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CONTEXT 



The video game industry 
 

 175.8 billion dollars worldwide in 
2021  
 

 “COVID-19-related lockdown 
orders led to more time spent at 

home than ever before.” (Newzoo, 
2021).  

 
 “The year 2020 was an 
unprecedented time for the 
games market, shattering 

revenues, user, and growth 
records.” (Newzoo, 2021).  

 
 “up +5.3% year on year from 2020, 

showcasing that 2020’s gaming 
boom has led to a lasting 

increase in players, with room for 
further growth.” (Newzoo, 2021) 



The video game industry 

 
RELEASE MODEL 

 
 
 
 
 
 

Simultaneous shipment 
 

Versus 
 

Post-gold 
 

 
LEVEL OF LOCALISATION 

 
 
 
 

Box and docs 
 

Partial localisation 
 

Full localisation 
 

Enhanced localisation 

 
LANGUAGES 

 
 
 
 

FIGS 
 

E-FIGS 
 

BRIC 
 

CJK 
 
 
 

 
Internationalisation (I18N), the process to create a product that is “translation friendly”. 



The video game industry 
 

 Strings that need to be localized 
are sent in Excel files that 
sometimes lack internal 

coherence. 
 

 Unnatural split between text and 
image that leaves many 

translators working blind.  
 

 Bernal Merino (2013:119) 
describes this as a “a double-
blind process (no audiovisual 

context, no text linearity) that is 
bound to produce more linguistic 
and culturalisation mistakes than 

they otherwise would”. 
 

 “Enter %place to obtain %object.” 
  (Muñoz Sánchez, 2017) 



The video game industry 

 

 EUROPEAN LANGUAGE 

INDUSTRY SURVEY 
2020 

 

 

 
Only 30% of the localisers have access to the game. 
 
Only 11,6% participants stated using MT regularly 
 
More than 70% of video game developers chose Unity as their main video game development engine.  
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 EUROPEAN LANGUAGE 

INDUSTRY SURVEY 
2020 

 

 



Google, DeepL & SmartCat 

 

 EUROPEAN LANGUAGE 

INDUSTRY SURVEY 
2020 

 

 

 
 GNMT uses a hybrid model 

architecture replacing the 
previous RNN-based GNMT 
model with a transformer 

encoder and an RNN decoder 
for predictive typing.  

 
 Google uses a Neural Machine 

Translation model to web 
crawl instead of the previous 

phrase-based machine 
translation model (2016). 

 
 Google’s training phase uses 

parallel texts. 

 
 DeepL uses Deep Learning 

and Neural Network and 
draws linguistic data from 

Linguee. 
 

 
 

 DeepL uses Deep Learning to 
constantly train paired 

languages. 
 
 
 

 DeepL uses an API to provide 
restricted access to a 

glossary of terms which 
increases the accuracy. 

 
 

 
 SmartCat uses Yandex Free 

by default, it uses statistical 
machine translation. 

 
 
 

 
 Yandex’s language training is 

built around three models: a 
translation model, a 

language model and a 
decoder.  

 
 The decoder’s function can 

be assimilated to a phrased-
based model or a Seq2Seq 

model. 
 



Main reasons 

 

 EUROPEAN LANGUAGE 

INDUSTRY SURVEY 
2020 

 

 

 
 
 
 
 

 The results of the surveys 
 

 
 
 
 
 

 Inclusivity in the video game 
industry 

 
 
 

 
 
 
 
 

 Gender bias in Machine 
Translation  

 



METHODOLOGY 



The games 



Methodology 

 Blue: Female character translated as male 
 
 Green: Feminine object translated as masculine 
 
 Violet: Non-binary character 
 
 Red: Male character translated as female 
 
 Orange: Masculine object translated as feminine 
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 Blue: Female character translated as male 
 
 Green: Feminine object translated as masculine 
 
 Violet: Non-binary character 
 
 Red: Male character translated as female 
 
 Orange: Masculine object translated as feminine 

 
Annotated and reviewed 
three times with comments 
for reference and/or 
discussion. 
 
Once the non-problematic 
segments were removed, 
final check by the native 
speaker. 
 
Creation of a single 
document per colour for 
better visualisation. 
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 Blue: Female character translated as male 
 
 Green: Feminine object translated as masculine 
 
 Violet: Non-binary character 
 
 Red: Male character translated as female 
 
 Orange: Masculine object translated as feminine 



RESULTS: colour code 



Distribution of types of 
errors per tool 

TOOL ALL ERRORS BLUE GREEN VIOLET RED ORANGE 

GOOGLE 

333 

3,03% 

156 

46,85% 
95 

28,53% 

62 

18,62% 

9 

2,7% 

11 

3,3% 

DEEPL 

261 

2,38% 

110 

42,15% 

55 

21,07% 

67 

25,67% 

15 

5,75% 

14 

5,36% 

SMARTCAT 

340 

3,1% 

157 

46,18% 

94 

27,65% 

63 

18,53% 

14 

4,12% 

12 

3,53% 

TOTAL OF 

SEGMENTS 
10980 
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RESULTS: corpus-based analysis 



« Luna » 

 Blue: Female character translated as male 
 
 Green: Feminine object translated as masculine 
 
 Violet: Non-binary character 
 
 Red: Male character translated as female 
 
 Orange: Masculine object translated as feminine 



« Ana » 

 Blue: Female character translated as male 
 
 Green: Feminine object translated as masculine 
 
 Violet: Non-binary character 
 
 Red: Male character translated as female 
 
 Orange: Masculine object translated as feminine 



« You » 

 Blue: Female character translated as male 
 
 Green: Feminine object translated as masculine 
 
 Violet: Non-binary character 
 
 Red: Male character translated as female 
 
 Orange: Masculine object translated as feminine 



« Kid & Kiddo » 

 Blue: Female character translated as male 
 
 Green: Feminine object translated as masculine 
 
 Violet: Non-binary character 
 
 Red: Male character translated as female 
 
 Orange: Masculine object translated as feminine 



« It » 

 Blue: Female character translated as male 
 
 Green: Feminine object translated as masculine 
 
 Violet: Non-binary character 
 
 Red: Male character translated as female 
 
 Orange: Masculine object translated as feminine 



« They » 

 Blue: Female character translated as male 
 
 Green: Feminine object translated as masculine 
 
 Violet: Non-binary character 
 
 Red: Male character translated as female 
 
 Orange: Masculine object translated as feminine 



CONCLUSIONS AND FUTURE WORK 



« Kris » 

 Blue: Female character translated as male 
 
 Green: Feminine object translated as masculine 
 
 Violet: Non-binary character 
 
 Red: Male character translated as female 
 
 Orange: Masculine object translated as feminine 



SmartCat’s hall of fame 



THANK YOU VERY MUCH 
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