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ABSTRACT

In this study of effective game localization, we attempt to gauge the influence of
characteristics on the translation of the texts in games. In general, the characters in the
games that feature interactive story-telling structure have a huge impact on events that
occur in the games. Additionally, in case the origin of the characters are closely
connected with either cultural factors or symbolisms, the relation between characters and
stories tends to be stronger. In this research, the characteristics of the characters in the
game 'Lobotomy Corporation’ - featuring characteristics based on ‘The Tree of Sepiroth’
of Kabbalah - will be analyzed in depth; then, the result will lead us to suggest the
method of proper translation in order to show how to localize the games effectively in
future.
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game reliable, insensitive
Chochmah .. intelligent,
original .
dogmatic...
Ab
stubborn...
el
Ab
g | rah anguish...
Keter &1 am
m
Ad .
€ prideful...
am
A .
,y lightful...
in
A ‘RREW AFH o] o =

S3ste AEE
=

o] digh= xml ¥l A2 EA0)sIH olE

o]-g3 gh=oje} olo] wig Wejo] AAE= WH
I Ao S 7] fod o]EL W
w5 Qlgleh A REE o 7

e
T Al ko] o] FojH ot AFAEC] Tl B
o] Frte|B R 1 Rlo] ghapolofA] Jo] R o]
Folx] Ft=ro]rt W] EFof(original text), 3
o7} Mol EFof(target text)® HE ZHo|
gatrt.

LFEE UA A &,
o] ﬂ(scatty) 7H?4Ei o] X}ﬁgl e?E
%% ol3] LES W )

E ] A AZIVHRIZE A4
A ] ity

< w3l
Z womanly)i A

Sl (stagnant) X2 E &8 3 44

100 92E: 49 219744 w9E N§S JFoE
saed ol WY AMAAE Aol FHE ol
F o= Aol Azte]l Ay Ao ARAUY U

woltk,
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& ok AMEE LbRe] AFolE B 5 9l
o EFES] wE T JdFE LA AL s
7}

&t}

My apologies. I am... one minute late.

A7F He A dol) F)3] SHd=X HE
A] %2
Well, to tell you the truth, I was a little

worried about you at first.

et 28 HaHES dojol A W ES] il
(bouncy) 4A<E 2 RFa gor} HIg o]
e BFES Wil 2o AHE AHas)w
StAY #E| A tigt AAHS s T eAAS
oFE HXx gt} olx Y WHYo] WITEI]
AL 2 wolFEA Tay Y HEoAs=
Aol x| 37} AR o] Fojxx] B3I Ao

(justice) 7} 2l =
(weak)S 9He7| = st} di=e 2z 23

7% Az PAe] A BES
we A Aol ol Mg wird
W A ol e @

Netzach, you know the rules. We're not

supposed to trade stuff between teams.

i

-

2
b
il
oft
3[:4‘
()
o
3[:4‘
]

=
2
=
<
(o)
o
(@}
3.
=
o
=N
o
fr
ro
%
f
il
|t
1o,

(¢

FRES HolY
1

s
o wah= v 2k

Be Ego] ¥ yoja
I want to help out as many of them as

possible.

BREAY TUIE d] HRAFUCH
FH0)? }E L8 Algholeki @ apxml

Do you want me to get rid of you like
Malkuth, even before you complain? Don't

tell me I am the bad one here!

A3 (enduring) & Q3] 31559 (lethargic,
pessimistic)ell kA © o
(customary) 1=o|th vz w3l T d¥ =

gga 2.

A Lpl= gzlA Juje Xz a5t 9]

1o 77
A oo, e o] #HF w7

oy e

We're just lemmings running toward the
clifff Speaking of lemmings, can we have

a beer vending machine?

odl dFe] Fueltar Ak olde] ofw
FHE FRS A o LN gt B2

X Qe H7ha? aeAed o)A v do

e

T

96 | Journal of Korea Game Society 2018 Jun; 18(3): 87-102



— A Study on Game Localization with the Game 'Lobotomy Corporation’: Based on Translation Considering Characteristics —

7 gAR e FAHolL.
What did I do wrong? Am 1[I being
punished for my sins? I repent before

you! Please, I repent..

ANEL APl HFEAL BFEARI Y] 4
a7se BEe YRS HTFAA BES 4
wolFx guta B & vk @ sl oo
A9 2ol @ wWele o8y welE Yoiv)
sheo] g AdlelAE Aol Wa = F
ge WAL olxe] FHolur xgelul e
Ao B 4 g ol @l wiepoleh: ¥
shol %aa e AelA AQeke RozE A}
2 % 5

Eslelet 2449 B Esle Epositive)9
BEEE 53 9ol ol e E(beauty) )
F82Hhollow)el A% HAAG Qo) ¥
Aeee] 45 ks thet 2

e, gAY Fogs HYPEL

AgRe gy o v Honel e
EA2Ee] 2853 vag & g o of
=& A A= FEHA T

1'd rather hide my disgust and guilt like
it never existed But whenever I saw
Tiphereth’s empty smile, my heart felt

like it was tearing apart.

21704 (bellicose) <,

yohe $REY F2ow Qd YA 4
2 7 '
A7 At W 4 aittu) & A Bl

i

FE oA wssA] O EY Al

Aol Yrnk 159 vz PE vdE
A aRES G Eaolut B @
+ nY, o 39 e ¥E de g A

=

I sometimes remember the faces who
showed me kindness. If I could taste a
small piece of revenge upon the monsters
who stole their smiles, happiness, and
futures, my spear and sword will never

stop swinging.

olg} e YIS B3| Zglolo]5e ARete] A

HEg s AdEge st
=

et

o
X
m
"
18
S
N
o
oX,

A (kind, merciful)o]t}
tAete] Walef gk ERkS
LAl o5 A
ot} A= #F 3}

k]
%0,
o
H
froo2 oy &

(ideological)3}= <l
oh3 2o

3f, & A, sFE AFElr] Ho AFE
A growl Az dg AA 4 gl
o

Ah, much better. I can’t start my day

without a cup of coffee in the morning.

g, d HHgole o] XHFA] golx
o glglol e, ke HER gokoku gl
WA APAS ofF BE o] v
Yes, I'm a failure. You don’t need to
remind me. You may want to believe that
nothing has changed, but in fact, many
things are changing.

d
N
g
o
@,
&
=5
3
@]
o
12]
&
d
o
=2
k1
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=
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insensitive

S 95
=
we Lr}eﬂi(fatalistic) 5

WY ks A olge] ojet o] X, o

TS FHEC] A= 37 &Z o]FolA
s, PES A Ao oJBd FoE Y

P2e 2
A Aol ger Reslen o xox £

Vina’ is not a name. It’s the sad name of
the place where many graves are located.
I am the one who draws the water. Why
have you come to this place and what do

you wish me to draw?

=
= AES ol
3lv] wAE
bu gAE FFum nE EgxE go
ol 22X XG2S AA Y volrbE. 2
g]spd 53] SAvd 7 UL A= HEX]
I will see everything you do. I will not
avoid. I will not hide. I will not rest. I

m
o
~

will never close my eyes, or turn my
head. Just go ahead like you have always

been doing. Then you might make it.

g AtELS vue] 22Xl X Ho)|7|7hA] S
(intelligent) E53 208 ‘Ao st A|g F=
B o}

=} (e}
255 FUAFE AAGE DS

Favk= =9 259 XA <U(intelligent) A&
1Y 221l obd(dogmatic) &2 Q&) F20-F ‘A’
E B Foe A9 A& wE+=(reliable)

lzolth Wik tadt 2k

O

e
-
3
)
_VE
o
o
K
i3
rot
=
12
fifo
=
o
o
H‘ |
|

24 s o]
2 glojxl, 22 1

#@Wlﬁh%ﬁﬂﬂH?WrEmﬂW%»ﬁ
. )% gl
cla e gehusd WA e i

2 o)Fz Ao N Jes HAMEA

e ERSA U3 AFoLR o] Helu
Ao F AAE dRE nEes) Fed

LT?EE mlrE2z|2 Ay dE

I couldn’t know what you tried to achieve
by creating this prison, and the process
of creation was too harsh, I could run,
but I didn't. I tried to set everything
right, but I was caught. My time stopped
from since. I vaguely knew that the end
was near, but I was too afraid to face the

outcome and decided to stay forever.

oS3 2o watE sauke] Xl wWrel o
Az Sl Ao F2k7kelx] W  (insensitive), 1
o= g HolglE wWslel i FHES A4
sHAl BelFa 9tk

A 2E v A7FE F20E A'Y o

# wm
£ Aoz 4 glol. Al olgda WAk o

Jl.(I can’t open the door to someone who is
not ready. You must stop here.)”¢} #& 13
(stubborn)& %3] 'A’'E E#RU oflHzlghe
“O Y ol od % d#a A gle]. dA
7b S A "Juhd adE AT AP oA
Z=791.(I will not open a door anymore... I

wish I'm with you when I open my eyes again
someday.)” ¢} 2 W3S F3 A'E A9 o}
HA(stagnant)ol] 7F5Fa ofge “$go £og A
S Follga 2R s = T Aok(We

shall drag it (a god) down and open

everyone's eyes) 9} 2 23tEs FI Qv
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(prideful) &. & AA& < =
G302 AIFES] RiEEHE S
Y(lightful) S Aol Hmr), “o] @2 s
< FA & 3 WHolgtE =HElvt #old F vk
W ouE detER BE S F@olAa ZAACk -
29 A AMFEA AStE HolFe= A Hol
oL(If these wrongdoings can cut this vicious
cycle, T will gladly take this burden. Our
mission is to seed people’s heart.)”

A FollMde AY ‘BRER ZHY oA S
5o 3le} dA 3l sl Al dle

Fole AEE

A3t o]59] PES MM RES] URel SYXE
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H SAA FEHE EES HolYl
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‘ZuEv meeelde A 4EY ¥ o
o AT Wel, edom UM WE mug
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E 242 94988 & & U9
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12) g A 49 219 FAAAe] ge w et

a ey e AlFY 2 AT E3
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13) 2018 69 &2 gh=molsirh o] Fojx T AE
A (Darkest Dungeon)’©] WEZ S dojt}, 33
AYL ool FAAA WHo] ol FHo]o]
HAS Adel AEste 3 AoA AAQ =gt

Jozloun o|F gtaofd] gk o]sr} H-FHgt

do= I e =S FUrh

d dxEd dig AHAHA AMNE A= A

o 2% ‘B AE=(Blizzard) el AJE(EE=E 2
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