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INTRODUCTION
Video game terminology is constantly evolving as new games, technologies, and
trends emerge. Video game terminology is a societal tool and expression of today’s
linguistic dynamism, and an example of the evolution of language to accommodate
our technological advancement, and relevant communities that spring up as a
result.
The actuality of the research is of the linguistic nature of video game
terminology; an essential component of distribution of computer and mobile games
around the world. Every day there are more and more games, and hence game
terms, making it a rapidly and ever evolving discipline. The specificity of
terminology however, can be a problem when it comes to localization in the
desired target language.
The aim of the research is to study theoretical and practical principles of video
game terminology localization. Comparing terminology units in English and
Ukrainian languages, with the effort to explore the specifics of localizing computer
games into target language.
The objectives of the research:
— to describe video game terminology as a language phenomenon and translation
challenge;
— to highlight the specific of video game terminology;
— to study the features of video game discourse;
— to study the main ways of translating terminology units;
— to analyze transformations applied in the process of translating terminology units
from English into Ukrainian.
The object of the research — translating game terminology in the process of
localization.
The subject of the research — the specific features of rendering English video

game terminology units into Ukrainian.



Methods used in the research — the comparative method, the method of
translation, the method of interpretation, method of analysis and synthesis of
information.

The data sources:

— Stalker.Fandom.Com Ukrainian (SFCU, URL);

— Stalker.Fandom.Com (SFC, URL);

— S.T.A.L.K.E.R Shadow of Chernobyl [IOBHE ITPOXO/[’KEHHA
YKPATHCBKOIO (ITagon) | Iagon (SSCU, URL);

— S.T.A.L.K.E.R: Shadow of Chernobyl Full Gameplay Walkthrough / No
Commentary [FULL GAME)4K UHD (SSC, URL).

Theoretical value of the research — is that the results obtained in the study can be
used for the further development of the topic of terminology translation in video
game discourse.

The practical value of the research — the findings of this research will provide a
point of reference for researchers of video game terminology units, and can be of
benefit to teachers and students of translation. Video game research discourse
demonstrates the potential studies have as a methodology for translation research,
and as a tool in training future translators.

Brief outline of the research paper structure: The term paper consists of
Introduction, two Chapters, Conclusions, Bibliography, Lists of Reference and

Data Sources, Annex, Pe3rome.



CHAPTER 1

THEORETICAL PRINCIPLES OF VIDEO GAME TERMINOLOGY
LOCALIZATION

1.1 Video game terminology as a language phenomenon
Language is a social act, and creating new words or modifying existing words
known in the everyday standard language of a social community makes it
difficult for anyone but those involved in that social community to understand
its vocabulary. Communication belonging to a particular social group can be
classified as jargon, and game terms are an example of what the vocabulary of
a social group might look like [5: 2].
Video game terminology can be considered a linguistic phenomenon because
of its unique and evolving vocabulary and grammatical system. It has its own
vocabulary and syntax, constantly expanding and adapting to the needs of the
gaming community.
The origins of video game terminology can be traced back to the early days of
video games: as video games grew in popularity in the 1970s and 1980s,
players and developers began to develop their own jargon and terminology to
describe the unique aspects of this new form of entertainment. These include.
Terms such as "score," "lives," and "power-ups" are early examples of video
game terminology, and these terms in various forms are still in use today [11].
As video games have become more complex and diverse, the terminology used
to describe them has also changed. As new genres and subgenres of games
emerged, new terms and phrases were developed to describe their specific
gameplay mechanics and features. The evolution of video game terminology
has also been influenced by changes in technology. As graphics and computing
power improved, new terms and phrases were developed to describe the latest
advances in visual and sound design.
Being a gamer does not just mean playing video games. It also involves
interacting with other people who share the same interest — video games —

and expressing a certain identity. As with many other specific hobbies, gamers



use a specific language to communicate, often in a gaming setting, when
talking about the game or describing events related to the game. Many popular
games are played in teams, so it is important to be able to quickly exchange
information with teammates. This information can be used not only in written
and verbal virtual communication, but also between people on a daily basis [5:
9].

Many of the terms have specific meanings and nuances that may be unfamiliar
to non-players. In addition, video game terminology is constantly evolving as
new games are developed and new genres emerge.

For example, terms like:

Battle royale is a video game genre in which 100 player characters are placed
in a battle zone and destroy each other until the last surviving player character
wins, also called battle royale, as in Fortnite [1];

MOBA (multiplayer online battle arena) is a type of strategy video game in
which two teams play against each other on a predetermined battlefield [2].

It has only become popular in recent years.

Furthermore, video game terminology also includes slang and jargon that are
unique to the gaming community. For example, terms like :

Grinding - repetitive gameplay to level up characters [3];

Ganking - attacking a weaker or lower level player [4]. These are examples of
slang that originated within the gaming community.

Video game terminology is an amazing linguistic phenomenon that illustrates
how language adapts and evolves to meet the needs of specific communities.
As video games become an increasingly popular form of entertainment, video
game terminology will continue to grow and evolve with the industry.

Video games have created a new lexicon of words and phrases that are specific
to the gaming community. These terms include words and phrases that
describe game mechanics, character types, equipment, and game strategies.

For example, terms like:



Respawn - It describes a situation where a computer or human-controlled
character in a video game comes back to life after dying or being killed [7].
NPC - A non-player character (NPC), or non-playable character, is any
character in a game that is not controlled by a player [8].

Loot - Prize or Treasure in an online gaming context [9].

Nerf - to reconfigure (an existing character or weapon), making it less
powerful [10].

They have become ubiquitous in the gaming world, but may be unfamiliar to
those outside of it.

The video game industry is one of the biggest entertainment industries of our
time, but it is also one of the most complex in terms of terminology. [6 :76].
Video games have also influenced the syntax of language in certain contexts.
For example, in massively multiplayer online role-playing games
(MMORPGsS), players often communicate using abbreviated or shortened
phrases due to the limited space in chat boxes. This has led to the emergence of
new grammatical structures and shorthand, such as "LFM" (looking for more)
and "LFG" (looking for group).

The syntax of game terminology is highly dependent on a number of factors,
including the genre of the game, the platform on which it is played, and the
target audience.

For example, games designed for consoles and PCs may use more complex
syntax and terminology, reflecting the capabilities of these platforms. In
contrast, mobile games may use simpler and shorter expressions that are better
suited to small screen sizes and touch controls.

Similarly, some game genres, such as first-person shooters or real-time
strategy, may use more technical language and terminology to describe the
mechanics of a particular game, while games aimed at a younger audience may
use simpler, clearer terms.

The culture and language of a game's target audience can also have a

significant impact on the syntax and terminology used in the game. For



example, a game designed primarily for a Japanese audience may use different
terminology and syntax than a game designed for a Western audience.

Overall, the syntax of video game terminology is a complex and multifaceted
aspect of game design, influenced by many factors, including genre, platform,
audience, and cultural context.

Another aspect of video game terminology is the use of abbreviations and
acronyms [6: 76]. These are particularly prevalent in online gaming, where
players may use shorthand to communicate more efficiently. These shortenings
can be used to convey complex ideas quickly. Here are some of the most
common abbreviations and acronyms used in video game terminology:

1. AFK - Away From Keyboard. This is used to indicate that a player is
temporarily stepping away from the game [12].

3. GG - Good Game. This 1s often used at the end of a match or game to show
sportsmanship and acknowledge the efforts of the opposing team [12].

5. BRB - Be Right Back. This is used to indicate that a player will be away
from the game temporarily but will return shortly [14].

7. LOL - Laughing Out Loud. This is used to indicate that something is funny
[15].

9. LFG - Looking For Group. This is used to indicate that a player is looking
for a group of players to play with [16].

11. DPS - Damage Per Second. This is a measure of how much damage a
player can do over a certain amount of time [12].

13. MMO - Massively Multiplayer Online. This refers to games that allow
many players to play together in a shared world [13].

15. FPS - First-Person Shooter. This refers to games where the player views
the game world from a first-person perspective and primarily uses guns and
other ranged weapons [12].

17. RTS - Real-Time Strategy. This refers to games where players build and
manage a base or army in real-time and engage in strategic battles with other

players [13].



19. RPG - Role-Playing Game. This refers to games where players take on a
character and engage in a story-driven game world [12].

21. PvP - Player vs. Player. This refers to games where players compete
against each other, often in a battle or combat situation [12].

22. PvE - Player vs. Environment. This refers to games where players work
together to overcome challenges presented by the game world and its non-
player characters [12].

Acronyms and abbreviations are an important part of video game terminology
and allow players to communicate more effectively and efficiently. However,
that not everyone is familiar with these terms, and clear communication is
always important in multiplayer games.

Video game terminologies are constantly evolving as new games,
technologies, and trends emerge. Thus, they serve as prime examples of the
dynamic nature of language and how language evolves in response to new
contexts and communities. Like other linguistic phenomena, video game
terminology can continue to evolve and change over time. Here are some of
the ways in which video game terminology may evolve in the future:

New games and genres: As new games and genres emerge, new terms may
appear to describe them. For example, as virtual reality games grow in
popularity, new terms may emerge to describe the unique features and
experiences of these games.

New technologies: As gaming technologies evolve, new terms may be needed
to describe new features and capabilities of these technologies. For example, as
more and more games incorporate artificial intelligence, new terms may
emerge to describe the different types of Al used in games.

Changing social norms: As social norms and attitudes change, video game
terminology may change along with them. For example, as social norms
change on a topic, terms that were once considered acceptable may become

outdated or offensive.



Globalization: As video games become more popular around the world, video
game terminology can also become global, with players from different
countries and cultures adopting and adapting each other's terminology.
Cross-platform gaming: As more and more games can be played on different
platforms, such as consoles, PCs, and mobile devices, new terms may emerge
to describe the unique challenges and opportunities that cross-platform gaming
presents.

In conclusion video game terminology will continue to evolve and change as
the game industry and culture evolve. While some terms become obsolete or
go out of use, new terms are emerging to describe new games, technologies,
and experiences. As video games become an increasingly important part of our
culture and everyday lives, video game terminology will continue to be an

important component of our communication and interaction.

1.2 Theoretical background of video game terminology localization
Video game terminology localization is the process of translating video game
terminology from one language to another. This process is necessary to make
video games accessible to people around the world[25].

Video game terminology localization helps to overcome language barriers,
improve the user experience, and increase the popularity of video games in
different regions. This chapter discusses the theoretical foundations of video
game terminology localization, including its history, processes, and challenges.
The history of video game terminology localization goes back to the early
period of video game development: in the 1980s, video games were developed
mainly in Japan and the United States, and their popularity quickly spread to
other countries. However, since video games were not localized by language,
they could not be enjoyed in non-English-speaking countries. This led to
localization, where in-game text, dialogues, and instructions were translated

into every language [26].



The process of localization has evolved over the years and now goes beyond
mere text translation. Localization also includes cultural adaptation, which
consists of adapting game content to the cultural norms and values of the target
audience. This process includes changing character names, modifying game
content, and changing cultural references that do not make sense to the target
audience.

The process of localizing video game terminology involves several steps. The
first step is to determine the target audience and the language in which the
game will be localized. This step is very important because different languages
have different grammatical rules and sentence structures that must be followed
[27].

The next step is to extract the text from the game and prepare it for translation.
To do this, the game text is broken down into manageable fragments, such as
dialogues, menus and instructions. The text is then organized into a
spreadsheet or database to manage the translation process.

Once the text is extracted and ready to be translated, translator can begin the
actual translation. The work of translation consists of translating the game text
into the target language. The translation can be done by in-house translators or
third-party translation companies. It is of paramount importance to ensure that
the relevant translator has experience specifically in localizing video games,
and is familiar with the cultural norms, customs and values of the target
audience.

After the translation process is completed, the translated text is included in the
game. During this process, the localized game is tested to make sure that the
translation is accurate and that the game functions correctly. Any errors or
problems found during this process are corrected, and the game is tested again
until it functions correctly [27].

The localization of video game terminology presents a number of challenges.
One of the most significant problems is cultural adaptation. Cultural adaptation

is changing the content of a game to fit the cultural norms and values of the



target audience. This process includes changing character names, changing
game content, and changing cultural references that are not meaningful to the
target audience. Failure to properly address cultural adaptation can damage a
game's reputation and negatively impact its success.

Another serious problem in the localization of video game terminology is the
translation of idiomatic and colloquial expressions. These expressions are
language-specific and may not have an equivalent translation in the target
language. Incorrect translation of idioms and colloquial expressions can lead to
confusion and misunderstanding, which can have a negative impact on the user
experience.

Localizing video game terminology is also technically challenging. Video
games are complex software applications and require specialized knowledge
for successful localization.

The process involves working with the game engine, changing the code, and
making sure the game localization functions correctly.

Localization is the process of adapting a product or service to the linguistic,
cultural, and other requirements of a particular market. For video games,
localization involves translating the text, graphics, and sound in the game into
the language of the target audience and changing the cultural elements to meet
the requirements of the target market. This process is necessary for the success
of video games in the global market.

In the context of localization, terminology refers to words and phrases used in
a particular field or industry, such as video games. Video game terminology
includes game mechanics, character names, item names, and menu items. To
localize a video game effectively, we need to understand the terminology used
in the game. This includes not only translating the terminology, but also
adapting it to fit the cultural norms and expectations of the target audience.
One of the most important aspects of video game localization is cultural
adaptation. Cultural adaptation is the process of changing the content of a

video game in accordance with the cultural norms and expectations of the



target audience. This includes changing culturally specific elements, such as
character design, in-game dialogues, and gameplay mechanics, to meet the
requirements of the target market. If a video game cannot be properly adapted
to the target culture, it will not be accepted and may even be rejected by the
target audience.

Translation is an integral part of video game localization. Effective video game
translation requires a deep understanding of the source and target languages.
This requires not only a thorough understanding of the vocabulary and
grammar of both languages, but also of the cultural nuances and idiomatic
expressions used in each language. Translating video game terminology
requires a balance between fidelity to the original text and its adaptation to the
cultural norms and expectations of the target audience.

There are several tools and technologies available to help the localization
process. One of them is computer-assisted translation (CAT) software, which
helps translators work with large amounts of text, maintain translation
consistency, and speed up the translation process. Glossaries and translation
memories are also used in video game localization. A glossary is a list of key
terms and phrases used in a game and their translations. Translation memory is
a database of previously translated text that can be used to help translate new
content.

First step in the localization process is testing and quality assurance (QA). This
involves thorough testing to make sure that the localized game functions
correctly, that the text, graphics and audio have been translated accurately and
are culturally appropriate. QA testing also checks for linguistic and cultural
errors, such as inappropriate terminology and offensive content. In order for
localized games to meet the expectations of the target audience, a team of
native speakers and cultural experts must be involved in the QA process.
Video game terminology localization is an important process for making video

games accessible to people around the world. The localization process involves



identifying the target audience, extracting text from the game, and translating
it.

1.3 Specifics of video game discourse text analysis
Video game discourse is a rapidly developing field of study that analyzes the
language and social interactions surrounding video games. As video games
become increasingly popular and universally accepted, their impact on culture,
identity, and communication is also becoming increasingly significant. Textual
analysis is a common approach to studying video game discourse, allowing
researchers to identify patterns of language use, identify dominant themes, and
explore the nuances of online communication.
Discursive textual analysis of video games examines the language used in
discussions, reviews, and critiques of video games. Analysis can be conducted
on various aspects of discourse, such as the language used to describe
gameplay mechanics, narration, graphics, sound, technical execution, etc.
Here are some specifics of video game discourse text analysis:

1. Sentiment Analysis: This involves the use of natural language processing
(NLP) techniques to identify the sentiment expressed in video game discourse.
Sentiment analysis can help to understand how players feel about a game,
whether positive or negative, and can also help game developers to identify
areas for improvement [17].

2. Topic Modeling: This involves the use of machine learning algorithms to
identify topics and themes that are commonly discussed in video game
discourse. Topic modeling can help to identify patterns in the discourse and
provide insights into what players are most interested in or concerned about
[18: 2].

3. Genre Analysis: This involves the examination of language used in reviews
and discussions of different types of video games. For example, the language
used to discuss a first-person shooter game may differ from that used to

discuss a role-playing game. Genre analysis can help to identify specific



language features that are associated with different types of video games [19:
59].

4. Discourse Analysis: This involves the examination of the language used in
video game discourse to identify patterns and structures. Discourse analysis
can help to identify how players use language to construct meaning and how
they engage with different aspects of video games [20: 5].

5. Corpus Analysis: This involves the analysis of large bodies of text, such as
video game reviews or forum discussions, to identify trends and patterns.
Corpus analysis can provide insights into how language use has evolved over
time and how it 1s used in different contexts [21: 1].

An important part of discourse analysis of video games is the study of player
communities and subcultures. Researchers often use textual analysis to study
the language and social practices of online gaming communities, such as
forums, chat rooms, and social networking groups. For example, a study of the
World of Warcraft community found that players use language to build social
hierarchy and establish group identity. Players often use jargon and slang to
distinguish themselves from other players and create a sense of community.
One way to study player communities is through textual analysis of online
discussions. This involves analyzing the language used by players in forums,
chat rooms, and social networking groups to identify patterns of
communication and social interaction. Computational methods such as
network analysis and sentiment analysis can also be used to study community
structure and emotional dynamics.

One example of a community of players studied through textual analysis is the
community of Minecraft [22], a massively multiplayer online game that allows
players to explore, build, and create virtual worlds. Researchers used textual
analysis to examine the language and social practices of Minecraft
communities, including how players collaborate, share resources, and

communicate with each other.



The study of the Minecraft community found that players use different
communication strategies to build trust and establish relationships with other
players [23: 1].

These strategies include sharing personal information, offering gifts and
resources, and providing expertise on game mechanics. It has also been found
that more experienced players have higher status and influence and use
language to build social hierarchy in the community.

Another example of a community of players studied through textual analysis is
the community of League of Legends, a massively multiplayer online game in
which players join together to engage in strategic battles [24: 161].
Researchers used textual analysis to examine the language and social practices
of the League of Legends community, including how players coordinate
strategies, share information, and interact with each other.

The study of Yubo Kou and Xinning Gui of the League of Legends community
found that players use a variety of communication strategies to coordinate
gameplay and build relationships with other players. These strategies include
using jargon and slang to establish insider status, providing constructive
feedback and advice, and using humor and sarcasm to relieve tension and build
rapport. Players were also found to use language to reinforce social norms and
expectations in the community, such as showing respect for other players and
avoiding harmful behavior [24: 162].

Textual analysis of player communities and subcultures can provide valuable
insights into player interaction and communication in an online gaming
environment. By studying the language and social conventions in these
communities, researchers can better understand how players form
relationships, exchange information, and negotiate social hierarchies. This
knowledge can be used to develop more effective communication strategies
and promote positive social dynamics in online gaming communities. Players

and other stakeholders discuss video games and the topics that matter most to



them, as well as the issues that generate the most controversy and debate.
Some common themes that emerge in video game discourse include:

1. Gameplay: Players often discuss the mechanics, controls, and overall
playability of video games. They may debate the difficulty level, balance, and
pacing of a game, as well as its replay value and overall fun factor.

2. Story and narrative: Video games often have complex narratives that
players may discuss and analyze. They may debate the quality of the writing,
the character development, and the overall coherence of the storyline.

3. Graphics and design: Players may discuss the visual elements of video
games, including the quality of the graphics, the level of detail in the
environments, and the overall art style. They may also discuss the user
interface and the design of the game's menus and other elements.

4. Social and cultural issues: Video games can raise complex social and
cultural issues, including representation, diversity, and inclusivity. Players and
critics may discuss the portrayal of gender, race, sexuality, and other aspects of
identity in video games, as well as the broader cultural and political context in
which games are created and consumed.

5. Industry and business issues: Video game discourse may also touch on the
economic and business aspects of the industry, including the role of publishers,
the impact of microtransactions and DLC, and the overall health of the
industry.

Textual analysis of video game discourse can provide valuable information
about how players and other stakeholders interact with video games and what
issues are most important to them. It can help game developers and publishers
better understand their audience and create games that meet their needs and
expectations.

Despite the potential advantages of textual analysis for studying video game
discourse, this approach also has its limitations and problems. One major
problem is the sheer volume of data generated by online video game discourse.

Researchers carefully select and sample the data so that the analysis is



representative and meaningful. Another problem is the potential for bias in
computational analysis methods.

For example, sentiment analysis algorithms may struggle to accurately identify
the emotional nuances of language use.

In addition to these concerns, ethical considerations must also be taken into
account when analyzing video game discourse. Researchers must consider
issues such as informed consent, confidentiality, and potential harm to research
participants. Online gaming communities can be unstable and hostile
environments, and researchers must take steps to ensure that their analysis does
not contribute to negative or harmful interactions.

In conclusion, we analyzed that video game discourse analysis is a growing
field of research that uses textual analysis to explore the language and social
practices of video game culture. Researchers can use this approach to identify
patterns of language use, identify dominant themes, and explore the nuances of
online communication. Despite the challenges and limitations of this approach,
textual analysis can provide valuable insights into how video games shape and
reflect cultural norms and values, player communities and subcultures,

experiences, and emotions.



CHAPTER 2
VIDEO GAME TERMINOLOGY LOCALIZATION: TRANSLATION
OPTIONS

This part of the paper deals with the analysis of the transformations in the
translation of video game terminology. The material of analysis is the
following scientific game related articles and videos:
—Stalker.Fandom.Com Ukrainian (SFCU, URL);

—Stalker.Fandom.Com (SFC, URL);

—S.T.A.L.K.E.R Shadow of Chernobyl [IOBHE ITPOXO/[>KEHH
YKPATHCBKOIO (TTagon) | Iagon (SSCU, URL);

—S.T.A.L.K.E.R: Shadow of Chernobyl Full Gameplay Walkthrough / No
Commentary [FULL GAME)4K UHD (SSC, URL).

2.1 Lexical transformations in the translation of video game terminology

Translating video game terminology often involves lexical transformations.

This involves adapting words and phrases from one language to another so that

they retain their meaning and match the target language and culture. We are

going to analyze lexical transformations on examples from famous computer

game S.T.A.L.K.E.R. localized in Ukrainian by Yura Dragon.

The first step, the use of lexical transformations while translating video game

terminology will be analysed. The utilization of the lexical transformations

have been identified as follows:

Transliteration

(1) Cordon (SFC, URL) — Kopoor (SFCU, URL)

In this case the translator is using transliteration as this is the name of the
location where the game starts.

(2) Bar (SFC, URL) — bap (SFCU, URL)

In this case the translator is using transliteration as it is a location featured in

S.T.A.L.K.E.R.: Shadow of Chernoby]l.



(3) Dushman (SFC, URL) — fywman(SFCU, URL)
In this case the translator is using transliteration because this is the name of
the leader of the mercenaries in the Zone.
(4) Yoga (SFC, URL) — Hoea (SFCU, URL)
In this case the translator is using transliteration because it the name of the
leader of the Bandits faction in S.T.A.L.K.E.R.: Clear Sky.
(5)Stalkers (SFC, URL) — Cmankepu (SFCU, URL)
In this case the translator is using transliteration as this term means people in
the Zone who are not in any of the existing groups and usually act alone or in
small groups of irregular composition.
(6) Bandits (SFC, URL) — banoumu (SFCU, URL)
In this case the translator is using transliteration because it is a name of a group
of mostly ex-criminals who came in the Zone either to escape from the law,
trade weapons or make money.
(7) Sultan (SFC, URL) — Cyaman (SFCU, URL)
In this case the translator is using transliteration as it is a name of the leader of
the Bandits in the Zone in S.T.A.L.K.E.R.: Call of Pripyat.
(8)Shishak (SFC, URL) — lluwaxk (SFCU, URL)
In this case the translator is using transliteration as it is a name of the leader of
a large group of Bandits in Yanov during the events of S.T.A.L.K.E.R.: Call of
Pripyat.
(9) Mutants (SFC, URL) — Mymanmu (SFCU, URL)
In this case the translator is using transliteration because it is a name of
animals or humans who have been warped by the Zone, changing both their
physical appearance and behavior, usually making them more aggressive.

(10) Poltergeist (SFC, URL) — I[lomnmepeeticm (SFCU, URL)

In this case the translator is using transliteration because it is a type of mutant

featured in all three S.T.A.L.K.E.R. games.



(11) Controller (SFC, URL) — Koumponep (SFCU, URL)

In this case the translator is using transliteration as it is a type of mutant
featured in all three S.T.A.L.K.E.R. games.

(12) Burer (SFC, URL) — bropep (SFCU, URL)

In this case the translator is using transliteration as it is a type of mutant
encountered only in S.T.A.L.K.E.R.: Call of Pripyat.

(13) Pseudogiant (SFC, URL) — Iicegdocieanm (SFCU, URL)

In this case the translator is using transliteration because it is one of the rarest
and most fearsome mutants in the Zone, appearing in S.T.A.L.K.E.R.: Shadow
of Chernobyl, S.T.A.L.K.E.R.: Clear Sky and S.T.A.L.K.E.R.: Call of Pripyat.
(14) Zombie (SFC, URL) — 3om6i (SFCU, URL)

In this case the translator is using transliteration because it is a name of an
enemy cut from S.T.A.L.K.E.R.: Shadow of Chernobyl, S.T.A.L.K.E.R.: Clear
Sky, and S.T.A.L.K.E.R.: Call of Pripyat.

(15) Snork (SFC, URL) — Cuopx (SFCU, URL)

In this case the translator is using transliteration as it is one of the most
recognizable mutants in the S.T.A.L.K.E.R. series appearing in all three

games.

Zero Transcoding
(16)NPC (SFC, URL) — NPC (SFCU, URL)
In this case the translator is using zero transcoding as it is any computer-
controlled non-player character. In the game, NPCs are of great importance -
it is through interaction with them that the player progresses through the plot.
(17) A-Life (SFC, URL) — A-Life (SFCU, URL)
In this case the translator is using zero transcoding as it is the brain behind
everything that happens within the fictional zone of alienation, which is a term
used for the Chernobyl exclusion zone within the game and in real life. It
controls how things happen and how things react around the player’s actions.

(18) S.T.A.L.K.E.R. (SFC,URL) - S.T.A.L.K.E.R.(SFCU, URL)




In this case the translator is using zero transcoding as it is a name of the game
series developed by GSC Game World is somewhat of an underrated gem with
a global cult following.
(19)MAC-10 (SFC, URL) — MAC-10 (SFCU, URL)
In this case the translator is using zero transcoding as it is a name of the gun.
(20)AC-96/2 (SFC, URL) — AC-96/2 (SFCU, URL)

In this case the translator is using zero transcoding as it is a name of the gun.

In this work we analized lexical, grammatical and lexical and grammatical
transformations, 15 cases of transliteration, 5 cases of zero transcoding, 5
cases of addition, 5 cases of omission, 5 cases of transposition and 15 cases of
compensation were found in 50 examples. Therefore, transliteration

1s 30%, zero transcoding 10%, addition 10%, omission 10%, transposition

10% and compensation 30%.

2.2 Grammatical transformations in the translation of video game

terminology

When translating video game terminology, grammatical transformations may
be required to ensure that the translated text is clear and understandable to the
target reader.

The specific of implementation of grammatical transformations in the process
of translating video game terminology will be analysed in this part of the
paper. The following grammatical transformations were identified in the

frameworks of analysis:

Addition
(21) The choice is yours. Either I brainwash you like I usually do with all
the rookies or I treat you like a real stalker and give you a mission
straight away. (SSC, URL) — Bubupaii, sax mu 3 mob6oio 6uuHumo.

Ab0o 51 mooi 3apas Mi3KU 8NPAsISIMUMY, K 3A36U4all i3 HOBAYKAMU




poobI0, abo He pO3IMOBIAMUMY 5K 13 00CEIOUEHUM CIAIKEPOM -
ompumyi 3aeoants i eneped (SSCU, URL).
In this case the translator is using addition because grammatical unit was
added.

(22) I want you to find a stalker called Nimble, he was carrying some
very important information. He disappeared somewhere near the
bridge. Find him, dead or alive - I don't care, I need the flash drive
with the info. Visit Wolf from the local camp, and ask him. He
certainly knows where that guy can be. (SSC, URL) — Tpeba

3Haumu cmankepa Ha im’ss CnpumHuk, y Hb020 0Y1a 8aXHCIUBA
ingpopmayis ona mene. Bin 3uux oeco nobnuzy mocmy. Hozo mpeba
3HAUMU - HCUBO20 YU MEPMB020, MeHi baudyaice - ma 3abpamu
ingpopmayiro. Cxoou 0o Boska - 6in mym, y micyegomy mabopi.
Posnumaii tioeo: mooice, 8in 3nae, de mou CnpumHuk Moce 6ymu
(SSCU, URL).

In this case the translator is using addition because grammatical unit was

added.

(23) Sometimes you will need to run faster than usual. To do this, press

(X) while running. A sprinting character runs faster and jumps

further, but tires more quickly and is unable to shoot. (SSC, URL) —

Y Oeskux sunadxax NPUCKOPEHHA MOIHCE 68PANMYSAMU JHCUMMNIAL.

Hamucnims knasiwy (X). 11io ywac npuckopenus nepconax;c ueuouie

Oidcumn i oani cmpubae, ane npu YboMy WEUOULe BMOMAIOEMBCS | He
moonce gioxkpusamu 6o2onb (SSCU, URL).
In this case the translator is using addition because grammatical unit was
added.
(24) Something major. (SSC, URL) — Akico dyoice cepiiosni

ooxymenmu(SFCU, URL).
In this case the translator is using addition because grammatical unit was

added.



(25) He runs the stalker bar, the 100 Rads, I'll upload the coordinates and
all the data you need to your PDA. Clear? (SSC, URL) — Bin
3anpasnsie cnpasamu y cmankepcokomy oapi « 100 penmeenisy,

Koopounamu st mooi nepexuny. Yce sposymie (SSCU, URL)?

In this case the translator is using addition because grammatical unit was
added.
Omission

(26) Got a job for you, Marked One. (SSC, URL) —

€ cnpasa, Mivenuii (SSCU, URL).
In this case the translator is using omission because grammatical unit was
removed.

(27) That's all for now. Bring me the flash drive and we'll consider the

fact that you've partially paid me for saving you. (SSC, URL) —

Ta ye i yce noxku wo. llpunecews meni gprewky - i 8s8axcamumemo, uo

yacmko60 3a csiu nopamynox mu posniamuscs (SSCU, URL).

In this case the translator is using omission because grammatical unit was
removed.

(28) Nimble got a raw deal. His group was attacked by some bandits a

little ways from here. All he could do was send me an SOS message. It

looked like his pals went under. My guys told me these bastards are

now at the old car park, the one across the road. (SSC, URL) —

31 CnpumHnukom kencwvko... Tym nenooanik na tioco epyny banoumu

Hananu u 3aopanu lllycmpoeo i3 coboro - 6in mineku i ecmue, wo SOS

ckunymu. Mozo nanapnuku, cxodce, Hakpuaucs. X1onyi nogioomunu,

wo banowku 3apaz y cmapomy AT, wo 3a dopoeoro (SSCU, URL).

In this case the translator is using omission because grammatical unit was
removed.

(29) You don't rescue your own people from prison? Not what I would

call friendly. Or is it that you're just too weak to do it? (SSC, URL) —




Bu ceoix i3 nonony ne suzgonseme? HArxoce ne no-opysxcuvomy... Qu

boimecs (SSCU, URL)?

In this case the translator is using omission because grammatical unit was
removed.
(30) Seven or eight people. (SSC, URL) —
Cemepo-socbmepo (SSCU, URL).
In this case the translator is using omission because grammatical unit was
removed.
Transposition
(31) I can't take that risk. (SSC, URL) —
He moorcy s puzuxysamu (SSCU, URL).
In this case the translator is using transposition because grammatical unit was
rearranged.

(32) If we lose this camp, things will get even worse for all the stalkers

out there. (SSC, URL) — Hxwo mu yei mabip smpamumo, ycim
HopmanvHum cmankepam 6yode 3ne (SSCU, URL).
In this case the translator is using transposition because grammatical unit was
rearranged.

(33) Lwon't let my pride make me say no to a helping hand. (SSC, URL)

—AKwo He boiuics, 810 donomoau He 8iomosniocs, ne 2opouti (SSCU,

URL).

In this case the translator is using transposition because grammatical unit was
rearranged.
(34) Nah, you stand no chance on your own. My scouts are good soldiers
and right now they're right behind those freaks. Together you can
make a run for it. What do you think? You got the guts? (SSC, URL)

— Ta ni, max Hivo2o 6 mebe ne suiioe. Po3eionuxu moi - 0itiyi wo

mpeba. 3apas 6onu came mux eupookie nacyms. Pazom eu, y

npunyuni, maske nenozawi wiancu. Hy mo wo? Yu 60iwcs (SSCU,

URL)?



In this case the translator is using transposition because grammatical unit was
rearranged.
(35) Two by the gate, two more in the building to the right near the fire,
and another two in the one to the left - that's where they're keeping

Nimble. Someone usually hangs around the yard as well. That's about

it. Shall we say a prayer and go? (SSC, URL) — /[soc 6insa eopim,
08o¢€ y 6ydieni cnpasa 6ins bazammsi, 080€ y 0Y0i6i 1i6OpYY - mam i
Cnpumnuxa mpumaroms. LL]e 060pom uac 6i0 uacy xmocv WeeHOsIE. ..
a max Haue u yce. Hy wo, nounemo i3 bocom (SSCU, URL)?

In this case the translator is using transposition because grammatical unit was

rearranged.

In this work we analized lexical, grammatical and lexical and grammatical
transformations, 15 cases of transliteration, 5 cases of zero transcoding, 5
cases of addition, 5 cases of omission, 5 cases of transposition and 15 cases of
compensation were found in 50 examples. Therefore, transliteration

1s 30%, zero transcoding 10%, addition 10%, omission 10%, transposition

10% and compensation 30%.

2.3 Lexical and grammatical transformations in the translation of video
game terminology
As a part of the practical paper, the following lexical-grammatical

transformations were identified in the process of translating video game

terminology:
Compensation
(36) You did us a great service! (SSC, URL) — Oye supyuus (SSCU,
URL)/

In this case the translator is using compensation because grammatical unit was

compensated.



(37) It was well hidden, but these thugs can't frisk for shit. (SSC, URL) —

Dnewrxa 6ynra HailiHO 3aX08aHA, a Yi OUKU HABIMb 0OWYKYBAMU K

cnid He emitoms (SSCU, URL).

In this case the translator is using compensation because grammatical unit was
compensated.

(38) After all, you saved my life. (SSC, URL) —

Tu meni, ax ne sk, scumms epsamysas (SSCU, URL).

In this case the translator is using compensation because grammatical unit was
compensated.

(39) Who knows, might come in handy. (SSC, URL) —

Mano wo - mooice, npudacmucs koau (SSCU, URL).

In this case the translator is using compensation because grammatical unit was
compensated.
(40) 1 didn't keep it down THERE so don't worry. (SSC, URL) —
He nuoicue nosca, ne o6itico (SSCU, URL).

In this case the translator is using compensation because grammatical unit was
compensated.

(41) 1 told the thugs a nice little story about a cache full of artifacts and

they ordered one guy to go there. (SSC, URL) —
o peui, 1 bukam Hanie Npo cx08amKy 3 apme@axmamu, mo OHU

oonozo myou gionpasuau (SSCU, URL).

In this case the translator is using compensation because grammatical unit was
compensated.

(42) But don't forget: there's lots of wild animals there. (SSC, URL) —

Tinoku He 3a6y0b. mam 36ipunu ecaxoi bacamo (SSCU, URL).

In this case the translator is using compensation because grammatical unit was
compensated.
(43) Besides, the gangster they sent is armed with more than a scoop and

a shovel, so be careful. (SSC, URL) — I 6anorwx, wo myou




8i0npasuscs, meic He i3 cosoukom maxk mu 6yos odepedscuuii (SSCU,

URL).

In this case the translator is using compensation because grammatical unit was
compensated.

(44) Thanks, man. (SSC, URL) — Cnacub6i, 9a0vxy (SSCU, URL)/
In this case the translator is using compensation because grammatical unit was
compensated.

(45) I've done some thinking, and here's what 1'd like to offer. ~ (SSC,

URL) — A mym nodymas na 0o3sinui i xouy mooi dewjo
s3anpononysamu (SSCU, URL).
In this case the translator is using compensation because grammatical unit was
compensated.

(46) Anyway, here's the thing about Strelok. (SSC, URL) — 3aeanom, na

Cmpinovysa maro dewo (SSCU, URL).
In this case the translator is using compensation because grammatical unit was
compensated.
(47) And that is a virgin area, a real goldmine for artifacts. (SSC, URL)
— A micys mam nexo0ceni, npocmo mooi KIOHOAUK

apmegpaxmie (SSCU, URL).

In this case the translator is using compensation because grammatical unit was
compensated.

(48) As you can imagine, it won't be a free ride. (SSC, URL) — Ane, sax

mu cam posymiewt, He 3a kpacusi oui (SSCU, URL).

In this case the translator is using compensation because grammatical unit was
compensated.
(49) But in the long run we will both benefit: You're going to waste that
Strelok fella and find out what's happened to you... (SSC, URL) —

3pewimoro, ueoda Ham obom. mu ceoeo Cmpinbys - Ha MOU CIM...

ma we, mooice, oiznacuics, wo 3 mooorw mpanunocs (SSCU, URL)...



In this case the translator is using compensation because grammatical unit was
compensated.
(50) Well, I mean... I'll get my share of our mutual profit, he-he... So what
do you say? Deal? (SSC, URL) — Hy, ckaocimo, cgiu ceuwedpm 8i0

cnispooimnuymea mexc mamumy. To ax? 32o0a (SSCU, URL)?

In this case the translator is using compensation because grammatical unit was
compensated.

In this work we analized lexical, grammatical and lexical and grammatical
transformations, 15 cases of transliteration, 5 cases of zero transcoding, 5
cases of addition, 5 cases of omission, 5 cases of transposition and 15 cases of
compensation were found in 50 examples. Therefore, transliteration

1s 30%, zero transcoding 10%, addition 10%, omission 10%, transposition

10% and compensation 30%.

Transformations

Compensation: 15 - 30.0% / Transliteration: 15 - 30.0%

e N

Transposition: 5 - 10.0% Zero Transcoding: 5 - 10.0%

J

I Transliteration M Zero Transcoding Addition B Omission
I Transposition Compensation

Omission: 5 - 10.0% Addition: 5 - 10.0%

meta-chart.com



CONCLUSIONS
This paper is focused on the analysis of translating video game terminology from
English into Ukrainian. In the basis of analysis of the theoretical sources, it was
concluded that video game terminology can be considered as a linguistic
phenomenon because of its unique and evolving vocabulary and grammatical
system. It has its own vocabulary and syntax, constantly expanding and adapting to
the needs of the gaming community. The analysis has shown that video games
have created a new lexicon of words and phrases that are specific to the gaming
community. These terms include words and phrases that describe game mechanics,
character types, equipment, and game strategies. It was concluded that:
— Many of the terms have specific meanings and nuances that may be unfamiliar to
non-players. In addition, video game terminology is constantly evolving as new
games are developed and new genres emerge;
— The culture and language of a game's target audience can also have a significant
impact on the syntax and terminology used in the game;
— Acronyms and abbreviations are an important part of video game terminology
and allow players to communicate more effectively and efficiently.
The analysis has shown that video game terminology localization is an important
process for making video games accessible to people around the world. The
localization process involves identifying the target audience, extracting text from
the game, and translating it.
The practical part of the paper was focused on the analysis of translating video
game terminology from English into Ukrainian. The use of the following
transformations was identified while translating video game terminology of video
game discourse: Lexical transformations: translation; zero transcoding.
Grammatical transformations: transposition; addition; omission. Lexical-
grammatical transformations: compensation.
In the result of statistical analysis, the following results were obtained:
transliteration was used in 30% of examples, zero transcoding was used in 10% of

examples, addition was used in 10% of examples, omission was used in 10% of



examples, transposition was used in 10% of examples and compensation was used
in 30% of examples.

It was found that the most common transformation of translating video game
terminology of video game discourse is the transformation of transliteration, as it
was used in 30% of examples. As well as, the transformation of compensation,
which was used in 30% of examples. The less common are the following
transformations: zero transcoding, which was used in 10% of examples, addition,
which was used in 10% of examples, omission, which was applied in 10% of

examples and transposition, which was applied in 10% of examples.
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ANNEX



10.
11.

13.

19.
20.
21.

22.

23.

1. Cordon
2. Bar
3. Dushman
4. Yoga
5. Stalkers
6. Bandits
7.  Sultan
8. Shishak
9. Mutants
Poltergeist
Controller
12. Burer
Pseudogiant
14. Zombie
15. Snork
16. NPC
17. A-Life
18. S.T.A.LLK.ER.
MAC-10
AC-96/2
The choice is yours.
Either I brainwash you
like I usually do with
all the rookies or I treat
you like a real stalker
and give you a mission
straight away.

I want you to find a
stalker called Nimble,
he was carrying some
very important
information. He
disappeared
somewhere near the
bridge. Find him, dead
or alive - I don't care, |
need the flash drive
with the info. Visit
Wolf from the local
camp, and ask him. He

certainly knows where

that guy can be.

Sometimes you will

need to run faster than
usual. To do this, press
(X) while running. A

sprinting character

~

1. Kopnon
2. bap
3. Jymman
4. Mora
5. Crankepu

6. bangutn

7. Cynran
8. Iwumak
9. MyranTH

10. Ilonrepreiict
11. Koutponep
12. Bropep
13. TlceBnorirant
14. 3om6i
15. Cuopk
16. NPC
17. A-Life
18. S.T.A.LLK.E.R.
19. MAC-10
20. AC-96/2
21. Bubupaii, sk MH 3 TOOOIO
BUMHHMO. A0O s ToOi 3apa3
Mi3KH BIPABJIATHMY, 5K
3a3BHUYai 13 HOBaUKaMH
pobutro, abo x
PO3MOBIISITUMY SIK 13
JIOCBITYEHUM CTaIKEPOM -
OTpUMYH 3aBlIaHHS 1
BIIEpEI.
22. Tpeba 3HaWTH CTAJIKEepa Ha
iM’st CHpUTHUK, Y HBOTO

OyIa BaxxTiBa iHpopMaris
JuIst MeHe. BiH 3HUK /ech

o063y Mocty. Moro
Tpeba 3HAWTH - KUBOTO YU
MEpPTBOTO, MEHI Oairyxe -
Ta 3a0pary iHdopmariro.
Cxonu o BoBka - BiH TyT,
Y MiCIIEBOMY Ta0opi.
Poznuraii fioro: Moxe, BiH
3Hae, ne Toi CIpUTHUK
MOXe OyTH.

23. YV peskux BHUIaIKax
TIPUCKOPEHHS MOXKE
BPSATYBaTH KUTTS.
Hatwuchits xaBimny (X).

[Tix vac mpuckopeHHs

—_
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Transliteration
Transliteration
Transliteration
Transliteration
Transliteration
Transliteration
Transliteration
Transliteration

Transliteration

. Transliteration
. Transliteration
. Transliteration

. Transliteration

Transliteration

. Transliteration
. Zero Transcoding

. Zero Transcoding

Zero Transcoding

. Zero Transcoding
. Zero Transcoding
. Addition

. Addition

. Addition

. Addition

. Addition

. Omission

. Omission

. Omission

. Omission

. Omission

. Transposition
. Transposition
. Transposition
. Transposition
. Transposition
. Compensation
. Compensation
. Compensation
. Compensation
. Compensation
. Compensation
. Compensation
. Compensation
. Compensation
. Compensation
. Compensation
. Compensation

. Compensation




24. Something major.

25. He runs the
stalker bar, the
100 Rads, I'll
upload the
coordinates and
all the data you
need to your
PDA. Clear?
26. Got a job for you,
Marked One.
27. That's all for now.
Bring me the
flash drive and

we'll consider the

fact that you've
partially paid me
for saving you.
28. Nimble gota
raw deal. His
group was
attacked by some
bandits a little
ways from here.
All he could do
was send me an
SOS message. It
looked like his
pals went under.
My guys told me
these bastards are
now at the old car
park, the one
across the road.
29. You don't rescue
your own people

from prison? Not

26. € crpasa, MideHHI.

27. Taue i yce MOKH WIO.
[Mpunecem mMeHi demky - i
BBa)KaTHMEMO, 1110 YaCTKOBO

3a CBil TIOPATYHOK TH

PO3ILIaTUBCA.

28. 3i CIpuUTHHKOM KEICHKO...
TyT Henopanik Ha Horo rpyiy
OaHanTH Hamaym ¥ 3a0pann
[Iycrporo i3 co6oro - BiH
TiIBKH 1 BeTwr, 1110 SOS
ckuHyTH. Moro HamapHuKku,
CXO’Ke, HAKpHITHCS. XITOII
MOB1IOMMIIH, 110 OAHIIOKH
3apa3 y crapomy ATIIL, mio 3a

JA0pOroxo.

29. Bwu cBOiX i3 ITOJIOHY HE
BU3BOJIAETE? SIKOCH HE MO-

IpyXHBEOMY... Yu Goitecs?

30. Cemepo-BOCBMEDO.

31. He moxy 51 pu3uKyBaru.

32. Sxmo mu neit Tabip
BTPaTHMO, YCIM HOPMaJIbHIM

cTankepam Oyne 37e.

33. Skmio He Ooimcs, Big
JIOIIOMOTH HE BiJIMOBIIIOCS, HE

TOpAUA.

34. Ta Hi, Tak HIYOro B TeOE HE
Buiize. PO3BIAHHKHN MOT -
6iiimi o Tpeba. 3apa3 BOHU
caMme TUX BHUPOJIKIB IacyTh.
Pazom B, y npuHIIHIT, MaBKe
HeroraHi mancu. Hy 1o 1mo?

Yu Ooimes?

35. JIBoe Oinst BOPIT, ABOE Y

49. Compensation

50. Compensation




what I would call

friendly. Or is it
that you're just

too weak to do it?
30. Seven or eight
people.
31. Ican't take that
risk.

32. If we lose this

camp, things will
get even worse
for all the stalkers

out there.

33. Iwon't let my
pride make me
saynotoa
helping hand.
34. Nah, you stand no
chance on your
own. My scouts
are good soldiers
and right now
they're right
behind those
freaks. Together
you can make a
run for it. What
do you think?
You got the guts?
35. Two by the gate,
two more in the
building to the
right near the fire,
and another two
in the one to the
left - that's where
they're keeping
Nimble. Someone
usually hangs
around the yard as
well. That's about

it. Shall we say a

OyniBii cipaBa 0Oisst Gararrs,
JIBO€ y OyIiBIIi JIIBOPYY - TaM 1
CropurHuka Tpumarots. 1lle
JIBOPOM HYac BiJl 4acy XTOCh
LIBEHJSIE... a TaK Have U yce.
Hy mo, mounemo i3 borom?

36. Oue Bupyuus!

37. dnemrka Oya HaiiHO
3aX0BaHa, a Il OMKH HaBITh
OOIITyKyBaTH SIK CIIiJ] HE

BMIIOTb.

38. Twu MeHi, K HE 5K, KUTTS

BpSITYBaB.

39. Maro mo - MoXe, IPUAACTHCS

KOJIH.
40. He Hmxde mosica, He O1HCh.

41. Jlo pedi, 1 OMKaM HAILTIB PO
CXOBaHKY 3 apTedaKTaMHu, TO
BOHH OJTHOTO TYJIH

BiJIIIPaBIIIN.

42. Tineku He 3a0y/b: TaM

3BIpHHH BCAKOI Oararo.

43. 1 6anmiok, oo TyIu
BIAIIPABHBCS, TEX HE 13
COBOYKOM TakK TH OyZb

00epeKHH.
44. Cnacu0i, ns16Ky!

45. 4 Tyt momymMaB Ha J1O3BULII 1
X04y To0i1 J1emo

3alporioHyBaTH.

46. 3aranom, Ha CTpijbLs Mato

Aeuio.

47. A micug TaM HEXOKEHI,
MPOCTO TOOI KIOHIAWK

apredaxTis.

48. Aure, sIK TH caM pO3yMi€l, He




prayer and go?
36. Youdid us a great
service!
37. It was well
hidden, but these
thugs can't frisk
for shit.
38. After all, you
saved my life.
39. Who knows,
might come in
handy.
40. Ididn't keep it
down THERE so
don't worry.
41. Itold the thugs a
nice little story
about a cache full
of artifacts and
they ordered one
guy to go there.
42. But don't forget:
there's lots of
wild animals
there.
43, Besides, the
gangster they sent
is armed with

more than a scoop

and a shovel, so
be careful.

44, Thanks, man.
45. I've done some

thinking, and
here's what I'd

like to offer.
46. Anyway, here's
the thing about

Strelok.
47. And thatis a

virgin area, a real

goldmine for

3a KpacHBi odi.

49. 3pemToro, BUTOIa HAM 000M:
T cBoro CTpuibIst - HA TOH
CBIT... Ta III€, MOXKE,
JI3HAEIICH, III0 3 TOOOO
TPaINmIOCs...
50. Hy, ckaximo, cBiif remedT Bif
CIIBPOOITHUIITBA TEXK

Matumy. To sk? 3roga?




artifacts.
48. As you can
imagine, it won't
be a free ride.
49. But in the long
run we will both
benefit: You're
going to waste
that Strelok fella
and find out
what's happened
to you...
50. Well, I mean...
'l get my share
of our mutual
profit, he-he... So
what do you say?

Deal?




PE3IOME

KypcoBy po0oTy npHCBSIUY€HO BUBYEHHIO Ta aHAII3y IFPOBOI TEPMIHOJIOTIT Ta il
JOKaJi3ali Ha MOBY nepekiaay (Ha MaTepialil aHTJIIMChKOi Ta YKPaiHChKOI MOB).
B xoai nocnigkeHHs MpoaHali30BaHO OCHOBHI 3a/1a4l, IOCTABJICHI HA MOYaTKy
po0OOTH, LIIO PO3TISAIAIOTHECA B I'POBOMY 1HTEPHET IUCKYpci. BUu3HaueHO NOHATTS
IrpOBOi TEPMIHOJIOTi Ta OCHOBHUX ii XapakTepucTuK. HaBeneno npuknanu
NepeKsaay aHIJIOMOBHHUX Ta YKpPaiHOMOBHHUX PECYpPCIB Ha IrpOBY TEMAaTHKY Ha

MaTepiail cydyacHUX [HTepHeT-BUIaHb.

3aiiicHeHo aHami3 (aKTUYHOTO MaTepiaiy, 110 BKIOYaB B ceOe TEMATHUKY,

XapaKTEPUCTUKY Ta CTPYKTYpPY IrpOBOi TEPMIHOJOTTII.

KurouoBi ciioBa: IrpoBa TepMiHONOrIS, ITPOBUN JUCKYPC, JTOKaTI3allisl, aHAJ13.



