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KyabTypHas agantauusi Npu JIOKAJIU3AIUM BHIEOUTP

CraTbs NOCBSIIECHA aKTyaJIbHOW Ha CErOAHAIIHUN 1eHb TeMe SI3BIKOBOI1 JIOKanu3auy BUuaeonrp. Ha ceronHsamHmii 1eHb
B Poccun He cymiecTByeT eqMHOro craHaapTa JIOKaJIM3alud BUIACOUTP U 10 ATOM NpUYMHE CTpalacT KauecTBO MepeBoia, a ¢
HUM U YCIIEX UTPBI HA POCCUHCKOM pbIHKe. [l co31aHusl KayeCTBEHHOM JIOKaIN3aliK, KpailHe BaYKHO YUUTHIBATH HE TOJIBKO
TEXHUYCCKHE U JIMHIBHCTUYCCKHE MPOOIEMBI, HO M KyJIbTYPHBIC OCOOCHHOCTH, BIUSIOIIUE HA MMPAKTUKY JIOKAIU3aIMy Urp. B
JTAHHOW cTaThe 00CYyXKIaeTcs KyJIbTYPHOE H3MEPEHHE JIOKATU3aI[iH 1 IIEPEBOJIa BUICOUTDP. B Heil OMUCEIBaOTCS COBPEMEHHEIC
MPaKTUKH KYJIbTYPHON aTanTalliy B UTPAaX U UCCIECAYIOTCS COLHOKYIbTYPHBIE (PaKTOPBI, BIUIONINE HA JOKanu3amuo urp. Ha
psiie MpUMEPOB aHAIU3UPYETCS IMUPOKHHA CHIEKTP KyJIbTYPHOU aZaNTalliH, TAaK)KEe U3BECTHOM KaK KyJIbTYPaIU3alHs U KyJb-
TypHas JIOKaIu3alus, MPUCYIIas UTPOBO JIOKATH3ALIUH.

KuroueBble cjioBa: JTOKaIMU3aIHs, BUICOUTPHI, KyJIbTYpaIH3allis, KyJIbTypHas JTOKAIU3aNs, KyIbTypHas aJanTaus.
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Cultural adaptation in video game localization

The article is devoted to the current topic of video game localization. Today in Russia there is no single standard for the
localization of video games, and for this reason, the quality of translation and the success of the game on the Russian market
suffer. In order to produce a good quality localized version, it is crucial to take into account not only technical and linguistic
issues, but also cultural issues affecting game localization practices. This paper discusses the cultural dimension of video game
localization. It describes current cultural adaptation practices in games and explores the sociocultural factors affecting game
localization. By providing a number of examples, it analyses the wide scope of cultural adaptation, also known as culturalization

and cultural localization, inherent to game localization.
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C HeJlaBHUX MO TEPMHUH JIOKATH3ALUS CTa YIIO-
TPeOIATHCS IO OTHOIICHHUIO K TIEPEBOY U aJanTaliu
BUACOUTD U APYTHX MYJIBTUMEIUWHBIX IIPOTYKTOB, KO-
TOpbIE TaK WM MHA4Y€ OTHOCITCA K MPOrpaMMHOMY
obecrnieuennio. Jlokanuzanus BUACOUTPbl HE0OOX01MMa
JUI OCYIIECTBIICHUS IPOJaX HA JPYTUX TEPPUTOPUIX
Y BKJIIOYAET B €05 CII0XKHBIE KYJIbTYPHBIE, INHI'BUCTH-
4YecKHe, TEXHHYECKHE, IOPUANYECKHE U MapKETUHIO-
BbIE IIPOIIECCHI.

X. YeHuiep ONMCHIBAET JOKAJIU3ALUIO BUACOUTD
KaK «IIpoIiecc epeBoia Urphbl Ha JpyTHe A3bIKN». B TO
K€ BpeMsI aBTOP TOBOPHUT O TOM, 4TO JIOKATH3ALUs UTP
BKJTIOYAEeT B ce0sI MHOXKECTBO aCIEKTOB, IOMHUMO TIepe-
BOJIa TEKCTa, ayano u Buaeodaiiios [2, C. 12].

HUrpsel cocToAT U3 pa3INYHBIX ACCETOB, TAKUX KaK
BHYTPUHUIPOBON MM DKPAaHHBIN TEKCT, 3BYKOBBIE U KH-
HeMaTorpauuecKre acceThl, XYIO0)KECTBEHHBIE ac-
CeThl, PyKOBOJCTBO M ymakoBka [2, C.49]. OObr4HO
OHU COJepXKAT pa3aMyHbIE THUIBI TEKCTa, TaKUE Kak
TEKCT MEHIO, CIIPAaBOYHbIE U CUCTEMHBIE COOOIIEHNS B
MOJIb30BATENILCKOM HHTEp(erice, TEKCT CLeHapUs IS
O3BYYHBAHHS WIN CYOTHTPOB, TEKCT KOPOOKH M WH-
CTPYKIMH IO dKCIUTyaTari. HexoTopeie Urpsl, Takue
KaK aBHaCHMYJIATOPHI U CIIOPTUBHBIE UI'PBI, TAKXKE CO-
JIepKaT CHEeIHaIN3HPOBAHHYI0 TEPMHUHOJIOTHIO M TEX-
HU4YECKHUE TEKCThI. [10 3ToM nprymnHe 0KaIu3anus urp
HaXOJAUTCS HAa TIEPECEUCHHUH JIOKATU3alUU NIPOrpaMm-
HOro oOecredeHus, ayIuOBU3YalbHOTO IEpeBOJa,

TEXHHUYECKOTO ITIepPeBOJia U XYH0KECTBEHHOTO Iepe-
BoJia. XOTsl OH MMEET HEKOTOphbIe OOIIMe YepThl CO
BCEMH 3THMH BHAAMU [IEPEBO/A, OH TAKIKE SBHO OTIIH-
YaeTcs OT HUX BCEX, CTAHOBSICH CAMOCTOSTEIILHBIM HH-
TEpECHBIM NPEAMETOM H3y4YCHHs C TOYKU 3pCHUS Te-
peBojoBenenus [8, C. 195].

Jlokanm3auus Urp TECHO CBs3aHa ¢ MapKETHHIO-
BBIMH CTPaTerHMsIMH, W CYLIECTBYIOT pPa3iHYHbIC
YPOBHH JIOKaJIM3aI[MH, KOTOPbIE Pa3pabOTYMKH Omnpe-
JIEISIFOT C YYeTOM TaKuX (PaKTOpOB, Kak pa3Mep PhIHKa,
TpeOyeMble WHBECTHIMH M TOTCHIHAJIBbHBIA JI0XO
[2, C. 49]. K ypOoBHSM JTOKaTH3aI[MH OTHOCSTCS:

— Kopo0Oka u gokyMeHTamus: 3Ta CTpaTerus Jo-
KaJM3alMy BKJIIOYAaeT B ce0sl 1epeBoJl TeKCTa Ha KO-
poOKe, IepeBO PYKOBOJICTBA U [IEYaTHOW JOKYMEHTA-
uu. Yamie Bcero JaHHbBIH ypOBEHb JIOKAIN3AlUH YO~
TpebUM JUIs CTpaH, T 0XKHUIaeTCst HeOOJBIION JI0X0A
WJI /1€, UCXOJHBIN S3BIK UTPBI MIUPOKO YHOTpeOnMm;

— YacTruHast IOKaJIM3aLHsL: IEPEBO]] BHY TPUUTPO-
BOTO TekcTa (CyOTHTpBI, MHTepdeiic, onucanus) 0e3
03BYyuaHUsI Ha sA3bIK NIepeBoa. B HacTosiiee Bpems sB-
JsieTcsl Haubosiee MPEeANOYTHTEbHBIM BHIOM JIOKaJIH-
3al[1H, T.K. 3aHUMAET OTHOCUTEIILHO HEJIOJIr0e BpeMsl U
TMO3BOJISIET U3JATEIISIM COKOHOMHTD Ha JIyOJIMPOBAHUM;

— ITonHas ToKanM3ausi: NepeBo BCEro TEKCTa U
Bcex ayano(aiiios, mepeBo 1 TpaduIecKux dJIEMEHTOB
WUTPOBOTO MHpa (BBIBECKM M IUIAKAaThl, DPa3IM4HbIC
HaJIIMCH HA TEKCTypax UIphl), CO3JIaHNE TyOIHMpPOBaH-
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HOM BepcHHU Ha s3bIKe NepeBojia. JIaHHBIN BUJ JIOKAIH-
3allMU UCTIONB3yeTcs JUIS NMepeBOAa KPYMHBIX MPOEK-
TOB, OCKOJIbKY TpeOyeT 3HAUUTENbHBIX 3aTPaT CO CTO-
POHBI H3/aTeNIst ¥ OOJIBIIETO BPEMEHH Ha OCYIIECTBIIC-
HHE TyOJsiKa 1 03By4aHHs EPCOHAKEH.

I'myOuHa nokanm3amuy 3aBUCHT OT CHEUH(UKA
OIIPEZIETIEHHOTO MPOEKTa, OFOKETA, BBIICIICHHOTO Ha
npoekT u Apyrux ¢akrtopo. IlomHas nokamusamms
ynotpebuma it AAA-BHICOUTP, TO €CTh BBICOKO-
OIOKETHBIX UT'P, KOTOPBIE, KaK OXKHUIaeTcs, OyIyT Xo-
pOILIO MPOAABATHCS Ha LEIEBBIX TeppuTopuax. Yaie
BCEro IOJIHAs JIOKaJIU3alysl IpUMEeHseTcs Ui CTpaH,
rae nyOJupoBaHME SIBIsIETCS HamOoliee MpenouTH-
TenpHOM  (OpMOI  ayAMOBHM3yaJIbHOTO II€pPEeBOJa,
HanpuMmep, B0 @pannun, Uranuu, I'epmanuu u Mcena-
HUH. SIMOHCKHME Ha3BaHUs 4YacCTO MEPEBOJATCSA HA aH-
TIIMACKUM A3BIK, @ 3aTe€M aHTJMICKUN MepeBoj Hc-
MOJB3YeTCs] B KAaueCTBE OCHOBBI UI (PPaHILy3CKOM,
UTANbSIHCKOW, HEMELKON M MCHAHCKOM BEpCUN UIPHI.
Kpome Toro, usnatenu Bce yalle JIOKAIU3YHOT CBOH
OPOAYKTHl Ha JPYTHE SI3BIKHM, TaKW€ KaK MOJBCKUIA,
pycckuii u kutaiickuii [11, C. 16].

OcHOBHasi LieNb JIOKAJINW3AllUH BUAECOUTPHI CO-
CTOMT B TOM, YTOOBI CO3/1aTh JIOKAIN30BaHHYIO BEPCHIO
UTPbI, KOTOPAasi IIPOU3BOAMT TOT k& APPEKT Ha UIpo-
KOB, KaK eclii Obl 3Ta UTrpa W3HaYaJIbHO pa3padaThiBa-
nack Ha ux s3bike [7, C. 14]. YTBepxkaaeTcs, 4To u3-3a
MHTEPAKTUBHOM MPUPOIBI BUIECOUTD, UX YCIELIHAs JIO-
KaJau3alysl BEIXOJUT 3a paMKH IPOCTOro NepeBoja u
HaIpaBJIeHa Ha MAKCUMaJbHO TOYHYIO IEpeaady Hrpo-
Boro skcnupuenca [10, C. 3]. JIpyrue aBTOpBI TaKxe
HNOJYEPKUBAIOT BAXKHOCTh JIOKAIM3alUH, Kak Iepe-
Jlaqd SYMOLIMOHAJIBHOTO YPOBHA Urphl. JI. MOHTOH uc-
MOJIB3yeT BBIPAKEHHE «3MOIMOHAJbHASA JIOKaIHM3a-
U U1 0003HaUEHUS] Ka4eCTBECHHOM JIOKaM3aIiH,
KOTOpas CIIOCOOCTBYET MOTPYKEHHUIO UTPOKOB B UTPY
[9]. O. Jlenpe ucnonb3yeT BhIPaXKEHHUE «IFO0JI0THYIe-
CKasl JIOKaTU3aIis» A1 0003HaueHHs M0IX0Aa K JIO-
KaJdu3allid Urp C LENbI0 MPEJOCTaBICHHUS OAUHAKO-
BBIX WTPOBBIX OIIYIEHHH HMIPOKaM, JaXe €CIH 3TO
HOJpa3yMeBaeT M3MEHEHHE CIOKETa, CETTHHra WIN
3BYKOBOU cocrasisitoleit urpsi [6, C. 112].

Takoil B3rmsn Ha JIOKAIM3AIMIO OOecreyrBaeT
HNIMPOKKE BO3MOXKHOCTH AN ajanrtanuu. Jlokanusa-
TOPBI U3MEHSIOT HE TOJBKO TEKCTOBBIE aCCETHI BUIEO-
UTPHI, HO U TpadiuecKue, 3ByKOBbIe acceThl. B Heko-
TOPBIX CIIy4asix BO3MOKHO U3BMEHEHUE CaMOU UTPOBOU
MexaHuku. Bcé 3To memaercs mis TOro, 4ToObI JIOKa-
JM30BaHHAsI BEPCHA HWTPHI COOTBETCTBOBAJIA OXKHIa-
HUSIM LEJIEBOTO UTPOKa U B PE3yJIbTaTe XOPOLIO Mpo-
JlaBaach.

W3-3a HeynauHOW JOKaIM3allUd UTPOKY MOXKET
MOKa3aThCs, YTO pa3paboTyMKa WIIM W3AATENs Majo
UHTEpEeCYyeT LeIEeBON UTPOK, YTO MOXKET HEIraTUBHO OT-
pa3suTbCs Ha NPOJaXKax JIOKAIU30BaHHON BEPCUU UIPEI
U pemyTanuy pa3paboTyrKa UiIH N3IaTews.

Bompoc kynbTypHOH ajzanTanuu WIpbl J1OCTa-
TOYHO CJIOKEH M3-3a TPAaHCHAIIMOHAJIHHOTO XapaKTepa
MHOTHX MTPOBBIX KOMIIAHUH, a TAKXKE CTaTyca Urp Kak
AJIEMEHTOB TJI00ANBHONW MOM-KynbTypsl. CTeneHsb

*

KyJIbTypHOI ajantanuy MOXXeT BApbUPOBATHCS B 3aBH-
CHMOCTH OT jkaHpa Urpbl. Kak npaBuiio, HauMeHbIIeH
aJlanTanyy TpeOyIOT CIIOPTUBHBIE UTPBI, TOJIOBOJIOMKH
U 1aTopMepsl, TaK KaKk OHH HE COJEPKaT OOJIBIIOTO
KOJIMYECTBA TEKCTA. J[pyTue KaHpbI, TAKHE KaK My3bl-
KaJIbHBIH, pa3paboTaHbl ¢ yI€TOM HHTEpHAMOHAIN3a-
K. B HUX CTpyKTypa M MeXaHWKa MIPBl OCTAOTCS
MPEXHUMH, a COJACP)KaHIE 3aMEHSETCSI B KaXKIOH JI0-
KaJm30BaHHON Bepcuu. Tak, cepus murp SingStar co-
CTOMT M3 Pa3JIMuHBIX BEPCHH, NpeIHa3HAUYCHHBIX JUIs
pasHBIX TEpPPUTOPHH, Kak, Hampumep, SingStar
Mecano (2009 r.) B Ucnanuu, SingStar Deutsch Rock
Pop (2006 1.) B I'epmanun u SingStar Italian Greatest
Hits (2008 r.) B Utanuu [8, C. 195].

[ToBecTBOBaTENBHBIE UIPBHI, TAKUE KaK IPHKIIIO-
YEHYECKHE UTPBI M POJICBBIC WIPHI, HACHIMCHBI TEK-
CTOM Hu OOBIYHO TpeOyroT Ooiiee BBHICOKOH CTETIeHU
ajanTanuy. OTO CBA3aHO C TEM, YTO JJaHHBIC WIPHI B
OoutbIneil MITM MEHBIIIEH CTETIEHH OTPAXKAIOT IIEHHOCTH
1 yO@XKICHU JTI0JICH, KOTOPBIE UX CO3AAIO0T.

CrerieHp alalTalliy UTPBI ¢ yIETOM KYJIBTYPHBIX
0COOSHHOCTE! U HHTEPECOB LIEJICBOM ayAUTOPHUH 3aBU-
CHT OT XaHpa Urpsl, 00l CTpaTeruy nepeBoaa u ca-
MOM IeNIeBOM ayTUTOpHUU. DTOT MPOLECC Ha3bIBAeTCS
KyJIbTypHas  JIOKalu3alusi ¥  KyJbTypanu3aius
[3, C. 2]. Anmanranusi Takoro THIAa MOXET MPOUCXO-
JUTh Ha MHKPO M Ha MakpoypoBHE. MHKpOypOBEHb
BKJIIOYAET B ce0sI alalTaliio TEKCTa, B TO BPEMs Kak
Ha MaKpOypOBHE JIOKAJIM3aTOPBl aJaNnTHPYIOT BU3Y-
IBHYIO COCTABIIAIOIIYIO HI'PBI, MY3bIKY HJIH UTPOBYIO
mexanuky [11, C. 215].

KynbrypHas amantanus siBiseTcs BaKHOH da-
CTBIO TIpOIlecca JIOKAIM3AMKA U MOXET MOBJIMATH Ha
BOCIPUSTHE LEJICBBIM UIPOKOM MI'POBOTO IPOIIEcca U
norpyxeHue B urpy. Hamuume B urpe KyJabTypHBIX
0COOCHHOCTE WJIM KOHTEHTa, HEMOHSATHOTO WIN
OCKOpPOUTEIBHOTO JUIS 11€JI€BOT0 UTPOKaA, MOKET OTPH-
LATeNBHO TMOBJHATh Ha BOCIPHUATHE MIPBI U €€ mpo-
JlaKW Ha TaHHOW Teppuropuu. [lockosbKy pazpabor-
YUKH HE MOTYT OBITh 3HAKOMBI C KYJbTYpOH Bceit
CTpaH, B KOTOPBIX OyJeT n3aaHa urpa, pojb MepeBo-
YHKOB KaK KyJbTYypPHBIX ITOCPEJHUKOB UMEET PelIlalo-
iee 3HAY€HWE IPH JIOKAIM3ALMH WIPBI, TTOCKOJIBKY
OHHU MOTYT OOHapy>KHBaTh KyJIbTypHbIE 3JIEMEHTHI, KO-
TOpbIE MOTYT OBITh HETOHSTHBI 1IEJIEBOMY HIPOKY, H
a/IaliTUPOBATh UX ISl TAHHOW TEPPUTOPHH.

Cy1iecTByeT HECKOJIBKO COLIMOKYJIbTYPHBIX (hak-
TOPOB, BIMSIONIMX HA JIOKAJIU3ALHUIO U BOCIPHATHE
Wrpbl Ha omnpenenéHHou Tepputopuu. B uaeane, Bo-
MPOCHI COLMOKYJIBTYPHBIX (DAKTOPOB AOJKHBI ITPUHH-
MaThCsl BO BHUMaHHE Ha dTare pa3paboTKU UTPBI, Of1-
HAaKO Yallle BCEro KyJbTypHas aJalTaus IPOUCXOJUT
B TIpoliecce Jokanu3anuu. Cpeau Takux (GakTopoB:

— KyJIBTYPHBIC LIEHHOCTH;

— JIMHIBUCTHYECKAs! BADHAHTHOCTD;

— BO3pACTHBIC PEHTUHTH, LIEH3YyPa;

— UIPOBasi KYJIbTYpa CTPAHBI.

Wrpoku pasHbIX CTpaH UMEIOT pa3HbIe KYyJbTYp-
HbIE IIEHHOCTH, 3aBHCSIIHE OT UX MCTOPHH, TPAIAULIHH,
MPUBBIYEK, PEIUTHO3HBIX W MOPAIIbHBIX IIEHHOCTEH.
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Taxke oIMYaroTCs BaJlt0Ta, CAMBOJIBIL. Tak, Hanpumep,
B JIOKQJIM30BaHHBIX BEPCHSX  SIMOHCKOM  WIPBI
Tomodachi Life (2013) iteny 3ameHmm Ha qomiap uis
CIIA u Ha eBpo s cTpad EBpombl, a TpaauIoHHEIE
ANOHCKHE OITF0/1a, TAKNE KaK OHUTHPH, CyIl MHCO, JIaIlIIa
coba 3amMeHWIM Ha HauOosiee MPHUBBIYHBIC IS 3araj-
HBIX CTpaH pararyi, j1o0cTep, pbIOHbIC AJIOYKHU U T.]I.

Korna xyibTypHO-cenuduyeckue 3JIeMEHTHI
HETIOHSATHBl WM OCKOPOWTEBbHBI JUIS LIEJEBOTO HWI-
pOKa, pEKOMEHIYeTCsl U3MEHITh U a/IallTUPOBATh HX,
CTpeMsCh TOOUTHCS Takoro ke d((dexra Ha MeITeBhIX
UTPOKOB, KaK ¥ OpuruHai. KynpTypHbIE OTCBIIKH, KO-
TOPBIE MOTYT OBITH OCKOPOHWTEIBHBIMHU JUIS IIEIIEBOTO
UTPOKa, CKOpEe BCETO, OKaKyT HETAaTUBHOE BIIMSHHE
Ha BOCTIPHATHE WIPHI WIN Jake NPUBELYT K odurm-
QIPHOMY 3alpeTy, KaK CIy4wIock ¢ (aiTuHrom
Kakuto Chojin: Back Alley Brutal (2002), koTopsiii
OBLI 3ampeleH B MyCyIbMaHCKUX CTPaHaX, TOCKOIBKY
coJiepKall 3ByKOBYIO JOPOXKKY C BOKAJbHBIM NEHHEM
HekoTopbix cTuxoB Kopana [4, C. 27].

IOmop Taxoke 3aBucHT OT KynbTypbl. LlyTkH, oc-
HOBaHHBIE Ha UTPe CJIOB MM KanamOypax, 4acTto HeoO-
XOZMMO TIEPENHCHIBATh 3aHOBO, YTOOBI JOOUTHCS JKe-
nmaemoro 3¢ dekra Ha meneBsIX UrpokoB. Ecimu romop
BBIPAXXEH BHU3YaJbHO, pa3pabOTUNKN MOTYT H3MEHHUTh
BU3YaIbHBII 3JIEMEHT WIPBI, YTOOBI CHIENaTh LIyTKY
MOAXOISIIEH ISl EeNeBbIX WIpokoB. Hampumep, B
anoHckod urpe «Mario & Luigi: Partners in Time»
(2005) ecTb cuieHa, TUIIMYHAS IS SITOHCKON KOMEINU
(apca, rae ¢ mMoToiKa Ha MEPCOHAXKA MAAECT KOPBITO,
U MEepCOHAX TepsieT co3HaHue. llepeBogUnKN MOCUH-
TaJld, YTO 3Ta MOBTOPSIOLIASACS B SIITOHCKOW BEPCUH
UrpBI IIyTKa He OyeT noHsta urpokamu u3 CLIA, mo-
3TOMY B CEBEpPOaMEPUKAaHCKOH BEPCHH KOPHITO OBLIO
3aMEHEHO Ha Benpo [12].

TeppuropuanbHble TpeOOBaHUS, TaKHe KaK BO-
MpOCkl OpeHIMHTa, MECTHOE 3aKOHOJATEeNILCTBO, LICH-
3ypa ¥ pa3JINuHble PEHTHHTOBBIE CHCTEMBI, MOT'YT I10-
BIMATh Ha JIOKAJIW3alMI0 WIPhl. PelTHHrOBBIE CH-
crembl, Takue kak PEGI (Pan European Game
Information) B EBpome u ESRB (Entertainment
Software Rating Board) B CeBepHroii AMepuke, sBIs-
I0TCSI HEroCyIapCTBEHHBIMU OPTaHU3aLUsIMU, COCTOSI-
IIMMHU U3 pa3pabOTINKOB, H3aTeNe U TUCTPUOBIOTO-
POB HI'p, CO3JIAaHHBIX AJIsl OLIEHKH BO3PACTHBIX OIPaHU-
YeHU Urp 1 MHPOPMUPOBAHUIO O IOTpeOuTeNeit o co-
Jiep>KaHUHM TIPOJIYKTa TIPH ITOMOIIH KPaTKUX OIMCaHNH,
KOTOpBIE IPEYIIPEXIAI0T O HBHOPMATHBHOM JIEKCHKE,
HacWIMM ¥ TOMY 1000HOM. PasHble cTpaHbBl HMEIOT
pa3HbIe IEHHOCTH U MOPAJIbHBIE CTaHIAPTHI, KOTOPHIC
OTpa)XaroTCsl B UCIIOJIb3YEMON UMM CHUCTEME PEHTHH-
TOB. DJIE€MEHTHI UTPHI, KOTOPBIE OBUIH OBl IPHEMIIEMBI
B OJIHOH KYyJIbTYp€, MOTYT OBbITh OCKOPOHUTENIBHBI ISt
npyroi. Takum oOpa3oM, peHTHHT MEHSIETCS B 3aBUCH-
MOCTH OT CTPaHBbI, B KOTOPBIH BBIITYCKaeTCs Urpa. ITo
JIaéT M3IaTesIM BO3MOKHOCTD COXPAHNUTH KaK MOKHO
GoJiee MMPOKYIO LIENIEBYIO ayAUTOPHUIO JJISI JIOKAIN30-
BAaHHOW BEPCHHU MIPHI.

+

I'epmanns, ABctpanus, Hosas 3emanaus n Ku-
Tall — HEKOTOPBIE M3 CTPaH C HAaHOOJIee CTPOTMM KOH-
TPOJIEM U LIEH3Y POl coniepkanus Bueourp. Hemeuxas
opraam3anust  Unterhaltungssoftware Selbstkontrolle
(USK) paccmatpuBaeT Urpsl Ha MIPEAMET COISPKAHUS
HacUJIMsI, KpPOBH, HEHOPMAaTUBHOM JIEKCUKU WUIH
HanucTckoi cumBoiuku [2. C. 32]. Yacto mpu mpo-
XOXIEHHUH KOHTPOJIS 4acTh COAEPKaHUs UIPhI peaak-
TUpyeTcs UM BbIpe3aeTcs. Hampumep, B nokanuzo-
BAaHHOM HEMELKOW Bepcuu OHJIAUH-Urpel Team
Fortress 2 (2007 r.) 0TCYTCTBYIOT H300pakeHUS KPOBH
n yBeunil. B Kurtae Takxke AeicTBYIOT CTpOrHMil KOH-
TPOJIb BUJICOUTD M 3aIPEIleH JI000I KOHTEHT, «yIpo-
JKAIOUINN €AWHCTBY, CYBEPEHUTETY U TEPPUTOpPHAIb-
HOW 1enocTHOCTH Tocynapcta» [13, C. 48]. Hampu-
Mep, B Kurae OpLa 3anperneHa simoHckas urpa Animal
Crossing New horizons (2020 r.) u3-3a BO3MOXHOCTH
pa3MelleHs B UTpe MOJb30BaTEIbCKUX HAIMHUCEH U
pucyHKoB. HekoTopble UTPOKH BOCIIONb30BAINCH 1aH-
HOH BO3MOXXHOCTBIO, YTOOBI Pa3MECTHTh MOJIUTHYE-
CKHE JIO3yHTH, a IOTOM PaclpOCTPaHMIN CKPUHIIOTHI
B COLIMAJIBHBIX CETSAX U MECCEH/KepaxX CTPaHbl, TAKUM
00pa3oM BBIpaxasi HEAOBOIBCTBO BIACTHIO.

Eme ogHNM IOpHIMYECKAM U TEPPUTOPHAIBHBIM
TpeboBaHNEM, BIMAIOIINM Ha JIOKAJIM3ALUIO UI'D, SIBIIS-
eTcs nuneH3upoBanne. OCOOCHHO 3TO KacaeTcsl Urp,
MpUHAJICKAINX TpaHCMEIUHHEIM (paHImn3am, rae
0KMJAETCsl, YTO BCE MPOAYKTHI OAHOU (hpaHIIU3bI, HO
MIpHUHAAJIeKAIIKE Pa3HBIM BUAAM MyJIbTUMeHa, OyIyT
COTJIACOBAHHBIMU C TOYKH 3PEHUS CIO’KETa, BHELTHETO
BUJA ¥ TepMUHOJIOruU. OOBIYHO 3TO KacaeTcsi Urp, oc-
HOBAaHHBIX Ha KHUTaX M (pUIbMax, TAKUX Kak «Bmacte-
quH xoseny unu «'appu IloTTep», rae nepeBogUUKU
JIOJDKHBI JTOCKOHAJIBHO 3HAaTh MCXOJHBIA MPOIYKT,
YTOOBI MX TTEPEBO/] COTIACOBBIBAJICS C HUM U OTIPAB/IbI-
Baxn oxxupanus ¢anaros. [1, C. 244]. B ciygae Bapu-
AQHTHOCTH SI3BIKOB ITPO0JIEMa YCIOKHSIETCS, TOCKOIBKY
BUJICONTPA JOJDKHA COOTBETCTBOBATH YCTAHOBHB-
IIeiics TEPMUHOJIOTHN U CIOXKETY JJIsl BCEX PErMOHOB,
BEPCHUHU KOTOPBIX YaCTO pa3NnyaroTcs. Taxue BOpocs
HEOOXOIMMO TIIATEIBHO YUYHTHIBATh IPHU JIOKAJIH3a-
IIUH UT'P, TIOCKOJIBKY BO3MOXKHOCTH aJalTalluy CTaHO-
BATCs 00Jiee OTpaHNYEHHBIMU.

Wrpoku Ha pa3HBIX TEPPUTOPUSIX MUMEIOT Pa3HYIO
UTPOBYIO KYJbTYpPY M pa3Hble TpeOOBaHUs, KOTOpPHIC
YUUTBIBAIOTCSI MapKETHHTOBBIM OTAEJIOM JUIS OLEHKH
eTIeCO00Pa3HOCTH JIOKAJIM3alMi TPOAYKTa Ha 3THX
TEPPUTOPUSAX U NPUHITUU PELICHUS O CTENEHU €ro
aJlanTalyH K 1IeJIeBO KyJbType. 3HaHHe 0COOCHHOCTEH
LIEJIEBOTO PhIHKA ¥ HanOoJ1ee MOITyJISIPHBIX Ha HEM >KaH-
POB TIO3BOJISIET OIICHUTD YCIIEX UIPHI Ha JaHHOH Teppu-
TOPHH M ONPENEUTh HEOOXOJUMYIO CTETIeHb a/IamTa-
IIUH K 1IeTIeBoit KypType. Hanprmvep, B SIimornn Hanbo-
Jiee TOMYJAPHBIMU JKaHPAMHU SIBIISIIOTCS CHMYJISITOPHI,
CTpaTeryy, PoJIeBbIE UTPhI U MPUKIIFOUEHYECKHUE HIPHI C
TIIATETIFHO MPOJYMaHHBIM IIOBECTBOBAaHHEM, B TO
BpeMsl kKak B CeBepHON AMEpHUKE UTPOKU MPEATOUH-
TalOT CIIOPTHBHBIE UIPBI, SKIIH-UIPBI U OIyTEPHI [5].
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KpOMe TOTO0, CYIIECTBYIOT JKAaHPbI, KOTOPLIC AﬂaHTaHI/IH KYJbTYPHOT'O COACPKaAHUA Takoi HI'PBI HC
MPaKTUYCCKU 3aBUCAT OT KYJIbTYPbI, TAKUC KaK CUMY- SABJIACTCA HCH60006pa3HOﬁ.
JIATOPBI CBUJIAHUM U BU3YaJIbHBIC POMaHbI, KOTOPLIC Takum 06pa30M, THIATCNIBHBIA aHaAIU3 KYyJbTYp-

HACBHIILEHBl TEKCTOM, MpPEANoaraloT MHUHHUMAJIBHBIH ~ HOTO acHeKTa MIPhI, BKJIIOYas KaK TEKCTOBBIC, TaK U
UTPOBOM MpOLECC W HCHOIB3YIOT IpaduKy B CTHIE  BHETEKCTOBBIC (hAKTOPHI, MOXKET IOMOYb KOMAHIE JIO-
aHuMe. DTH KaHPHI OYCHb NOMYJSIPHBI B SIMOHMN, HO ~ KanM3aliy OINpPEAEINTh, B KAaKOH CTENEHHW OJDKHA

He B CeBepHoit AMepuke u EBporre. IIPOUCXOUTh KYyJNbTypHU3alMsl BUACOUTpHI. Pa3Hble

[Ipn pabote ¢ KynbTYpHBIM COIAECP)KaHHEM WTPBl  HIPBI TPEOYIOT pa3HbIX CTPATETHH IEPEBOA, B 3aBUCH-
TMIOJTHAs! a/laNTalys K KyJIbType U IEPENHCBIBAHIE OPH-  MOCTH OT UX XaHpa U MPeAIoIaraeMo [eJIeBOH ay iu-
THHAJILHOM UTPHI HEe BCeraa HeOOXOMMMEI U 1ienecood-  topuu. MccienoBanusi mepeBofa MOTYT CIOCOOCTBO-
pa3Hbl. MlHOTa KyJIBTYpHBIE 3JIEMEHTHl MOTYT OCTa-  BaTh Oosiee 3(PEKTUBHOMY M CHCTEMaTHYeCKOMY aHa-
BaThCsl HETPOHYTHIMU B JIOKAJU30BAHHBIX BEPCUAX,  JIU3Y KyJIbTYpHOTO COAEPIKAHUS UTP C BCECTOPOHHUM
€CITM OHH HE CO3/1al0T IPO0JIeM C IIOHNMAaHUEM y IleJie-  0030pOM COBPEMEHHBIX METOOB KYJIBTYPHOMH ajanra-

BOro urpoka. Ecnu gelicTBue WUIpbl NPOUCXOAMT B IIMM, UCIOJIB3YEMBIX MPH JIOKAINU3ALUN UrP. DTO AACT

SIlnoHun, Urpoky ciemyeT OKUAaTh HalW4YMe B HEll  IpeacTaBIeHHE O TOM, Kakas CTpaTerus nepeBoja siB-

KyJIbTypHBIX OCOOCHHOCTEH CTpaHbl M €€ KOJOPUT.  JIIeTCsl HauOoJjee IMOAXOMAAIIEH Ul Pa3HBIX UTPOBBIX
JKaHPOB.
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