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CratTa gocnigxye SBuLLe BiAeoirop 3 TOUYKW 30py NiHFBOKYNLTYPHOO 3aHYpeHHs. 32 OCTaHHE AECATUIITTS KOMM IOTEpPHI
irpu csaralTb NiKy CBOEI NMONYNSAPHOCTI: LLOPOKY peanidylTbCsi COTHI HOBUHOK, BUXOAATb HOBI YAaCTUHMW BXE BUMYLLEHWNX
cepin irop, ayTb y NpoAax irpoBi Mepi, PO3BMBaOTLCA PiBHOMAHITHI eBalCK, a Taka HoBa iHAYCTPIs KibepcnopTy NpUHO-
CUTb po3pobHUKaM Ta KnbepcnopTcMeHam MinbinoHu gonapis. CbOrofHi irpy — He nuLUe iIHCTPYMEHT TpaTh Yacy — Lie MiX-
KynbTypHa nnatdopma, B siKii KOXXeH rpaBeLb BigHaxoauTb CBOE: CNiNKyBaHHS, BTEYY Bif peanbHOCTI, peani3auito BNacHMX
uinen, vacy 3 apysamu. Lle, B cBoo-uepry, CTBOPIOE NOMNUT Ha NPOAYKTN reNM-iHaYCTpIl 3 Pi3HMX KyTOYKiB CBITY. OCKinbKu
nopyu 3 6axaHHAM macLuTabyBaHHS KOMM'IOTEPHMX irop, BUHMKAE NOTpeba B AKiCHiM nokanizauii npoaykTy, y AaHil Hayko-
Bill po3BigUi NpeacTasneHo cnpoby aetasnbHille 3ynMHUTUCE Ha NPOLECi adanTyBaHHSA TEKCTY BiANOBIAHO BUMOram Liinbo-
BOrO PWHKY, MPOBEAEHO aHani3 BigMiHHOCTEW nokanisauii Ta nepeknagy, po3rsaHyTo CTaHOapTHI TUMK TEKCTIB Y Bigeoirpax
Ta nigxoam Jo ix nepeknagy. 3a 0CHOBY AOCMIMKEHHS BigibpaHO irpy KMTancbkux po3pobHukie — «Genshin Impact» crygii
MiHoYo ta «Black Myth: Wukong» ctyaii Game Science. Obuaga eksemnnspu 30o0ynu waneHy nonynsipHiCTb Ha PUHKY
rerM-iHaycTpii, 3aBOKOBanM NPUXUIbHICTb MIfTIbMOHIB LUaHyBanbHUKIB Ta NiABULLMAKW piBEHb CTaHAAPTIB SKICHWUX Bigeoirop.
Takuin axioTax € NiATBEPIXEHHAM TOro, L0 Bigeoirpu nepecrtany Oyt nue BapiaHTOM AO03BiNs, a ctanu MoBHICTIO
OKpPEMOIO Cdepoto 3i CBOIMM NpaBunamu Ta BNAnBoM. baxaHHsa 3pobuTtu irpu 6inbl 4OCTYNHUMM NiZHIMAE HU3KY NUTaHb
Ta 3iLUTOBXYETHCH 3 MEBHUMM NEpenoHaMmn: AOTPUMYBaTUCh CyBOPOro Nepeknaay opuriHany 3 MeToto 36epexeHHs aBTeH-
TUYHOCTI, Y/ MOAUGIKYBATU TEKCT BiANOBIAHO OO MOBHUX Ta KyNbTYPHUX 0cObnuBocTewn ayauTopii? MutaHHa nokanisauii
nepepocTae 3 CyTO TEXHIYHOIO 3aBAAHHA 4O KyNbLTYPHOrO BMKIUKY, SIKMIA BUMarae konabopadii nepeknagadis, MiHrBicTiB
Ta po3pOBHMKIB.

KniouoBi cnoBa: [HTepHET, Bigeoirpu, nokanisadiis, npaktuka nepeknagy, KUTancbkuii kibepnpocTip, reM-iHaycTpis,
Genshin Impact, Black Myth: Wukong.

The article explores the phenomenon of video games from the perspective of linguocultural immersion. Over the past
decade, computer games have reached the peak of their popularity: hundreds of new releases appear every year, new
installments of already established franchises are launched, gaming merchandise enters the market, various devices are
being developed, and the emerging esports industry brings millions of dollars to both developers and professional players.
Today, games are no longer merely a pastime tool — they represent an intercultural platform in which every player finds
something for themselves: communication, escape from reality, the realization of personal goals, or spending time with
friends. This, in turn, generates demand for gaming products from all over the world. Alongside the desire to expand the
reach of video games, the need for high-quality product localization arises. This research attempts to examine in more
detail the process of adapting texts to the requirements of the target market, analyzes the differences between locali-
zation and translation, and considers the standard types of texts in video games as well as approaches to their transla-
tion. The study focuses on Chinese-developed games — Genshin Impact by MiHoYo and Black Myth: Wukong by Game
Science. Both titles gained immense popularity in the gaming industry, won the favor of millions of fans, and raised the
standards for high-quality video games. Such hype confirms that video games have ceased to be just a leisure option and
have become a fully independent sphere with its own rules and influence. The aspiration to make games more accessible
raises a number of questions and faces certain challenges: should one adhere to strict translation of the original in order to
preserve authenticity, or modify the text in line with the linguistic and cultural features of the target audience? Thus, locali-
zation evolves from a purely technical task into a cultural challenge, requiring collaboration between translators, linguists,
and developers.

Key words: Internet, video games, localization, translation practice, Chinese cyberspace, game industry, Genshin
Impact, Black Myth: Wukong.

IlocTanoBka mpodiaemu. CTaHOM Ha CHOTOAHI, CTaB E€JIEMEHTOM HAIIOi PYTHHH, SKUHA Ma€e BIUTUB

[HTEepHET € BaroMor YaCTHHOIO JIFOACHKOTO OYyTTS.  Ha OyAb-sIKUH acIleKT CYCHUTBHOTO KUTTS: TOJIITHKA,
TexniuHUIl porpec B HEWMOBIPHO PEKOPIHHUM Yac  KOMYHIKaIlisl, JO3BLLIS, MEAUIIMHA, HABYAHHS, poOOTa
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TOIIO. 3TiHO JaHWX, HABEACHHUX NI00AILHOIO IJIaT-
(hopmMoto cTaTUCTHK Ta 3BITIB «Statistay, B 2025 porti
3apeECTPOBAHO OJIM3BKO 5.56 Minbsipaa KOPUCTYBa-
4iB. ToOTO MOXXeMO NIHTH BHUCHOBKY, IO OJIM3BKO
% CBITOBOIO HAaCEJICHHS KOPHUCTYETbCs [HTEpHETOM.
[1] BaxxnuBo TakoX 3a3HAYHUTH, 1110 HE3BAXKAIOUM HA
HIMPOKE TIOMIMPEHHS B KOPHCTYBaHHI, HaHOLIBITY
JacCTUHY F03€piB CBITOBOI NTaByTHHH CTAHOBHUTH CaMe
MOJI071b. BieBHUTHCE B IBOMY Ha/lal0Th MOXIIUBICTD
naHi 3 Tiei %k camoi margopmu «Statistan[2]:

1) 35.6% onuryBanux Oynu y Bini 25-34 pokis;

2) 24% —y Biui Big 35 10 44 pokiB;

3) 19% —y Bini 18-24 pokis;

4) 11.3% — y nianma3oni 45—54 poxkis;

5) 6% —y Biui Mix 55 Ta 66 poKiB;

6) 4.2% — crapui 3a 65 poKiB;

Ha namy aymky, me € cepilo3HUM apryMeHTOM
Ha KOPUCTh MIOOANBHOI IHTETPOBAHOCTI CBITOBOT
MMaByTHUHHU. 3aTy4eHICTh TakKoi BEIHUKOI KiJIBKOCTI
JoJIEH, cepell AKUX BEJIMKY YaCTUHY 3aliMa€e MOJIO/Ib
€ TUM (haKTOPOM, YOMY JIOCIiIKEHHS TEXHOIOTTUHUX
(heHOMEHIB € HAI3BUYAHO aKTyaIbHUM 3aBIaHHSIM.

AHaJi3 ocTaHHIX J0CJHiI:KeHb Ta MarTepiaiiB.
AHaJIi3 OCTaHHIX JOCIIKEHb CBIUYNTH PO BUCOKUI
MTONUT Y BUBYCHHI SBHINA JIOKaJi3amii. Taki mocmin-
HUKH sk Mapko Ilippone Ta Apianna [’ Vimis
B cBoiil poboti «The Localization of Software and
Video Games: Current State and Future Perspectives»
BUBYMJIM [IOTOYHUH CTaH JIOKaIi3awii Ta OiHUIN Mai-
OyTHi nepcnekTuBH. Anpoepto Peprangec Kocrenc
B «Exploring Translation Strategies in Video Game
Localization» mocmimuB cTparerii mepexianay Bise-
oirop. Mirens A. Ximenec-Kpecno B CcBOill KHU31
«Localization in Translation» po3misHyB AeTaNbHIIIE
PI3HHUIIO MiX JIOKaji3alieo Ta nepekinagom. Llyroe
zsu B crarti «Exploring Localization Translation
Strategy under Cultural Compatibility Principle»
3BEPHYB YBary Ha sIBUILE JIOKaJli3alil 3 TOUKU 30py
KyABTYpHOI cymicHOCTI. TetssHa YepeAHUYOK B CBOIN
po6oTi «OcobnuBocTi Jokamizauii irop. [HCTpyKuii»
BUJIUJIMIIA TPH THITHA TEKCTY Y Bifeoirpax.

ITocTtanoBka 3aBaaHHs. Po3misiHyTH sBUIIE
Jokaiizamii Ta ii cTparerii, BHOKPEMHTH OCHOBHI
TUIM TEKCTiB Ha mpukiaagax rpu «Genshin Impacty
cryaii MiHoYo ta «Black Myth: Wukong» crynii
Game Science.

Mera crarri. /[ocmiauti cydacHuil cTaH
reiM-iHaycTpii, ABHINE JOKami3aIii Ta mpobiemu,
IO 11 CYIIPOBOKYIOTb.

Buksax ocHoBHOro martepiajy. 3aBIsKu Tex-
HOJIOTi3allii, MU HE TUILKH MaeMO JOCTYH JI0 HOBOI
iHpopMarii Ta  0Oe30ap’epHICTH  CITIIKYBaHHS,
a il MOXKJIMBICTh CTBOPIOBATH a0COIIOTHO HOBI TaTy3i.
OmHuM 3 TPUKIAIOM TakKoi iHAYCTpii, sIKa pO3BH-

BAETHCS AYKE IIBUAKMMHU TeMIIAMH — L€ TelM-iH-
oycTpis, abo X IHOYCTpis KOMII IOTEpHHX irop.
CraHoM Ha CBHOTOJHI, BiJEOIrpu mepecTanu OyTu
MPOCTO €JIEMEHTOM PO3Bar: Iie BXKe MOBHICTIO OKpe-
MUH CEeKTOp, KU Hagae poOOdi MICIS Ta CTBOPIOE
m00anbHI IPoeKTH. 3rigHo onutyBaHHS 2025 poky,
sniticaeroro «Exploding Topics» [3] Ta onuTyBaHHS
2023 poky uentpom «Pew Research Center» [4],
MOKEMO KOPOTKO IMiZICyMyBaTH:

1) Cranom Ha 3apa3 3a(iKCOBaHO
3 MUTBSIpIN JTIOACH, IO TPAIOTh B iTPH;

2) Asig 3aiimMae Teprie Micle II0 KiTbKOCTI
refiMepiBs;

3) [lo kimpKOCTI aKTHBHHX KiOepcropTcMe-
HiB CIIA 3aiimae mepme micue, Kurait — npyre,
Bpaszumis Tpete;

4) 85% 3 omMTaHMUX MiUTITKIB IMiITBEPAUIIH, 1110
rparoTh B KOMI FOTEPHI irpH, IOJIOBHUHA 3 HUX POOUTH
1€ Ha [IOAE€HHII OCHOBI;

5) Cepen npuuuH YoMy OOpaiu Bigeoirpu Hai-
yacTille BHOKPEMIIIOIOTh Oa)kaHHS peajizyBaru
JIOCSITHEHHS B IrPOBOMY TIPOCTOPi, MOXKIIUBICTB MPO-
BECTH 4ac 3 APY3sSMH Ta €CKalli3M;

ToOTO MOXXEMO IMOMITUTH, IO irpu (HOPMYIOTH
c00O0F0 MOBHICTIO OKPEME SIBUIIIE, SIKE Ma€ CBOIO IILJTb,
pecypc, oXija, IHCTPYMEHTH Ta ayJAuTopito. binbiie
TOTO, Yepe3 CBOI0 MAacOBICThb, irpH CTAIOTh CTAaIOTh
00’€KTOM JOCTiPKEHHSI HE TUTBKA 3 TOYKH 30py
{XHBOI'O TEXHIYHOTO HAJIAIITYBAaHHS Ta IPU3HAYECHHS,
a i 3 TOYKH 30py IXHBOI JIEKCUYHOT HATTOBHIOBAHOCTI.
SIK MOKeMO MepecBiAYUTHCH, BICOITPH € MOITYIAp-
HUMH Maibke B KOKHIN KpaiHi, 110 3yMOBJIIOE TTOTUT
Ha BUKOPHCTaHHS TPOAYKTY ayluTOpi€ro, sKa He
€ 0OMEXEHOIO JIUIIE OTHIEI0 KYJIBTYPOIO Y MOBHOIO
CHTBHOTOIO: TOMY MUTaHHS JIOKaJli3allii irop BUMa-
ra€ yBard Ta JOCIi/pKeHHs Bce Oibine 1 OinbIie.

[Ipononyemo HacTynHy AediHiLi0 TepMiHa 10KA-
Ji3ayis: JOKali3allis — 1e MPoIeC aaanTailii Bigeo-
TPy 9¥ OYIb-SIKOTO 1HIIIOTO MPOIYKTY, BIAMOBIIHO 10
BUMOT a00 KYJIBTYPHUX OCOOJIMBOCTEH KOHKPETHOL
ipoBO1 ayauropii. Sk 3a3Haunnm Mapxko [lippone
ta Apianna /I’ Yminis, iHIycTpig Jokami3auii BUHU-
KJla yepes morpedy 6araToMOBHOI MIATPUMKH Y cdepi
NpOrpaMHOro 3a0e3MeueHHs, MPOoTe CBili PO3BUTOK
y ranmy3i TeiM-iHIycTpii OTprMaia BiTHOCHO HEIIo-
naBHoO [5, c. 1].

[IpoTe BHHUKAaE NHUTAaHHS — YU € JIOKAJi3alis
NepeKIagoM B 3BUYHOMY PO3YyMiHHI, OCKIIBKH IO
nepeKaj, Mo JOKati3alis Mae Ha METi 31e01TbIIOro
OJIHAKOBUI IIPOAYKT — NEPEKIANACHUNA TEKCT MOBOIO
miTeoBoi  aymuropii. I[IpoTe BaXIMBO 3BEPHYTH
yBary Ha TOH MOMEHT, IO JIOKali3aiis BUXOIUTHh
3a MeXi 3BUYAHOTO MPOAYKTY: BOHA MOXE BKJIIO-
YaTH HU3KY NEBHHUX TpaHcdopmamiid, SKili CTBOpPIO-

ImoHazmg
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IOTBCSL CIENialibHO, MO0 3pOOUTH KOMIT IOTEpHY
rpy OUTBII IOCTYITHOIO Ta 3PO3YMIIOI0 JUTSI PHHKY.
Lle Moxe OXOIUTIOBAaTH 3BUYAWHUNA MEPEKIIAd TEKCTY
3 MOBH-JKEpeJia Ha TapreToBaHy MOBY, Tak i1 TIEBHI
KyIBTypHI, Tpadidai Ta 3ByKoBi afganraitii. He 3Baxka-
I0YM Ha HAsIBHICTH OTHAKOBOTO PE3yJbTary, mepekian
Ta JIOKami3amisi MICTATh PI3HI LIl NPU3HAYEHHS:
HepeKIIal 30CepeKYEThCSl HA TOYHOMY BiZITBOPECHHI
TEKCTY, a JIOKaJi3alisl aJantye KOHTEHT BiAMOBIIHO
JI0 KyJIBTypHUX OCOOTUBOCTEHN.

OckinbKu 00’ €KTOM IMX JTBOX MPOIIECIB € KOHTEHT
IpH, TO MPOMOHYEMO 30CEPEAUTHCH Ha LILOMY elie-
MEHTI Tpox® neTanbHime. Tersaa YepemHUdok, 0
MIPUKJIA]TY, BUILISAE HACTYITHI THITA TEKCTY B irpax [5]:

1) IHCTpYyKIList — CTaHAApTHI HACTaHOBH, B Bife-
o-irpax, sKki BHOYIOBYIOTh MapIIpyT il TpaBIIs.
MoxyTh MIiCTUTH B cO0i Ha3BH irpoBHUX 00 €KTiB,
JoKaliii, 30poi, 3aKiIMHaHb TOIIO. XapaKTepHOIO
pUCOI0 IHCTPYKIIif € BXWBaHHSA CIIOHYKAJIbHHX,
KOPOTKHUX pedeHb. Hampukian, MOXeMO pO3IISIHYTH
CTaHIapTHY IHCTPYKIi0 3 Bimomoi rpu «Genshin
Impact» ctymii MiHoYo:

“M$Z%

e EpA

m&ﬁﬁ%%%%

M E P RS R X R S AR R AR I
JEE Lz, RPA — & R UK ZE 3 1
...

Shanzhong zht wu

Meéng dé fu xug zht lu

Qianwang diaocha qiguai de bing

Coéng xueshan yingdi zhong de de maoxidn jia
yuxia kouzhong dé zht zai zhé zuo xuéshan zhi zhong,
sihii youy1 qlyi de jian bing disézhe shanzhong de

(B eopax

Monowmaom — Cmedgicka, uo 6Kpuma CHicom

Hocniou oueny xpusicumny

3a crosamu FOui Cs, cxooice, wo Ha yiti 20pi cmo-
imb epadicaroua Kpudicana bpuna, KA nepekpusac
oopozy...)

3 npukiaay 3a3HaYCHOrO BHIIE MOXKEMO IOMi-
THTH, 110 B TAHOMY BHITAJIKy IHCTPYKIIiSI Ma€ HiTKY
moOy/IoBY — KOPOTKHIA 3arOJIOBOK + JIOKAI[is Micii +
OCHOBHE 3aBJIaHHS MiCii + OImuc cuTyarlii. 3aroJioBoK,
3a3BHYail, MICTUTH JIMIE ACKiIbKa i€porIidiB, Hece
KOPOTKY iH(OpMaIlif0 Y1 CTBOPIOE 3arajbHy aTMOC-
¢depy. Jlokamiss BHKOHYye HOMIHATHBHY (YHKIIIIO.
OcHoBHe 3aBmaHHs Micii MiCTUTH B c00i 3aKJIUK 10
Iii 1 yacTo BUKOPHUCTOBYE IMIIEPAaTHBU: HallPUKIIa
y JlaHOMy NpMKIaji 6auMMo 1Ba iMIeparuBu HifE:
qianwing “npamyeamu, mpumamu winax” Ta W
diaocha “oocniou, eusyu”. Onuc cutyarlii KOPOTKO
3HAHOMUTbH HAC OCHOBHHMMH ITOIISIMU IIOTOYHOT T'1JIKH,
YW J]a€ MOTHBAIIIO 0O BUKOHAHHS 3aBIAHHS.

2) JliaJoru — 11e TUT TEKCTY, 3aBISKU SIKOMY OyIy-
€THCsI KOMYHIKaIlisl MiX mepcoHaxamu rpu. Lle Takuii
co01 “mBUTYH” CIOKETY, SKHH IO3BOJISIE TPABITIO
JIOCITIJDKYBaTA HABKOJIMIIHIN CBIT Ta pyXaTUCh Aaji
B icTopii. KOHTEHTY Takoro crpsiMyBaHHSI Xapak-
TEpHi IPOCTI peUeHHs, BUKOPUCTAHHS BJaCHUX HA3B,
3BEpTaHHs, MpocTa MoBa. IIpornoHyeMo po3mIsIHYTH
JICTAJIBHIIIC HA TIOAaHOMY TPUKJIAJII:

T ORPEAR s XV, A LA A, TR ML .

He¢ ér dé lin: Zhe¢ jiu a, jiushi bi cha géng hdo,
huéxue nudn wei...

Xepaedinb: Lle x BuHo! B nopiBHAHHI 3 yaem —
B pa3u Kpale: i KpoB po3raHsi€, 1 3irpisae. ..

A WHELT? W, RERLETEL T,
TR VLEATE T .

Mooli: Jiti bi cha hao? HE, wo kan ni jiushi jitt he
dudle, kaishi shuo huhuale.

MouJuni: Kpame 3a uaif?! A, Ta TU Bke, HalleBHO,
nepebpas i HOqHHaem HECTH HICCHITHHIII.

FTRAEMR: T‘EHE, —MNEALE, %B

@M%%ﬁ%T &, ...... SRARATT 3
Amﬁ,%Zﬁ,aﬁfﬁﬁk%%o

Hé ér dé lin: Jiu shud ni bu dong ba, y1bei xido jiu
ru du, na ganjué fangfi shéngtianle yiban, z&z¢......
fanguan nimen li yu¢ rén de cha, name ku, jiandan
bushi ji rén he de.

(Xepoeninv: Kasicy o wo mu He posymieur! Ooun
Kenux — Henave mu 6 paio... A eu, sicumeni Jli FOe,
mMaeme maxuii 2ipKuil Yai, wo HAgimv NUMu 1020 He
Xouemvcsi.).

RF: JHR? AR R LW T, HUERE

[AS REY SKREEIE . ZHISE Qa8 U 7E T8 o
i PR, 18 a0 N AE — P, S S Ff e

Moli: Shéngtian? Raguo shi chiixian huanjuéle,
jiu ganjin qu [bu bo ] qiu yi ba. Cha di méimiao
giaqia jiu zaiyu na ki zhdong dai tian de weidao, qiara
rénshéng yiban, you kit you tian......

(Monni: B paw?! Hy akuwo mobi esxce namopo-
YUMbCsL WO mu 6 pard, Mo WEUOEHbKO Oixcu 00
kpamuuyi “Byoyny” 3a Ooonomoecoro! Bumonuenuii
CMAK 4aro i X08AEMbCSL 8 MOMY 2IPKY8AMO-CONOOKOMY
npucmaxy. Lleu denikamuuil apomam — K i 100Ccvke
JHCUMMS — 80OHOUAC MepnKe ma HidicHe...).

MokeMO TOMITHTH, IO [iajor BiIOyBa€eThCs
B JIOBOJI HEBHMYIIEHiH armocdepi. B Tekcri mpu-
cyrni Bmacui mazeu ( (A NFAY - xpamuwms
(“byOymy”), He ckJagHi peYeHHS, BIACYTHICTh CIIEIli-
anizoBaHoi nekcuxu, Buryku (MM, i, M), He 3Ba-
’KAIO4H Ha Te, 110 IAHWH PUKITA]] He 3 0CHOBHOT T'ITKH
CIOXETY, BCE K BiH 3HAOMUTH HAC 3 IrPOBUM BCECBI-
TOM, JI0J1a€ OLjIbIle AETaJICH JI0 IrPOBOTO MPOCTOPY.

3) Omnnicy — Takuii IIACT KOHTEHTY, IKUA BUKOHY€
iHpopmaruBHy (yHkuito. Onucu He MICTATH B c00i
MPaBWII 1 HE BIITBOPIOIOTH CITUTKYBaHHS, SIK BUIIIE3a-
3HadeHi Tuny. [lo HUX, 3a3BUYaid, BITHOCATH OIUCH
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MPeAMETIB, JIOKalill, XapaKTepUCTHKH MEePCOHAXKIB
Ta ix 3gi6HOCTI. Hanmpuxman:

“RFlf) T RFEHL

/NEH

FEF, o AT a, IR ok
A A AE A .

K H WP R AR E R . 5 R LA
Al RERRAEFILR N RZAR, A K
AR E TR R R . XAt R
FE A (AR S R B PR TR, W
RES MRS HITR2E M. (B ik he
SIS 107K

Tézhi de “litying jT'

Xidodaoju

Shiyong shi, hui jilu chicun dangqgian jingxiang,
bing fudai téshi sediao de bianli daoju.

Laizi féng dan de qite daoju. Yu putong de litying
JjT butong, jiang jingxiang lao lao jilu xialai zh1 yu,
hai néng zai yin chi de huaxiang shang fudai teshua
de sécai. Zhe jian sheji shi zhéndui féng dan de
tongxunshe [zhéngqi nido] xtwang litying j1 chule
fanying jingxiang, y¢ néng fanying paishé zhé de
gingxu ér zuo de. Dan zuizhdong chanpin méi néng
shixian [zh&ngqi nido] de xiigiu

(Cneyianvha «pomorxamepar

Manuii pexeisum

3a euxopucmanus, Mmodxce 30epeemu NOMOUHY
cyeny ma 000amu KoibopoBo20 CYNpo8ooy.

Ocobnusuii pexgisum i3 @onmeuiny. Ha eiominy
8I0 36UYAIHO20 YomoKamepu, yell He JUue Modice
3agikcysamu cyeny, a i 000amu cneyiaibHi Kotbopu
Ha Haopykosamomy 300padicenni. Taxuii 3a0ym
byna cneyianbHo 0ns iHopmayiino2o aceHmcmed
«llaposa mmawka» i onucyas nesHuli Mexauim,

AKull 8i0oopadicamume He uule cyewy, a U emoyii

gomoepagha. Tlpome epewimi-pewm, Kinyesuil npo-

Oykm He 3mie 3a00801bHumu o4ixysanns «llaposoi

NMAUKU»).

Hanuii mpuknajg omucye HaM OJUH 3 irPOBUX
npeameTiB y BcecBiTi “Genshin Impact”. Moxkemo
MOMITHTH, IO OMUCAaM NpUTaMaHHa TIEBHOIO MipOIO
CTHUCIIICTh — BOHHU HAJAIOTh KOPOTKY iH(OpMAaIlio,
aje HE TEepeBaHTAXYIOTh TPABI HEMOTPIOHHUMH
neTansMu. TakoMy THIY TEKCTY TakoK IpUTaMaHHI
na3Bu nokaui (W F1), Bnacui naszsu (7875 2), eni-
Tetn (#FHF), crmewianbHi TepMiHM (10 NpHKIALy
«0ba3oBa arakay), TOIIO.

[Ipote sBHUIIE JOKATi3aIlii YaCTO BUKIIUKAE CYIIe-
peukn Ta BumpoOyBaHHsA. OmHa 3 mpobmeM — 11
KyIpTypHa JeBanbBallis. Haliwacrime e BUHU-
Ka€ 3 BiZeoirpaMu KyJIBTYpHOTO CHPSIMYBaHHS.
AKTyaJIbHUM TPUKIIaIOM TaKoi CUTYyalii Moxxke OyTH
rpa «Black Myth: Wukong» kuraiicbkoi KoMmmaHil
Game Science. CrokeT KOMIT'IOTEPHOI TpHu T00y-
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JOBaHUH B CTWJII ONHOTO 3 YOTHPHOX KIACHYHHUX
poMaHiB KHTalcbKoi Jiteparypu — «llomopox Ha
3axig» Y Yen-ens'. ['pa nepenoBHeHa KATaHCHKUMHE
nei3akaMM, MY3HKOIO Ta arMoc(eporo, a sCcKpa-
BOIO OCOOJMBICTIO € T€, IO MEPCOHAXKI MAIOTh CBOE
MOXOJKCHHsL 3 Mi(iB Ta JyiereHn. HaBiTh rooBHUIA
repoii, 3a SIKOTO MPOXOANTH TPaBelb TPy, CXOKHUN Ha
apxetunHuit o6pa3 CyH YKyHa. 3aBISIKH HEHMOBIp-
Hill meramizarii, MiKaBOMY CIOXKETy Ta SKICHIi Bi3y-
anpHiK ckianoBi «Black Myth: Wukongy nume 3a
nepii Tpu AHi csirHyna mexi y 10 mineioHiB poaa-
HUX Komii [6]. Takuii maneHuii MONKT Ha TPy MiAHAB
NUTaHHS JIOKaTi3amii Ha cepiHO3HOMY PiBHI,0CKJIBKU
nepen IepexiazadaMy Ta JIOKaJIi3aTopaMH BUHH-
KJIO CepHO3HE 3aBIaHHs — 3pOOUTH TPy, Ky MICTHTh
CHJIbHY KyJIBTYPHY JIOMIHAHTY, JOCTYITHOIO JUIs OyIb-
koro. He 3Baxaroun Ha Toli ¢akT, mo Kuraii 3aiimae
Jiaupyrodi mo3uiii Maiixe B Oyab-sikili cdepi, Bce K
Ba)KKO CTBEPIKYBATH, 1110 CBITOBA ayIUTOPIis € 100pe
0013HaHOIO B CYTO KUTAHCHLKHX eIeMeHTaX. BUHHUKa€E
IUTaHHS TOTO, SIKMM IMiJIXiJ HalKpalle BUKOPHCTATH
B IIPOLIECI JIOKai3alii I'py — aJanTyBaTu rpy BiAmo-
BiZTHO 10 KYJIBETYPHUX OCOOJIMBOCTEH LITBbOBOI ay/IH-
TOpIi 3 METOI CTBOPEHHSI €MOI[IMHOI 3a71y4eHOCTI,
YH 3AIAIINTH i aBTEHTUYHOIO, 3 METOI0 30epekeHHS
ii opurinaneHOCTI. Ha mymky [[>xoBamni Binmirasi,
MacmTaOyBaHHS KOMIT IOTEpHHX irop 4acTto IpH-
3BOAUTH 10 «PO3MHUBAaHHS» MEBHHUX KYJIBTYPHHUX
enemMeHTiB [7, ¢.292]. Take po3MHTTS MEX CTBOPIO-
€ThCSI CICIIABHO, 00 3pOOUTH TPy UM MEPCOHANKA
OLTBIIT BiITOBITHUM JI0 3aTaIbHUX CTaHAApTiB. Tomy
€ BOXJIMBUM 3aCTOCOBYBATH KOMOIHOBaHHM ITiIX1]T 10
JoKai3auii Biieoirop — 3 0oqHOro OOKy 3pOOHUTH Ipy
ONM3BKOIO A0 LiNBbOBOI ayJUTOPilO, 3 IHIIOTO OOKY —
30eperTH ii aBTCHTUYHICTb.

B mporieci anantyBaHHS TEKCTY, 3aCTOCOBYIOThCS
pi3HI mepexiamaneki miaxomu ta crparerii. Llyroe
13st1 BUOiIsEe TakuX 1Bi [8, ¢. 638]:

1) Homectudikamis — migxin, skuii mependa-
Yae aJanTyBaHHS TEKCTY J0 MOBHHUX HOPM Ta Kyib-
TYpHUX OCOOJIMBOCTEH MOBHU I[IJIbOBOI ayaHMTOPIi.
OCKiBKM 3 TOYKM 30pY JIIHTBICTHKH KOXXHA MOBa
Ma€ CBOi 0COOIMBOCTI — BJIACHI 1110MH, KOHTEKCT (SIK
1 KyIIbTYpHUH TaK 1 iCTOPUYHUIT) — [1e 3HAYHO YCKIIa/I-
HIOE TPOILIEC BIPOBAIKCHHS 1HIIOMOBHHUX €JIEMEH-
TiB. Takok MPUYMHOIO BUKOPUCTAHHS AOMecTU(iKa-
il Moxke OyTH OakaHHsI HAONW3UTH TPy JIO peatii
rpaBiyl. Hanpuxoran, mrydHa 3MiHa Ha3B JIOKAIIA Ha
Ti, 5IKi OyAyTh TEPUTOPiabHO HAJIEKATH apeoiy Mic-
Le3HaXOKEeHHs aymutopii. AnbpOepro depHanzmec

! “Ilomopox Ha 3axin” (kut. PHFAL) — onMH 3 4OTHPHOX HaHGiMBII
BIZIOMHUX KIAacHYHHX pomaHiB y Kwurtai, naroBanmii 16 cromiTrsm.
TpaauuiiiHo aBropcTBO npHnUcyoTh Y Yen’enio. Onosigae npo MaH-
npiBky MoHaxa CroaHbI3aHs 0 [Hii 32 CBAIEHHUME OyIIUCTCHKUMH
TEKCTaMH, CYIpPOBOIKYBAHOTO YOTHPMA 3aXHCHUKAMH, cepel SKHX
HaiiBizomimuii — ap Maen Cyns YkyH.



Bunyck 42 Tom 1

ISSN 2663-4880 (print), ISSN 2663-4899 (online)

Kocranec HaBiB Takuii TpUKIaa JoMecTH]IKaIlii:
B «Monkey Insland 2: LeChuck's Revenge» € emizon,
KOJIX TOJOBHHM TEpPOH NMPUXOMUTH MO Oi0Ii0TEKH.
biGmioTekap 3anuTye HU3KY MHTaHb, CEpPEN SKUX
€ TUTaHHS PO aApeCcy NPOKUBAHH reposi. B anmmiii-
CBbKill Bepcii rpu BUKOPUCTAIH Ti HA3BU BYNIUIIb, SIKi
€ TpaJAMIIHHUMU came i peanid Aurmi — «Baker
Streety, «10 Downing Street» Ta «1600 Pennsylvania
Avenue»[9, c.7]. MoxkxeMo TiHTH BHCHOBKY, IO IS
noMecTtudikallii xapakTepHi Taki JIHTBICTHYHI Tiepe-
KJIQJalbKi MPUAOMH SIK aJarTaIlis, MOIYJISIIisl, OMH-
COBUI mepexna.

2) dopewnizallig — TiAXiI, 32 SKOTO MEepeKIanad
30epirae IHITOMOBHE TpaKTyBaHHS 3 METOIO 30e-
PEXKEHHS KYJAbTYPHHUX O3HAK y TEKCTI MepeKiajy.
Tob6To ¢opeHizamisi € abCOMOTHOW MPOTHUIICKHI-
cTio  nomecrtudikanii. Hanpuknax, Haivacrime
mig GopeHi3alio MianajanTs iMEeHa IePCOHAXIB,
Ha3BU JIOKAIlil, cTpaB, 30pos, BiacHi Hazm: £

(Zhongli) — Jocyn JIi, ¥ H (Liyue) — Jliroe Tomo.
Jns dopenizarii xapakTepHi TpaHCIITEpaIlisi, TpaH-
CKPHIIIIisl, KaJIbKyBaHHS Ta OyKBaJIbHUI MEepeKIia.

BaxnuBo 3a3HauuTH, IO HAAMIpHE BUKOPH-
CTaHHsS OJHIET 3 JIBOX CTpareriii Moxe MpPU3BECTH
JI0 HETaTUBHUX HACIIAKIB: JOoMeCTU(IKAIlT MOXKE
CIIPUATH BTpaTi YHIKAJIHHOCTI MaTepially Ta HEIo-
peuHii ajamTarmii; HamMipHa QopeHizamisa MoXe
3HaYHO YCKJIAIHUTH TEKCT JUISA TPaBIl, IO CIpHS-
TUME B JIOBOJII TOBEPXHEBOMY 3aHYpPEHHS B rpy, abo
K B3arajii Bi]MOBY BiJl IOAQJIBIIIOTO MPOJOBXKCHHSI.

[MpoananizoBaHuii BWIE Marepian JIO3BOJISIE
IIATH BUCHOBKY, II0 B YMOBAaX MIAJIEHOTO ITOMHUTY
Ha BiZICOITpH, TUTAHHS JIOKATI3aIlil CTOITh SIK HIKOIH
akTyassHUM. Po3BUTOK iHIyCTpii reiiMiHTy oTpedye
KBaJiiKOBaHMX JIOKAJTi3aTopiB, a 1Ie B CBOIO UEPry
BHUMAarae peTejibHOrO JOCIIPKEHHS MUTaHHS SKICHOT
ajanTarii KOHTeHTY BiJIe0irop BiAMOBiAHO MOTpedam
IITEOBOT ayIUTOPII.

CMNCOK BUKOPUCTAHUX OXXEPEN:
1. Digital Around the World. DataReportal — Global Digital Insights. 05.02.2025. URL: https://datareportal.com/
global-digital-overview#:~:text=Internet%20use%20around%20the %20world,during%20the%20past%2012%20

months (gata 3BepHeHHs: 17.09.2025).

2. AniP.Age distribution ofinternet users worldwide 2024. Statista. Demographics & Use. 27.06.2024. URL: https://
www.statista.com/statistics/272365/age-distribution-of-internet-users-worldwide/ (qata 3sepHeHHs:: 17.09.2025).

3. Pirrone M., D’ulizia A. The Localization of Software and Video Games: Current State and Future Perspectives.
Information. 2024. T. 15. URL: https://doi.org/10.3390/info15100648 (nata 3BepHeHHs: 17.09.2025).

4. Gottfried J., Sidoti O. Teens and Video Games Today. Pew Research Center. Teens & Tech. 09.05.2024.

URL:

https://www.pewresearch.org/internet/2024/05/09/teens-and-video-games-today/?_gl=1*1e1tq61*_up*MQ.

* gs*MQ. &gclid=Cj0KCQjw8e TFBhCXARIsAIkiuOyyGEL64alzRerauYMcbk6nmmFi6rS_IMncbdglsZgZI6fKgSxoN
XQaArqOEALw_wcB&gbraid=0AAAAA-ddO9HwW2Zh1rM-0WefA1F74tdR13 (nata 3sepHeHHs: 17.09.2025).

5. YepegHuuok T. Ocobnueocti  nokanisauii

irop.

IHcTpykuii.  LTAKBUTPA®.  Cmammi. URL:

https://sbt.localization.com.ua/article/osoblivosti-lokalizatsiyi-ihor-instruktsiyi/ (aata 3sepHeHHs: 17.09.2025).
6. Feng K., Zhou J. How Chinese video game Black Myth: Wukong became a global hit. News. Video Games.

27.08.2024. URL:

https://www.abc.net.au/news/2024-08-27/china-black-myth-wukong-video-game-soft-power-
gain-global-hit/104261318 (nata 3BepHeHHs: 18.08.2025).

7. Vindigni G. Decoding Cultural Affinity in Video Games: An Examination of Narrative Expression, Visual
Aesthetics, and Interactive Design in The Digital Era. Advances in Social Sciences Research Journal. 2023. T. 10,
Bun. 6. C. 290-305. URL: https://doi.org/10.14738/assrj.106.14911 (naTta 3BepHeHHs: 18.09.2025).

8. Jiang S. Exploring Localization Translation Strategy under Cultural Compatibility Principle. Communications in
Humanities Research. 2023. C. 635-640. URL: https://doi.org/10.54254/2753-7064/3/20220527 (nata 3BEepHEHHS:

18.09.2025).

9. Fernandez Costales A. Exploring Translation Strategies in Video Game Localization. MonTi Monografias de
Traduccién e Interpretacion. 2012. C. 385-408. URL: https://doi.org/10.6035/MonTI1.2012.4.16 (nata 3BepHEHHS:

18.09.2025).

Jlama nepuioco naoxooaicenns pykonucy 0o suoanus: 26.09.2025
Jlama nputinamozo 0o Opyky pykonucy nicaa peyensyeanns: 30.10.2025

Jama nyonixayii: 28.11.2025

152


https://datareportal.com/global-digital-overview#:~:text=Internet use around the world,during the past 12 months
https://datareportal.com/global-digital-overview#:~:text=Internet use around the world,during the past 12 months
https://datareportal.com/global-digital-overview#:~:text=Internet use around the world,during the past 12 months
https://doi.org/10.3390/info15100648
https://doi.org/10.14738/assrj.106.14911
https://doi.org/10.54254/2753-7064/3/20220527
https://doi.org/10.6035/MonTI.2012.4.16

	ВІДЕОІГРИ ЯК ОБ’ЄКТ ЛОКАЛІЗАЦІЇ: ЛІНГВІСТИЧНІ ОСОБЛИВОСТІ 
В КОНТЕКСТІ КИТАЙСЬКОЇ КУЛЬТУРИ
	Косован І.М.,
	Кравченко О.О.,
	ДОСЛІДЖЕННЯ ЗАСТОСУВАННЯ 把字句 У ВИКЛАДАННІ КИТАЙСЬКОЇ МОВИ 

	VIDEO GAMES AS AN OBJECT OF LOCALIZATION: LINGUISTIC FEATURES 
IN THE CONTEXT OF CHINESE CULTURE

