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Abstract

This thesis examines the challenges and benefits of Al-assisted translation tools on game
localization processes. The research was conducted with a qualitative method. Three
different sources were used to collect data: expert interviews, comparative translation
samples, and observations and field notes. The data obtained from these sources were
evaluated with thematic analysis method. This analysis was made with MAXQDA software,
and the theme outputs were taken from this software. According to the findings, the most
important advantages of Al-assisted translation tools include (1) saving time in technical,
short and repetitive content, (2) ensuring terminological consistency in short texts, (3)
increasing productivity and (4) effective hybrid models integrated into translation processes.
However, some limitations of these tools are also noteworthy. Participants stated that Al is
still inadequate, especially in creative content such as narrative, context-based and cultural
texts. The main disadvantages include (1) lack of context and cultural adaptation, (2)
inability to reflect emotional tone in creative texts, (3) inconsistency throughout the dense
texts, and (4) decrease in human-oriented work. This study draws attention to the importance
of hybrid models where artificial intelligence and human translators work together. It also
shows that human-centered decisions will continue to be as decisive as technological

developments in localization processes in the future.
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1 Introduction

In the 21st century, as artificial intelligence has begun to be integrated into almost every
sector and field, global content production and distribution have started to become faster
than ever. This transformation has also directly affected the digital game industry; mobile
games in particular have turned into massive products, reaching millions of users on a global
scale. In order to reach players from different geographies, cultures and languages, these
games need to be adapted not only technically but also culturally and linguistically. At this
point, localization has become one of the most critical building blocks of the game industry

(Chandler & Deming, 2012).

Game localization covers more than a basic translation process. It is also a multi-layered and
complex application that aims to provide user experience that is compatible with the cultural
codes of the target audience (Bernal-Merino, 2014). Elements such as text density, humor,
context, creative content, dialogues and user interface require direct cultural adaptation and
meaning transfer. O’Hagan and Ashworth stated that this process is no longer just a linguistic
transformation. It is rather a technical, marketing and experience-based transformation.
Therefore, localization has become an interdisciplinary application that goes far beyond

traditional translation activities (O’Hagan & Ashworth, 2002).

The incorporation of Al technologies into localization processes has caused some
controversy. Although these tools seem to provide many advantages in the translation
process such as time-savings and reduced costs, human intervention in the process is still
needed. It is important for more context-based texts such as creative content, cultural
elements and emotional tones (Jiang & Lu, 2021). Especially in dynamic and interactive
content such as video and mobile games, the questions of which areas these tools are
functional, in which content types they fall short, and how they cooperate with human
translators become even more important. In addition, organizational effects such as how
human translators interact with these tools, how workflows are reshaped, and how job

descriptions are transformed are also important dimensions to consider.

Recent studies show that artificial intelligence technologies are used in different ways in
game localization processes. Zhou emphasizes that game localization is not limited to

translation. According to him, this process includes different elements such as translation,
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voice-over, interface adjustments, quality control, market launch, and administrative
processes. Especially in projects developed with the "simship" (simultaneous release)
approach, the localization team works in parallel with the development team, and many
decisions regarding the game content are made simultaneously. In this respect, he states that

it covers a much broader understanding of work than translation (Zhou, 2011).

Regarding the use of Al tools in the translation process, Jiang, Zhang, and Xi develop a
system that can automatically detect errors in translation. Particularly in technical terms and
consistency error detection, this system demonstrates over 90% success (Jiang, Zhang & Xi,
2024). This shows that Al-assisted tools can be effective in structured, repetitive, and
technical content. However, this study does not specifically focus on complex error patterns
in linguistic and cultural contexts such as game localization. At this point, this research aims
to fill this gap. It examines how context-based, narrative content and culturally sensitive
game texts, not just technical translation outputs, are processed with Al tools. It reveals the
limitations of Al tools, especially in areas such as character dialogues, humorous lines, and

user interface texts, and opens up the role of human intervention.

Pirrone and D’Ulizia conduct a systematic review of previous research on the localization
of software and games in a different study. Their research indicates that localization needs
cultural and structural adaptations in addition to language translation. Different game genres,
narratives, and user interfaces can be adapted differently in each market (Pirrone & D’Ulizia,
2024). Therefore, the game localization process should be planned flexibly according to the

content and target audience. In other words, it should not focus on one method.

This study aims to fill these gaps in the literature and provide applicable data at the sectoral
level. It analyzes Al transformation with its advantages and disadvantages and possible
future collaboration models through a real example. It is based on a case study conducted in
an international game development company based in China. The participating company and
the project under study are anonymized in accordance with ethical confidentiality
agreements and institutional requests. The focus of the research is the localization process
of a mobile strategy game developed by the case study company that reaches millions of
players worldwide. As an industry professional who has been actively working in the game
industry, the researcher has had the opportunity to observe both the period before the
integration of Al tools into this process and the transformations after the integration from

the inside.
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1.1 Problem Statement

Al tools offer significant advantages in the localization process such as speed, reduced costs,
and textual consistency. However, in a culturally and contextually sensitive area such as
game localization, the adequacy and credibility of these tools are debatable. It is unclear how
successful Al translations are, especially in some translation content such as narrative texts,

humorous expressions, cultural references, and user interfaces.

In addition, the work and role of localization specialists are changing with these
technologies. They no longer translate directly; instead, they edit machine translations, check
quality, and manage terminology. This directly affects their job descriptions, working
methods, and expectations of quality in the industry. Although this transformation has
mostly been addressed in the theoretical framework in the literature, qualitative field
research supported by practice-based examples is quite limited. In this context, there is a
need to examine in detail the integration of Al tools into localization processes through a

real game project.

1.2 Research Questions

This research seeks answers to the following key questions:

1. What are the advantages of Al-assisted translation tools in game localization

processes?

2. What are the disadvantages of Al-assisted translation tools in game localization

processes?
3. Is human intervention necessary to edit the Al-assisted translation tool outputs?

4. How do human translators and Al tools work together? How does this collaborative

process impact translation?
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1.3 Research Objectives

The objectives of this study are structured as follows in line with the research questions:

e Examine the advantages of Al tools in game localization. In particular, evaluate their
contributions such as speed, time-saving, terminology consistency, and translation of

large volumes of content.
e Identify the disadvantages and challenges of these tools and where they fall short.

e Investigate whether human intervention is necessary or not to edit the Al-assisted

tool outputs.

e Analyze the collaboration between human translators and Al tools. Examine how

these two elements can work together in a hybrid model.

e Evaluate the effects and outcomes of Al tools on team structure, workflow, and task

distribution.

1.4 Scope and Limitations

This research was conducted in an international game company based in China. The name
of the company and the project are kept confidential in line with ethical rules and institutional
requests. Therefore, some confidentiality measures were applied. The research is based on
interviews with professionals working in the company’s localization and IT departments,
translation samples and the researcher’s observations and field notes. Although the findings
are limited to this context, they are representative in terms of understanding trends in the

mobile game industry in general.

This study has some other limitations. First of all, the interviews were conducted in only one
specific company. Therefore, the findings from this study cannot be directly generalized to
different companies or projects. In addition, since Al systems are constantly evolving, the
results of this study may lose their validity over time. Finally, the participants’ comments
may be subjective because they are based on their own experiences. This may limit the

validity of the research results for larger samples.
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1.5 Research Contribution

This thesis examines the effects of Al-assisted translation tools on game localization through
a case study. The chosen case is a text-intensive mobile strategy game that has been launched
onto the international market and has been translated into over 12 languages. The study
clearly demonstrates which text types of these tools are useful for and which ones they are

inadequate for. In this respect, it analyzes many assumptions in literature with real data.

The first research question addressed in this thesis asks which content types of Al tools
effective and which ones are unsuccessful in game localization processes. The answer to this
question is directly related to Hans Vermeer’s Skopos Theory. It is accepted that the
translation process requires different strategies depending on its purpose (Vermeer, 1989).
In this context, the thesis findings showed that Al can be sufficient in technical content, but
human intervention is needed in content that includes narrative, humor and cultural
references. Thus, this study offers a new and practical contribution to the subject of

translation strategy selection according to content type.

The second research question examines the success of Al in understanding context, cultural
adaptation, and conveying emotional tone. The answers to this question are based on Eugene
Nida’s Dynamic Equivalence Theory. The findings revealed that Al tools can make accurate
translations at a draft level, but they cannot accurately convey meaning and impact to the
target culture. This confirms Nida’s approach, which argues that equivalence is required not
only at the word level but also at the effect level in translation (Nida, 1964; Nida & Taber,
1969).

The third research question addresses how collaboration develops between human
translators and Al systems. In this context, the study is based on O’Hagan & Ashworth’s
approaches to translation and localization in the digital age. The findings showed that Al is
used as an assistive tool and human translators edit these outputs. This revealed that
translation is no longer just an individual production, but a process based on human-machine
collaboration. In this respect, the study makes an important practical contribution to
literature by showing the application of hybrid models in the field (O’Hagan & Ashworth,
2002).
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The fourth research question asks about the impact of the integration of Al tools on
localization team structures and job descriptions. The findings showed that Al systems are
inadequate in conveying cultural nuances, emotional tone and contextual meaning. This
situation causes translators to increasingly be positioned in the role of editors or
proofreaders. As Pym emphasizes, translators are cultural mediators, and they not only
transmit meaning but also produce and shape it (Pym, 2010). This study makes an important
contribution to the literature by showing, through case study data, how the limitations of

technological tools transform translator identity.

The fifth research question centers on whether Al-assisted tools can replace human
translators or whether hybrid models based on human-machine collaboration are more
sustainable. The findings of the study clearly showed that these systems provide time and
cost advantages in some types of content, but they are not at a level where they can undertake
the entire translation process. It is seen that Al tools still need human expertise, especially
in texts that require contextual sensitivity and depth of meaning. The study conducted by
Moneus and Sahari supports this situation. The researchers stated that Al-assisted translation
tools can make the process easier in technical texts. The researchers stated that Al tools can
facilitate technical translation processes. However, they emphasized that these tools cannot
replace human translators. This situation is also valid for the creative contents discussed in
this thesis. Especially in creative texts, a truly high-quality translation output cannot be
expected from Al. As stated in the study by Moneus and Sahari, the contribution of Al is not
considered as “full translation” but as “auxiliary support”. In this context, the contribution
of this thesis is as follows: It reveals the limits of Al tools through concrete examples from
sectoral applications and shows why hybrid models are necessary both theoretically and

practically (Moneus & Sahari, 2024).

As a result, this thesis analyzes not only the translation performance of Al-assisted
translation tools but also their impact on translator identity and role as a profession, team
structure, and content production. The thesis relates translation theories to data obtained
from the field, showing how theoretical approaches find their counterparts in current digital
translation practices. The “hybrid model” concept, which is often discussed at a theoretical
level in the literature, is concretized in this study through a real case. Thus, a new and applied

perspective is presented that evaluates the limitations and potential of translation
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technologies together and explains why sustainable models based on human-machine

collaboration are necessary.

1.6 Research Definition

Game Localization: Game localization is the process of making a video or mobile game
suitable for the target market not only in terms of translation but also in cultural, technical,
visual and user experience aspects. This process includes many stages such as translation,
user interface adaptations, cultural reproduction of humor and narrative elements (O’Hagan

& Mangiron, 2013).

Al-assisted Translation: Al-assisted translation is the integration of artificial intelligence
technologies, especially systems that use machine learning and artificial neural networks,
into the translation process. These tools generally produce the first draft, then translators edit

those drafts according to the context and cultural needs (Moneus & Sahari, 2024).

Human—AI Collaboration: This concept refers to the hybrid operation in which Al systems
and human translators work together in the translation process. Al-assisted systems produce
more effective results when used together with human expertise. This collaboration not only
supports decision-making processes but also creates hybrid value resulting from the

combination of human intuition and technological speed (Mandvikar & Dave, 2023).

Post-editing: Post-editing is the process of correcting machine-translated text by a human
translator. Grammatical errors, semantic shifts, and cultural incompatibilities are eliminated
at this stage. Especially in creative and narrative-based content, this process does not only

mean editing, but often almost rewriting the text (O’Hagan & Mangiron, 2013).
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2 Literature Review

The main purpose of this study is to examine the effects of Al-assisted translation tools on
the localization of video and mobile games from different perspectives. These tools, which
have developed rapidly in recent years and have become widely used in the localization field,
attract attention with both their advantages and some limitations. In this context, the research
evaluates how Al technologies are integrated into game localization processes and the effects
of this integration on translation quality, cultural adaptation and user experience. In addition,
the benefits of Al tools compared to traditional translation methods such as speed, cost
advantage and consistency, as well as their weaknesses, such as lack of understanding of
context, ignoring cultural elements and inability to convey emotion, will be discussed in
detail. One of the main important points of the research is how Al tools can be used in
collaboration with human translators. In the study section of this research, the localization
process of a mobile game, which reaches millions of users worldwide, will be taken as an
example to reveal how Al technologies are used in practice, what problems are encountered
and what kind of solutions are developed for these problems. Thus, this research will not
only provide a theoretical evaluation but also aims to contribute to the literature with

concrete observations and recommendations for the industry.

The literature review section explains the important theories that form the basis of this thesis,
such as translation theory and the evaluation of localization as a separate part of translation.
In this section, firstly the historical development of translation theory is explained and the
theories of linguists who made important contributions to translation theory are mentioned,
then how localization theory emerged and developed within translation is examined in detail.
After comparing translation and localization, the concept of game localization that has
emerged today is examined within the scope of the translation requirements of the digital
media and entertainment industry. Finally, studies in the academic literature explain how the
use of Al, which has become an integral part of the localization process today, emerged and
why it has become so widespread. This section supports the theoretical framework of the

thesis and forms a basis for the case study to be examined and evaluated later.



18

2.1 Translation Theory

Translation enables communication between people speaking different languages. It is not
just transferring words from one language to another. Translation also conveys meanings,
and it helps people understand each other better. It balances cultural differences and brings
ways of thinking closer together. The translator builds a bridge between two languages as
well as two cultures. Not only words but also emotions, values and perspectives pass through
this bridge. This is why translation has become a field of theory over time, based not only
on grammatical rules, but also on deeper concepts such as meaning transfer, context, target
audience and cultural differences. The translation process has become considerably more
complicated since matching one another between languages is not always feasible. To study
this complexity, inform the choices made by translators, and assess the quality of
translations, translation theories have been developed. These theories seek answers to
fundamental questions such as what translation is, how it should be done, and which
approach to use in which situation. In order for a study to be based on solid foundations, it
is important to understand the theoretical background and historical development of the
concept of translation. Therefore, it is necessary to know how academics, linguists, and

philosophers have approached translation theory from past to present.

Originally rooted in ancient times, translation theory emerged when different societies
needed to translate texts between languages in order to convey some messages. The theory
first came under recorded attention in classical antiquity, and the primary sources were
actually the writings of Cicero and Horace in ancient Rome. Cicero supported sense-for-
sense translation over word-for-word translation in his work De Optimo Genere Oratorum.
Instead of strictly following the original text’s form, he thought that the translator should act
as an orator, and they should maintain the text’s impact and sense. Similar to that, Horace
also adopted a translation style that conveyed the spirit of the text instead of literal
translation, and he supported this style in his Ars Poetica. He advised translators to avoid
being “a faithful translator” (fidus interpres) and instead he suggested concentrating on
creating a text that is both artistically compelling in the target language and faithful to the

original one (Robinson, 1997).

Translation in the Middle Ages was mostly focused on religious books, and the focus was

particularly on Bible translations. Literal translation was the preferred method since
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maintaining the holy meaning of the book depended on textual accuracy. During that time,
a key figure for translation was St. Jerome, who translated the Vulgate Bible into Latin. At
first, he defended word-for-word translation, but later he started to support sense-for-sense
translation since he realized that the texts need to be adapted for the target audience to convey

the meaning effectively and efficiently (Robinson, 1997).

As translations of classical works came to the fore, the idea of the need for translation began
to change. The Renaissance’s translation focus moved toward humanism. While Erasmus
gave clarity and accessibility top priority in his translation of the New Testament, scholars
like Leonardo Bruni stated that translating the spirit of classical works was more important
than providing the exact word-for-word accuracy during the translation process. Martin
Luther also advocated sense-for-sense translation in his German Bible translation, since he
aimed to make the text more accessible to the public. John Dryden divided translation into
metaphrase, paraphrase, and imitation sections. He preferred paraphrasing because it could
ensure a balance between faithfulness and originality, while Etienne Dolet provided
guidelines for natural and smooth translations. During that time, the target audience and
cultural adaptation became more important for translators over showing certain adherence

to the original text (Norton, 1984).

In the middle of the 20th century, structuralism and linguistics emerged during Roman
Jakobson’s time, and they marked a dramatic change in the translation theory. In his essay
On Linguistic Aspects of Translation, Roman Jakobson explained translation’s three forms
which are intralingual (within the same language), interlingual (between languages), and
intersemiotic (between sign systems) translation (Jakobson, 1959). His writings were the

foundation of structural linguistics and translators’ modern linguistic techniques.

However, the turning point in translation theory was the linguist, Eugene Nida. Eugene
Nida’s contributions to the translation field effectively shifted the focus of the theory again.
By redirecting the translation focus from linguistic and structural concerns to cultural and
contextual elements, his work Toward a Science of Translating (1964) created a fresh
viewpoint for the translation theory. Nida suggested that translations should give more
emphasis on expressing the source text’s intended meaning and emotional impact than it
should on rigorously adhering to formal structures (Dollerup, 2009). His translation
categorizations, Dynamic Equivalence and Formal Equivalence, are also important for the

translation field. Dynamic Equivalence emphasizes creating the same effect on the target
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audience as the source text, and it focuses on semantic, cultural, and emotional equivalence.
In contrast, Formal Equivalence involves a more direct, word-for-word translation, and it is
often used in technical or legal texts (Nida & Taber, 1969). Since no languages are the same,
Nida’s work emphasized the difficulties caused by cultural and linguistic differences.
Therefore, it is impossible to achieve perfect accuracy while translating texts. Rather,
equivalency of meaning should be the aim of the translations. He used Bible translations as
examples and gave a very famous example. He stated that culturally incongruous expressions
like “white as snow” should be changed to “white as egret feathers” in African languages,

since there is no snow in Africa (Nida, 1964).

In his book Contexts in Translating, published in 2001, Nida emphasized the importance of
analyzing context in the translation process. According to him, the meaning of a word is not
limited to its dictionary meaning. Words are closely linked to the region and culture they
belong to. Therefore, translators should not be content with just knowing the surface
meaning of words. They should also understand in what environment, in what cultural
conditions and in what context these words are used. According to Nida, successful
translation is possible not only with grammar knowledge but also with cultural awareness.
Only in this way can translation reach the target audience in a natural and meaningful way

(Nida, 2001).

One of the important names contributing to translation theory is Hans Vermeer. With his
Skopos Theory, which he put forward in 1989, Vermeer argued that the purpose in
translation is very important. According to him, the purpose of a translation (skopos)
determines which strategies will be used. This theory treats translation as a functional
process. The degree of fidelity to be maintained in translation should be decided according
to the purpose for which the text will be used. For example, while formal equivalence is
preferred in legal or technical translations, a more dynamic and flexible approach may be
more effective in entertainment content such as games (Vermeer, 1989). Vermeer also
developed a concept called the “skopos hierarchy”. According to this concept, not every
section in a text must be translated at the same level. Some sections may require more
adaptation depending on the purpose and cultural context of the text (Vermeer & Reil3,

2014).



21

2.2 Localization Theory and Practice

Localization is an extension of traditional translation that addresses linguistic and cultural
adaptation to provide a suitable translation and content for the target audience. This
theoretical framework, which separates the scope of traditional translation and localization
approaches, directly supports the research purpose of this study. The fact that localization is
not only a linguistic transformation but also a process of cultural, technical and emotional
adaptation becomes even more critical, especially in texts that interact directly with the user,
such as digital games. In this context, approaches that accept that localization has a broader
framework than translation make it necessary to question whether Al-assisted tools are

successful not only at the linguistic level, but also at the meaning and contextual level.

Furthermore, the example of a mobile game, which is discussed in the research, clearly
demonstrates how localization should include elements such as cultural sensitivity,
relevance to the target audience and emotional elements. In-game narratives, character
names, humor and mission descriptions should not only be translated correctly but also find
anatural place in the player’s cultural world. At this point, the theoretical distinction between
translation and localization serves as a standard to see the limits of Al-assisted tools in
practice. Therefore, localization theory and practice connection both determines the

structural framework of the study and guides the analysis process.

Gideon Toury is one of the founders of the descriptive translation studies (DTS) field in
translation theory. In his book Descriptive Translation Studies and Beyond, published in
1995, he mentioned that the translation process is not only a linguistic transformation, but
also an activity shaped by cultural norms and the expectations of the target audience. Toury
also argued that the translation processes should prioritize how they function within the
target culture over faithfulness to the source text by looking at the history and practices of
translation. He contended that translation is a process of restructuring through cultural
adaptation in addition to the linguistic transmission while translating the texts. In this regard,
Toury highlighted that the translated text is a “product of the target culture” and claimed that
cultural norms, not linguistic rules, influence the translator’s choices. This approach is
consistent with one of the core principles of modern localization processes: adapting the text

to the needs of the target audience instead of just translating it (Toury, 1995).
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Building on Eugene Nida’s and Hans Vermeer’s translation theories, Ivir expanded the
understanding of translation as a cultural adaptation process. He emphasized that translation
is a cultural adaptation process as much as a linguistic one. This change in perspective
clarified why localization is considered as an expansion of translation in the modern

environment (Ivir, 2002).

According to Ivir, translation is a cultural act that calls for not only word-for-word
adaptation, but also content suited for the target language. This is consistent with Vermeer's
focus on skopos or goal motivating translation. Ivir then broadened this concept by
illustrating how cultural elements affect the interpretation of a message. Thus, translation
becomes more than just a word-for-word translation between languages. It must also

consider the social, emotional, and cultural settings that define meaning (Ivir, 2002).

This understanding explains why localization has become a necessary development in
translation discipline. While conventional translation concentrates mostly on linguistic
equivalency, localization adjusts both language and cultural aspects to ensure the content
resonates with the target audience. Ivir’s perspective on translation suggested that a
translation might not have the same emotional impact and significance as the original if these
cultural elements are neglected (Ivir, 2002). This shows that localization is an advanced
type of translation, and it handles both language and culture. Therefore, it is more appropriate
for sectors where audience participation and cultural context are vital, like media, software,

and games.

The function of localization in contemporary translation studies is thoroughly covered in
Michael O’Hagan and David Ashworth’s Translation-Mediated Communication in a Digital
World: Facing the Challenges of Globalization and Localization work. O’Hagan and
Ashworth stated that translation is now a cultural, technical, and marketing-focused process
rather than merely a language conversion. They argued that localization has become more
important due to the globalization brought about by the digital age, and that translation
procedures are currently being redesigned with an emphasis on user experience (O'Hagan &

Ashworth, 2002).

O’Hagan and Ashworth also mentioned the concept of “glocalization” (globalization +
localization). They argued that content produced on a global scale must be adapted to local

markets and that this can be possible not only through translation but also through content
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production that is appropriate for consumer culture. Therefore, localization should be
considered not only as a translation process, but also as a cultural adaptation activity.
According to them, localization is a natural evolution of translation, and this process requires
a cross-disciplinary approach in today’s digital world. They discussed the implementation
of localization, particularly where linguistics, marketing, and technology come together

(O’Hagan & Ashworth, 2002).

Michael Cronin is another important researcher for the localization theory. He provided a
valuable resource for localization. In his book Translation and Globalization (2006), he
discussed the effects of globalization on translation, and he argued that translation is not only
a transfer between languages, but also a course of exchange between cultures. According to
Cronin, in the age of globalization, translation and localization have become a process that
requires the adaptation of content to target markets and cultural contexts. He drew attention
to how technology and digitalization have transformed translation processes and argues that
localization is no longer just a translation practice but a fundamental element of global

communication (Cronin, 2006).

Cronin considered translation as an element of the “global linguistic ecosystem” and
emphasized the significance of localization in preserving multilingualism and fostering
intercultural communication. He claimed that localization and translation are becoming more
and more intertwined, and user experience and cultural context must be considered in today’s

translation processes (Cronin, 2006).

Anthony Pym has made significant contributions to the localization and translation theory
as well. He specifically covered the role of localization in contemporary translation
processes in his book Exploring Translation Theories (2010). Pym argued that localization
is a separate process based on functionality, and it is the meeting point of translation with
technical, marketing, and cultural adaptation rather than a sub-branch of the traditional

translation approach (Pym, 2010).



Scope

Focus

Cultural Adaptation

Technology Use

Industry Applications

Challenges

Translation

Conveying text between languages while
preserving its meaning.

Mostly linguistic changes. Focuses on
converting text between languages to ensure
grammatical and contextual accuracy.

Mostly based on linguistic equivalence.
Therefore, limited cultural adaptation.

Limited use of technical tools. Mostly CAT tools
and human translators.

Usually preferred in academic, legal, medical,
and literary fields.

Preserving coherence, handling idioms, and
ensuring linguistic accuracy.

Localization

Adapting content for a particular audience in terms
of language and cultural elements.

Along with cultural, visual, and technical
adaptations to fit the target market, includes
linguistic translation.

Adjusts content to meet expectations and cultural
standards. Therefore, high cultural adaptation.

Significant use of technology. Involves automation,
machine learning, and artificial intelligence (Al).

Mostly preferred in software, video and mobile
games, marketing, and multinational businesses.

Handling cultural sensitivity, adjusting UI/UX, and
ensuring regional consistency.
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Figure 1. Scope of Translation vs. Localization

Source: Created by Author

Pym sees translation as a dynamic communication process and contends that translators
should convey cultural and contextual information in addition to words. He asserted that
localization is a user-cantered translation strategy and translators should adjust the text by

considering the target audience’s cultural norms and expectations (Pym, 2010).

The figure above shows the main differences between the concepts of translation and
localization in a comparative way from various aspects. The figure compares these two
processes under the headings of scope, focus, cultural adaptation, technology use, industry
applications and challenges encountered. As can be understood from the figure, while
translation is more focused on linguistic accuracy and preservation of meaning, localization
requires a broader perspective such as target culture suitability, technical adaptation and user

experience. Considering the field studies, it can be said that the biggest difference between
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translation and localization is to convey the message in a way that is appropriate for that
language, taking into account the emotional, social and cultural norms of the target language
and the audience. In this context, although translation and localization are quite similar to
each other, with today’s perception and knowledge, it has become necessary to examine

them as separate disciplines.

2.3 Game Localization

Game localization is the process of adapting a video or mobile game to the target market,
not only linguistically but also culturally, visually, technically and in terms of user
experience. The literature on game localization is one of the areas that forms the basis of this
study because the impact of Al tools can best be assessed within the dynamics of this field.
Games are not only products that require text translation, but they also contain many
elements such as cultural adaptation, player experience, humor, slang and contextual
expression. In this respect, game localization is a much more comprehensive process than

conventional translation. Therefore, this literature plays an important role in this study.

Heather Maxwell Chandler and Stephanie O'Malley Deming’s The Game Localization
Handbook provided a comprehensive guide for localization industry professionals. Chandler
and Deming emphasized that localization is not just a translation process. They suggested
that it is a comprehensive process for games to be successful in global markets. This process
includes adapting the game to the target culture and integrating it technically. (Chandler &
Deming, 2012).

According to Chandler and Deming, project management is very important for the success
of the localization process. Issues such as timing, budget, team coordination and resource
management cannot be considered separately from the localization process. Comprehensive
testing processes should also be planned to ensure the quality of localized games. These
processes include player experience, technical compatibility, and language quality assurance

(LQA) procedures (Chandler & Deming, 2012).

In his book Game Localization: Translating for the Global Digital Entertainment Industry,
Miguel A. Bernal-Merino covered the basic principles, processes and challenges of game

localization in detail. The book examines the challenges of translating game texts such as
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dialogues, interface texts, instructions, and it focuses on the importance of translation and
cultural adaptation in the game industry. In this regard, cultural adaptation and contextual

translation are two important concepts (Bernal-Merino, 2014).

One of the most important elements in game translation is cultural adaptation. Bernal-Merino
stated that games should be adapted to the target audience not only linguistically, but also
culturally. In particular, humor, wordplay, historical allusions, and pop culture components
present significant translation challenges. A game’s joke or quip, for instance, might make
sense in the source language but not in the target language. As a result, translators must think

outside the box and translate contextually (Bernal-Merino, 2014).

Technical limitations in game translation are one of the biggest challenges translators face.

Bernal-Merino listed these limitations as follows:

Number of Characters: Text in game interfaces frequently needs to be condensed into a
small area. An English text translated into Turkish, for instance, may be longer, which could

affect the interface’s layout.

Font and Encoding: Game engines may not support special characters in certain languages,
such as the letters “1, s, ¢, g, i, 6” in Turkish. Collaboration between technical teams and

translators is necessary to overcome this challenge.

Voiceover and Synchronization: The translated text in games that need voiceover should
match the original dub’s mouth movements. As a result, translators must adapt the texts to a

specific time period.

Bernal-Merino also stated that localization requirements vary across game genres. Character
dialogue, world building, and a broad story structure are all features of role-playing games
(RPGs). According to Bernal-Merino, translators need to preserve the story’s coherence and
faithfully capture the personalities of the characters. Action games mostly have brief
instructions and quick dialogues. The translation should be simple to read and understand so
as not to interfere with the player’s ability to make quick decisions. In order to hold the
player’s interest, texts in mobile games must be translated well because they are typically
brief. Additionally, translation processes need to be more rapid and adaptable when it comes
to mobile games, because they must be made rapidly available to international markets.
Additionally, many mobile games receive regular updates and new game content is added

continuously (Bernal-Merino, 2014).
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Despite all the mentioned studies, academic research on game localization has generally
focused on the general description of the process, the importance of cultural adaptation and
technical challenges. However, the literature in this field is quite limited, especially the
studies that examine the impact of Al-assisted tools on game localization processes. Most
sources discuss translation technologies in general and do not discuss to what extent Al tools
are adequate for multilayered and culturally dense content such as games. In this context,
there is also a limited number of case studies on popular games. This study aims to make an
applied and up-to-date contribution to literature by analyzing how Al-assisted tools perform

at both linguistic and cultural levels, especially through a real case study.

2.4 Al in Localization

Kuscu focuses on the theoretical and practical applications of artificial intelligence in the
translation industry. According to Kusgu, artificial intelligence is a field that focuses on
creating machines that are capable of carrying out cognitive tasks unique to human
intelligence. He stated that artificial intelligence applications are used in translation field in
different ways. Kuscu also argued that Al-assisted translation tools are developing day by
day, but current translation technologies have not yet reached a level where they can replace
human translators. He highlighted the need for deep learning-based models to be further
developed in this area because the current Al-assisted translation tools are insufficient,

particularly in terms of semantic analysis and contextual understanding (Kuscu, 2015).

Moneus and Sahari (2024) examined the localization process within the context of human
translation supported by Al-assisted tools. By concentrating on legal texts, they also
examined the effectiveness of Al-assisted translation tools. The study claimed that machine
translation (MT) tools like Google Translate, Microsoft Translator, DeepL, Reverso, and
Systran Translate, as well as computer-aided translation (CAT) tools like Trados, MemoQ,
Smartcat, Lokalise, Smartling, Crowdin, TextUnited, and Memsource are major examples
that adapt Al to the translation process. Many tasks can be performed using these
technologies. Machine translation (MT) and computer-assisted translation (CAT) tools
support human translators in various areas. These tools offer features such as term
management, translation memory (TM) and project management. When properly integrated

into the process, they can improve the consistency and efficiency of the translation process.
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Moreover, since MT systems can perform fully automatic translation using neural networks
and large datasets, they can be useful in some areas where fast and cost-effective translation
is required. However, it was also noted in the study that Al-assisted translation tools cannot
completely replace human translators, especially in legal texts that require context and

meaning sensitivity like legal texts. (Moneus & Sahari, 2024).

In parallel, Bowker and Buitrago Ciro emphasize that the concept of machine translation
literacy should be developed so that researchers and translators can use machine translation
tools more effectively and critically. This concept encourages understanding of how MT
systems work, in which situations they are effective, and in which areas they fall short in

terms of cultural or contextual competence (Bowker & Buitrago Ciro, 2019).

With the influence of Asian games that have recently come to the fore in the global market,
studies focused on the Asian market have also started to be carried out. Jiang, Jia and Hu
developed an Al-based model to perform cultural sensitivity analysis. The analysis was
based on player feedback in East Asian markets. In the study, high accuracy rates were
achieved in the automatic detection of cultural elements. It also revealed that this system can

affect localization processes in an effective way (Jiang, Jia & Hu, 2024).

Jiang, Zhang, and Xi examined translation errors in the game localization process. Deep
learning methods were used in the study. The researchers classified the errors into three main
groups: semantic errors, terminological errors, and structural errors. This classification
helped to detect recurring error patterns. The resulting model was suggested as a practical
tool that can be used in quality control processes specifically. It offers a systematic and
measurable error management approach (Jiang, Zhang & Xi, 2024). This study is notable for

providing an applicable error detection framework for localization teams.

Pirrone and D’Ulizia, in their literature review of game and software localization, assessed
the current status and future trends in the game localization field. The authors stated that
each game genre requires different localization strategies. Therefore, the localization process
should not be treated as just translation. The process should also include cultural and
experiential adaptation layers. This approach draws attention to the inadequacy of single-
type solutions. The researchers also emphasized that localization has a multi-layered and

multi-faceted structure. (Pirrone & D’Ulizia, 2024).
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Zhou, on the other hand, considered the game localization process as a project management
discipline. In his study, he detailed how a full-scale localization project for multiple
platforms is carried out with translation, voice-over, interface adaptations, quality control,
editing according to market requirements, submission and administrative work. Zhou
specifically compared “simship” and “post-release” localization models and emphasized that
localization projects that are run simultaneously with the development process are much
more complex but effective in terms of planning, risk management, scope control, and
communication. He also stated that the localization manager takes an active role not only in
planning and budgeting but also in a wide range of areas such as cultural adaptation, voice

acting selection, technical integration and outsourcing management (Zhou, 2011).

The existing literature contains many studies on the general uses of Al-assisted translation
tools, but how these tools perform in dynamic, interactive, and culturally intensive contexts,
such as game localization, has still not been examined in sufficient depth. In order to fill this
gap, this study will focus on the case of a mobile game and analyze how Al-assisted tools
are used in a real localization process, what kind of advantages and challenges they present,
how they work in collaboration with human translators, and how they affect the target user
experience. Thus, the research makes not only a theoretical, but also a practice-based and
field-oriented contribution to literature, revealing the true potential and limitations of Al

tools in game localization processes.

2.5 Technology Adoption

The Technology-Organization-Environment (TOE) Framework (Tornatzky & Fleischer,
1990) would be useful to explain how and why these Al technologies are used in translation
processes. Though this technology is still quite new and not completely prepared to fully
replace the human translators, this framework defines three key factors influencing

innovation adoption:

Technology: This element basically includes the technology’s applicability, comparative
advantages, complexity, and compatibility within the existing systems. Scalability,
consistency, and flexibility are important factors in big localization projects. These
advantages can be provided by Al-assisted translation tools if implemented efficiently and

effectively. With the ability to translate large volumes of game content rapidly, those tools
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also facilitate organizations to enter new markets with success, with enhanced linguistic
consistency. By translating large volumes of game content quickly, these tools also help
organizations enter new markets successfully, while enhancing linguistic consistency. These
tools also allow for incorporation into current corporate translation practices by increasing
the efficiency of translation along with making adaptation to new technology easier for

organizations.

Organization: An organization’s size, resources, and corporate culture all affect its capacity
to adopt new technologies. To cut expenses and lessen their dependency on human
translators, large organizations can choose to invest in Al-assisted translation tools. This is
a typical and new industry cost-cutting measure, particularly for global organizations that
must produce and localize multilingual content. By encouraging their employees to use Al-
assisted tools, technologically advanced organizations can further boost productivity. In
addition, even if they do not purchase these technologies directly, they can benefit from them

by subscribing to tools throughout their projects.

Environment: This concept includes the external forces for technology adoption. It includes
industry competition, customer pressure, and government policies. In game localization,
these forces can create a demand for faster and more efficient localization processes which
preserve cultural elements and emotional engagement of the target culture. Increased
competition in the global game industry is encouraging organizations to deliver high-quality
localized content in different languages within a shorter time frame. In the meantime, target
audience’s requests for cultural appropriateness and emotional connection underscore the
necessity for not only linguistic accuracy, but also delivering narrative and experience that
are appropriate to local culture. Thus, environmental pressures are pushing game developers,
publishers and localization specialists to adopt Al-assisted translation tools to make their
translation process more efficient, in turn ensuring that they maintain quality while being

able to appeal to more people.

As a result, the TOE Framework provides a holistic perspective of the adoption drivers of
Al-assisted translation tools in game localization. Technology, organization, and
environment are understood to interact to assess how the developments shape the future of
localization. As the industry moves forward towards efficiency and scalability, the
framework will provide keen analysis in understanding the ongoing transition towards Al-

assisted localization and its impact on the human factor.
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3 Methodology

The study’s primary goal is to examine the theoretical and practical effects of Al-assisted
translation tools on game localization procedures. In this case, the methodology selection
and implementation are crucial to the reliability of the results. The research is structured as
a qualitative case study because this approach aims to gain an in-depth understanding of

technological transition processes, human experience and organizational transformation.

Methodologically, a comparative analysis of both interview narratives and translation
outputs is conducted, which provides a multi-layered insight into how Al tools interact with
human translators. Moreover, the fact that the researcher both directly witnessed the process
and actively worked within the industry offers the possibility of an insider analysis. This

gives the study a depth that is both practice-based and personal observation-based.

3.1 Research Design

The main purpose of this study is to examine the impact of Al-assisted translation tools on
game localization processes in a multi-perspective way. Therefore, a qualitative approach is
adopted. The qualitative approach is centered on comprehending the viewpoints of
participants. It also aims to examine their experiences and the social context in which they
live (Creswell & Poth, 2018). It focuses on understanding and interpreting the dynamics

behind the process rather than quantitative generalizations.

In recent years, the integration of productive Al tools into translation workflows has been
on the rise, but this has been met with various reactions in the industry (Rivas Ginel &
Moorkens, 2024). In particular, automation anxiety among translators suggests that
technological transitions have not only technical, but also emotional and professional
impacts (Vieira, 2018). Such multi-layered structures, for example, the sectoral use of Al
tools, their interaction with human translators, and their integration into localization

processes, can be more effectively explored through qualitative methods.

In this context, thematic analysis provides a flexible and organized framework for examining

the interaction between human and technology. Finding and interpreting recurring patterns
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in the data enables the construction of meaningful themes (Braun & Clarke, 2022). Thus,
this study aims to evaluate the role of Al in the localization field from both technological

and human aspects.

The main method used in the research is case study. A case study is a structured research
strategy to understand a specific phenomenon in its natural environment. It is considered to
be an effective method especially in studies that want to examine “how?” and “why?”
questions (Yin, 2018). In this study, the localization process of a mobile game, which is the

object of research, will be analyzed in real time.

At the request of the company involved in the research, the identities of both the company
and the project have been kept confidential. Accordingly, the company will be referred to in
the study as “Company A” and the game studied as “Project B”. This anonymization practice
was carried out in line with both ethical research principles and the confidentiality policies

of the organization.

Various confidentiality measures were taken to protect the identities of the participants in
the interviews as well. Participants were numbered with codes such as “P1”, “P2”, “P3” and
their real names were never used. This ensures anonymity on both a personal and

organizational level.

In a case study of this kind, it is highly important to respect the privacy of the participating
company while maintaining the credibility and academic validity of the research. The
collaboration and data access with the company was conducted in a framework of mutual
trust, and internal information, documents and observations were used for research purposes

only.

Therefore, all findings presented in this study are structured in such a way that they only
serve to answer the research questions without revealing identifying information. This
approach ensures both that the research fulfills its ethical responsibilities and that the case

study retains the opportunity for in-depth analysis.

The game content is very diverse. It includes different types of texts such as user interface,
narratives, event content, game mechanics, and marketing materials. This diversity provides
a meaningful basis to examine how Al-assisted translation tools are used during the

localization process. There have been significant changes to the game localization
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infrastructure in recent years. In the past, translations used to be completed entirely with

human translation efforts. Over time, Al systems have started to be used.

The research was conducted in the localization department of a mobile game company at the
center of this technological transformation. The structure of the department consists of in-

house localization specialists, game masters and project managers.

In this research, data was collected from three main sources. First, semi-structured interviews
were conducted with a total of 10 professionals working in different language teams. These
included localization specialists, project managers, and game developers. These
professionals were not limited to the localization departments. As they had different roles in
the process, they offered perspectives on different aspects of the localization workflow. This
diversity provided a better understanding of the process. The people interviewed in this
research are called “elite respondents”. This concept defines individuals who are experts in
their field, who are directly involved in the process and who can provide deep knowledge
(Marshall & Rossman, 2016). The respondents’ expertise, responsibilities and active roles
in the process meet this definition. Therefore, they are qualified to contribute directly to the

research questions.

One of the methods frequently used in qualitative research to increase data reliability and
validity is triangulation. The basis of this method is combining data from various sources.
Combining various approaches, viewpoints, or data types improves the findings’ validity
(Braun & Clarke, 2022). In this study, triangulation was conducted with three main data
sources. The first source is interviews. These interviews were either conducted online or
received in writing as Google Forms. Considering the time constraints of the participants,
some preferred audio interviews, while others gave written answers to the same questions.

All interviews were recorded, transcribed and analyzed.

The second data source, translation samples, was created specifically for this research, based
on similar content from Project B on the company’s localization platform Crowdin. These
translations were evaluated for quality, relevance to content, context, and style. Direct
comparisons with human translations were not performed; only the adequacy of Al outputs
was examined. The texts were selected from different genres such as narrative content and
system messages. This enabled them to be compared in terms of meaning, style, context and

cultural relevance across different types of content.
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The third source is the researcher’s observations and field notes in the game industry.
Throughout the research, changes in localization team structures, transformation of
workflows, decision-making processes and how tools were integrated were documented

through observation notes.

Since multiple data sources were used in the study, the interpretations were not based solely
on the participants’ insights. Some translation examples and direct observations were also

taken into consideration. In this way, the study became more comprehensive and detailed.

In addition, this research examined how localization processes have changed over time.
Changes in this area over time were considered in the company where the research was
conducted. In particular, the impact of artificial intelligence technologies on this
transformation was evaluated. This evaluation focused not only on current practices, but also
on the developments from the past to the present. The fact that the researcher had been
working in the company for a long time was a great advantage in this regard. Since she was
familiar with both old systems and new practices, she had the opportunity to evaluate this

change process together with the past and present.

As a result, this research is an applied case study based on a real situation. It examined a
situation that occurred in the field of game localization. The integration process of artificial
intelligence tools was addressed in a specific time period and within the localization team of
a company. The research was conducted from the perspective of an expert working in the
sector and multiple data sources were used. In this respect, the study aimed to contribute to
both the academic field and to better understand the real practices in the game localization

sector.

3.2 Justification for Case Selection

This research focuses on a mobile strategy game selected as the case study. There are
multiple reasons behind this choice. First of all, the game has been translated into more than
12 languages and is constantly updated. This shows that the game has an intensive and
continuous localization process. The ever-changing content and multilingual nature of the
game provide a dynamic translation environment and therefore a meaningful basis for the

case study.
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Second, the game contains different types of texts. These include user interface, story
dialogues, game mechanics, event content, system messages and marketing materials. This
diversity provides an opportunity to comparatively examine how Al-assisted translation

tools perform on different types of content.

Third, the company in which the research was conducted underwent a significant
transformation in its localization infrastructure during the research period. At the onset of
the research, localization processes were mostly carried out through Crowdin and human
translators (both inhouse and freelancers), and translation memories were used. Over time,
NMT systems such as DeepL and Google Translate API were integrated into the company’s
localization platform, Crowdin. These tools, initially used only at the suggestion level,

became the main source of initial translation output for some language pairs.

This transition led to transformations not only at a technical level, but also at an operational
and cultural level. Project managers’, localization experts’, and developers’ workflows were
redesigned. It became possible for human translators to post-edit Al output. Some languages
have experienced an increase in production speed, but contextual problems in others have

made the need for human intervention more apparent.

The mobile game industry, chosen as the research context, is one of the sectors where
translation technologies are applied in the fastest and most direct way due to both the high
volume of content production and the necessity of immediate access to multilingual markets.
Mobile games have shorter lifecycles, frequent updates and much faster scalability
requirements than traditional games. This situation requires localization teams to work with
much more flexible, fast and adaptable structures. Especially in mobile games developed
with freemium business models, language quality, which directly affects the user experience,
is a determining factor in user retention rates. In this context, localization is not only text
translation, but also cultural adaptation, user interface optimization, text length adaptation,
and reconstruction of in-game humor/story elements. Therefore, how Al tools are integrated

into this complex structure is not only a technological but also a strategic question.

In this context, the localization process of a mobile game, which is constantly updated,
textually rich and contains cultural references, provides suitable grounds to analyze the limits
and potential of Al tools. The fact that the game is both entertaining and strategy-based

necessitates the use of language not only correctly but also in the “right context”. This is one
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of the main factors affecting the success rate of Al tools, the necessity of human translator

input and the final user experience.

Moreover, the fact that the researcher witnessed the entire transformation process from the
inside provides a holistic perspective on how not only the technical infrastructure, but also
the division of labor, decision-making processes and quality control mechanisms within the

team evolved. This gives the case study a multi-layered authenticity and depth of application.

3.3 Participant Access and Institutional Collaboration

One of the biggest strengths of this study is that it includes both observations and insider
knowledge. The researcher has been working as a senior localization specialist in the game
industry for seven years. This gave her the opportunity to closely witness the technical details
and decisions made in the localization process. This insider positioning provided the research
with practice-based insights, enabling an in-depth and critical analysis that was not limited

to external data collection.

Participant access was structured within the framework of internal ethical rules and
confidentiality policies. Interviews were conducted on a voluntary basis, and the purpose of
the study, duration, types of data to be used, and confidentiality principles were clearly
explained to the participants. Informed consent was obtained from all participants, and their
identities were anonymized. In this process, the principles of personal data protection were
taken into consideration. During the research process, participants from different roles
working in the localization department of the company were reached. These included project

managers, localization specialists, and game developers.

In addition, some internal documentation was examined with limited access via the Crowdin
platform. Actual translation logs were not directly analyzed, but instead sample texts with
similar content were created. These examples were used only for analysis purposes within

the scope of this research, and content from any real project was not directly quoted.

This model of collaboration ensures that the study does not only remain on academic grounds
but also proceeds in close cooperation with the industry. The findings thus aim to make

practical contributions to both the academic community and the game localization industry.
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3.4 Respondent Selection Criteria and Profile

Since the qualitative method used in this study aimed to understand the process in depth,
purposive sampling was adopted. Purposive sampling allowed the specific selection of
people with knowledge and experience on a particular topic (Patton, 2015). The participants
were selected from among professionals who had been directly or indirectly involved in the
localization process of Al-assisted translation tools and had the ability to observe, evaluate,

and interpret the related processes.

Participants were selected based on certain criteria. First, participants were expected to have
at least two years of game localization experience. In this way, they were able to compare
the periods before and after the introduction of Al tools. It was also an important selection
criterion that the participants had worked directly with Al tools. For example, experience
with DeepL, Google Translate, in-house developed NMT systems, or integrated modules of
CAT (Computer-Assisted Translation) tools were preferred. In addition, it was taken into
account that the participants had different job descriptions. The interviews included not only
translators, but also professionals from various roles such as localization leaders, game

masters and IT specialists. This diversity provided a multidimensional view of the process.

Before the interviews began, the questions were checked through a pre-testing process. In
addition, a pilot interview was conducted, and the context and order of the questions were

clarified and improved based on the feedback obtained.

Table 1. Demographics and Localization Experience of Participants

Source: MAXQDA

Participants Gender Education Age Group Experience in Localization  Experience in Game
Industry Localization Industry
P1 male Master's degree 25-34 years old 6 5
P2 male Bachelor's degree 25-34 years old
P3 male Bachelor's degree 25-34 years old
P4 female Master's degree 25-34 years old
P5 male Bachelor's degree 25-34 years old
P6 male Master's degree 25-34 years old
P7 male Bachelor's degree 25-34 years old
P8 male Bachelor's degree 18—24 years old
P9 female Master's degree 18—24 years old

R - A T -
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P10 male Bachelor's degree 25-34 years old
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The age group of the participants in the interviews mainly ranged between 25-34 years, and
the participants had undergraduate and graduate levels of education. Their experience in the
localization sector ranged from 2 to 8 years, with a significant portion of this experience
being gained in the field of game localization. All participants were informed about the
purpose and scope of the research in advance. They participated in the interviews entirely
voluntarily. They were actively involved in the process due to their expert knowledge and
experience. These individuals were considered “elite participants” because they were
directly involved in the research process and could provide in-depth insights based on their

experiences.

3.5 Data Collection

The data collection process of this study was structured through digital tools, taking into
account the active position of the researcher within the company and the remote working
model. The data collected as part of the qualitative case study was planned in a multi-source
manner to both reveal individual experiences and document process-oriented observations.
Three main data sources were used in the process: online one-to-one interviews with
qualitative data collected through written responses, translation sample comparisons, and

documentation analysis such as field notes.

3.5.1 Interviews and Written Responses

Given the researcher’s remote work and the participants’ busy project schedules, a flexible
approach to data collection was adopted. Microsoft Teams was used for audio interviews.
Due to the tight schedules of some localization experts, they chose not to participate in audio
interviews. Instead, they submitted written answers to the same interview questions. While
taking into account the participants’ time constraints, this flexible approach still provided

comprehensive information about their perspectives and experiences.
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3.5.2 Comparative Analysis of Translation Samples

Another part of the data collection was to examine the translation output generated by Al.
Real human translations were not analyzed directly, but instead sample texts were created

for research purposes, inspired by the types of content used in the case study project.

This analysis was evaluated in terms of criteria such as decontextualization, loss of meaning,
linguistic accuracy, stylistic appropriateness, and cultural adaptation. The strengths and

weaknesses of Al tools were exemplified and concretized through these texts.

3.5.3 Observations and Field Notes

The researcher’s insider witnessing of the process constituted the third part of data
collection. Throughout the research, project flows, system integrations, quality feedback,
and team exchanges were systematically observed and recorded as memos. These memos
were structured in order to contextualize the data that intersected with the points raised in

the interviews and to use them as supporting content in the thematic analysis process.

3.5.4 Software Usage

The coding and theme analysis process was carried out manually. However, at certain stages
of the process, digital tools such as MAXQDA, Canva, and Excel were used to visualize the
relationships between themes. Simple visual mapping techniques were used to link codes

and themes, making the structural analysis more visual and traceable.

3.5.5 Data Saturation and Validity

Data saturation was achieved with a noticeable increase in thematic repetition and no new
data added additional meaning to existing themes. The data collected from the participants

provided sufficient depth to shape and clarify the main themes.

In addition, triangulation was used to enhance validity. The themes expressed in the

interviews were intersected with translation outputs and field notes to verify how the same
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theme emerged in different data sources. Through feedback from the department lead, the

accuracy of the comments was confirmed.

3.6 Ethical Considerations

The entire data collection process was conducted in line with academic ethical principles
and the confidentiality policies of the company. Participants were clearly informed about the
purpose of the study, and participation in the interview or written response process was
entirely voluntary. All collected data were anonymized. Audio interviews were recorded and
transcribed, and written responses were stored in secure environments for analysis. In
addition to creating a reliable and practical process suitable for the remote access model, this
flexible and digital data collection method provided the necessary depth and openness to
qualitative research. The entire process was carried out in full compliance with ethical rules

and data protection principles.

In line with ethical principles, participants were given the right to withdraw from the research
at any stage if they wished. No personal or identifying information about participants was
collected or published. In addition, special attention was paid to avoid asking questions that
might cause psychological discomfort for the participants. The language used in interviews

and written communication was neutral and respectful.
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4 Data Analysis

In this study, the qualitative data obtained with open-ended responses were evaluated using
the thematic analysis method. The coding and analysis process was carried out using
MAXQDA software; the data were read line by line, meaningful sections were marked with
open coding technique and then combined under main themes. The codes were grouped

according to content similarity and classified under four main themes and sub-themes.

4.1 Data Preparation and Coding Process

The qualitative dataset of this research was collected through semi-structured interviews
conducted with experienced professionals working in the localization departments. Most of
the participants were interviewed directly; however, due to time constraints, the same
interview questions were sent to some experts via Google Forms. Thus, data was collected
from all participants through their unique and comprehensive responses to the same

questions.

All interviews were conducted in written form. The responses were compiled in digital
format and preprocessed for analysis in MAXQDA software. The data was initially
organized in an Excel file, and each participant was assigned an anonymous identification
number (e.g. P1, P2, P3...) to ensure confidentiality. The table below provides anonymized
demographic and professional information for the ten individuals included in this study. The
table shows the participants’ gender, age range, education level, role in the localization
industry, and years of experience in both general localization and game localization. This
information provided important context during the coding and data preparation process and
helped to evaluate participant views considering their professional background. Having
people from different roles and experience levels improved understanding of the diverse
perspectives on Al-assisted game localization. A total of 10 people were interviewed in this
study. 7 of the participants were localization experts, 1 was a project manager, 1 was a game
master, and 1 was a game developer/IT specialist. 2 of the participants were female and 8
were male. All participants actively work in the game localization sector, and some also

undertake duties in different areas of responsibility such as quality control, project
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management, or technical implementation. Both individual interviews and written responses
were used in the data collection process; thus, a balanced and rich data set reflecting

professional diversity was created.

Table 2. Anonymized Participant Profiles

Source: Created by Author

ROLE IN THE
LOCALIZATION GAME LOCALIZATION

_ Male 25-34 years old Master's degree Localization Specialist 6 years 5 years
_ Male 25-34 years old Bachelor's degree  Localization Specialist 6 years 6 years
_ Male 25-34 years old Bachelor's degree  Localization Specialist 6 years 5 years
Female 25-34 years old Master's degree Localization Specialist 6 years 4 years
_ Male 25-34 years old Bachelor's degree Game Master 6 years 6 years
_ Male 25-34 years old Master's degree Localization Specialist 8 years 8 years
_ Male 25-34 years old Bachelor's degree Project Manager 7 years 7 years
_ Male 18-24 years old Bachelor's degree  Localization Specialist 2 years 2 years
_ Female 18-24 years old Master's degree Localization Specialist 3 years 3 years
- Male 25-34 years old Bachelor's degree Gam::f;::;’:e”‘" 4 years 4 years

The coding processes were carried out using the MAXQDA software, and with the help of
the program’s tools such as “Code System” and “Code Matrix Browser”, the extent to which
each code was used by each participant was visually monitored. In addition, some statements
were labeled with more than one code simultaneously; thus, the multi-layered meaning

dimensions of the data were preserved.

The codes obtained are divided into the following thematic clusters in line with the scope of

the study:

1. Disadvantages of Al Tools
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2. Advantages of Al Tools
3. Workflow Changes and Localization Roles with Al
4. Suggested Models & Future Al Use

This structure made it possible to analyze both individual opinions based on user experience

and trends concerning the industry as a whole were analyzed with a holistic approach.

4.2 Presentation of Thematic Findings

4.2.1 Participant Profile and Distribution of Thematic Contributions

The frequency of thematic coding was used only to show which topics were emphasized
more. Numerical equivalents were considered as a tool to support the qualitative nature of

the research.

Table 3. Distribution of Thematic Contributions by Participant Gender

Source: MAXQDA

Gender = female Gender = male Total
> Workflow Changes and Localization Rol 6 23 29
> Suggested Models & Future Al Use 7 21 28
> g Disadvantages of Al Tools 29 70 99
» g Advantages of Al Tools 15 59 74
3. SuM 57 173 230
# N = Documents 2 (20,0%) 8 (80,0%) 10 (100,0%)

According to the thematic coding analysis conducted via MAXQDA, a total of 230
contributions from participants were identified. 173 of these codings belonged to male
participants (80%) and 57 to female participants (20%). Although there was a numerical
imbalance in the distribution of thematic contributions by gender, significant content

contributions were provided by both groups.
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The theme with the highest number of contributions was “Disadvantages of Al Tools” (n =
99). Under this theme, 70 contributions were made by male participants, and 29
contributions were made by female participants. This was followed by the themes
“Advantages of Al Tools” (n = 74), “Workflow Changes and Localization Roles” (n = 29)
and “Suggested Models & Future Al Use” (n = 28). Although the number of contributions
from male participants was higher in all themes, female participants made critical

contributions, especially regarding the disadvantages and advantages of Al tools.

4.2.2 Disadvantages of Al-assisted Tools

The majority of participants criticized the structural changes that Al-assisted translation tools
brought to the localization process, stating that these tools had negative effects on core values

such as professional identity, creativity, and quality.

Code System P1 P2 P3 P4 P5 P6 P7 P8 ) P10
“ g Disadvantages of Al Tools
“ g Concerns About Replacement
» Threat to job security ) )

“ g lmpacton Creativity

» Risk of homogenized output o
@ Al lacks human touch = L] n
» Lack of creativity L] u u u n

“ g Post-editing Issues

# Increased responsibility on hum = = u u u u u
@ Attention required for fluency ai 0 | ]
» More time spent fixing errors L] L] L] L L]

w g Context and Quality Issues

» Grammar and punctuation issue n L] ]
o Codeissues L] L] ]

@ Terminology issues | ] ] n

» Robotic or literal output | ] ] n ] ] [ ] | ]

» Cultural and stylistic errors L) L] L] u | ] [ | u
» Misinterpretation of context | o 7 L] = L] | ]

Figure 2. “Disadvantages of Al Tools” Code Matrix Visualization

Source: MAXQDA
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Figure 2 shows the distribution of the codes made under the theme of “Disadvantages of Al

Tools” by participant. These codes are grouped into four main categories:
1. Concerns About Replacement
2. Impact on Creativity
3. Post-editing Issues
4. Context and Quality Issues

The figure shows the frequency with which participants highlighted these subcodes with
color intensities. It is particularly noticeable that the categories “Context and Quality Issues”

and “Post-editing Issues” received the most contributions.
1. Concerns About Replacement

This section addresses concerns about whether Al-assisted translation tools will replace
human translators. Respondents said that as these tools become more widely used, some
tasks could be done by machines. They believe this could change the role of translators and

make human work less valued. P1 and P4 expressed their views on this issue.

Threat to job security: Participants expressed that Al tools have the potential to replace
translation experts over time. This is seen as a threat to their professional security, especially
in the long term. Participants stated that companies may be tempted to reduce the number of
human translators in order to reduce costs and deliver work faster. Some participants also
noted the risk that managers may choose to use Al tools that provide “good enough”
translations, putting quality in the background. This could mean that translators are reduced

to the role of mere “editors” or “proofreaders.” P1 expressed this concern as follows:

“After a long period of improvement, they will be able to replace experts in many areas of

translation, if not completely.”
P4 evaluated this situation from a broader perspective:

“At first, we were using these systems only as a support tool. For example, it would speed
up the interface texts, but the actual translation was ours. Things have changed in the last
one year. Now the system translates almost the entire text, all we have to do is correct it.

Sometimes, we don’t even have time for that correction. I feel like we are being pushed



46

further into the background every day. If this continues, I fear we will be completely out of

’

service in the future.’
2. Impact on Creativity

The comments collected under the code “Impact on Creativity” show that Al tools may cause
standardizing issues in the localization process. In some cases, this can limit the creative
space of translators. In this section, 6 participants (P1, P2, P7, P8, P9, P10) expressed their

opinions.

Al lacks human touch: Participants stated that Al tools cannot convey emotional, cultural
and contextual nuances. Some participants emphasized that although the systems were
successful at the word level, they were inadequate in reflecting subtext, irony, humor, or the
character's mood. Misunderstanding or mistranslating cultural references is seen as a risk
that could negatively affect the user experience. Therefore, human intervention is necessary,

especially in a creative and cultural context. P10 expressed this situation as follows:

“Especially in games, humor, idioms, or character-specific speech styles cannot be

translated correctly by AI without human touch.”

Risk of homogenized output: Participants stated that the use of Al tools can limit creative
production skills and emphasized that the excessive use of these tools negatively affects the
original language production of translators. It was stated that this situation dulls translators’
language production reflexes in the long term and reduces their original expression skills.
Some participants emphasized that diversity in translations decreases, and original voices
are lost because the systems constantly produce similar patterns. P2 expressed this situation

as follows:

“It makes it difficult for translators to produce their own original and creative translations

when they are influenced by Al translations.”

This view points to the fact that the localization process can be reduced to a certifying role,
with creative decision-making processes being replaced by measurable outputs such as

accuracy and consistency.

Lack of creativity: Participants stated that artificial intelligence tools are inadequate in
creative content and leave the emotional dimension missing. According to participants, while

these tools can technically translate correctly, they fail to provide originality and creativity.
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But those are highly important since they add meaning to the text. This creates a serious
quality problem, especially in narrative-based content such as game localization. P8
expressed that the creative aspect of artificial intelligence is limited with the following

words:

“When it comes to creative content it needs some emotions but due to it’s just robot without

emotions, there are some lacks of creative things.”
3. Post-editing Issues

“Post-editing Issues” code is one of the most emphasized areas. Seven participants (P2, P3,

P4, P5, P8, P9, P10) mentioned the difficulties experienced in the post-editing process.

Increased responsibility on human proofreaders: Participants stated that Al output should
be reviewed by localization specialists. This creates an additional responsibility for them.
Most of the time they should review the Al outputs, correct errors and check whether the

text is suitable for the target audience or not. P9 expressed this situation as follows:

“Every Al output should be reviewed by a localization specialist, that is, by us... We often
see that there are grammatical errors, incorrect context, or culturally inappropriate words

in the Al outputs. This increases our responsibility.”

Attention required for fluency and coherence: Participants stated that they often see
fluency and consistency issues in Al outputs. Since Al does not have the same command of
language as humans, it can often produce nonfluent sentences. For this reason, these issues
come to the fore in the translated texts. P8 stated that such errors could also negatively impact

localization quality without human editing:

“Al sometimes translates the same word in different way in different sentences. Without

’

human editing, such errors can affect the quality of the localization.’

More time spent fixing errors: Participants noted that Al-generated translations may
appear accurate on the surface but may contain context errors, grammar issues, or fluency
issues. Therefore, the post-editing process can be more time-consuming than expected. In
some cases, localization specialists not only have to revise the text from beginning to end

but also almost should retranslate the entire text. P2 explained this with a few examples:
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“It is often easier to delete the translation and start from scratch. Because Al sometimes

produces sentences that require revising a sentence five times to fix it.”
4. Context and Quality Issues

“Context and Quality Issues” code is also heavily emphasized. In this section, all participants
expressed their opinions and made comments. Most participants stated that Al-assisted
translations have significant deficiencies, especially in terms of context, cultural tone, and
terminology. It was frequently stated that Al outputs are mechanical and word-for-word,

miss context and fail to reflect cultural and stylistic sides of the content.

Grammar and punctuation issues: Participants stated that Al tools create inconsistencies
in grammar and punctuation rules. In particular, not being able to decide which rule to apply
in linguistic distinctions such as adding suffixes to proper nouns or leaving punctuation
marks missing in formats such as color codes can result in the output being used for reference

purposes only. P3 expressed this situation as follows:

“Deficiencies such as the lack of punctuation marks used in color codes, and the inability to
determine which language rule to apply when adding suffixes to proper nouns in a different

language, often result in the translated text being used solely for reference purposes.”

Code issues: Participants stated that Al tools sometimes do not recognize tags and codes
correctly during translation. This reduces the translation quality and may lead to technical
errors. Especially in games, such code errors can cause interface distortions and prevent the

translation from appearing properly in the game. P8 expressed this issue as follows:

’

“Most of the time, there are many mishandling tags and codes.’

Terminology issues: Participants stated that Al causes terminology issues since it does not
have the perception of maintaining consistency. Besides, it often cannot distinguish between
synonyms. Different words can be used for the same concept in different sentences. This can
cause players to buy or get the wrong items or misunderstand the content. Additionally, in
some cases, issues such as inconsistencies in event names negatively affect gameplay. P1

expressed this problem as follows:

“The most common issue we encountered was that when translating into our language, some
words were translated differently due to synonyms in our language, resulting in errors

because the same translation was used for terms/words that should have been translated
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differently. For example, both ‘Relic’ and ‘Artifact’ are translated as ‘Kalinti’, which causes

’

confusion within the game.’

Robotic or literal output: Participants stated that Al translations are often unnatural and
mechanical in nature. The sentences sound artificial and do not match the fluency of the
target language. This immediately makes it obvious that the translation was not written by a
native speaker. This causes the translation to sound artificial in the target language. P2

expressed this situation as follows:

“The most common problems are that the translations sound unnatural and mechanical...
In such translations, emotion is missing, the connection between words is weak, and the text

does not feel like it belongs in the target language.”

Cultural and stylistic errors: Participants stated that Al cannot distinguish cultural
differences. Al confuses context and mistranslates jokes, idioms, or cultural expressions.
This makes the meaning of the translation incomprehensible or meaningless to the target
audience. Some jokes lose their funny sides, and idioms turn into straight and meaningless
sentences. This leads to loss of meaning for the target audience. P9 expressed this situation

as follows:

“Al does not understand what is being said and why. Al often confuses context, doesn't

understand cultural differences.”

Misinterpretation of the context: Participants highlighted that Al cannot analyze the
context correctly. Incorrect context perception leads to errors in choosing terms and jargon.
The same word may have completely different meanings in different places. If the context
is not analyzed correctly, the translation will be wrong or meaningless. Translations without
understanding the context can also cause major issues with costume names. In games, some
costume names can sound strange or meaningless when directly translated, because these
names are often chosen based on the character’s personality, background, or a specific event.

P3 expressed this situation as follows:

“Al has some issues such as inadequate context recognition and inability to select
appropriate jargon and terminology... Most of the time, Al translates costume and event
names literally because it does not know the context. Human touch is very important at such

)

situations.’
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P9 explained the situations they encountered regarding these issues as follows:

“Al is bad at understanding the human emotions. A sentence might be translated as if it is a
serious scene of the character, but in fact it is said in a funny moment. This ruins the mood

of the whole scene. So, interpreting the context correctly is more important than anything

’

else.’

4.2.3 Advantages of Al-assisted Tools

The majority of participants stated that Al-assisted translation tools provide some significant
contributions to localization processes. These contributions stand out particularly in areas

such as timesaving, productivity, accuracy, and hybrid workflow integration.

Code System P1 p2 P3 P4 P5 P6 P7 P8 P9 P10
v g Advantages of Al Tools
~ g Future Potential
o Skill evolution u
» Al support for localization specii L
» g Human-Al Collaboration
# Translation improvement sugge ™ u | n
@ Faster initial drafts
» Hybrid workflows

“ g Translation Accuracy

» Fewer code and translation erroi u | ] ]
» Syntax support L

» Glossary consistency ] u |

» Textual accuracy L ] u

» Content consistency | | ]

v g Efficiency and Productivity
» Reduced translation costs ] | ] | ] ] ]

» Speed in repetitive content

o Efficiency in short texts u u u u |

» Higher translation throughput L u n

» Reduced workload u u |
» Time-saving | ] ] | ] | [ | [ ] [ |

Figure 3. “Advantages of Al Tools” Code Matrix Visualization

Source: MAXQDA
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Figure 3 shows how the coding under the theme “Advantages of Al Tools” was distributed

among the participants. These codes are grouped into four main categories:
1. Future Potential
2. Human-Al Collaboration
3. Translation Accuracy
4. Efficiency and Productivity

These categories show that participants think Al contributes to localization in terms of speed,

accuracy, and skill development.
1. Future Potential

Within the scope of the code “Future Potential”, two participants (P3, P7) emphasized that
Al-assisted tools can provide new skills to localization specialists. This can trigger
professional transformation. According to this view, translation is no longer a field limited

to linguistic competence.

Skill evolution: Participants noted that localization experts need to learn how to use Al tools
effectively. This is important both to increase translation efficiency and to strengthen
expertise by combining it with industry knowledge. Translators who can analyze Al tools
correctly and intervene, when necessary, will be in a stronger position in the industry.
Because unlike others, these translators can translate more content in a shorter time and

speed up the process. P7 stated its importance as follows:

“Localization specialists should master the use of Al tools to improve translation efficiency

and strengthen the mastery of its own industry knowledge.”

Al support for localization specialists: Participants indicated that Al tools can play a
supporting role in reducing the workload of localization experts. At the same time, these
tools are also useful in the efficient use of resources. Especially in big projects, Al can
provide a significant advantage in terms of quickly completing basic translations and
allowing translators to allocate their time to more critical content. P3 expressed this as

follows:
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“I believe that human resources can be used most efficiently in the localization process by
utilizing source text matching and comparison, term glossary usage, and sentence structure

’

pre-translation with markers.’
2. Human-Al Collaboration

Under the code “Human—AI Collaboration”, five participants (P1, P3, P4, P7, P9) stated that
artificial intelligence provided positive results when used as a “supportive tool” in the
localization process. It was emphasized that Al systems provide first drafts or suggestion
sentences, which increases efficiency. However, the final decision should be made by human

translators.

Translation improvement suggestions: Participants stated that Al tools contribute to the
translation process by providing suggestions. These tools can provide options for unique or
alternative words or phrases to the translators; thus, they speed up the process and enrich the
translator’s vocabulary. P1 said that Al facilitates the process by providing both known and

unknown words:
“Artificial intelligence provides us with a list of words we know as well as those we don’t.”

Faster initial drafts: Participants indicated that Al tools are used to quickly create first
drafts. This method saves time and increases efficiency. Besides, this is especially useful in
time-pressured projects. For game content that receives frequent updates, having access to
quick drafts makes translators’ work easier and saves time. P9 expressed this situation as

follows:

“They are often used for drafts, and then translators edit the text. This is convenient for

’

large and frequent updates.’

Hybrid workflows: Participants stated that workflows where translators and Al work
together make the process easier. In these systems, most of the text is first translated by Al
This translation is usually fast, and the translators only check the parts that require more
attention. This saves time and allows the translator to do their job without dealing with
unnecessary details. Especially in short, simple and context-free sentences, Al can produce

very successful results. P9 explained this as follows:

“Al quickly translates large amounts of text. This helps translators to focus on editing

’

complex dialogue.’
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3. Translation Accuracy

Within the scope of the code “Translation Accuracy”, six participants (P4, P6, P7, P8, P9,
P10) stated that Al-assisted tools offer some advantages especially in technical texts such as
translation accuracy and consistency. Terminological consistency, grammatical correctness,

syntactic support, content integrity, fewer code and translation errors were also mentioned.

Fewer code and translation errors: Participants stated that Al tools are more useful in code
translations, and they are more accurate than human translators. However, this does not
include correct placement of codes. Participants only stated that there are fewer code errors
related to the written forms. Al tools are also reportedly better at detecting structural errors

in translations such as spelling errors. P8 explained this situation with the following words:

“They detect minimal mistakes, grammar and punctuation errors. They provide consistency

’

and make the texts more reliable in some cases.’

Syntax support: Participants stated that AI tools can increase translation quality by
providing syntax support in appropriate content. This is a significant advantage for both
general texts and technical content. Especially in long, complex and technical sentences,
artificial intelligence can make the translation more readable and understandable. P1

expressed this as follows:

“It has become easier for us to find words in our language that better reflect the meaning of

a word during translation.”

Glossary consistency: Participants noted that Al tools increase consistency since these tools
can compare current translations with previous ones stored in the translation memory. This
ensures that the same terms are translated in the same way everywhere. This is especially
useful for large projects and teamwork. Such tools are also very useful in LQA processes.
They help to identify errors faster and maintain the overall consistency of the text. P3 stated

this as follows:

“Especially in quality control, it greatly contributes to consistency, terminology dictionary

’

matches.’

Textual accuracy: Participants indicated that Al tools generally produce accurate
translations for short texts such as system messages. Since such texts are non-context-based,

direct and clear, they can be translated more easily and accurately by the Al tools. Especially
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for short technical texts, Al produces translations that are up to 100 percent accurate. P10

specifically stated the following on this issue:
“System messages are usually short and standard, Al can translate them correctly.”

Content consistency: Participants noted that Al tools are useful in ensuring consistency. It
helps to ensure consistency between texts. Since it can suggest similar language structures
used in previous texts, translators can check those structures and use them where necessary
to provide consistency. This improves linguistic and semantic consistency in translation.
When expressions of the same content are translated with similar sentence structures, a
professional and balanced result is achieved in the target language. P8 expressed this as

follows:

“Al tools are good at checking consistency and make the content more reliable. We can use

them directly in such texts. They save time and those outputs do not require much editing.”
4. Efficiency and Productivity

“Efficiency and Productivity” code was evaluated as one of the most prominent
contributions of Al In this section, all participants expressed their opinions. Most of the
participants stated that translation times were shortened with the use of Al, and that the
workload could be increased. The statements show that the systems are especially effective

in short and repetitive texts.

Reduced translation costs: Participants emphasized that translations made with Al make
the localization process faster. This speed reduces the need for human resources, and it also
lowers total costs. Especially in large-scale projects, the ability to complete translation
processes in less time and with fewer translators is a significant advantage for game
companies. Therefore, although many companies prefer in-house translators, they also
integrate artificial intelligence tools into their translation systems. P9 expressed this as

follows:

“Al translations have made localization faster and cheaper. As manpower decreases, costs
also decrease... We used to always need more translators, but now with fewer people we

can achieve the same amount of output at the same time.”

Speed in repetitive content: Participants stated that Al tools increase translation speed for

repetitive content. Translators can move faster to different content as they do not have to
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translate similar sentences or structures over and over again. This increases overall efficiency

and helps projects to be completed in less time. P2 expressed this as follows:

[z L] . .
Since we are not translating the same sentences several times, our work progresses much

’

faster thanks to Al... It saves time by preserving patterns in repetitive translations.’

Efficiency in short texts: Participants stated that Al tools work very effectively on short
texts and system messages. Since such content requires less context, the results are more
accurate and faster. Al is also better at perceiving and translating short sentences. Thus,
translators use Al outputs more often in short sentences. P2 expressed this situation as

follows:

“It gives successful results in short content or system messages. The translation is usually

accurate and consistent in such texts.”

Higher translation throughput: Participants claimed that thanks to Al-assisted pre-
translation, more content can be translated in less time. Especially in long-term projects, if
the term database is well-maintained, the increase in efficiency becomes more apparent.
Content translated by Al in seconds goes through MTPE processes, and these outputs are
more widely used in companies or projects that value speed over quality. P7 expressed this

situation as follows:

“In a long-running project, if the terminology base is maintained well enough, the
improvement of translation efficiency by Al pre-translation will be more obvious... We can
use these drafts to edit Al translations or use them in our own translations to speed up our

’

processes.’

Reduced workload: Participants stated that when working with Al, the workload of
translators is reduced since the Al systems can give faster drafts. Besides, when the rules
and commands are given correctly, the system can produce better results, and the final
editing becomes more efficient. In addition, Al systems reduce the workload by keeping TM

and TB records. P2 explained this situation saying:

“We can make the translations more usable to a certain extent by adding our own rules, i.e.,

more prompts. This way, Al plus final editing can be more effective.”

Time saving: Participants stated that Al tools save significant time by accelerating the

translation process. This speed is due to features such as displaying similar examples from
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previous translations and reflecting TM and TB records in the suggestions. In addition,
automatic checks allow some errors to be detected in advance during the LQA process. P6
stated that the translation process was significantly accelerated thanks to Al in the project

they worked on saying:

“The biggest contribution is speeding up work, especially in routine or large-volume tasks,

because you can see the term base and translation memory easily in the system.”

4.2.4 Workflow Changes and Localization Roles with Al

The vast majority of participants stated that Al-assisted translation tools are not just technical
tools in localization processes but have fundamentally transformed the nature of workflows
and professional role definitions. This transformation is evident in workload distribution,
customer expectations, redefined translator roles, and the reduced focus on human-centered

work.

In this section, findings related to the future use of Al are grouped under four main sub-

themes:
1. Changes in Client/Project Expectations
2. Decline in Human-Centered Work
3. Shifts in Localization Roles

4. Changes in Workflow

Code System P1 p2 P3 P4 P5 P6 P7 P8 P9 P10
v Workflow Changes and Localization Rol
Changes in Client/Project Expectatic u L
Decline in Human-Centered Work | L] L] L] L] L]
Shifts in Localization Roles L] L] | |
Changes in Workflow ] L u L] L L ] |

Figure 4. “Workflow Changes and Localization Roles with AI” Code Matrix Visualization

Source: MAXQDA
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1. Changes in Client/Project Expectations

The widespread use of artificial intelligence tools has changed the expectations of customers
and project managers. Two participants (P2, P9) commented on this section. P9’s statements
under the code “Changes in Client/Project Expectations” show that Al tools have
transformed not only technical processes but also the relationship that translators establish
with the text. The participant stated that they had previously done full-scale translation,
voice-over, and cultural adaptation in large localization projects; however, with the decrease
in such projects after 2022, Al-assisted tools have started to be used more intensively. P9

expressed this situation with the following words:

“Al began to be used even more actively, especially in mobile games, indie projects and fan

’

translations.’

Similarly, P2 stated that the tools used in the last two years in particular have accelerated the
workflow but made content review more laborious. The participant also claimed that Al

systems have the potential to replace translators in companies that do not care about quality:

“It can replace localization experts in all companies that do not care about quality and

)

prefer mechanical translations.’
2. Decline in Human-Centered Work

The comments under the code “Decline in Human-Centered Work™ show that Al tools are
pushing human creativity-based production methods into the background. In this section, 6
participants (P2, P5, P6, P7, P§, P10) stated that there was a decrease in the human-centered
approach. P2 stated that translation is no longer a “human production process”; it has become
a mechanical process aimed at improving the output offered by the system. P6, in particular,

expressed this situation as follows:

“I think that translation work will most likely be handled by artificial intelligence, leaving

’

only the proofreading stage to employees.’

This view reflects the concern that translators are being pushed into a position of control
rather than production. Most participants expressed that this change could have negative

effects in terms of professional satisfaction and creative contribution.

P10 said the following on this issue:
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“I am from the IT sector, and we had the same thing. The process has accelerated, but people
are just stuck at checkpoints behind the system. I see a similar danger for translators.

Creative spaces are shrinking.”
3. Shifts in Localization Roles

Data collected under the code “Shifts in Localization Roles” show that translators are no
longer just experts in translation; they also take on hybrid roles such as post-editors, QA
specialists, or proofreaders. In this section, four participants (P4, P6, P9, P10) suggested that
localization roles have changed. Participants emphasized that these new roles have
transformed the identity of the translator and that human intervention in Al-assisted
translation is now more focused on “correction”. P4 summarized this transformation with

the following statement:
“I believe that localization experts will now only perform proofreading for final editing.”

This view clearly demonstrates that translators are moving away from creative production
and toward the task of reviewing Al-generated texts. Participants emphasized that this role

change is reshaping the nature of the profession and definitions of expertise.
4. Changes in Workflow

Within the scope of the code “Workflow Changes and Localization Roles with AI”,
participants stated that classic translation workflows have changed significantly with the
systematic integration of artificial intelligence tools into localization processes. In this
section, eight participants (P2, P3, P5, P6, P7, P8, P9, P10) stated that their working routine
has changed. Especially P9 stated that this change will become more evident in the coming

years:

“In the next 5 years, AI will increasingly help with translations, especially for simple texts,

and localization specialists will be more involved in post-editing and adaptation.”

This view reveals that the use of Al will increase in simple and repetitive content, whereas
the job descriptions of human translators will focus more on post-editing and contextual

adaptation.
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4.2.5 Suggested Models & Future Al Use

Participants stated that the integration of Al tools into localization processes will deepen in
the future and that this will create new dynamics in terms of both technical skills and role

distribution. The codes are grouped under four sub-themes:
1. Ethical or Creative Considerations
2. Required Skills for Localization Specialists
3. Future Integration Strategies

4. Human—AlI Collaboration Models

Code System P1 p2 P3 P4 P5 P6 P7 P8 P9 P10
v Suggested Models & Future Al Use

Ethical or Creative Considerations ]

Required Skills for Localization Spec M L u u L] ] |

Future Integration Strategies
Human-Al Collaboration Models u | u u u ] | ] [ |

Figure 5. “Suggested Models & Future Al Use” Code Matrix Visualization

Source: MAXQDA

1. Ethical or Creative Considerations

In particular, some participants stated that within the scope of the “Ethical or Creative
Considerations” code, Al could limit creative decision-making processes and compromise
originality. Two participants (P3, P5) expressed their concerns in this section. P3 particularly

drew attention to quality criteria in this regard and stated this:

“The quality of Al translation is measured based on the degree of presence of jargon used
in the cultural perception of the theme, context, and relevant genre. If any of these elements
are insufficient or inconsistent, the output cannot reach the level of expert source

’

localization and becomes unusable.’
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This view reveals that Al translations cannot only be technically correct. The thematic,
contextual, and generic integrity must also be preserved. Otherwise, the text becomes

inadequate enough to be accepted at a professional level.
PS5 expressed it as follows:

“Al is repeating some certain patterns. However, human creativity requires thinking outside
the box. Often the words are technically correct, but the tone is wrong. This misses the soul

and the intended meaning out of the text, especially in literary or creative content.”
2. Required SKkills for Localization Specialists

In order to adapt to this transformation in the future, the skills that localization specialists
need have been also changing. Under the code “Required Skills for Localization Specialists”,
which participants frequently mentioned, it was stated that technical literacy is becoming
increasingly indispensable. In this section, seven participants (P1, P2, P5, P7, P8, P9, P10)
suggested that localization experts need new skills. Stating that language proficiency alone
is no longer sufficient, P10 claimed that translators should be able to work with technical

structures and expressed this:

“Translators should be able to work with file structures such as YAML/JSON, know version

control logic, and can quickly optimize Al output.”

This view indicates that localization experts should become versatile professionals who can

use digital tools and systems effectively.
3. Future Integration Strategies

Within the scope of the code “Future Integration Strategies”, two participants (P4, P9)
expressed their opinions about the future integration of Al tools. Participants stated that Al
tools would be integrated into localization processes in a more advanced and targeted manner

in the future. P4 expressed this situation with the following words:

“Due to its ability to produce increasingly high-quality text, with customized AI commands,
term glossaries, style guide feeds, it will significantly improve the efficiency of in-house

resources in the future and reduce the translation workload.”

This view suggests that Al systems used with customized commands, term glossaries, and

style guides can significantly reduce the translation workload by increasing the efficiency of
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in-house resources. Participants predict that such strategic integrations will optimize the use

of time and resources in localization operations.
4. Human-AlI Collaboration Models

Finally, the opinions collected under the code “Human-Al Collaboration Models” indicate
that artificial intelligence should be positioned as an assistant working together with a human
expert, rather than as an independent translator. In this section, eight participants (P2, P3,
P4, PS5, P6, P8, P9, P10) made comments and suggestions on collaboration models. P10

stated that the most efficient model should be as follows:

“The most efficient model is for Al to do the first draft translation, then have a localization

specialist review it for context, style, and cultural fit.”

This view shows that the first draft in the localization process can be created by Al; however,
sensitive content such as cultural texts, stylistic content, and emotional expressions should

be localized and checked by human experts.
P6 made the following comment about this collaboration process:

“Al alone is not enough, but it can be a powerful support tool if it is well guided. Building

the right model should enable humans to benefit from technology without losing control.”

These opinions show that the basic parameters determining the role of Al in the future of the
localization sector will be shaped not only by technological developments but also by

human-centered decision mechanisms.

4.3 Comparative Translation Samples

The comparative samples presented in this section were created for the purpose of illustration
within the scope of this thesis, based on the texts used in the game project in which the study
was conducted. However, due to restrictions, the original project texts could not be used
directly. The localization process was simulated via the Crowdin platform. For this purpose,
Google Translate was used as the translation engine. Crowdin provides a suggestion-based
translation process, and it shows machine-generated suggestions in the system. These
samples were examined to evaluate whether the translation outputs produced by the system

were suitable for use in the localization context.
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Fabled Hidden Treasure Legendary Hidden Treasure

Figure 6a. Comparison of Source Strings: “Fabled Hidden Treasure” and “Legendary

Hidden Treasure”

Source: Crowdin interface (used for illustrative purposes)

Efsanevi Gizli Hazine

G] G

Figure 6b. Al-generated Translation Suggestion for Both Strings: Efsanevi Gizli Hazine

Source: Google Translate MT Engine via Crowdin interface (used for illustrative purposes)

In this example, two terms that differ in meaning and usage, such as “Fabled Hidden
Treasure” and “Legendary Hidden Treasure”, are considered. In the translation suggestions
made using Google Translate MT Engine via Crowdin interface, the same Turkish
equivalent, “Efsanevi Gizli Hazine”, is presented for both expressions (see Figures 6a and
6b). However, these terms express different rarity levels terminologically. When Al
translation ignores this distinction, contextual meaning becomes blurred and term diversity
decreases. Especially in system-based and story-oriented areas such as game localization,

preserving such semantic differences is of great importance for the player experience.

With Ptolemy’s Blessing, deals {18}% Player DMG and inflicts Shadow Brand for {4}s. Shadow Brand deals {6}% Player DMG per second,
slows by [25}%, and stuns for [I}s when it ends, dealing extra {10}% Player DMG. Affected enemies grant -+{§}% Dodge and +{#}% ATK for
{6}s, stacking up to {3} times.

Figure 7a. Source String: Character Skill Description

Source: Crowdin interface (used for illustrative purposes)
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Ptolemy's Blessing ile {18}% Oyuncu Hasar verir ve {4}saniyeligine Gélge Markasi uygular. Gélge Markasi saniye basgina {6}%
Oyuncu Hasari verir, {25}% yavaglatir ve sona erdiginde {1}saniyeligine sersemletir ve ekstra {10}% Oyuncu Hasan verir.

Etkilenen diismanlar {6}saniyeligine +{5}% Kacinma ve +{4}% ATK verir, {3} defaya kadar birikir.
G] i :

Figure 7b. Al-generated Translation Suggestion

Source: Crowdin interface (used for illustrative purposes)

This example demonstrates the fundamental problems Al-assisted tools have in translating
long and complex system messages. The source text contains a technical explanation of
character skill, but the Al-generated translation has some issues such as excessive use of
conjunctions, lack of punctuation, and the direct omission of some terms. “ATK” is usually
translated into Turkish as “Saldir1”, but in this example this abbreviation was left directly in
English without being translated. Likewise, the term "Ptolemy’s Blessing" was left

untranslated. “Shadow Brand” was translated word-for-word, which made the text sound

artificial and reduced translation quality.

Hephaestion was not merely the echo of Alexander's will, but the quiet place where his restlessness found peace. In a world he sought to
conquer, it was only in Hephaestion's gaze that he felt truly known. Kingdoms bent to his sword, but it was love that made him human.

Figure 8a. Source String: Narrative Text

Source: Crowdin interface (used for illustrative purposes)

Hephaestion yalnizca iskender'in iradesinin yankisi degildi, ayni zamanda huzursuzlugunun huzur buldugu sessiz yerdi.
Fethetmeye galistifi bir diinyada, yalnizca Hephaestion'un bakiglarinda gergekten tanindigimi hissediyordu. Kralliklar kilicina

boyun egdi, ancak onu insan yapan sey sevgiydi.

Figure 8b. Al-Generated Translation Suggestion

Source: Crowdin interface (used for illustrative purposes)

In this example, the source text describes the emotional bond between Alexander and
Hephaestion in poetic language. However, the translation suggested by Al sounds unnatural,

and it is also incapable of expressing the context with the same emotions and provides an
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example of a literal monotonous translation. The use of conjunctions is weak, and the
emotional tone is not sufficiently reflected. The narration is oversimplified, and the poetic
essence of the original text is lost. Although metaphorical expressions such as “The quiet
place where his restlessness found peace” have been translated in Turkish as
“huzursuzlugunun huzur buldugu sessiz yer”, this expression has lost much of its poetic
impact. There is also an unnecessary word repetition issue. Similarly, the dramatic emphasis
in the sentence “Kingdoms bent to his sword, but it was love that made him human” has

ineffective structure in the Turkish equivalent.

This example shows that even if Al-assisted translation tools can structurally translate the
text, they are limited in conveying emotional and aesthetic values. Since elements such as
character expression, emotional intensity, and narrative tone are important, especially in

game localization, human translator intervention is inevitable in such texts.

4.4 Observations and Field Notes

The examples used in this thesis are based on the experiences and observations of the author
in the game localization process in which she actively participated. Localization processes
were carried out via the Crowdin platform, work was carried out with localization specialists,
and translation outputs were regularly checked. Multiple artificial intelligence engines have
been integrated into the platform. These include systems such as Google Translate, DeepL,
ChatGPT, and Gemini. Translators see the first version suggested by the artificial
intelligence before starting to translate the text. Although these suggestions often speed up

the process, they are not always sufficient in terms of quality.

Especially in in-game texts, the contextual appropriateness of Al outputs is not always
satisfactory. Some texts are technical and simple, so the suggested translation can be
accepted directly. However, in texts that include literary narrative, character conversations,
humor, or cultural references, the translations offered by Al are often inadequate. In such
cases, localization specialists either transform the suggested text by rewriting it to a large

extent or create a new translation from scratch.

The platform’s glossary, TM, TB and QA tools support the process. With the use of these

tools, terminology consistency can be maintained, especially in frequently updated projects.
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However, Al tools do not always use these terms correctly. Some terms are missing, some
are used inappropriately in context, and others are left in the source language. This requires

that each translation be reviewed by a human.

According to the researcher’s observations, the localization specialists’ relationship with Al
outputs largely depends on the type and context of the text. Simple system messages or user
interface elements can be completed in a short time with Al-assisted translations; however,
in texts with more complex content such as storytelling and technical texts such as skill
descriptions, localization specialists spend more time and add original interpretation to the
translation. Some localization specialists consider Al output as just a quick draft and
reproduce their final translations from this draft. In this context, Al tools do not completely
replace a human translator but rather act as an auxiliary tool that provides support at certain

stages of the process.

A major translation issue was observed during a marketing translation process in Project B
in 2022. The main event name “Black Friday” was translated as “Kara Cuma” by project’s
Al tools. It was a word-for-word translation of the event name. Although this translation
seemed technically correct, “kara” (black) may have a negative connotation in Turkish since
“Friday” has religious significance for some groups in Turkey. This may negatively affect
the player experience. For this reason, the issue was corrected, and the event name was
translated as “Efsane Cuma” by a localization specialist. This phrase is both more culturally

appropriate and preserves the marketing spirit of the campaign.

This example shows that Al-assisted translation tools have some limitations in terms of
cultural compatibility. Although Al tools can produce accurate translations at the word level,
in most cases they are not capable of perceiving context, cultural codes, and sensitivities that
require human expertise. This situation becomes especially evident in a creative and cultural

context.

4.5 Triangulation of Findings

Three different data sources were used in order to increase the validity of the findings

obtained in this study. These sources are:
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1. Expert interviews: Expert interviews provided detailed and diverse perspectives and

comments on the Al-assisted localization process.

2. Comparative translation samples collected via Crowdin: Three different text types
used for sampling purposes were compared and analyzed with Al outputs. The
examples used do not directly belong to the actual translations in the project.

However, similar content has been created based on these translations.

3. Field notes and observations: The researcher, who has been working in the game
localization industry for 7 years, used the notes and observations he took during this
process in the research. The observations of the researcher whose direct observations

of the Al integration were compared with the findings.

Expert Interviews

ff '\
/ Triangulation of
£ Findings '

Comparative Translation 4 " Field Notes
Sample Analysis and Observations

Figure 9. Triangulation of Findings

Source: Created by Author

These three data sources are shown together in Figure 9. When interviews, translation
samples and field observations were examined together, it was seen that some themes were
repeated in all three data sources. According to the common findings, although artificial
intelligence tools support the localization process, they are not sufficient on their own. They
are particularly inadequate in conveying emotional and cultural elements, and cause loss of

meaning in creative content such as character lines, metaphors, jokes and narrative tone.
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While AT outputs are generally used as first drafts, it has been observed that the final texts
are rewritten by human translators. Moreover, these seemingly correct outputs may contain
contextual errors. This makes the post-editing process time-consuming and demanding. For
all these reasons, translation quality and contextual fit are still largely driven by human
expertise. These recurring themes have increased the reliability of research findings and

revealed that human-centered decision-making processes are still decisive and needed.

After the results were written, an additional evaluation process was applied to check the
accuracy and consistency of the findings. In this process, a localization project manager from
the same company the researcher was working with. The analysis made by the researcher
was reviewed with this expert. In particular, the extent to which the prominent themes and
comments overlapped with real sector practices was evaluated. This control was made not
only in terms of the consistency of the comments but also in comparison with real
localization processes. In addition, the obtained themes were checked again with the
translation examples, observation notes and interview content used in the study. In addition,
examples taken from the Crowdin were evaluated together with the translation outputs
before and after human intervention. These examples were also compared with real examples
in the project and similar results were observed regarding Al. Thus, both expert opinion and
document-based verification were provided, strengthening the triangulation process. This
application both increased the validity of the research findings and ensured that the results

were compatible with sectoral reality.
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5 Discussions

This section examines in detail the findings obtained in line with the five research questions
stated at the beginning of the study. Data obtained from interviews, comparative translation
examples, and field observations reveal how Al-assisted translation tools work in game
localization processes and what their limitations are. The findings are structured according
to each research question. Under each subheading, first the relevant findings are explained,
then a comparison with the literature is made, and then theoretical contributions and
sectoral/professional implications are presented. This structure aims to more clearly show
how each research question contributes to both academic literature and localization

practices.

5.1 To what extent are Al-assisted translation tools functional in game

localization processes?

Findings

Most of the participants interviewed in this study stated that Al-assisted translation tools are
particularly useful in technical and repetitive content in game localization processes. It was
stated that these tools provide speed and consistency in context-independent content such as
system messages, interface texts, and short commands. However, it was emphasized that Al
cannot sufficiently understand the context in content types such as creatively narrated
dialogues, character lines, humor, and cultural references, and therefore the translation loses
its emotional impact and meaning. Participants clearly stated that these tools should only be
used as a “first draft producer” in the translation process and that ensuring final quality is

still up to human translators.
Comparison with Literature

These findings are consistent with many studies in literature. It is stated that the artificial Al-
assisted translation tools widely used today still show limited performance in terms of
context analysis and meaning perception (Kusgu, 2015). Similarly, it is emphasized that Al-

assisted translation tools are functional in some text types, but human intervention is needed



69

in content that requires semantic integrity and context sensitivity (Moneus & Sahari, 2024).
The point where this study differs is that these limitations are revealed with a field-based
example in a multi-layered and culturally strong field such as game localization. Game texts
are products that require adaptation not only in linguistic but also in emotional, cultural and
technical contexts. This study supports the views frequently expressed in literature on the
inadequacy of Al tools. This support is presented with concrete findings specific to game
localization. Recent studies, especially focusing on the relationship between empathy and
accountability, show that Al is still limited in areas such as emotional tone, understanding
context, and user needs sensitivity. This situation reveals that human intervention is
indispensable in content that requires creative and cultural adaptation. (Srinivasan & San

Miguel Gonzalez, 2021).

5.2 In which types of content do these tools succeed and in which cases do they

fall short?

Findings

Participants stated that Al tools are successful in some types of content. These tools are
particularly useful in short, repetitive and technical texts. They save time and ensure
terminology consistency in standard content such as system messages, menu items and user
interface terms. However, it was stated that these tools are inadequate in creative content,
especially in texts containing character dialogue, storytelling, humor, idioms and cultural
references. According to participants, Al translates such content either too literally or
incorrectly in terms of meaning, and in some cases even completely misunderstands the

content. Therefore, the type of content directly affects Al performance.
Comparison with Literature

These findings are consistent with many studies in literature. It is stated that creative
decisions are required in the translation of humor and cultural references in games and that
such content cannot be translated directly (Bernal-Merino, 2014). Similarly, in game
localization, not only accurate translation but also content production appropriate for the
target audience is important (Chandler & Deming, 2012). Artificial intelligence tools cannot

sufficiently support this creative process. This study, in addition to the literature,
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demonstrates this situation with concrete examples. In particular, the comparative analysis
of different types of content translated by the same system clearly shows the reasons for the

differences in success.

5.3 How are human translators and Al systems in a collaborative dynamic?

Findings

Experts participating in the study stated that a collaboration model has been formed between
human translators and Al systems. Al tools usually create initial drafts. These drafts are
mostly reviewed by human translators. Participants emphasized that this collaboration
speeds up the process, but human intervention is still critical to ensure quality. Translations
suggested by Al sometimes provide a useful start. However, the inadequate and poor-quality
sections in terms of context, tone, and style are often rewritten. Some experts noted that they
use these outputs as a guide only. They often completely retranslate the text from scratch.

This shows that human-AlI collaboration varies depending on the type of content.
Comparison with Literature

These findings are consistent with the understanding of human-machine collaboration in
literature. Hybrid models are frequently emphasized, where artificial intelligence tools
integrated into the translation process play a supporting role, but the final decisions are made
by the human translator (Moneus & Sahari, 2024). Although Al systems are capable of
learning structures, especially those working with big data, they are limited in perceiving
fine details such as context and intonation. This supports approaches where Al is considered
as a "helper tool". This study reinforces this collaboration dynamic, which is discussed
theoretically in the literature, by supporting it with examples obtained from real project

experiences.

5.4 How has the integration of Al tools into localization processes affected team

structure and workflows?

Findings



71

Participants stated that the inclusion of Al tools in localization processes has brought about
significant changes in team structures and workflows. While previously more human labor
was needed in the translation process, some tasks have now been transferred to Al. This has
transformed the role of human translators into “editors” or “final proofreaders”, especially
in large-volume projects. Many experts reported that translators are now more involved in
tasks such as post-editing, quality control, or contextual adaptation. In addition, position
definitions have been redefined in some companies due to this change, and new job
descriptions such as “post-editor” have emerged. The expectation that processes will proceed

faster has compressed project schedules, which has increased the pressure on teams.
Comparison with Literature

These findings are consistent with the transformation process described in the literature. It
is stated that artificial intelligence tools do not completely eliminate the role of human
translators, but transform this role (Moneus & Sahari, 2024). Similarly, it is emphasized that
team coordination, timing and quality processes are of central importance in localization
projects (Chandler & Deming, 2012). This study, however, reveals that this transformation
is not only theoretical, but team roles and job descriptions have actually changed along with

field data.

5.5 Can AI systems replace human translation, or is a hybrid model more

sustainable?

Findings

The vast majority of participants stated that Al tools cannot completely replace human
translators. It was emphasized that these systems work for some content, but they are not
suitable for every type of text. It was stated that Al is inadequate, especially in texts that
require cultural references, emotional expression and creative language. Some experts stated
that Al tools can only be effective in certain areas, and therefore the most suitable model is
hybrid models based on human and Al collaboration. The hybrid model stands out as a more

sustainable solution in terms of both speed and quality.

Comparison with Literature
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These views are consistent with many studies in literature. It is frequently stated that artificial
intelligence systems are efficient in some translation tasks, but cannot completely replace
human translators (Kuscu, 2015; Moneus & Sahari, 2024). It is also emphasized that
machine translation is limited in creative content such as game localization and that human
intervention is definitely needed (Bernal-Merino, 2014). This study supports this general
view with field findings in game localization and demonstrates the necessity of hybrid

models with concrete examples.

5.6 General Evaluation of the Findings

The findings of this research showed that Al-assisted translation tools both solve and create
some problems for translators in game localization processes. Participants stated that these
tools save time and ensure terminology consistency, especially in technical texts, such as
short and repetitive content like system messages. However, it was emphasized that these
systems are inadequate in creative texts, in cases where elements such as contextual
information, emotional tone, cultural adaptation or narrative style are important. Therefore,

it has emerged as a common view that human intervention is still necessary.

The findings also revealed that external environmental factors are also effective in
localization processes. Participants implied that the need for faster and more efficient
translation solutions has increased. This is highly related to the increase in global
competition in the game sector. These pressures are forcing companies to shorten translation
processes and reduce costs. At the same time, players’ expectations of not only linguistic
accuracy but also cultural adaptation and emotional connection have led to the more
intensive use of Al tools in content production processes. Especially in projects that are
frequently updated and appeal to multilingual markets, such as mobile games, the speed
advantage of these tools has become a reason for preference. In this context, the findings
show that environmental pressures are driving companies to adopt Al-assisted translation

technologies.

All participants worked on Project B, which was carried out within Company A, or took part
in localization processes directly related to this project. These experts stated that it is not
right for Al systems to take over the entire localization process, but instead they should be

used as a supporting tool. These tools usually produce the first draft, while the final editing
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and contextual adaptation are done by the translator. This hybrid method both speeds up the

process and helps maintain quality.

In the game industry, narrative integrity is as important as technical accuracy. Therefore,
translations are expected to be not only accurate but also meaningful and impressive. In line
with these expectations, working models based on human and technology collaboration are

seen as a more suitable approach.

In addition, these systems require translators to be equipped not only with grammar
knowledge but also with technical skills. Participants stated that skills such as platform use,
working with data, and understanding system logic have now become a part of the
profession. It was stated that these technologies are used especially in more structured and

repetitive texts such as system messages.

5.7 Theoretical Contribution

This chapter aims to explain how the research findings are related to existing translation
theories and what kind of contributions they make to the field. Each finding is evaluated in

relation to the relevant theoretical framework.

5.7.1 Context and Lack of Creativity in the Context of Nida's Dynamic Equivalence
Approach

The theoretical contribution of this study is to demonstrate, through field-based examples,
that the functionality of Al-assisted translation tools varies depending on the content type.
The findings show that Al is weak in understanding context. This deficiency is especially
evident in creative content. Lack of context reduces translation quality. This situation
coincides with Nida’s understanding of translation. Nida argues that meaning and impact
should be preserved in translation. According to him, translation should convey not only the
words but also the message and emotion. This view is based on the concept of “dynamic
equivalence” (Nida, 1964). According to Nida, translation should create the same effect on
the target audience as the source text (Nida, 2001). Al often fails to achieve this effect, as it

cannot understand the context, culture, and the reactions of the target audience. The
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examples presented in this study show that artificial intelligence systems are successful at
the word level. However, they are inadequate in high-level areas such as text context,
adaptation to the target audience, and cultural transfer. Therefore, it is emphasized that when
evaluating technological tools in the translation process, attention should be paid not only to
technical criteria such as accuracy or speed, but also to contextual and functional factors. In
this respect, it directly contributes to the issue of “variable success according to content
type”, which is still missing in the translation technologies literature. In other terms, in the
context of Nida’s understanding of dynamic equivalence, the study reveals the limitations of
existing translation technologies and offers an original contribution that draws attention to
this issue. This contribution is important in the context of translation theory because
translations made with Al often fail to have the expected emotional and cultural impact on
the target audience. By drawing attention to the elements of meaning, context and impact
that are prominent in Nida’s theory, it is emphasized that translation technologies should not
be limited to selecting the right words. Therefore, the study emphasizes the importance of

hybrid models with human control and recommends further research in this area.

5.7.2 Translation Strategies Depending on Content Type and Skopos Approach

This research reveals that the performance of Al tools varies significantly depending on the
content type. This situation is closely related to Vermeer’s Skopos theory. According to the
Skopos theory, the translation process should be shaped according to the target and the
intended use (Vermeer, 1989). While more word-oriented and direct translation may be
sufficient for technical content, the translation process should be much more flexible,
creative and cultural for narrative-oriented content. In this respect, the research provides a
new contribution that emphasizes that the success level of Al use should be evaluated
according to the content context. The findings of this study reveal that current translation
technologies fail to respond to the Skopos approach and contribute to the re-evaluation of
this theory in the age of technology. In other words, not every text can be translated in the
same way. The purpose of the text, the target audience, and the context of use must be taken
into account. However, Al systems cannot distinguish the purpose of the text or the
expectations of the target audience. This leads to serious incompatibilities, especially in

creative or cultural texts. This study shows to what extent the Skopos approach is
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incompatible with today’s translation technologies and draws attention to the need to

reconsider the theory in the age of technology.

5.7.3 Cultural Norms Preservation in the Context of Toury’s Target Culture-

Oriented Approach

The findings show that the translation process is no longer just an individual human activity.
Today, a new production model has emerged in which humans and machines contribute
together. This is directly related to Toury’s view that translation is shaped according to the
rules and expectations of the target culture (Toury, 1995). This is because Al cannot fully
understand the cultural nuances and background information of the target culture. As a result,
it often fails to perceive the broader cultural context. This deficiency can only be completed
by human translators, thus making the text suitable for the target audience. In this context,
the study takes Toury’s norm-based understanding of translation to a point that requires
rethinking in the age of technology. While Al performs translation solely on the basis of
linguistic matches, human translators are still needed for cultural adaptation. This shows that
in the current state of localization processes, translation norms are formed not only by human
knowledge but also by human-technology cooperation. Therefore, this study makes an
original contribution to literature by introducing a new interpretation of Toury’s theory that

incorporates technology-assisted translation processes.

5.7.4 Cultural Adaptation, User Experience and Professional Role Transformation

in the Light of Contemporary Theories

This research shows that Al-assisted translation processes are not limited to linguistic
accuracy or draft producing, but also affect layers such as cultural transfer, user experience
and professional role transformation. In this respect, the study offers theoretical
contributions that call for a re-evaluation of contemporary translation theories. This
approach, which emphasizes that translation should convey not only words but also cultural
meanings, coincides with the findings showing that Al systems have difficulty in interpreting

the context correctly (Ivir, 2002). The study contributes to Ivir’s theory in the context of the
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digital age by demonstrating that these tools fall short in recognizing the cultural context and

appealing to the target audience.

The findings of this study support the view that translation and localization has become a
cross-cultural negotiation in the digital age (Cronin, 2006). The findings reveal that
translators are no longer just individuals who translate texts, but also experts who manage
and evaluate technology and shape content according to the needs of the target audience. In
this respect, the study emphasizes the transformation in the translator’s role and supports

Cronin’s view with contemporary examples.

The view that localization is a translation approach that is shaped according to the target
audience is in line with the findings of this study (Pym, 2010). The findings show that Al
tools do not fully understand the expectations and cultural values of the target audience.
However, the target audience, in other words the players, expect more culturally adapted and
meaningful translations that are more appropriate to their own language. This can be only
possible if human translators are involved, and even if Al outputs are used, they must be
edited by humans. Thus, the study provides an updated contribution to Pym’s theory by
showing that improving the user experience still depends on the decisions of the human

translator.

This is in line with the view that localization is a process that involves not only language
translation but also technical and cultural adaptations (O'Hagan & Ashworth, 2002). While
Al can help in some parts of this process, human input is still needed. Particularly today,
when translation and localization are at the forefront, human translators, or localization
specialists as they prefer to be called, aim to produce translations that are appropriate to their
own culture, meet user expectations and consider the intended meaning. Therefore, Al is
only a supportive tool, especially in companies that value translation quality and prefer to
work with in-house translators or localization agencies. This shows that this approach is still

valid today.

In conclusion, this study contributes to current translation theories. This study shows that
the success of translation technologies cannot be measured only by accurate translation.
Elements such as appropriateness to the context, cultural transfer and addressing the user are
also effective in this regard. For all these reasons, today the focus is on hybrid models where

Al tools and translators work together.
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5.8 Managerial Implications

These findings offer some important strategic implications for project leaders, localization
specialists, LQA experts, and translation companies managing game localization processes.
First, Al tools provide significant time and cost savings, especially for high-volume,
repetitive, and technical content. However, when it comes to narratives that require
contextual adaptation, humorous dialogues, or cultural references, these tools fail to perform
adequately, and the intervention of human translators becomes necessary. Therefore,
companies should not see Al systems as a main localization solution. These tools should be
used to help speed up the process and create first drafts for translators. A hybrid model
should be established that works together with human translators/editors to ensure final
quality. In addition, sufficient editing time should be planned for Al outputs in projects.
According to quality goals, the area of Al use should also be carefully limited. This approach

will provide a balance in terms of both speed and quality.

In localization projects, it is important to determine a strategy according to the type of
content. Companies can easily use Al tools for content such as system messages, short
interface texts or technical explanations. However, relying on these tools for creative areas
such as narrative, character lines, cultural references or humor is risky. In such content,
translation should definitely be done by human experts or at least carefully reviewed. In
project planning, the rate of Al use should be determined according to the content types and
the post-editing time should be adjusted according to these differences. In this way, both

efficiency is maintained, and quality is not compromised.

The most important takeaway for project managers and localization teams is that Al tools
should be considered a support tool only. Al tools can speed up the process. However, final
checks and corrections must be done by human translators. Therefore, workflows should be
organized according to hybrid models in which human and Al work together. Translators
should be given enough time to proofread and evaluate the quality of Al-generated output.

They should also be given the necessary training to use integrated Al systems correctly.

Localization project managers should correctly analyze the impact of Al-supported tools on
teams. In particular, translators’ job descriptions should be redefined, and these people
should be trained in new processes. When preparing project schedules, realistic time periods

should be allowed for editing Al outputs. It is also recommended to create separate expert
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positions for new tasks such as post-editing and quality control. In this way, both process

efficiency and translation quality can be balanced.

Companies and localization project managers should also view Al tools as supporting tools
rather than replacing human translators. Work should be divided according to content type,
and creative and contextual content should definitely be handled by human experts. Hybrid
models both save time and ensure quality. In addition, appropriate training and job
descriptions should be developed for teams to adapt to this model. This approach offers a

sustainable solution in terms of both operational efficiency and user experience.
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Conclusions

This thesis aims to evaluate the effects of Al-assisted translation tools on game localization
processes. The research was conducted within the scope of a real game localization project
in which the researcher actively took part as a localization expert. The study was conducted
as part of Project B, which was managed by Company A. The research, based on the findings
obtained from expert interviews, comparative translation samples, and field observations,
holistically revealed the role of these technologies in the localization process. As a result of
the analysis, the research achieved its purpose, and solid data was presented that reveals

both the strengths and limitations of these tools.

According to the findings, these tools save time, ensure terminology consistency and speed
up workflows, especially in technical and standard texts such as system messages. However,
the common view of the participants is that these tools alone are not sufficient, and that
human contribution is definitely needed for effective and quality translation. Many
participants emphasized that Al outputs are insufficient in areas such as conveying emotions,
style, cultural references and creative expression. This shows that human translators still

play an important role, especially in creative texts where contextual decisions are required.

The research findings coincide with previous studies in literature. Many studies in the
literature also state that these technologies are beneficial in terms of efficiency but are limited

in creative and contextual texts.

This thesis confirms these views in the context of game localization, and at the same time,
supports them with original data sources such as real translation samples and field

observations, and makes both practical and methodological contributions to literature.

One of the most important contributions of this study is that it shows how hybrid models
where Al systems and human translators work together are implemented in practice. These
findings can help localization specialists and project managers, especially those working in
the game industry, to restructure their work processes. At the same time, it has been seen
that this transformation has an impact not only on technical processes but also on
professional identity, skill requirements and sectoral expectations. In this respect, the study

fills both the theoretical and practical gap in translation technologies.
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However, this study has some limitations. First of all, the sample size is limited, and the
participants were selected from a specific industry. In addition, the translation examples used
are limited to specific language pairs and text types. With the continuous development of
artificial intelligence technologies, systems to be developed in the future may exhibit
different performances. Therefore, caution should be exercised when generalizing the

findings to different contexts.

It would be appropriate for future studies to be conducted in different sectors, various
language pairs and content types. In addition, there are still topics that have not been
adequately addressed in this area. For example, issues such as post-editing fatigue
experienced by translators in Al-assisted translation processes or user experience-oriented
evaluations can be examined in more detail in the future. However, quantitative studies with
larger samples should also be conducted to support the qualitative findings and the impact

of these tools should be measured with numerical data.

In conclusion, this thesis presents important findings by examining the impact of Al-assisted
translation tools on localization processes in a multidimensional manner. This study reveals
that technological developments should not be considered as mere tools. At the same time,
it is important to consider these developments together with human-centered decision-
making mechanisms. While Al translation systems continue to develop, the expertise and
contextual knowledge of human translators are still the main elements that determine the
quality of the process. It is predicted that hybrid models based on human-AlI collaboration

will become widespread for a successful localization process in the future.
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Appendix 1. Code Matrix Browser (MAXQDA Output)
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Appendix 2. Gender-Based Code Crosstab (MAXQDA Output)
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