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TEOPETUYHI TA IPUKJIAJTHI ACIIEKTH JIOKAJII3AIIIT
BIAEOIT'OP Y I'VIOBAJIBHOMY IT'POBOMY CEPEJTOBHIIII

BiHHUIIbKWIT HAI[IOHATLHUY TEXHIYHUA YHIBEPCUTET

Anomauyin

Y pobomi docniosceno rknouosi meopemuuni ma npakmuuMi acneKmu JOKANi3ayii 8i0eoicop, w0 OXONIOHMb
nepexknao, KyIbmypHy aoanmayiro ma mexuiuny inmezpayiro. Ilpoananizosano ocHO6HI UKIUKU npoyecy NOKANi3ayil
ma BU3HAYEHO CYYACHI THCMpyMeHmu U nioxoou, AKi 3abe3neyyromsv AKICHY adanmayiio i2po6oco npooykmy O
MIHCHAPOOHUX ayOumopiti. 3anponoHo8ano WasAXu niOSUUeHHS epeKmUeHOCMI JT0KATI3aYiliHO20 npoyecy ma 1o2o poib
¥y enobanbHoMy YCnixy gioeoieop.
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UX y nokami3ariii.

Annotation

This paper explores the key theoretical and practical aspects of video game localization, including translation, cultural
adaptation, and technical implementation. It examines the main challenges involved and highlights modern tools and
approaches that ensure high-quality localization for global audiences. The study outlines strategies for improving
localization efficiency and emphasizes its importance for the international success of video games.

Keywords: Game localization, cultural adaptation, translation, globalization, gaming industry, user experience,
localization tools.

Beryn

CaiToBa IHAYCTpIis BiA€OIrop AEMOHCTPYE CTPIMKE 3pOCTaHHS, 110 3yMOBIIIOE€ HEOOXiAHICTh PO3ILIUPEHHS
ayJuTopii uepe3 aJarTaililo KOHTeHTY JJIsl pI3HUX MOBHHUX 1 KYJIBTYpHHX cepefoBull. Jlokarizalis Bigeoirop
nepecTaia OyTH IMPOCTUM MEPEKIIAJ0M TEKCTY, EPETBOPUBIIMCH Ha KOMITJICKCHUH MPOIEC, 1110 OXOILII0E
poboty 3 rpadikoto, 3ByKoBUMH (haiimaMu, iHTEpQeErcoM KOpHCTyBada Ta KyJIbTypHUMH Komamu. Bucoka
SIKICTh JIOKaJIi3allii 0e31mocepeIHbO BIUIMBAE HA KOMEPIIHHHUIA YCITIX MPOAYKTY, PIBEHb 3aHYPECHHS IPaBIsl Ta
penyTaIio po3pooHUKa.

Pe3yabTaT po3podku

Y npoueci gocaimxeHHs 0yino copMoBaHO y3aranbHEHY MOJENb JIOKalli3alii Bieoirop, o BpaxoBye SIK
JIHTBICTHYHI, TaK 1 TEXHIYHI KOMIIOHEHTH 11bOT0 TpoIiecy. [IpoaHaiizoBaHo CydacHi MiJXoau J0 JoKai3allii,
30KpeMa aJanTUBHHUN IepeKIIaj, TPaHCHiTepalito, KpeaTHBHY TpaHC(HOPMaIlilo TEKCTY Ta TIMOOKY KyJIbTYpHY
aJlanTauilo, sSKi 3aCTOCOBYIOTHCS BIANOBIAHO [0 XKaHpy Ta LiIboBOi ayautopii rpu. OcobnuBy yBary
MPUIIIEHO TEXHIYHUM I1HCTPYMEHTaM, cepejl SIKUX CHUCTEMH aBTOMATH30BAHOTO IIEPEKIIaay, KepyBaHHS
TEPMIHOJIOTI€10, JIOKAJII3alliiHI TIATPOPMHU Ta CHCTEMH KOHTPOJIIO BEPCiH, 0 3a0e3MeuyroTh y3roKEHICTD 1
TOYHICTb iHTErpalii nepexIageHux MaTepiaiiB y irpoBUil pyLii.

Bukanku BIIPOBAIKCHHSA

Jlokaizalliss BiZI€OIrOp CTUKAETHCSA 3 TPYAHOIIAMH, IOB’S3aHMMU 3 aJalTalli€l0 CICHTY, TYMOpYy Ta
KyJbTYpHO MapKOBaHUX €JIEMEHTIB, III0 YaCTO HE MAIOTh NPSMUX BiAMOBIIHUKIB Yy 1ibOBiK MOBi. KynbTypHi
BIIMIHHOCTI MOXYTh NPHU3BECTH [0 HEPO3YMiHHS KOHTEHTY a00 HOro HEBiANOBIAHOCTI OYiKyBaHHSIM
ayauropii. TexHiuHi OOMEXEHHs IrpOBHX pYIIiiB, 30KpeMa OpPCTKi JIMITH JOBXHHH PSIKIB a0o
(dopmaryBaHHs, YCKIaJHIOIOTh IHTErpamito nepekiany. J1oJaTkoBi TpyIHOIII BHHUKAIOTh 4epe3 HecTady
YiTKOT TOKYMEHTAIli1 Ta 00MEXEeHHUI Yac Ha BUKOHAHHS POOIT.



HIasaxy MoxoJIaHHA BUKJIHKIB

[TigBuImUTH SKICTH JIOKaNi3amii MOXHa 3aBISKA CTBOPCHHIO IJIOCApiiB 1 CTHJIICTUYHUX TilliB, IIO
3a0e3MeuyoTh MOCIiIOBHICTh mepekaany. TicHa chmiBmpams JOKami3aTopiB i3 po3pOOHHKAMHU JIOTIOMAarae
MBUAIIE PO3B’A3yBaTH TEXHIYHI W 3MICTOBI TWTaHHI. BUWKOpWUCTaHHS Cy4acHHX IHCTPYMEHTIB
ABTOMAaTHU30BaHOTO TMEPEeKNIay Ta KOHTPOIO SAKOCTI MiJABHUIIY€E TOYHICTH OOPOOKH BENIMKHX OOCSTIB JaHUX.
3aBepiiaibHe TECTYBAaHHS JIOKATi30BaHOI Bepcil HOCISIMM MOBH Ja€ 3MOTY BHUSBUTH CTHJIICTHYHI Ta
KYJIBTYPHI TOMIJIKA J0 PEti3y.

BucHoBku

Jlokamizawisi BiI€Oirop € KIIOYOBHM €JIEMEHTOM YCIIIIHOTO BUXOAY MPOAYKTY Ha MIKHApPOIHI PUHKH.
Bona 3a0e3meuye 3po3yMilmicTh KOHTEHTY, IMiJBHIIYE SKICTh ITPOBOTO JOCBILY Ta CHpPHAE 3POCTAHHIO
aymutopii. JlocmimkeHHs mokazano, mo e(eKTUBHA JIOKaji3allis MoTpeOye Y3ro/HKCHOTO TO€THAHHS
JHTBICTUYHOI TOYHOCTI, KyJIbTYpHOI ajantaimii Ta TEeXHIYHOT KOpeKTHOCTi. Hanaromkena KoMyHiKatist Mix
pO3pOOHMKaMH Ta JIOKAli3aToOpaMH, a TaKOK BUKOPHUCTAaHHS CydYacHHMX IHCTPYMEHTIB TiepeKiaay i
TECTyBaHHA, 3HAYHO MiABUINYIOThH SKICTh KiHIIEBOTO MPOIYKTY. Y Pe3yibTaTi SKiCHA JOKaJi3allis He JIHIIe
MOKpAIIly€ CIPUHHATTS TPH, a i 3a0e3neuye il KOHKYpEeHTOCHPOMOXKHICTh Ha INI00aIbHOMY PHHKY .
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