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This book isamultidisciplinary study of the trandation and localisation of video
games. It offers a descriptive analysis of the industry — understood as a global
phenomenon in entertainment — and aims to explain the norms governing present
industry practices, aswell as game localisation processes. Additionally, it
discusses particular trandlation issues that are unigue to the multichannel nature
of video games, in which verbal and nonverbal signs must be cohesively
combined with interactivity to achieve maximum playability and immerse
playersin the game' s virtual world. Although positioned within the theoretical
framework of descriptive translation studies, Bernal-Merino incorporates
research from audiovisual trandlation, software localisation, computer assisted
trangdlation, comparative literature, and video game production. Moving beyond
this framework, Translation and Localisation in Video Games challenges some
of the basic tenets of trans ation studies and proposes changes to established and
unsatisfactory processes in the video game and language services industries.
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Thisbook is amultidisciplinary study of the translation and localisation of video games. It offersa
descriptive analysis of the industry — understood as a global phenomenon in entertainment — and aims to
explain the norms governing present industry practices, as well as game localisation processes. Additionally,
it discusses particular translation issues that are unique to the multichannel nature of video games, in which
verbal and nonverbal signs must be cohesively combined with interactivity to achieve maximum playability
and immerse playersin the game' s virtual world. Although positioned within the theoretical framework of
descriptive trandation studies, Bernal-Merino incorporates research from audiovisual translation, software
localisation, computer assisted translation, comparative literature, and video game production. Moving
beyond this framework, Tranglation and Localisation in Video Games challenges some of the basic tenets of
tranglation studies and proposes changes to established and unsatisfactory processes in the video game and
language services industries.

Trandation and L ocalisation in Video Games: Making Entertainment Software Global (Routledge
Advancesin Trangation and I nter preting Studies) By Miguel A. Bernal-Merino Bibliography

- Sales Rank: #3630848 in Books

- Published on: 2014-09-22

- Original language: English

- Number of items: 1

- Dimensions: 8.00" h x 5.00" w x 1.00" I, .0 pounds
- Binding: Hardcover

- 322 pages

¥ Download Translation and L ocalisation in Video Games: Makin ...pdf

@ Read Online Translation and Localisation in Video Games: Mak ...pdf



http://mbooknom.men/go/best.php?id=113880553X
http://mbooknom.men/go/best.php?id=113880553X
http://mbooknom.men/go/best.php?id=113880553X
http://mbooknom.men/go/best.php?id=113880553X
http://mbooknom.men/go/best.php?id=113880553X
http://mbooknom.men/go/best.php?id=113880553X
http://mbooknom.men/go/best.php?id=113880553X
http://mbooknom.men/go/best.php?id=113880553X

Download and Read Free Online Trandation and L ocalisation in Video Games: Making
Entertainment Softwar e Global (Routledge Advancesin Translation and I nterpreting Studies) By
Miguel A. Bernal-Merino

Editorial Review
Review

'Trangdlation and Localisation in Video Games. Making Entertainment Software Global is an excellent
analysis of a specialist area within the digital entertainment field. The book gives an accurate
description of how localization happenswithin the industry, and at the same time provides
background and context for students so they can under stand how the industry has evolved over the
past 30 years. An informative read for students, academics and professionals alike who are already
involved or who areinterested in entering the video game/digital entertainment translation

space.' ?Flavia Timiani, Director, International Production, Disney Interactive

'While game localisation accountsfor significant percentage of global game industry revenue, very few
texts have explored not only the process but the sheer impact of thisdiscipline. Dr. Bernal-Merino
provides uswith arguably one of the most insightful commentaries on the inner workings of game
localisation, particularly from atranslator's per spective, and clearly demonstrates his year s of
expertise. Hisdetailed exploration of the topic is much needed and appreciated, and | can easily see
thiswork becoming standard, required reading for anyone aspiring to simply under stand game
localisation and/or work in thisfield.'?Kate Edwards, Executive Director, International Game Developers
Association

'Miguel Bernal-Merino’sbook Tranglation and Localisation in Video Games provides a compr ehensive
picture of therelatively young field of video game localisation. In this snapshot of the current
localisation practicesin an incredibly fast-moving industry, he outlineswhat sets video game
localisation apart from other areas of the localisation industry and draws attention to the complexities
that need to be dealt with aswell asthe pressure on timing, cost and confidentiality. Bernal-Merino
presentsthe scientific natur e of localization that he argues callsfor the need for mor e investment into
academic education supported by industry professionals. He highlightsthe need to introduce standard
practices and terminology for video game localization to professionalise the field and create the next
generation of localization professionalsthat are better prepared for the multiple challenges of this
area.' ?Michaela Bartelt, S . Director, Worldwide Localization, Electronic Arts

"It isnot uncommon for dynamic industriesto lack of a structured representation of their practices.
After two decades of stunning evolution video games publishing is becoming a widespread and mature
industry. A reference text was definitely needed to analyse and contextualise the trandation activities
that form the basis of global interactive entertainment. Trandation and Localisation in Video Gamesis
thefirst book to connect translation studies for the media and the video gamesindustry. Thistext sets
astandard asit provides a systematic description of the principles, activities and issuesinvolved in
trandating for video games. Thanksto the author's unique experience in the academic aswell as
business environmentsthe book containstheoretical background from trandation studies, examples
from published games and proposals for improving translations processesin the video game industry.
A must-havein your personal, departmental or company bookshelf.' ?Fabio Minazz, Director, Binari
Sonori. GDC Localization Summit Advisor

'Dr. Bernal-Merino has conducted relevant resear ch in translation studies by analysing the adaptation



of cultural products (specifically video games) and their reception by final users. Some of the papers
published by him on video game localization can beregarded as seminal worksin thefield and they
have clearly provided new insights and opened new resear ch linesin trandation studies. Translation
and Localisation in Video Gamesis a breakthrough in audiovisual trandation, asit isone of the few
pieces of research published from an academic viewpoint on the adaptation of video games and
multichannel cultural products.'?Dr. Alberto Fernandez Costales, University of Oviedo, Spain

"Here comes the book many of uswho have been teaching on trandation, localisation and related areas
have been waiting for. A pioneer of research in gamelocalisation, Dr. Ber nal-M erino weaves together
descriptive trandation studies and video game production to offer the best tool now availableto
present in a coherent and clear way thisintricate and rapidly evolving field. A must-havein all
Trandation departments, Trandation and Localisation in Video Games will be an eye opener for all
those eager to explorethe exciting world of entertainment software from a cross-linguistic, cross-
cultural perspective. Readerswill find themselves drawn to the challenges and the rewards of an
activity that callsfor both technical know-how and a creative spark.'?Dr. Ignacio Garcia, University of
Western Sydney, Australia

'Thisbook isa must-read for anyoneinterested in thelocalization of digital media, and specifically
professionalsin the gaming industry from game producersto transators. Dr. Bernal-Merino has done
an excellent job of showing the critical issuesinvolved in localizing video games. | was fascinated to
learn about thewide array of video game localization issues such as the adaptation of game content,
textures, characters, art, gestures, colors, and other aspects of trandation and Ul elements. What
makes the book even more engaging are the number of examples from a wide variety of game contexts.
| think that alot of this knowledge can be easily leveraged across a variety of digital media
entertainment products.'?Dr. Nitish Sngh, Associate Professor, Boeing Institute of International Business,
. Louis University, USA

About the Author

Miguel A. Bernal-Merino, PhD in the localisation of multimedia interactive entertainment software at
Imperial College, isalocalisation researcher and writer who lectures at the University of Roehampton,
UK and several other universities across Europe. He is the co-founder and elected chair of the ' IGDA
Localization SIG'. He has coordinated the ‘ Game Localization Round Table' (for Localization World), as
well asthe ‘Localization Summit’ (for GDC) from their conception.

Users Review
From reader reviews:
Richard Riggins:

This book untitled Trandation and Localisation in Video Games: Making Entertainment Software Global
(Routledge Advancesin Tranglation and Interpreting Studies) to be one of several books which best seller in
this year, that's because when you read this guide you can get alot of benefit onto it. Y ou will easily to buy
this specific book in the book retail store or you can order it by way of online. The publisher of this book
sells the e-book too. It makes you easier to read this book, since you can read this book in your Smart phone.
So there is no reason to you to past this reserve from your list.



Debra Davis:

The actual book Trandlation and Localisation in Video Games: Making Entertainment Software Global
(Routledge Advancesin Trandglation and Interpreting Studies) has alot associated with on it. So when you
check out this book you can get alot of advantage. The book was written by the very famous author. The
author makes some research before write this book. That book very easy to read you can find the point easily
after looking over this book.

Jeffrey Drake:

This Trandation and Localisation in Video Games: Making Entertainment Software Global (Routledge
Advancesin Trangdlation and Interpreting Studies) is brand new way for you who has intense curiosity to
look for someinformation asit relief your hunger info. Getting deeper you on it getting knowledge more you
know or perhaps you who still having little digest in reading this Trandation and Localisation in Video
Games. Making Entertainment Software Global (Routledge Advancesin Translation and Interpreting
Studies) can be the light food for you because the information inside this particular book is easy to get
simply by anyone. These books acquire itself in the form which is reachable by anyone, yeah | mean in the
e-book application form. People who think that in book form make them feel tired even dizzy thisreserveis
the answer. So you cannot find any in reading a e-book especially this one. Y ou can find actually looking
for. It should be here for you actually. So, don't miss this! Just read this e-book style for your better lifein
addition to knowledge.

Johnny Relyea:

Do you like reading a publication? Confuse to looking for your favorite book? Or your book ended up being
rare? Why so many question for the book? But any kind of people fedl that they enjoy regarding reading.
Some people likes reading, not only science book but novel and Translation and Localisation in Video
Games: Making Entertainment Software Global (Routledge Advances in Tranglation and Interpreting
Studies) or perhaps others sources were given information for you. After you know how the good a book,
you feel want to read more and more. Science publication was created for teacher or students especially.
Those guides are helping them to increase their knowledge. In some other case, beside science book, any
other book likes Trandlation and Localisation in Video Games. Making Entertainment Software Global
(Routledge Advancesin Trandation and Interpreting Studies) to make your spare time considerably more
colorful. Many types of book like here.
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