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The video game industry is a rising sector since its birth in the 70s
and despite the health crisis, the sector registered a profit of 174,9
billion dollars worldwide in 2020. (https://newzoo.com/key-
numbers/)

Localisation (L10N) is of capital importance as it can account for more
than 50% of total sales.

Internationalisation (I18N), the process to create a product that is
“translation friendly”.

Post-gold vs Simultaneous shipment



Strings that need to be localized are sent in Excel files that sometimes
lack internal coherence.

Unnatural split between text and image that leaves many translators
working blind.

Bernal Merino (2013:119) describes this as a “double-blind process
(no audiovisual context, no text linearity)”.



Max 150 mots

(Muñoz Sánchez, 2017)



“ENTER IN %PLACE TO OBTAIN %OBJECT.”



PLAYTESTING

FUNCTIONAL TESTING

COMPATIBILITY TESTING

PERFORMANCE TESTING

COMPLIANCE TESTING

LINGUISTIC TESTING



SURVEYS

SURVEY 1 (S1)

- Published the 10th of April and closed the 3rd of 

August

- 620 complete answers out of 1000 

- 46 questions

- 19 pages

- 9 minutes

- 62% completion rate

SURVEY 2 (S2)

- Published the 23rd of July and closed the 15th of 

August

- 550 complete answers out of 770 

- 20 questions

- 5 pages

- 6 minutes

- 71% completion rate



SURVEY 1: PARTICIPANTS’ PROFILES



SURVEY 2: PARTICIPANTS’ 

PROFILES



SURVEY 1: BUSINESS PRACTICES



SURVEY 1: BUSINESS PRACTICES BIS



SURVEY 2: BUSINESS PRACTICES



SURVEY 1: KEY QUESTION



SURVEY 2: KEY QUESTION
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SURVEY 1: TOOLS AND 

CONCLUSIONS



“Video games share part of the above-mentioned menu mechanics
to control the game but the translation part of the process can rarely
benefit from visual localisation tools such as those available for
utility software and websites for the mere reason that the latter are
designed to a different coding and file formatting standard (such as
‘.NET’ or ‘.XML’) and do not prioritise rich multimedia worlds nor
entertainment like games do; in other words, they are completely
incompatible”. (Bernal Merino, 2013:119)



HTTPS://WWW.GAMESPRESS.COM/XLOC-STREAMLINES-VIDEO-GAMES-LOCALIZATION-PROCESS-WITH-NEW-XLOC-MEMOQ-

With the new connector, once the memoQ and XLOC projects have been linked, at the 
touch of a button, asset strings will move directly from XLOC to memoQ for translation 
and back to XLOC once translated, without the need for manual exports and imports, 
saving time and bringing more autonomy and streamlining to the workflow.

Development teams can push assets into the translation workflow with a click of a button 
and seamlessly retrieve the translated assets into the central XLOC repository, ready for 
integration and testing.

▪ Additional Key features of the XLOC 6.5 update include:

• Enhancement of the QA “Suggested Translation” feature, allowing for quicker edits and 
helping prevent copy and paste errors

• A more user-friendly experience with new advanced search features, file drag-and-
drop functionality and ‘upload image’ capability

• Additional end user autonomy thanks to new ‘Supervisor’ user permissions

• Increased support for String IDs (RSID), filenames and usernames containing multibyte 
characters. Working around multibyte IDs will no longer be necessary and this will 
allow for even more seamless integrations of source files without additional customer 
work.
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