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PE®EPAT

bopoBuk Anacrtacust BagumoBHa

Cneunuduxa nepepoaa 6e33KBUBAJIEHTHON JEKCHKHU MPH JIOKATU3ANUH
KHTACKUX KOMIbIOTEPHBIX UI'P (HA MPUMepPe raya-urpbl KOMNaHUH
HoYoverse «Genshin Impacty)

Crtpykrypa U 00béM padoThl: paboTa COCTOMT U3 BBEACHUA, JBYX IJIaB,
3aKJIOYEHMS], CIMCKA UCIIOJIb30BAHHOW JINTEPATYPHI U IIECTH IPUIIOKEHUN.

O6bém: 80 crpaHui, OCHOBHOM 00BeM — 55 CTpaHUIl, CIHCOK
HCIIOJIb30BAHHBIX UICTOYHUKOB — 52 MTO3UILMH.
KiroueBbie cJIOBA: BE3DKBUBAJIEHTHAS JJEKCHKA,

JIOKAJIN3AILIMS, KUTAMCKUE KOMIIBIOTEPHBIE UI'PHI, TAYA-UT'PHI,
GENSHIN IMPACT, HOYOVERSE.

Heas aumiaomHoil padoThbl: packpbITh cnelu(UKy (YHKIHMOHUPOBAHUS U
ajanTalyy WrpoBOM OE3’KBUBAJIEHTHOW JIEKCUKM B MHOTIOIOJIb30BATEIbCKON
onnaiin-urpe «Genshin Impact» (Ji1H#).

O0beKkT Hccaea0BaHusI. OC3’KBHUBAJIICHTHBIC JICKCMYCCKHE COUHUIIEL,
UCIIOJIb3yEMbI€ B KayeCTBE HAWUMEHOBAHHMU COJEP>KMMOTO HIPOBOTO WHBEHTApS
(MECTHBIX JMKOBHHOK W OPYXKHUSI), UMEH I'E€pOE€B W UX TUTYJOB, COACPKUMOTO
UTPOBOTO HMHTep(eiica MaHenel «TalaHTOB», «co3Be3Aui» (6 mepcoHaxei), a
Takke cymects mupa «Genshin Impact» (JE ).

IIpeamer ucciieqoBaHMsI: TIEPEBOJI UTPOBOM OE39KBHUBAJICHTHOU JICKCUKHU B
MOOUIBHOM oHmaitH-urpe «Genshin Impacty (JF ).

MeToabl MccaeJ0BaHUs: CONIOCTABUTENbHBIA METO/.

IMonyuyeHHble pe3ybTaTbl M WX HOBHU3HA. B JaHHOW paboTe ObLIO
PACKpBITO TMOHSTHE JOKAIU3ALUH, BBISIBICH P €€ OTIMYMIl OT mepeBoia; Obun
OMKCAaHbl OCHOBHBIE TPYAHOCTH aJanTalMi O€33KBUBAJICHTHON JIEKCHKH; TaKkKe
NEepPEeBO/IHAS JIEKCHMKA OblJIa COMOCTABIICHA C SA3bIKOM OpUTHHANA, Onarogaps yemy
CTaJI0 BO3MOXXHBIM CJI€JIaTh BBIBOJBI TOYHOCTH M YMECTHOCTH MEPEBOJA; ObLIU
BBISIBJIEHBI (DAKTOphI TEpPEBOJA, BIUSIOLIME Ha BOCIPUATHE TMOJIb30BATEIEM
UTPOBOT'O KOHTEHTA.

PexoMeHganuM 10 HMCHOJb30BAHMI0 Pe3yJabTATOB: MaTepHalbl U
pe3ynbTaThl UCCIETOBAHUSA MOTYT OBITh MPUMEHEHBI MPU U3YUYEHUH 0COOEHHOCTEN
JIOKaIU3alny 0€33KBUBAJICHTHBIX JIEKCUUYECKUX €IMHMII.

Ob6nacTh MNpPUMEHEHHUsI: MaTepuajbl HUCCIAEJOBAHUS  MOTYT  OBITh
MCITIOJIb30BAHbI Ui PEHICHUs] MPUKIAAHBIX 3a]1a4 JIOKAJIU3AIUK; PEeAJIoOKEHHas B
JTUTJIOMHON paboTe wuHMoOpMamuss MoXeT ObITh TMOJie3Ha TIPU HAMMCaHUU
pedepaToB, KypCOBBIX U JUIIIOMHBIX padoT.



PO®EPAT
bapasik Anacracis Bagzimayna

Croeupbigika nepakiaany 0e3dKBiBaJeHTHAM JIEKCiKi MPbI JaKaJi3aubli
KiTaliCKiX KaMII'OTAPHBIX IyJbHAY (HAa NPbIKJIa/A3e raya-ryJbHi KaMnaHii
HoYoverse «Genshin Impact»)

CrTpykrypa i ad6'ém mpanbl: mpara ckiaaaeiia 3 yBOA31H, A3BIOX YacTak,
3aKJIIOUIHHS, CIIICY BBIKAPBICTaHAM JITapaTypsl 1 IIacIli JagaTkay.

A0'ém: 80 craponak, acHOYHBI a0'éM — 55 cTapoHak, CIIC BBIKapbICTaHAN
JiTapaTypsl — 52 masisi.

KiawuaBbis CJIOBBI: BE3DOKBIBAJIEHTHAA JIEKCIKA,
JIAKAJIIBAIIBIA, KITAUCKISI KAMITIOTAPHBIS I'VJIBHI, TAUA-T'VJIBHI,
GENSHIN IMPACT, HOYOVERSE.

MbsTa nacjienaBaHHA: pacKpbilb crieubl(iKy (PyHKIbISTHABAHHS 1 aJanTalbll
TyJbHABOM O€37KBIBaJIEHTHAN JEKCIKI ¥ IIMAaTKAapbICTAIbHIIKANA aHJIAWH-TYJbHI
«Genshin Impacty» (JifH#).

AO'ekT pgacijenaBaHHsl: OC33KBIBAJICHTHBIS JICKCIUHBIS a31HKI, KIS
BBIKAPBICTOYBAOIAa ¥ sSKacll HaWMEHHSy 3MecliBa TyJbHSBOra I1HBEHTapa
(MsICLIOBBIX A31BOIITBAY 1 30p0i), IMEH reposty 1 1X ThITyJay, 3MecCIliBa I'yJIbHSBOra
IHTIpPeiicy maHansay «TajeHTay», «cy3op'ay» (6 mepcaHaxay), a Takcama 1CTOT
ceety «Genshin Impacty (J5i#).

IIpagMeT naciaenaBaHHs: nepakiaj T'yJIbHIBON O€33KBIBAJICHTHAN JIEKCIKI
Y MabGinbHaii annaiiH-rynsHi «Genshin Impact» (JE ).

MeTtaabl JaciiefaBaHHs: METaJ CyNacTayJIeHHS.

ATpbIMaHbIfl BbIHiKI i iX HaBi3Ha: y nmaa3eHail pabolie ObUIO pacKpbiTa
NaHALLE JaKaji3albll, BBISYJIEHbI LIdpar sie aApO3HEHHSY aj mepakiany; Obuii
amicaHbl ACHOYHBIS ISDKKAcll ajanTtaibli Oe33KBIBAJICHTHAW JIEKCIKi; Takcama
nepakjaaHas JIeKcika Oblla cymacTayjieHa 3 MOBail apbIriHajia, I3sKyIOUYbl yaMmy
CTaJla MardbIMbIM 3pa0ilb BHICHOBBI JakKjaJHACI 1 JapivHAcCIl nepakiaay; Obuii
BBISIYJIEHBl  (pakTapbl — mepakiany, SAKis  VIUIBIBAIOINb Ha  YCIpbIMaHHE
KapbICTAJIbHIKAM T'yJIbHABOTA KAHTIHTY.

Pakamenaanpli na BBIKAPBICTAHHI BBIHIKAY: MaTIPbIJIbI 1 BBIHIKI
JacielaBaHHsT MOTYIlb OBIIlb YXKBITHISI TPHI BHIBYYIHHI acaOJiiBaciiel Jiakasizallbli
0€332KB1BAJICHTHBIX JIEKCIYHBIX aJ31HaK.

l'ajnina npbIMSIHEHHSI: MAaT3PBISUIBl  JACJEAaBaHHS  MOTYIb  OBIlb
CKapbICTaHbI JUISI PAlIdHHS MNPBIKIAAHBIX 3a]ay JlaKaji3allbll, MparaHaBaHas ¥
JbITUIOMHAN  paborie iH¢apMalbiss MoXKa ObIllb KapbICHas TMpbl HaIiCaHHI
padepaTay, KypcaBbIX 1 JbIINIOMHBIX PadoT.



ABSTRACT
Borovik Anastasiia Vadimovna

Specifics of the translation of the equivalent-free vocabulary in the
localization of Chinese computer games (on the example of the gacha-game of
the company HoYoverse ""Genshin Impact™)

Structure and scope of the work: the work consists of an introduction, two
chapters, a conclusion, a list of references and six appendices.

Scope: 80 pages, the main volume — 55 pages, the list of references — 52
items.

Key words: NON-EQUIVALENCE VOCABULARY, LOCALIZATION,
CHINESE COMPUTER GAMES, GACHA GAMES, GENSHIN IMPACT,
HOYOVERSE.

The purpose of the research is to reveal the specifics of functioning and
adaptation of the game's equivalent-free vocabulary in the multiplayer online game
"Genshin Impact™ (J5{H#).

The object of the research is equivalent-free lexical vocabulary used as the
names of the contents of the game inventory (local specialties and weapons),
names of heroes and their titles, the contents of the game interface panels "talents",
"constellations" (6 characters), as well as creatures of the "Genshin Impact" (J 1)
world.

The subject of the research is the translation of the in-game equivalent-free
vocabulary in the mobile online game "Genshin Impact™ (J5f#).

The methods of the research: comparative method.

The results obtained and their novelty: in this work, the concept of
localization was disclosed, a number of its differences from the translation were
revealed; the main difficulties of adapting the non-equivalent vocabulary were
described; the translated vocabulary was compared with the original language, so it
was possible to draw conclusions about the accuracy and relevance of translation;
the factors of the translation that are affecting the perception of the user game
content were identified.

Recommendations for using the results: the materials and results of the
study can be applied in the study of the localization features of the non-equivalence
vocabulary.

Application field: the research materials can be used to solve applied
localization problems; the information offered in the thesis can be useful when
writing essays, term papers and theses.



