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ABSTRACT

Nisa Choiru Ummah. English for Business and Professional Communication Study
Program. Translation Shifts and Acceptability in Honor of Kings In-Game Event
Page Sentence Texts.

This study employs a qualitative descriptive method te.describe the shift in sentence
structure that occurs on the in-game event.page of Honor of Kings, along with an
assessment of translation quality (acceptability). The data eolleetion techniques
used were content analysis.and‘Focus Group Discussion (FGD). In. this study, 80
data points were collected. Sentences were also categorized based. on their
communicative funetions: imperative, declarative, interrogative, and exclamatory.
The dominant shifts found were structure shift (29.02%), intra-system shift
(28.13%), and unit shift (24.55%). A single sentence may contain multiple
translation shifts, with structure shift being the most frequently oceurring type,
followed by unit shift and intra-system shift, reflecting the translator's need to
reorganize sentence structure, adjust grammatical units, and navigate system
differences to achieve a natural and accurate target-language expression. Overall,
the translation result for Honor of Kings’ in-game event page sentences produces
an acceptable value of 2.58.

Keywords: Acceptability, Sentence Types, Translation Shift
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ABSTRAK

Nisa Choiru Ummah. Program Studi Bahasa Inggris untuk Komunikasi Bisnis dan
Profesional. Translation Shifts and Acceptability in Honor of Kings In-Game Event
Page Sentence Texts.

Penelitian ini menggunakan metode deskriptif kualitatif untuk menggambarkan
pergeseran struktur kalimat yang terjadi pada halaman event dalam game Honor
of Kings, beserta penilaian kualitas terjemahan (acceptability/keterterimaan).
Teknik pengumpulan data yangdigunakan adalah analisis konten dan Focus Group
Discussion (FGD). Dalampenelitian ini, terkumpul 80 data. Kalimat-kalimat juga
dikategorikan berdasarkan fungsi komunikatifuya: imperatif, deklaratif, interogatif,
dan seruan. Pergeseran dominan, yang ditemukan adalah pergeseran struktur
(29,02%), pergeseran intra-sistem (28,13%), dan pergeseran unit (24,55%). Satu
kalimat dapat mengandung beberapa pergeseran terjemahan, dengan pergeseran
struktur sebagai jenis yang paling sering muncul, diikuti oleh pergeseran unit dan
pergeseran intra-sistem, yang mencerminkan kebutuhan penerjemah untuk
mengatur ulang struktur kalimat, menyesuaikan unit gramatikal, dan mengatasi
perbedaan sistem untuk menghasilkan ungkapan dalam bahasa sasaran yang alami
dan akurat. Secara keseluruhan, hasil terjemahan kalimat-kalimat pada halaman
event dalam game Honor of Kings menghasilkan nilai keterterimaan sebesar 2,58.

Kata kunci: Jenis Kalimat, Keberterimaan, Persegeran Terjemahan
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CHAPTER1
INTRODUCTION

1.1 Background of the Study

Games are one of the most popular forms of entertainment nowadays. Salen and
Zimmerman (2004) define a game.as a-system that engages players in artificial
conflict governed by specifietules, leading to measurable outcomes. Games can be
played on various platforms, including PCs, laptops, PlayStation Portable (PSP),
and other consoles..However, mebile games refer to ‘games played on mobile

devices such-as smartphones or tablets.

Multiplayer Online Battle Arena (MOBA) is.a subgenre of strategy video games
where players control individual characters to destroy critical opponents’ structures
for victory (Zhang, 2023). One of the most popular MOBA games in Indonesia is
Honor of Kings. Released globally in June 2024, Honor of Kings has reached over
50 million downloads on the Google Play Store (Level Infinite, 2025).

In live service-based games like Honor of Kings, developers routinely add new
content and events to maintain player engagement. As part of Live Operations,
games typically feature an eventpage, a dedicated sectionwithin the game interface
that provides information about ongoing events. In-game events are usually
temporary and introduce new content for players. These events rotate periodically
to sustain player engagement, with data-driven decisions determining the timing
and type of events offered (Prokkola, 2022). In Honor of Kings, the event page is
crucial in providing quick access to limited-time activities, such as rewarded login
events, exclusive game modes;and weekly challenges that incentivize patticipating

players.

In analyzing the language used in event pages, it is important to understand the
concept of a sentence. A sentence is a set of words that expresses a complete thought
by containing a subject and a predicate (Hurford et al., 2007). Sentences can take
various forms, including declarative, interrogative, imperative, and exclamatory,

depending on their communicative function. In the context of game event pages,

6
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sentences are often crafted to be short, direct, and engaging to quickly convey
information and prompt player actions. This study focuses on sentences because
they offer a more complete linguistic context than individual words or phrases,
allowing for a richer and more varied observation of translation shifts. By analyzing
sentences as whole units, the study can_capture..more complex structural,

grammatical, and functional changes.that eccur during the translation process.

In Honor of Kings event.pages, several informal sentences such as "Markicob,"
"Hari ini banget nih!™"and "Dapetin Skin!" were found in the target language. The
use of casual language oftensresults, in changes in tramslation to grammatical
structures orlexical categories compared to the source text, leading to the
phenomenon of translation shift. For example, the English phrase “try your luck” is
translated into Indonesian as “markicob”, an informal slang acronym for “mari kita
coba”. This reflects a class shift;-as the imperative verb phrase changes into a
colloquial expression, and a structure shift, as the concise English command
becomes a more culturally embedded and idiomatic formiin the target language. In
translation, Newmark (1988:5) defines translation as the process of transferring
meaning from one language to another while preserving the.intended message.
However, in practice, structural or linguistic category changes frequently occur in
translation, known as translation shifts. According to Catford (1965:72), a
translation shift is a change that occurs when differences in linguistic structures or

elements exist between the source language and the target language.

Related to translation shifts in the in-game event pages, it is also essential to
evaluate the acceptability aspect of the translation. Acceptability refers to the extent
to which a translation aligns.with the linguistic norms, conventions, and-cultural
context of the target language (Nababan.etal., 2012). In games,ahighly acceptable
translation ensures natural-sounding text that meets players' expectations,

effectively conveying information and enhancing engagement with the event.

Previous studies on game translation analysis have been conducted, such as Hadi
(2023), which discusses the quality of noun phrases in the descriptions of Black

Desert Mobile; Putra (2023), which examines translation techniques and the
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acceptability of hero dubbing translation in Mobile Legends: Bang Bang; and
Yusniadi (2024), which analyzes the quality and translation techniques of subtitles
in the game Biomutant. These studies indicate that while the translation quality in
the games they examined is generally good, certain aspects are still considered
lacking in quality. Meanwhile, research onstranslation shifts has also been
conducted, such as Zanettavarleen (2024), which explores techniques and accuracy
in translation shifts found in the subtitles of the online game Genshin Tmpact. The

study concluded that the game's translation could be considered accurate.

Based on thesestudies, there remains a research gap in analyzing translation shifts
in in-game event pages. Previous studies have largely focused on the analysis of
noun phrases in game descriptions, translation techniques in dubbing, and the
quality and techniques used in subtitle translations. However, research on how
translation shifts occur in event pages s still limited. Therefore, this study aims to
bridge this gap by analyzing translation shifts in the in-game event pages of Honor

of Kings (HOK).

In this research, the event page texts will also be categorized based on the type of
sentences, such as declarative, interrogative, imperative, and exclamatory sentences.
By categorizing the texts in this way, it is expected. that the study will reveal the
relationship between sentence types, translation shifts, and the acceptability of the

translations in the localization of Honor of Kings.

Beyond addressing the research gap, this study alse offers novelty in its approach
and object of study. Unlike previous studies that focused more on descriptive and
narrative texts in games, this research highlights elements with a pragmatic function
designed to attract players' attention and encourage participation in events.~The
focus on event pages in HOK also contributes new insights to video game
translation studies, considering that event pages play a crucial role in player
interaction and often contain persuasive elements requiring effective translation
strategies. Thus, this research is expected to provide further insights into translation
shifts in video games and contribute to developing more suitable translation

strategies for the gaming industry.
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1.2 Statement of Problems

Based on the background explained, this study focuses on the following research

questions:

p—

2.

[98)

What types of sentences are used in the Honor of Kings event page texts?
What types of translation shiftssoccur in the translation of event page texts in
Honor of Kings?

How is the acceptability of the translated sentences assessed in the localization

of Honor of Kings?

1.3 Objective of the Study

Thisstudy aims to:

To categorize the types of sentences used in.the event page texts of Honor of
Kings.

To analyze the types of translation shifts that occur in the translation of event
page texts in Honor of Kings.

To assess the acceptability of the translated sentences in the localization of

Honor of Kings.

1.4 Limitations of The Study

This study focuses solely on event pages of the Honor of Kings game in both the

English and Indonesian versions.. The analysis is based on (Catford, 1965:73-82)

translation shift theory and does not cover other aspects of game translation, such

as descriptions, character.dialogues, or interface text. The data used is.in-game

event page data that researcherstook from February 2025 to March.2025:This study

will assess the quality of translation based on the theory from (Nababan et al., 2012)

and focus only on the acceptability of translation quality.

1.5 Significances of The Study

1.5.1 Theoretical Significance
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This research is expected to contribute to the development of translation studies,
particularly in the area of translation shifts and the analysis of sentence types in the
context of video game localization. By applying Catford’s (1965) theory of
translation shifts and linking it with sentence types and acceptability evaluation,
this study provides a new perspective on howsstructural and functional changes
occur in the translation of interactiveypersuasive game texts, such as event pages.
The findings can enrich the literature on pragmatic text translation. within digital

entertainment media.
1.5.2 Practical Significance

Practically, the results of this'study can offer valuable insights for translators,
localization teams, and game developers.in creating more effective and culturally
acceptable translations for live service games. Understanding the relationship
between sentence types, translation shifts, and.acceptability can help improve the
quality of localized event pages, ensuring that the translated content remains natural,
engaging, and persuasive for the target audience: This can ultimately enhance
player experience and retention in the localized versions of games like Honor of

Kings.
1.5.3 Educational Significance

For students and researchers in translation and applied linguistics fields, this study
can serve as a reference for future research on translation shifts in digital contexts.
It highlights a relatively underexplored area—game event page translation—and
provides a methodological model that combines structural analysis with cultural

and acceptability evaluations.
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CHAPTER YV
CLOSING
5.1 Conclusion

Based on the result and discussion provided in the previous chapter, this study

concludes the following statements:

1. The dominant sentence typesised in the Honor of Kings event page texts were
imperative sentences, followed by declarative sentences. Interrogative. and
exclamatory sentenees were rare. This aligns with the pragmatic function of game
event pages, which often prompt actions and deliver information in a direct and

engaging way.

2. Assingle sentence may contain multiple translation shifts, with strueture shift
being the most frequently occurring type, followed by unit shift and intra-system
shift, reflecting the translator's need to reorganize sentence structure, adjust
grammatical units, and navigate system.differences to.achieve a natural and

accurate target-language expression.

3. The aceeptability evaluation based on FGD with raters revealed the average score
was 2,58, suggesting a generally acceptable level of translation quality, but with a

considerable portion that still requires improvement:
5.2 Suggestions

Analyzing translation shifts at the sentence level can be particularly challenging due
to the frequent occurrence of multiple shifts within a single sentence, which
complicates classification.and often leads to ambiguous or inconsistent data: For
researchers, this presents a“methodological issue that can affect.the-validity of
findings, while translators may struggle to identify which shifts impact the
naturalness or accuracy of the translation. To address this, it is recommended to
break down sentences into smaller linguistic units such as phrases or clauses,
allowing for more precise and manageable analysis. This micro-level approach
helps isolate individual shifts, prevents overgeneralization, and ensures a more

accurate representation of the translation process. For educators and academic
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Reach Diamond llI-1 stars in under 14 d Dari 14 Hari \ [] 0 0 O O
Watch matches to claim gifts. Tonton Match Buat Ambil Hadiah.
_ O O 0 0O O
During the event, complete missions m.
points. O O O
Use these points to exchang ariety
of rewards. [l [l (]
Share your Invitation A ends and
O O
O 0O
O O

,4
O 00O

Yo i se 1 Invitation Code from each

O
<]
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