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Abstract 

In this essay I will examine selected words from the video game Amazing Cultivation Simulator by 

GSQ Games. Amazing Cultivation Simulator is a video game developed in China and contains heavy 

themes of Chinese Fantasy. I will categorize the selected words into different translation strategies 

and then I will compare their effectiveness based on Meaning and Theme. The strategies will be based 

on the work In Other Words by Mona Baker. Chinese is a language that is different in many ways 

compared to Germanic languages, there is a need for proper translation strategies. Additionally, China 

has a long history which fills the language with references to history and mythology. My aim is to 

examine the way the translators of the game Amazing Cultivation Simulator handled these difficult 

words. 
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1. Introduction 

 

The video game industry grows every year, China has recently entered the global market and is 

growing at an intense rate. An increasingly big problem in the Chinese video game industry is 

spreading to foreign markets. Due to large differences in Chinese and English as languages there is a 

great need for strategies and guides for those translating difficult words into Chinese.  

The Chinese Game Market used to be about heavy monetization and microtransactions. Monetization 

is defined by Merriam-webster as “to utilize (something of value) as a source of profit”.1 In video 

games this is often when the game company makes money from a game that is not sales revenue, 

instead they often use microtransaction which are small purchases in video games for various objects 

or bonuses in the game. Its market is the biggest gaming market in the world but it is looked down 

upon because it is money focused instead of quality focused. However in recent years the reality has 

started to change. Chinese games are now being developed for a bigger global 2 

Kah Hui Teo and Joelle Tjahjadi write in their article: 

Highly culturally-specific references. While obviously not an issue unique to China, game 

products often contain highly culturally-specific references, which run the gamut from Chinese 

history and literature to modern slang. Furthermore, the canon of Chinese history, literature and 

culture comes from an uninterrupted 5,000 years of history. Chinese developers often reference 

these liberally, as they usually write games targeted to the domestic market, with the assumption 

that the gamer understands the cultural references, in-jokes and insinuations without any 

explanations necessary. Unfortunately, when this type of game is then localized for international 

markets unfamiliar with the culture, the localization team has to find a way to handle these 

references. 3 

My own background is that I have an intense passion for Chinese mythology and fantasy. Combined 

with my passion for video games, I eventually started with fan translations of several Chinese games 

that lacked official localization. Due to this experience I clearly noted the difficulty of translating 

 
1 Merriam-Webster.com Dictionary, s.v. “monetize,” accessed January 16, 2023, https://www.merriam-
webster.com/dictionary/monetize. 

2 Chan, “The rise of prestige Chinese games”. 
Teo & Tjahjadi. “Culturalization, game localization and China”. 
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Chinese fantasy which made me want to highlight these difficulties by comparing different translation 

strategies used when localizing Chinese made video games. 

 

2. Purpose and Questioning 

 

The purpose of this essay is to examine the different translation strategies used by translators in the 

video game ‘amazing cultivation simulator’ and compare their effectiveness using the methods 

meaning and theme. What ways are there for localization of video games? What are they and how 

effective are they? Are there any new translation strategies? 

3. Background 

3.1 International markets and translations of Chinese video games. The situation and 

problems. 

According to data published in the 2010 China Game Industry Report, 2010 nian Zhongguo youxi 

chanye baogao《2010年中国游戏产业报告》, a total of 82 games independently developed by 34 

Chinese game companies entered the overseas market in 2010, achieving sales revenue of $230 

million, an increase of 111% compared to previous year.4 By 2012, China Game Industry Report, it 

was reported that a total of 177 online games independently developed by 40 Chinese game companies 

entered foreign markets, with a sales revenue of $570 million up 57.5% compared to 2011. By 2013 

China Game Industry Report data show that the overseas revenue of China's original online games 

reached $1.82 billion, up 219.3% from the previous year.5 6 

Image 1: China Games industry report 2010-2021 

 
4 Zhang, Yi 张义, “Gongneng Lun Shijiao Xia De Zhongguo Yuanchuang Wangyou Yingyi” 

功能论视角下的中国原创网游英译 [English translation of Chinese online games from a functionalist perspective]  

5 Zhang, Yi 张义, “Zhongguo Yuanchuang Wangyou de Yuyuan Bianyi Yu Yingyi” 中国原创网游的语言变异与英译 

[Language variation and English translation of Chinese online games]  

6 Zhang, Yi 张义, “Chuanbo Xue Shi Yu Xia De Zhongguo Yuancuang Wangyou Yingyi Yanjiu” 

传播学视域下的中国原创网游英译研究 [A Study on the English Translation of Chinese Online Games in the 

Perspective of Communication Studies]  
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Data Source: China Game Industry Report, Zhongguo youxi chanye baogao,中国游戏产业报告, 

2015, 2021. 

It is easy to see the attitude that the Chinese Government has about video games when they make 

statements such as “Spiritual Opium” This statement caused Tencent, one of China's biggest video 

game publishers, to lose almost 10% stock value. Opium is a very historically loaded word in China 

due to the opium wars and the damage it caused to China with its addiction in the 1800s.7 

In China, the government has a soft cap on how many games are allowed to publish on local platforms 

each year. Since 2018 only around 1,200 games have been allowed to publish each year. Due to this 

change in less permitted published games, developers are now aiming for games that will perform 

better instead of throwing everything at the market to see what sticks. The polygon states that another 

reason for this large change is due to Western AAA8 companies having outsourced parts of their 

development for many years Now Chinese developers have the knowledge and skills to develop their 

own high quality games. 9 

However localizing a game is a gamble, because it costs to pay translators and localize a game. If the 

game is not successful it is possible the company is less willing to localize games and only gamble on 

games they know will succeed.  

 

7 Goh, & Shen, “Tencent vows fresh gaming curbs after 'spiritual opium' attack zaps $60 billion”. 
8 AAA games are games that have a high budget and published by a major publisher 
9 Chan, “The rise of prestige Chinese games”. 



   

 

7 
 

3.2 Chinese Fantasy 

In the same way that western fantasy has high fantasy and low fantasy, Chinese fantasy has two clear 

genres that are equal to western high- and low fantasy.  Althought there is no universal definition, high 

fantasy is often considered to be fantasy that takes place in an alternate fictional world with many 

fantastical elements. While low fantasy takes place in our world or something very similar to it.10 In 

Chinese fantasy these two genres are often referred to as wuxia 武侠 (low fantasy) and xianxia 仙侠 

(high fantasy). Often, the only element of fantasy that wuxia has is qinggong, meaning light movement 

technique. Qinggong is the iconic flying movements often seen in famous movies like “Crouching 

Tiger Hidden Dragon” (2000) or “Hero” (2002). In Chinese high fantasy, xianxia, it always takes 

place in a fictional world full of different mythological beasts like phoenix or dragons, immortals, 

magic techniques and spiritual qi for cultivation. A famous example of Chinese high fantasy is the 

book “Journey to the West” and its many adaptations. 

The video game I will be examining is of the xianxia type. This genre possesses elements from 

daoism, confucianism, buddhism, hinduism, old chinese folklore, and many more.  

3.3 The Video Game Amazing Cultivation Simulator 

Amazing Cultivation Simulator was released on the 25th of November 2020, and was developed by 

GSQ Games and published by Gamera Games with 88% of the 16,209 reviews being positive 

therefore recognized as a highly regarded game.11 Amazing Cultivation Simulator, liaobuqi de xuixian 

moni qi,了不起的修仙模拟器 is by users on steam defined as Simulation, Roleplaying Game, 

Strategy, and Sandbox.12 In the game, you start with a number of characters and start building your 

own sect by gathering resources and recruiting more disciples. The player progresses through the 

game by making these characters Cultivate and making them stronger. Cultivation in the context of 

Chinese fantasy is when a character meditates, to absorb the spiritual Qi around them by breathing, to 

strengthen themselves. The player also has access to a map where they can choose to send disciples to 

collect resources, or go there themselves and explore.  

The main focus of the game is Cultivation, by meditating and absorbing the Qi the characters get 

stronger. When they have absorbed a certain amount, they will hit a threshold and will need to break 

through to the next stage. This is within the genre referred to as a bottleneck, Merriam-Webster 

explains it as “someone or something that retards or halts free movement and progress”.13 In this case 

it is the progress of cultivation that is halted when the end of the stage is reached until a breakthrough 

is made. In these breakthrough events the character will often fight or endure “”. Heavenly Tribulation 

 
10 Simmonds, N J. "High Fantasy Vs Low Fantasy: All You Need To Know" 
11 Steam, Valve, https://store.steampowered.com/ 
12 Steam, Valve, https://store.steampowered.com/ 
13 Merriam-Webster.com Dictionary, s.v. “bottleneck,” accessed January 17, 2023, https://www.merriam-
webster.com/dictionary/bottleneck. 
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is lightning strikes as punishment from heaven for going against the natural order.“Demi-God” Stage 

where the next breakthrough will make them ascend to the heavens. Within the Cultivation genre, the 

goal is very often to ascend to the heavens. However, since the player is controlling a sect full of 

characters the game doesn‘t end after ascension. The character that ascends will dissapear and can be 

temporarely called down again to fight for the sect with godlike powers. 

4. Previous Research 

 

4.1 Mona Baker 

In Mona Baker’s book In Other Words A Coursebook on Translation she talks about the different 

levels of equivalence when translating to a new language. 

a) Equivalence at word level 

First, she focuses on equivalences at word level and the lack of such equivalences. What strategies can 

a translator use when there is no word that expresses the same meaning in the target language? 

b) Equivalence above word level 

In the second chapter she explains the problems that can occur when there are sequences of words. 

These problems occur because different languages have different rules and restrictions. She explains 

the chapter is about “the ‘likelihood’ of certain words occurring with other words and the naturalness 

or typicality of the resulting combinations. [...] difficulties encountered by translators as a result of 

differences in the lexical patterning of the source and target languages.” 14 

c) Grammatical Equivalence 

“Grammar is the set of rules which determine the way in which units such as words and phrases can be 

combined in a language and the kind of information which has to be made regularly explicit in 

utterances.”15 Baker explains that a long time ago, the Greeks and Romans believed that time, number, 

and gender were absolutes that must exist in all languages. However, now with modern knowledge we 

know that it is not true. The chapter is about the various grammatical categories that exist in different 

languages and how this affects the translator's work. 

d) Textual Equivalence : thematic and information structures 

In this chapter Baker explains that word order can be used to control the informational flow. She talks 

about the two structures, Thematic structure and information structure. Information Structure is about 

 
14 Mona Baker, In Other Words: A Coursebook On Translation, P.53 
15 Ibid. P.94 
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linear structure to give information clearly and effectively while thematic structure contains “special 

effects, such as emphasis, by employing marked structures.”16 

e) Textual Equivalence : Cohesion 

f) Baker describes cohesion as “Cohesion is the network of lexical, grammatical and other 

relations that provide links between various parts of a text.”17 Cohesion links words and 

expressions to other words and expressions. The chapter focuses on the best model for 

cohesion by “Halliday and Hasan in Cohesion in English (1976)”. Halliday and Hasan states 

that five ”main cohesive devices” were identified as reference, substitution, ellipsis, 

conjunction and lexical cohesion.Pragmatic equivalence 

In the chapter about pragmatics Baker defines it as “Pragmatics is the study of language in use. It is 

the study of meaning, not as generated by the linguistic system but as conveyed and manipulated by 

participants in a communicative situation.” 18 The chapter is about translation in the subject of 

pragmatics and focusing on coherence and implicature and how to deal with them as a translator. 

g) Semiotic Equivalence 

Semiotic is about the visual aspect of language. This is something that can be found in other languages 

such as Chinese. Baker shows an example of a Chinese pun that can only be understood from a visual 

aspect in original Chinese Characters. Mu mo furong hua,木末芙蓉花. “On the verbal level, this line 

of poetry ‘describes a hibiscus on the point of flowering’ [...] On the non-verbal level, the ordering and 

shape of the letters that make up the verse mimic the visual image of a tree in the process of 

blossoming into a flower [...]”19 This is an example of semiotics and the chapter discusses how 

translators should deal with it. 

h) Beyond Equivalence: Ethics and morality 

The final chapter of the book discusses the ethics and morals of translation and how translators should 

be able to act without relying on codes and rules. 

In Other Words By Baker is a very broad overview but also a detailed book on ideas and strategies 

when it comes to translation. However Mona Baker never focuses on a single language and always 

mixes examples from different languages. This causes a problem with in depth analysis of translation 

for a specific language, specifically a complex and different language as Chinese. 

 
16 Ibid. P.135 
17 Ibid. P.194 
18 Ibid. P.235 
19 Ibid. P.280 
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There is a need for further research of strategies for at word level translation in Chinese. There is a 

lack of strategies for Culturally significant words in Chinese. I will work with analyzing used 

strategies of such words. 

4.2 Other Research 

a) “Different Associations of Animal Words in English and Chinese and the Relevant 

Translation Strategies” by Fade Wang and Minglan Zhang.  

In their paper, they discuss different animals and their associated meaning, those that mean the same 

and those that mean different.  

“’wolf’: Wolf in Chinese and English cultures have the same meaning. It refers to somebody 

fierce, cruel or greedy, such as ‘as cruel as a wolf’”, 

“’Bat’: The Chinese character fu, ‘蝠’ has the same pronunciation with fu, ‘福’, so ’bat’ has 

the meaning of good luck in Chinese culture, while in English, bat makes people have the 

association of ugliness and sin. When referring to bat, western people think of it as vampire. 

The legend goes like that vampires drink the living’s blood.” 20 

These are two examples, one of same meaning and one of different meaning. They continue in 

suggesting some strategies to handle these problems. Domestication, replacing it with the domestic 

animal. Foreignization, by intentionally keeping something foreign about the text and using the 

original word, however mostly used when the meanings are similar. This paper is similar to this essay 

in that it focuses on translation of culture, however these animals in Chinese have corresponding 

words in English and the meaning can easily be explained. 

b) “Culturalization, game localization and China” by Kah Hui Teo and Joelle Tjahjadi. 

This article discusses Chinese Video games and localizating them. They continue with properties of 

Chinese video games that are specific to them, like Short product life cycles, Incoherent, incomplete 

and non-final plot text, highly culturally-specific references and User interface (UI) with tight space 

constraints. Then they discuss the different translation strategies that are used, Rewriting, just 

rewriting to something that is easier to translate. Contextualization by addition, simply adding context 

to the term that non-Chinese speakers would not understand. Finally Omission, mentioned as often 

used when it comes to UI. The article also goes into naming of in game objects like items, locations, 

and people, and strategies for it.21 

 
20 Wang, Fade, and Minglan Zhang. “Different Associations of Animal Words in English and Chinese and the Relevant 
Translation Strategies.” Theory and Practice in Language Studies 7, no. 11 (2017) 
21 Teo & Tjahjadi. “Culturalization, game localization and China”. 
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c) Li, Yumeng 李雨蒙, “gongneng dui deng lilun xia jian shu dianzi youxi bentu hua fanyi” 功

能对等理论下简述电子游戏本土化翻译 [A brief introduction to video game localization 

using theory of functional equivalence] Haiwai yingyu 海外英语 [Overseas English] 2022 

In this article Li first brings up the history of localization, that in the beginning it was fans translating 

games. Additionally, in the beginning it was difficult for localized games to spread to the west. Li 

explains that localization should aim to bring language to the game so players in the distributed region 

can play the game with full comprehension. There should be no barriers that inhibit the experience of 

the player. Li also writes that the translation strategy should be based on the type of game. They also 

state that there are two different categories of text to localize. The first type is game mechanics and 

functions. The second is everything else: the plot, characters, objects, lore, etcetera. Li continues to 

give examples of localizations within video games. 

d) Discussion  

I believe what Li writes about the two categories is an important fact that translators need to know. 

When it comes to translation of game mechanics, the most important part is simplicity and clarity. 

Some video games can have complicated “Spells” that the player can use, thus it is vital that all the 

information is clear for the player to understand the mechanics and rules of the game. But when it 

comes to the translation of the second category, translation of the plot, characters, objects, lore, and 

more, in this situation I believe the theme is the most important part due to the theme being what 

makes Chinese fantasy games from western fantasy games. 

Mona Baker’s book on translation is great with broad concepts and strategies that work for many 

languages; however, with broadness comes lack of precision. The paper on Animal’s meanings in 

English and Chinese by Fade Wang and Minglan Zhang is very important. For translators it is vital to 

know the intended meaning when referencing an animal. It is also important when it comes to Chinese 

video games, because animals and beasts are often referenced. There also needs to be research on what 

exactly Chinese Fantasy is so translators can easily familiarize themselves with the theme so they don't 

break it. The article written by Kah Hui Teo and Joelle Tjahjadi on “Culturalization, game localization 

and China” does a good job on discussing the different problems and difficulties that localization work 

will encounter and strategies to overcome them. They also have a good grasp on some problems that 

are specific to localization of games, such as UI. 

 

However, neither Lis and Kah Hui & Tjahjadi’s articles focus on Chinese fantasy, where there are 

even more cultural references or even invented names that needs to be translated. The article by Fade 

Wang and Minglan Zhang is part of what inspired me to look into this subject. 
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5. Material 

Steam, the largest western video game distributor with 69 milion active users in 2021,22 does not 

release the amount of copies sold to the public, but there are ways to guess based on the amount of 

owners that have reviewed the game. According to Steamdb there could be between 400,000 to 1,1 

Million players.23 Steamdb also shows other sites’ estimates, who each estimates about 209,000, 

601,000, and 741,000. The game was localized by Yeehe.24 Yeehe is a localization company from 

China. 

Players have the choice to pick their preferred language when playing games that have the option to, 

thus the game must have text files of all the different available languages. The text used in this essay is 

taken from files “codedictionary.txt” and “MapStoryDictionary.txt” from the game files of the game 

“Amazing Cultivation Simulator”. The chosen words I examine in this study and terms have 

specifically been chosen because of their difficulty when translating due to their cultural and 

mythological aspects as well as their clear and easy format. These text files were formatted as 

“Chinese original text    Localized English Text” in one single line which made it easy to work with. 

Note that it is possible some of these words are not in use due to these terms being taken from files 

and not what is being used in game. The focus of this essay will be the translation strategies of 

mythological terms and fictional names in the video game Amazing Cultivation Simulator. Most of the 

terms chosen are based on fictional and mythological, originated names. Common words and 

sentences in general will not be the focus. Terms that have clear translations or whole sentences are 

not included. Terms are not picked based on their frequency of occurrence within the game, but 

selected based on their trickiness when it comes to localization. 

5.1 Research Ethics 

Due to the fact that Chinese fantasy as a genre is not defined, it is possible that different people have 

different opinions of what belongs and what does not belong to the genre. As a research subject, 

xianxia lacks research that discuss different xianxia litterature and what defines the genre. Without 

proper references I can only reference my own experience in the genre. On the basis of proper 

research ethics this is not proper references and it further proves the need for further research 

within this genre of Chinese Litterature. 

 

 
22 Valve, Steam, https://store.steampowered.com/news/group/4145017/view/3133946090937137590 
23 https://steamdb.info/app/955900/graphs/ 
24 iYeehe.com 
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6. Theory 

6.1 Mona Baker’s Translation Strategies 

In the book In other words A coursebook on translation by Mona Baker, Baker talks about the 

different equivalences in translation. However this essay will focus on Equivalence at Word Level, 

due to the selected text being words and terms and not whole sentences. In Other Words shows some 

translation strategies used by professional translators.25 

a)  Translation by a more general word (superordinate) 

If the original text uses a word that is specific, while the target language lacks that specific word, it is 

possible to use a more general word. For example, if there was no word for apple in English, the 

superordinate word would be fruit. 

b)  Translation by a more neutral/less expressive word 

Baker shows an example when translating a Chinese text about pandas, the source text in English uses 

the word home twice. The target Chinese text instead chose words meaning habitat and settlements 

due to Chinese not having a direct equivalent for home.26 

c)  Translation by Cultural Substitution 

Different countries have different cultures, what is well known and what is common varies from 

culture to culture. In the book, Baker shows that when Stephen Hawking's book a Brief History 

Through Time was translated into Greek, the translator used the story Alice in Wonderland to 

familiarize the Greek reader. The translator did this because Alice in Wonderland is a well-known 

story in Greece. Baker explains that in the original text, “flat plate” had been substituted to “giant 

playing card” and “turtles all the way down” had been replaced with “great big pack of cards”. 27 

d)  Translation using a loan word or loan word plus explanation 

Depending on how frequent loan words are in the target language, translators can simply just loan the 

specific difficult word to the target language. Japanese is one of those languages that have frequent 

loan words with over 10% of words in the dictionary being loanwords in 1999 28, Baker displays 

several examples in the book.29 

 
25 Mona Baker, In Other Words: A Coursebook On Translation, P.24 
26 Ibid. P.29 
27 Ibid. P.32 
28 Takako Tomoda, The loanword (Gairaigo) influx into the Japanese language: 
contemporary perceptions and responses P.25 
29 Ibid. P.36 
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e)  Translation by paraphrase using a related word 

When there is a lack of direct word equivalent, it is possible to use additional words to explain it. In 

this example that Baker gives, the word related is translated into Chinese, however the result in 

Chinese is something like have a kinship relation, qinshu guanxi, 亲属关系. 

f)  Translation by paraphrase using unrelated words 

Baker continues with a strategy that uses unrelated words. Baker gives an example from a Chinese 

translation. The original English text uses the word accessible, however there is no equivalent word in 

Chinese, so the translator explained the word as a translation, “where human beings enter most easily”, 

shi renlei zui rongyi jinru, 是人类最容易进入.30 

g)  Translation by omission 

Baker explains that the strategy of omission is possible only if omitting a single word does not change 

the meaning of the sentence. Baker explains that this is a common strategy so as not to distract the 

reader with lengthy explanations. 

h)  Translation by illustration 

The final strategy only fits in specific circumstances. If the item that needs to be translated is a 

physical item that can easily be explained as an image. It is also a good choice if there is little space 

for long explanations. Baker gives an example when Tea was to be introduced to the Arab market. 

Because there was no word for tagged from Tagged Teabags, they used the strategy and simply 

illustrated a tagged teabag. 

Although Baker uses many different languages as a basis, she does not mention the translation strategy 

of pinyin. Pinyin, 拼音, means phonetic spelling. It is what the sound of a Chinese character, writing 

the sounds of Chinese using the latin alphabet. Because this is a strategy that is unique and specific to 

Chinese Baker did not write about it.  

The most relevant strategies in this essay will be Baker’s c) Substitution, and g) Omission.  

6.2 Localization 

Localization is the term for when a video game is translated into another language. We can assume 

that localization as a term has the goal that all content must be understood by the average person that 

is expected to use the product in the new language. Most video games in the west are made in English 

as the main language, thus localizations are not important because most players of video games know 

English enough so that they can still play. However due to the English speaking proficiency in China 

 
30 Mona Baker, In Other Words: A Coursebook On Translation, P.43 
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being low, there must be a Chinese localization. Thus when introducing Chinese games to the west 

and Western games to China, there must be a localization made to have a chance in the market. 

Though there exist Chinese speakers in the west and English speakers in China, those groups are too 

small to make a difference. 

When it comes to localization, video games often have English as the main option because English is 

the unofficial Lingua franca of the west with the biggest reach in audience. However, this is not the 

case when it comes to China. Their games are released for their own market of Chinese speakers. 

Sometimes games are not localized at all to English. Only when the publishers believe there is a 

potential market. 

6.3 Application of Theory 

I will assume the goal of the translators was to make a localization that still kept the cultural themes 

while still trying to make everything understandable. I will examine all terms in the Text List, located 

in the end of the essay, and match them with strategies suggested by Mona Baker, with the addition of 

the Chinese specific strategy of translation by Pinyin. The different strategies will be compared based 

on Meaning and Theme to see which ones are effective localizations and less effective. 

7. Method 

7.1 Qualitative and Quantitative 

Qualitative is the method of analyzing fewer objects in a greater depth while quantitative method is 

using a large quantity to apply statistics. Picking an amount of terms is the quantitative part and 

thorough analysis of each term is qualitative. Quantitatively by examining 42 chosen terms, which can 

be found in the text list in the end and also statistics of the applied strategies shown at the end of 

analasys chapter. The number of terms was not picked specifically in any way, the amount of terms 

was picked after manually searching through the two text files and picking terms that would possibly 

require strategy to translate and contain cultural and mythological background. 

7.2 Meaning and Theme 

To determine if a translation is good or not, I decided to score the translation based on Meaning and 

Theme. The idea of Meaning and Theme being the core ways to grade a translation is due to my own 

observations. Meaning is always the focus in translation, however I believe when it comes to terms 

that possess deep cultural meaning it is important to not erase it, I also believe consumers of video 

games with heavy Chinese culture purchases the product in large part because of the Chinese culture. 

Additionally, on the six terms (#1-#6) where User Interface (UI) constraints limited translations, 

length of the resulting translation was also examined. User interface (UI) is the buttons and displays 
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the player interacts and receives information from. The size of a button dictates the length of text that 

can be written on it. 

Definitions made by author specifically for consistent grading in this essay. 

Meaning is defined as : If the translated word is the same or synonymous with the result in Chinese-

English dictionary. If the whole term does not exist, does the meaning of the individual characters 

occur as individual words in the translation based on the dictionary. 

Theme is defined as: if translated words or concepts are words with cultural meaning that is 

exclusively non-chinese then it will reseive the grading of ‘-’. For example knight, angel, kraken. 

Additionally, words from video game terminology fit the theme as well due to the material in question 

is a video game.  

Of course the most important part when translating something is that you retain and convey the 

meaning of the original word. However, to make something a truly good translation it must also fit the 

theme of the culture or setting of the original text. 

The original text is from a video game where the theme is Chinese fantasy thus the translated text must 

follow that theme. For example when translating the word long, 龙, which means dragon. Even though 

there is a western type of mythological dragon that wouldn't fit the theme, Chinese have a 

mythological beast known by the same name. So the reader would assume based on context that this 

dragon would in fact be a Chinese style dragon and thus the word the theme. 

 

8. Analysis 

8.1 Results 

a) By matching the text list with translation strategies at word level from Mona Baker’s In Other 

Words 3 strategies could be found. Translation by Cultural Substitution 

a) Translation by Omission 

 

An additional strategy was identified for when there was a simple direct translation. 

b) Translation by Direct Word Equivalence 

However, there were still some words that did not match any of Baker’s strategies. Due to the fact that 

In Other Words focuses on translation in many languages it never has a strategy that is language 

specific. When it comes to Chinese, a valid strategy is just writing the pinyin of the specific character 

that needs to be localized. 
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c) Translation by Pinyin 

Either the concept is already introduced to western culture, like Fengshui, or it has no possible English 

translation and simply translating it as Shu does not lose any cultural value. In both Chinese and 

English one needs to know the cultural background behind the word Shu to understand the reference to 

the Shu state during the Three Kingdoms Period (220-280 AD). 

All the definitions for words and characters are from the Chinese-English dictionary and the online 

dictionary Archchinese. 31 32 

8.1.1 Translation by Cultural Substitution 

From Mona Baker’s In other words, Translation by Cultural Substitution. When the translators 

exchange Chinese Cultural terms to more western appropriate or to game terminology. 

Translating media full of mythology can be incredibly tricky. Many times there are themes and 

cultural backgrounds that are just impossible to bring forth in a translation. The translators of this 

game had the same problem.  

These are excerpts from the text list in the end. 

7 天池之主 Lord of Angel's 

Pool 

Substitution  M: - 

T: -  

8 钓鲲者33 Kraken Catcher Substitution  M: + 

T: -  

 

In term #7, The individual words in this term is: tian, 天 , meaning sky or heaven. chi, 池,  meaning 

pool or pond. zhi, 之,  can mean various things but in this context it is possessive. 主, Zhu, means in 

this context master or lord. The first word has been translated to Angel. Because Angel is a 

mythological being from the New testament34 and has strong connection to Christianity, thus not 

related to Chinese mythology. Other than that substitution the term is translated by direct word 

equivalence. 

In the following example (#8), kun, 鲲, is referenced. It is a word that has few meanings, a) a newly 

hatched fish, or more commonly known as, b) legendary giant fish that could transform into a giant 

bird. The mythological beast was invented by famous daoist scholar Zhuangzi, and he described it as 

 
31 Han Ying cidian : a Chinese-English dictionary, 2009 
32 https://www.archchinese.com/chinese_english_dictionary.html? 
33 Kun: Massive Sea Creature, Kraken: Massive Sea Creature 
34 Harper Douglas, “Etymology of angel,” Online Etymology Dictionary, accessed December 4, 2022, 
https://www.etymonline.com/word/angel. 
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the following: Kun is a type of mythological beast that is a fish or fish-like of immense size.35 The 

intended meaning in the original Chinese is something like enormous or legendary sea creature. The 

western equivalent, Kraken, fits this theme, it is considered a large sea creature of legend. However it 

is not a perfect translation. Kun is often portrayed as fish-like or whale-like, but it also has another 

feature, Kun is only one half of the mythological beast known as Kunpeng, while the beast can 

transform to its other half, which is a massive bird. This appearance is different in all ways except size 

when it comes to Kraken, which is often portrayed as a large variant of an Octopus. 

 

11 魔教 Cult Substitution  M: - 

T: + 

12 魔宫 Inferno Substitution  M: - 

T: -  

13 魔殿 Pandemonium Substitution  M: - 

T: - 

 

Term #11, #12 and #13 are all suffixes the player attaches to their own faction. In the same way that 

#20 “Blue Lotus Temple” has temple as a suffix. 

#11, the first word mo, 魔, roughly means magic or demon. The second word jiao, 教, is often used as 

a verb to teach, but in this case it is more like a group. The word cult is defined by Merriam Webster36 

as: 

a) a religion regarded as unorthodox or spurious 

b) great devotion to a person, idea, object, movement, or work (such as a film or book) 

c) a system of religious beliefs and ritual, also: its body of adherents 

 

In this case the intended meaning is option c. The players sect is the group and they all are bound in 

the same faction. It is possible to classify #11 as an omission, due to the possibility of translating the 

second word to cult, thus making the first word omitted. 

 
35  Robert E. Allinson (1989), Chuang-Tzu for Spiritual Transformation: An Analysis of the Inner Chapters, SUNY Press, 
180. 
36 Merriam-Webster.com Dictionary, s.v. “cult,” accessed December 10, 2022, https://www.merriam-
webster.com/dictionary/cult. 
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In the same way as the previous term #12 starts with a word for magic or demon. However the second 

word is Gong, 宫, meaning palace. On the other hand, the meaning of inferno is a part of the Christian 

hell, or places of extreme fire and heat.37 This relation to Christian belief stands out in the Chinese 

theme. If the desired translation would be something similar to hell or the underworld the Chinese 

equivalent would be the yellow springs, huangquan, 黄泉. However, the original meaning of magic 

palace or demon palace is very different from inferno. 

#13 is similar to both previous terms. The second word dian, 殿, can mean temple or palace. The word 

pandemonium is originally the name of the palace in the middle of hell where Satan and his demons 

live.38 This is another term that is substituted for a Christian related word. The original meaning is 

somewhat lost unless you already know the origin of the word Pandemonium. Instead there is a term 

that is not related to Chinese Culture. 

14 天缺神剑 Leonardus' 

Divine Sword 

Substitution  M: -  

T: - 

15 天下行商 World Merchant Substitution 

Omission 

M: - 

T: + 

16 妖族 Yaoguai Substitution  

Pinyin 

M: - 

T: + 

 

In #14, each of the words have many different meanings which makes it hard to make a perfect 

translation. The meanings of each word is: tian, 天, , meaning sky or heaven. que, 缺, , meaning to 

lack or deficit, shen, 神, meaning God or divine, jian, 剑, Sword or blade. The translated word has 

substituted the first two words to Leonardus’. It is possible this is a reference to Leonardo da Vinci, 

however this seems like a strange choice due to da Vinci not being related or associated with Chinese 

culture. Leonardo da Vinci in Chinese is lieaonaduo da fenqi, 列奥纳多达芬奇. 

The translation strategy for #15 is hard to define because it can be interpreted in different ways. The 

original meaning of the Chinese text: tianxia, 天下, literally this means under heaven, but the meaning 

is “land under heaven”, or the world. Xing, 行, this word can mean many things like walking, but in 

this case I believe traveling is the intended meaning. Shang, 商, has many meanings related to trade 

and business, I believe the correct interpretation is merchant. The whole original meaning can be 

 
37 Harper Douglas, “Etymology of inferno,” Online Etymology Dictionary, accessed December 10, 2022, 
https://www.etymonline.com/word/inferno. 
38 Harper Douglas, “Etymology of pandemonium,” Online Etymology Dictionary, accessed December 10, 2022, 
https://www.etymonline.com/word/pandemonium. 
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interpreted as “World traveling merchant” or more literally with the first two Chinese characters as 

“Merchant traveling land under heaven”. However, the word for traveling was Omitted, thus the 

Omission strategy. Additionally, the last word was substituted for merchant. 

#16 is an interesting translation. At first glance one would believe it is pure Translation by Pinyin, 

however it is actually both Pinyin and Substitution. The first character is properly translated into 

Pinyin. While the second word is actually, zu, 族, meaning race, ethnicity, or clan. The meaning is that 

these are the yao, 妖, Monster, or demon clan. The translators substituted to more well-known pinyin 

of the term yaoguai, 妖怪. This meaning is literally monster or devil, but not western type of Christian 

devil. It is possible the intended Chinese original text is supposed to be yaoguaizu, 妖怪族, the 

Yaoguai folk, or the Yaoguai clan, but it was shortened. Yaoguai is a more well-known pinyin due to 

its appearance in popular-culture. In the video game Series Fallout, a bear-like enemy called Yaoguai 

can be encountered. The name Yaoguai has appeared in a few TV-shows and video games, even in the 

famous Journey to the West Yaoguai is mentioned. However, there is no standardized Yaoguai. In the 

video game Amazing Cultivation Simulator, the Yaoguai are originally animals who gain sentience 

and take a bipedal form like humans while still having heads and features from their original species. 

As a result of becoming a Yaoguai they can start Cultivating like their human peers. 

 

17 玄门秘籍 Orthodox Manual Substitution M: - 

T: + 

18 旁门心得 Unorthodox 

Manual 

Substitution M: - 

T: + 

 

#17 is made up out of four characters xuan, 玄, Deep or Profound. Men, 门, usually mean Gate or 

Doorway however in this case it is probably a doorway but not in a literal sense. Miji, 秘籍, Rare 

Book. Manuals in Chinese Fantasy often refer to books or scriptures that teach or explain techniques, 

it can range from how to Cultivate in a unique way or how to perform a special dangerous attack. The 

chosen word of orthodox is an interesting choice. Merriam-Webster Defines orthodox as “conforming 

to established doctrine especially in religion” 39, in Chinese Fantasy the established doctrine is what is 

considered good and just. The different techniques that the cultivators can learn and use are often split 

between good and evil, however, quite often they are also referred as orthodox, meaning good and just 

techniques, and unorthodox thus meaning evil techniques. By looking at #18 We can see that it is 

 
39 Merriam-Webster.com Dictionary, s.v. “orthodox,” accessed December 29, 2022, https://www.merriam-
webster.com/dictionary/orthodox. 



   

 

21 
 

possible the translators knew this. pangmen, 旁门, Sidedoor. xinde, 心得, gained Knowledge or 

experience. Unorthodox in context is a fitting Substitution for Sidedoor Knowledge, knowledge that is 

not the main path. The only problem with this translation option is that it could be too close to real 

religious institutions like orthodox judaism or orthodox christian faith.  

19 玄空洞 Ethereal Cave Substitution  M: - 

T: + 

20 天极峰  Heavenstep Peak Substitution  M: - 

T: + 

21 丹霞山 Mt. Sunshade Substitution  M: - 

T: + 

 

#19 is made out of three characters, xuan, 玄, meaning Deep or Profound, kong, 空, meaning air, sky, 

or empty and finally, dong, 洞, Meaning cave, grotto, or ravine. Kongdong, 空洞 together can mean 

cavity or empty, but I believe based on the illustrations on the map that this is a cave or grotto (Image 

2). The definition of Ethereal could either be about “of or relating to the regions beyond the earth” or 

“lacking material substance”.40 The translation does not break any theme or seem out of place, one 

could argue that it only misses some of the original meaning if it is considered important in the 

context.  

Image 2: One of the locations seen on the world map the player can visit. 

 

Image Source : Amazing Cultivation Simulator, world map, Part of the world map the player has 

access to. 

 
40 Merriam-Webster.com Dictionary, s.v. “ethereal,” accessed December 10, 2022, https://www.merriam-
webster.com/dictionary/ethereal. 
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#20 is like the previous and all other location names made out of three characters, except for #35. In 

this case it is made up out of: tian, 天, Heaven or Sky. Xi, 极, Extreme, Furthest, final. Feng, 峰, Peak 

or Summit. The translation “Heavenstep Peak” is almost a direct word equivalence, however the 

middle word has been translated into step. It is possible the translators interpreted the middle character 

with heaven that the peak is just one step away from the heavens. 

#21 has a big difference between the original Chinese and the translated English. From the three 

characters: dan, 丹, has many meanings but probably reference to red or cinnabar Color. Xia, 霞,, 

Rosy Clouds. Shan, 山, Mountain. Like all terms ending with mountain they shorten it to just Mt. 

However, the first two words are more interesting. Red Rosy Clouds was translated into Sunshade. 

Although it does not conflict with the theme, Sunshade seems like a strange option when the original 

meaning does not contain any difficult concepts or meanings. 

 

22 黑山 Mt. Blackstone Substitution  M: - 

T: + 

23 百蛮山 Mt. Hundred 

Insects 

Substitution M: - 

T: + 

24 龙虎山 Mt. Tiger Paw Substitution  

 

M: - 

T: + 

 

It is possible to interpret #22 as Direct Word Equivalence. The original meaning of the two words is 

hei, 黑, Black or dark. Shan 山, Mountain. It is possible the translators wanted to continue the format 

of all places that are Mountains, shan, 山, starting with Mt., thus they were not satisfied with just “Mt. 

Black”. Instead of just a black mountain the translators substituted it with “mountain of black stone”. 

When it comes to #23, there is a similar scenario to #20, only the middle word is substituted, 

meanwhile the others are direct word equivalence. Bai, 百, Hundred or many. Man, 蛮, Barbarian or 

bullying. Shan, 山, Mountain. The first word was interpreted as literal, however Chinese often use 

large numbers to say many or numerous. The second word was substituted from Barbarian to insects. 

Often in Chinese fantasy there are those Cultivators that are able to control insects in different ways, if 

this place, which is one of the existing factions the player can interact with, is dedicated towards 

techniques for controlling insects, then it would be maybe a more descriptive name. However, based 

on the translation alone, it was changed completely. 
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#24 follows previous terms named Mountains. Long, 龙, Dragon. Hu, 虎, Tiger. Shan, 山,, Mountain. 

In Chinese culture, tigers and dragons are common terms and often refer to powerful and dangerous, 

the dragon is also a symbol of the emperor. Together longhu, 龙虎, can mean “Outstanding People”41, 

it is possible that the original meaning intended by the developers was “Outstanding People” but it is 

also possible that it is a mountain of dragons and tigers, a reference to the idiom “Crouching Tiger, 

Hidden Dragons” which means talented individuals in hiding or concealed talent. The translation used 

the substitution strategy to the Tiger’s Paw. It is possible this choice was made to reduce the amount 

of syllables but also that “Dragon Tiger” does not possess the same cultural weight as in Chinese. The 

tiger still fits thematically due to as previously mentioned that tiger is a common animal or reference 

in China. 

 

25 九华山 Mt. Lucian Substitution  M: - 

T: - 

26 五莲山 Mt. Nelumbo Substitution  M: - 

T: + 

27 万妖殿 Daemonia 

Temple 

Substitution  M: - 

T: + 

 

In term #25, jiuhua, 九华, has been translated into Lucian. Jiu, 九, Nine. Hua, 华, Flowery or 

Illustrious. Shan, 山, Mountain. There is a real mountain in China with the same name, but the English 

translated name is Mount Jiuhua or Jiuhua Mountain, translation by pinyin. It is a strange choice to not 

translate by pinyin in this case when there is a real world equivalent or reference. The translation to 

Mt. Lucian, due to Lucian not being a Chinese name or Chinese culture, breaks the theme. 

#26 is made up of the three words: wu, 五, Five. Lian, 莲, Lotus or Water Lily. Shan, 山, Mountain. 

The Merriam Webster Dictionary defines Nelumbo as “a genus that includes large water lilies having 

flowers with 4 to 5 sepals, numerous petals, ...”.42 Nelumbo is a more scientific word for aquatic plants 

such as lotuses and lilies. It is possible to argue that the translation strategy used is actually direct 

word equivalence for lian, 莲, and omission for wu, 五. Regarding the theme, I believe the scientific 

 
41 Archchinese.com, longhu, 龙虎 
42 Merriam-Webster.com Dictionary, s.v. “nelumbo,” accessed December 11, 2022, https://www.merriam-
webster.com/dictionary/nelumbo. 
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latin name does not fit and either Lily or Lotus would be more appropriate since the word Nelumbo is 

not well known. 

The final term in the list #27 follows a similar structure to the two before, it starts with a number, and 

then a noun. Wan, 万, meaning ten thousand or sometimes innumerable. Yao, 妖, many meanings 

ranging from Strange to demon, but probably short for Yaoguai and a reference to the human shaped 

animals in the game. Dian, 殿, Meaning Hall, Palace, or Temple. The ten thousand is most probably 

not to be taken literally in this case. In a western context demons are often used as the opposite of 

angels. Although this is a Christian theme, demons are not out of place in a Chinese setting. Because, 

similarly to the word dragon, they have their own type of demon which often are monsters and evil 

spirits from folklore. The aspect of the first word has been lost in the substitution. 

Substitution by Video Game terminology 

But there is more than just substitution between western and Chinese cultural terms, there is also 

substitution to game terminology. In the following two examples, the translators chose words that are 

frequent in Role-Playing Games (RPG). In the famous western tabletop RPG “Dungeons & Dragons” 

(DnD). Characters have “Ability Scores”, Three of them being Constitution, Charisma, and 

Intelligence.43 DnD is also considered the original Role Playing Game (RPG) and is the reason modern 

RPGs use similar attribute systems. A more modern RPG, The Post-Apocalyptic RPG Fallout game 

series have a system called SPECIAL, which is an acronym for each of the available attributes: 

Strength, Perception, Endurance, Charisma, Intelligence, Agility, and Luck.44 INT can also be 

interpreted as a shortened form of Intellect. Another two examples are the Massive Multiplayer Online 

RPG World of Warcraft and RPG Diablo 3, both produced by Blizzard Entertainment45. The usage of 

familiar terms for western players makes it easy to understand their intended usage.  

1 神识 PER  

 

(Perception) 

Substitution  M: - 

T: + 

L: + 

2 根骨 CON 

 

(Constitution) 

Substitution  M: - 

T: + 

L: + 

3 魅力 CHA 

 

(Charisma) 

Direct M: + 

T: + 

L: + 

 
43 Dungeons and Dragons 5th Edition Core Rulebook, P.12 
44 Fallout series, Bethesda, Fallout 3, 2008. Fallout New Vegas, 2010. Fallout 4, 2015. 
45 Blizzard Entertainment, World of Warcraft, 2004. Diablo 3, 2012. 
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4 悟性 INT 

 

(Intelligence/Intel

lect) 

Substitution  M: - 

T: + 

L: + 

5 机缘 LUK 

 

(Luck) 

Substitution  M: + 

T: + 

L: + 

6 潜力 POT 

 

(Potential) 

Direct M: + 

T: + 

L: + 

 

In terms #1-#6 all terms have been substituted to standard attribute names, except for #3 and #6. Even 

though their translation is a common term in video games it is also a direct word equivalence. 

#1 – shen shi, 神识, First word: Many meanings like God, Divine Essence, or Spiritual Being.  Second 

word: To recognize, To Know, Knowledge. 

 

#2 – gengu, 根骨, First word: Root, Basis, or Foundation. Second word: Bone, or Skeleton. 

 

#3 – meili, 魅力, First word: Demon, Charm, Enchantment. Second word: Power, Strength, Force, or 

Capability. Combined Meaning: charm, charisma. 

 

#4 – wuxing 悟性, First word: to apprehend, to realize, to become aware. Second word: In this case it 

is -ness or -ity. 

 

#5 – jiyuan, 机缘, First word: Machine, Opportunity, Moment. Second word: cause, reason, karma, 

fate, predestined affinity. Combined meaning: chance, opportunity, destiny. 

 

#6 – qianli, 潜力, First word: hidden, secret, latent. Second word: Power, Strength, Force, or 

Capability. Combined Meaning: potential, capacity 

 

When it comes to video games, Length can be important. Often there is a very specific amount of 

space in the UI (User interface). This already makes it harder to translate because Chinese in general 

takes less space compared to English. Using the same word as earlier, long, 龙, Dragon, one Chinese 

character can easily take 6 English letters. This importance can be seen in the terms #1-6. See images. 
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In this case, the translations were shortened to fit the UI (User Interface). In the table length is 

represented by 'L'. 

Image 3: Example of the small area the translators need to fit text into. 

 

Image source: Amazing Cultivation Simulator, GSQ Games, 2020. 

9 金石 Mining Substitution  M: - 

T: + 

10 修为 Experience Substitution  M: - 

T: + 

It is also important to recognize Video Game terminology is a different type of culture. In #9 The 

literal meaning is jin, 金, metal (or gold) and shi, 石, stone. Based on its usage within the game this is 

a type of skill that decides the player’s character's ability to mine stone and metals around the player's 

map. Similar usage can be found in video games such as Oldschool Runescape 46 And World of 

Warcraft 47. 

#10, the word xiuwei, 修为, is made from two characters. The first one is the same word used for the 

term Cultivation. While the second word is used in many different situations and compounds and hard 

to translate to English. Experience is one of the most common terms across all RPGs where the player 

can gain more powers and become stronger by playing the game. 

8.1.2 Translation by Omission 

Another identified strategy used is the “Translation by Omission” strategy.  

 
46 Oldschool Runescape, Jagex, 2013 
47 World of Warcraft, Blizzard entertainment. 2004. 
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Mona Baker writes: “If the meaning conveyed by a particular item or expression is not vital enough to 

the development of the text to justify distracting the reader with lengthy explanations, translators can 

and often do simply omit translating the word or expression in question.” 48  

Baker’s focus is on sentences, while this essay focuses on shorter terms and names. In the case of #28: 

28 青莲剑宗 Blue Lotus 

Temple 

Omission M: - 

T: + 

29 饥渴的聚灵阵 Hungry 

Formation 

Omission M: -  

T: +  

 

Term #28 is one of the factions in the game. The term has four characters, qing,青, Meaning blue, green 

or a mix of them. Lian, 莲, here means lotus or water lily. Jian, 剑, meaning sword or blade, zong, 宗, 

meaning school or sect. The translators decided to skip one of the characters in the original Chinese, 

jian, 剑. It can be argued if the omission of this word is vital or not but it does leave out some meaning. 

The question is if what was left out was important or not, also if including all the words make the whole 

term too long.  

Term #29 is about a formation. Jike, 饥渴, separately and combined the words means hunger and 

thirst. De, 的, is in this case a grammatical particle for possessive. While the second half is julingzhen, 

聚灵阵. Ju, 聚, Assemble or to Gather. Ling, 灵, In this case Spirit. Zhen, 阵,, Formation. Formation 

here is not an official meaning of the word Zhen, but an adapted and recognized term within the 

Chinese fantasy genre. One common example of what zhen, 阵, formations are within Chinese fantasy 

is when many Cultivators together form a type of pattern to combine their powers and become even 

stronger together. However, some different works in Chinese Fantasy have their own spin of 

formations which is considered a broad “subject” within the genre. 

 

30 接招，看我太虚

神剑！！ 

 

太虚神剑 

Taste my 

Celestial Sword! 

 

Celestial Sword 

Omission M: - 

T: + 

31 天莲剑 White Lotus Omission M: - 

 
48 Mona Baker, In Other Words: A Coursebook On Translation, P.43 



   

 

28 
 

Substitution T: + 

 

Term #30 is an excerpt out of a sentence, however as mentioned before the sentence will be ignored. 

Out of the four characters in the term, only the last two are translated, the first two are omitted. Shen, 

神, God, divine, celestial. Jian, 剑,, Blade, or Sword. When it comes to the first two words, tai, 太, 

Greatest, Highest, or very. Xu, 虚, Void, Empty. We can assume that if direct word equivalence would 

have been used, the result would have been something like “Great Void Celestial Sword”. Like similar 

problems when translating it easily gets too long.  

#31 can be considered as both Omission and Substitution strategy. Each word in the term: tian, 天, 

Sky, Heaven. Lian, 莲, Lotus, or Water Lily. Jian, 剑, Blade, or Sword. We can see that the first word 

which has many interpretations, the color white is not one of them. Additionally, the last word, Sword, 

was completely ignored. In my own opinion, one alternative translation could have been “Sky Lotus 

Blade” which is not too long. 

 

32 百灵腐仙剑 Spirit Corruption 

Sword 

Omission M: - 

T: + 

33 风水相宜 Feng Shui Omission 

Pinyin 

M: - 

T: + 

34 风水堪舆 Feng Shui Omission 

Pinyin 

M: - 

T: + 

 

In the case of term #32, two characters have been skipped. The first character bai, 百, meaning 

hundred, and the 4th character xian, 仙, meaning God or immortal, most commonly in this genre used 

for immortal. The rest of the characters are: ling, 灵, Spirit, or Soul. Fu, 腐, To Rot, To Decay, To 

Spoil. Jian, 剑, Sword, or Blade. This word clearly would have had an incredibly long name in English 

if every word was included in a direct word equivalence. 

The next two terms are related. #33 and #34 are both about Feng Shui. In the game Feng shui affects 

the general luck of the sect and all related characters. Feng Shui is based on buildings and furniture 

location and material off the five elements that together form an incredibly deep and complicated 

system. The Sect can have Feng Shui from very good to very bad. In both terms they start with 

fengshui, 风水, which they translated by pinyin. However, we can see that they omitted the latter half 
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on both terms. #33’s later half is xiangyi, 相宜, which means suitable or appropriate. We can assume 

this is one of the positive stages. Term #34 ends with: kanyu, 堪舆, this is more complicated but 

according to Zdic it also means Feng Shui.49 This explains the reasoning to omit this part since it 

would be something like: ”Feng shui Feng shui”. 

 

35 台欢岛 Exultant50 Isle Omission  M: - 

T: + 

36 陷空山 Mt. Pitfall Omission M: - 

T: + 

 

When it comes to #35 it can be believed that it is actually Translation by Substitution however the 

second word huan, 欢, Joyous, by synonym can be considered direct word equivalence. The final word 

岛, Dao, an Island, an Isle, is clearly in the translated name. That leaves only the first word, tai, 台, 

meaning Platform. With no mention of platform or synonyms of that word in the translated result, the 

omission strategy is clear. 

In #36 the characters are : xian, 陷, a Trap, Cave in, or Pitfall. Kong, 空, Air, Sky, or empty. Shan, 山, 

Mountain. With this it is easy to see that the middle character was omitted.  

8.1.3 Translation by Pinyin 

This strategy is unique to the Chinese language. When a Chinese character doesn't have any special 

meaning it would be very hard to translate it.  

37 [...] 

 

昆仑 

[...] 

 

Kunlun 

Pinyin M: + 

T: + 

38 蜀山 Mt. Shu Pinyin M: + 

T: + 

 
49 https://www.zdic.net/hans/%E5%A0%AA%E8%88%86 
50 欢 -> joyous -> Synonym : Exultant 
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#37 Mount Kunlun is described in Strassberg’s “A Chinese Bestiary” as a “one of the major sites in 

ancient Chinese mythology”.51 Although there is a real mountain chain known as Kunlun Mountains, 

the reason they are referenced is due to its vast mythological connections. 

A Chinese-English dictionary defines shu, 蜀, from #38, as “a province during the Zhou dynasty, in 

modern day Sichuan”.52 With no appropriate translation, pinyin would be the natural choice since it 

would be hard to put that meaning into an existing word. 

8.1.4 Translation by Direct Equivalence at word level 

Another strategy identified is that of equivalence at word level. This strategy is mentioned in Baker’s 

In other words.53 When the Chinese original term has an existing meaning that has directly been used 

in the translation. 

39 圣地 Sanctum Direct M: +54 

T: + 

40 仙境 Paradise Direct M: + 

T: + 

41 妖 Monster Direct M: +55 

T: + 

 

#39 is made out of two Chinese Characters. Separately the words mean: sheng, 圣, Holy, Sacred, or 

Saint. Di, 地, Earth, Ground, or Region. Together shengdi, 圣地, means Holy Land, Sacred Place, or 

Holy city. According to Thesaurus 56, Sanctum and Holy Place are synonyms, thus it is a direct word 

equivalence translation. 

Term #40 is xianjing, 仙境, Wonderland, or Paradise. From the words xian, 仙, God, Fairy, 

Immortals. Jing, 境, Border, Place, Boundary, or Region. Clearly Direct Word equivalence. 

The single Character in #41 is also the first character in #16’s Yaoguai. Yao, 妖, Strange, Weird, 

Goblin, Monster, or Demon. Clear Direct word equivalence. 

 
51 Richard E. Strassberg, A Chinese Bestiary: Strange Creatures from the Guideways Through Mountains and Seas. P.39 

52 Dongya Wei. Hanying Cidian. 1995 
53 Mona Baker, In Other Words: A Coursebook On Translation, P.10 
54 Def : Holy Land, sacred place -> Synonym: Sanctum 
55 Def: Demon -> Synonym: Monster 
56 https://www.thesaurus.com/browse/sanctum 
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42 金顶 Golden Peak Direct M: + 

T: + 

 

In term #42 jin, 金, can mean metal from the five elements or gold, in this case golden. While ding, 

顶,means peak. 

8.2 Summary and Comments 

Four different strategies were identified with Baker’s In other Words as a basis. 

1: Translation by Cultural Substitution 

Translating a cultural term or similar by changing it to an equivalent term from western culture. For 

example Kun to Kraken (#8) 

2: Translation by Omission 

Translating by Skipping one or several words, Example #24, the original Chinese Text contained the 

words for dragon and tiger yet the translated target text only possessed tiger. 

3: Translation by Piniyn 

Translating a word or term directly to how the original Chinese word is written with Latin letters. 

Example #37, Kunlun. 

4: Translation by Direct Word Equivalence 

Translating a word to the clear definition found in a dictionary or similar. For example #42 jin, 金 

Golden, ding, 顶 Peak, jinding, 金顶 Golden Peak. 

There is a possibility to find more strategies. In some cases, several strategies have been used at the 

same time depending on definitions, should those cases be considered as one new strategy or simply 

the use of several existing strategies. I considered Cultural Substitution to have two different versions, 

but it is possible to consider them as two different strategies. 

Strategy Total Amount of 

terms 

 with Meaning + with Theme + 

Substitution 26 2 20 

Omission 10 0 10 
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Pinyin 5 2 5 

Direct Word Equivalence 6 6 6 

9. Discussion 

Note that it is possible to categorize all terms in even more specific strategies depending on how 

specific one wants to analyze. However, it is possible that the final result would be that there are 10 or 

more unique strategies. I believe to keep the amount of strategies as low as possible without 

miscategorizing them is vital otherwise there could be many too specific strategies. When it comes to 

localization of the chosen terms, I believe it was done in some parts well based on Meaning and 

Theme. In some parts there were options of Chinese themed words, but the translators instead chose 

more well-known western terms, such as Kraken. It is possible the translators picked words like 

Kraken due to being on a tight schedule or budget and not having enough time to put great care into 

keeping the theme. It is also possible there hasn’t been enough Chinese Fantasy specific translation 

strategies and guides to handle it efficiently. 

9.1 Strategy of Translation by Cultural Substitution 

The strategy of Cultural substitution can be an effective but also dangerous tool for translators that 

localize video games. What is unique to games coming from China compared to existing games on the 

market is that the Chinese games use Chinese culture. Chinese culture has a deep and rich history and 

is also foreign and exotic to westerners. Thus in many cases players buy these games to experience the 

culture and the Chinese version of fantasy. When translators substitute terms to something that is 

western-originated and well known to western players, it breaks the mold. It is like translating a story 

about cowboys, but because there isn’t a direct word for horse, they are instead replaced with zebras. 

Although they look like horses they still shouldn't be there. This is the problem with term #8. Kraken 

is defined as “a gigantic tentacled sea monster of Scandinavian myth”.57 While Kun of Kunpeng is 

described as “In the northern darkness there is a fish and his name is K'un. The K'un is so huge I don't 

know how many thousand li58 he measures.”59 Both represent a massive sea creature. However, 

undeniably kraken does not merge into the Chinese fantasy theme the game possesses. Another 

example of theme breaking substitution is #7, in this case, the term Angels was inserted. Although 

there are beings with similar function to angels in Chinese Mythology, they are never referred to as 

such, and Angels are exclusively from Abrahamic religions. 

 
57 Merriam-Webster.com Dictionary, s.v. “kraken,” accessed December 16, 2022, https://www.merriam-
webster.com/dictionary/kraken. 
58 A unit of measurement 
59 Robert E. Allinson (1989), Chuang-Tzu for Spiritual Transformation: An Analysis of the Inner Chapters, SUNY Press, 
180. 
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#16 was an interesting term. Due to the possibility of the original word being cut to keep the length 

down, and then the translation adding that cut part while removing the added part in the original 

Chinese and making it all into Pinyin. The resulting translation works well even if the meaning of 族, 

zu,being lost. However, it can also be argued that it is a bad translation because the word itself doesn’t 

give the reader any information they don’t have. On the other hand, if the player has no previous 

knowledge of the word Yaoguai then they will learn the word based on the usage in the game which is 

humanoid creatures. 

The substitution strategy itself is very useful however the translators must choose if keeping the theme 

is more important than making the user understand everything instantly. Should the translators assume 

that the user knows information beforehand or should they demand that the users themselves look into 

the words they do not understand. In all 26 terms that were translated by Substitution, only one term 

had ‘+’ in both meaning and theme, however that is #5, and the theme in that term is Gaming 

terminology.  

Translation by cultural substitution is divided into two parts. The cultural part refers to Chinese and 

western substitution, and the second type is substitution to well established Video Game terminology. 

Term #1 to #6 as well as #9 and #10 were all of the second type. Substituting the terms to three letter 

abbreviations both are normal within Video Games, but it was also necessary to fit the words into the 

UI (User Interface). In these cases, it was very well done. “Of all major languages, the Chinese 

language is the one language that can convey the most information while taking up the least amount of 

space.”60 Games in China have the advantage that their language is more compact and dont have 

abbreviations like we require. #9 and #10 were not abbreviations but instead they were words that are 

extremely common in RPGs (Role Playing Games). It is arguably theme breaking of Chinese fantasy 

when term #1, which was translated into PER (Perception) while in other forms of media with Chinese 

Fantasy it is commonly translated to Divine Sense. It is often translated into this because it is described 

as a type of extra sense of the divine type. Choosing that term would have fit better with the theme but 

it would have been harder for players who are familiar with games but unfamiliar with Chinese 

fantasy. If the goal of localization is to simply make it understandable for the user, Perception is a 

perfect word, but if the goal is to retain the theme, it is subpar. 

9.2 Strategy of Translation by Omission 

Omission strategy was used a total of 10 times. It is a very effective strategy for Chinese naming of 

certain objects. However, due to the fact that each Chinese character is one syllable with one or several 

meanings, it is possible to name objects like swords with several words without sounding too long.  

 
60Teo & Tjahjadi. “Culturalization, game localization and China”. 
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32 百灵腐仙剑 Spirit Corruption Sword Omission M: - 

T: + 

Using #32 as an example, the original term, bai ling fu xian jian,, has five syllables. If one were to 

translate all of these words into English by Direct word Equivalence, you would get something like: 

Hundred Spirits Corrupted Immortal Sword, which is 11 syllables. With Omission strategy the result is 

six syllables. However, the problem with Omission strategy is that it can never convey the whole 

meaning. No matter what, something will always be missed. But the positive aspect is that it can easily 

fit the theme due to cutting away superfluous words, otherwise it is Direct Word Equivalence. 

9.3 Strategy of Translation by Pinyin 

The positives and negatives about Translation by Pinyin. Translation by Pinyin is an easy strategy for 

difficult terms. If it has no possible translation, like the term Fengshui, the best option is pinyin. 

However the problem is that this does not tell the reader anything, it also does not help them with the 

pronunciation of the word. The reader would have to go out of their way for more information, what it 

actually is, and maybe how to pronounce it. However, the strongest advantage the strategy holds is 

that it easily retains the theme. Fengshui will always sound Chinese and it would fit perfectly in a 

setting like “Amazing Cultivator Simulator”. However, this strong advantage is negated by the fact 

that it actually does not translate anything. It only transcribes the sound of the word from a Chinese 

Character. An over-usage of this strategy would leave everything completely unreadable. The strength 

of the strategy lies in careful usage of famous terms or it just needs to sound Chinese. Like in example 

#38, the usage of Translation by pinyin is perfectly used. In original Chinese, 蜀, Shu, it is merely a 

reference to history, and in English it sounds like a mysterious Chinese word. In both cases the 

meaning is not important, and the theme instead is the focus. 

When it comes to terms that have no equivalent in English, the translators use pinyin (#37 Kunlun, #38 

Shu) or substitute for something different (#25 Lucian, #26 Nelumbo). However even though #25 

jiuhua shan, 九华山, is a real mountain in China known to the west as Mount Jiuhua, the translators 

decided with Mt. Lucian. In my personal opinion this is a very strange choice of translation, because 

they had the precedent of the real mountain, and then still picked a western sounding name. 

9.4 Strategy of Translation by Direct Word Equivalence 

This translation strategy is almost the base strategy. If there is a fitting direct translation this would be 

option number one. This is also the most optimal strategy as seen based on meaning and theme since 

all six words using this strategy were ‘+’ in Theme and Meaning. It is only when this strategy is not 

applicable that other strategies are options. However, there is one negative part and that is that from 

Chinese to English, due to some Chinese words having several meanings sometimes several meanings 

of that word will be lost. It depends on the definition of Meaning, if it should capture all meanings, or 

only the main intended. In term #42, jinding, 金顶, the first word is really interesting because it has 
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direct word equivalence of Golden, but in choosing that word, you miss out that it also is metal from 

the five elements of Chinese mythology. It is possible that it is not an intended reference by the 

original writer, but references to the five elements are frequent in other games with the same theme 

like Xianxia (High Fantasy). One of the core ideas in Xianxia is the five elements, Fire, Earth, Metal, 

Water, and Wood. Almost all other fantasy elements like elixirs, cultivation, and fighting rely on this 

“law of the universe”. 

10. Future Research 

There has been no previous research on translation of video games. There needs to be more research 

on what Chinese Fantasy itself is, so there is a clear definition of what would fit the theme. 

Additionally, research on how to handle translation and localization of Chinese Fantasy to both 

audiences that have previous knowledge and those without. Specifically, it should focus on terms from 

mythology and culture that are hard to translate, there is a lot of research on how to translate sentences 

and bigger lexical structures but not much for smaller structures. Mona Baker’s book is great for 

translators of different languages, but there needs to be something with specific strategies for Chinese 

translation. Additionally, there could be better definitions for meaning and theme. Some words due to 

definition were always ‘-’.  
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Appendix 

Text List 

Substitution stands for Translation by Cultural Substitution 

Omission stands for Translation by Omission  

Pinyin stands for Translation by Pinyin 

Direct stands for Translation by Direct Equivalence at Word level 

MT score is - or + 

 Meaning 

 Theme 

 

 Length (Only judged on #1-6) 

https://store.steampowered.com/
https://www.cgigc.com.cn/report.html
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# Chinese English Strategy Meaning 

Theme 

(Length) 

Score 

1 神识 PER  

 

(Perception) 

Substitution  M: - 

T: + 

L: + 

2 根骨 CON 

 

(Constitution) 

Substitution  M: - 

T: + 

L: + 

3 魅力 CHA 

 

(Charisma) 

Direct M: + 

T: + 

L: + 

4 悟性 INT 

 

(Intelligence/Intellect) 

Substitution  M: - 

T: + 

L: + 

5 机缘 LUK 

 

(Luck) 

Substitution  M: + 

T: + 

L: + 

6 潜力 POT 

 

(Potential) 

Direct M: + 

T: + 

L: + 

7 天池之主 Lord of Angel's Pool Substitution  M: - 

T: -  

8 钓鲲者61 Kraken Catcher Substitution  M: + 

T: -  

9 金石 Mining Substitution  M: - 

T: + 

10 修为 Experience Substitution  M: - 

T: + 

11 魔教 Cult Substitution  M: - 

T: + 

12 魔宫 Inferno Substitution  M: - 

 
61 Kun: Massive Sea Creature, Kraken: Massive Sea Creature 
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# Chinese English Strategy Meaning 

Theme 

(Length) 

Score 

T: -  

13 魔殿 Pandemonium Substitution  M: - 

T: - 

14 天缺神剑 Leonardus' Divine Sword Substitution  M: -  

T: - 

15 天下行商 World Merchant Substitution 

Omission 

M: - 

T: + 

16 妖族 Yaoguai Substitution  

Pinyin 

M: - 

T: + 

17 玄门秘籍 Orthodox Manual Substitution M: - 

T: + 

18 旁门心得 Unorthodox Manual Substitution M: - 

T: + 

19 玄空洞 Ethereal Cave Substitution  M: - 

T: + 

20 天极峰  Heavenstep Peak Substitution  M: - 

T: + 

21 丹霞山 Mt. Sunshade Substitution  M: - 

T: + 

22 黑山 Mt. Blackstone Substitution  M: - 

T: + 



   

 

40 
 

# Chinese English Strategy Meaning 

Theme 

(Length) 

Score 

23 百蛮山 Mt. Hundred Insects Substitution M: - 

T: + 

24 龙虎山 Mt. Tiger Paw Substitution  

 

 

M: - 

T: + 

25 九华山 Mt. Lucian Substitution  M: - 

T: - 

26 五莲山 Mt. Nelumbo Substitution  M: - 

T: + 

27 万妖殿 Daemonia Temple Substitution  M: - 

T: + 

28 青莲剑宗 Blue Lotus Temple Omission M: - 

T: + 

29 饥渴的聚灵阵 Hungry Formation Omission M: -  

T: + 

30 接招，看我太虚神剑！！ 

 

 

太虚神剑 

Taste my Celestial Sword! 

 

 

Celestial Sword 

Omission M: - 

T: + 

31 天莲剑 White Lotus Omission 

Substitution 

M: - 

T: + 
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# Chinese English Strategy Meaning 

Theme 

(Length) 

Score 

32 百灵腐仙剑 Spirit Corruption Sword Omission M: - 

T: + 

33 风水相宜 Feng Shui Omission 

Pinyin 

M: - 

T: + 

34 风水堪舆 Feng Shui Omission 

Pinyin 

M: - 

T: + 

35 台欢岛 Exultant Isle Omission  M: - 

T: + 

36 陷空山 Mt. Pitfall Omission M: - 

T: + 

37 [...] 

 

 

昆仑 

[...] 

 

 

Kunlun 

Pinyin M: + 

T: + 

38 蜀山 Mt. Shu Pinyin M: + 

T: + 

39 圣地 Sanctum Direct M: + 

T: + 

40 仙境 Paradise Direct M: + 

T: + 

41 妖 Monster Direct M: + 
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# Chinese English Strategy Meaning 

Theme 

(Length) 

Score 

T: + 

42 金顶 Golden Peak Direct M: + 

T: + 

 

Images 
 

Image 1: China Games industry report 2010-2021 

Data Source: China Game Industry Report, 中国游戏产业报告, 2015, 2021. 

 

Image 2: One of the locations seen on the world map the player can visit. 
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Image Source : Amazing Cultivation Simulator, world map, Part of the world map the player has 

access to. 

Image 3: Example of the small area the translators need to fit text into. 

 

Image source: Amazing Cultivation Simulator 
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