “poor” by the players were often mocked by player communities.
However, these players who experienced games through fan translations were relatively

forgiving as long as the gameplay was kept intact.

Video game fan translation activities are not solely limited to the game software itself.
Chen (2024) focuses on the impact of the relationship between gaming communities
through fan activities. According to their findings, Chinese fans of Overwatch, an online
competitive game with a vibrant e-sports scene, managed to build a bridge between global
and local Overwatch communities by translating social media content from English to

Chinese.
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Fans generally carry out localization activities through a process called “Rom (Read Only
Memory) hacking” in which they delve into game software files to extract source texts,
localize them, and add localized target text to software files once again (Esselink, 2002).
These fans sometimes be subjected to legal notices by the developers of video games for
such activities. The reason for these legal notices is that in fan localization, game texts
are not provided to them by developers officially but extracted from the software without
any permission. But developers generally ignore these co-creations since they benefit
from these fan localizations in a positive manner. That could be related to the fact that
they consider fan localizations are more beneficial for the reception of games by
audiences than nonexistence of a localization (Mangiron, 2018). Fans being volunteers
who work without expecting any financial gain could be considered as another reason,
since game development companies do not need to allocate localization budgets in these

cascs.

Muifioz Sanchez (2015) claims that participating in a romhacking or video game fan
localization project can be seen even as an educational aid for those seeking to work in
the video game industry, which could be considered as an important motivation for
volunteers. These projects are a way for fans to start familiarising themselves with
common translation issues in video game localisation, such as text limitations, software

variables and other game specific issues.
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CHAPTER 3
METHODOLOGY

In this chapter, the methodological framework, information on participants, inclusion and

exclusion criteria and introduction of research materials will be provided.

3.1. RESEARCH DESIGN
The research methodology is designed to ensure that there are:

1) Two separate translations produced by two translator groups that have different
experiences in video game localization. The expectation is that they will lean
towards different strategies and, as a result, provide different translations of the
same source text.

2) Two group of players, who define themselves as “gamers” to experience two
different translations mentioned above and, hypothetically in relation to that, who

will show two different immersion levels.

The inclusion and exclusion criteria of the groups will be explained further in this chapter.

3.2. PARTICIPANTS
3.2.1. Translator Groups (FT vs PT)

The source text has been translated by two groups of anonymous translators: 5 fan
translators (FT) and 4 professional translators (PT). The FT group consists of translators
who have no prior professional translation experience and have at least 3 months of video
game localization experience (see Table 1). The PT group consists of translators who
work with companies or independent and who have at least 1 year of video game
localization experience (see Table 2). Despite these experience minimum criteria, fan
translators with more than 3 months of experience (under the condition of not having any

professional industry experience) and professionals with more than 12 months of



22

professional industry experience were also admitted to the study. These criteria were

confirmed and obtained by the demographics information forms that participants

provided at the beginning of the study.

The reason for these inclusion criteria is to create an expert-novice paradigm based on

experience, which will directly affect target text produced by both groups. The

participants also provided information on whether they play video games, their

educational background and their motivations for carrying out professional and fan video

game localization. Tables providing information on the demographics of the participants

are as follows:

Table 1. Demographic information of the FT group.

Id Age Game Localization Gaming The Graduation Occupation
Experience (Months) Duration Department
Per Week
(Hours)
FT1 22 3 16-20 English Translation Student
& Interpreting
FT2 22 21 11-15 English Translation Student
& Interpreting
FT3 21 21 1-5 English Translation Student
& Interpreting
FT4 23 4 1-5 English Translation Student
& Interpreting
FTS 21 3 11-15 English Translation Student

& Interpreting

An interesting finding is the fact that FT translators are Translation and Interpreting

students, which was not a criterion of participation for this study. They state their

motivation for being involved in fan localization is that “Their wish to become
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professional VGL specialists after their graduation,”. There are many cases in fan
translation communities in which people who are not professionally trained translators
but choose to be involved in merely fan translation as a hobby, and motivated by their
love for media such as animes, tv shows and games (O’Hagan & Mangiron, 2013). The
fan translators participating in this study are both members of the gaming community and,

perhaps most importantly translators in training, which could reflect in TT they produced.

Table 2. Demographic information of the PT group.

Id Age Game Localization Gaming The Graduation ~ Occupation
Experience (Months)  Duration Per Department
Week (Hours)
PT1 27 40 11-15 English Localization
Translation & Project

Interpreting Manager

PT2 25 13 6-10 English Freelance
Translation &  Localization

Interpreting Specialist

PT3 25 60 6-10 English Freelance
Translation &  Localization

Interpreting Specialist

PT4 24 12 21-24 French-English Freelance
Translation &  Localization

Interpreting Specialist

Both FT group and PT group translators defined themselves as “gamers,” and stated that
they allocate a specific amount of time to play video games. This is not a surprising
finding for both groups. Fan translators around the world are generally motivated by their
interest in video games and gaming culture. The same can be said about the PT group,
their career choice in VGL industry could be very well related to the fact that they are

gamers and spend their time with video games both professionally and as a leisure.
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It is also worth noting that 2 of the fan translators have almost 2 years of experience, in
contrast to 2 of the professional translators with merely a year of experience. These
participants fit into the prerequisites for their respective participations: With fan
translators having a minimum of 3 months of voluntary experience and professional
translators having a minimum of 1 year of professional experience without any limits on
the experience duration. Although fans they carry out video game translation activities
voluntarily unlike professionals who work in the industry itself, this could also have an

impact on the TT.

3.2.2. Player Groups

For the immersion analysis, two groups consisting of 12 people each were asked to play
one of the localized versions of the video game Bastion, which will be further introduced
in this chapter, without knowing which one is produced by fan translators, and which one

is produced by professionals.

These participants came from a wide variety of backgrounds, ages and genders. The only
requirements to participate this stage was defining themselves as “Gamers” and allocating
a period of their time to gaming each week and owning a personal computer that can run
Bastion without any issues. Demographic information of the participant groups is

provided on Table 3.

Table 3. Information on the Player groups.

Age (Median) Gaming Duration Per
Week (Hours)
PT Player Group 28.33 10.08
FT Player Group 24.67 12.92

The decision to use “being a gamer as the only criteria” is related to the fact that gaming

communities in Tlrkiye and around the globe are, although vast, unified by their interest
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for gaming regardless of gender, age, and background; and since they allocate a specific
amount of time to gaming, they were no strangers to video game culture and could provide

immersion data through their gameplay experience.

3.3. MATERIALS
3.3.1. The Game: Bastion

For this study, Bastion, an RPG-adventure game developed by indie game development
company Supergiant Games and originally published in 2011 by Warner Bros. Interactive

Entertainment has been chosen as the source material.

Figure 2. A screenshot from Bastion showing The Kid at the beginning of a level.

As a game involving heavy fantasy themes, Bastion involves colourful and ever-changing
environments in which the player traverses as they progress through the story. Bastion

incorporates RPG gameplay with previously mentioned narrative elements of its genre.
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Various weapons and gameplay methods to choose from, characters with narrative arcs
and a fictional fantastic universe which pushes players to make choices that are
emotionally impactful (as stated by players in Figure 2 and 3), Bastion is a suitable case

to analyse both translation choices and immersion.

Bastion received acclaim from both fans and critics, with an 8.3 Metacritic user score and
an 86 Metacritic critic score. Its Stream reviews are also “Overwhelmingly Positive,”

with 27.462 player reviews (See Figures 3 and 4).

Figure 3. A screenshot from the Bastion Steam page with the review of a player.

Tavsiye Ediliyor
Son iki haftada 0.0 saat / kayitlarda 8.8 saat

Let me start by saying, | did not think this game would be for me. | read a lot of reviews over
the years and nearly all of them were positive. So | figured after 6 years, I'd finally give this one
a chance.

Wow. | was missing out.

This is a complete game and has the fundementals that most games today lack. Solid
gameplay, beautiful visuals, endearing story, solid narration, emotional music, and even puts
the important choices in your hands.

While it may drive some away, | also appreciate that it's not filled with fluff to drive players into
countless wasted hours. This game is a GEM. | can't guarantee you'll like it, but I'm fairly certain
you will.

Figure 4. A screenshot from the Bastion Steam page with the review of a player.

Tavsiye Ediliyor
’ Son iki haftada 0.0 saat / kayitlarda 16.0 saat (inceleme génderildiginde: 15.3 saat)

After playing this game through twice and achieving both endings | can safely say that this has
one of the very best stories ever! The soundtrack and beautiful art style make it so addicting
and | just want to play it through over and over again.

Probably one of the very best indie games out there.

o Evet #'Hayrr Komik Qédul
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Another aspect of Bastion is that its short playtime, which is around 5-6 hours. It is also
a player friendly game including various difficulty options to choose from, making it an
appropriate game for player groups who struggles to find enough time to play games and
who prefer games that do not challenge them during gameplay as they experience the

narrative.

The player controls "the Kid", the main character of the game. After a devastating event
called “The Calamity” struck the land, The Kid undertakes a mission to collect special
shards of rock to power the Bastion, a place in which survivors seek shelter, rebuild and

carry on.

The characters of the Bastion are Rucks, an old man who is also the game’s narrator and
the main “quest giver” who mentors the Kid during his mission; Zulf, an ambassador
from the Ura people who were at war with Caelondia and whose ideals are challenged

throughout the game; and Zia, an orphaned Ura girl who was raised in Caelondia.

After a catastrophic event which left the lands barren and torn, the Kid sets out to find a
place called Bastion in which people agreed to go in turbulent times. In Bastion, he meets
an old man called Rucks, who is also the narrator and the only character who speaks
throughout the game. Rucks informs him about the situation and tells him to find the
Cores that powered Caelondia, one of the fictional countries of the game, so that they
could rebuild Bastion. During his travels, Kid meets the other characters: Zulf and Zia.
Zulf is a citizen and ambassador of Ura, with whom Caelondia was at war, and Zia is a

young girl from Ura who was raised at Caelondia.

As he travels, Kid finds a journal which belonged to Zia’s father, who worked for
Caelondian scientists. Upon reading the journal, our characters find out that the reason
for Calamity is a device invented by Caelondians to completely annihilate Ura people to

put a definitive end to war, but instead backfired and demolished the world as a whole.

Zulf, in retaliation, breaks the newly built Bastion and escapes to Ura, his people. The
Kid works to rebuild the Bastion, but this time the Ura attacks and captures Zia. The Kid
heads out to rescue Zia. She tells him that she has left Bastion voluntarily to find out the
intentions of Ura. The Kid finally finds Zulf as well, who was beaten and betrayed by his
own people since they thought that he led the Kid to their base. There comes the first
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player choice of Bastion: the Kid may choose to leave Zulf in Ura base or drop his weapon

to carry him back to the Bastion.

In Bastion, Rucks and Zia, who speaks in the game for the very first time, give the Kid
the final choice of the game: He could rewind time before the Calamity using the Bastion,
with the hopes of people could somehow prevent the Calamity this time and save
everyone, Ura and Caelondian alike, or evacuate with the current roster of survivors to

start anew as a group themselves.

3.3.2. Translation Techniques Framework

In Translation Techniques Revisited: A Dynamic and Functionalist Approach, Molina
and Hurtado Albir (2004) discuss and criticize various well-established translation
analysis methodologies designed by researchers such as Vinay & Darbelnet (1995),
Newmark (1988) and Nida (1964). They discuss the conflicting definitions of strategies

and techniques, and similarities existing in the frameworks of previous researchers.

According to Molina and Albir (2004), the previous proposals create a definitional
confusion on two terms: Translation strategy, which is the global choice that affects the
translation process as a whole, and translation techniques, which are prevalent in smaller
sections of the translation and affect the result. Strategies are essential element in problem
solving related to the text in general, whereas techniques are result-focused and be used

to classify different types of translation solutions.

Molina and Hurtado Albir state that translators refer to strategies when there is a difficulty
in the translation process or there is a problem resulting from their own lack of
knowledge. These strategies can be consciously and unconsciously used by the translator
depending on the contextual elements and purpose of the source text, in order to solve
problems while translating. Translation techniques, however, are the solutions that
emerge from the translation strategies. In short, they define strategies as a part of the

process, and techniques as the result.

Another criticism they have on previous framework proposals is the concept of translation

equivalence. They claim that in addition to definitional problems aforementioned,



29

previous proposals on translation techniques fail to capture the importance of translation
equivalence, and this deficiency makes it hard to analyse and classify techniques that

affect the translated product and equivalence.

For this end, they propose their own classification of translation techniques. The reason
for using their framework for translation analysis is that their proposal being focused on
both techniques that have direct results in product, and equivalence itself. Its coverage of
wide range of techniques could also highlight context dependent approaches, what is

preferred by the translators and what is not in terms of localization of an RPG video game.

Molina and Hurtado Albir’s techniques are as follows (see Table 4):

Table 4. Translation Techniques Proposed by Molina and Hurtado Albir in "Translation
Techniques Revisited: A Dynamic and Functionalist Approach" (2004).

Adaptation Replacing a ST cultural element with

another from the target culture.

Amplification Introducing details that are not formulated
in the ST.
Borrowing Taking a word or expression directly from

another language.

Calque A literal translation of a foreign word or

phrase either lexical or structural.

Compensation Introducing a ST element of information
or stylistic effect in another place in the

TT

Description Replacing a term or expression with a

description of its form or/and function.

Discursive creation Establishing an equivalence that is totally

unpredictable out of context.
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Established equivalent

Using a term or expression recognized as

an equivalent in the TL.

Generalization

Using a general or neutral term.

Linguistic amplification

Adding linguistic elements.

Linguistic compression

Synthesizing linguistic elements in the

TT.

Literal translation

Translating a word or an expression word

for word.
Modulation Changing the point of view or cognitive
category in relation to the ST.
Particularization Using a more precise term.
Reduction Suppressing a ST information item in the
TT.
Substitution Changing  linguistic ~ elements  as
intonations, gestures, or vice versa.
Transposition Changing a grammatical category.
Variation Changing textual tone, style, social

dialect, and geographical dialect.

3.3.3. Immersion Scale

In their study, Qin et al. (2009) points out that video games, unlike traditional media like

movies and novels, have their own characteristics such as interactivity, which enables

players to interact with stories, and players have to progress through the games

themselves to experience the narrative. They differ significantly from traditional media

in terms of structure and presentation style of stories. As a result, the players’ experience

of immersing themselves within the narrative needs to be evaluated separately.
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For this purpose, they developed “A Questionnaire of Player Immersion in Computer

Game Narrative” using seven dimensions to highlight the relationship between immersion

and narrative. For this study, this scale is chosen thanks to its focus on interactive

narrative elements of video games, which are widely used in RPGs.

The dimensions are:

Curiosity: Arousal of senses and cognition and attraction to explore game
narrative.

Concentration: Ability to concentrate long-term on the game narrative.
Challenge and skills: Some relative difficulty in the game narrative for players
and corresponding players’ skills.

Control: Ability to exercise a sense of control over game narrative.
Comprehension: Understanding the structure and content of the storyline.
Empathy: Mentally entering into the imaginary game world while playing the
game.

Familiarity: Being familiar with the game story.

3.4. DATA COLLECTION PROCEDURE

The study consists of two basic stages as follows (see Figure 5):

1)

2)

For the first stage, both translation teams were given detailed instructions about
what they were expected to do, the nature of the study and file deliveries. Their
demographic information was gathered as well. After that, they began their
process. When translations were done, they sent TTs, as well as Think Aloud
Protocol voice recordings individually about their experience during the
translation.

Two separate player participant groups who had never played Bastion before,
were instructed to play localized versions of Bastion. Their demographic
information was gathered and detailed instructions on what they were expected
to do were given. After they had completed the game, they were instructed to fill

“A Questionnaire of Player Immersion in Computer Game Narrative” by Hua
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Qin et al. (2009) to identify whether different localizations with different

approaches influenced player immersion.

Figure 5. The flow chart of the data gathering procedure.

* Both translation teams were given detailed instructions

Miearie:l * Their demographic information was gathered as well.
Gathering

~
* Both teams localized the game, Bastion.
el el * They provided TAP voice recordings about the process.
Stage Y,
N
* Two separate player participant groups who had never played Bastion before, were
- 1 instructed to play localized versions of Bastion without telling them which one is
S produced by professionals, and which one is produced by fans.
Stage J
N
* The players were instructed to fill out immersion questionnaire.
Immersion
Stage Y,

Before the study, demographic and professional information of every participant was
gathered to ensure that they were fit for the study. Afterwards, groups were informed
about the structure of the study and the tasks they needed to complete. Participants agreed

to comply study necessities and gave their written consent.

Both groups were provided with a document containing information about the game.
However, this information was very limited, including the general summary of the game,
general introductions to the characters, a screenshot of the main menu and an in-game
screenshot. Plus, they were prohibited from using any materials about the game online,
like wiki pages and gameplay videos. This decision was taken to simulate a situation

called “blind localization” (Dietz, 2007), in which developers provide as little information
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as possible to the localization specialists for the sake of confidentiality. The reason is to
ensure that there are differences on the approaches to TT while localizing “blindly” by

professionals and fans.

Both groups translated Bastion on their own personal computers, worked with their own
planning schemes and used their choice of Computer Assisted Translation tools and
Quality Assurance Management tools. Additionally, groups were also guided to use
Think Aloud Protocols while translating ST to further analyse the reasons behind their
translation choices. They were also given TAP and file delivery instructions so that the

data obtained for the research could be suitable for analysis.

Afterwards, two groups of volunteer gamers consisting of 12 participants each who have
not played Bastion previously, played two TTs produced. Then, players were asked to fill
out “A Questionnaire of Player Immersion in Computer Game Narrative” by Hua Qin et

al. (2009) to analyse the level of immersion they experienced during their play.

3.5. DATA ANALYSIS

Since the study has multiple data both qualitative and quantitative like TAP voice
recordings, translations and questionnaire results, data analysis has been carried out

through multiple stages in accordance with types of data (see Figure 6).
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Figure 6. The flow chart of the data analysis procedure.

* Both translation teams were given detailed instructions
* Their demographic information was gathered as well.

Information . . .
oot * Translations and TAP voice recordings were gathered.
N
* Translations of both teams were analysed.
Localization
Analysis Y,
* Two separate player participant groups who had never played Bastion before, were N
instructed to play localized versions of Bastion.
e *After they had completed the game, they were instructed to fill the immersion
Process: questionnaire. )
\
* The data obtained through questionnaire were analysed to see immersion levels of
ITIInE =i localized game.
Analysis Y,

For the initial analysis, translations of both teams were analysed in accordance with
techniques stated above, and their tendency to use different techniques deriving from their

experiences in localization was highlighted.

In addition to translations, their demographic information and backgrounds provided at
the beginning of the study, comments on TAP voice recordings and software they used
during the translation process are gathered to highlight differences between volunteers

and professionals. These differences were analysed in five groups: Roles, tools,

challenges, solutions and general approach towards the process.

After the translations were analysed, the player group participants played one of the
localized versions of Bastion. Then, they filled the questionnaire provided. The data

obtained through questionnaires were analysed in R by using T-Test.

For the data analysis, both qualitative and quantitative analyses were used for different

stages. TAP voice recordings were transcribed and categorized as mentioned above,
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translation techniques were analysed and categorized in accordance with Molina and

Hurtado Albir’s framework, and immersion scale data through R (R Core Team, 2023).



CHAPTER 4
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RESULTS AND DISCUSSION

In this chapter, results of the analysis are presented and discussed. Qualitative and

quantitative data obtained from translator and player participants are provided in their

own respective sections.

4.1. TRANSLATION PROCESSES: TEAM STRUCTURE, TOOLS AND

WORKFLOW

For the initial analysis of TAP voice recordings, the findings were separated into five

categories. (see Table 5).

Table 5. Analysis of Process

Professionals Fans

Roles Project Manager, Project Manager, Editor,
Reviewer, Q&A Specialist, and Translator
Proofreader and Translator

Tools Trados, Smartcat, Xbench  Google Sheets

Challenges Challenged by CAT Tool Challenged by
software, “Blindfold” and “Blindfold,”  wordplays,
some terminological texts require creativity,
elements. plus the technical game

localization terminology.
Solutions Brainstorming as a team to Brainstorming as a team to

figure out characters and
storylines, getting help to
solve software issues.

figure out characters and
storylines.
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General Approach Providing a TT that is both Providing a TT as natural
natural, quirky and poetic, as possible.
using old words when
necessary.

Surprisingly, in terms of process, professionals and fans worked in a very similar pattern.
Through the analysis of TAP recordings, it’s observed that both teams started by defining
roles and what kind of spelling conventions. After that, they distributed the roles within
the team accordingly. The fan translators were translation and interpreting students all of
whom, as they stated by them, aimed to become professional video game localization
specialists after they graduated. According to their statements at the beginning of the
process, they provide fan translations so that they could improve their professional skills.
These role distributions could be a result of their knowledge of industry roles which they

wish to specialize in after their graduation.

“I think we had a pretty structured workflow in this project. My role was merely
translating the texts I was assigned. Other than that, we had a terminology
manager. FT-2 handled the project management. The only task I had was to
translate and to add terminology items if they were not already included in our term

base.” (FT-3, see Appendix 4)

“...PT-4 integrated all text files to Trados, checked their wordcounts and separated
them into four groups with similar wordcounts. We took on these groups through a
draw. Then, we had another draw to determine our roles. We made sure that same
person would not carry out editing, proofreading and translating process on the
same file. In short, we wanted the texts to be worked on by three people: Translator,

editor and post editor.” (PT-1, see Appendix 5)
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The biggest difference in the roles was that there were “Proofreaders” and “Q&A
Specialist” in the PT group. The addition of QA process in the workflow can also be
observed on the software tools teams used. While the professional teams used Trados to
some extent and Smartcat, an online CAT tool which has internal Q&A, terminology and
translation memory functionalities as well as a dedicated QA tool, Xbench; the fan
translators opted to use Google Sheets. They used different pages on the same Google
Sheets document for terminology management and translation, saying that “It helped
them to work collaboratively and see each other’s translations.” This practice is an
inherent functionality of CAT tools, which enable translators to see other peoples’
translations through their translation memory and term base management panels. In this
case, Google Sheets turned out to be a solution to overcome working collaboratively
without cloud based CAT Tools. Their choice of not to use a free CAT Tools like Smartcat
could be a result of fan translators not being familiar with software widely used by

professionals.

“Google Sheets ensured that we could work on the same document at the same time.
Since it had categorizing and creating user specific sections tools, we could see
which parts we were to translate and how far other translators had progressed.”

(FT-5, see Appendix 4)

A struggle which was not experienced by the fan translators was the text file limitations
of CAT Tools. For the translation, both groups were provided with .xIsx files and an .xml
file containing game texts. Although professional translators decided to work on Trados
initially, they realized that Trados could not read files properly, showing documents
without any text. This caused some confusion in their workflow as well, and they had to

get help from online resources and friends working in software fields.

“After we finished the translations for the files we took on, we realized that we had
missed a document with 17.000 wordcount since Trados showed empty segments.

Apparently, it could not read that document. We changed the file type as xlif, then
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added it to Smartcat since Trados did not work. I talked to my software engineer
friends for help, and checked GitHub myself to see if I could find any solutions on
my own. The software on GitHub did not work either, since they were old and

unsupported, and did not get any updates since ages.” (PT-2, see Appendix 5)

In professional localization process, file preparation procedures are actually carried out
by localization engineers, who are tasked with turning source files into translatable assets
that are usable with CAT software, and making sure that the translated assets work
properly on source software (Esselink, 2002). Fan translators handle this file preparation
process through “Rom hacking,” which was explained on Chapter 2. Since text files were
prepared and provided by the researcher, this process was expected to be skipped by both
teams. However, since their preferred CAT tools were incompatible with provided
document types, professional translators needed add another workflow to their process.
Because of the fact that they did not have previous experience on localization engineering
and file preparation, professionals had to come up with solutions. They stated that
although they enjoyed the translation process, these issues was their main source of

struggle.

“Some of us became experts on the topic (localization engineering) in one night
even though they did not have previous experience to save the project. It was a little

bit chaotic process for us, but we had fun.” (PT-5, see Appendix 5)

In the process itself, both teams struggled with blindfold localization concept, and resort
in brainstorming and discussing with each other to find possible solutions for situations
lacking context. Fan translators also stated that they struggled with wordplays within the
game universe, whereas professionals said that they had the most fun while creating new
words in this part. Through TAP recordings, it’s observed that professional translators

could understand the game flow and story more easily since they worked on various
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similar projects professionally, and benefited from their expertise while localizing the

source text.

“Especially there was one part including wordplays in which we had to translate
some sort of a tongue-twister for each initial letter of important words in game
universe. It was hard to keep them same in Turkish as its original English text and
keeping their descriptions. Finding solutions for words that start with Q and W
letters, which are non-existent in Turkish alphabet was also tough.” (FT-5, see

Appendix 4)

A fan translator also mentioned that since they preferred to play games in English, they
were confused on how to translate some texts and whether they had an established

translation in Turkish as well.

“Since I played all video games I played in English, I was familiar with them in
English but I did not know how to translate them to Turkish. Some terminologies
were established and existed in many games. I had to check other localized games

to figure out them.” (FT-3, see Appendix 4)

The general approach of both teams was “To create a TT that flows naturally.”
Professionals also stated that they focused on creating a text that is “Quirky, fun and
fitting to fantastic universe of the game,” and since they realized that the game has a single
narrator, create more poetic translations with old words and inverted sentences. Fan
translators also aimed to provide a fun text, but since they felt the effects of blindfold
more heavily, they worked on the project with lesser confidence than professionals. This
is an expected result, since blindfolded localization is a concept encountered by

professionals, who work with heavy NDA limitations on a daily basis. Because of high
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confidentiality of unreleased video games, their localizations are also carried out with
little to no context in most cases. Professionals, having know-how and hands on
experience, are more familiar with methods of overcoming this challenge. Fan translators,
on the other hand, still managed to identify this issue and overcome as the process

continued and they figured out more context through files.

“I like using old words in my translations especially if it is necessary to represent
the game correctly. Il think Bastion was a suitable game for these kinds of choices.
It has a fun approach, but there is a calamity after all, and there were many
mentions on remnants of the old world. The mentions of old gods and temples made

me understand that this was a fantastic universe” (PT-2, see Appendix 5)

“As we translated, we thought “How this text will feel natural for a Turkish
player?” Ensuring this natural flow was our primary goal. When we failed to do
so, we opted to force ourselves to get this natural feeling rather than taking it away

from the game.” (FT-4, see Appendix 4)

4.2. COMPERATIVE TECHNIQUE USE: FT VS. PT

For this stage, TTs provided by both groups were analysed separately and tagged in
accordance with the translation techniques framework mentioned in previous chapter.
The texts that translator groups localised consisted of different types of text ranging from
character names to weapon names and dialogue subtitles. Examples of these texts are

provided below (see Table 6.):



Table 6. Examples from Localisations.
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- Well it's not the
Kid's nature to just
roll over and let the
inevitable have its
way.

- Cocuk, kagmilmaz
goriinen bir sey s0z
konusu oldugunda
elini etegini ¢ekecek
biri degildi.

Source Text PT Target Text FT Target Text
Character | - Kid - Cocuk - Kid
Names
- Rucks - Rucks - Rucks
-Zia -Zia -Zia
Locations | - Rippling Walls - Dalgal1 Surlar - Dalga Sur
- Wild Unknown - Yaban Eller - Gizemli Yabanlar
- The Bastion - Son Kale - Hisar
Weapons | - Fang Repeater - Disli Miikerrer Atish | - Oliimciil Firlatict
- Scrap Musket - Hurda Tiifek - Hurda Tiifek
- Battering Ram - Yikici1 Kogbasi - Yikim Balyozu
Items - Lifewine - Cansuyu - Can Sarab1
- Mender Mead - Lokman Likori - Tamirci Sarabi
- Bull Brandy - Bogadeviren - Boynuz Konyagi
Enemy - Breaker - Ezici - Bozguncu
Names
- Gasfella - Gazcan - Gazadam
- Stinkeye - Lesgoz - Lesgoz
Dialogues | - To make matters | - Daha da kotiisii, | - Her sey yeterince kotii
worse, seems the Ura | goriiniise gore Ura | degilmis gibi Uralar kizi
took the girl. halki kiz1 kagirmisti. gotlirdii.

- Kid kenara cekilip ne
olacaksa olmasina
miisaade edecek birisi
degil.




43

- One thing's for sure.

- Yine de kesin olan

- Kesin olan tek bir sey

The Ura can't be |tek bir sey var. Ura | var. Uralar, Kid'in Zulfu
happy that the Kid | halki, Cocugun Zulf'u | eve kadar takip
followed Zulf all the | evine kadar takip | etmesinden hosnut
way home. etmesinden hi¢ hosnut | olmazlar.

kalmayacak.

Afterwards, technique counts were placed on tables separately to observe differences in

technique use (see Figure 7 and Figure 8).

Figure 7. Techniques Adopted by FTs.

Technigues Adopted by Fan Translators

VARIATION s
TRANSPOSITION
SUBSTITUON
REDUCTION
PARTICULARIZATION
MODULATION
LITERAL TRANSLATON
GENERALIZATION
ESTABLISHED EQUIVALENT
DISCURSIVE CREATION
DESCRIPTION
COMPENSATION
CALQUE

BORROWING
AMPLIFICATION
ADAPTATION

o

5 10 15 20 25 30 35

B Techniques Adopted by Fan Translators
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In FT table, it is observed that fans leaned towards discursive creation techniques heavily,
with more than 30 instances of use. This technique is followed by established equivalent,
literal translation and adaptation. Their results are compatible with their TAP statements,
as they defined their purpose as a creating a text that feels as if originally written in
Turkish. It is also observed that they leant slightly towards literal translation, tried to use
already established terms in Turkish when available and avoided changing sentence

structures in some cases.

Figure 8. Techniques Adopted by PTs.

Techniques Adopted by Professional
Translators

VARIATION
TRANSPOSITION | —
SUBSTITUON
REDUCTION
PARTICULARIZATION
MODULATION I
LITERAL TRANSLATON s
GENERALIZATION s
ESTABLISHED EQUIVALENT
DISCURSIVE CREATION I —
DESCRIPTION
COMPENSATION
CALQUE s
BORROWING =
AMPLIFICATION
ADAPTATION s

o
=
o
N
o

30 40 50

B Techniques Adopted by Professional Translators
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PT tam also leant towards discursive creation the most with 40 instances of the technique,
followed by transposition, established equivalent, modulation and adaptation. Their
results are also compatible with their TAP recordings. The only significant difference is
that, as stated by their TAP recordings, feeling more comfortable with recreating and

rewriting the text.

The initial expectation before the study was that we would obtain two TTs with different
approaches since two teams consist of translators with different expertise. However, it’s
understood from the translation analysis that there are not many differences in terms of

translation techniques.

Both teams leant significantly to discursive creation, established equivalent and
adaptation. It’s observed that fans, however, used more literal translation techniques,
which they also stated that they used when “they felt they couldn’t find a proper
translation”. Professionals, however, leant less to literal translation and heavier to

transposition, and modulation.
This could be resulted from two reasons:

1) Fans, although they were adversely affected by blindfold and having less
experience, understood what gamers expected from a localized game as gamers
themselves, and opted to add as much flavour a possible whenever they could

understand the context.

2) Professionals, having a clearer picture of what text possibly mean in context since
they are more used to working blindfolded, felt confident to use transposition and

creation.

Another interesting finding is that some techniques were used little to none, and some
were not used at all by both teams: Reduction, particularization, description, and
compensation. Since it is a pattern observed on both professional and fan teams, it can be
argued that it is a common pattern in localization of RPG genre of video games.
Nevertheless, although translations were different, the techniques presented no significant

differences.



46

4.3. IMMERSION TEST RESULTS: DESCRIPTIVE AND INFERENCIAL
STATISTICS

Data obtained from player groups are analysed by carrying out a T-test using R
programming language (R Core Team, 2024). The results are as follows (see Table 6):

Table 7. T-Test Results for Group Differences in Immersion Dimensions

Dimension  Group FP Group PP t(df) p 95% CI
Mean Mean

Curiosity 5.01 4.74 0.69 (21.33) .498 [-0.56, 1.11]

Concentrati  5.42 4.67 1.37(21.22) .185 [-0.39, 1.89]

on

Comprehen 5.68 5.55 0.47 (21.26) .644 [-0.45,0.71]

sion

Control 5.85 533 1.09 (18.50) .288 [-0.47, 1.51]

Challenge 5.36 542 -0.11 910 [-1.07, 0.96]

(21.68)
Empathy 4.57 3.82 1.48 (18.05) .157 [-0.32, 1.82]

Although there are two different TTs produced by translators with different backgrounds,
T-test results showed that there are no significant differences in terms of player

immersion.
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This could be related to the fact that even though translations themselves were different,
the translation techniques adopted by the teams did not have many differences. In fact,
other than their tendencies to use transposition and literal translation techniques, the

number of techniques were somewhat identical.

Another possibility is that the initial expectation of two different translations resulting in
different levels of immersion is simply wrong, and as a result, translation does not affect
immersion. This also indicates that professionals adding Q&A to their workflow did not
have a significant effect as well. However, the fact that techniques used being mostly

similar, it is hard to reach a definitive conclusion on this part.

Some participants of the player groups also pointed out that they felt the game was “a
little bit short,” with average finishing times around 4-5 hours, and that they wished “they
could experience the game more to have a clearer picture of how immersed they were”
by the narrative itself. Their comments indicate that it could be possible to get different

immersion results by using longer video games for further studies.
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CONCLUSION

This chapter will conclude the study by discussing results through research questions and
initial expectations for one last time, present an overall picture of the findings and future

implications for further studies.

1.. FINAL COMMENTS ON FINDINGS

After the analysis, it has become apparent that the results are mostly incompatible with
expected results. While there are interesting findings from different stages of data

analysis, multiple dimensions are in need of more discussion and further studies.

Research Question 1: Do translation strategies have an impact on the effect of immersion
that players experience in video games? If they have, to what extent and which strategies

provide the higher degree of immersion?

Expectation 1: One of the target texts ensures a higher degree of immersion. TT produced
by professionals has a higher chance of providing this since they have a background in
industry and expertise. However, fan translators and their knowledge of gaming
environments and expectations of player communities can have an effect on immersion
as well. Nevertheless, the expectation is that texts will provide different degrees of
immersion since there will be two different localizations experienced by two player

groups.

First research question was surprisingly proven wrong through both translation
techniques analysis and immersion scale results. The initial expectation was that two
groups would provide two different translations leaning towards different techniques
since they were selected based on an expert-novice paradigm. However, although

translations were inherently different, both groups opted for similar strategies.

Both teams prioritized creating a naturally flowing text, so that players could feel as if the
game text was written in Turkish. Fan translators were hit by the lack of context but aimed

to work their creativity through their target text and use information they obtained on the
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context as their work progressed. This affected their confidence and understanding of the
target text, but in the end, they used similar techniques as professionals, with no
significant strategy difference other than the use of literal translation technique.
Professionals were also affected by the lack of context, but they managed to have a clearer
understanding of the source text since they were used to working with blindfold and as a

result, felt more confident as they move forward with the process.
This could be resulted from three reasons:

1) Fan translators’ knowledge of gaming environments and them being gamers as
well could’ve helped them to create a TT that would resonate with Turkish-

speaking players as stated in the expectation.

2) Fan translators were people who carry out voluntary game localization activities
but in addition to that, they were also translation and interpreting department
students in training. This was not an inclusion (or exclusion) criterion for this
study. However, their training in department and their willingness to become
professional VLG specialists after their graduation could have contributed to the
TT they produced, since they actively learn about translation industry in their

departments and individually research industry standards.

3) With some fan translators having more experience than the professional
translators, their hands-on experience, even though the said experience was not
professional and necessarily befitting of industry standards, could have benefited

their target text.

Additionally, immersion scale results showed no meaningful differences between the
immersion levels experienced by player groups as well. As mentioned in the previous
chapter, in this situation, it can be argued that the immersion scale results being close
could be related to the fact that similar choices of translation techniques. If there are no
drastic differences in terms of translation approach, it could be very well natural that

immersion degree to be similar.

Another reason could be the short playtime of the Bastion, as stated by some player

participants since “they felt that they could experience more”. These participants stated
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that even though they had completed the game, they had hard time answering some of the
questions provided on the questionnaire since they felt the need to see a couple of more
hours of the game’s fictional world to give more definitive answers. Thus, it can be argued
that using a video game with longer playing time could provide different immersion
results. Of course, it is possible that there are no relationships between immersion and
VGL. Nevertheless, under current circumstances, it is hard to reach a definitive

conclusion.

Research Question 2: What are the differences between the practices of professional and
fan localizations in terms of software (e.g. CAT Tools), challenges (e.g. Hardships
encountered during translation process such as lack of context), and work (e.g. Roles they

adopted through the translation process, if any)?

Expectation 2: Professional translation practices have a more structured approach since
they are more familiar with industry standards and tools. Fan translators generally tend to
use free, accessible, and basic tools at hand. Industry professionals use a wide variety of
computer-assisted translation (CAT) tools, include concepts such as localization quality
assurance (LQA), and work in teams with different roles such as project manager,

reviewer, and QA specialist.

Although there are some differences observed on work practices, especially in terms of
QA and software use, the teams showed similar work structures, which was also identified
by Sarigiil and Jonathan Maurice Ross (2020). Both teams had their members undertake
various roles such as project manager, translator, reviewer and terminology manager, with
the exception of LQA specialist in PT group. This result was expected for PT group and
thanks to that, they could manage terminology errors and have a common ground of rules
to work on collaboratively. For FT group, as stated previously, this could be a result of
them knowing the industry standards thanks to them being translation students who aim
to become industry professionals after graduation. Considering previous research of
Sarigiil and Jonathan Murice Ross, it could also be claimed that fan translation activities

show similar role structures in Turkish context as well.

An expectation that was proven correct was the teams’ choice of software. While

professionals use a wide variety of CAT tools on a daily basis, fan translators tend to
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choose more accessible and basic tools and software. As predicted, PT group used CAT
tools, namely SDL Trados and Smartcat, for translation, translation memory creation and
term base management purposes; and Xbench for LQA procedures. However, FT group
decided to work on Google Sheets by preparing separate pages on the same online
document for translation and term base management. In addition to that, they bypassed
QA stage since Google Sheets does not have internal LQA features like most of the CAT

tools, and they did not use an external tool like Xbench or Verifika.

Another interesting finding was the importance of localization engineering and
appropriate file preparation for localization process, since it was observed that
professional team was hindered by the text document file type limitations of the CAT
tools they have used. As they did not have previous experience on localization
engineering, they had to do their own research and ask people who work in software fields
to resolve these issues. It could be beneficial to conduct research on how professional
localization specialists could use basic localization engineering and technical knowledge
on software and programming to overcome file and CAT tool specific challenges. Studies
on rom-hacking practices of Turkish fan translation communities and game development

companies could also be beneficial to see the practices and impact more clearly in locale.

2. FURTHER STUDIES

Under these circumstances, to get a clearer picture on the relationship between immersion

and localization, further research is definitely needed and will be greatly beneficial.

Even though this study provided valuable results by letting PT and FT teams free in terms
of choices, prescriptive studies with instructions for translators to use specific translation
techniques (e.g. literal translation for one group, variation for the other group) could
present different immersion results. In addition to that, setting an upper limit to experience
durations (e.g. fan translators with 3-6 months of experience and professional translators
with at least 1 year of experience) and carrying out studies with fan translators who are
not translation students in professional training could provide results that are different

from professional translators and perhaps fits more correctly to the initial expectation.
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Similar comparative studies with machine translation and human translators on video
game localization, with focus on immersion could highlight whether human localisation
specialists provide better immersion levels or and present a beneficial contribution as
well. Choosing different types of video games as video games with longer play times as
stated by the player participants as source text could also potentially also highlight the
relationship between immersion and translation. Again, it is also possible that there is not
a relationship between narrative immersion and localization at all but as mentioned

previously, to get a clear picture of this hypothesis, more studies are needed.

In addition to studies focusing on immersion, similar studies with genres that have fewer
narrative elements than RPGs could also shed light on how different text types require
different approaches. Studies on fan translators’ familiarity with specific video game
genres and effect of this familiarity on localization could also provide much needed
contributions to the literature by highlighting gaming knowledge as a key necessity of

working in video game localization field.
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APPENDIX 3. A QUESTIONNAIRE OF PLAYER IMMERSION IN
COMPUTER GAME NARRATIVE (Qin et al., 2009)

Curiosity:

1. I am familiar with the cultural background.

2. I am interested in the style of the game interface.

3. The story quickly grabs my attention at the beginning.

4. Many events in the game story are novel.

5. I want to know the rest of the storyline in the course of playing.

6. The avatar in the game is attractive.

Concentration:
7.1 concentrate on the story for a long time.

8. I become less aware of the real world and unhappy things around me when I concentrate
on the progress of the game story.

9. When I enter into the game story world, time always flies quickly.

Comprehension:

10. I can make sense of the relationship between events.

11. I think the position of the events in the whole story’s progress is clear.

12. I know my next goal while finishing an event every time.

13. I can comprehend the game story clearly.

14. The avatar can be located in the interface easily.

15. I can make sense of the relationship between the characters in the game story.

16. The obstacles or tasks do not influence my comprehension of the game story.
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Control:

17. I can control the character to move according to my arrangement.

18. I can control the game interface.

19. I explore actively what I want to in the game story.

20. Parts of the story are formed by me in the course of playing the game.

21. I can control the progress of the game story.

Challenge:
22. Some tasks or conflicts in the game story are stimulating and suspenseful.
23. I like the tasks or conflicts, which are difficult in the game story.

24. 1 feel successful when I overcome the obstacles, tasks, or opponents in the game.

Empathy:
25. Sometimes I think I really am the avatar in the game.
26. My emotion often varies with the story’s progress.

27. After finishing the game, it takes a long time for me to return to the real word
psychologically and emotionally.

28. I spend time thinking about the storyline sometimes when I am not playing the game.

29. Sometimes I recollect the characters in the game in my spare time.
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APPENDIX 4. Fan Translator Team, Think Aloud Protocol Voice
Recording Transcriptions

FT-1:

Oyunla ilgili en zorlandigim kisim sanirim, yani ¢eviri siireciyle de ilgili en zorlandigim
kisim, oyunun kisisel zevklerime hitap etmemesiydi diyebilirim. Cok ilgimi ¢eken bir
oyun degildi. Yine de ¢eviri siireci ilerledikce ve hikayeye, karakterlere biraz daha asina
oldukca, hani olabildigi kadar olabilecegi en keyifli haline geldi sanirim benim i¢in ¢eviri

sureci.

Cogunlukla ceviri esnasinda karakterlerin agzindan ya da anlaticinin agzindan sdylenen
climleleri Tiirkgede, Tiirk¢e soyliiyor olsaydi nasil bir tislup kullanirdi diye diisiiniip o
sekilde bir ¢eviri uygulamay1 diisiindiim sahsen. Diger arkadaslarim da dyle yapmaisti
sanirim, onlarin gevirilerini de gordiim. O yiizden bdyle bir yorum yapabilirim sanirim.
Daha dogal deyisler kullanmak istedim. Ingilizce bir ciimlenin direkt Tiirkge cevirisi, hani

Amerikan dublaji gibi dedigimiz bir iiriiniin ortaya ¢ikmasini istemedim.

O yiizden daha giinliik, Tiirk¢enin dogal akisi i¢inde siritmayacak ciimleler kullanmaya
calisttm. Ne kadar basarili oldugumu bilmiyorum ama. Bir takim olarak g¢alismak,
ozellikle goniillii bir takim olarak caligmak tabii ki birkag zorlukla birlikte geliyor. Bunun
en Onemli kismi sanirim insanlar1 projeyi ilerletmeye tesvik etmek. Aslinda bu kisim

benim sorumlulugumda degildi.

FT-2’y1 proje yoOneticimiz olarak belirlemistik. Daha ¢ok o fistlendi. Cok da 1yi
iistlendigini diisiiniiyorum. Ama proje sona yaklastikca artik bitmesini istemekle birlikte,
hani bu kadar ugrastik, artik daha da uzamasin dedik. Zaten sinavlarimiz da yaklasiyordu

o siralar. Hatta sinavlarimizdan dolayi bir siire ara vermemiz gerekti, o ylizden de uzadi.

Artik bitmesini istiyorduk ¢linkii azar azar yaptik¢a artik bitmeyecek bir hale geliyordu.
O ylizden birazcik ben de insanlari tegvik etme roliine girmis bulundum. Keyifli bir sey
degil, acgikgasi proje yoneticiligi gergekten zor bir sey anladigim kadariyla. Ben
yapmadigim halde bile bu yorumu yapabiliyorum. Kullandigim araglara gelince, yani

Tureng’i ¢ok kullandim, sanirim sadece Tureng’i kullandim.
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Hig¢ makine ¢eviri aracina koymadim ¢iinkii yani tercih ettigim bir sey degil. Ciinkii ¢eviri
aracinin ¢ikardigi ceviriyi diizeltmek zaten basli basina zaman aliyor. Ayrica bu ¢alisma
kapsaminda zaten kullanmamamiz gerekiyordu. Onun disinda Tureng’i kullandim sadece
diyebilirim. Kaynaklarim, oyunla ilgili ¢eviri siirecinde elime gecen kaynaklar, bize

sunuldugu kadartyla sinirlydi.

Oyun hakkinda bir tanitim videosu izledik, baz1 karakterlerin acgiklamalarin1 gordiik.
Bunun disinda oyunla ilgili bilgimiz bu kadardi. Oyunu ¢evirdik¢e hikayeye hakim
olmaya bagladik. Oyunun icindeki esyalar, kullanilan dil, diyaloglara gore yasanan
olaylar1 ¢6ziimlememiz, ceviri siireci ilerledik¢e daha kolay oldu. Bununla birlikte en
zorlandigim kisim sanirim kendimi goniillii olarak girdigim bir seye devam etmeye tesvik

etmekti.

Ciinkii bu bir sorumluluk, tabii ki {izerimize kendi istegimizle aldigimiz bir sorumluluk
ve devam ettirme gibi bir ylikiimliiliiglimiiz var. Bunu bitirince ger¢ekten ¢cok rahatladim.
Baglarda c¢ok diizenli bir sekilde odaklanamamistim. Ama zaman gegtikce ve oyunun
hikayesine daha hakim oldukg¢a kendi istegimle girip yapmaya basladim diyebilirim.
Genel olarak keyifli bir siire¢ yagadim.

Boyle de bir deneyim edinmis oldum. Sanirim deneyimimi bu sekilde 6zetleyebilirim.
Oyunda tabii ki de bir¢cok neolojizm degil de, yerellestirerek aktarmamiz gereken bircok
sey vardi, nasil desem? Bazi o6geler icin Tiirkcede giizel bir karsilik bulmamiz

gerekiyordu. Ornegin, sanirim icki isimleri bunlar.

Bazilarinda “Cok diipediiz ¢eviri gibi” oldum, bazilarinda ger¢ekten “Vay be, bu esyalari
Tiirkcelestirenler gercekten de bu ise goniil vermis” diyebilecek kadar i¢imize sinen
ceviriler oldu ben sahsen. O sekilde sdyleyebilirim. Bir yandan ben ekipte imla hatalarini
diizeltmekten sorumluydum, imla ve noktalama. Bunun i¢in neredeyse tiim cevirileri bir

gbzden gegirmem gerekti.

Cok fazla hatayla karsilastim diyemem, tabii ki de vardi. Iste zaman zaman géziimiizden
kagiyor. Zaman zaman gercekten de bilmeden yapmis oluyoruz o hatalari. Bunlari
diizeltirken kendi gevirilerime de rastladim. ilk basta okudugumda ¢ok sagma gelirken
sonra kendim yazdigim bir ¢eviri oldugunu goriince gercekten ¢ok garip hissettirdi.

Ciinkii o satir1 yazan bagka bir zamandaki bendim. Ama su an bakinca hi¢ 6yle gelmiyor,
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sanki baska birisi yazmig gibi hissettiriyor. Boyle diisiinerek diizelttigim ¢ok fazla kendi
cevirim oldu. Cok garip bir histi. Sanirim sdyleyebileceklerim bu sekilde. Siire¢ gercekten

cok keyifliydi.

Boyle bir calismanin pargasi olmak da degisik bir deneyimdi. Sanirim emegi gegen

herkese tesekkiir ediyorum. Bu kadar.

FT-2:

Oncelikle merhaba. Calisma siiresince deneyimlerimi aktaracak olursam calisma
esnasinda proje yoneticisi konumundaydim. Ekipte bir dagilim yaptik. Oncelikle geviri
stirecinin nasil isleyecegini planladim. Kimlere ne kadar kelime diisecek giin bazinda ya

da ne kadar segment satir1 diisecek giin bazinda, iste hafta bazinda kaga bolmeliyim gibi.

Bunlar en basta proje yonetimi deneyimim yeterince olmadig1 i¢in birazcik zorluk yaratti
ama sonrasinda, yani siirece alistikca kolaylikla yonettigimi diigiiniiyorum. Proje
esnasinda bazi segimler yapmak zorunda kaldim. Ornegin sadece ben degil, ekip
arkadaslarimla beraber secimler yapmak zorunda kaldik. Mesela 6zel isimlerin ¢evrilip
cevrilmeyecegi. Bazi 6zel isimleri birakmak zorunda kaldik. Tanri1 isimleri tanriga

isimleri vardi.

Bastion’1, kendi ismini ¢evirmeli miyiz, tutmali miyiz, onda da ¢ok kararsiz kaldik ama
en sonunda Hisar'da karar kildik. Genel olarak isimleri ¢evirdik. Sadece ana karakter
Kid’i diger karakterlerden farkli olsun ve ciimle i¢inde evlat, cocuk kullanima karismasin
ona seslenirken diye bilerek Kid diye biraktik. Zorluklara gegecek olursam higbir bilgimiz
olmadig1 i¢in zorlandik. Yani tabi ki de birazcik bilgi saglandi. Oyunun igerigi hakkinda
ve karakterler ana karakterler hakkinda bilgi verildi ama birka¢ ekran goriintiisii ve o

bilgiler disinda hi¢bir kaynagimiz olmadigi i¢in gercekten ¢ok zorlandik.

Ozellikle silah isimleri konusunda. Silahlarin isimleri islevleri gidilen yerler bunlari nasil
cevirecegiz veya iste neye yormaliyiz ¢evirirken? Onun hakkinda higbir fikrimiz yok,
olabildigince yuvarlayarak cevirmeye calistik o yiizden. Hani kesin ¢izgilere oturtmadan
bulanik hatlarla ¢cevirmeye ¢alistik baz1 segmentleri, bazi1 kelime 6beklerini veya. Onun

disinda bir zorlukla karsilasmadigimizi diistiniiyorum.
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Imla konusunda olabilir. Ciinkii bazen oyunlarda alt yazinin nasil gériindiigiine, estetigine
daha ¢ok 6nem veriliyor. Bazi durumlarda kesinlikle imla kurallar1 daha ¢ok 6ne ¢ikiyor.
O konuda birazcik kararsiz kaldik ama geneline bir kural oturtmaya calistik diyebilirim.

Genelimde gozii rahatsiz etmeyecek sekilde ¢evirdigimizi diisiiniiyorum.

Bunun disinda neler kullandik? Proje boyunca ¢evrimici sozliikler ¢ok yardimcimiz oldu.
Cevrimigi sozliiklerden bayag: faydalandik. Zaten onun disinda da oyun hakkinda bilgi

almamamiz gerekiyordu ama oyunla ilgili internetten bilgi edinmemiz miimkiin degildi.

Ama dedigim gibi sozliiklerin ¢eviri esnasinda ¢ok yardimi dokundu. Birbirimizle fikir
aligverisinde bulunduk WhatsApp grubu araciligryla, onun ¢ok yardimi dokundu siirekli
birbirimizle iletisim halinde olduk. Ciinkii bir kelimeye karar veremeyince, ya da ne
bileyim, kelime 6begine karar veremeyince iletisim kurmak c¢ok etkili oldu. Ha bir de
projeyi Google Sheets lizerinden yiiriittiiglimiiz i¢in orada da bdyle yorum birakma ve
iste birakilan yorumun hemen e-postaya diismesi etmesi oradan geri bildirim verebilme

cok isimizi kolaylastirdi.

Soyleyeceklerim bu kadar genel olarak eglenceliydi. Sadece son zamanlara dogru
birazcik tempomuz diistii maalesef. O da nazar boncugu olsun diyorum. Simdiden
tesekkiirler. Boyle bir projede yer aldigimiz, boyle bir firsat verdiginiz i¢in. Goriismek

uzere.

FT-3:

Bu tez projesinde genel olarak c¢aligma diizenimizin gayet diizenli oldugunu
diistinliyorum. Rol dagiliminda benim roliim kendi bana ayrilmis kismi cevirmekti
sadece. Onun disinda terimce kontrolciimiiz vardi. Proje yonetimi kisminda FT-2 halletti
orayl. Onun diginda benim yaptiZim tek sey bana ayrilmis alani ¢evirmek ve eger yeni,

goriilmemis bir terminoloji varsa onu eklemekti.

Programlar olarak Sheets lizerinden ilerledik, baska program kullanilmad, iletisimimizi
de oradan yaptik aym1 zamanda. Orada hepimiz ayni anda online oldugumuzda kendi

aramizda konusuyorduk. Online degilsek WhatsApp grubumuz vardi, oradan iletisime
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geciyorduk. Ayni zamanda smifta birbirimizi goriince yiliz ylize de iletisime

gecebiliyorduk.

Ceviri siirecinde yasadigim zorluklar ¢ok fazla kelime oyunu olmasi oncelikle. Ana
karakterin isminin Kid olmasi ve bunun hem ¢ocuk hem 6zel isim anlaminda kullanilmasi
ve bundan kelime oyunu yapilmasi zordu. Bir de sey, su tecriibeyi de fark ettim, gegmiste
tiim oyunlar Ingilizce oynadigim igin tiim terimlere ingilizce alismisim ve Tiirkceye tam
olarak nasil ¢evriliyor bakmamistim. Bazi terimleri, hani sabit, her oyunda olan terimleri
cevirmek i¢in baska oyunlarindan 6rnek baktim direkt. Diger oyunlarda nasil ¢evriliyor?

Ciinkii genel bir gevirisi var genellikle her yerde ayni ¢evriliyor.

Kelime oyunlari konusunda da onlar1 bazi yerlerde yok etmek zorunda kaldik, bazi
yerlerde hani ayn1 anlami farkli sekillerde vermeye calistik. Bu ¢eviri siirecine genel
yaklagimimda ise bir goniilliiliikk projesiydi evet, ama tecriibe kazanmak i¢in ya da isler
nasil isliyor az ¢ok onu 6grenmek i¢in bir ¢calisma sekilde baktim ¢iinkii ilk deneyimim
sayilabilir. Gegmisteki deneyimlerimden ¢ok da hani biiyiik bir isti. Genel olarak tecriibe

kazanma ve isleyisi nasil ona baktim, o dyle bir sekilde yaklastim.

FT-4:

Proje basinda gorev dagilimi yaptik. FT-2 proje yoneticilerimiz oldu ve tiim dosyalari
birlestirip Google Sheets iizerinde diizenleyebilecegimiz tek bir dosya haline getirdi. Ben
de terim kontrol gorevini aldim ve tiim dosyayi tarayarak bir terimce olusturdum. Beni
ceviride en ¢ok zorlayan seyler evrendeki yeni kelime ve terimlere ¢ok karsilik bulmak
oldu. Zaman zaman ekip i¢inde fikir aligverisi yaparak kelimelere beraber karsilik

buldugumuz oldu.

Iste ayrica oyunu oynayan insanlarin yabancilik cekmemesi igin de arayiiz metinlerindeki

climle yapilarini piyasadaki mevcut oyunlarla benzer tutmaya caligtim.
FT-5:

Yaptigimiz gevirinin siirecini aslinda temelde iice ayirabilirim. Ilki geviri ile ilgili

planlamalar1 yapmak aslinda. Kimlerin hangi rollerde ¢alisacagi ya da ceviriler bitmeden
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Once bittikten sonra nasil, neler yapabilecegimiz, bunlarin planlanmasi bence 6nemli
adimlardan birisiydi. Onun sonrasinda ¢eviri ile ilgili arastirmalar yapmak vardi ¢evirinin
kendisini yapmadan Once ya da yaparken. Bunlar genellikle ¢ikaramadigimiz yerleri
internetten arastirmak ya da baglamdan ¢ikarmak ya da birbirimize damisarak bazi

yorumlar yapmak gibi seyleri i¢eriyordu.

Ugiincii adim da gergekten cevirinin kendisini yapmak. Yani masanimn basima oturup o
sozctikleri ¢cevirmeye, yazmaya baslamakti. Diger iki adimi iyi planladigimiz ve iyi bir
sekilde devam ettirdigimiz i¢in ¢evirinin kendisi de ¢ok zorlayici olmadi. Birbirimize ¢ok

destek olduk bence. En biiyiik artilarindan biri oydu ¢eviri siirecinin.

O ytizden keyifli gegen bir ¢eviri oldu diyebilirim. Karsilastigimiz zorluklar tabii ki oldu
buna ragmen. Ozellikle ingilizceye dzgii s6z oyunlar1 yaptiklari yerlerde ya da geviride
spesifik bir kisim vardi kelimelerle bir tekerleme gibi bir sey yaptigi. Oyunda gecen baska
onemli kelimeleri bas harfleriyle verdigi uzun bir kisim vardi her harf i¢in. Oralart hem
Tiirkcede hem Ingilizcede ayn1 harfle baslayan sekilde tutturmak birazcik zordu agikcasi
aciklamalariyla beraber. Bununla beraber 6zel isimleri cevirmemek ya da Ingilizce de

olup Tiirk¢e de olmayan Q, W gibi harflerle bir seyler bulmak bizi birazcik zorladi.

O tarz kisimlarda ya orijinal sekilde birakip uymasi i¢in s6z oyununa ve siralamaya, harf
siralamasina uymasi i¢in oldugu sekilde birakip ondan sonra Tiirkcesini agiklayarak bir
yol edinmeyi sectik. Ciinkii bizim ¢eviriyi yaparken en biiyiik amacimiz bence en azindan
suydu: Tiirk bir oyuncu bunu okudugunda ne kadar dogal geliyor? Yani ¢ogu ¢evirmen
gibi bizim de amacimiz aslinda o dogallig1 yakalamakti. Ama bunu basaramadigimiz
yerlerde de aslinda dogallig1 yakalamak i¢in zorlayip oyunun kendisinden bir seyler

gotiirmek yerine ¢evirme yoluna girdik.

Bu aslinda daha ¢ok daha uzun ¢evirilerde yapilan bir sey bence. Yerellestirmede cok
fazla kullanilan bir yontem oldugunu sanmiyorum ama oyunun karakter sinirinin bize izin
verdigince biz bunu yapmaya c¢alistik agikcasi. Cok hani egrelti durmayacak sekilde

aslinda.

Kullandigimiz kaynaklar ve uygulamalar konusunda da aslinda ¢cok komplike kaynaklar
kullanmadik. En sondaki yazim ve noktalama diizenlemesi i¢in bir CAT tool kullanmadik

bildigim kadariyla. Bunun en biiyiik nedeni zaten Google Sheets'ten ¢alisiyor olmamizdi.
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Google Sheets bize halihazirda ayni1 anda ayn1 dosya tizerinde ¢alisma imkan1 veriyor.
Bunun disinda kategorilendirme ve kullanicilara 6zel ayri ayr1 kisimlar yaratabilme
ozelligi ozellikle ¢eviri siiresince kimin nereye ¢evirecegi ya da birbirimizin ilerlemesini

gormek agisindan oldukca rahatlatti bizi.

Bunun i¢in baska bir aslinda uygulamaya gerek duymadik. Bunun disinda kaynak olarak
cok fazla sey baz alamadik acikgasi. Oyun zaten oyunu goérmememiz gerektigi igin.
Normal kiiciik geviriler icin Tureng ve ingilizce sozliikler gibi basit kaynaklarin disinda
cok bir sey kullanmadik. Genellikle birbirimize danisarak oyunun onceki satirlardan ve
sonraki satirlardan bir baglam ¢ikarmaya calisarak aslinda kelimelerin anlamlarini ve

sahneleri kafamizda canlandirmaya calistik. Bu kadar.



71

APPENDIX 5. Professional Translator Team, Think Aloud Protocol
Voice Recording Transcriptions

PT-1:

Selam, simdi 6ncelikle nasil iletisime gegtik, iste dosyalar1 nasil boliistiik, ne yaptik genel
bir siireci anlatacagim. Yaptigimiz Zoom goriismesinden sonra bir tane Whatsapp grubu
kurduk. Ciinkii orada hani konustugumuzda hepimiz i¢in iletisim acisindan kolay olan
platformun Whatsapp oldugunu soylemistik. Bir Whatsapp grubu kurduk. Daha
sonrasinda herkesin hem ¢evirmen hem editor hem de son okumaci olarak gorev

istlenebilecegi bir program hazirladik.

Burada PT-4 biitiin dosyalar1 Trados’a dosya attiktan sonra kelime sayilarina bakti ve
ondan sonra sayilarinin asagi yukari esit olacagi sekilde dort gruba ayirdi. Bu dort grubu
da kura usulii kendi aramizda boliistiik. Daha sonra rolleri de kura usulii boliistiik. Sadece
hani aym kisilerin hem c¢eviri hem editorlik ayni dosyada hem de son okuma

yapmamasina dikkat ettik.

Yani her dosyay1 ¢evirmen editér ve son okumaci olarak {i¢ kisi gorecekti. O sekilde
bagsladik. Burada oncelikle Trados iizerinden ilerlemeye karar vermistik ama Trados bize
epey bir sikint1 ¢ikardi. Ondan sonra buradan vazgectik dogal olarak. Ciinkii daha sonra
iste i¢i bog goziiken dosyalar oldu ve o dosyalar1 aginca i¢inin dolu oldugunu gérdiik

vesaire.

Smartcat’e taginalim dedik. Smartcat de PT-3’1in aklina geldi. Smartcat’e tasindik. Oraya
yine dosyalar1 aktarmak, oraya uyarlamak vesaire yine bayagi sikint1 oldu. Hani normalde
Excel dosyalarini atarken goziilkmemesi gereken “page” ya da “id kod” kisimlari filan da

cikiyordu.

Daha sonrasinda bunu CTRL+Insert'le gegmenin daha kolay olacagina kanaat getirdik.
Ciinkii dosyalarda dedigimiz gibi sikint1 vardi. Sonrasinda tam bitti ve diize ¢iktik derken
bu dosyalardan birinin de aslinda g¢evrilebilir bir dosya oldugunu fark ettik. Oysa biz bu
dosyayr Trados’a attigimizda zaten hi¢ okumamisti. Smartcat’e de ilk attigimizda

okumamusti.
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Daha sonra bu dosyay1 yine PT-3 ve PT-1 sag olsunlar ¢cevirmek i¢in daha dogrusu dosya
bicimini ¢evirmek i¢in epey bir ugrastilar. O da bize epey bir sikint1 ¢ikardi. Daha sonra
yine bir dosya ¢ikti. Bu dosyadan sonrasinda tekrar i¢i bos goziiken dosyayr tamamen
cevirdigimizde sozciik sayisi, iste cevrilmesi gereken soézciik sayisi yedi binden on bine
¢ikt1 ve biz bu dosya ortaya ¢ikana kadar bunun ¢evrilebilir oldugunu goérene kadar bitti

zannediyorduk. Dolayisiyla epey bir kaos yasadik.

Burada ilk basta ayirdigimiz gruplara devam edecek sekilde ama yapamadik maalesef bu
kaoslar yliziinden. Yine ayn1 sekilde herkes boliistiigli gibi metinleri aldi. Grup bir grup
iki grup ii¢ grup dort olarak. Ama bu son ¢ikan dosyaya yine herkes ne zaman uygunsa,
hangi saatte uygunsa, nasil uygunsa o sekilde segment segment olacak sekilde boldiik.
Ormnegin ben dogru hatirliyorsam dért yiiz ve sekiz yiiziincii satir arasina aldim. Sonra iste
mesela bin alt1 yiiz ve iki bin arasina aldim sanirim. O sekilde ilerledik ve hani herkes
elini tasin altina koyarak bir sekilde bu ceviriyi de tamamladik. Bu uzun dosyanin
diizeltisi de yine o sekilde oldu. Ben kendi g¢evirdigim satirlar haricinde tamaminin

diizeltisini yaptim. Ondan sonra benim satirlarimin diizeltisinde yaptilar.

O sekilde editorliik kismint boliismiis olduk. Daha sonra bu mevzu yine PT-3’e kald1 ve
Xbench iistiinden kalite kontroliinii yapti. Yine PT-1 de arkadaslarina danisarak dosya
doniistiirme bigimlerini bu, sorun yaratan dosyay1 yine oyunun i¢ine aktarilabilecek bir

hale getirdi. Bu sekilde biitiin dosyalar bir araya getirmis olduk.

Bizim i¢in dncelikle, yani en azindan kendi adima konusursam ¢eviri konusunda zor olan
seyler, baglamsiz bir sekilde cevirmeye caligmakti. Yani oyun metninin igerisinde
ilerleyip oyunun artik tamamini ¢evirince neyin ne oldugunu gorebiliyorsunuz ve geviri
belleginden de bakinca size fikir verecek seyler ¢ikiyor. Ama biz ilk basta 6zellikle bu
bos goziiken dosya yiizliinden sorun yasadik. Temel seylerin ¢cogu orada yer aliyor.
Elimizde bu olmadig1 ve diger kisimlar1 boliistiiglimiiz i¢in ilk basta neyin ne oldugunu
pek anlayamamistik. Cok aniden ortadan dalinca ve dogal olarak hani wikisinden bakma
sansimiz yok, Google’dan arastirma sansimiz yok, videosunu izleme sansimiz yok,
karsimizda herhangi bir miisteri yok, deneme yapmak gibi bir sansimiz yok. Dolayistyla
yani kor topal ilerlemek zorundasiniz ilk asamada. Ama daha sonra oyunda ilerledikge ve
bir seyler yerine oturduk¢a sey de demedik, hani bu bdyle kalsa bir sey olmaz demek

yerine cevirileri degistirdigimiz oldugu, en basitinden aklima gelen sey “Pufuruk”
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sozcliglinii kullandik mesela. Onlar Oncesinde “Koriik”tii yine diger Korik gibi.
Sonrasinda bunlarin iste “Gazcan”larla vesaire ayni aileden oldugunu o&grenince

“Pufuruk” diye bir sozciik iirettik ve o sekilde ilerledik.

Genel yaklasimda yine Tiirk¢e kolay okunabilir olmasi ve mesela kesme isareti kullanimi1
konusunda ya da daha deyim ya da sokak agzi vesaire kullanma konusunda Tiirkge
okunmasina dikkat ettik. Yani ger¢ekten metnin Tiirkce yazilmis gibi hissettirmesi
gerekiyordu. Ayrica mesela “Cocuk” icin ya da “Cekirdek” icin kesme isareti
kullanmamayn tercih ettik. Clinkii Cocugu ya da ¢ekirdegi gibi goriince bir yerden sonra
insanin goziinde akicilifi kalmiyor. Bunlara ek olarak normalde kaynaktaki zaman

dilimiyle ayn1 sekilde ilerlemistik.

Yani hangi zaman kullanilmigsa o zamanli talep metinde de kullanmistik ama sonrasinda
bunun basinda ve sonunda bir hikayenin basi1 ve sonu oldugunu belli eden replikler oldugu
icin sonrasinda her seyi, yani o an anlatilan ya da iste size anlatiliyormus gibi duran seyler
disinda her seyi, normal hikdye zamanina doniistiirmeyi tercih ettik. Onun disinda ben bu
biitiin bu kaoslara ragmen profesyonel bir ekiple ¢aligmaktan gergekten keyif aldim.
Ciinkli hepimizin deneyimi oldugu bir alan. Yani herkes bu isi gercekten profesyonel
olarak yapiyor ve bizim sikintimiz gercekten Trados'un oncelikle azizligine ugramak

oldu. Daha sonrasinda da Smartcat’in azizligine ugramak oldu.

Bu metin dosyalar1 sebebiyle bu sikintilar1 yasamasaydik ¢ok daha kolay ve ¢ok daha
genis zamana yayarak halledebilecegimizi diisiiniiyorum ama yine de her seye ragmen bir
tiir bu tiir seylerin {istesinden geldik. O yiizden basarili oldu. Onun disinda Whatsapp’ta
hepimiz gergekten aktif oldugumuz i¢in siirekli fikir aligverisi yaptik terimler konusunda
ya da kendi 6niimiize ¢ikan ama baglamini bilmedigimiz seyleri gruba sorduk. Daha 6nce
¢evirmis olanlar bahsetti vesaire. Siirekli fikir aligverisi olan ve siirekli birbirimize destek

oldugumuz bir ortamdi.
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PT-2:

Genel olarak once zaten senle yaptigimiz toplantidaki gibi Trados kullanalim diye
anlastik ekipge. Trados’u, eklentileri vesaire ayarladiktan sonra dosyalar1 béliistiik. Iste
editor bir, editor iki olacak sekilde aslinda ayarlamaya calistik Oncesinde. Yani iki
editorden gececek sekilde ayarlamaya calistik ama dosyalari gevirmeye basladiktan sonra
kiigiik bir sikint1 fark ettik. Hatta dosyalari ¢evirmeye bagladiktan sonra degil elimizde o
boliistiigiimiiz dosyalarin ¢evirisi bittikten sonra on yedi bin kelimelik bir kismi
cevirmedigimizi fark ettik ¢iinkii Trados o dosyayir bos gosteriyordu. Dosyay1
algilamiyordu yani. Sonra XML dosyast oldugu i¢in onu bir sekilde 6nce Excel'e sonra

xlifl’e doniistiirdiik. .x1iff tizerinden Smartcat’e ekledik ¢iinkii Trados ¢aligmiyordu.

Bu siiregte bu arada yazilimci arkadaslarima kostuk. Ciinkii seydi yani bayagi, hani
dosyay1 cevirmeye g¢alistyorum olmuyor. GitHub'dan bakayim dedim. Ben hallederim
dedim gruba onu. Nasil doniistirecegimi ¢ozmeye calistyorum. Iste GitHub'dan
uygulama buldum. inmedi, inince ¢calismadi. Ciinkii bayag: yani boyle eski bir uygulama
yapmuslar ve uzun bir siiredir glincelleme almamis. O yilizden isimizi gérmedi. En son
neyse yazilimci arkadaslarimdan rica ettim ve bir sekilde sag olsunlar doniistiirmeyi

basardilar onlara.

Sonrasinda neyse ¢eviriye gegtik. Ceviri i¢in bu arada genel olarak ekip sey seyi takip
etmek ¢ok rahatti bence. Yani ekipte herkesin profesyonel bir deneyim oldugu i¢in herkes
profesyonel caligmaya aliskin iste, termbase kullanmaya aligkin, termbase’i takip etmeye
calistyor, terimlerle ilgili gruba bir sey yazildig1 zaman bununla ilgili ¢ok giizel 6neriler
geliyor. O oneriler hizli bir sekilde oylaniyor, kabul ediliyor, giincelleniyor vesaire ve
hani seyr gormek ¢ok miimkiin bence yani bu kendi ¢evirdigim kistmdan ziyade
editorliigiinii yaptigim kisimla ilgili bir yorumum. Ya gercekten c¢eviriden ziyade
yerellestirme oldugunu gérmek miimkiin ve bununla ilgili de soyle bir sey var. Yani bu
tez bakimindan nasil bir veri sunar emin degilim ama sunu séylemek miimkiin zaten.
Biraz daha kreatif 6zgiirliikk alanimiz vardi ve ben hani 6zellikle editorliigiinii yaptigim
kisimlarda mesela PT-3’lin dosyalarina falan denk geldim. Ve hani gergekten orada o

kreatif 6zglirliigiin sonuna kadar kullanildigin1 gérmek de hosuma gitti.
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Onun diginda kendi ag¢imdan degerlendirirsem, kendim ¢evirdigim kisimlar
degerlendirirsem, mesela ben terim bulmay1 ¢ok severim oyunlarda ve o ylizden gelen
terimlerde gergekten karsilik bulurken ¢ok eglendim. Referansimizin olmamasi ve iste
atryorum oyun oynamamamiz gerekmesi, oyunla ilgili videolar1 izlemememiz gerekmesi,
iste oyunun wiki, vesaire varsa bakmamamiz gerekmesi isi tabii ki zorlastirtyor. Ama
sonucta baglamindan da belli bash seyler elde edebiliyoruz. Atiyorum mesela PT-4’iin
cevirdigi bir kisim vardi ve orada iste oyundaki icki isimleri ge¢iyordu. Aslinda hepsi
gercek hayattaki seylere tekabiil ediyormus. Yani iste seyden c¢ikiyor da iste, isimden
cikiyor.

Genel olarak bu tarz seylerde, PT-4 mesela atryorum bu terimlerin karsiligin1 bulmak i¢in
yardim istedi gruptan ve iste terimlerle ilgili baglam agiklamasini1 da génderdi iste oyun
icinde gegen agiklamalari varmig bunlarin. Atiyorum onlart gonderdi, yaklasik islevini
cikarmaya calistik. Isimden iste gercek hayatta hangi alkolii cagristiriyor, bulmaya
calistik ve mesela ona gore beyin firtinasi yaparak giizel seyler iirettigimizi diisliniiyorum

ben.

Onun diginda yer isimlerinde falan da gergekten cok hos seylerle, ¢cok hos ¢oziimler
buldugumuzu diisiiniiyorum ekipge. Cilinkii hepimize gelen farkl farkli karsiliklar vardi.
Hatta bir kismini sonrasinda diizenleme asamasini degistirdik ve onlarin tutarliligim
saglamak i¢in ugrastik. Bunun i¢in bir review tracker kullandik. Bu manuel bir review

tracker'di.

Yani iste sunlar1 degistirmemiz gerekiyor, not aldik. Sonrasinda diizelti agamasinda
herkes kendine diisen kisimda orayi kontrol etmeye ¢alisti aslinda. Sonrasinda P-3
Xbench kullanmay1 6grendi tutarsizliklar1 gormek i¢in Xbench'te ¢ikan hatalar1 da
diizelttik en son. Hani evet seyden dolay1 planlama hatasindan dolay1 ve iste hepimizin
normal isinde yogun olmasindan dolay1 arti sonradan ¢ikan on yedi bin kelimelik
siirprizden dolay1 diizenlemeye zamanimiz kalmadi ama zaten Xbench sayesinde o

tutarsizliklara ben gidebildigimize inaniyorum.

Ama ben cevirilerimde genel olarak sey kullanmayi1 seviyorum. Biraz daha bdoyle
ozellikle oyunun onu gerektirdigini diislinliyorsam biraz daha eski bir dil kullanmay1

seviyorum ve bence Bastion birazcik bu dile miisait bir oyundu. Yani esprili bir yapisi
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var evet. Ama iste yani bir felaket yasanmis. Bastion’u onarmaya calisiyorlar vesaire ve

hani eski diinyanin kalintilart muhabbeti falan da ¢ok geciyordu oyun metinlerinde.

O yiizden birazcik sey diislinliyorum. Yani biraz daha iste eski diinyadan kalan seyleri
bulmaya ¢alistiklar1 igin. Iste atiyorum bunlarin oyun metinlerine gegen bazi seyleri vardi.
Iste tanrilari, tapinaklari, bunlarin muhabbetleri vesaire var. O yiizden kafamda diinya
daha fantastik ve birazcik daha iste, yikimin etkisiyle eskiyi arayan bir diinya oldugu i¢in
ben mesela sey kullanmayi falan tercih ettim kendi g¢evirilerimle. Atryorum su anda
aklima gelen ilk kelimeler, mesela “yegane esef” dedik bir yere. Ve mesela burada hani
iste pismanlik vesaire kullanilabilirdi belki ama hani esef daha biraz daha eski kokenli bir

kelime bence. O yiizden buraya daha iyi oturdugumu diisiiniiyorum.

Onun disinda iste boyle biraz daha eski Tiirk¢e kelimelerde kullanmaya calistim kendi
cevirilerimde mesela. Ve dedigim gibi sey benim hosuma gidiyor, yani oyunun diinyasina
baktigimizda bunun siritmayacagina inaniyorsam biraz daha arkaik bir dil kullanmakta
sikinti gérmilyorum. Bununla ilgili syle bir ayrim var ama ses kaydi gittik¢e uzuyor.
Bununla ilgili sOyle bir ayrim var ama gergekten dengeyi kurmak gerektigini

diisiiniiyorum bu konuda.

Cok fazla Arapca Farsca kokenli sozliik karistirdigimizda bu sefer oyuncunun deneyimini
de olumsuz etkileyebilecek bir sey bence. Tabii ki bunun dengesini kurmak ¢ok 6nemli
ve bununla ilgili belli bir sey yok. Yani kriter yok. Iste bes kelime eski kokenli
kullanabilirsiniz vesaire gibi bir kriter yok. O ylizden burada inisiyatif birazcik da
cevirmene ve sonrasinda editdriine kaliyor tabi ki. Redaktdriine kaliyor ya da. O yiizden
hani ben ama bu dengeyi ekipge 1yi saglayabildigimizi diislinliyorum. Yani yer yer ¢cok
modern kelimeler kullandigimiz oldu. Yer yer dedigim gibi biraz daha arka iki kelimeler
kullandigimiz oldu. Iste mizah unsurlarin1 miimkiin oldugunca korumaya calistigimiz ve

korumay1 basardigimizi diisiiniiyorum.

Yani zaten gercekten hani ekip arkadaslarimin mizah anlayisindan ¢ok memnunum.
Gergekten ¢ok bdyle hani gordiigiim ¢evirileri okurken kendim eglendim. Bu da hani ben
de sey ¢iinkii sey olarak okuyorum onu. Ben bir oyuncu olarak su an bu metni oyun i¢inde
gbrseydim begenir miydim olarak bakiyorum ve gercekten o kadar eglendim ki 6zellikle

baz1 yerleri okurken. Hani bunlarin gercekten oyun deneyimini zenginlestir,
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zenginlestiren seyler oldugunu disiiniyorum. O yo6nden ¢ikardigimiz {riinden

memnunum.

Dedigim gibi yani .Xml dosyas1 ve Trados'un ¢ikardig1 belalar olmasaydi biraz daha

sorunsuz ve rahat bir siire¢ olabilirdi sanirim bizim i¢in.

PT-3:

IIk basta bir konustuk. Ne yapalim, cevirilerine edelim bilmem ne falan diye. Iste
termbase ne zaman yapariz, iste hangi programi kullaniriz bilmem ne. ilk basta Trados.
Dedik tamam Trados’tan yapalim. Ondan sonra P-4 dosyalar1 boliistiirdii. Boyle kurayla

cekmis olduk seylere ¢evirecegimiz dosyalari.

Kelime agirliklart hemen hemen ayniyd:r hepsinin zaten. Ondan sonra iste aynisini ayni
sekilde kuray1 bir de redaktor bir ve redaktor iki icin yaptik. Normalde iki redaksiyon
stirecimiz olur diye umuyorduk. Ceviri baslama siirecimize gegeyim. Herkes kendisi
miisait oldugu zamanlarda iste biraz biraz yaparak cevirilerini tamamladi. Bu zamanlar

tabii ki hepimizde ¢ok rahat ge¢medi. Onun disinda, terminoloji olusturduk.

Ik seylerde ilk geviriye basladigimiz, cevirileri yaptigimiz donemde farkli goriis
belirttigimiz noktalar oldu. Iste zaman ¢ekimleri konusunda kaynaga mi1 uyalim yoksa
hikaye anlatim1 oldugu icin ge¢mis zamanda hani hikaye gibi mi anlatalim falan diye. En
son dordiimiiz ortak karara varip dedik hikaye anlatimi gibi olsun, gegmis zaman olsun.

Ciinki hani daha akic1 oldugunu diisiindiik Tiirk¢cede bunun.

Onun disinda termbase hazirlama siirecimizde de kreatif isimleri herkes kendi
dosyalarinda biiyiik oranda yani kendisi ¢evirdi. Kendisi karsilik buldu ama iste aramizda
konustugumuz falan da ¢ok sey oldu. Mesela diye bir kelime vardi. Ona PT-1"di yanlis
hatirlamiyorsam. Sarmasik elmasi demisti. Ben bag meyvesi yapmistim. Sonra iste

aramizda konusup bag meyvesi olarak kalmasina karar vermistik.

Once bir kendi dosyalarimizin iistiinden ge¢memiz gerekti bu siiregte. Bu iste
tutarsizliklar1 falan filan. Yani aramizda konustugumuz kismini en azindan ¢6zebilmek

i¢in.
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Hani benim dosyalarim tamamen bdyle diyalog metni tarzi seylerden ibaretti ya da iste
oyunun sonundaki iste bazi replikler bilmem neler hep bdyle diyalog falandi bendeki
seyler. Hi¢ boyle, nasil desem, sistemle ilgili bir dosya ¢ikmadi karsima. Hani asil
oyunun, oyunun bel kemigi olan kisim benim dosyalarimda hi¢ yoktu. O yilizden bir

distindiim.

Ondan sonra fark ettik ki .xml dosyast megerse yedi bin kelimelik bir dosyaymis ve biz
bunu atlamisiz. Trados'a dosyalar yiiklerken direkt algilamadi. Yani algilamadi derken

sifir kelime olarak algiladi.

Kim miisaitse o gelip yapabildigi kadar yapryordu. Bu simdi yine konudan konuyu
atlamis olacagim da daha sonra biz bu xml belgesine baglarken bulut tabanli bir araca
tasimay1 onerdim projeyi. O ylizden Smartcat’te bir tane iste hesap agtim. Ondan sonra
PT-2 arkadaslarindan, yazilimci arkadaslarindan falan yardim alip o dosyayr .xliff’e

cevirdi. O sekilde ise Smartcat’e yiikleyebildik onu.

Ondan sonra bu ¢evirisine basladik biz. Onda da hani kim vakit bulabiliyorsa o sey yapti,
devam etti. Bazen ayn1 anda iki kisinin falan dosyanin farkli yerlerinden devam ettigi de
oldu hatta. Ben o dosyada ya yine cevir yaptim bdyle ¢ok kelime sayisi agisindan biiyiik
farklar yasanmamistir digerleri yine, aramda ama ben birazcik daha sey tarafiyla
ilgilenmeye basladigim i¢in iste Terminoloji bankasimi diizeltme, g¢eviri bellegindeki
tutarsizliklar1 diizeltme, yeni c¢eviri bellegi olusturma bilmem ne o tarz seyleri yaptim.
Manuel olarak zaten bu sey xml dosyasindan ¢ok fazla terim ¢iktig1 i¢cin manuel olarak

yaklasik li¢ yiiz, dort yiiz tane terim ekledim ben seye bizim terminolojiye.

Ondan sonra iste zaten bulut tabanli bir ortama yiikledigimiz i¢in projeyi birbiriyle ayni
olan ciimleleri vesaire géorme sansimiz oldu. Bunlar1 ona gore diizenleyebildik. Ben
dosyalar arasi diizenlemelere bayagi ugrastim herhangi bir tutarsizlik yasanmadigindan
emin olmak i¢in. Ciinkii yani birebir ayn1 ciimlenin ¢ok ¢ok farkli cevrildigi yerler vardi

ya da iste belli terimlerin ger¢ekten ¢ok farkli kullanildig: yerler vardi.

Concordance search olayini oturtabilmemiz ¢ok rahatlatti bize. Smartcat’te onu ¢ok siikiir
yani oturtabildik. Yani ne var baska anlatabilecegim? Su an teslim yonergelerine bir daha

bakayim. Ha programlar, c¢eviri araglari, kalite kontrol araglari, iletisim.
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Iletisim zaten genelde WhatsApp'tandi, onu sdylemistim. Programlar, Trados kullandik
basta. Ondan sonra Smartcat’e gec¢tik. Ondan sonra iste Smartcat'te ben terminolojiyi

manuel olarak biiyiittiim.

Baska diizenlemeler de yaptim. En son iste bu ¢evirileri bittikten sonra ben sey yaptim,
dosyalarin hepsini tek bir seye toplayip, tek bir yere toplayip Xbench raporu aldim. Bu
Xbench raporuyla birlikte ise goziimiizden kacgan bazi tutarsizliklar ¢ikti. Mesela iste kod

uyumsuzluklari, say1 uyumsuzluklari vesaire o tarz seyler vardi. Onlar1 diizelttik.

Yani en sonunda onu yaptik zaten. Ceviri siirecinde genel yaklasimimiz yani miimkiin
oldugunca dogal bir c¢eviri ortaya koymaya calistik. Bazi s6z oyunlar1 vardi kaynak
metinde ve onlart birazcik kaybedebildik. Hani miimkiin oldugunca nasil desem, bu
hikdye anlatiminin esprili yanin1 korumaya calistik ama yani yapamadigimiz yerlerde
oldu. Ciinkii Tiirk¢ede bilmiyorum boyle iste cok sey olmuyor. Benim hosuma gitmiyor
acikcasi seylerin ¢eviriye ¢ok yansitilmasi. Onun yerine atryorum espriler yerlestirdik ya
da iste ne bileyim, en fazla sey yaptik herhalde, bir yerine atiyorum bir terminoloji
denecegi zaman bir kesme isareti tik falan, o tarz seyler yaptik. Kesme isareti demisken,
bu kesme isaretleri mevzusunu oldukca fazla tartistik. Iste nelere kesme isareti getirelim,
nelere getirmeyelim, neleri biiylik harfle yazalim. Mesela Cocuk, Kid, zaten sey ana
karakterimiz. Cocuk’a diye kesme isareti getirdigimizde ¢ok ¢irkin duruyordu. Siirekli
tekrarlayan bir kelime oldugu i¢in biz onu da kesme isareti kullanmamaya karar verdik.
Ayni sekilde ¢ekirdek icin de ¢ok fazla gecen bir kelime oldugu i¢in kullanmamaya karar

verdik.

Sonra yer isimlerine kesme isareti getirmeye karar verdik ama iste tiir isimlerine
getirmemeye karar verdik ya da iste ¢ogul isimler mesela Skyways’ti sanirim, gok yollari,
onlara falan iste kesme isareti gecirmedik. Bu tarz seylerin hepsini tek tek tartistik
aramizda ve yani bilmiyorum herkes ¢ok iletisime acikti, herkesin yaklagimlari ¢ok
uyumluydu, Cok giizel bir ekip g¢alismasi oldugunu diisiiniiyorum ve bu iste genel
yaklagimimizdan sapan biri olmadi. Yani hepimizin gevirilerini yan yana koydugumuzda
bayagi sey, nasil desem? Gayet uyumlu, gayet hani birbiriyle bir biitiin olusturabilen

ceviriler ortaya koydugumuzu gordiik.
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PT-4:

Glizel bir proje oldu ama cok fazla dolandirmadan direkt konuya geleyim. Basimiza

gelenleri anlatmaya baslayayim.

Su sekilde, bize iletilen birtakim dosyalar vardi. Bunlari aldik. Dedik ki 6nce, hangi ¢eviri
aracini kullanalim? Nasil yapalim? Iste nce g¢eviriyi yapalim. Sonra ilk revizyonu
yapalim. Ikinci revizyonu yapalim diye plan olusturduk kafamizda. Ondan sonra ben
kendim bu gorevi aldim. Dedim ki, arkadaglar boyle dosyalar var. Bu dosyalarin kelime
agirligi birbirlerinden farkli. Ben bunlari alayim. Her birini, iste Trados’a karar vermistik.
Trados’ta gorlindiigii sekilde kelime sayilarini aldim. Her birini gruplandirdim. Grup bir,

grup iki, grup ii¢, grup dort diye dosyalar1 atadim bu gruplara.

Dedim ki siz bir, iki, ii¢, dort bunlardan bir say1 se¢in. Onu ben size atilmis olayim. En
son kalanini da ben yapayim. Gruplar1 ben ayarladigim i¢in adaletsizlik olmasin. Herkes

bir segctiler.

Ben de grup biri almis oldum. Bunu yaparken de benzer tipteki dosyalar1 benzer kisileri,
yani ayn1 gruba koymaya ¢alistim ki biraz da hani tutarlilik yakalayabilelim. Bunu yaptik
ama sOyle bir sikint1 vardi. Bazi, ya genelde dosyalar {i¢ yiiz, alt1 yiiz kelime arasindand1
ve o zaman Trados’ta goriindiigii kelime sayisina gore kisi basi ortalama bes bin bes yiiz
kelime gelecek sekilde gruplara atadim. Atadim ama ii¢ tane, dort tane dosya vardi. Biz

bunlar1 ¢evirdik.

Bahsettigimiz, yani planladigimiz zaman da ¢evirdik bitti. Cevirdikten sonra, Trados'tan
ben bunu ceviri dosyalarimi aldiktan sonra bir kontrol edeyim dedim. Bu bir kelime
goziikenler neydi diye. Bir baktim, Trados'ta bizde bunlar1 ¢evrilecek gostermemislerdi
ama Excel dosyalarinin igerisinde bunlarin gevrilecegi bariz bir sekilde ortadaydi. Tam

cevirimiz bitti derken, yani birka¢ bin kelime falan daha ¢ikmusti.

Sorun degil. Hemen toparladik ekibi. Dedik ki “Boyle bdyle sikint1 ¢ikiyor, biz cat tool
degisimine gidelim.” Gittik. Smartcat'i ayarladik. Hemen onun {istesinden de geldik.
Onun ¢evirisini de yaptik, bitirdik. Bir baktik bu .xml dosyas1 aslinda bir kod dosyas1 ve
bunun igerisinde ¢evrilmesi gereken seyler var. Baktik epey bir sey ¢ikti. Gergekten epey

bir sey cikti.
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On yedi bin kelime civarinda yanlis hatirlamiyorsam. Biz bunu nerede, nasil
diizenleyecegiz bunu bulmaya ¢alistik. Yazilimc1 arkadaglarimiza sorduk. Hani bunu bize
cevrilebilir bir dosya halinde yapar misiiz seklinde. Birtakim badireler atlattik bu
konuda. Hani bayagi bir sikintiya girdik. Ama bir sekilde ¢ézdiik. Ve bu dosyanin
cevirisini igte herkes elini tasin altina koydu. Bir sekilde yaptik tabii. Bunun i¢in uzatma
istemek durumunda kaldik. En son ceviriler yapildi. Uzerine gruplari degistirerek
revizyonlar yapildi. Revizyonlar da bittikten sonra bunlari Xbench’e aktarmak, iste
QA'ini yapmak, dosyalar1 dogru diizgiin geri alabilmek lazimdi. Bu konuda da iste birkag
yazilimci arkadastan rica ettik. Hani, direkt yapsinlar diye degil ama bize nasil yapildigini

gostersinler seklinde rica ettik.

Ve aramizda gergekten bu konuyu hi¢ bilmemesine ragmen birdenbire bir gecede 6grenip
bu konunun uzmani olan arkadaslar oldu. Konuyu kurtarmak i¢in, projeyi kurtarmak igin.

Onun i¢in birazcik hararetli bir siirecti bizim agimizdan. Ama gayet eglendik.

Giizel bir sekilde de geldigimizi diisiiniiyorum. Ciinkii biz bunu yaparken sunu da
eklemem gerekiyor. Cok sistematik de gittik aslinda. Bir terminoloji bankas1 olusturduk.
Bu ilk yaptigimiz ¢evirilerin iizerinden ¢eviri bellegi olusturduk. Profesyonel bir sey oldu
ki bize verilen kaynaklarin sadece kaynaktan ibaret oldugunu diisiiniince altindan iyi diye
diisiiniiyorum. Umarim g¢alismanizda da bol bol size veri vermisizdir efendim. Cok

tesekkiir ederim bu projeye, bizi kattiginiz igin.



