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Abstract
Taking the Chinese AAA action role-playing game Black Myth: Wukong as an example, this paper
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explores its Chinese-to-English localization translation practices from the perspective of Skopos
Theory. Against the backdrop of globalization and cultural export in the gaming industry, this paper
analyzes the application of key translation strategies such as paraphrase, creative translation, and
modulation under the guidance of Skopos Theory, focusing on three aspects: character names, item
names, and in-game dialogue. The findings show that when handling texts infused with elements of
Chinese mythology, religion, and literature, translators not only must maintain linguistic accuracy
and coherence, but also address the cultural experience and commercial requirements of overseas
players. By employing methods like pinyin transcription, creating compound words, and skillfully
adapting homophones or archaic language, the localization both preserves the game’s Chinese aes-
thetic and cultural essence and enhances player comprehension and engagement. This study pro-
vides a useful reference for further research in game localization and cultural transmission.
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1. 53|

LT T RAT M AN 24 4 A BRZ B A SR v i) — BT B S sk, S IZT F 1 244 4% [ SCAb A e 0
Wk o, R AR R AR AT B — BRI TR, AR AR I S T R
RS, (2024 S E R AR ) B R, o E B RS T SRR BN 185.57 145
JC, [FIHHEK 13.39%, HH COELE T T e AR, FF AR i [1] . T BRIk i 7 1 5 2%
Sef AL E ERIAET, [ PR A AR NI, RBURAR e o, CRAE: 152 Ml rE—
FAREPTVARIE ™ 3A F (WP RARME, F AR, AAA o) 1k, HAE— M NKEREE
i 2000 Jif3, BN S CLRETE L BRI R L — o N ARIE R ERB K T AR A B T [
SCAR S H R, AR 2 E A AL B R R M BRI R 2 — . BRI RS/ EH th D2
TR R R, (B H AT E TR A A B R (0 b, R TR . SO I R
FEA ML E T UL At . BIASCR e B R T (RS 525 AL EE.

2. (BiE: E=) Sk n
2.1, (BME: 1E=)

CREAPE: 1B23) (Black Myth: Wukong) H A [E 373 X% & TAF = Game Science (Ji# & FHE) I K
SR E IR R E P 3A GahfE M s i sk (ARPG) . ZAE LA [ 7 #4432 (P HFIC) N S E,
& R 2 SRR AT, VR B A 2 5 IME 2 BB AL 51 R R BEXT H PR AR 2 Ja iR . 7T
R, KA R N7, ATIHRIGEHAWMEM, B EArEpTE Rt . #E 2024
12 H, ZAfEEHERT & Steam 1484 & £ 9 2300 Jif, [F H 23K TGA (The Game Awards) i £ 31 i

v TIEKZ AL,
2.2. kAL
WA Gt — PR, HAHAL TAE S 8AEA AL LR 2 A28 18 5 B BAr s b B
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SO TE BRI AR AN . IF B iR B A 5 AL, MOn] s SO AR [2]. TR AR HAL T
AU R SCA, X KA RIS i SN RRFIT RN 52 8] (1 2 2 b i A B30 [3],
A R BAE SL SR AT SIS R  FARER . AR . e RS T, BB ERAAR
Al SO 5 N IR AR IR LU — 0 i R E bR T3, JRTE BRI I TR 1 3% 315 55 A 3

WERRAHIA T AR TE OO 2 RHESE, TR g A T RIES. WENURRE. B ST R SR 4k
22 RN 73 32 O”Hagan A1 Mangiron [4]4 B2 2 50 il s I FE B ARSI A RIS, 5% T s A b
b SR % BRI FE DA Be 2 Bk o {HFRATAT LA Hasegawa [S]HIBT 7T H 1 Al ak A< s Ak AT b Sz i () % g
Jikes , AthoRe e A A S B R R DA 2y 9 AN B (1) IR BL(80 AEARH I 1) (2) K180 4
RAFHIZE 90 AR (3) KIEMBL(90 FACHHAZE 90 4E/0K); (4) AEZAMI(2000 4E 4 2005 4E), LAK
(5) HEREII(2005 4 )5). IS KR RIZERT LAG Y, WA AL (1 R R T 22 AR . Wik ii i i
RV AR IR R B VIR

3. EPIESR
3.1. Baug

DT « 352K 7R (Hans Vermeer) T 1976 F4& H H 116 A\ BB B 1Y JRIE SCAR ROZ A “ Bl
(translated). “=P¢” (paraphrased)if & “Mi4w” (reedited). X = Z5AN[A] AOHH B SIS ASEAEARAE 48 BH AN
PIRIEEAT A, 1 AR T2 B BARI B 1, X et 5 i R T BAR M ZRAT[6]. H I A0S FE T “iF
HWEH M S goe BT R, MEIEEE S BENIE I SZ AR E, 76 A IR R ARAIE IS R B
M,

3.2. BHRIEFIFR A LBIFHATITHE

PR —Fh LGS, W RA AL K iR 2 H 2 Gt R S8 SR o B DA e AR 3 A0 2% 5% 1
RO R ATIE S A HE, [FRRE 2 A sciel 5t BT, SRS MR W & AT 5
B PASEHLR A BRI o PR AT NIE 2 (BRI S R R EAFAEBOR 22 5 s DL, 13 DU AT LUAR Hfs
SKhMEOLAS & “ HEPE TBY SR BSEBR[61a S 1T H R R A A B R = 0 AR H
WEIN . ABIR RV EE 2R AN F P R SR, 3K = XU D AT DAAE Ji A i A i el A rp ke 21 45 5 A
SHAER . BEAh, FKEGTL[7IRYE H AR a1 “ 017 31X — 1 SRS AR A Ak A v A T AT PR A
Bk, DLSSHOC AT & BRI ZE S RSB R IR B H B, @ R AT, RIS R SRR
AR AE A 5, B2 DU KRR B R AR ST 5= T X s, $SRTMB K HR R

4. (FRMIE: 1B%) DAL IEIFSBNRESHNRBS R
41 RERNEF

(ARG B2 T Z JEB S Mt (Non-Player Character) WE YR H (THIFIC) TR, e
(114 s A AR R B SO ok, BT DA R B DL H B vt S50, T8 B4R v B Sk T
AR A FRGEBR TV PR FAE 3% 8 5% (phonetic transcription) (O8I 7 20, R EHLRAIE I8k B 4415
Bk, B A IhRE, WAt BRI R BIGTar O

1) HEAEPLPE N “Black Bear Guai”, 78 “ 2”7 B0 3 L, RZH R AGE R T MU 1E7E “monster”,
FRIE AR LR X, “monster” #7 “EOK. HFEHZANMWHENEY” , e EME AR T, “fR7
ZA4R W7, HEAFME TR, (HpER R B&BEAR, AAEER AN, Htam
N—HREEAT, BEAETE AN TR [ 45 o [ B, Y xR b ) 7R RO 1 7 RORH Rt AR B T PF & Guangzhi”
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A “Lingxuzi” , EAEGIHIPHEIX A7 R 1380 T LR S & .

2) FEEE “PEAR” ¥y “Baw-Li-Guhh-Lang” , R ANRAER K 2 — NS A T, XA
ORI PR B OB A 7 I ATEE & _E AR TE, (HIEAHATE 5 W 23 R AR, ST #ixAs
ISR R, 2 FEAGIIRTE, AT DR I T AR R 5N A F A, 3% 1R & s s 5K,
ROOEREY Sk, BRE TOOERERWHEK, Bied R LRI R WL, S ERT
A — B AR R 44 I 2 S HE AR N IR S R G AR L SR, D TR (P
LB JE SO AR B AL R, XWBE T LR IEI.

4.2. ERHVENE

EHERERL AT Dt R —, CEME: B2 PR, R, B BMSILRSEHE
AR 7k A 2SRRI, T K 018 B b SO 2 A K . B XK s EAE L &, 5
AR SCFEMERREA AR, HAERIE RN AE EER. BARTE R (b s o L usiE 2
Jafrh s, FE RIEIEM 7 “RB%” (paraphrase) “ & 7 (modulation) s #1255 s LA AR5 B HER .

1) B B e By “JinGuBang” . fEILZ AT, OHFEMSHENRIFA L TH
OB, Qe vEhi (PEIFIC) (1993 4ERR) B 4 B I 2 5 A 44 /K (WL.J.F. Jenner) ¥4 4 fifi B 3 “ As-You-
Will Gold-Banded Cudgel” , [Fl2y (FaliEic) Seika i) H 7% (Anthony C.Yu) 4 H %y “The Compliant
Golden-Hooped Rod” , W7 1% (1) SRB& AR AHIR], 12 B T ThRE AN 1H0 - #H1E . %53 “Jin Gu Bang”
TPREE T JE AR IR SR AT SO MR, HLAEY T AR il B A AR T ok, 30 B8 A0 [R)FE A FH 99 3 1
“Wukong” FHIFRL, FREFNTEE,

2) SLREEH “FIk 1547 ¥ “Flame Ebongold” , “ZUk” IR 40, TG0 2 e T “ 54”7
B 7T AT, EH TREE “ebony” F1 “gold” K& id. “ebony” B A, Mg, oA
BB ARRIGUE, “57 R4 B, METH “dark” RIEZE “97 XFFit, “ebony” AMUAEHER
FORHAHE, HRIEE MR, LR 2R 5 51 0 M8 )& 1 v il BSE i mRe ik ) o

3) “IRkKEK” BEA “Maitreya’sOrb” , ¥R FEBA T HUA “future” BHTE “Rk” , BUNILALE) “K
k7 IR LS, RELEBWAR MM, BIEAR R B TR E Sk “Maitreya” BJ
SRENERE IR SCEE, B IR T R I, BRI T VR AR I ST Ak PR DA R 1) 7 X R I
AR T IR M POE I -

4) “THM” %A~ “A Thousand Days Inebriation” , X2 i P ) — 5K sl i R (Rl 26 B, 3
Wk T P T ERE, (AR FNELE, 7T “HiE” g, Vinay f1 Darbelnet [8]7F
Comparative Stylistics of French and English H#& & “IfI&E” 8% FH SR UL B3 v 1 78 B An i P ORRF S 2
TR 75 & J5 ORI KM, XA B ST A B R ARAE SR, TR RRIE
f#f T “inebriation” , MLLT “drunkenness” , iZiA S APE . EX, HZIWFEZCHR. EE %R
AR, B R ER PR EART RSz, S R R — K = B O A B AR B
BHoRNHE
4.3. BIIE&IRERE

(CHEMpE: ) @RS+ EERERN, B NMNPEMANERE, BNEESA AU L
(113k H f t2(Boss character) (Bt Bhik, HEEZ 840N T RIS DLZIE AN F A ke sl F 58 M af R,
FIT LA £ 1) 0 138 (40 40 % 2R 21 B 55 R 75 LA bt 38 AR i 1) A 8 0] 5 0 Jo 1 P 2

1) fEFERFERIGLPIRENES, 2L GH “HRUF K, TokAETE” %N “Flames have paved
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my way. Through flames, I shan’t stray.” MH 1] A] DL H 3 e 2R BT oy 1 18 20 LU e Hh ST STl Ak
RFE L, (HNA BRI EUE RKE, BN RMRA, fE— e —8RE “ K7 FIBE. 58K
I SCFE I A EANT, WA DOR IR # PO 2 b, seh) B se b b2 484« k7 MBRmRis 4
LR SEE AT, AW @ LB ZHIE R E % &2 B b, A LI EMEASORE W IZE N,
WAZIL—FKFEFELL, AT 26 T, Wb &R SR LA L E LIS RN, BT bliEs
T3 00 b F) FH 15 B ) el 6] QR RN T 3 — R0, [RIAEHT A L8 LN IS 2R, H.EL “Through flames, | shan’t
stray.” SRXJ M JESCH AR B RIA LR 21 .

2) =g, WE KT B B S s HE e A A [ ORI B e, R O iR )
1) UREER AT “ARAE, IUIRAKTEIERE: MMk, sRIgunaki s, AHE, —VIaHE B, A%
5, BLWET R (FB)XAFBHEEy “Thou shalt ill, lest feuds instill. Thou shalt snatch, a fair play
in a fair match. Thou shalt lust, before all loves into dust. Thou shalt boast, for presitige and legacy it doth host”
(KB XBOEMBCE A 1, ULEM W), 4568 M a s, BASHEMN, BiZH T R
MRIEFE, WAL TR, B R U MR R . (HIRATARE ST LA B35 R A X Bk i e K
T2 bS48 17 50 0 SO IR AT B BTE SIS D,k BOR R B 2 BOCh R S TR I AUR ,  Fir A
PEEIERE TH (4D T IRBIZREXS R ST 1]\ i, WERE IR AR B R FHON FEm A =
TR P ARNANER A . EER B, JEBERCAIEA T (E4) it “Thoushalt...” i sEiER
ik, FFSCRRAHILL “A” FERI “ ZF4+RF7 1 “Ae il ” SR, BEORE 17 &8 By
ZEMZ R, WYERE T FESCBERE JIERIE, REB (DU A KRS b B AR o 0ei s 5 55 ORI AR 75 7 SR 3
AL R R B

3) [FFFTESE =%, Dok s Bpds “ Raw N7 E/NU R FHIFFF B R BME, 1 —5) & “DUAbikk,
— BT, PRIIK S DR BN ER LTSS, X AJIE SR “For buddhas? There must
be four buddhas” , WA R A BT H SE B Re S e R e HAN B R SRR, (AR s 7 RBEmr =,
b A “For buddhas?” (FEFR MRS 2 ), 1X— 5 in) AR RIAESS, WIERL T JF SRS 1Ak,
“for” A “four” BEFITRL, TR 10 B HE S, BRI RSO A “0Y 7 g7s, R M5 ) E A
TERC TR R, 43T
5. B&E

X H R AR I, R fEA) BRI RE SN 1R ROHET SIE R, SGRm
HARBER SO AR Sk oK . MO TSR 4 B R ks R “3a1” “E” %775
TREE TR ) h SRR IF BRI SNDE S G 7 O, TR 6 98] BRSO AC BRI s KA A% 33 T o [ SCAR A%
RTH T eGSR

HEi i « HIE FB » TR A AR R ZE A DR SO A% 38 55 45 IS A% 33 (1 WU R Th e
WREE E AT I IS AN RN o BIRA SR T BERR TP i, 1 TV A T B4 HLA 1 5 PSR
PRI, (HAEEL IS S SR O E P 3A B A HALIR At 7 RIAT R . RRERK, HEE 2 E AR
Ry AWrsEEA AN, DHES) b ERER L BSE g i B R .
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