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ABSTRACT
Airlangga Deru Putra, English for Business and Professional Communication,

Business Administration.

This study focused on the dubbing translation of heroes.in Mobile Legends: Bang-
Bang. It aimed to identify the dominant translation technigues-used, to determine
the acceptability aspects.of the dubbing translation, to analyze. the types of
sentences found in<the game, to improve our understanding of dubbing. and
translation practices in the gamesand their impact on player experience. This
research is‘used a descriptive qualitative method to provide a systematic and
accurate depiction of the phenomena related to dubbing translation in Mobile
Legends: Bang-Bang. By employing a qualitative paradigm, the researcher seeks to
understand and describe the facts; characteristics, and relationships associated with
the translation process. The study acknowledges that translation outcomes may vary
over time and aims to capture the dynamics of dubbing translation in MLBB. The
research findings indicate that the dominant translation-techniques used in the
dubbing translation of Mobile Legends: Bang-Bang (MLBB) include established
equivalence, literal translation, transposition, and amplification. The acceptability
aspect of the dubbing translation.in MLBB received an.average score of 2.71,
falling within an acceptable range. While‘many translations aligned with the rules
of the Indonesian language and used familiar language, some were deemed less
acceptable due to inappropriate.language.choices. The.dubbing translation in
MLBB consists of four types of sentences: declarative, imperative, interrogative,
and exclamative. However, determining sentence types relies not only on linguistic
rules but also on contextual.factors within the game. Further analysis of the‘in-game

context is necessary.

Keywords: Acceptability Aspect, Dubbing Translation, Translation Technique,
Translation Quality, Types of Sentences.
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ABSTRAK
Airlangga Deru Putra, Bahasa Inggris untuk Komunikasi Bisnis dan Profesional,
Administrasi Niaga.

Penelitian ini berfokus pada dubbing_translation para heroes dalam Mobile
Legends: Bang-Bang. Tujuan dari-penelitian ini adalah.mengidentifikasi teknik
terjemahan dominan yang digunakan, menentukan aspek penerimaan terhadap
terjemahan dubbing, menganalisis jenis-jenis kalimat yang ditemukan dalam
permainan tersebut; meningkatkan pemahaman pembaca tentang praktik dubbing
translation dalam.permainan_tersebut serta dampaknya terhadap pengalaman
pemain. Penelitian ini menggunakan metode deskriptif kualitatif untuk memberikan
gambaran yang sistematis dan akurat tentang fenomena terkait dubbing translation
dalam/Maobile Legends: Bang-Bang. Dengan mengadopsi paradigma kualitatif,
peneliti berusaha memahami dan menggambarkan fakta, karakteristik, dan
hubungan yang terkait dengan proses._terjemahan. Penelitian ini menunjukkan
bahwa hasil terjemahan dapat bervariasi dari.waktu ke waktu dan bertujuan untuk
menangkap dinamika dubbing translation dalam-MLBB. Temuan penelitian ini
menunjukkan bahwa teknik terjemahan dominan yang digunakan dalam dubbing
translation pada heroes di Mobile Legends: Bang-Bang (MLBB) meliputi
kesetaraan yang sudah mapan, terjemahan harfiah, transposisi; dan amplifikasi.
Aspek penerimaan terhadap terjemahan dubbing dalam MLBB mendapatkan skor
rata-rata sebesar 2,71, berada dalam rentang yang dapat diterima. Meskipun
banyak terjemahan sesual dengan aturan bahasa Indonesia dan menggunakan
bahasa yang akrab, beberapa di antaranya dianggap kurang dapat diterima karena
pemilihan bahasa yang tidak tepat. Terjemahan dubbing dalam MLBB terdiri dari
empat jenis kalimat: deklaratif, imperatif, interogatif, dan interjeksi. Namun,
penentuan jenis kalimat tidak hanya bergantungipada aturan linguistik tetapi juga
pada faktor kontekstual dalam permainan. Analisis lebih lanjut terhadap konteks
dalam permainan diperlukan.

Kata kunci: dubbing translation, teknik penerjemahan, kualitas penerjemahan,
aspek keberterimaan, jenis kalimat.
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CHAPTERI I
INTRODUCTION

1.1 Background of the Study

There are some names of online:games designed for mobile phones with Multi-
Player Online Battle Arena (MOBA) game types, which are Mobile Legends: Bang
Bang, Arena of Valor, and League of Legends. The game with MOBA game.type
consists of ten players and is divided into two teams, and each team contains five
players. From the three online games mentioned earlier, the researcher used Mobile
Legends: Bang-Bang (hereinafter referred to_as “MLBB”) as the topic to be
researched. The reason MLBB s used as.the main topic because the developer of
this game is adding the latest feature, namely dubbing which has been translated
into Indonesian, and it is important for the researcher to conduct research about
translation technique and acceptability aspect of the quality.translation of its new
dubbing translation feature. Considering the significance of the developer's latest
addition ‘of dubbing translated into Indonesian for MLBB, it is crucial for the
researcher to investigate the translation technigue.and.acceptability aspect of this

new dubbing feature, given the importance of dubbing translation in online games.

Dubbing translation is important in online games because It enhances player
immersion, allows for better understanding,.opens up global market opportunities,
strengthens player communities, and increases game developers' revenue. By
providing localized versions in various languages, online games can become more
inclusive and reach players.worldwide. Based on pre-observations. that-have been
made, many MLBB players find it difficult to fully engage with the translation of
the dubbing voice lines. If the dubbing translation contains inacceptability,
awkward phrasing, or lacks fluency, this could lead to frustration and dissatisfaction
among players who expect high-quality translations. Therefore, proper dubbing
translation will help players in playing the game and can make the game run

smoothly.
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This research will discuss the type of sentence, the translation technique, and the
quality of the translation with the aspect of acceptability. The quality of the
translation results is determined by three aspects, namely accuracy, acceptability
and readability. This study uses the theory from*Nababan to measure the level of
acceptability of dubbing translations«in Mabile Legends: Bang-Bang. The type of
sentence is important in determining the acceptability aspect because different types
of sentences serve different functions and convey information in distinctways. The
acceptability of atranslation depends on how well it captures the intended meaning,

style, and communicative purpose of the source text.

The novelty of this research liesin'its focus on dubbing translation in the context of
the .online game "Mobile Legends Bang-Bang". Previous researchers have not
conducted studies specifically of dubbing translation in online games, making this
research original in its contribution to the field. This study focuses on analyzing the
translation technique, type of sentence, and acceptability aspect on the dubbing
translation of heroes in the online game Mobile Legends: Bang Bang.

1.2 Research Questions
Based on the background, the problems in this study are formulated as:

1. What type of sentences are used:in-the online game Mobile Legends: Bang-
Bang?

2. What are the translation technigues.dominantly<used in the dubbing translation
of heroes in Mabile Legends: Bang-Bang?

3. How are the acceptability aspects of the dubbing translation of heroes in Mobile
Legends: Bang-Bang?

4. How is the types of sentence and translation technique affecting the translation

quality of the dubbing translation in the Mobile Legends: Bang-Bang?
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1.3 Objectives of the Study

Based on the formulation of the problem above, the objectives of this study are as
follows:

=

Identifying the types of sentences in Mobile L.egends: Bang-Bang.

no

Identifying the translation techniques dominantly ‘used on the dubbing

translation of heroes in Mobile LLegends: Bang-Bang.

w

Determining the acceptability aspects on the dubbing translation of heroes in the

Mobile Legends: Bang-Bang.

SN

. Identifying the types of /sentences and translation techniques affecting the

acceptability aspects of dubbing translation in Mobile Legends: Bang-Bang.

1.4 Limitation of the Study

This research is focused on examining the translation techniques, sentence types,
and acceptability aspects in the dubbing translation of heroes from the online game
Mobhile Legends: Bang Bang, moving from the Source Language (SL) to the Target
Language (TL). All heroes in the game have been dubbed, but not all of them have
been translated. The linguistic data for this study consists of 109 sentences taken

from these chosen heroes.

1.5 Significances of the Study
Therefore, this research has two significances as follow:

1.5.1 Practical Significance

This research is expected to be a contribution for enhancing the player experience.
By considering players' preferences and responses to the translation, this research
can help identify ways torimprove the quality of the translation so.that-players can

easily understand the voice lines or-dialogues.within.the.game:

1.5.2 Theoretical Significance

This research is expected to develop the translation acceptability theory, analysis of
the impact of translation techniques, understand the influence of acceptability on
player experience, explore innovative translation techniques, and understand player

needs in translation acceptability.
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5.1 Conclussion

Based on the analysis and discussion regarding the techniques and their impact on
the acceptability aspect of dubbing translation of heroes in.the game "Mobile
Legends Bang-Bang," the following conclusions were drawn:

1. Based on the research result it is found that the dominant translation technigues

eyieyer uabap Niuyaiijod uizi eduey

used were cestablished equivalence, literal Translation, transposition, and
amplification.

The average score for the acceptability.aspect in dubbing translation of the online
game MLBB is 2.71, which falls within the acceptable range. Based on the
assessment results, many of the translations are in.accordance with the rules of
the Indonesian language and use familiar language which makes the translations
are acceptable. However, there are also translations that.are not appropriate in
Indonesian and use unfamiliar or unusual language, which make those
translations less acceptable and unacceptable.

3. Fromthe dubbing translation of heroes in the online game MLBB it is found that
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the dubbing translation is divided.into.four. types of sentences which are
declarative  sentence, Imperative .. sentence, - interrogative sentence, and
exclamative sentence. In determining type of sentences, it is found that not all
types of sentences can be determined solely based on the characteristics

mentioned in the rules of the Indonesian language, and it is also necessary to
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consider the context within the sentence. In_this. case; researchers need to
reexamine the context within the game Mobile'Legends: Bang-Bang.

4. The study analyzed the dubbing translation of heroes in the game Mobile
Legends: Bang Bang, focusing on sentence types and translation techniques. It
found that the most frequently encountered sentence type is declarative, as it
provides clear and direct information to players. The most commonly used
translation technique is established equivalence, which ensures that the meaning

and essence of the source text are faithfully maintained in the target language.
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This effective combination of declarative sentences and established equivalence
leads to a positive assessment of the translation's acceptability quality. As a
result, raters concluded that the dubbing translation of heroes in the game is

acceptable.

5.2 Suggestion

Based on the conclusion, itsis.found that there are several issues ‘regarding the
sentence structure arrangement, the selection,of uncommon or unfamiliar. words in
the target language, which makes it difficult for players to understand.and
comprehend the dubbing translation. Thereforg, it Is recommended for translators
to be more cautious in determining the type of sentence and pay closer attention to
word selection and translation.techniques to ensure.the production.of good and
high-quality translations result and to improve the translators’ skill in translating,

so that the translation is easily accepted by the players.
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o

;;T : ; to a panda!" bisa berkata tidak
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e § F kepada sang panda!

= 3 ..

3% | ARAI-12 | "The belly rules the "Perutmu menguasai EE
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ié g the maze offered.” sesulit denganwyang
o c - - —

25 3 terjadidi labirin.

S ~ - - -
%g— MTR-10 "Victory takes one "Selangkah lebih dekat Adaptation
= ~
_§§ = swing at a time." menuju kemenangan."

)
?g' NBTR-11 | "There mustbe more of | "Kita tidak mungkin Adaptation

m =. - - - - - -

?x z = us out there." sendiri di dunia ini."

's - Q

¥ I\ﬁ'R-lZ "Do not try my “Jangan menguji EE
53 - :

%’rﬁ Y patience, or rage." kesabaranku.atau

;g? E_' amarahku."

_‘llh

88 | MTR-13 "The past is my “Masa lalu adalah EE
=0

T3 momentum.” kekuatanku."

$2 | MTR-14 | "For the Minoan blood | "Untuk darah Minoan EE
52 . —

55 that runs in me." yang mengalir di

B

‘i 3 tubuhku."

=

8% | MTR-15 “Feel the fires of rage!" | “"Rasakan amarahku EE
)

§ ; yang membaral”

So
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66* T -16 "Rage knows no "Kemarahanku tidak EE
» 9 %
v5 N bounds!" mengenal batas!"

5=

‘§§ & FﬁY-Ol "The hunt begins.” "Saatnya berburu." EE
§ @Y-OZ "I love the feeling of "Aku menikmati-saat Variation
o C =
25 o chasing prey." sedang mengejar

w =
§. §' 3. mangsa."
Q. -~ _ :

5@ F%Y-OB "Are you shivering?" "Apa kamu gemetar?" LT
(3] '

?(E @Y-M "Takinga life." "Mencabut nyawa." Adaptation
Q wn -,

3% RPY-05 | "Hmm... A beast, ora | "Hmm... Segkor PB,
35 = 4 :
g§ o man? binatang atau seorang | Generalization
— ~ =
§‘§ R manusia?"

a%’ﬁ'- RBY-06 | "I wash my hook with-..| "Akumencuci sabitku EE
gg blood." dengan darah."

#8 | RBY-07' | "The wolf is coming.” | “Serigala segera EE

3
%3 datang."

59
gg_;. RBY-08 “I should change my “Aku harus mengganti EE
<
%—'% skin of wolf." Kulitku menjadi kulit
=2
sg serigala."”
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= T R -09 "The power of wolf is "Kekuatan serigala Transposition
o
;;T : ; vanishing..." akan menghilang..."
5=
‘gga & I\@H-Ol "The fire of battle never | "Api pertarungan tidak LT
£3 ..
§_§ 5 extinguishes!" pernah padam?!*
_Q_E % H n n =
5 | MppH-02 I'm in charge here. Aku yang berkuasa di EE
e g x HT]
2o 3, sini.
T S -~
_g@' NSH-03 "Do you know'what "Pernah kamu EE
M
%é’ ‘g violence-aesthetics mendengar tentang
n = .
?x z = are?" Indahnya kekerasan?"
T = Q
3% | MSH-04 | "For the glory of my "Untuk kejayaan para EE
53 o |
53 Y ancestors." leluhurku."
'§§- MSH-05 "My hands are made for | "Tanganku diciptakan EE
a. — - - " 1]
Ej; fighting! untuk bertarung!
?% MSH-06 "Never ever try to fool | “Jangan.pernah LT
=
§§ me!" mencoba untuk
B n
%g menipuku!"
Ei MSH-07 "Hold on! I'm trying to | "Tunggu dulu! Aku LT
=Y
gl 2 be gentle.” sedang berusaha
T g n
S3 tenang.
So
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83 T I‘i’SH-08 "Your cowardice will “Ketakutanmu hanya EE

2 Y
?ag : = only arouse my fury." akan membuat
58.5| = _

‘gg 5| = amarahku bangkit."

B& | NBBH-09 |"Ineedto..takea "Aku harus. EE
sQ o

& : — " H H n

25 o break... beristirahat...

- ~ - -
§!§- AL-01 "The ocean is not just "Lautan bukan sekedar EE
~Q ~
_gg' = our home, it iswhowe | rumah kita, lautan

M
25 |9 are.” adalah jati dirilkita,"

L) 5 - - - -
J%g- AE: L-02 "Tidesrise, tides fall. “Ada pasang, ada surut. | Adaptation
T =
§§- -3 This is the way." Memang begitu
-3 =
53 Y jalannya."

22

'@g ATL-03 "Don't stick your nose | "Jangan ikut campur DC
22

5‘-3 where it doesn't yang bukan urusanmu."

=0

>3 belong."

2 Q

§§ ATL-04 "Resting at the bottom | “Mayat orang-orang Transposition
B n

%5 of the sea, are cold serakah terkubur di

?_*i bodies of the greedy." dasar lautan."

13

8¢ | ATL-05 “Feel the surge of the "Rasakan amukan dari LT
)

23 oceans." lautan.”
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96 I A -06 "Time to change my "Waktunya mengubah EE
o
;? : ; Northern Vale." Northern Vale."
[

§§ 5| AEL-07 | "l can'tseethroughthe | "Aku tidak bisa melihat EE
53 .

§_§ g ocean, nor your desire.” | kedalam lautan;.dan

§§ = juga keinginanmu.
e A - -

?%— AJL-08 "Regret fills the faces "Penyesalan memenubhi EE
~Q ~

] g 2 of all drowning men." wajah semua orang

oo 13
;:.g ‘,3 yang tenggelam.”

9’%— /S[ L-09 "Ask the sea for "Minta pengampunan EE
T =

35 | & mercy!" pada lautan!"
a3 -

gg ATL-10 "We'll return...to-thew.|-""Semuanya akan LT
'§ g ocean..." kembali ke lautan...”
_gm

5. | ALC-01 "My kiss grants you “Kecupanku EE
=0

T3 immortality or death.” | memberimuhidup

=

%g abadi atau kematian."

o2

Qg ALC-02 “Listen, your heart is "Dengarkan itu. EE
B

E 3 beating for me." Jantungmu berdetak

=Y

=n untukku.*
=3

(1]
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9% x| AAC-03 | "Look, even your blood | "Lihatlah, bahkan EE
29 % & , . .
v5 N 3 can't wait to escape darahmu tidak sabar
39 =
‘5_‘3_3 % ; from you." untuk pergi darimu.”
= 3 ..
3% | APC-04 | “"Keep itauthentic, "Pertahankanrasa EE
e = . ; .
25 o drink directly from the | aslinya; minumlah
: g x " H n
30 3. neck. langsung dari leher.
=2 = - :
_@g' ABC-05 "Only a dead body does | "Orang mati tidak bisa EE
M
%é’ = not betray." berkhianat."
-y 5. - - - -
E(@ AE.C-OG "Darkness is closing in | “Kegelapan semakin LT
T =
%i -3 onthe empire."” mendekat ke kerajaan."
55 =
ggl Al C-07 "Kneel and offer.your “Berlututlah.dan EE
;g? g_' life to me.” serahkan hidupmu
55 kepadaku:*
S8
-§§2 ALC-08 "Enjoy your last "Nikmati saat-saat E.E
%g moments, your end terakhirmu, ajalmu
B n
53 nears." semakin dekat."
E&% ALC-09 "I will drain every drop | "Aku akan meminum E.E
=Y
53 of blood from your darah dari tubuhmu
)
'g 3 body." hingga. tetes terakhir."
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