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• Published the 10th of April and closed the 3rd of August 2020 

• 620 complete answers out of 1000 

• 46 questions, 19 pages

• 9 minutes & 62% completion rate

• Average age: between 25 and 34 

• 113 different countries

• 16 main source languages 

• 33 main target languages

THE SURVEY



PARTICIPANTS’ PROFILES



BUSINESS PRACTICES

Access to 
reference 

material

Access to 
video files

Visual environment and 
maximum amount of 

characters

All types of contracts 76.61% 55% 29.68% 

Independent freelancer 77.59% 48.28% 24.71%

Freelancer working 
with an agency 71.15% 45.19% 19.23%

Freelancer working 
both independently and 

with an agency
76.43% 41.40% 21.02%

In-house in a non-
translation company 92.02% 89.33% 72.00%

In-house in a 
translation company

84.42% 81.82% 28.57%



BUSINESS PRACTICES



LOCALISERS’ NEEDS AND 

ATTITUDES



CORPUS



TERMINOLOGY EXTRACTION AND 
MANAGEMENT TOOLS

Standalone terminology extraction and management tools

None: 86.77% 

“Other”: 5.97% (feature integrated in the CAT tool)

LogiTerm: 3.87%

Terminology extraction and management tools for corpora

None: 94.19% 

“Other”: 2.74% (feature integrated in CAT tool)

Intragloss: 1.61%

Terminology extraction and management tools for CAT tools

None: 63.39% 

SDL MultiTerm Extract: 27.42%

QTerm: 3.87%



MACHINE TRANSLATION



MACHINE TRANSLATION



CAT TOOLS



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

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.



LOCALISATION TOOLS
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