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Introduction

The computer game industry is becoming more and more popular and influential all over the world. 

What was once a hobby for several bored scientists and university programmers, is now a highly recognizable 

and profitable business. Thousands of games are released every year and with each subsequent product the  

need for translation is more visible.

The importance of the localization of computer games can hardly be exaggerated. Even though the  

English language is spoken in many countries, it should not be a barrier standing between the computer game  

player and the pleasure which comes from the game. Fortunately, the need was noticed not only by consumers, 

but most importantly by the local distributors. The battle between them is waged with a handful of weapons 

such as price, the content of the package, available support etc. Yet in the last ten years a new weapon appeared 

– the localization of computer games.

This  MA project concerns one of  the largest and most  popular games released in 2000 by Eidos  

Interactive and developed by Ion Storm – Deux Ex. The game was released in Poland in so called “box and 

docs” release, in which only the package and user's manual were translated into Polish language. Several years  

later a group of players gathered on the unofficial Polish Deus Ex website www.deusex.pl decided to undertake 

a lengthy and difficult process of translating the whole game into our language. The process took 17 months to 

complete. At the same time, the official Polish distributor, Cenega, re-released the game along with the sequel 

Deus Ex: Invisible War and the third, less known, game Project Snowblind. The official localization of Deus 

Ex was thus imminent.

As a result, the community was given two different Polish translations. The main aim of this study is 

the comparison and analysis of the most interesting differences and phenomena in both two versions. Most 

obviously, the thesis is not aimed at deciding which version is better. It merely underlines several differences  

and presents their analysis.

The practical part of this project is accompanied by three theoretical chapters. The first one concerns 

the  cyberpunk  –  an  imaginary  dystopic  future  in  which  the  game is  located.  The  second one  is  a  short 

introduction to the theory of translation. The last part is devoted to the theory of computer games localization.
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1. Introduction to cyberpunk

1.1 Definition of cyberpunk

The term “cyberpunk” was used for the first time as the title of a short story written by 

Bruce Bethke in 1980. However, the term became popular three years later, with the release of 

the story in Amazing Stories science-fiction magazine by Gardner Dozois.  (Schneider  1996) 

American editor and critic Lawrence Person defines cyberpunk as:

Classic cyberpunk characters were marginalized, alienated loners who lived on the edge of  

society in generally dystopic futures where daily life was impacted by rapid technological  

change, an ubiquitous datasphere of computerized information, and invasive modification of  

the human body (Person 1998).

The main features of cyberpunk have been debated over the years by fathers of the genre. 

Some of them deny the very existence of such movement, while others make effort to clearly 

distinguish cyberpunk from the far broader term of science-fiction.

Writers  such  as  Bruce  Sterling,  the  author  of  the  famous  collection  of  short  stories 

gathered  together  as  Mirrorshades:  The  Cyberpunk  Anthology (“Mirrorshades  Postmodern 

Archive” 2003), claim that the core of cyberpunk depends on the strict integration of technology 

and literature in the unique world,  where the difference between reality and fiction becomes 

blurred to such an extent, that it is impossible to clearly distinguish those two notions. Yet, other 

writers,  such as popular cyberpunk rhetorician Lewis Shiner,  the author of highly influential 

novel  Frontera, (Shiner  2008)  states,  that  what  others  refer  to  as  “cyberpunk” is  actually  a 

product of pop culture and should not be treated as a literary movement of importance equal to 

science-fiction, (Guven 1995)

As  different  authors  disagree  on  the  definition  of  cyberpunk,  it  is  perhaps  better  to 

analyse the main themes and styles in stories, which are nowadays treated as cyberpunk canon. 

While difficult to explain, the style is easy to notice when one is reading it. Cyberpunk does not 

define the works that are in it, rather, the works define what cyberpunk consists of. (English, 

1995)
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1.2 Key concepts of cyberpunk

Although  the  differences  in  the  definition  of  cyberpunk  indeed  exist,  some of  the  most 

characteristic features of the genre remain unchanged and can easily be distinguished and 

seen in nearly all cyberpunk works.

• Technology and the net – In the cyberpunk world, technology plays the main role in the 

existence of every person. Nearly all elements of life are somehow linked to access to 

global network (the term “Internet” is scarcely used) and technology, which, although 

present in our XXI century life, expands beyond our recognition. Access to the net is 

considered a common good, a need required by average human as much as food or air. 

The network is  treated as  a  basic  means of communication,  but  it  serves a  far  more 

important function. It defines the term “virtual reality” by enabling a human being to 

connect his mind to the electric circuits of a device and provide access to the ubiquitous 

virtual world. As a result, a human can become a unity with the machine. To cyberpunks 

it is more than just a source of knowledge, power or amusement. It constitutes the world 

of such a person, which relies on constant access to the net, a need close to addiction.

• Night and dark sky – Most stories, books, movies or games located in the cyberpunk 

reality take place in dark cities, covered by gloomy clouds underneath a murky sky. The 

color may indicate the night, which is inseparably connected to the genre, yet often it is 

the city itself, which obstructs the view with its high-rise skyscrappers. The dark colors, 

however, bear the resemblance to one more aspect of cyberpunk – the atmosphere of the 

world.  The  spooky,  emotional  approach  to  matters  of  everyday  life  presents  the 

overwhelming  feeling  of  hopelessness,  constantly  spreading  destitution  and  the 

degradation of moral values, (Savino 1995) Thus, the action very rarely takes place in 

bright, open areas.

• Nano-augmentations and human body implants – The development of technology lead to, 

often very serious, modification of human body. An amputated or lost arm does not state 

any particular problem, as one of the main functions of city clinics is the reconstruction 

of missing organs by replacing them with electronic equivalents. Apart from that, the list 

of  main  services  of  hospitals  contains  the  augmentations  of  human limbs  leading to 

greater endurance and strength, modification of eyes by offering infravision or enchanted 

vision or nano chips reducing the time of brain reaction and increasing reflex.  Some 

augmentations serve purely military functions – weapons installed in arms and hands or 

dermal impact armour greatly reducing inflicted damage, but also reducing the humanity 
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of the owner. One of the most popular form of body modification is plastic surgery as we 

understand  it  today.  Its  availability  is  nearly  unlimited  due  to  low  price  and  high 

experience of surgeons. It is thus not difficult to become beautiful in the future world of 

cyberpunk.

• Corporations  and  outsiders  –  Local  authorities  in  the  cyberpunk  world  are  rarely 

respected. They do not possess any real power or possibilities to restrict citizens or gain 

control  over  them.  The  power,  although  unofficially,  is  held  by  megacorporations  – 

billionaires, who obtained access to virtually unrestrained technology. In the cruel reality 

of present day they want to increase their influence, raise position, and inflict as much 

damage to other companies and individuals as possible. It is they, who set their own rules 

of everyday life. They create research centres, control private armies of mercenaries and 

soldiers,  who protect  their  interests.  Corporations  deal  with  the  production  of  drugs, 

weapons, electronic chips, cars, elements of body modifications etc. Their size surpasses 

significantly  the  size  of  our  present  companies,  thus  they  are  often  referred  to  as 

“megacorporations.”  Because  of  their  influence  on  the  society,  some  people  tend  to 

combat their progress and postulate free access to information and technology according 

to the phrase “information wants to be free”. Individuals fighting corporations frequently 

join  up  together  and  create  more  organized  groups.  Their  aims  differ  and often  one 

witnesses the peculiar situation, where one gang battles another. Yet, the leading purpose 

of such groups is restriction of corporate expansion.

• Megacities and Tokyo – While the access to global network is, in reality, unrestricted, 

most  stories  take  place  in  large  metropolitan  areas,  where,  body  modifications  and 

augmentations, gun shops, street gangs, megacorporations and all other typical cyberpunk 

features can be easily seen. Villages and small towns are rarely used, as they show no 

interesting  elements.  Life  in  these regions,  although more  urbanized  than  today,  is  a 

direct contrast even to the very name “cyberpunk” and, in fact, it is a direct negation of 

values shared by those, living in megacities. The most influential country in this respect 

is Japan, particularly the city of Tokyo. Yen has also became the leading currency in the 

world and is,  as  well  as  Tokyo,  very often  used in  cyberpunk stories.  It  is  then  not  

surprising, that continents such as Africa or South America are rarely seen in cyberpunk 

fiction.

• People and the value of life – In the world where technology, power and brutal strength 

play the most influential role, the value of human life diminishes. Unrestricted access to 

weapons causes the streets to be filled with murderers for hire, assassins or simple thugs, 

whose work is based on killing others for money. Common bar fights nowadays end with 

few bruises, black eyes or broken bones. In the cyberpunk world bar fights end with 
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violent massacres and blood spilled all over the place. That, to some extent, justifies high 

availability  of  guns  for  self-defence,  unfortunately,  self-defence  often  changes  into 

personal vendetta causing another homicide. Megacorporations in their pursuit of money 

and power, show little respect for the human life. The existence of lower class society is 

particularly  threatened  due  to  their  inability  to  successfully  defend  their  lives  and 

possessions,  as  they  cannot  afford  the  protection  of  mercenaries  or  other  military 

organizations.

• Weapons and drugs – Rapid technological advancement entails  easier access to latest 

weaponry  and  pharmaceuticals,  which  seldom  happens  to  be  legal.  In  the  world  of 

cyberpunk  weapon  permits  are  not  in  use  due  to  exceptionally  high  availability  of 

firearms and lack of real control over citizens. Money is the only factor, which limits 

access to guns. From classic devices such as pistols, shotguns, rifles or knives to the 

latest  technological  achievements,  including  the  offensive  biological  modifications  of 

human body and the use of nanotechnology in the manufacturing of firearms -all this 

equipment  is available to everyone. It  can be obtained in local gun shops or,  which 

seems to happen more often, from weapon dealers or junkies offering their goods on the 

streets.  Frequently they are also found on a  victim's  dead body.  Similar  empty legal 

restrictions  apply  to  the  use  of  drugs,  alcohol  or  other  stimulants.  Cyberpunk world 

informally approves the use of such chemicals. Some of them are used for pure physical 

or mental pleasure, while others alter physical efficiency by increasing muscle strength, 

agility or reflex. Wandering drug addicts is an ordinary view in some parts of largest 

cities.
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1.3 Cyberpunk in media

The list of characteristic properties of cyberpunk defines the genre quite accurately. It 

would be however advisable to support it with a handful of examples. The description below 

consists of three cyberpunk movies and three examples of cyberpunk computer games. While the 

use of particular titles is highly subjective and depends greatly on personal feelings, all titles 

quoted should be, at least partially, recognizable.

All movies and games are described according to their importance and influence they had 

on the movie and video game industry and the society as a whole.

One of the most important movies of the last decade is clearly The Matrix. The title has 

become a symbol of science-fiction and partially, a new approach to the reality which surrounds 

us.  The  characters,  such  as  Neo,  Morpheus  or  Agent  Smith  are  widely  recognizable  and 

catchphrases  such  as  “dodge this!”,  “there  is  no  spoon” or  a  quote  originating  from Lewis 

Carroll's  Alice's Adventures in Wonderland and reused in  The Matrix "follow the white rabbit" 

are well known even to those, who are not aficionados of cyberpunk.

Ghost in the Shell is mentioned in the second place mainly due to its slightly different 

nature.  It  represents  the  traditional  Japanese  type  of  animation  called  manga  and  combines 

traditional  animation  with  computer  graphics  the  same  way,  that  The  Matrix combines 

technology used in feature film with digital animation. At the same time Ghost in the Shell, along 

with the manga Akira released in 1988, paved the way for similar future works such as Biomega, 

Eden: it's an Endless World or Blame!

The following movie,  Johnny Mnemonic, although not as successful as  The Matrix and 

Ghost in the Shell, was chosen to be the third one due to its storyline and characteristic elements  

deeply rooted in the cyberpunk genre. It is an adaptation of William Gibson's short story of the 

same title, being part of the famous Sprawl trilogy. It is an additional reason for choosing this 

production, as Gibson can be considered one of the fathers of cyberpunk. With its gross revenue 

of little over $19 million, compared to the budget of  $26 million (“Johnny Mnemonic (1995)” 

2010), the movie seems to remain inferior to blockbusters such as The Matrix, Minority Report 

or Blade Runner. However, it is still worth mentioning, as it is only one of total two examples 

(the other one being the New Rose Hotel) based on the fiction of one of the founding fathers of 
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the genre.

1.3.1 Movies

Ghost in the Shell (1995, Japan)

Directed by: Mamoru Oshii („Manga – Ghost in the Shell – subsite” 2007)

Ghost in the Shell is a typical example of a Japanese animated movie – anime. The movie 

is based on a comic series released in 1989 in Japan. In 1994, due to significant popularity, it was 

adapted into a feature film. The story takes place in the year 2029. In the world covered by a web 

of  global  network,  the  new  definition  of  “criminal”  evolved.  Brain-hackers  use  the  latest 

technology  to  gain  access  into  human  brain  and  control  it  remotely  through  network.  The 

protagonist, major Motoko Kusanagi, is a cyborg, recruited by the military and serving as the 

squad leader of Japanese Security Section 9. The increasing number of brain-hackings eventually 

lead to the existence of an entity called The Puppetmaster. It is an outcome of governmental 

experiment, which managed to escape from scientists and gained sentience in an unknown way. 

It now entitles itself a life form equal to human beings. („Manga – Ghost in the Shell – subsite 

2007) The Puppetmaster aims to question human purpose of existence, its uniqueness and other 

statements of existential origin.

The movie features an interesting mixture of computer and classic animation known from 

other similar productions. Thus, the viewer often experiences unparalleled, as for 1995, visual 

effects, such as flying sparks, lightning bolts or walking robot vision. In some scenes producers 

experimented with new and unique use of recording methods such as the perspective of the city 

of  Tokio  filled  with  passers-by  and  a  criminal  wearing  a  cloak,  which  renders  him  nearly 

invisible.  Movie,  although  not  left  without  any fast-paced  action  scenes,  is  filled  with  long 

dialogues, which encourage the viewer to think of the point of human existence. The cyberpunk 

genre  is  clearly  visible,  as   cyborgs,  nanotechnology,  human  body  augmentation  and  wide 

availability of armament can be seen nearly every minute throughout the movie.

Selected parts of Ghost in the Shell have been used in the 1999 year movie The Matrix, 

whose directors  used  the  scene  of  digital  rain  in  their  movie.  („Ghost  in  the  Shell  (film)  -  

Wikipedia.” 2008)

The Matrix (1999, USA)

Directed by: Andy Wachowski, Larry Wachowski (Hundland 2005)
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Recorded in 1999 The Matrix has became the worldwide blockbuster in the first day of 

screening. It is now a nearly legendary movie not only for cyberpunk or science-fiction fans, but 

also  for  various  people  from all  over  the  world.  The  Matrix tells  the  story  of  Thomas  A. 

Anderson, whose alter ego, Neo, is an elite class hacker. Anderson is contacted by mysterious 

Morpheus, who explains him the rules governing the present world – in 2199 machines have 

taken over the control of our planet, they use people to obtain energy for their existence. At the 

same time, every human being is exposed to a computer program called the Matrix. It created an 

illusionary, virtual world, where people are born, live and die the same way they do in real life.  

Morpheus managed to remove Neo from the Matrix, hoping that he is the chosen one – the only 

person able to stand against the hegemony of machines and finally free mankind from their rule.

The Matrix not only presents extraordinary visual effects achieved by using the latest 

forms of computer animation, it has also created many now well-known scenes, the most popular 

being: bullet time (animation of world in slow motion, usually accompanied by rotating camera, 

during which the viewer can see the details of particular scene from several directions) or digital 

rain (a set of characters falling down in computer screen, representing the code, in which the 

Matrix was written, sometimes the rain is used instead of textures, which cover structures and 

characters of the movie). The intensive use of technology and computer animation contributed to 

greater  emphasis  on  viewer's  emotions.  Yet  The  Matrix  is  not  only  an  action  movie.  The 

presented story encouraged the viewer to ask himself questions he has never thought of before: is 

our life a virtual reality, where the human is but a mere puppet controlled by machines? Will the 

machines, which now cannot function without human supervision, be able to control their actions 

against our will?  Answers to these questions are far from being straightforward and simple. The 

movie has also clearly defined the physical appearance of a cyberpunk: tall man not showing any 

signs of emotions, dressed in long, black coat, wearing dark sunglasses.

Two successors of  The Matrix:  The Matrix Reloaded and  The Matrix Revolutions have 

been  equally  successful.  Additionally,  an  animated  movie  The  Animatrix was  recorded, 

broadening the original story. ("The Matrix (series)” 2009)

Johnny Mnemonic (1995, USA/Canada)

Directed by: Robert Longo („Johnny Mnemonic (1995)” 2009)

Johnny Mnemonic was one of the first attempts to show cyberspace in a full-length film. 

Recorded in 1995 and based on William Gibson's novel with the same title, it presents the story 
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of a courier of the future – transporting strictly confidential data not on a classic storage device 

such as compact disk or cassette, but inside his very own brain. Johnny does not have any access 

to the data carried, he is thus unaware of the utmost importance of his transport. Japanese mafia 

Yakuza, having realised the content of Johnny's brain, decides to kill him and retrieve his head 

along with the content for their own purposes. As the capacity of his brain has been expanded 

four times, Mnemonic will die within the next few hours if the package is not removed from his 

head. On his way, he meets Jane – one of very few friendly people, who decides to help him. The 

pair is further supported by Jane's friends – a group of rebels calling themselves LoTeks.

The  movie,  like  all  other  similar  movies,  contains  a  significant  portion  of  computer 

animation, which, although not of the highest quality, was one of the first attempts to widely 

present the notion of cyberspace in a serious way. Important parts of the story include elements 

of future technology and worldwide disease — the Nerve Attenuation Syndrome (NAS). The 

movie is available in the American and extended Japanese versions.

Johnny Mnemonic, being object of strict criticism, is nevertheless an interesting movie, 

due to the director's attempt to illustrate the rules of virtual reality.

1.3.2 Computer games

Computer games appeal to smaller audience than movies. Yet every year brings with it 

new  generations  of  players,  who,  among  other  forms  of  entertainment,  are  interested  in 

cyberpunk.

The first game,  Deus Ex, is the main object of this thesis. But apart from that, with its  

complicated  storyline,  significant  emphasis  put  on  accurate  reflection  of  most  dominant 

cyberpunk features such as dystopian future, dark outfit of characters, advanced technology and 

availability of drugs. Even now, 10 years after the first release, the Deus Ex community is still 

active  and  willing  to  participate  in  collective  activities  such  as  translation  of  the  game  or 

gathering new information concerning future releases of Deus Ex.

System Shock represents the same genre of computer games as Deus Ex. However, it has 

been released six years earlier.  With that in mind, it is easy to observe the difference in the 

quality of graphics, sound, background music or technical complexity of the game. It has also 

developed one of the most easily recognizable beings in the history of computer game - the 

SHODAN.
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Beneath a Steel Sky is one of the few cyberpunk games, which do not include fast-paced 

action, but is concentrated on adventures of the protagonist instead. One can with ease observe 

the different approach towards graphics and interface. The game is filled with shorter dialogues 

and rather simple descriptions of items and equipment with no technical explanation. It features 

relatively primitive animation of characters and objects and no in-game movie scenes.

Deus Ex (2000)

Developed by: Ion Storm Inc.

Published by: Eidos Interactive (“Deus Ex” 2009)

Released in 2000  Deus Ex is perhaps one of the most typical examples of cyberpunk 

computer games with all its key features, story and characters. The player assumes the role of JC 

Denton – UNATCO (United Nations Anti-Terrorist  Coalition) agent,  whose physical abilities 

have been technologically augmented. JC's first order is to capture the leader of NSF (National 

Secessionist Forces) responsible for the illegal capture of Ambrosia – the only medicine for gray 

death – deadly virus, which touched significant part of world population. There is no cure or 

vaccine for gray death,  Ambrosia can merely prolong the life of patient,  it  cannot heal  him 

completely.  However,  Ambrosia  is  available  in  limited amounts  and only to those,  who can 

afford it or are important enough to keep them alive. The medicine is officially controlled by 

FEMA (Federal Emergency Management Agency), but in reality the distribution lies in the hand 

of  multibillionaire  Bob  Page.  He  becomes  the  main  antagonist  once  JC  realizes  that  Page 

intentionally keeps the supply of Ambrosia at low level, furthermore, he is also responsible for 

the creation of gray death itself. Suddenly, the roles significantly change, as NSF appears to be a 

present Robin Hood, as alongside with other rebel organizations from all over the world, aim to 

deliver as much Ambrosia as possible to ordinary people instead of bureaucrats in Washington 

and movie stars in Hollywood.

One of the most important features of  Deus Ex is the freedom of choice. Although the 

story behind the game is linear and player can choose only from three possible endings, there are 

many  ways  to  overcome  local  difficulties  and  puzzles.  By  using  a  vast  array  of  available 

weapons,  tools,  skills  or  elements  of  environment,  player  can  accomplish  his  task  in  many 

different  ways.  The  extraordinarily  complicated  story  also  cannot  be  overestimated.  Many 

important elements of main plot are left unfinished, the developers released additional papers 

and articles containing more information about the dark world of  Deus Ex. Thus, player can 

really be a part of dynamic, well documented world. While many similar games are accused to 

be  simple  and  violent  shooters,  Deus  Ex forces  player  to  think  about  serious,  yet  rarely 

mentioned, matters such as: freedom of choice and destiny or constant electronic surveillance. 
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The  so  called  panopticon  did  not  allow  for  the  existence  of  privacy  in  human  life.  The 

technology and sociological approach enabled the society to be constantly monitored. Private 

sphere not included in the surveillance, or the one which for some reason could not be overseen, 

did not exist. (Bauman 2000) The game mentions many different works of real writers: excerpts 

of The Man Who Was Thursday by G.K. Chesterton or Sun Tzu's The Art of War. It also mentions 

real organizations, places, ideas or technological advancements such as: FEMA, Area 51 or The 

ECHELON  network.   (“Deus  Ex”  2009)  Apart  from  that,  Deus  Ex includes  many  typical 

characteristics  of  cyberpunk:  nanotechnology,  augmentations,  global  network,  availability  of 

drugs, overpowered corporations.

System Shock (1994)

Developed by: Looking Glass Studios

Published by: Origin Systems/Electronic Arts (“System Shock” 2008)

System Shock was one of the first commercially successful cyberpunk computer games 

and  gave  an  excellent  example  on  how  similar  productions  ought  to  be  made.  The  games 

presents the story of a nameless hacker,  who, after  hacking a  space station Citadel,  floating 

around the planet Saturn, accepts the offer of station's Vice President Edward Diego to remove 

ethical  limitations  of  SHODAN – artificial  intelligence  controlling  the  whole  structure.  The 

hacker wakes up from coma six months later after a successfully completed mission and after 

receiving the promised reward. In the meantime, SHODAN managed to take full control over the 

station, it killed or turned every crew member into a zombie or a mutant. It aims to manifest its 

power and destroy the largest cities on Earth. The hacker must not allow this to happen and 

eventually destroys the whole station.

In System Shock player controls the protagonist from the first person perspective. The 

computer engine, on which the game was created, enables him to freely move the camera both 

horizontally and vertically. Player can also crouch and jump – features,  which in the year 1994 

were a technological breakthrough. Nameless hacker is equipped in sizeable armory with 16 

different types of weapons, each with several different kinds of ammunition. (“System Shock” 

2008) The game also enabled player to directly access the cyberspace – a wireframed world, 

where  hacker  can  avoid  some physical  barriers  and  override  station's  security  systems.  But 

perhaps the most interesting element of System Shock is the artificial intelligence controlling the 

Citadel – SHODAN.  “On screens, SHODAN manifests herself as a green and/or grey female 

cybernetic face that usually wears a malevolent expression, and speaks with a chaotic, discordant 

voice.” (“SHODAN” 2008) The system constantly monitors player and his humanity is very 

often orally assaulted. Due to its characteristic visage and voice, SHODAN has become one of 
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the most recognizable villains in the history of computer games. (“Top 25 Evil Masterminds of 

All Time Gallery and Images” 2009)

Beneath a Steel Sky (1994)

Developed by: Revolution Software

Published by: Virgin Interactive (“Beneath a Steel Sky” 2008)

Beneath a Steel Sky represents yet another genre of computer games named “adventure.” 

Here, player assumes control of Robert Foster. The character does not possess any extraordinary 

skills or abilities and the action is usually slow and the emphasis is put on puzzle solving and 

logical riddles. Beneath a Steel Sky presents the story of a young boy, found and raised by local 

tribe after a plane crash on an Australian desert. His saviours  teach him basic skills required to 

survive  in  the  harsh  land.  Fortunately,  Foster  obtains  even  more  knowledge  and  eventually 

creates a small  artificial  intelligence called Joey. Several years later,  the tribe is attacked by 

soldiers sent by a computer – LINC controlling the nearby Union City metropolis. As a result, 

Foster is captured and transported to a military camp, from which he manages to escape. His 

mission is now to save his life and answer the question why he was captured.

Compared  with  the  two  previous  games,  in  Beneath  a  Steel  Sky it  is  far  easier  to 

experience  humour,  even  though  the  main  plot  seems  to  be  rather  serious.  The  story  and 

characters often resemble other famous movies of stories such as Mad Max (the story is located 

in  an  Australian  desert),  George  Orwell's  1984 or  Aldous  Huxley's  Brave  New  World (the 

dystopian reality of a large city).

From August 2003 the game is available for download and distributed under freeware licence. 

(“Revolution Games” 2008)

1.4 Brief cyberpunk and science-fiction timeline

1921

First  use  of  the  word “robot”  by  Karel  Čapek in  his  science  fiction  play  R.U.R. (Rossum's 

Universal Robots). (“Timeline - CyberpunkWiki” 2007)

1928

Early use of the word ”punk” to signify a criminal. (”The Cyberpunk Project” 2004)
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1950

Alan  Turing  defines  the  so-called  Turing  Test,  the  philosophical  foundation  of  artificial 

intelligence theory. (”Timeline - CyberpunkWiki” 2007)

1952

The  heart  pacemaker,  the  first  implanted  mechanical  body  enhancement,  is  introduced. 

Debatedly, this event marks the beginning of the post-human era (“Timeline - CyberpunkWiki” 

2007)

1960

The term “cyborg” was created by Manfred E. Clynes and Nathan S. Kline to refer to their  

conception  of  an  enhanced  human  being who could  survive  in  extraterrestrial  environments 

(“Timeline - CyberpunkWiki” 2007)

1969

In USA, the first primitive computer network, a nuclear defence application, is constructed. The 

event  will  entail  a  dramatic  evolution  of  computer  technology,  perhaps  most  notably  the 

development of the first global computer network, “INTERNET” (“Timeline - CyberpunkWiki” 

2007)

1973

The Girl Who Was Plugged In published in New Dimensions 3 (“The Cyberpunk Project” 2004)

1976

K.  Eric  Drexler  popularises  the  term  nano-technology  in  his  book  Engines  of  Creation 

(“Timeline - CyberpunkWiki” 2007)

1977

The Clash release first album; punk gets serious. This revolution of pop culture will influence the 

cyberpunk movement (“Timeline - CyberpunkWiki” 2007)

1980

Katsuhiro Ōtomo's graphic novel Akira published in Japanese anime and manga magazine Young 

Magazine (“Akira (manga) – Wikipedia, the free encyclopedia” 2008)

1981
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May - Johnny Mnemonic published in Omni

Bruce Sterling introduces Gibson's  Burning Chrome to the writer's workshop in Austin (“The 

Cyberpunk Project” 2004)

1982

Blade Runner (directed by Ridley Scott),  based on Philip K. Dick’s  Do Androids Dream of  

Electric Sheep? (1968), is released. (Heuser 2003)

1983

November - The short story Cyberpunk by Bruce Bethke published in Amazing Science Fiction  

Stories;  this  is,  allegedly,  the  first  use of  the  term “cyberpunk” anywhere (“The Cyberpunk 

Project” 2004)

1984

Neuromancer is published, “cyberspace” coined (Heuser 2003)

The magazine 2600: The Hacker Quarterly begins publication (“Timeline - CyberpunkWiki” 

2007)

1985

Bruce Sterling's Schismatrix published (“Timeline - CyberpunkWiki” 2007)

1986

William Gibson's Burning Chrome published

March - William Gibson's Count Zero published

December  -  Brucer  Sterling's  Mirrorshades:  The  Cyberpunk  Anthology published  (“The 

Cyberpunk Project” 2004)

1988

Animated movie Akira released (”Akira (manga) – Wikipedia, the free encyclopedia” 2008)

November William Gibson's Mona Lisa Overdrive published (”The Cyberpunk Project” 2004)

The Mississippi Review devotes a double issue to cyberpunk and thus marks a turning point for 

the discussion of cyberpunk in academic circles. (Heuser 2003)

1989

June - Fiction 2000 conference held in Leeds (”Timeline - CyberpunkWiki” 2007)
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1990

Cyberpunk documentary video is released by Mystic Fire. (Heuser 2003)

Bruce Sterling and William Gibson's The Difference Engine published (”The Cyberpunk Project” 

2004)

1992

Bruce Sterling's The Hacker's Crackdown published (”Timeline - CyberpunkWiki” 2007)

1993

Wired - an American technology magazine begins publishing (“Wired (magazine) – Wikipedia, 

the free encyclopedia” 2008)

William Gibson's Virtual Light published (“Timeline - CyberpunkWiki” 2007)

Shirow Masamune's Ghost in the Shell appears in the Japanese magazine Young Jump (“Timeline 

- CyberpunkWiki” 2007)

1994

Animated  movie  Armitage  III (directed  by  Hiroyuki  Ochi)  is  released  (“Armitage  III  – 

Wikipedia, the free encyclopedia” 2008)

1995

Kevin  Mitnick,  considered  one  of  the  greatest  hackers  in  the  history,  is  captured  by  FBI 

(Woodford 2003)

Movie  Johnny  Mnemonic (directed  by  Robert  Longo)  based  on  William  Gibson's  novel  is 

released (“Johnny Mnemonic (1995)” 2008)

Animated movie Ghost in the Shell (directed by Mamoru Oshii) based on Masamune Shirow's 

manga, is released (“Ghost in the Shell (film) - Wikipedia” 2008)

1996

Idoru by William Gibson is released (”The Cyberpunk Project” 2004)

1997

The Cyberpunk Manifesto is published (Kirtchev 1998)

1998

Civilization  enters  The  Post-Cyberpunk/New  Millenium  Era.  Technological  advancements 
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previously  considered  as  fiction,  now  become  reality.  International  megacorporations  grow 

stronger and far more influential (“Timeline - CyberpunkWiki” 2007)

1999

Highly influential movie The Matrix (directed by Larry and Andy Wachowski) is released (“The 

Matrix (1999)” 2008)

The Millenium Bug panic.

2001

The  European  Union  rules  that  the  possession  of  hacking  tools  is  illegal  (“Timeline  - 

CyberpunkWiki” 2007)

2003

William Gibson's Pattern Recognition is published (”Timeline - CyberpunkWiki” 2007)

2004

Little Nicky - first commercially cloned cat (Zarembo 2004)

2005

A patent describing a device, which can transmit sensory data directly into human brain is filed 

by Sony (“Timeline - CyberpunkWiki” 2007)

2006

The invention of the cloak of invisibility (”Invisibility Cloak Demonstrated!” 2006)

The  invention  of  an  electrode,  enabling  a  human  to  control  electronic  devices  by  thought 

(“Timeline - CyberpunkWiki” 2007)
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2. Deus Ex translation analysis

The main aim of this thesis is to analyse three different language versions of the computer 

game Deus Ex. Originally released by Eidos Interactive in 2000, was sold in Poland in English 

version only. The major reasons for not translating it into Polish were most probably the lack of 

interest and a tendency not to translate first person shooter games due to lack of emphasis on the 

storyline and development of characters. As Deus Ex did not have any prequel, the game's rate of 

success was also difficult to estimate.

2.1 The history of Polish releases of Deus Ex

However, players gathered on the Internet website www.deusex.pl decided to translate the 

game into  Polish  themselves,  with  no  help  from official  Polish  publisher.  The  process  was 

initiated in early 2005 and ended 17 months later – on September 15th,  2006, when the first 

version 1.00 of fan-made Polish translation was released. (“Progress Level” 2006) According to 

the list of people involved in the project, overall five members of PSDX (Polska Strona Deus Ex) 

participated in translation and correction of all texts. Seven other people contributed as official 

testers,  while  dozens  of  other  players  unofficially  tested the  game simply by playing it  and 

reporting  possible  mistakes.  Today,  nearly  three  years  later,  the  translation  is  still  being 

constantly updated and newer versions are being released.

Meanwhile, Eidos Interactive released another game from the series entitled Deus Ex: 

Invisible War. Upon release, the sequel was already in Polish language version, which obviously 

stand in a clear opposition to the first part of Deus Ex. On May 18th, 2007 a combined pack of 

three games: Deus Ex, Deus Ex: Invisible War and Project Snowblind was released by the Polish 

publisher Cenega under the title Deus Ex: Antologia. (“Deus Ex Antologia” 2007) As the two 

other games were already translated into Polish,  Deus Ex remained the only one,  for which 

additional translation was needed. To achieve coherence, Cenega decided to translate the first 

part as well and release all three games in Polish.

2.2 Methodology

For the sake of clarity, the only files which have been analysed were books, datacubes, 

newspapers, e-mails and bulletin boards. Files containing descriptions of options etc. were not 

the subject of analysis due to minimal influence on the storyline, relatively similar outcome of 
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both translations and low value from translator's point of view. Files containing the dialogues 

were also omitted due to significant problems concerning the access to those files.

Several attempts have been made to contact members of the PSDX members concerning 

the translation and motives and decisions taken by the translators in the course of the process. 

While most of those attempts were unsuccessful, several members of the bulletin board were 

kind enough to share their knowledge. As it is impossible to contact the commercial translators 

hired by Cenega, extensive contact with members of PSDX would be utterly unfair.

The analysis itself will present three versions of the same fragment of game, marked as 

US for the original English version, PL for the fan-made PSDX version and CE for the official,  

Polish version made by Cenega. The two Polish versions will be then analysed in the light of the 

original one. All examples are grouped according to subject they touch.

The aim of this thesis is obviously not to judge which version is better or which translating group  

shows more experience and knowledge in the field of translation, but to compare the two Polish versions,  

underline  tendencies  and  emphasize  differences  in  line  with  probable  explanation  of  the  reasons  behind 

translator's decisions.

2.3 The analysis

2.3.1 Cultural differences

03_Email07.txt

US: BTW, I hear a few things from up top and I get the impression that they 

were definitely taking advantage of this NSF attack to evaluate your 

performance -- so far, everyone seems to be ecstatic.

PL: BTW, zasłyszałem trochę wieści z góry i odniosłem wrażenie, że uważają 

tam atak NSF za dobrą okazję do ocenienia twojej sprawności - póki co 

wszyscy zdają się być zachwyceni.

CE: Nawiasem mówiąc, słyszałem kilka rzeczy, które wyszły z "góry". Zdaje 

się, że rzeczywiście wykorzystali atak tych z NSF, żeby zobaczyć, jak 

sobie poradzisz - na razie wszyscy są zachwyceni.

The English acronym “BTW” stands for “by the way” and is nowadays frequently used in 

communication via e-mail or instant messenger services. The PL translators decided to leave it in 

the original version, while the CE translators decided to use a more descriptive equivalent. As 

Polish language does not have a direct equivalent of “BTW” in the acronym format, the decision 

of the CE translators is somehow justified. However, one has to take into account the fact, that, 

while not officially accepted in Polish dictionaries, this acronym has recently become widely 

used in many different countries, especially among younger people. Also, it has to be noted, that 
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Polish language contains an acronym “PS”, standing for “post scriptum”, which could be used in 

this  case.  However,  PS is  rarely used in electronic communication and furthermore,  English 

language also contains the acronym “P.S.”, so it was a clear intention of the developer to use 

“BTW” instead of “PS.” Yet, as the game is inseparably related to technology and all in-game 

characters are used to technical language, so it is safe to assume that they understand and use the 

informal acronym. The CE translators can avoid it by writing the whole phrase, but at the same 

time they lose the technological flavour which is present in the English version.

04_Email_06.txt

US: While  things  haven't  been  too  bad  down  here  in  Atlanta  (yet),  the 

reports  I'm  getting  back  from  field  operatives  in  NYC  aren't  as 

optimistic.

PL: Choć tu, w Atlancie, sprawy nie toczą się aż tak źle (jeszcze), wieści, 

które otrzymuję od pracowników w NJ nie są tak optymistyczne.

CE: Co  prawda  w  Atlancie  jeszcze  nie  jest  tak  źle,  ale  wieści,  jakie 

otrzymuję z Nowego Jorku nie nastrajają zbyt optymistycznie.

In this  example two interesting elements can be observed. The first  one concerns the 

abbreviation “NYC” which stands for “New York City.” It is often used by Americans to shorten 

the name of the largest city in the United States, but the same shortened name is rarely used in 

Poland, especially the form “NJ”, which may mean “Nowy Jork.” However in the short form it  

rather causes confusion instead of simplifying the name. The CE translators decided to use the 

full name instead, which is easier for an average Pole to understand, than “NJ.”

Also, the CE translators decided to use generalisation, as the original English version 

informs the player, that the reports come from field operatives. In the PL version this part of the 

sentence is simplified to the form “pracowników”, which does not indicate that they are field 

workers, but the CE translators omit the whole expression and use the general phrase “wieści, 

jakie otrzymuję.” In both versions the invariant (the pessimistic reports from New York) remains 

and the meaning is not significantly changed, as the main information which is passed to the 

player is the fact, that the reports are not optimistic, not the fact who sent them. Furthermore, the 

phrase “sprawy nie toczą się” in the PL version is highly informal and may seem a little clumsy.

08_Email04.txt

US: God speed,

PL: Boskie tempo

CE: Z Bogiem,

23



“God speed” or “Godspeed” in English means a wish for a safe and fast journey and 

originates from the Middle English phrase “may God prosper (you)” (“Godspeed” 2003). It is 

traditionally used at the end of a letter or message. “Boskie tempo” in the PL version is a literal  

translation of the English phrase and has very little similarity to the original meaning. A deep 

analysis would reveal some similarities to the Middle English phrase, but the first impression 

obviously does not emphasize the function of a wish and it  is the first  impression only that 

matters  in  such  short  phrases.  The  CE translators  decided  to  use  functional  equivalent  and 

translated the phrase as “Z Bogiem”, which is also a wish for safe journey with the protection of  

the Almighty.

2.3.2 Intertextuality

02_Book05.txt

US: "... First of all, what is it really all about? What is it you object 

to? You want to abolish Government?"

PL: ... Po pierwsze, o co wam naprawdę chodzi? Co jest waszym celem? Chcecie 

obalić Rząd?

CE: "...  Po  pierwsze,  o  co  w  tym  w  ogóle  chodzi?  Przeciwko  czemu  się 

sprzeciwiacie? Chcecie obalić rząd?"

The quote above comes from a novel often mentioned in the game, The Man Who Was  

Thursday written by Gilbert Keith Chesterton in 1908. The excerpt is a short fragment of second 

chapter “The Secret of Gabriel Syme.” Yet Polish versions differ from each other. It is a clear 

indication  that  the  translators  used  their  own knowledge  and  translated  the  three  sentences 

themselves. However, the novel has been released in Poland in 1958 and translated by Maria 

Skibniewska. Further releases took place in years: 1968, 1973, 1995  and 2008, however both 

translations of Deus Ex were completed before the last date (“W Polsce o Chestertonie” 2010). 

The proper Polish version should follow the translation proposed by Skibniewska: “A więc po 

pierwsze: co to wszystko znaczy? Jaki jest  wasz cel?  Czy chcecie obalić rząd?” (“Człowiek 

który był czwartkiem” 1958) Also, the PL version lacks the two quotation marks, which are used 

to point out that a particular fragment comes from the outside text.

02_Newspaper05.txt

US: "I AM HE THAT LIVETH AND WAS DEAD; AND, BEHOLD, I AM ALIVE FOR EVERMORE, 

AMEN."
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PL: "JA JESTEM TYM, KTÓRY ŻYŁ I UMARŁ; I OTO ŻYJĘ WIECZNIE, AMEN."

CE: "JAM  JEST  TEN,  CO  POWSTAŁ  Z  MARTWYCH.  WTEDY  UJRZYCIE,  ŻE  BĘDĘ  ŻYĆ 

WIECZNIE, AMEN".

The above-mentioned citation comes from the King James Bible, Rev 1:18. The source is 

not mentioned, yet the language and content clearly indicate its sacred origin. The article also 

contains another biblical fragment, John 3:15. The (ideal) translator, being familiar with all the 

most influential writings in the world, should recognize this fragment with ease. Both the PL and 

CE translators  for  sure  did.  Their  decision  to  translate  the  excerpt  by themselves  was  most 

probably wrong, as the translation of the Holy Word requires extraordinary experience as well as 

enormous knowledge of the Bible. As Saint Jerome quoted in his letter to Pammachius “(…) in 

the case of Holy Scripture, where even the syntax contains a mystery (…).” Apart from this, 

existing  versions  are  well-known and  the  PL and  CE versions  are  slightly  different.  Polish 

culture offers a wide array of translated versions of Bible, both Old and New Testament. The 

most popular ones can be easily found on the Internet and in all libraries, so access to them is 

obviously not difficult. By considering the use of existing texts, the translators should decide 

with great care which Bible translation will be the most appropriate one. King James Version is 

an old text, dating back to the year 1611. (“King James Version (sacred text) 2009) The language 

used there is rather antiquated and both the PL and CE versions do not reflect this fact, as they 

both use modern vocabulary. Furthermore, the King James Bible was created with Protestant 

church in mind and this fact also influences the choice, especially because Catholicism is still the 

dominant religion in Poland, thus the tendency to use Catholic version. Also, the King James 

Bible  is  based  on  Greek  and  Hebrew sources  (“History  of  Bible  in  English”  1979),  while 

significant number of Catholic translations of the Holy Word are based on Latin Vulgata, instead 

of Greek Septuaginta. The slight differences between these should perhaps be also taken into 

consideration. It seems thus, that Polish versions such as Biblia Tysiąclecia or, most probably, 

Biblia Warszawska (which used by Protestants and is also based on Hebrew and Greek versions) 

would be the most appropriate ones. Unfortunately, the lack of obsolete vocabulary due to being 

a modern text, eliminates them both. By excluding all other Polish translations of the Holy Word, 

the  most  suitable  one  seems  to  be  Biblia  Gdańska.  The  Old  Testament  is  based  on  Greek 

Masoretic Text the same way as King James Version and the New Testament is based on Textus 

Receptus similar to the one from KJV. It is also aimed at Protestants and the language resembles 

the one of King James due to the date of creation (1611 for King James Version and 1632 for 

Biblia Gdańska). With all that in mind, the suggested translation of Rev, 1:18 would be “Jam jest  

on pierwszy i ostatni, i żyjący; a byłem umarły, a otom jest żywy na wieki wieków. I mam klucze 

piekła i śmierci.” (“Biblia Święta to jest Księgi Starego y Nowego Przymierza z Żydowskiego y 

Greckiego Języka na Polski pilnie y wiernie przetłumaczone” 1632) or “iam iest  pierwszy y 
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ostateczny i żyjący: a byłem umarły, a to żywy iestem na wieki wieków, Amen, y mam klucze 

piekła  y  śmierci.”  taken  from  the  New  Testament  translated  in  1606  by  Walenty  Szmalc 

(including original spelling), which is also a Protestant version based on Greek text.  (“Nowy 

Testament Pana Naszego Jezusa Chrystusa” 1606)

The translators' decision is strange for yet another, reason this time a more down-to-earth 

one. It is simply easier and faster to copy an already translated fragment to the game, instead of 

conducting the process alone.

10_Book01.txt

US: Richard III

PL: Król Ryszard III

CE: Król Lir

This fragment is interesting from yet another point of view. The original play by William 

Shakespeare is entitled “Richard III” and its Polish widely accepted equivalent is “Ryszard III” 

or “Król Ryszard III.” The PL translators decided to translate the original title as “Król Ryszard 

III” and use the version proposed by Stanisław Barańczak in his translation instead of using 

“Ryszard  III”  by Maciej  Słomczyński  and Leon Ulrich.  In  the CE version  the change from 

Richard III to King Lear can be observed for no apparent reason. It could be explained as a form 

of functional equivalence, perhaps the translator considered King Lear to be a more known work 

than Richard III and thus, easily recognizable. As the storyline and characters of the play remain 

irrelevant for the game, and both dramas have been written by William Shakespeare, although 

puzzling the change is acceptable to a certain extent .

2.3.3 Style

01_Book04.txt

US: SECRETS are LIVES

PL: DYSKRECJA to nasze Być albo nie Być

CE: TAJEMNICE chronią ŻYCIE

The quoted fragment refers to the protagonist's approach toward journalists and reporters. 

By using this title, the author advices the reader not to reveal any confidential information to 

unknown  citizens  and  to  behave  cautiously.  Both  versions  are  correct  and  use  functional 

equivalence. The PL translators altered the direct meaning and used a phrase “Być albo nie Być” 

which is commonly known and understood in Poland. By using functional equivalence, they 
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achieved a result, which is easy to read and understand, even though the meaning is slightly 

altered. Apart from that, English “secrets”, translated as “dyskrecja”, has a bit narrower scope of 

meaning. But for the sake of clarity it can be accepted as a possible alternative.

The  decision  behind  capitalizing  the  first  letter  of  both  words  “Być”  is  difficult  to 

explain. The PL translators should rather use uppercase letters in the whole phrase, the same way 

he did in the first word of the sentence.

01_Bulletin05.txt

US: Know Your Enemy -- NSF

PL: Znaj Swego Wroga - NSF

CE: Poznać wroga -- NSF

The fragments quoted above are titles of a publication used by UNATCO propaganda to 

spread false  information  about  organizations  existing  in  the  United  States  and in  the  whole 

world. Whilst the proper name “NSF” remains the same in all three versions, the phrase “Know 

Your Enemy” was approached differently. The PL translators decided to use the equivalent “Znaj 

Swojego Wroga” - the title which seems to encourage the reader to familiarize himself with the 

content of the article and this function is clearly underlined. Having in mind that the publication 

bears significant signs of propaganda, that approach seems to be well chosen. The CE translators 

use more neutral  translation “Poznać wroga”,  which is  also correct,  but  lacks the emotional 

attitude, present in both the US and PL versions. Also, unlike the PL version, it seems to be 

rather impersonal and that in the face of the title of a bulletin, which is supposed to encourage 

the  reader  to  familiarize  himself  with  the  enemy,  is  scarcely  desired.  Perhaps  the  most 

appropriate solution would be “Poznaj wroga” or even better “Poznaj swojego wroga” which is a 

combination of both Polish versions. It includes both the appellative function and is also more 

personal  than  “poznać  wroga.”  The  same  title  is  used  in  other  files  and  refers  to  other 

organizations.

01_Email10.txt

US: Subject: bad nee

PL: Temat: zła noga

CE: Temat: boli kolano

The three lines above present three different versions of the subject line of an in-game e-

mail and refer to an injured or damaged knee. As the person writing it, agent Gunther Hermann, 

was born in Germany and his knowledge of English language, both spoken and written, is very 
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poor,  the word “bad” was used instead of a synonym which could describe the injury more 

precisely. The PL translators clearly used a wrong equivalent and most probably it resulted from 

significant reliance on a dictionary, which contains only a list of possible variants in the target 

language, but does not suggest the best option based on the context. Thus, “zła” seems to be an 

improper  solution.  However,  it  can  be,  to  certain  extent,  explained  logically.  Perhaps  the 

translators noticed that due to his origin, agent Hermann cannot express himself clearly and in 

proper  English  and  “zła  noga”  is  an  intentional  attempt  to  reflect  Hermann's  primitive 

communication skills. The CE translators used more accurate verb “boli.”

The original phrase is a reflection of Germans' difficulty in mastering English spelling 

intricacies, in this case the problem of silent 'k'. The Polish equivalent must be similarly probable 

for the native German citizen. It is perhaps advisable to use compensation and not reflect the 

original phrase directly, but use other grammatical structures which are more likely to happen in 

case of German citizen struggling with Polish language.

03_Newspaper03.txt

US: An article recently published in the Quarterly Journal of the Royal 

Meteorological Society indicates that (…)

PL: Opublikowany ostatnio w Kwartalnym Dzienniku Królewskiego Towarzystwa 

Meteorologicznego artykuł dowodzi, że (…)

CE: Artykuł,  który  opublikowano  niedawno  w  Kwartalniku  Królewskiego 

Towarzystwa Meteorologicznego mówi o tym, że (…)

In this fragment, both Polish versions are similar, however they are not exactly the same. 

The problem lies in the word “dzienniku” in The PL version. It is a literal translation of English 

“journal” and without the context it should be enough to use this word. Yet in so doing, quite a  

peculiar name “kwartalny dziennik” is born. Although “dziennik” is also a scientific publication, 

which can be released in specified periods of time, the combination of two words related to time 

next to each other sounds awkward in Polish. The CE translators decided to use another term and 

combined it with “quarterly” to create a noun “kwartalnik.” This version is likely to be more 

appealing to Polish player. But even the PL way of approaching this sentence could be easily 

modified by changing the word “dziennik” to “publikacja” which also implies, that the content is 

of highly scientific origin, but the double time reference is not used. Due to change in the nature 

of the text from journal to scientific publication, only the first word of the title along with the 

proper name “Królewskiego Towarzystwa Meteorologicznego” should be capitalized.

06_Datacube03.txt
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US: TO: WAN CHAI DISTRICT, POST 11384

PL: DO: DZIELNICA WAN CHAI, POSTERUNEK NR 11384

CE: DO: REWIR WAN CHAI DISTRICT, POSTERUNEK 11384

The  interesting  example  above  shows  slight,  yet  quite  important,  difference  in 

translational  approach.  “Wai  Chan District”  should  be  treated  as  one phrase,  it  contains  the 

Chinese name “Wan Chai” and the indication of “district.” The PL translators correctly omitted 

the English word “district” and replaced it with “dzielnica” which seems to be well considered. 

The CE translators  decided to  add the indication of  place as  well,  this  time in  the form of 

“rewir.” Unfortunately, they did not remove the noun “district” and thus, the place is mentioned 

twice in this translation (“rewir” and “district”). It is even more unfortunate, that such common 

mistake is often made by amateur linguists, whilst the CE translators for sure cannot be called 

novices.

06_Datacube13.txt

US: Lum-din, I've been watching the officers across the way, and with the 

help of a few high-powered optics and an infrared scanner (…)

PL: Lum-din, obserwowałem policjantów po drugiej stronie i z pomocą kilku 

dobrych optyczek i skanera na podczerwień  (…)

CE: Lum-din,  obserwowałem  funkcjonariuszy  po  drugiej  stronie,  dzięki 

nowoczesnej lornetce i skanerowi w podczerwieni  (…)

In  the  example  above,  the  protagonist  is  informed  of  a  conducted  surveillance  with 

“optics”  and  an  infrared  scanner.  The  latter  does  not  constitute  any  problem  for  the  PL 

translators, Yet the equivalent used in the CE version is rarely used. It is however the other part 

of the sentence that can cause difficulties.. In this context “optics” surely cannot be translated as 

the study of properties of light, so another approach has to be used. The PL translators decided to 

use the noun “optyczek” which seems to be literal translation of the English word. Unfortunately, 

it is both incorrect and pointless. While the player can somehow relate the neologism to optics, 

the real meaning is not revealed and the Polish equivalent is  very blurry.  In the CE version 

“optics” is translated as “lornetce” which seems to be a far better solution, as it obviously is clear 

and legible to anyone even if slightly generalised.

2.3.4 Proper names

01_Book06.txt

US: Not only did the United States become a charter member of UNATCO, but 

29



UNATCO headquarters are now located on Liberty Island in the shadow of 

that shattered monument to FREEDOM.

PL: Przyjęcie Stanów Zjednoczonych do grona państw członkowskich UNATCO było 

czymś więcej niż tylko formalnością. Kwatera Główna UNATCO mieści się 

obecnie na Wyspie Wolności, w cieniu zdruzgotanego symbolu wolności.

CE: USA stało się oficjalnie członkiem UNATCO, a nadto kwatera główna UNATCO 

mieści się obecnie na Liberty Island, w cieniu zdewastowanej Statui 

Wolności.

The fragment above shows several interesting differences in Polish versions. The first one 

is  connected with the translation of Liberty Island. Both translators are consistent with their 

versions, as in other parts of the text the PL translators use the name “Wyspa Wolności”, while 

the CE translators decide to rather keep the original “Liberty Island.” Both approaches seem to 

be correct and indicate the same place. However, the result of using domestication can cause 

trouble in proper understanding of the place. As the Liberty Island is a part of one of the New 

York's boroughs called Manhattan, it has not been added in the original English version, because 

most Americans recognize the monument and the island on which it is located. Yet it would be 

perhaps advisable to add this small indication, as the name “Manhattan” is easily recognizable 

for most people. The use of explicitation (introducing in the target language information which is 

present in source language text only implicitly) could give Polish player additional hint as to 

where the Liberty Island or Wyspa Wolności is located.

Another interesting phrase is the name of the Statue of Liberty. The original US version 

does  not  mention  the name of  the  statue  itself,  but  instead  refers  to  it  as  the monument  of 

freedom. The CE translators however, use the proper name. It is also worth mentioning, that they 

decided to  use  one  of  two variants  of  genitive  form of  the  word “statua”,  namely  “statui.”  

Another possibility, “statuy” also exists (Jodłowski and Taszycki 1990). The original US writers 

also emphasize the word “freedom” by writing it with uppercase letters. The CE translators, by 

changing  the  way  the  statue  is  referred  to  from descriptive  form to  proper  name,  avoided 

emphasizing the noun.  The PL translators on the other  hand could include the emphasis by 

retaining the descriptive form, yet for unknown reasons the uppercase form is missing.

Another  interesting difference  concerns  the  division  of  the sentence  into two smaller 

chunks, as seen in the PL version. It can be assumed, that the translator decided on this solution 

because of the significance of the first part of US sentence, which indicates that the United States 

plays  the  key  role  in  the  UNATCO.  This  fact  has  been  omitted  in  the  PL version  and  its  

importance  in  the  CE version  is  greatly  reduced  by  considering  the  country  only  a  regular 

member, instead of one of the founders.
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Furthermore, the PL translators use capital letters for both words in the phrase “kwatera 

główna.” As the first one marks the beginning of the sentence, the decision is justified. However, 

the second word, “główna” is not a proper noun or part of the name of organization. Thus, being 

a common noun, it should be written with lowercase letters, exactly the way it can be seen in the 

CE version.

01_Book10.txt

US: PROJECT DIBBUK

PL: PROJEKT DIBBUK

CE: PROJEKT DYBUK

“Project  Dibbuk”  is  a  code  name  for  a  low  profile  rotary  aircraft  currently  in 

development. The noun “Dibbuk” means in Jewish folklore a disembodied human spirit that, 

because of former sins, wanders restlessly until it finds a haven in the body of a living person. It 

is a Jewish word of Hebrew origin, which can be translated into Polish as either Dybuk or Dibuk 

(Kopaliński 1989) and this is the way the CE translators tackled this problem. The PL translators 

perhaps  did  not  consider  it  an  existing  proper  name  and  treated  it  as  a  neologism created 

exclusively by the developers for the purpose of the game.

02_Book01.txt

US: Vishnu's Fall

PL: Upadek Wisznu

CE: Upadek Vishnu

Vishnu is one of the most important deities in Hinduism. While the details are irrelevant 

to  the story and even to  the article  to which “Vishnu's  Fall”  is  a header,  the name itself  is 

translated  into  Polish  as  Wisznu.  It  is  even  more  interesting,  that  fans  managed  to  use  the 

established equivalent, while professional translators did not make an effort to check the cultural 

background behind the word “Vishnu” and its recognised Polish equivalent.

02_Book09.txt

US: Stupid People -- When You Don't Have Two Neurons to Rub Together(tm).

PL: Wolno Kapujący - Gdy Nie Masz Dwóch Neuronów W Głowie Do Złączenia(tm).

CE: Seria "Dla kretynów - gdy nie ma mowy, by przyszło ci do głowy(tm)".
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This  short  quotation  is  a  summary  of  a  book  entitled  “Nanotechnology  for  Stupid 

People.”  Its  title  is  similar  to  the  set  of  real  books  sold  as  part  of  “for  Dummies”  series, 

translated into Polish as “dla bystrzaków” and the intention of the in-game author is to explicitly 

address the publication to people without prior knowledge of discussed subject.

The small example above shows two approaches to translating the titles of books. The 

most interesting fragment is the second part of the sentence. The original title “When You Don't 

Have Two Neurons to Rub Together” is a reference to popular English saying “not to have two 

pennies to rub together”, which means to be very poor and in need of money. It can be translated 

easily for example by using the Polish saying “być biednym jak mysz kościelna.” In this case, 

the neurons are used instead of pennies to denote the lack of knowledge or intelligence instead of 

money. With this small change the original version still inherits the partial meaning from the 

original  saying  and  an  English  speaking  player  can  see  the  connotation  with  ease.  The  PL 

translators used literal translation and the outcome is a little unnatural. While the player can still 

understand  the  original  meaning,  it  would  be  advisable  to  change  it  into  something  more 

appropriate and more rooted in Polish culture. The CE translators showed another approach, this 

time far more interesting. Instead of changing the English phrase, they created its own saying 

which  contains  both  the  original  meaning  (although  expressed  in  different  form)  and  the 

neutrality of the title. As the fragment presents a possible advertisement, the rhyme draws even 

more attention to the book. The player can have an impression that the version proposed by PL 

translators originated from another text and was constructed as a result of translation, such an 

argument cannot be applied to the CE version. Furthermore, the PL translators follow the US 

version by beginning all words in the title with uppercase letters (this process is repeated very 

often in case of the PL version) and breaking rules of Polish orthography. The CE translators, 

being professionals, avoid this mistake.

Furthermore,  the PL translators decided to  translate  the first  part  of  this  summary as 

“Wolno Kapujący” which gently indicates the reader's level of intelligence. The CE translators 

use a bit more offending approach, since “Dla kretynów” cannot be softened in any way. The 

choice which one is better is not obvious, as the translator has to either sacrifice the fidelity to 

the source version and use the less controversial approach, or risk offending the reader by using 

direct equivalence.

02_Datacube16.txt

US: Lebedev suggested we keep one of the canisters and a barrel of Ambrosia 

here as a contingency; the rest was shipped out to the airfield an hour 

ago.
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PL: Lebedev zasugerował, abyśmy jeden kanister i beczkę Ambrozji zostawili 

tutaj,  dla  zabezpieczenia  na  wszelki  wypadek;  resztę  wysłaliśmy  na 

lotnisko godzinę temu.

CE: Lebiediew zaproponował, żebyśmy zatrzymali jeden z kanistrów i beczkę 

Ambrozji, tak na wszelki wypadek.  Reszta została posłana na lotnisko 

jakąś godzinę temu.

In  the  fragment  above,  the  translations  look  similar  apart  from  the  division  of  one 

sentence into two in the CE version. The PL translators used the semicolon the same way it was 

used in the original text, but the CE translators decided to split the sentence into two chunks. 

Perhaps the translator wanted to avoid using a semicolon as in that part of sentence it may seem 

a little unnatural in Polish language or perhaps he simply decided that the second part does not 

correlate so strongly with the first one and thus, should be separated more visibly.

But the most interesting operation conducted in the Polish version concerns the surname 

“Lebedev.” The character was born in the United States, but his Slavic name clearly indicated 

European origin of his ancestors. The CE translators' approach of using transcription from the 

imagined Russian origin and adapting the spelling to the rules of Polish language was a good 

decision.  It is of great importance to keep the consistency and once the name has been changed, 

new version has to be applied in all subsequent files. The character is mentioned several times in 

the game by using only the initials “JL.” Fortunately, the change did not alter first letters of the 

name, so the reference is preserved. The CE translators managed to achieve that. It is also worth 

mentioning, that in the file 02_Email16.txt the name “Lebedev” appears as a part of mailbox 

name in the “from” field “Jlebedev//NYCNET.999.999.01.” The name in the CE version is also 

adjusted to the requirements of Polish language. The translators were lucky though. Usually, the 

characters used in the computer systems and networks are limited to the standard ASCII charset, 

which does not include Polish diacritic marks. Using letters such as “ć” or “ą” would not be 

possible in the mailbox name. The CE translators were fortune enough for “Lebiediew” not to 

include any of those characters.

02_Newspaper02.txt

US: Tyger Tyger

PL: Tyger Tyger

CE: Tygrys Tygrys

The small quotation above refers to an advertisement in a newspaper which contains the 

description of a music concert due to take place in the upcoming weeks. „Tyger Tyger” is the 

name of one of the music groups invited to take part in the event. All groups mentioned in the 
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text do not exist  in real world (with the exception of Pretty & Twisted,  however this  group 

represents a genre between pop and rock music (“Pretty & Twisted > Overview” 2010), which 

does not conform the standards of junkie parties in cyberpunk reality, so it is safe to assume that 

the name is only a coincidence).  The CE translators decided to translate “Tyger Tyger” into 

Polish language. As “Tyger Tyger” remains a proper name and the group is perhaps well known 

in the original English version of the game, it would be advisable not to adapt the name to Polish 

realities.  Apart  from  the  decision  whether  to  translate  the  name  or  not,  the  word  „Tyger” 

intentionally differs from the noun “tiger.” This small difference was not taken into account by 

the  CE  translators.  Having  decided  to  translate  the  name,  the  translators  were  obliged  to 

acknowledge such differences and explicitly apply them in the output of their work. Thus, Polish 

version of “Tyger Tyger” could be “Tigrys Tigrys” or any other version, which also contains the 

mistake. However, the name of the group can also be a direct reference to a short poem entitled 

The Tyger by William Blake. The original US writers use only the first two words of the poem, 

thus we cannot be sure if the archaic use of the noun is indeed a reference to Blake's work. 

Assuming,  that  the  similarity  is  intentional,  the  CE  translators  should  rather  use  the  noun 

“Tygrys” (the title) with no change in spelling, as the translators such as Stanisław Barańczak, 

Jerzy Pietrkiewicz or Maciej Froński did not introduce any change as well. Another possibility 

includes the use of the incipit to the translation by Pietrkiewicz, which begins with “Tygrys, 

tygrys.”

02_Newspaper03.txt

US: Chinese authorities today announced that their state of the art Zhou 

Enlai Lunar Mining Complex is operational and functioning at one hundred 

percent capacity.

PL: Władze Chin oświadczyły dzisiaj, że ich supernowoczesny Lunarny Kompleks 

Górniczy Zhou Enlai jest już czynny i pracuje pełną parą.

CE: W  dniu  dzisiejszym  chińskie  władze  ogłosiły,  że  dzieło 

najnowocześniejszej techniki, czyli Księżycowy Kompleks Górniczy Zhou 

Enlai, funkcjonuje bez zarzutu, a jego wydajność wynosi sto procent.

The fragment above shows two interesting differences in translation. First one concerns 

the word “lunar.” While for a significant part of Polish population this word is somehow related 

to the Moon, using it in conjunction with the rest of the name written in Polish, seems a little 

peculiar. The CE translators used the Polish adjective “księżycowy” instead and this version can 

be understood with ease. The decision of the PL translators cannot be explained by the lack of 

knowledge, as the translators are for sure familiar with the meaning of this word. Thus, most 

probably they decided to use “lunar” to emphasize the exotic characteristics of the constructed 
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structure.  The strategy of foreignization in  this  respect  does not change the meaning,  as the 

audience is most probably familiar with the meaning of the word “lunar.” However, by using 

domestication, the translator reduces the peculiarity and strangeness of the adjective “lunarny” 

which is rarely used in Polish language.

Another  issue concerns  the name Zhou Enlai  and its  connection  to  the  lunar  mining 

complex. In both versions the name is simply added to the end of Polish equivalent. While such a 

solution can be controversial, as “kompleks wydobywczy” is a highly technical term describing a 

group of  heavy  machinery  used  in  underground  mines  to  extract  coal,  it  would  perhaps  be 

advisable to adapt it to Polish way of naming such places, particularly having in mind, that in 

Deus Ex, People's Republic of China is still a communist country and communist governments 

tend  to  use  specific  naming  conventions.  Thus,  another  possible  translation  could  be 

“Księżycowy Zespół Wydobywczy/Kopalniany im. Zhou Enlai” as versions used by both the PL 

and CE translators can give the player a false impression, that Zhou Enlai is the actual name of  

the lunar complex instead of indicating that it was named after the leader of the communist party 

in China. Furthermore, “kompleks” - the Polish equivalent of English noun “complex” seems to 

be a little out of place, as in the times of communist rule such an exotic word, which additionally 

resembles the capitalistic western countries, was seldom used. In the times of communism in 

southern Poland, such groups of structures used to be called “zjednoczenie” such as Dąbrowskie 

Zjednoczenie Przedsiębiorstw Wydobywczych or Zjednoczenie Budownictwa Górniczego and 

later  “gwarectwo”  such  as  Katowickie  Gwarectwo  Węglowe  or  Ogólnokrajowe  Gwarectwo 

Węgla  Brunatnego  („Spis  teleadresowy  jednostek  organizacyjnych  resortu  górnictwa  i 

energetyki, Tom 1” 1985). Unfortunately, both two names look rather strange with conjunction to 

the adjective “lunar.” As these two names are of highly technical origin, the translators could 

sacrifice the direct equivalent and use simplification (especially having in mind, that “zespół”, 

although being a wider term, is also similar to “complex” and the noun seems to work fine in  

communist realities).

05_Datacube05.txt

US: Here's that greasel dissection chart you wanted. -- Dr. Verne

PL: Oto wyniki sekcji zwłok gryzela, o które prosiłeś. - dr Verne

CE: Oto diagram z sekcji zwłok oślizga, który chciałeś ode mnie. - dr Verne

The process of autopsy is clearly conducted for a purpose. Most of the time this purpose 

is closely related to the practical study of internal organs of a particular animal or human, which 

is graphically represented on a picture called dissection chart.  As whether the in-game result 

indeed contains the graphical chart of the process or not is not specified anywhere in the game 
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and the data presented on the chart itself is not available (as most probably it has not even been 

created by the producers due to lack of importance for the storyline – greasels play minor role in 

the game),  also the scientific  details  of  this  operation require  significant  knowledge,  the PL 

translators decided to use generalization and translate “dissection chart” simply as “wyniki sekcji 

zwłok.” Instead, in the CE version the phrase is translated literally. Thus, the translators at the 

same  time  bear  the  responsibility  of  potentially  incorrect  translation.  However,  the  main 

intention of the English writers was to relate the sentence to the results of the analysis of internal 

organs, not to specify the causes of death.

Another interesting observation is connected with the decision behind the translation of 

the name “greasel” itself. It originates from the word “grease” and is inseparably related to the 

oily substance used as a lubricant. However, the word itself is a neologism, as it does not exist in  

Polish dictionaries. The PL translators used transcription and adopted the English name to Polish 

conventions by using the noun “gryzel.” The CE translators decided to localize the noun instead. 

As the animal referred to as “greasel” does not exist in our world, the translators were free to 

choose any word which would refer to both the animal and the lubricant. As the creature was 

genetically modified and looked rather misshapen, it is possible, that their skin is covered with 

oil. Thus, the CE translators used the name which is easily related to the oily nature of the beast. 

While both versions are acceptable and the decision as to whether localize it or not depends on 

the translation strategy, the word “oślizg” seems to be a better solution, as “gryzel” is similar to 

the original name, but lacks the connotation with the lubricant, which can be easily seen in the 

US version.

However, the word “greasel” can also mean a diesel engine conversion kit, which enables 

cars to run on vegetable oil. It is a trademark registered on June 10, 2003, by the citizen of the 

United States of America Charles G. Anderson. („Trademark Electronic Search System (TESS)” 

2010) The right to the above mentioned trademark was cancelled on January 16, 2010. This 

explanation however, apart from the relation to the oily substance and the name itself, has no 

connection to the animal mentioned in the game.

09_Newspaper03.txt

US: The Caruthers family was enjoying a pleasant walk down a stretch of 

unremarkable  SoCal  beach  when  they  encountered  what  may  be  a  most 

remarkable scientific discovery.

PL: Rodzina  Caruthersów  cieszyła  się  spokojnym  spacerem  wzdłuż  całkiem 

powszedniej plaży w południowej Kalifornii, gdy natknęła się na coś, co 

może być zupełnie niepowszednim odkryciem naukowym.

CE: Podczas spaceru po mało znanej plaży SoCal, państwo Caruthers natknęli 
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się na coś, co może być najważniejszym współczesnym odkryciem naukowym.

The  fragment  above  contains  an  interesting  approach  toward  the  translation  of 

geographical names. It concerns the word “SoCal” which stands for “Southern California” (along 

with  other  short  names  such  as  “Cali”).  The  PL translators  decided  to  use  the  equivalent 

“południowa Kalifornia” clearly stating the intention of the author. The CE translators on the 

contrary,  decided  to  keep  the  original  version.  Perhaps  they  decided,  that  players  who  are 

interested in the United States or geography will be familiar with this name. Unfortunately, an 

average player can assume that SoCal is the name of a beach, instead of a city. However, Poles 

often use the main name “Kalifornia” to denote the whole state, without separating it to southern 

and northern part. The use of unofficial “SoCal” is very rarely seen in Poland, so it may not be  

recognizable for any sizeable group of Polish players. It may also seem rather strange, that the 

author of a newspaper article, which is a formal publication, decided to use short and slang name 

for the state of California, but that peculiarity originates from original English version and has 

not been influenced by translators.

2.3.5 In-game issues

01_BulletinMenu.txt

US: Know Your Enemy -- The Triads

PL: Znaj Swego Wroga – Triady

CE: Poznać wroga – Triady

The quotation above is very small, but at the same time is a very good example of the 

lack  of  consistency  resulting  from  omission  and  lack  of  further  in-depth  testing.  The  file 

01_BulletinMenu.txt contains the list of links to the articles, which can be accessed from this 

particular location in the game. The example quotes only one of such links, which leads to the 

actual  article,  located  in  the  file  01_Bulletin07.txt.  While  the  title  of  the  article  in  above-

mentioned file is the same as in the article itself in case of the PL version, the CE translators 

decided to entitle the article “Poznać wroga -- chińskie triady.” Unfortunately, the name was not 

changed in 01_BulletinMenu.txt. While the reference link is still valid from the technical point of 

view, the consistency is not achieved.

03_Book03.txt

US: The very pervasiveness of the Net fractured communities into smaller and 

smaller special-interest groups.

PL: Za  sprawą  wielkiej  siły  przekazu  sieci  internetowej  społeczności 
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dzieliły się na coraz mniejsze grupki wzajemnego zainteresowania.

CE: Wszechobecna sieć dzieli społeczeństwo na coraz mniejsze grupki o wąskim 

zakresie własnych interesów.

While today the name “Internet” and “the Net” are to some extent synonymous, the world 

of Deus Ex is not an exact equivalent of our own world. The term “Internet” is rarely mentioned 

in the game. All continents are of course covered with the nodes of a global network, but the 

name is not mentioned or specified. It cannot be assumed that the network is called the Internet 

just  because it  is  widely available and accessible from any place in the world and that it  is 

parallel to the one present in our world. Thus, the PL version somehow misleads the player, 

while the CE translators use a more general word “sieć” which is a far better solution. However, 

as the original word is written as “the Net”, CE should rather refer to it as “Sieć” instead of using 

all lowercase version. The word “net” is a synonym of  “computer network” and it indicates any 

set of devices connected to other devices with the communication channel such as twisted pair 

cable, optical fiber or any kind of wireless data distribution methods. The size and purpose is not 

specified. While theoreticians argue if the word “Internet” should be capitalized, the noun still 

refers to the unique and only one global network. We do not know if the world described in Deus 

Ex contains a network similar to the Internet. However, as the word “Net” begins with the capital 

letter in the original the US version, and having in mind the ubiquity of computers, technology 

and robots in Deus Ex, it can be assumed, that “the Net” is a global network similar to the 

Internet (it is not the Internet itself though) and thus, should be capitalized if only to emphasise 

its pervasiveness.

03_Newspaper01.txt

US: McMoran Slings Chinese Ore

PL: McMoran Przejmuje Chińskie Wydobycie

CE: McMoran producentem wyrzutni dla chińskiej rudy

The fragment above may seem a little strange without knowing the context. “Chinese 

Ore”  refers  to  iron  ore  extracted  from the  very  first  iron  ore  mine  operating  on  the  Moon. 

“McMoran” Global Steel is a company, which won the tender for transporting the resource from 

the Moon to our planet. “Slings” refers to the means of transportation, which in this case, has to 

be quite original and innovative. It is based on a mass driver which sends the large pieces of iron 

ore  to  Earth.  The process  can  be thus  colloquially  named as  “slinging.”  The PL translators 

decided to use a wider conceptual equivalent and translated the phrase as “Przejmuje Chińskie 
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Wydobycie.” Partially this is true, as McMoran indeed took over the results of the extraction on 

the Moon. However, this version implies that the company is now responsible for the whole 

process and is the new owner of the mine. The content of the article clearly states, that McMoran 

is only responsible for the transportation of iron ore and is not related to the extraction itself in  

any way. The CE translators ignored the colloquialism and used a descriptive equivalent instead. 

The translator called the mass driver “wyrzutnia” which is a simplification, but for the purpose 

of the header it is rather sufficient.

Another issue concerns the uppercase letters in the title of both Polish versions. The PL 

translators used all uppercase letters for the header. An approach, which is not correct, as in 

Polish  language only the first word begins with the capital letter. The translators ignored this 

fact, but their CE counterparts took it into account.

11_Datacube01.txt

US: Please don't raise his temperature more than a degree as I don't want 

him thawing out.

PL: Nie podnoś temperatury więcej niż o stopień, jako że nie życzę sobie 

jego rozmrożenia.

CE: Nie zwiększaj jednak temperatury o więcej niż jeden stopień - nie chcę, 

żeby za bardzo się rozgrzał.

This small fragment is an excellent example of the lack of knowledge of the game reality. 

It refers to the character of Lucius DeBeers, leader of the Illuminati. He was captured and is 

placed in a cryogenic pod, waiting for a technology advanced enough to remove him from his 

prison. The seemingly slight difference in Polish translation might be skipped over by an average 

person,  but  for  someone  who  is  interested  in  the  storyline  it  makes  little  sense.  The  word 

“rozmrożenia” in the PL version fits  perfectly in this case,  while the word “rozgrzał” might 

indicate, that Lucius is cold and needs a hot drink to make himself better. As the CE translators 

most probably did not play the game, but rather rely on their intuition, they could not see the 

character and his situation. Their decision to use the word with larger semantic field to avoid 

possible mistake is justified, nevertheless wrong. The PL translators have clear understanding of 

the present Lucius' position  and were able to use a more proper word. They also decided to use 

formal language with phrases such as “jako że” and “nie życzę sobie” on the contrary to the CE 

translators, which use everyday vocabulary. Both options can be explained. Formal language was 

perhaps  used  because  of  the  character  of  the  person  responsible  for  the  quotation.  Morgan 

Everett is an eccentric, mysterious person, surrounded by only a handful of his co-workers. He is 

likely to have used the formal language. However, if he had had such an intention, he would 
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have done it  in  the original  English version.  We could thus  expect  Polish translators  not  to 

correct the authors and use unofficial language.

12_Email06.txt

US: I found that data Gary was asking for in the stuff we managed to bring 

with us from Area 51 -- genetic profiles for a "<PLAYERNAME>."

PL: Znalazłam  te  dane,  o  które  prosił  Gary  -  były  wśród  rzeczy,  które 

zdołaliśmy  zabrać  ze  sobą  ze  Strefy  51  -  profile  genetyczne 

"<PLAYERNAME>".

CE: Znalazłam dane, o które prosił Gary, w tym, co wynieśliśmy ze Strefy 51 

- profile genetyczne kogoś, kto nazywa się "<PLAYERNAME>."

This example shows a bit more technical issue, closely related to the matter of translating 

computer  games.  The phrase  “<PLAYERNAME>” is  a  computer  variable,  which  stores  the 

name, that player entered at the very beginning of his adventure and is used later in the game. 

Usually it takes the form of first name and surname or just the first name. While it poses no real 

problem in English language, the noun inflection in Polish makes it different. In the PL version 

the variable must be changed to genitive to achieve grammatical cohesion. That is however not 

possible, as the content of variable is fixed and once entered it cannot be altered, unless a change 

in the program. The programmers did not take into consideration the possible requirements of 

other languages. Thus, the player's name is always in the same form and cannot be inflected. The 

CE translators, most probably as a result of past experiences with the translation of computer 

games, modified the whole sentence so that the variable can be used in the nominative. The PL 

translators decided to construct the sentence, so that the player name must remain inflected. As a 

result the final version will look rather strange, for example “profile gentetyczne Jan Kolwalski.”

DeusExCredits.txt

US: THE DEVELOPMENT TEAM

PL: THE DEVELOPMENT TEAM

CE: ZESPÓŁ PROGRAMISTÓW

The file DeusExCredits.txt does not contain any information related to the storyline of the 

game. Instead, it contains the list of people, who developed the game and their respective jobs, 

but the file is still part of the in-game assets and although the type of text is different, for some 

players it is still  important. (“On the Translation of Video Games” 2006) The CE translators 

achieved the consistency by simply translating the whole file into Polish. Their PL counterparts 

however did not do that. But the lack of consistency comes from something else, as they decided 

to add the information about Polish translators at the very beginning of the file. However, this 
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information was presented in Polish language. As a result, some parts of DeusExCredits.txt are in 

English, while others are in Polish. Moreover, at the end of the file several other sentences, not 

related to the list of employees, can be seen. The PL translators, on the contrary to the CE ones, 

decided to leave them in the original version. Thus, it is a clear example of lack of consistency. 

The reasons behind such an approach are unclear. As all the jobs are rather easy to understand, 

they should not constitute significant difficulty to translate. It is possible that the PL translators 

decided to ignore this file due to lack of interest from the audience. The lists of developers are 

very  rarely  analysed  by  players  who  usually  pay  little  attention  to  the  names.  Another 

explanation  could  be  based  on different  intentional  approach toward  this  issue.  Perhaps  the 

translators intentionally left the list of posts in  English version, having in mind that they are 

widely  recognizable  and easier  for  an  average  person to  understand and compare.  It  is  not 

difficult to understand the meaning behind posts such as “artist” or “lead programmer.” Yet, that 

does not change the fact, that part of the file is in English and part in Polish – a situation, which 

should be avoided as much as possible. Yet another possible reason for that could simply be the 

laziness of translators. However, it has to be noted, that the group, which decided to translate the 

game  consisted  mostly  of  volunteers,  people  who  contributed  to  the  work  not  because  of 

financial  gratification,  but  because  of  their  passion  for  language  and  skills  in  translation. 

Although their work was long and difficult, they must have been highly motivated and it seems 

rather strange to leave part of the game unaltered (especially having in mind, that in the course of 

translation they tackled far more difficult matters, than simple translation of one file).

2.3.6 Faux amix

04_Newspaper02.txt

US: While UNATCO casualties were low, few NSF members survived the action 

which UNATCO Director Joseph Manderley termed a "suicidal last stand on 

their part."

PL: Choć straty UNATCO były niskie, zaledwie garstka członków NSF przeżyła 

całą akcję, nazwaną przez dyrektora UNATCO Josepha Manderleya "ostatnim 

aktem zbiorowego samobójstwa".

CE: Podczas  gdy  straty  po  stronie  UNATCO  były  niewielkie,  za  to  w  NSF 

przeżyło tylko kilku ludzi. Szef organizacji, Joseph Manderley opisuje 

całą akcję jako "ostatni, samobójczy punkt oporu".

The fragment above shows an interesting mistake in the translation of Joseph Manderley's 

quotation.  His  words  concern  the  recent  UNATCO mission,  which  aim was  to  retrieve  the 
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canisters  of  Ambrosia  vaccine  for  the  plague  and  to  neutralize  the  remaining  NSF  forces 

barricaded in the Castle Clinton in New York. The NSF was severely outnumbered and equipped 

only with small  portion of UNATCO armament.  However, they were eager to continue their 

fight. In the CE version the fragment is translated as “ostatni, samobójczy punkt oporu” which 

reflects the depicted situation in the game very well. The PL translators described their defense 

as “mass suicide”, which is clearly not what players see in the game. Perhaps the translator noted 

the  adjective  “suicidal”  and  used  Polish  noun  “samobójstwo”  without  noticing  the  lexico-

grammatical difference. Another explanation would be the lack of familiarity with the game, but 

this reason seems not to be very probable, as most of the PL translators are players themselves, 

who are familiar with the storyline. The mission is of great importance in the early phase of the 

game, the problem with translating this part should be correctly approached.

Another, less important issue concerns the second part of first sentence in the CE version. 

Polish construction ”podczas  gdy...”  correlates in  a  rather  odd way with the phrase “za to.” 

Removing the latter would be advisable.

05_Email08.txt

US: Minister of True Lies

PL: Kapłan Prawdziwych Kłamstw

CE: Ministerstwo Prawdziwych Kłamstw

While in the example above the phrase “True Lies” was translated in both versions as 

“Prawdziwych Kłamstw,” the difference between the translation of “Minister” is clearly visible. 

The  whole  excerpt  is  a  part  of  an  e-mail  signature  used  by  members  of  French  resistance 

movement called Silhouette.  The “Minister” of True Lies is  a person, not an institution (the 

difference between the words “minister” and “ministry” is slight, but the meaning is completely 

different),  so  it  cannot  be  translated  as  “ministerstwo”  as  seen  in  the  CE  version.  The  PL 

translators noticed that for sure and used the name for a person. The obvious translation would 

be  “minister”,  but  PL decided  to  use  “kapłan”  perhaps  because  they  considered  the  word 

“minister” to be inappropriate in this context, as it usually means a political position, not an 

advocate of a particular idea. While in some cases the meaning of “kapłan” (as a person devoted 

to particular cause and eager to propagate the beliefs he considers worth spreading) can be used 

instead of English “minister,” other options remain. Equivalents such as “głosiciel” or “adwokat” 

also fit correctly into the context and work well with the other part of the sentence.
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2.3.7 Colloquialisms

01_Datacube06.txt

US: PS) we *will* beat you at darts on saturday, suckas.

PL: PS) pokonamy *was* w rzutkach w sobotę, przyjeby.

CE: PS. Damy ci popalić w sobotę na turnieju w rzutki, fujaro.

This rather short quote brings with it at least two interesting phenomena. The first one is 

related to the colloquial word “suckas” translated as “przyjeby” and “fujara.” The word “sucker” 

is most commonly translated into Polish as “frajer,” but both translators decided to use another 

word perhaps due to slang nature of the plural version of the word “sucker.” All three versions 

are far from being polite, but “przyjeby” seems to be far more vulgar than the alternative offered 

by  the  CE translators.  Most  probably,  the  original  author's  intention  was  not  to  offend  the 

recipient, which seems to be his friend, but to motivate him or arise interest. Thus, “fujaro” while 

not a widely accepted Polish equivalent, can be considered as more accurate. Unfortunately, the 

CE translators also changed the noun from plural to singular, as “suckas” clearly indicates more 

than one person. The translator's motives can hardly be explained, most probably the change was 

simply a mistake.

Another issue concerns the underlined word “will.” The use of asterisks is a commonly 

accepted way of emphasizing particular fragments of the statement. Word processors and e-mail 

clients usually change the font of selected fragment from normal to bold, but even in case of 

plain text, the asterisks remain the symbol of emphasis. It is used in the PL translation, however 

for an unknown reason it was omitted by the CE translators and in this way the emphasis on the 

intention to beat the opponent in the games of darts is reduced. In the PL version the emphasis 

exists, it was however shifted from the verb “will” to personal pronoun “was.” The change is a 

result of either a mistake (both words begin with the same letter and are of similar length), or an 

intentional decision. In the latter case, the translators decided to put the stress on the person, 

while the original version stresses the certainty of beating the opponent in the game. The only 

rational  explanation  would  be  the  possible  number  of  opponents.  Perhaps  the  number  of 

participating  parties  was larger  than two and the translators  wanted  to  emphasize the  group 

which  would  be  eliminated.  However,  this  explanation  is  rather  improbable,  as  the  whole 

message is not accompanied with any other information concerning the number of participants.

Another interesting difference is connected with the acronym “PS” and particularly with 

the mark appearing next to it. In the original version and in the PL translation the right-angle 
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round bracket is used, while in the CE version it is replaced with a full stop. It is yet another  

example, where one of the groups decided to translate the text form the source language literally, 

relying on rules of English grammar and spelling. Unfortunately, the CE translators also did not 

avoid the mistake, as in Polish language the “PS” acronym is not followed by any punctuation 

mark (Jodłowski and Taszycki 1990).

02_Email01.txt

US: I left a message on your machine but wanted to follow up.

PL: Zostawiłam  wiadomość  na  Twojej  maszynie,  ale  chciałam  się  jeszcze 

skontaktować.

CE: Zostawiłam  wiadomość  na  twojej  sekretarce,  ale  nie  chciałam  na  tym 

poprzestać.

This short fragment depicts the problems with translating the common, everyday name of 

an  answering  machine.  The  CE  translators  used  the  widely  known  Polish  equivalent 

“automatyczna  sekretarka”  which  is,  similarly  to  the  original  version,  reduced  to  the  more 

colloquial form “sekretarce.” The PL translators decided to translate the noun directly and use 

the  form “maszynie.”  This  approach is  wrong,  as  the  name does  not  indicate  what  kind  of 

machine the character describes. The message could be either text, voice, video or any other 

kind. By using the version proposed in the PL version, the player does not know which one to 

choose.  Furthermore,  it  is  rather  unnatural,  as Polish equivalent  of an answering machine is 

obviously  not  “maszyna”  as  this  name  is  not  rooted  in  our  language.  Most  probably,  the 

translators did not recognize the meaning of the original word and for the sake of safety used 

literal translation.

Another  interesting  issue  concerns  the  formal  language  in  second  part  of  the  CE 

translation. By using the short form “machine” player has an impression, that the e-mail is rather 

informal. In the PL version the informality remains, but the CE translators used “nie chciałam na 

tym poprzestać” which may sound strange connected with the short form “sekretarce.”

It is also worth mentioning that both translators noticed the gender of the writer (which 

had to be understood from the context, signature or other parts of the original message, as this 

particular sentence does not reveal the writer's sex) and translated all verbs as female.

06_Datacube04.txt

US: At 2010 I began to hear reports of a gwailo, possibly the same one who 
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created problems for the elder brother recently, in the market -- asking 

questions about things he should not be asking questions about...

PL: O  20:10  zaczęły  do  mnie  napływać  doniesienia  o  jakimś  gwailo, 

prawdopodobnie tym, którego starszy brat sprawiał problemy poprzednio - 

krążył po targu, zadając pytania, których nie powinien zadawać...

CE: O 20:10 zacząłem dostawać raporty o pewnym gwailo, możliwe że to ten 

sam, który na rynku narobił problemów swojemu starszemu bratu. Pytał o 

rzeczy, o których nie powinien był mówić....

The quoted translations contain two interesting elements,  none of which is  a mistake 

though.  The fist  one concerns  the noun “gwailo.”  The word,  or actually  the correct  version 

“gweilo” is  commonly used among the Cantonese people in China and it  means “foreigner” 

(usually of white skin) or particularly “foreign devil.” It is a derogatory term, which reflects 

Chinese feelings of superiority towards the outsiders. (“The Chinese Have a Word for It. The 

Complete Guide to Chinese Thought and Culture” 2000) The word was left unchanged by both 

translators,  most  probably  due  to  its  exotic  nature,  as  the  etymology  is  deeply  rooted  in 

Cantonese Chinese culture, but also due to the lack of obvious Polish equivalent. The difference 

in spelling is rather insignificant, and the meaning of “gweilo” fits perfectly the context of the 

text. The message was written in Hong Kong by a member of Chinese Triad Luminous Path, so 

the language and traditions should be well known to him.

Another interesting element is the way, that both translators treated the hour “2010.” In 

Poland the so called US military time (representing the time without colon or period between the 

hours and minutes) is not used and most players could not recognize the indication of time and 

treat it as a year. Instead, both Polish translators correctly decided to use traditional Polish 24 

hour time for the purpose of clear understanding.

2.3.8 Technical realia

02_Book09.txt

US: Feel like a moron because folks sling around words like "Universal 

Constructor," "gray goo," "mecanocarbons," and "Bucky tubes"?

PL: Czujesz  się  jak  dureń,  gdy  wszyscy  wokół  miotają  słówka  typu 

"Uniwersalny Konstruktor", "szare gówno", "mechanowęgle czy "nanorurki"?

CE: Jest  ci  głupio,  bo  wszyscy  wokół  ciebie  rzucają  hasłami  w  stylu 
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"Uniwersalny  Konstruktor",  "substancja  szara"  "mekanowęgiel,"  czy 

"fulereny"?

The example above is filled with technical and scientific vocabulary and it is a significant 

challenge for translators. There are four phrases, which require great attention. The first one, 

“Universal Constructor” is not really a problem since the name itself is not difficult to translate, 

it appears quite often in the game and the device itself is well explained even though the it does 

not exist in real-life. Both Polish translators decided to use literal translation, which in case of 

that kind of technical terminology is appropriate. The next term “gray goo” is more difficult. The 

CE translators used the equivalent “substancja szara” which unfortunately is not correct, as it is a 

“part of the tissue that makes up the central nervous system of vertebrates” and the proper name 

is  “grey  matter,”  not  “grey  goo.”  (“grey  matter”  2001)  The  PL translators  used  a  bit  more 

colloquial  approach  and  used  the  rather  vulgar  term “gówno”  for  the  English  “goo.”  Most 

probably the reason for such an approach was the similarity in the structure of goo (being a 

messy and sticky substance) and common excrements. Another reason can be the intention to 

show the term in rather pejorative meaning. It seems however that this  approach is also not 

correct, as gray goo “is a term used to describe what life on our planet might become if self-

replicating robots or nanomachines got out of control and began to use up life forms for their  

own energy needs in some unstoppable way” (“What is gray goo?” 2010) and “szare gówno” 

does  not  have  virtually  any  real  meaning.  The  correct  translation  should  be  “szara  maź.” 

(“Kosmiczna Arka” 2003) The third term “mecanocarbons” is a neologism developed by the 

creators of the game. As the word has no meaning, a player can only guess the author's intention. 

It  consists  of  three  morphemes:  “mecan-”  which  indicates  a  product  designed  to  be  of 

mechanical use. “-carbons” is obviously related to carbon and “-o-” which only connects them 

together.  The  CE  translators  opted  for  using  formal  equivalence  and  the  outcome  was 

“mekanowęgiel.” This decision is reasonable, but it lacks the plurality of the original. The PL 

translators used “mechanowęgle” which might seem like a form of borrowing, but it has to be 

noted, that “meca-” was most probably used on purpose to create a new word and not to copy the 

existing prefix “mecha-” so this solution should be copied in other languages. The last term, 

“bucky tubes” is the most difficult one, however both translators conducted their research well. 

Bucky tube is “a carbon wire of molecular diameter designed to connect molecular component.” 

(“Molecule-wide circuits hold promise of ultrafast computers” 1999) The Polish term “fuleren” 

meaning  “hollow  molecules  composed  of  hexagonal  and  pentagonal  groups  of  atoms” 

(“fullerene” 2010) is indeed in a very close relation with bucky tubes, but the terms are not 

equal. Bucky tube is one of several forms of fullerens. It is a layer of carbon rolled up to create a  

cylinder shaped structure and the proper Polish equivalent is “nanorurki” or even more detailed 
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“nanorurki węglowe.” (“Nanorurki węglowe” 2009) The PL translators did not use the latter, but 

still their translation is more precise.

06_Datacube10.txt

US: As per our discussion, I will retain root access.

PL: Tak jak ustaliliśmy, wstrzymam dostęp źródłowy.

CE: Odnośnie naszej dyskusji, zamierzam zostawić bezpośredni dostęp.

The  excerpt  above  again  reflects  the  lack  of  prior  research  of  technical  vocabulary. 

Unfortunately, both translators did not fulfil their task, as the phrase “root access” is in both 

cases translated incorrectly. In the IT, the root account is the most powerful user created of a 

given computer or any other accessible machine. It is particularly important in case of multiuser 

systems such as workstations, database servers, e-mail servers or cloud computing systems. The 

root user, also known simply as an administrator,  possesses all  privileges in the system, can 

apply any change in the configuration, is not restricted by any limitation and has access to every 

file stored on the server (even files, which belong to other users). Thus, both translations: “dostęp 

źródłowy” and “bezpośredni  dostęp” do not  specify the real  retained privileges.  The correct 

translation is “przywileje administratora/roota” or “dostęp do konta administratora/roota.” The 

name “administrator” is not mentioned in the US version, but the words are synonymous and are 

used interchangeably.

Another mistake, this time done only by the PL translators, concerns the verb “retain,” 

which means “to keep or continue to have something.” (“Retain” 2003) To retain the root access 

means for the specified person to posses the access despite changes to other users. Unfortunately, 

in  the  PL version  the  phrase  is  translated  as  “wstrzymać” -  the  verb  which  clearly  has  the 

opposite  meaning.  Most  probably,  the  mistake  is  a  result  of  overlooking  the  English  word 

“retain” and treating it as the verb “restrain.”

2.3.9 Other issues

01_Newspaper03.txt

US: Even Gretchen, green-eyed lovely Gretchen, held me pinned to the ground 

as the others asserted their own right to the throne with whatever 

stones happened to be within easy reach.

PL: Nawet  Gretchen,  ten  zielonooki,  miluchny  Gretchen  pomógł  mnie 

przytrzymać, gdy reszta zgłaszała własne pretensje do tronu za pomocą 

każdego kamulca, jaki znalazł się w zasięgu ręki.
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CE: Nawet śliczna zielonooka Gretchen przeszła do opozycji i trzymała mnie, 

podczas gdy reszta udowadniała swoje prawa do tronu za pomocą tego, co 

znajdowało się pod ręką.

The exact context of this article is unknown as the background of the story is not revealed 

to  the player.  However,  it  is  clear,  that  the name Gretchen is  female.  Thus,  translating it  as 

“zieloonooki,  miluchny  Gretchen”  constitutes  a  major  mistake  resulting  from either  lack  of 

knowledge of first names in English language, or lack of prior research. The name Gretchen has 

became popular after its use in Johann Wolfgang von Goethe's drama Faust and is a pet name 

from Germanic name Margarethe. While both translators are not familiar with the exact context 

of  this  in-game  excerpt,  the  description  “green-eyed  lovely  Gretchen”  is  more  likely  to  be 

applied to a female. Perhaps the PL translators used masculine form because it is more common 

for a man, not a woman, to be strong enough to hold another man. It is unfortunate, that this 

mistake has not been noticed during further stages of correction. By translating this name as a 

female, the CE translators show greater competence in this respect.

02_Newspaper01.txt

US: Bellevue Reports Increase in Admittance

PL: Bellevue Odnotowuje Wzrost Zachorowań

CE: Bellevue odnotowuje wzrost przyjęć

The first clearly visible difference between the two translations concerns the translation 

of the word “admittance.”  In the PL version the equivalent “zachorowań” is used, while the CE 

translators decided to use the word “przyjęć.” The title refers to the increasing number of ill 

patients admitted to hospitals and clinics. While these people are obviously sick, the author's aim 

was to underline the rising number of people in hospitals, not the rising number of ill people 

generally. Ill people tend to seek medical treatment in hospitals, but not all of them decide to do 

that. Thus, those two numbers are far from equal. With all that in mind, the PL translation has a 

bit different meaning and the CE version seems to be more correct.

 

09_Newspaper02.txt

US: At a lavish press conference today attended by mainstream and technical 

media  alike,  Bob  Page  unveiled  Page  Industries  (NASDAQ:PAGI)  newest 

technological achievement, "Aquinas."

PL: Podczas  dzisiejszej,  urządzonej  z  przepychem  konferencji,  w  której 

uczestniczyły  zarówno  największe,  jak  i  naukowe  media,  Bob  Page 
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przedstawił  najnowsze  technologiczne  osiągnięcie  Page  Industries 

(NASDAQ:PAGI), znane jako "Akwinata".

CE: Dziś,  podczas  konferencji  prasowej,  na  której  pojawili  się  zarówno 

przedstawiciele mediów, jak i producentów technologii, Bob Page ujawnił 

najnowsze osiągnięcie Page Industries -- system "Akwin".

The  fragment  quoted  above  shows  several  interesting  elements,  two  of  which  are 

omissions, one is a difference in translation of a proper name and the last one can be treated as a 

logical  mistake.  Both omissions appear in the CE version,  the PL translators decided not  to 

remove any part  of the translated text.  The first  omission concerns the word “lavish” at  the 

beginning of the first  sentence.  Translated by PL as “urządzonej z  przepychem,” which was 

omitted by the CE translators. The player can still  consider the press conference, which was 

attended by the most influential media moguls to be lavish, but that explanation seems not to be 

enough to justify that form of text transformation. Another issue concerns the ticker symbol of 

Page Industries “PAGI” along with the acronym NASDAQ denoting the largest stock exchange 

in the United States. Both symbols were left  correctly by the PL translators in their  original 

English version (NASDAQ is well known worldwide and PAGI is a proper name which indicates 

the  company,  by  changing  it,  the  new  version  could  lead  to  another  company).  The  CE 

translators, on the contrary, decided not to include the abbreviation in their version perhaps due 

the insignificance of the name. It seems rather strange, though, as the translation of only two 

words does not require any effort at all. The third problem, which can be seen in the CE version 

concerns the phrase “mainstream and technical media alike.” The PL translation of “zarówno 

największe,  jak  i  naukowe  media”  is  correct  content-wise  even  if  stylistically  clumsy,  as 

“mainstream” in this case means both the most important and influential media in the world, but 

written next to “technical media” could also indicate the media of general orientation, the one 

with  no  direct  interest  in  technical  issues.  The  CE  translators  generalize  by  using  only 

“przedstawiciele  mediów”  to  denote  them  both  and  introduces  the  notion  of  “producentów 

technologii.”  Technology,  as  a  general  scientific  knowledge  developed  in  the  course  of  our 

evolution,  is not likely to be produced. If the CE translators decided not to link this part of 

sentence  to  media  (which  itself  is  a  mistake),  perhaps  it  would  be  better  to  translate  it  as 

“przedstawicieli  środowisk naukowych” or “liderów rozwoju technologii” depending on their 

intention. Apart from that, the adjective “technical” was translated as “technologii” instead of 

“techniki” and this form seems even more unnatural. But perhaps the most interesting difference 

concerns  the  name  of  the  technological  achievement  “Aquinas”  protocol.  The  name  is  a 

reference to Saint Thomas Aquinas, a Roman Catholic philosopher, theologian and a Doctor of 

the Church. In Poland he is also known as “Akwinata” (“Tomasz z Akwinu” 2010) and this was 
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the equivalent used by the PL translators. The other group of translators noticed the similarity, 

but  decided to use the St.  Thomas'  birthplace – the small  town of Aquino (St.  Thomas was 

actually born in the castle Roccasecca 8 km north from Aquino). It is difficult to clearly judge 

which option fits the context better. However, having in mind that “Akwinata” refers to a person, 

most probably with all the influence St. Thomas had on the understanding of God, and “Akwin” 

refering only to the place of his birth, it is more advisable to use the equivalent proposed in the 

PL version.
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3. Introduction to translation theory

Creating the only one proper definition of translation is nearly impossible to achieve. The 

definitions vary with every subsequent author trying to develop one. The differences are however 

understandable as they strictly depend on the purpose of translated text, the audience and its 

needs, different types of material etc. Additionally, every living language is constantly changing, 

thus the definition developed by one linguist can be questioned by another one at a later time. 

(Venuti 2000)

Nevertheless, a number of well-known and accurate definitions have been offered. In one 

of them, Garvin enumerates the requirements which must be met in order to produce a proper 

translation. Thus, the translator has to:

• Fully understand the translated word or phrase both stylistically and thematically.

• Be able to overcome the differences and difficulties between structures of the source and 

target language.

• Recreate the original stylistic structures of the original text in final work. (Garvin 1964)

As differences between languages take many various forms such as the way in which 

symbols  are  arranged  in  phrases  and  sentences  or  the  meaning  behind  certain  culturally-

determined words and phrases, it is clear that there can be no absolute correspondence between 

languages.  Thus,  no translator  can produce a perfect  translation of a given text,  as different 

approaches  towards  the  message,  context,  structure  or  meaning  can  result  in  different  final 

product. Well-conducted translation can be reasonably close to the original, but the two texts will 

never be identical. (Nida 1964) One of the reasons is that a translation cannot be conducted 

without  a  degree  of  interpretation.  “A translation  remains  perhaps  the  most  direct  form  of 

commentary.” (Fang 1953)

The act of communication consists of several parts. The sender tries to select part of the 

reality (information) and formulates his intentions by creating a message. This message is further 

passed to the receiver via several different channels such as text, voice, gestures or facial 

expressions. The receiver obtains the message, decodes it and tries to understand the sender's 

intention and the information he wishes to pass. The translator serves as a proxy between the two 

ends of the act of communication. He conducts the interpretation of the message and transfers it 

into another language. This product is then passed to the final receiver in the target language. 

While both the translator and the receiver conduct the interpretation of the message, it is 
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necessary for the former to analyse the text far deeper than the final reader, as another challenge 

stays before the proxy – he has to reflect sender's thought in another language. He is thus 

responsible for the transition and production of equivalent message, as well as the way that the 

text will be understood and assimilated in the target culture.

Jakobson distinguishes three different ways of interpreting verbal signs and labels them 

as: translation from one language into other signs of the same language, translation from one 

language into another language and translation into another non-verbal system of symbols. He 

also names them as:

• Intralingual translation (rewording) – the interpretation and translation of verbal signs by 

means of signs of the same language.

• Interlingual translation (translation proper) – the interpretation and translation of verbal 

signs by means of signs in different (target) language.

• Intersemiotic (transmutation) – the interpretation and translation of verbal signs by means 

of signs in non-verbal system of symbols. (Jakobson 1987)

3.1 Formal and dynamic equivalence

One of the most influential linguists discussing the matter of equivalence in translation 

was Eugene Nida.  His vast  experience as  a  writer  includes  numerous publications,  many of 

which concern the issue of Bible translation.  Few examples of his work includes: Toward a 

Science of Translating or The Theory and Practice of Translation.

As  the  process  of  translation  includes  not  only  the  simple  replacement  of  particular 

lexical and grammatical elements, it is necessary to achieve an equivalence between source text 

and target text. Various linguists present their own theories in this field, with Nida being one of 

the most popular and widely quoted.  

Some translators decide to produce a final text as close as possible to the source text in 

the sense of formal and semantic correspondence. To achieve full understanding, the translator 

often includes sizeable footnotes and other forms of commentaries. The presentation of a work 

written in the same mood as the original one seems to be the main idea of some translators.

The ideal  equivalence is  thus  the  final  aim of  the  translator,  yet  this  goal  cannot  be 

achieved  because  identical  equivalents  do  not  exist,  the  translators  seek  to  find  the  closest 

possible equivalent. (Nida) This can be achieved by using two types of equivalence, as defined 

by Nida. The selection of proper type of equivalence is also influenced by the particular purposes 

of translator, which most often is similar to the one of the original author.
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Nida, along with other theoreticians, developed the notions of “formal equivalence” and 

the  theory  of  “dynamic  equivalence,”  which  both  specify  the  opposite  approaches  in 

equivalence.

3.2 Formal equivalence

The theory of formal equivalence refers to the approach in translation in which the main 

aim is to find the most appropriate equivalent of the source text while retaining the original 

forms  of  the  source  language  as  much  as  possible.  It  is  sometimes  referred  to  as  “literal 

translation.”  Latin  phrase  verbum  pro  verbo also  describes  well  the  characteristics  of  this 

process. However, the terms “formality” and “accuracy” in the context of translation are not the 

same. (Neufeld) The attention of translator is focused toward the message both in the form and 

the content. The target text is constantly compared to the source text in order to specify the 

correctness and accuracy of the final work. Both messages should be thus as close as possible.

One of  the  types  of  translation  that  structurally  conforms to  the  standards  of  formal 

equivalence is called the “gloss translation.” Here, the translator tries to reproduce the content 

and form of the source text as literally and meaningfully as possible. The strict coherence to the 

original  text  is  achieved  through  the  reflection  of  original  structures,  yet  it  also  requires 

additional explanations of parts of message difficult to understand by the final receiver with his 

limited experience in the target culture. Numerous footnotes are necessary for the text to remain 

comprehensive.

The reader is in this case allowed to fully identify himself with the original reader of the 

work in source language, to understand the customs, traditions and manner of thought, which 

was written by the author for the final receiver in his own culture. Nida quotes an excellent 

example from the translation of the New Testament, Epistle to the Romans 16:16 in which one 

could find the reference to the holy kiss which describes the customary greeting in the Holy Land 

in Biblical times.

3.3 Dynamic equivalence

Another approach toward the matter of equivalence developed by Nida is the theory of 

functional equivalence (also referred to as dynamic equivalence or meaning based translation). In 

this theory the forms and words are of lesser relevance, as they may change in the final 

translation. Instead, greater emphasis is put on accurately reflecting the original message in the 

target language. The translator tries to understand the particular part of source text and write the 
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same thought in target language using different linguistic tools. In this respect the functional 

equivalence is closer to paraphrasing than to formal equivalence. (Neufeld) It is not the message 

itself that should match the translated message. Instead, the relationship between the translated 

message and the reader in the target language should be similar to the relationship between the 

original message and the original receiver. This theory was accurately described as “the principle 

of equivalent effect” by Emilie Victor Rieu in his discussion with John Bertram Phillips 

published in the 6th issue of The Bible Translator (October 1955). Another important aim of 

functional equivalence is the neutrality of expression. It does not require the receiver in target 

language to understand the behaviour, habits or traditions of the source language to fully 

comprehend the message. An excellent example of dynamic equivalence is the translation of the 

aforementioned excerpt from the Epistle to the Romans 16:16, in which the holy kiss can be 

translated as a hearty handshake all around.

The dynamic equivalence prioritizes the readability and natural rendering of the text, 

sacrificing at the same time the strict adhesiveness to the text in the source language. Thus the 

decision of using either of Nida's theories is also dependant on the nature of the text. Formal 

paper with significant number of detailed clauses requires more literal translation to reflect the 

original meaning. A poem or a novel, on the contrary, can be translated more freely by using 

dynamic equivalence, as the strict adherence to the original version can be sacrificed for the 

comfort of reader. It appears particularly useful to readers who decide to read texts in language 

which is not their mother tongue.

Nida's descriptions specify the two extreme approaches residing at the opposite ends of 

equivalence theory. However, translators are free to choose from anything in between formal and 

functional equivalence. During the past decades a shift toward the dynamic equivalence can be 

observed in the work of professional translators. (Nida)

3.2 Translation methods and procedures.

The level of difficulty in translation varies depending on numerous factors. Some of them 

include  cultural  changes,  differences  in  forms,  style  or  understanding  of  idioms  etc.  The 

translator is equipped with a set of techniques to tackle this problem. Proficiency in the use of  

particular translation methods and procedures can greatly simplify the process.

Newmark proposes the following distinction of translation methods:

• Word-for-word translation – the word order of the original text is preserved in the final 

version,  but  the  context  of  message  is  not  present  and  words  are  translated  literally 
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according to their most common meaning. This method provides the translator with the 

lowest  degree  of  freedom.  It  is  mainly  used  to  study  the  mechanics  of  the  source 

language or to conduct an initial preparation used for further translation.

• Literal  translation  – akin to  the word-for-word method,  target  language constructions 

similar to the one in source language are produced, the words however are translated out 

of context. As above, it is sometimes used as pre-translation process.

• Faithful translation – tries to reproduce the contextual meaning of original text using 

appropriate grammatical structures in target language. The main aim is to be faithful to 

the intention of author in source language.

• Semantic translation – similar to faithful translation, the aesthetic value of text in source 

language  is  also  taken  into  consideration  –  word  plays,  repetitions  or  other  similar 

operations  remain  in  the  final  version.  This  method  of  translation  makes  small 

concessions to readership and does not rely on cultural equivalence. It is a more flexible 

translation than the faithful translation.

• Adaptation  –  it  offers  the  translator  the  highest  degree  of  freedom.  All  information 

regarding the source language culture is converted to target language culture, the text is 

rewritten.  It is mainly used for plays and poetry, where the characters, plot and themes 

are preserved.

• Free translation – the outcome of this translation method is a new text, which differs from 

the original one with the style, form and content. It usually takes the form of paraphrase, 

often  much  longer  than  the  text  in  source  language,  as  additional  explanations  are 

included.  The  translator  tries  to  reproduce  the  matter  without  the  manner  or  content 

without the original form.

• Idiomatic translation – it tries to achieve the closest natural equivalent of source text in 

modern language, often by using colloquialisms and idiomatic expressions where they do 

not  exist  in  the  original  version.  This  method  has  little  or  no  concern  for  using  the 

sentence structures or grammatical forms from the source language text.

• Communicative translation – it aims at presenting the text in target language in easily 

readable and comprehensible form to the final reader.  The contextual meaning of the 

original is reflected in target language.

According to Newmark (1988) significant difference exists between the translation method and 

procedure.  While  the  translation  method  is  related  to  the  text  as  a  whole,  the  translation 

procedures deal with smaller chunks such as sentences or phrases. He also proposes to divide 

them as follows:
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• Transference – it is a process of transferring the particular word in source language to 

target  language  without  changing  the  meaning  of  the  message.  Transference  often 

includes transliteration – the procedure of converting the foreign letters to the letters in 

the target language, with which the final reader is familiar.

• Borrowing – the process of adapting the word in source language to the target language 

with conformity to the morphology and  rules of grammar and pronunciation of the target 

language. Naturalized words can sometimes have slightly different meaning, yet they are 

still used due to fear for losing cultural or semiotic aspects of the word. It is often used to  

create a stylistic effect, to overcome gaps in the text or to recreate the original flavour of 

the text.

• Calque or  through-translation  –  process  similar  to  borrowing,  however  the  translator 

imitates the structure of expression of the source language. Every element of the phrase is 

translated literary. The structure can be slightly different from the original, it is often used 

in case of common collocations, names of organizations or components of compounds.

• Transposition or shift – operates at the grammatical level, consists of translation through 

the replacement of particular word structure in source language with different structure in 

target language without the change in meaning of the sentence. Consists of wide array of 

changes such as the change from singular to plural form, the change of verb in source 

language  to  another  word  in  target  language,  or  any  other  required  change  when 

particular structure in source language does not exist in target language. In certain cases 

the transposition is required to achieve an effect acceptable in target language, while in 

other cases it is optional and depends on translator's decision.

• Modulation – a change in particular expression in target language obtained by altering the 

point of view, perspective or category of thought. It is often used when the translation 

produces grammatically  correct  text,  which is  not suitable  or sounds awkward in the 

target language.

• Reduction  and  expansion  (over-translation  and  under-translation)  –  expansion  occurs 

when the translator tries to explicitly describe in target language the phrase in source 

language and exceeds  the  number  of  words  in  the  translation  from source  language. 

Reduction, on the contrary, decreases the number of words used to represent the original 

text. The translator has to keep in mind the principle of relevance according to which no 

crucial  information  from  the  message  in  source  language  must  be  lost  during  the 

reduction.  However,  both  reduction and expansion often lead  to  unwanted change in 

lexical  and stylistic  aspects of message.  They are sometimes used when the word of 

phrase in source language does not have similar representation in target language.
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• Adaptation  –  a  change in  both  content  and form of  the  message  in  source  language 

conducted in order for the message to conform to the rules of target language and culture. 

It is often used to effectively translate culturally-related expressions or metaphor which 

would be difficult to accurately reflect in target language. It generally takes the form of 

rewriting the text  in  source language with  respect  to  the  characteristics  of  the target 

language.  In  translation  by  adaptation  the  cultural  phrases  of  source  language  are 

replaced with cultural phrases of target language.

• Notes  –  notes,  additions  or  glosses  are  various  methods  of  inserting  additional 

information  to  the  text.  They are  often  used  with  reference  to  words  or  expressions 

deeply rooted in source language culture or technical terms which may not be clear to the 

reader in target language. Notes can be located in different places in the text such as 

inside the text, between brackets, in footnotes or at the end of the chapter or book. While 

this  procedure  offers  detailed  explanation  of  unknown phrases  and  names,  it  is  less 

favoured  by translators,  as  it  greatly  irritates  the reader  which is  obliged to  find the 

definition at the end of the book every time he encounters a foreign word.  

• Recognised translation – the use of official or widely accepted translation of a particular 

name. It often refers to institutions, geographical names or technology.

3.3 The skopos theory

The approach of skopos and skopos theory in translation studies has been used for the 

first  time by German linguist  Hans J.  Vermeer  in  his  article  entitled “Ein  Rahmen für  eine 

allgemeine  Translationstheorie”  published  in  3rd issue  of  “Lebende  Sprachen”  in  1978.  The 

significant change from previous theories originated from the action theory, text theory and other 

reception-oriented literary theories. Other linguists supporting the skopos theory in their works 

include Hans Hönig and Christiane Nord. Vermeer and Reiss argue that translation should not be 

considered as a process of transcoding. Instead, it reflects a specific form of human action, which 

must have a specified purpose or target. The Greek word skopos is thus used as a technical term 

for the target-oriented approach in translation. (Vermeer 1978) Where there is action, a result 

must  appear.  In  case  of  skopos-oriented  translation  the  outcome  of  the  process  is  named 

translatum.  In  the  skopos  theory  the  source  text  does  not  posses  the  decisive  role  in  the 

translation.  Instead,  the theory emphasizes the role  of translator  and his subjective decisions 

based on the future role of translated work, requirements and expectations of readers and the 

overall purpose of the translated text. The source text is only a mean by which the information is  

presented  to  the  translator,  it  is  the  purpose  (skopos)  of  the  new text  that  serves  the  most 
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important role. (Hönig 1998) The text is an offer of information sent by the original writer to the 

reader in his prospective culture. The translator stands in between them and offers a new work,  

which  is  a  secondary  offer  of  information  in  his  language produced for  the  member  of  his 

culture. Particularly, the translator presents the target reader information about certain aspects of 

the text, according to previously specified skopos. The purpose of translated work has to be 

specified before the actual translation commences. In so doing, the target text is from the very 

early stages of translation strictly skopos-oriented, as opposed to other theories, which focus on 

prescriptions derived from the source text.

3.3.1 Vermeer's skopos theory

Vermeer  developed  a  general  skopos  rule,  which  states,  that  every  human  action, 

including the process of translation, is propelled by its previously set purpose (skopos). Thus, all 

translation methods and strategies are dependant on the purpose and function of potential text. 

On the contrary to thesis postulated by equivalence-favourited theoreticians, Vermeer states that 

the translation is not determined by the source text as such, the effect on the recipient of original 

text or the function specified by the author of source-text, but instead it is determined by the 

requirements of target-text reader. The process is thus highly influenced by the reader of final 

translation, his culture and situation. Apart from the above described general rule, two other rules 

exist: the coherence rule and the fidelity rule. The former describes the coherence which must be 

achieved in order to allow readers to fully comprehend the text, having in mind their cultural 

background, knowledge and situation. The source text constitutes part of the world, written in 

source language.

Skopos-oriented translation aims at providing the reader with the text as a part of his own 

world in  the target  language.  The fidelity  rule  concerns  the matter  of  intertextual  coherence 

between the original text and the outcome of translation (translatum). The rule stipulates that 

some relationship between source and target text must exist after the previous rules (the principle 

of  skopos  and  the  intertextual  coherence)  has  been  satisfied.  (Vermeer  1978)  The  skopos-

oriented  translation  requires  from the  translator  far  more  that  just  linguistic  knowledge and 

experience in the field of translation, as the process does not remain a purely linguistic activity 

any  more.  Sufficient  knowledge  from  the  disciplines  of  psycholinguistics,  sociolinguistics, 

communication studies or brain physiology are often incorporated into translator's work.

Functionalism and  the  theory  of  skopos  focus  strictly  on  the  translator.  In  order  to 

produce a well prepared text, which suits the client, the translator must be given far-reaching 
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freedom in his decisions. At the same time his responsibility for the translated material increases. 

According to Hönig (1998) the functionalist and non-functionalist approach can be compared as 

follows:

FUNCTIONALIST NON-FUNCTIONALIST

Translator

is loyal to his client,
must be visible

farther to the author,
should be invisible

Translation process should be

target text oriented source text oriented

Aim of translation is

communicative 
acceptability

linguistic equivalence

Translation tools taken from

psycho-, sociolinguistics, 
text linguistics (supporting 

decisions)

contrastive linguistics, 
lexical semantics (applying 

rules)

Analogy

building bridges crossing rivers
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4. Computer games translation

The computer games industry continues to grow every year and, among an array of other 

reasons, this situation can be the result of the availability of different language versions. While 

English remains the most popular language in the world, it is a native language only to a small 

number of the video game players around the globe. Thus, that does not mean that everyone 

should be familiar with the language of Shakespeare. More localized versions also mean higher 

profits for local distributors, as more people are eager to buy a computer game when they know 

that the storyline, dialogues, descriptions, animations and voice will be clear and understandable 

to them. Thus, the introduction of new language versions is of great importance for all parties – 

the producer, the local distributor and, of course, the player.

Some  countries  possess  significant  experience  in  this  process.  Languages  such  as 

German, Spanish, French or Korean were very often natively used by producers, because they 

cover  significant  part  of  potential  audience  from  North  America,  Europe  and  Asia.  Those 

countries  constitute  sizeable  part  of  market  share.  In  this  field,  Poland  is  still  a  rather 

“developing country.” The first fully professional translation into Polish took place in 1999 when 

the Polish developer CD Projekt decided to completely localize the game entitled Baldur's Gate. 

It was a proof, that Poles can do that as well. Several thousand pages of text, hours of speech and 

videos resulted in high sales, positive reviews and significant income for CD Projekt.

It  is  difficult  to  present  a  theory  of  computer  games  localization.  Many  different 

companies simply use ordinary translators in this process, hoping that they gain the practical 

knowledge simply by translating subsequent products. Very few publications in this subject exist 

and none of them is available in Poland. No one seems to be interested in writing professional 

books to assist the video games translators as this process is still a rather peculiar phenomenon, 

not a developed branch of linguistics. According to an e-mail exchange with Artur Jachacy, a 

person coordinating the translation process in the Polish developer CD Projekt/CD Projekt RED, 

the translators responsible for adapting computer  games into Polish do not always have any 

particular experience with translating games. The developer assumes that both theoretical and 

practical  knowledge  from  translating  other  texts  is  sufficient  to  successfully  conduct  the 

translation  of  a  computer  game.  While  the  purpose  of  translation  is  always  the  same,  the 

difficulties  which  might  be  encountered  in  case  of  computer  games  remain  different.  The 

duration of translation is most often specified by the publisher, as it has to coincide with the 

worldwide release date. It is a matter of prestige for the producer to release the game at the same 

time around the world,  however it is not always possible. It happened for example in the case of 
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long awaited game  Diablo II in the year 2000, when the  Polish release was postponed by six 

days, most probably due to translation issues. Most probably due to unnecessary haste, the game 

contained more than few language mistakes. The outcome of this process was far from perfect, 

as the quality of translation has been occasionally questionable. If the amount of text is too large, 

additional translators are hired. The game itself is sometimes sent to the local distributor along 

with  the  complete  script,  which  occasionally  even  contains  additional  hints  for  translators 

explaining the context of particular situation, description of scenes, characters. Yet, sometimes 

the game is sent without any accompanying data. Is such a situation, programmers have to obtain 

the language files themselves, which also takes some time.

4.1 Internationalization

The general goal of internationalization is to develop a game, which makes the player feel 

like it was initially created in his native language. All features, functionalities and experiences 

should be adequately presented in the new, localized version.

The internationalization should comprise of a code base and a user interface suitable for 

accommodating  translations  of  all  possible  languages,  even  exotic  ones  such  as  Hebrew or 

Japanese. Cultural context and so called “retrofitting” should be taken into consideration as well.

4.1.1 Game code

The game code base should support the ability to input Latin characters (26 characters, A-

Z, upper- and lowercase) and diacritics (characters with accents placed in various places under, 

over or through the letters) such as Polish letters “ą” or “ń”. The game engine should not be 

limited to the standard ASCII text, as it can display only 256 characters (32 of which are non-

printable control characters and dozens of other characters serve special functions, they are also 

not displayed on the screen as ordinary characters). Obviously, it greatly limits the amount of 

possible linguistic combinations and languages such as Korean or Japanese simply cannot be 

used  in  this  case.  Languages  such  as  Polish,  German,  Spanish  or  Russian  contain  fewer 

characters, but accommodating all of them in one character set is also not possible. Therefore, 

programmers are encouraged to use Unicode, which supports over 65.000 different characters – 

enough to accommodate all  the most popular  languages  in  the world,  including Asian ones. 

(Chandler 2005) If the game is not capable of displaying localized fonts, it is replaced with either 

the “?” sign or a short string of random characters. Another way of avoiding this is simply not to 

use the diacritics and replace words such as “WYJŚCIE” with “WYJSCIE”. This solution was 
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sometimes used in 80s and 90s in Poland, when localizations were not professional, the contact 

with foreign game manufacturers was difficult and the key factor in the process was money. It 

should be avoided, though, as it looks unprofessional and is sometimes misleading.

4.1.2 User interface

User interface and they way the game looks can be the first indication of either good or 

bad localization. Traditionally, the text in target language is about 20% to 30% larger than in the 

source language. It means, that if the producers designed the game strictly with English language 

in  mind,  there  may be no  space  for  longer  sentences  and descriptions,  the  text  can  be  cut, 

truncated or overlapped in certain places. If the producer designs the game with this problem in 

mind, it  can significantly simplify the process of translation.  The obviously possible way of 

handling this situation is the reduction of texts in particular part of the game. However, that is  

not always possible due to the nature of the text. Another way to simplify the user interface and 

adapt it to a different language is the use of graphics and icons. The sign “EXIT” can as well be 

replaced with an arrow pointing through a door, which is a widely recognizable indication in 

many  different  cultures.  It  is  useful  in  situations,  where  the  noun  “exit”  does  not  have  an 

equivalent short  enough in the target language (such as “wyjście” in Polish or “ausgang” in 

German). One has to be aware, though, that some of the icons used can have different meaning in 

different cultures. For example, in Poland the restroom signs on the doors are often represented 

by a triangle and a circle, while in certain other countries both doors are marked with triangles.  

That  might  cause confusion if  the translators  decide to  use graphics  instead of  “ladies” and 

“gents”. (Chandler 2005)

4.1.3 Cultural context

The cultural context always causes disturbances in the process of localization. Computer 

games are not an exception. Cultural references such as the names of TV shows, people famous 

in the particular country, names of local newspapers should be avoided unless their presence is 

essential to the storyline. In such cases, the game could refer to “a famous star” instead of Ray 

Romano, as citizens of Poland most probably do not know that person. (Chandler 2005) If such 

approach  is  used,  the  player  does  not  notice,  that  the  game  was  primarily  developed  for 

American or English players.

Another issue is the matter of text displayed on the screen. Producers sometimes decide 

to include dates, time, currency etc. only in the US format effectively reducing the possibility of 
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transferring them to European format. The date: 07.03.1997 means either 7th March or 3rd July 

depending on the place of development. If the translator is not familiar with the storyline (which 

sometimes does happen, as the number of translators working on one game is often large and one 

part of the script can be divided among several persons), the final outcome can be misleading.

4.1.4 Retrofitting

Retrofitting the game (decompiling all  files and adding more features to facilitate the 

process of localization) takes more time and can be a long and time consuming process. The 

developers have to decompile the game and retrieve language files, implement the support for 

local accented characters in both upper- and lowercase. Also, additional testing is required to see 

if the new features do not conflict with already existing ones. Retrofitting should be avoided by 

simplifying the process  of potential  translation at  the early stage of development.  (Chandler 

2005)

4.2 Types of localization

The  localization  of  computer  games  shows  various  difficulties,  originating  from the 

object of translation – a computer game. An array of factors, not present in the localization of 

books or movies, has to be taken into consideration, many of which are of importance equal to 

the quality of the translation quality itself. If the game was created with full internationalization 

in  mind,  the  translators'  work  will  be  greatly  simplified.  Otherwise,  the  local  distributor  is 

obliged to conduct all the preparatory work. The localization can take several different forms 

depending on the amount of translated material and the choice usually depends on prospective 

sales of final product, the size of text files and additional material and the popularity of the game 

as well as the size of the target market.

4.2.1 No localization

The  complete  lack  of  localization  requires  the  least  time  and  effort  from  the  local 

publisher. No game assets are being translated into target language. The box and user's manual 

are  in  the  original  version  as  well.  The  developer  can  release  the  game  simultaneously  in 

different  countries  with  no  regard  to  slight  delays  which  could  result  from  the  translation 

process. The drawback is that the player cannot fully enjoy the gameplay (Chandler 2005), as 
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familiarity  (at  least  on  basic  level)  with  the  source  language  is  required  to  understand  the 

controls, movement and, most importantly, the storyline and plot of the game. Publishers usually 

decide  not  to  localize  the  game if  the  product  is  designed  to  be  sold  in  one  country  only. 

International markets constitute small opportunity to gain additional income and the emphasis is 

put on the domestic players.

4.2.2 Packaging and manual localization

The first  step toward the full  localization of a computer  game is  translating only the 

packaging and user's manual along with all other supporting documents such as advertisements 

or leaflets. This type of localization is commonly referred to as  box and docs. The game itself 

remains unchanged, so there is no need to unpack and decompile the game files. Instead, the user 

is given a small book (or booklet) with basic information concerning the controls, storyline and 

characters  in  the  game.  He  is  thus  able  to  understand  how  the  game  works,  but  the  final 

experience from the game is not as exciting as it should be due to the lack of translation. This 

type of localization also does not require large amount of time or effort, as usually the user's 

manual is rather small in size and the packaging contains only several paragraphs and perhaps 

several  pictures.  (Chandler  2005) As there are  no serious time constraints,  the game can be 

released simultaneously in different countries. This method of localization was used in the first 

Polish release of Deus Ex.

4.2.3 Partial localization

Partial localization consists of translating both packaging and user's manual as well as all 

in-game texts such as dialogues, descriptions, messages or names. No audio or video files are 

being translated, they can only be accompanied by subtitles. This method was very popular in 

Poland about ten years ago when the distributors' budgets were rather small. The translation of 

all in-game texts greatly increases the time required to conduct the localization. Modern games 

can contain thousands of text files, all of which must be properly translated into target language. 

The process is long and costly not only because significant number of translators have to be 

used,  but  also  because  the  localization  directly  alters  the  game  files.  Thus,  apart  from the 

translation, extensive testing is required to ensure that the new language files do not corrupt the 

game and that the context is always correct. The developer can provide the local publisher with 

all language files separately which simplifies the translation. However, sometimes the game is 

simply sent  to  the publisher  and the game has to be manually unpacked and decompiled to 
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extract the text files.  All  those difficulties can cause slight delays in the final release of the 

product. However, the player can not only understand the controls or background story (as is box 

and docs localization), but can also enjoy the gameplay, as no language barrier between him and 

the game exists. (Chandler 2005) This method of localization was used in the second release of 

Deus Ex, both in case of commercial release and fan-made translation.

4.2.4 Full localization

The  full  localization  includes  translating  all  game  assets:  in-game  texts,  graphics, 

packaging, user's manual and additionally audio and video files as well as the official website. 

This  type of  localization is  obviously the most  difficult  one.  It  requires  significant  funds to 

record the voice for all characters and alter the video scenes. In this case, the distributor provides 

the end-user with complete product dedicated for the target market. Fully localized games are 

more likely to sell in high number of copies and this, apart from significant income, greatly 

increases the reputation of the publisher as caring and professional. Unfortunately, the release 

date can be delayed due to massive amount of material to translate and the simultaneous release 

may not be achieved. Furthermore, the distributor must be in possession of the game files several 

weeks or months before the actual game release. As sometimes certain last-minute changes are 

applied to the game, the distributor must act promptly and the translators have to be prepared for 

additional necessary work. (Chandler 2005)

4.3 Assets translation

Present computer games contain not only the in-game text, but also an array of different 

types of assets. Some of them require less time and funds, while others are very expensive and 

time-consuming. As proven above, not all of them have to be translated, the choice remains a 

sole decision of the developer and publisher. Nonetheless, several different types of assets can be 

distinguished.

• In-game text – The most important part of computer game assets is the in-game text. It 

can  take  many  different  forms  such  as  dialogues,  messages,  descriptions,  names  of 

places, characters, locations etc. Nowadays, players witness other forms of transferring 

information – voice or video, yet it is the text that accompanies player during the whole 

game. The translation of this asset has to be conducted with particular care. The size of 

in-game  text  varies  depending  on  the  genre.  Adventure  and  role-playing  games  are 
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strictly storyline-oriented, so the amount of text awaiting translation is large. However, 

other games such as first person shooters or racing games are traditionally not reliant on 

story  and  character  development,  thus  the  language  files  are  rather  small.  (Chandler 

2005)

• Voiceover files – If  the game is  decided to  be fully  localized,  all  voices have to  be 

converted to the  target language as well. This process is very difficult and costly, as it 

involves certain additional personnel such as actors or sound engineers. The translators 

have to conduct the localization of in-game assets in the first place in order for actors to 

be able to record the dialogues and narration. This process can be even more expensive if 

the publisher decides to raise the quality and popularity of the game by recording the 

voice of famous actors, musicians or sportsmen. The game sometimes contains voices in 

foreign language different from the source language. For example, a war game located in 

the times of Cold War can contain occasional Russian voices, even though the protagonist 

is  American  and  the  game  is  in  English  language.  Those  elements  are  usually  not 

translated, as they add realism to the game and the content of the dialogue itself is of no 

importance. (Chandler 2005)

• Cinematics – Cinematics refer to all video files that appear in the game. It can take the 

form  of  pre-rendered  movies  or  in-game  animation.  If  the  game  is  to  be  partially 

localized, the cinematics can be only added subtitles, as the complete translation is not 

required. However, if the publisher decides to conduct the full localization, the video files 

cannot be omitted. It is often a lengthy and difficult task, as it often involves (similarly to 

the case above) professional actors and sizeable amount of software to efficiently modify 

the video. If the game has many cinematics, often a small dedicated team is formed to 

conduct the localization of only this part of the game. (Chandler 2005)

• Game logo art  – The publisher can decide to either translate the title of the game or 

leave it untouched. In the latter case, the distributor can simply use original game logo 

and print it on the package, user's manual and place in the game. It happened for example 

in the case of Deus Ex. However, if the title is to be adopted to the target language, the 

game  logo  has  to  be  recreated.  Sometimes  the  producer  prepares  the  game  logo  in 

different language versions (for example when the game is based on a movie which has 

been previously localized in the target market), but usually the publisher has to alter the 

logo art. It is important to note that the graphics has to be similar to the original one. 

Similar  letters,  shapes  and  colors  should  be  used  to  reflect  the  intention  of  authors 

appropriately.  One  example  of  such game can  be  Baldur's  Gate translated  as  Wrota 

Baldura.

• In-game art assets – The game logo is usually only one file, while the game obviously 
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uses thousands of different textures. Some of them also require localization. Assets such 

as in-game posters pr billboards in the game level can contain text in the source language. 

While the amount of such textures varies (games located in real-life locations such as Los 

Angeles or London are likely to have more in-game posters than the game located in the 

space station), they need to be adjusted as well. However, if the poster is intentionally left 

in  particular  language,  it  should  not  be  translated.  (Chandler  2005)  For  example  the 

billboards from the game Deux Ex which appear in levels located in Paris should be left 

in French language, as it would not make sense to translate them into Polish.

• User's manual  – The user's manual is an important part of the game. It is often used 

throughout the whole game, as it can contain information such as descriptions of spells, 

skills and abilities, levels, units or characters. Thus, it has to translated with great care. 

The size of manual varies. It can take the form of a small booklet with the instruction on 

the installation and basic controls.  Yet,  sometimes the manual is  a piece of art  itself. 

Prepared with great care, including dozens of sketches, paintings, poems or short stories, 

and, of course,  detailed description of the game, requires similar attention during the 

translation process.  The game can also contain its  own help files located on the CD, 

usually with technical details and references. As those parts of manual are often prepared 

at  the  very  late  stage  of  development,  the  translators  should  be notified  that  prompt 

translation in this case is essential. (Chandler 2005)

• Game installers – If the game is designed to work on PC instead of a video console, the 

installing software is required to properly run the game. The developer can prepare many 

different  language  versions  of  the  installer,  as  it  requires  very  little  effort  and  once 

finished, can be reused in other products. The installer usually contains guidelines on 

how to install  the game.  The proper  language is  automatically  selected based on the 

language of user's operating system.

• Notifications and error messages – Those parts of language files usually remain hidden 

from player's  view and most  often are  prepared for  the  developers  themselves.  They 

contain technical information concerning the mechanisms in the game and often highly 

complicated notifications. While not always useful for an average player, can sometimes 

provide the solution to game crashes or graphical anomalies.

• Internet website  – Although the website in not present in the game or in the package 

player  obtains,  it  is  often  prepared  to  inform  the  community  about  recent  releases, 

patches or expansion sets.  It  also can contain a bulletin board which can be used by 

players to discuss and exchange their opinions. It would be advisable to prepare separate 

language versions for each localized game,  but one,  great difference makes this  very 

difficult.  While all  other  assets  are prepared before the first  release of the game,  the 
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website has to be updated on a particular basis. Maintaining several language versions 

would require constant cooperation with translators in order to prepare for example the 

latest  news or  announcements in  several  languages.  The developer  can approach this 

problem differently though. The localized versions of website can be created upon the 

release of the game and can contain the most important facts from the game (and serve as 

an  expanded user's  manual),  while  all  other  information  would  be  left  in  the  source 

language.

4.4 Localization problems and difficulties

The  localization  of  computer  games  shows  various  difficulties,  originating  from the 

object of translation – a computer game. An array of factors, not present in the localization of 

books or movies, has to be taken into consideration, many of which are of importance nearly 

equal to the quality of the translation itself.

4.4.1 Character set (encoding)

Often  simply  referred  to  as  the  charset.  Computer  games,  unlike  books and movies, 

require from the player a certain input in various forms, usually by using a computer mouse or 

keyboard. While mouse clicks remain identical around the globe, the characters typed on the 

keyboard vary depending on the country. As accommodating all localized characters from all 

languages  in  the  world  is  impossible  due  to  limited  number  of  “places”  in  the  charset,  the 

localized  version  can  have  different  character  encoding  than  the  original  game.  This  fact 

constitutes two major problems. The first one is related to languages such as Japanese, Korean or 

Chinese. As the amount of characters greatly outnumbers the Latin alphabet, another approach is 

needed. The translators cannot limit the amount of words in the game, so the number of allowed 

characters  has  to  be  extended.  Standard  ASCII  charset  can  accommodate  only  95  printable 

characters including the space (Mackenzie 1920) another method must be used, most probably 

different  character  set  such  as  Unicode,  which  can  accommodate  nearly  65000  characters. 

Another difficulty arises when the distributor decides the use localized charset. In the case of 

certain commercial fonts it is not allowed (or not possible) to modify particular letters. Such a 

situation happened in the game Diablo II developed by Blizzard Entertainment and published in 

Poland by CD Projekt. The original game uses the font called Exocet (Exocet Light for standard 

font and  Exocet Heavy for bold), unfortunately it is not possible to modify it. The distributor 

decided to use another font instead. Thus, Polish diacritics are present and the player is able to 
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type them, but the game lacks the original look of the English version. Exocet has been used in 

Diablo series ever since the very first game, it was selected by Blizzard due to its look which 

resembles the dark and gothic letters.

4.4.2 The length of text

Often many elements of the game such as dialogues or messages on the screen must 

consist of particular number of characters in order to fit into the designated window or frame. As 

usually  the  translated  text  is  slightly  longer  than  the  original  one,  this  may  cause  some 

difficulties in case of longer sentences and descriptions. It sometimes requires additional use of 

compensation  or  similar  procedures  in  order  to  achieve  both  proper  length  and  appropriate 

information. But is is not always the long sentence that causes difficulties in this respect. The 

buttons in main menu of the game often appear with particular image in the background such as 

a sword, a crystal shard or even a dog tag. The translators usually cannot alter these images as it 

could damage the layout of the whole menu. They have to use a word which reflects the original 

one, but is still short enough to fit into the designated area. As the names in the main menu are  

most often single words (rarely short phrases), finding a proper word can cause some trouble in 

case  when the most  obvious  translation  is  too long.  If  the translator  is  not  able  to  use any 

appropriate word, he can resort to other methods instead such as reducing the size of used font 

(all other entries in the menu have to be of the same size) or displaying the text in two lines (if 

possible).

4.4.3 The expansion of the game after the initial release

The cooperation between the producer and the local distributor often ends when the final 

product (in both original and the localized version) is completed and then released. However, the 

producer often releases additional patches or expansion sets for the game. While patches are 

usually used to fix certain problems and bugs in the game, the developers sometimes release free 

expansion  packs  which  contain  new  levels,  items,  characters  etc.  Obviously,  they  must  be 

localized as well. Unfortunately, they are not commercial add-ons and are not passed to the local 

distributor. The producer has to use only the material already translated upon the initial release. 

The language files sometimes contain more text than the game itself is designed to use. Certain 

names or phrases can still reside in the game files but nevertheless remain unused. In that case,  

the  producer  can  use them in the  expansion set  and maintain consistency with  all  language 

versions.  This  issue  causes  most  problems  not  for  the  publisher  or  the  translators,  as  the 
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expansion packs are beyond their access, but for the developer. Additional material is often used 

to enhance the gameplay or revive older products to gain greater audience. It is thus necessary to 

prepare more language files than the game actually  requires,  so that  further  add-ons can be 

prepared with ease.

4.4.4 Cultural requirements and censorship

Most computer games are prepared with international market in mind. The producers 

realize that the final product will surely reach shelves in countries all over the world. Certain 

elements present in the source language culture can be understood differently in other countries. 

An  example  of  a  cultural  influence  on  the  final  translation  is  the  game  Final  Fantasy  IX. 

Originally  developed in Japan,  the game features  a  character  named  Zidane Tribal which is 

translated in Spanish language as  Yitán, in Italian version as  Gidan and in French version as 

Djidane. (Bernal Merino 2006) Obviously, for players living in France, Zidane would be a clear 

reference to the football player Zinedine Zidane. Such reminiscences are however uncommon in 

Japan, where the game was initially produced.  Another example is a series of Japanese games 

called  Street Fighter.  The main antagonist in the Japanese version is named  Vega (the name 

derives from the star of the same name). Unfortunately, the English translators considered this 

name not threatening enough for the American market. They decided to swap it with another 

character  M. Bison, which is a parody of Mike Tyson. As the famous boxer is an example of 

physical strength and domination in the ring, the translators decided to use it instead of Vega. 

The original Japanese M. Bison is a Spanish cage wrestler, which mostly uses his swiftness and 

speed, instead of strength and power. However, some of the translators' decisions are forced by 

the national law in the target culture. Germany seems to be a very strict country in this respect, 

particularly  with  the  references  to  Nazism.  Dozens of  games  (such as  Commandos:  Behind  

Enemy Lines or Wolfenstein 3D) were either banned or forced to remove particular game art or 

dialogues referring to the forbidden material. Apart from this, many games have an option to 

block the explicit content and replace it with less obscene language and graphics. The translators 

are thus required to prepare both version separately.

4.4.5 Lack of extensive testing

Computer games, unlike books or movies, often have dozens of different scenarios and 

many smaller plots and subchapters. In order to experience them all, player has to finish the 

game several times and with each subsequent approach choose different path. What is a pleasure 
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for the player, is a serious difficulty for the distributor. The testers have to find all errors and 

omissions in the translation of the whole material. The extensive testing of finished translation is 

obligatory. Unfortunately, it takes much time and it is a matter of prestige for the local distributor 

to publish the game at the same day worldwide. In order to hasten the process, the distributor can 

use more testers. The process is rather simple, so the familiarity with translation theory is not 

mandatory. It is the time that matters. Similar testing is also conducted by the developer at the 

beta stage of production in order to find any bugs or serious problems. Yet at this stage the final 

release date is usually not specified, so testers can analyse the game very well with no regard to 

the remaining time. The distributor is not obliged to look for bugs and errors in the game code. 

Unfortunately,  the  publisher  often  receives  the  game with  already  specifies  release  date,  so 

translators are under the pressure of time. If the game is not new and the final release is not the 

first  one in the country,  the distributor can consider it  less important and the testing can be 

reduced  to  the  required  minimum.  With  no  familiarity  with  the  game  and  no  immediate 

possibility of testing translated part in practice, the translation can be flawed. The hypothetical 

example  can  refer  to  the  scene,  where  the  protagonist  decides  to  leave  the  city  by  using  a 

helicopter. The pilot answers with short sentence “Let's go.” With no context, the translator can 

use several Polish sentences such as “Chodźmy” or “Lecimy” or even “Jedźmy.” Inappropriate 

version will be easily identified in the testing phase. Of course assuming that the testing phase 

will be conducted.

4.4.6 Access to the language files

Every game code is different. Thus, the texts in every game also have to be located in 

different  places  of  the  game package.  The distributor  responsible  for  localizing the game is 

usually given all necessary game files along with the language pack. The language sometimes 

even have indication on how to translate certain part (Chandler 2005). It greatly simplifies the 

process. Unfortunately, some producers provide the local distributor only with the game itself. 

The distributor has to decompress or even decompile the game files to get access to the language 

files.  It  is  a  lengthy  process  which  additionally  limits  the  time  available  for  the  proper 

translation.

4.4.7 Word plays and puzzles

In order to enhance the gameplay, producers often introduce new and innovative elements 

which can draw player's attention for longer time. The translators are sometimes limited to the 
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use of particular letters, numbers, phrases or their different combination. The role-playing game 

Betrayal  at  Krondor released  in  Dynamix/Sierra  introduced  interesting  feature  entitled  the 

Moredhel wordlock chests which have a combination lock with four different letters on each dial 

and a riddle next to it. The player has to solve the riddle by using only the letters available on 

each dial. The riddle itself is a short poem which touches upon certain elements of the in-game 

world such as characters, locations, items etc. In the translated version of the game all riddles 

must be related to the storyline.  The length and number of available letters is also of grave 

importance.

4.4.8 Multiplayer compatibility

Nowadays, many computer and video games offer player an option to fight with other 

real people from the whole world. The rapid development of the global network facilitates such 

options. Even though the game remains the same, all texts are different. Translators are thus 

limited with some of their linguistic tools which can allow the player in target culture better 

understand the game, but at the same time will be incompatible with other language versions. For 

example, the heavy cavalry can be translated (possibly due to lack of space) as husaria. Polish 

player  will  immediately  understand  the  function  and  characteristic  features  of  this  unit. 

Unfortunately,  in  multiplayer  mode  the  proper  name “husaria”  will  be  different  from other 

translations of “heavy cavalry.” Translators are urged to use simple equivalents and keep in mind 

the multiplayer aspect of the game, especially if the game itself is multiplayer-oriented.
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Streszczenie

Celem  niniejszej  pracy  było  przeprowadzenie  analizy  przekładoznawczej  dwu  tłumaczeń  gry 

komputerowej Deus Ex. Owe tłumaczenia różnią się od siebie niekiedy w zasadniczy sposób, co z pewnością  

powiązane jest z osobami, które podjęły się procesu przekładu. Pierwsze tłumaczenie wykonane zostało przez 

samych  graczy,  którzy  uznali,  że  produkt  ten  zasługuje  w  swojej  rozbudowanej  strukturze  na  polskie  

tłumaczenie. Powody, które przyświecały drugiemu tłumaczeniu były nieco bardziej przyziemne i związane 

zapewne  z  chęcią  maksymalizacji  potencjalnego  zysku  ze  sprzedaży  gry,  jako  że  tłumaczenie  wykonane 

zostało przez polskiego dystrybutora produktu.

Niemniej jednak, gracz otrzymał wówczas dwa tłumaczenia gry Deux Ex. Praca ta podejmuje próbę  

analizy ich obu. Część praktyczna podzielona została na kilka podrozdziałów, w których, w zależności od 

rodzaju poruszanego zagadnienia, przeanalizowane zostały najbardziej interesujące różnice pomiędzy dwoma 

dostępnymi wersjami językowymi gry.

Praca zawiera ponadto trzy rozdziały teoretyczne, z których pierwszy stanowi wprowadzenie do idei 

cyberpunku  –  wyimaginowanego  dystopicznego  świata,  w  którego  realiach  zakotwiczona  jest  gra.  Drugi 

rozdział to krótkie wprowadzenie do wybranych elementów teorii przekładu. Natomiast trzeci, ostatni, rozdział 

związany jest z teorią oraz sposobami tłumaczenia gier komputerowych.

Ad maiorem Dei gloriam et Beatissime Virginis Mariae honorem
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