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Abstract: The study approaches the Romanian adaptation of the video game
The Elder Scrolls V: Skyrim, based on the translation procedures and
localization strategies employed in the French version. While video game
localization remains an emerging field in Romania, full in-game translations
are rarely implemented. Beyond the mechanics of translation, the research
investigates the transnational circulation of the game, tracing how Skyrim
travels across linguistic and cultural boundaries and how these movements
shape the experience of players in different markets. Despite the growing
market of Romanian players, this language remains underrepresented in the
translation of video games often due to budget constraints or due to a limited
demand for localized versions. This situation highlights the importance of
applying effective localization strategies that recreate experiences for
Romanian players, rather than to merely convert terms from one language into
another.

The theoretical framework outlines the key translation methods discussed by
Nida, Venuti and Vinay and Darbelnet, contextualized within the realm of video
games. I analysed comparatively 38 terms from Skyrim, for each analysing the
English version, the official French translation and proposing a Romanian
equivalent. I focused on the translation procedures used for each of them and
evaluated their effectiveness in preserving both the meaning and the original
player experience across cultural contexts. While the French translator
favoured a foreignized approach, domestication was also employed for
metaphorical or idiomatic expressions. However, it often failed to render the
original symbolism, which is one of the reasons I mostly relied on oblique
procedures in my proposed equivalents. By framing translation as a form of
transnational circulation, this study emphasizes how localization mediates the
flow of digital culture across languages, and how translation choices impact
the reception and meaning of a game in different linguistic contexts and
markets.

Keywords: video game localization, translation strategies, The Elder Scrolls V:
Skyrim, transnational circulation, gaming culture

Introduction
In this age when the translation process is becoming more convenient
due to the aid of digital tools and wider access to resources, media and
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communication are areas that have also benefitted from the technological
development. At the same time, digital technologies have enabled an active
global circulation of cultural products, among which the video game industry
is one of the most widespread forms of media. Video games circulate across
various linguistic borders and bridge various cultures, reaching audiences
from diverse backgrounds. To this end comes localization, which includes not
only the adaptation of the linguistic elements for the target audience, but also
the changes that must be applied to the cultural references, visuals, symbols,
user interface elements and everything else that ought to be adapted to the
local social norms, values and culture. Therefore, a video game requires
adaptation from multiple angles, aiming to ensure a localized version that is
just as engaging, immersive and culturally appropriate for the player as the
original one.

Despite the continuous global expansion of the video game industry
and the growing local gaming community in Romania, there are few video
games that have benefitted from complete localization into Romanian. This
absence limits the players’ participation in the symbolic cultural exchange and
therefore leaves them with the only option of experiencing them in English or
in other available languages. For players with limited English skills, this is an
issue not only because it restricts their access to the intended experience of the
video games, but also because it hinders their full immersion. Therefore, it is
important to explore how game localization could be expanded into the
Romanian gaming industry, enabling Romanian players to fully experience the
video games in their own language and, at the same time, to be included in the
global gaming community.

In this view, this paper examines how translation and localization
function as vehicles of transnational circulation through a comparative
analysis of The Elder Scrolls V: Skyrim in English, French, and Romanian. It
focuses on the French translation choices in relation to the English source,
evaluating how meaning, tone, and cultural context are transferred across the
languages. Based on these strategies, I proposed Romanian equivalents that
could serve as a foundation for a possible full game localization. The terms
that I selected for this analysis were chosen not only because they occur
frequently within the game world, as part of the main categories of
terminology (location names, quests, dragon shouts), but also due to the
complexity they pose in translation.

Theoretical framework

First of all, it is essential to define the main concept employed in this
study’s analysis. Localization is the process of adapting products or services
to accommodate the differences across various markets (Fry 2003: 13). In the
context of video games, localization implies changes at the level of the text,
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voice acting, visual and interface elements (icons, graphics, designs), all while
adhering to the specific regulations of the country. It is both beneficial to
gamers, as a growing audience can have access to the video games in their
own language, and to the creators, because it increases sales thus ensuring a
higher profit.

In the transnational circulation of digital products, localization plays
the key role of adapting the digital content to the norms of the target market in
order for the products to become integrated into the new culture. While this
process of translation has benefited from the aid of machine translation (MT)
and other Computer-aided Translation (CAT) tools, the game localization
sector resisted these tools’ adoption until recently. O’Hagan (2015: 749-750)
explains that this is not necessarily the case of general software products
which, including production and business applications, merely require
ensuring a product as similarly as possible the others in the target market.
Video games aim to engage users (in this case, the players) on a deeper level
than any other type of software program, with the main function of the final
product being entertainment. For this, game localization involves various
aspects that must be taken into account when aiming for transnational
mediation.

O’Hagan and Mangiron (2013: 128-140) explain that the process of
localization can be divided into three stages: the pre-localization, where
localization specialists explore the game and its plot while compiling
glossaries of key terms, the process of localization, where translation occurs
either along with the development of the game (which is also the case of
business software) or after the final version’s release. The final stage is the
post-localization, consisting of the debugged content integration phase along
with the quality assurance.

Another particularity of the game localization process is the fact that it
must render a more complex range of assets than in the case of software
localization, and a significant role is played by subtitling. Perez-Gonzalez
(2014: 15-16) explains that this is a process of combining the translated pieces
of the original speech with the visual content. By first translating the original
speech and then adding these pieces of written text on top of the visual content,
either the dialogue or the narrative can be rendered for the players to read. The
text appearing on screen must remain easy to read and must follow the
subtitling conventions that mention the number of characters per line, the
number of lines per subtitle, and how long each subtitle appears on screen.
Although the video games subtitles are similar to the subtitles that appear in
films, each must follow its own standard system. For video games, they must
adopt unique methods of presenting text, customized to fit the game's
narrative, user interface, and overall design goals (Bernal-Merino 2017: 72).
There are cases in which, for example, the translator might need to work with

315



QUAESTUS MULTIDISCIPLINARY RESEARCH JOURNAL

a silly accent or with invented words. The author argues that creative
approaches to these situations may make the text harder to read fluently and
therefore be less effective in conveying the information clearly and efficiently
(Bernal-Merino 2017: 73). Therefore, subtitling serves as a bridge between the
original content of a video game and its players, aiming to combine
accessibility with creativity to ensure meeting the need of following the
narrative while immersing in the gameplay.

However, the process of video game localization may be hindered by
various issues. For instance, certain opposing views might get in conflict when
transferring the cultural product across the borders of certain cultures.
O’Hagan (2015: 759-760) explains how certain religious, political or
ideological themes of a video game might be perceived as inappropriate or
even subversive for some countries, possibly resulting in censoring or even
banning the product completely. For this, he introduces Kate Edwards’ concept
of “culturalisation”, which does not refer merely to the adaptation of the game
for the target language and market, but also taking into consideration the way
it may be perceived in terms of its values. Therefore, developers must find a
balance between the local and the global culture, in order to ensure the desired
player connection with the game (in terms of the content they engage with and
the intended immersion) no matter their cultural backgrounds.

Considering globalization a concept that “encompasses global
movements and exchanges of people, commodities and ideas” (Cronin 2003:
77), it can be regarded as a flow that allows cultural products the freedom to
circulate beyond the limits of their originating nation. Similarly, localization
takes up the role of a means of trading various commodities in this cultural
market. The video game, regarded as a digital cultural product in the context
of this interconnected world, requires a localization aiming to transfer not only
the language, but also the video game’s fictional cultural concepts. Achieving
this transnational mediation is also one of the fundamental objectives of the
market, conferring the product its symbolic value. Therefore, it is essential that
the industry supports significant gaming cultures by providing language
localization specifically tailored to them. A localization manager interviewed
by Marina Fontolan et al. (2022) states that players can feel more recognized
by the industry when a game is localized into their specific language. This may
then increase consumption because the players are motivated to purchase the
game. So, recognition leads to a motivation that will benefit the market.
Moreover, it is also the company’s interest to make the game available to
multiple cultures because the more languages are introduced to a game, the
more it increases the potential future sale.

In The World Republic of Letters, Pascale Casanova (2004: 11-12)
regards the global cultural space as a system structured around a Centre and
a Periphery. The Centre, which is occupied by powerful languages and
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cultural producers (such as, in our case, the Anglo-American gaming
industry), holds the power to legitimize a certain work through an authority
that is conferred by an official translation. Therefore, translation functions as
a means of circulation based on its symbolic value, in which the translator is
regarded as “a mediator seeking to promote the universal spiritual commerce”
(Goethe as cited by Casanova 2004: 14). If we apply this concept to the case
of The Elder Scrolls V: Skyrim, the existence of a French localization
represents the fact that the French market gained legitimacy and a significant
node in relation to the Centre (the Anglophone world), participating in the
transnational network through translation. On the other hand, by the absence
of a localized version of the product in Romania we can draw the conclusion
of a failure in the circulation of the transnational vehicle. The object was made
to circulate only as an unmediated commodity (in English), therefore
excluding it from the distribution network of non-Anglophone regions. By this
we understand that Romanian territory was considered a peripheral market by
the video game publishers. In this context, the consumer is forced to
experience the game in the source language.

Regardless of the peripherical position it occupies in Casanova’s
global cultural system, the local gaming industry indicates significant growth.
According to the Romanian Gaming Developers Association, the revenue of
the industry of video games development in Romania has exceeded 343
million euros in 2024, with an expected growth rate of 6.97% in the following
5 years, as predicted by Statista Market Insight. A potential reason for this
growth is the accessibility that accompanies the increasing sales of various
devices enabling players to engage in gaming and to expand the gaming
communities. While Romania has 206 studios belonging to international
developers (such as Ubisoft, Electronic Arts, Gameloft), none of their
activities have the main objective of providing localization services for already
existing products, nor to create products that are solely destinated for the local
consumers. That being said, the need to integrate Romanian as a localization
language becomes increasingly relevant.

Understanding how traditional translation theories can be adapted to
meet the creative and technological demands of modern video game
translation will serve to effectively deal with the challenges involved. Over
time, two main orientations have emerged in this process of text
transformation: source-text oriented translation, which emphasises fidelity to
the original, and target-audience oriented translation, which prioritises
adaptation and clarity for the target culture. Translation is about finding the
closest equivalent for each term, which might involve either keeping the form
of the text or completely changing it. Eugene Nida proposes two types of
equivalence: formal and dynamic. He states that formal equivalence
prioritises creating correspondence between the elements of the form and of
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the content found in the source text, and those in the target text (1964: 159).
This involves a constant comparison between the two cultures (source and
target) to maintain fidelity and to reproduce the original message literally and,
at the same time, accurately. While formal equivalence focuses on the
structure, dynamic equivalence seeks to convey the core meaning and the
intention of the author. For this, Nida (1964: 167) mentions that a natural
translation must consider the source language, culture, the context of the
message to make it appropriate for the receptor audience.

In his work, The Translators Invisibility: A History of Translation,
Lawrence Venuti highlights the involvement of domestication in Nida’s work,
more specifically in the process of dynamic equivalence translation (1995:
21). Different approaches to translation have been theorized by Venuti, mainly
developing on the concepts of domestication paralleled with foreignization.
While the first one implies adapting the original text to fit the cultural values
and norms of the target language, the second one resists this assimilation,
maintaining the cultural and linguistic differences. The first approach attempts
to make the reader feel like the text was written in his language, including
elements of his culture, and the latter one is meant to preserve and highlight
those specific elements of the source text for diversity, indirectly guiding the
reader towards an interest for the foreign culture. Regarding Nida’s
approaches to translation, dynamic equivalence is regarded as a method of
“domesticating” foreign texts, because it relies on the adaptation of the source
(foreign) text to the culture of the reader, but it does not truly exchange cultural
information. Foreignization in translation challenges the dominant cultural
norms of the target language, ensuring that the original text's distinctiveness
and cultural identity remain intact. To achieve this, the translator must remain
faithful to the source text, even if it means deliberately straying from
conventional linguistic and stylistic norms in the target language (Venuti 1995:
22-23).

Vinay and Darbelnet’s translation model also serves as a useful
framework for examining the process of rendering a message from a language
into another. In Comparative Stylistics of French and English: A Methodology
for Translation Jean-Paul Vinay and Jean Darbelnet classify the procedures
into two main categories: direct (borrowing, calque, literal translation) and
oblique (transposition, modulation, equivalence, adaptation). This distinction
reflects whether a message can be rendered from the source language to the
target language using straightforward equivalence, or whether more complex
strategies are required. A specific type of borrowing can be considered the
calque, in which case each of the elements of the expression is translated into
the target language. This results in either a lexical calque, which preserves the
syntactic structure of the target language, or a structural calque, in which case
a new syntactic structure is introduced. The authors explain that translators
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usually prefer to create new calques instead of borrowing from the source
language. Literal translation consists of a direct transfer of the text from one
language into the other, without any special stylistic adjustment. It is a
reversible procedure and it is used mostly when dealing with languages from
the same family (for instance when translating from French into Romanian).
If the direct procedures of translation fail to convey the intended meaning
accurately, the translator must resort to oblique translation. Modulation refers
to a shift in the perspective necessary when a literal translation or one realised
through transposition would result in an unnatural or stylistically inappropriate
expression in the target language. This procedure is also divided into fixed and
free modulation. Fixed modulation involves a shift that has become a standard
solution over time, frequently used and referred to in grammars and
dictionaries. Free modulation is created by the translator to fit the specific
context (s)he is working with and to achieve the desired naturalness (Vinay &
Darbelnet 1995: 31-40).

Analysis

The Elder Scrolls V: Skyrim was developed by Bethesda Game Studios
and is not simply a game but a vast, immersive open-world action RPG, taking
place in a fictional fantasy province engaged in a civil war and threatened by
the return of ancient dragons. The video game is based on the extensive lore
of the Elder Scrolls universe and features its own deities, diverse races,
magical concepts and geographical locations. As a result, the main challenge
in localization as an act of cultural mediation arises from accurately adapting
many of these specialized terms, proper names, and other lore-specific
concepts. Therefore, the quality of the transnational circulation will be
determined by whether a successful translation was achieved. To evaluate this,
I first selected key terms based on their significance for the narrative and on
their role in understanding the game’s universe, examples that appear both in
the subtitles and within the game interface (in menus, quest logs, and
dialogues). The analysis that follows focuses on evaluating the French
translation choices in relation to the English source and then justifies the
proposed Romanian equivalent.

ENGLISH FRENCH ROMANIAN

Winterhold Fortdhiver Fortul Inzapezit
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Riverwood Rivebois Codrii Raului

The Way of the Voice L'art de la Voix Taina Strigatului

The Throat of the La Gorge du monde Din Adancurile Lumii
World

Unrelenting Force Déferlement Forta Neclintita
Dismay Cri intimidant Inspaimantare

Table 1. Proposed Romanian Localization Based on English and French
Versions

“Winterhold” is the name of a northern settlement made up of two
morphemes, “winter” and “hold”. The name is meant to reflect the extreme
cold and its snowy environment, while also implying that the place is isolated
and protected against the harsh conditions. The second morpheme refers to a
fortress, a protected place (a morpheme found in “stronghold”, commonly
used to denote a fortified place as well). “Fortdhiver” in French preserves the
structure of the original: “fort” as the equivalent for “hold” and “hiver” for
“winter”. The procedure used is loan translation, as both components of the
word are translated using their direct equivalent and afterwards combined to
form a new word. The choice is appropriate as it preserves the same sense of
protection during winter. I suggested “Fortul inzipezit” for the Romanian
translation, based on modulation. It is also a compound term formed with
“fort” — a military defence structure, and “inzdpezit” — covered in snow. I
aimed to emphasize the harshness of the climate with its abundance of snow,
to render the atmosphere while also preserving the base meaning of the name.

“Riverwood” is a compound word formed by combining “river”,
which refers to a natural flowing body of water, and “wood”, which denotes a
forested area. The town of Riverwood in Skyrim is located in a wooded area
near the river, characterized by a rustic atmosphere, therefore depicting an
image of a peaceful location where a river flows through or near a forest. The
French translation “Rivebois” follows a calque translation procedure, where
“river” is adapted into the French “rive” (a river’s shore), and “wood” is
replaced with “bois”, its direct equivalent in French. This preserves the
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original meaning of the name, as well as the fluidity in sound. My Romanian
suggestion, “Codrii Raului”, which is also a compound word, is formed by
the plural form of “codru”, which refers to forests or wooded areas in
Romanian folklore, and “rau”, the equivalent of river. This translation uses
modulation and it keeps the same imagery as the English term, focusing on the
natural elements. At the same time, it adds a folkloric tone, suited to the target
culture. In Romanian culture, “codri” is a common term used in folk tales and
legends, associated with the forests in which the brave hajduks (“haiduci”)
from folktales used to live, pursuing their own quests of fighting for the
oppressed.

The fifth main quest is titled “The Way of the Voice” and it contains
the articulated noun “way”, likely referring to the player’s path towards
mastering the use of Shouts, along with the phrase “of the Voice” which refers
to the Thu’um (a magic shout in the language of dragons, also known as The
Voice). The French translation, “L’art de la Voix”, involves modulation,
shifting the focus from the idea of a spiritual path including discipline (“way”)
to that of mastering a skill (“art”), while the prepositional phrase is translated
using an equivalent (“de la voix”). By doing this, the translator emphasized
how the player must be able to master the skill of the Voice, rather than
focusing on his path to discovering this ability. However, this does not alter
the core meaning of the title and preserves the original idea. My suggestion
for the title is “Taina Strigatului”, a translation that is also based on
modulation. I replaced the word “way” with the articulated noun “taina”,
which translates into English as “mystery” or “secret”, and “Voice” with the
noun in the genitive case “Strigatului”, referring to the Shouts. Unlike the
English or French version, this change gives the title a more mystical feel,
emphasizing the secret nature of the Shout, while still preserving the original
meaning. Moreover, the word “taina” is also commonly used in Romanian
folklore.

“The Throat of the World” is the name of another major quest in the
video game, a metaphor constructed from the noun “throat”, which, in this
context, does not refer to its literal meaning, and the phrase “of the world”. In
this quest, the player climbs to the highest mountain in the game, bearing the
same name as the quest, to meet an ancient dragon who will teach him about
a powerful Thu’um. Given the fact that both the mountain and the quest share
the same name, it is worth mentioning that the mountain represents a place of
power, which is also due to its placement, right in the centre of the province
of Skyrim, a place of wisdom and a symbol of the past. In French, “La Gorge
du Monde” was rendered through a calque. The noun “gorge” is the French
equivalent of “throat”, and “du monde” is the genitive form meaning “of the
world”. In this way, the structure remains identical to that of the English
original. This choice preserves both the form and the symbolism behind the
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title of the source text. For the Romanian translation, I suggested “Din
Adéancurile Lumii”, modulating the original title into what would translate in
English as “From the Depths of the World”. The purpose for this is that I
wanted to maintain the same feeling of depth and mystery. Similar to the way
the terms “gorge”/“gorgo” were translated in French and Italian poetry as
“valtoare”, “vortex”, the term carries a denotative connotation. It suggests the
fact that something emerges from within, something powerful, as a metaphor
for the way voice flows from the throat. The Thu’'um emerges first as a
physical voice coming from the throat as a shout, and then as a force that rises
from within, carrying mystical power. Therefore, “Din Adancurile Lumii”
preserves the intended meaning, considering the context of the quest.

“Unrelenting Force” is the name of the first powerful Thu'um learned
in The Elder Scrolls V: Skyrim that blasts enemies back with a shockwave. In
Dragon Language, this shout is called “Fus Ro Dah” which is literally
translated as “Force - Balance - Push”. Each is a Word of Power, and
speaking one, two, or all three increases the shout's strength. In English, the
phrase is composed of two elements: “force”, referring to the physical impact,
and “unrelenting”, emphasizing the continuous, persistent aspect of the shout.
The French translation, “Déferlement”, according to Collins French-English
Dictionary, is translated into English as “breaking”, describing the crashing of
waves. Figuratively, it bears the meaning of as a violent outpouring taking
place suddenly. The procedure used here is modulation, as the translator used
anoun to convey the idea of unstoppable power, rather than directly translating
the two components. My Romanian suggestion is “Forta Neclintita”, a literal
translation using the direct equivalents of both terms. This preserves the core
meaning of the original, describing a strong force that remains firm and cannot
be stopped. It captures the overall essence of the shout, while also reflecting
the same idea as the Words of Power. Therefore, this translation aligns with
the fantasy register of the game and it is easily comprehensible for the
Romanian audience.

“Dismay” is a shout causing enemies to flee, inducing panic, terror, a
strong psychological effect that directly affects all enemies. As defined by
Cambridge Dictionary, the term “dismay” denotes a sudden feeling of shock
and unhappiness, a meaning that aligns with the effect of the spell. In Dragon
Language, it is called “Faas Ru Maar”, literally meaning “Fear - Run -
Terror”. The French translation “Cri intimidant” implies a shift in the point
of view, as the focus is switched from the emotional result to the cause of it
(the shout that provoked it). It directly translates in English as “Intimidating
scream”, a more descriptive term that still maintains the fantasy register. For
the Romanian version I suggested the literal translation of “Dismay”,
“Inspaimantare”, aiming to retain the original focus on the emotional effect.
Not only it preserves the psychological impact of the original term, but it also
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aligns with the equivalents of the Words of Power. I therefore consider it an
effective and appropriate choice for the Romanian players.

Results

The analysis of the French localization reveals a mix of both direct and
oblique translation procedures, specifically calques, which are helpful in
preserving the semantic structure from the original version while adapting the
term to the linguistic norms of the French language and modulation, when the
translation required a shift in the perspective in order to successfully preserve
the meaning and the impact on the reader. This proves a balance between
fidelity to the source culture and adaptation for the target audience. However,
in terms of effectiveness, the analysis revealed that the French translation often
failed to fully mediate the symbolism of metaphorical titles or idiomatic
phrases, cases in which even oblique procedures did not fully preserve the
intended meaning or stylistic effects. Consequently, localization for a
Romanian audience requires the use of more creative approaches. Given the
lack of a Romanian localization in the local game market, my approach
favours domestication, leading to a familiarization with the target audience,
which I found to be necessary in order to be able to fully integrate the game’s
fictional culture into the Romanian target culture. This choice towards
domestication can be observed in the employment of oblique procedure in the
translation of the terminology. In order to strike a balance, I use direct
procedures whenever the meaning and form of the source term allow it, while
effectively conveying the tone and the atmosphere of the original. Therefore,
I mostly rely on dynamic equivalence, considering the way Romanian players
would interpret the terminology when encountering it in the video game, since
this plays a crucial role in shaping their gaming experience. Moreover, this
approach involves the use of culturally familiar expressions and imagery that
ensures the accurate recreation of the intended effect of the source.

Conclusions

The main objectives of this paper are to examine how localization
functions as a vehicle of transnational circulation through a comparative
analysis of the strategies employed in translating The Elder Scrolls V: Skyrim
from English into French, and to use this analysis as a foundation for
proposing Romanian equivalents. This would provide an expansion of
Romanian players’ access to the video games market, ensuring more
accessibility and complete immersion.
Building on Casanova’s model, the Anglo-American video game industry,
considered the Centre, acknowledged the value of the French market and
therefore provided an official French localization, whereas the Romanian
market is considered part of the Periphery, with a limited relevance for the
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global circulation of the product. Thus, by focusing on how localization
functions as a means of connecting a peripheral area to the Centre and on the
effectiveness of the translation strategies employed, this could benefit the
game’s cultural circulation.

The findings of this study revealed that the French translators
accurately rendered the meaning from the source through a balanced use of
direct and oblique translation procedures. While in some cases the translators
chose to adopt a foreignized approach, allowing players to engage with the
source, they opted for a domesticated approach when translating metaphorical
expressions or idiomatic phrases. However, the French translation sometimes
failed to render the symbolism in a way that has an impact on the audience as
the original English version. In the proposed translated terms I attempted to
compensate for this loss, which led to a greater reliance on oblique procedures
for conveying the metaphorical meaning.

This research highlights the importance of choosing the most
appropriate strategies when adapting a video game like Skyrim for new
audiences. It can serve as a starting point for future research in the field of
game localization in Romania. After having a complete translation, its
implementation as an official localization of the video game could contribute
to the accessibility of Romanian players who may not be fluent in English or
other official game languages. The way Romanian players perceive the
localized content could be a starting point for further research, possibly done
using a survey or by conducting interviews with them. In this way, both
translators and researchers could better understand how the localization of this
video game affects their gaming experience. As the video game industry
continues to grow, publishers’ decision to adapt video games for the Romanian
market will confer it recognition and therefore lead to its integration in the
transnational flow of digital media.

While writing the present article, the authors, Luiza Caraivan and Andreea Pascu, did not use
generative Al

References

Bernal-Merino, M. A. 2017. Translation and Localisation in Video Games: Making
Entertainment Software Global. London; New York: Routledge, Taylor & Francis
Group.

Casanova, P. 2004. The World Republic of Letters. Translated by M. B. Debevoise. Cambridge,
Mass.: Harvard University Press.

Cronin, M. 2003. Translation and Globalization. London; New York: Routledge.

Fontolan, M., Malazita, J. and Pamplona da Costa, J. 2022. “Language, Identity and Games:
Discussing the Role of Players in Videogame Localization” in Game Studies. 22/3.
Available: https://gamestudies.org/2203/articles/fontolan_malazita dacosta

Fry, D. 2003. The Localization Industry Primer. Second edition. Geneva: The Localization
Industry Standards Association (LISA).

324


https://gamestudies.org/2203/articles/fontolan_malazita_dacosta

QUAESTUS MULTIDISCIPLINARY RESEARCH JOURNAL

Nida, E. A. 1964. Toward a Science of Translating: With Special Reference to Principles and
Procedures Involved in Bible Translating. Leiden; Boston: Brill.

O’Hagan, M. 2015. “Game localisation as software-mediated cultural experience: Shedding
light on the changing role of translation in intercultural communication in the digital
age” in Multilingua. 34/6.

O’Hagan, M. and Mangiron, C. 2013. Game Localization: Translating for the Global Digital
Entertainment Industry. Amsterdam; Philadelphia: John Benjamins Publishing
Company.

Perez-Gonzalez, L. 2014. Audiovisual Translation. London; New York: Routledge.

Venuti, L. 1995. The Translator’s Invisibility: A History of Translation. London; New York:
Routledge.

Vinay, J.-P. and Darbelnet, J. 1995. Comparative Stylistics of French and English: A
Methodology for Translation. Translated and edited by J. C. Sager and M.-J. Hamel.
Amsterdam: John Benjamins.

*#% Cambridge Dictionary. 2024. Cambridge University Press & Assessment. Available:
https://dictionary.cambridge.org/

*#% Collins French-English Dictionary. 2024. HarperCollins Publishers. Available:
https://www.collinsdictionary.com/dictionary/french-english/

oAk “Cris de dragon”. 2013. Nerevarine.fr. Auvailable:
https://www.nerevarine.fr/skyrim_crisdragon.php
Ak Lexique de traduction. n.d. Wiwiland. Available:

https://lagbt.wiwiland.net/index.php?title=L.a_Grande_ Bibliotheque de Tamriel:Le
xique_de_traduction

*** Romanian Game Developers Association. 2025. Romanian Video Games Industry Report
2025. Available: https://reda.ro/romanian-video-games-industry-report-2025

**%  Statista. 2025. Games —  Romania: Market  Forecast.  Available:
https://www.statista.com/outlook/amo/media/games/romania
ok The Elder Scrolls Wiki. n.d. Available:

https://elderscrolls.fandom.com/wiki/The Elder Scrolls_Wiki

Notes on the Authors

Andreea-Lavinia PASCU, MA student in Theory and Practice of Translation at the West
University of Timisoara, Romania. Email: andreeapascu26@yahoo.com

Luiza CARAIVAN, Dr. habil., is Associate Professor at the Faculty of Letters, West
University of Timisoara, Romania (Modern Languages and Literatures Department,
West University, Timisoara, Romania). She holds a PhD. in English literature. She is
the author of Writing for Business (2012) and The Rhetoric of Otherness in Post-
Apartheid South Africa (Cambridge Scholar Publishing, 2016). She has also
published numerous articles, studies and reviews in specialized journals and
volumes. Her main areas of interest are Southern African literatures, cultural studies,
gender studies and language teaching. maria.caraivan@e-uvt.ro

325


https://dictionary.cambridge.org/
https://www.collinsdictionary.com/dictionary/french-english/
https://www.nerevarine.fr/skyrim_crisdragon.php
https://lagbt.wiwiland.net/index.php?title=La_Grande_Bibliotheque_de_Tamriel:Lexique_de_traduction
https://lagbt.wiwiland.net/index.php?title=La_Grande_Bibliotheque_de_Tamriel:Lexique_de_traduction
https://rgda.ro/romanian-video-games-industry-report-2025
https://www.statista.com/outlook/amo/media/games/romania
https://elderscrolls.fandom.com/wiki/The_Elder_Scrolls_Wiki
mailto:andreeapascu26@yahoo.com

