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PECULARITIES OF VIDEO GAMES RENDERING INTO UKRAINIAN
(BASED ON THE LOCALIZATION OF “BALDUR’S GATE 3”)

Localization has become a widespread phenomenon over the past few years due to growing interest in video games
and developers’ pursuit of increased sales by reaching foreign markets. However, despite the existing demand, there
are misunderstandings about this process, as people are unfamiliar with the concept of localization, how it differs from
translation, how it is actually carried out, and the factors that determine the use of specific translation strategies.

The aim of the research was to define the very concept of “video game localization” and its main characteristics,
describe the challenges that arise during this process, analyze the issues that influence the choice of translation strategies
in specific selected cases, and classify the most common strategies used during this process to identify the distinctive
features of Ukrainian video game localization.

The research analyzed the main translation strategies and transformations, using examples from the Ukrainian
localization of names for creatures, plants, locations, spells, and weapons, which also constitute quasi-realities in the
fictional world of the video game “Baldur’s Gate 3.

Methods of research used during the study include general scientific and research methods: different types of analysis,
induction, deduction, comparative analysis of texts and their translations, analysis of transformations and context, to
identify and compare the phenomena in the original and translated texts, and to determine the translation strategies.

The results of the research reveal that the primary strategy used by translators when localizing video games is,
specifically, foreignization in cases involving fantasy elements. These results demonstrate that players’ claims that
Ukrainian video game localizations are inadequate due to excessive reliance on the domestication strategy are incorrect,
as this strategy applies only to a few specific instances, not to the majority of a video game s textual elements.

Key words: localization, video games, in-game text, quasi-reality, stylistic features, translation strategies, translation
transformations.
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OCOBJUBOCTI YKPAIHCHKOT'O TIEPEKJIAZLY BIJEOITOP
(HA MATEPIAJII TOKAJII3ALIL BITEOTPUA «BALDUR’S GATE 3»)

Jlokanizayiss cmana 6axjciusum A6UUEM 3a OCIANHI KibKa POKIG uepe3 3pOCmantsl 3ayikagieHocmi niooell y 8ioeoi-
2pax ma 0axscanHs po3pOOHUKIE 30LTbuUumu c80i NPUOYMKY 3d60AKU 8UX00Y HA IHO3eMHI pUHKY. Bmim, Hessadcaouu Ha

256 AxTyaspHi mMTaHHS TyMaHiTapHMx Hayk. Bum. 103, 2026



Ivanova A, Studeniak-Tokariuk N. Pecularities of video games rendering into Ukrainian (based on the localization..

..............................................................................................................................................................

OIUCHUTL NONUM, ICHYIOMb NEeBHI HENOPOZYMIHHI WO0O0 YbO2O NPOYECY, OCKLIbKU AI00U He O3HAUOMILEHI 3 A8UWEM JTOKA-
Ji3ayii, 1020 8IOMIHHOCMAMU 6I0 NepeKiady, d MaKodic i3 mum, K came CMEOPIOEMbCA TOKANIZAYISA I YUM 3YMOBJIeHe
BUKOPUCTNAHHS NeGHUX NePeKIAO0AYbKUX CmMpamezil.

Memoto docridocenns Oyno oxapaxmepusysamu came NOHAMMA «JIOKANI3aYia 8i0eoicop» Ma OCHOBHI Xapaxkmepuc-
MUKU, onucamu nepewikoou, AKi 8UHUKAIOMb Ni0 4ac Ybo2o Npoyecy, d MaKoxdc NPOananizyeamu 3a2alvHi A8uwd, sAKi
BNIUBAIOMD HA BUDID NEPEKAAVAYBKUX CIPAMEill Y NEeGHUX 0OPAHUX 8UNAOKAX, | KAACUDIKY8amMuU HANONYIspHiwi cmpa-
meeii ma mpancgopmayii, o Oynu BUKOPUCMAHI, Wob SUHAUUMU 0COOIUBOCMI YKPATHCHKOT 10KANI3ayil 8ideoizop.

1Ti0 yac docnioscenns 6y10 NPOAHANIZ308AHO OCHOBHI NEePeKIadaybKi cmpameeii ma mpancgopmayii Ha NPUKIAOAxX
VKpaiHcvKoi noKanizayii Ha3e icmom, pociuH, MONOHIMI8, 3aKIUHAHG | 30pOi, AKI € K8A3i-peaniimu 8ucaoaHo2o ceimy
sioeocpu «Baldur's Gate 3».

s docniodcennst 6 yitl poOOmMi GUKOPUCIOBY8ANUCS 3A2AIbHI HAYKOGL MA OOCTIOHUYbKI MEMOOU. Pi3HI 6UOU AHALI3Y,
IHOYKYisl, 0eOYKYIs, NOPIGHAIbHULL AHALI3 MEKCMI8 ma IXHIX nepeKiadie, aHaiiz mpancopmayiil i KOHMeKCmy 3 Memor
BUABNIEHHS A NOPIGHANHS AGUWY 8 OPUSTHATLHUX T NEPEeKAaA0eHUX MEKCIAX, d MAKONC 6USHAYEHHs CImpamezill nepexiaoy.

Pezynomamu docniodicerts 0eMOHCmMPYOmby, Wo OCHOBHOK CIMPAmMezicio nepexiaayis nio wac 1okauizayii gioeoepu
€ came ¢hopeHizayia y unaokax, noe A3aHuUxX 3 (hpeHme3iuHUMU eleMeHmamu, npucymuivu y gioeoepi. Lli pezyromamu
MOHCYMb OYyMU 8UKOPUCIAHT 01 OeMOHCMPAYii M020, Wo MEEpO#CeHHA 2pasdyie npo me, ujo YKpaiHcovKa J10Kanizayis
8i0e0icop € HeAKICHOIO Yepe3 HAOMIpHE 3aCTOCYBaHNA cmpamezii domecmuxayii, € NOMUIKOBUMU, OCKITbKU Ys cmpame-
2151 CMOCYEMbCSL ULe KIIbKOX KOHKPEMHUX 6UNAOKI8, d He OLIbULO] YaCMUHI MeKCmOo8UX eleMenmis 6i0eoieop, ki 0yuu

NPOAHANIZ08AHI NIO 4AC OOCHIONCEHHS.

Knrouoei cnosa: noxanizayis, 6ioeoiepu, 6HympiuHb0IepOGULL MeKChl, K8a3ipeauis, CMULiCIMuyHi 0coOIu80Ccmi, cmpa-

meeii nepexnaody, nepekiadaybki mpancgopmayii.

Introduction. Video games are growing in pop-
ularity and becoming a favorite form of entertain-
ment for many people around the world. However, in
Ukraine, the localization industry began to develop
later than in other countries because game developers
and publishers considered it unprofitable.

Analysis of studies. Researchers from various
countries have studied the peculiarities of video game
localization, and the following are among the main
topics examined: definition of video game localiza-
tion (Mangiron C., O’Hagan M.), challenges in the
translation of video games (Bernal-Merino M. A.),
challanges in Ukrainian localization (Bohdan O.,
Bohdan Y.), localization in the context of translation
studies (Kanevska O. B., Bilyi I. V.), localization as a
part of translation (Mazur O., Kuchiv S.), etc.

The aim. The aim of this study is to analyze the
concept of localization, examine the main translation
challenges that arise in video game localization, and
explore the translation strategies and transformations
most commonly used in this context. In accordance
with the research aim, a set of tasks has been identified:

— to define the concept of localization and distin-
guish it from translation;

— to examine the characteristics of video games
and the elements subject to localization in order to
identify the main challenges;

— identify the main translation strategies and
transformations during the localization of video
games;

The object of the paper is the peculiarities of video
games localization.

Results and discussion. Most people understand
the term “video game localization” to mean simply
“translation of video games,” since in both cases,
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information is transferred from the source language
to the target language.

O’Hagan, in her publication, provides a clear defi-
nition of game localization as “a set of procedures
involved in adjusting games technically, linguisti-
cally, and culturally to a given market in order to dis-
tribute them in territories other than their countries of
origin” (O’Hagan, Mangiron, 2013: 747).

According to the conclusions of Ukrainian scien-
tist Olena Mazur, localization is an interdisciplinary
phenomenon that is part of the globalization process
and involves adapting a product to a specific environ-
ment (Mazur, Kuchiv, 2021: 92).

Also video games can vary widely, from the sto-
ries they tell to the gameplay they involve to the ways
they relate to historical events and popular culture.
This requires translators to possess knowledge of all
of these fields to produce an adequate translation.

Another important factor that influences video
game localization is the market and the audience.
Translators can adjust certain names or phrases during
localization to reduce the risk of fan dissatisfaction
and, consequently, a potential drop in revenue.

However, most modifications are actually the
result of censorship. For example, in East Asian coun-
tries, aside from issues related to sociopolitical issues,
the most popular reason for censorship is LGBTQ+
themes, as same-sex relationships are illegal in these
countries.

The Ukrainian localization of “Baldur’s Gate 3”
sparked a huge reaction among gamers, as it was the
first time a world-famous game was released with a
Ukrainian localization at launch. The game was local-
ized by the team “The SBT Localization”, which is a
well-known group among Ukrainian gamers.
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“Baldur’s Gate 3” is the latest installment in the
series of the same name and is set in the Dungeons &
Dragons (D&D) Forgotten Realms setting. This world
is a fictional realm where magic exists alongside vari-
ous races and classes. Furthermore, as in any fictional
setting, these worlds have their own realities, shaped
by the author's culture, language, and phenomena.

According to Oleksandr Rebriy, quasi-reality is a
lexical unit denoting objects created by the author's
imagination to characterize the fictional world in
which the events depicted occur (Rebriy, 2012: 182).

In the world of Forgotten Realms, there are many
races that are unique to the D&D universe and there-
fore do not have a single, established translation,
unlike other popular fantasy races.

For example, the translators replaced the name of
the race “dragonborn” with the word “mpaxonmnyi.”
The translators retained the word's stem, “dragon,”
and translated it as the Ukrainian equivalent “apakon,”
without altering its meaning. Also, the translators
decided to apply a domestication strategy to the second
part, “-born,” and used the suffix “-w4,” which indi-
cates belonging to a particular kind. The head of the
“SBT Localization also explained that other options,
such as “npaxonoponni” and “apakoHOpPOKEHI,”
were considered too long due to the limited space for
text in the game (“Baldur’s Gate 3”).

There are also cases, such as “githyanki,” a spe-
cies name that has been transliterated into Ukrainian
because they communicate in their own fictional lan-
guage, in which the name of their race translates as
“followers of Gith”.

After analyzing which transformations were most
frequently used in the translation of creature and plant
names, the following can be concluded. The most
common transformation was transcoding, accounting
for 30% of all translations. In second place is tran-
screation, which was also most frequently applied to
creatures than plant names, accounting for 28%. Lit-
eral translation was used in 26% of cases, most often
in plant names. Contextual substitution was employed
the least, for only 16%.

Geographical names also play an important role
in the game world, as they are essential for players
to navigate the map. Like other names, they carry a
meaning that can reveal information about a location
even before players set foot there.

One of the key locations in the game is “Sunlit Wet-
lands”. This name is associated with something positive,
even though “wetlands” means “swampy or marshy
land”, but it’s not actually a swamp. In Ukrainian, it
translates to “BomHO-O0moTHI yrims,” but this name is
scientific and is not suitable for the context. As the story
unfolds, it turns out that this is actually not a pleasant
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place, but a “Putrid Bog”. So one of the translators’ tasks
was to make it sound appealing to the target audience,
because the player must be willing to explore the area,
and then be frightened when the truth is revealed. There-
fore, using a transcreation, the translators replaced the
part that alluded to a swamp with “ynmoroBuna”. The
adjective “sunlit” was translated as “‘consiuna.”

There are also other examples of strategies employed.
For instance, “Créche Y’llek” was transliterated in the
Ukrainian localization, indicating that the translators
used the foreignization strategy. According to the Oxford
Dictionary, “Creche” is a place where babies and young
children are looked after (Oxford Paperback Dictionary
and Thesaurus, 2007: 207). Since this word is used in
the game by only one race, the translators translated it
in order to highlight this cultural distinction. “Y’llek”
has no known origin, and its meaning is a mystery.
Therefore, this word was simply transcoded, resulting in
“Kperm ['mik” in the Ukrainian localization.

Additionally, after compiling a sample of various
location names from the game, the following data was
obtained. Literal translation was the most common
transformation, accounting for 58% of the transla-
tions. In second place is contextual substitution, with
25% of the translations. Then there is transcreation,
which accounts for 9% of the translations. The least
used translation transformation was transcoding,
accounting for 8% of cases.

Weapons are a very important part of the game,
as they directly affect gameplay. Their names may be
simple, merely indicating the specific type, but they
can refer to certain characteristics of the weapon, or
who it belongs to (O’Hagan, 2015: 117).

For example, the translation of the “Staff of Crones”.
According to the Oxford Dictionary, a “crone” is an ugly
old woman (Oxford Paperback Dictionary and Thesau-
rus, 2007: 210). In Ukrainian culture, there is no concept
equivalent to “crone,” and the closest term is “Bimpma”
(“a witch”). Therefore, the translators rendered the name
of this weapon as “BijiboMchbKHii Tocox” so that Ukrain-
ian players could understand exactly where this staff
comes from and to whom it belongs.

However, there are also exceptions. For example, the
name “Markoheshkir” was transliterated because it has
no known meaning, and it is unclear which in-game lan-
guage it comes from. For this reason, the translators opted
for a foreignization strategy, which is why it appears as
“Mapxoremkip” in the Ukrainian localization.

After analyzing the various names of weapons, the
following conclusions can be drawn. Literal transla-
tion is the most common, accounting for 51%. Con-
textual substitution was used in 23% of cases, while
transcreation accounted for 19%. Transcoding was
used the least, accounting for only 7% of all cases.
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Another important part of this game is spells.
Some of them consist of just a single word, and there-
fore, most of these spells are usually translated lit-
erally. For example, spells such as “Blight,” “Aid,”
“Resistance,” and “Friends” were translated as fol-
lows: “T'annp”, “Ilomiu”, “Omip”, “Apy3i.” However,
there are isolated cases where a translator cannot use
a literal translation of a name. For example, the spell
“Shillelagh,” whose name derives from the Irish word
for a stick and comes from the words ‘sail”’ and “éille,’
meaning ‘willow,” and ‘leash’ originally” (What is
a Shillelagh). This spell imbues a weapon with the
power of nature. For Ukrainian players, this concept
is very foreign, unlike for English-speaking players,
so the translators used a strategy of domestication and
translated the name as “Tupsura”.

Another group of spells that can be identified con-
sists of those formed by an adjective and anoun. These
are also typically translated literally. For example,
spells such as “Torn Whip,” “Stinking Cloud,” and
“Insect Plague,” which were translated as “TepHoBuit
Oarir,” “Cmeparoua xmapa,” “Komammna ayma.”

...............................................................................

The conclusions regarding the translation of spells,
the most commonly employed translation transfor-
mation was literal translation, accounting for 72%
of cases. Then comes contextual substitution, which
was used to translate 18% of spells. Transcreation was
used only 8% of the time. Transcoding was used the
least, accounting for 2% of the total.

Conclusions. In Ukraine, the localization industry
began to develop even later than in other countries, as it
was considered unprofitable. As a result, there is no com-
mon understanding of what localization actually means,
which is why translators often face negative reactions.

The research analyzed the main factors influencing
localization. It was also important to identify the specific
strategies and transformations used in video game locali-
zation to understand which are most commonly employed.

In general, video games have become an integral
part of many people’s lives, so understanding the con-
cept of localization is now more important than ever.
However, various challenges and peculiarities must
be taken into account during localization, as they sig-
nificantly impact the process.
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