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ABSTRACT

Saddam Giffari. English for Business and Professional Communication Study
Program. An Analysis of Syntactic Strategy, Aeeuracy, and Acceptability of the
Translation of Noun Phrases in Hero Skill Descriptions eof Honor of Kings Video
Game.

This study explores the types of noun phrases, adopted syntactic strategies, and
translation quality-in the aspects of accuracywand acceptability of hero ‘skill
descriptions from English to Indonesian in the video game titled Honor of Kings:
By applying descriptive qualitative method, this study aims to. classify the noun
phrases by adopting the theory of Quirk et al. (1985), identify the strategies adopted
in translating noun phrases based on Chesterman’s syntactic strategy (2016), and
evaluate the accuracy. and acceptability of the translation of heroes’ skill
descriptions by referring to the TQA model by Nababan et al. (2012). Following
data collection, 114 noun phrases.are found in the hero skill descriptions,
specifically those categorized as roaming heroes. The results demonstrate that the
major. type of noun phrase found is premodifier noun phrase with 79 data. In
addition, in translating the noun phrases, the most adopted syntactic strategy is loan
which 'is found in 45 data, followed by phrase structure change with 73 data.
Moreover, the translation of the noun phrases is found.both accurate and acceptable
with scores of 2.71 and 2.58 respectively. Such results indicate that the translator
managed to translate the noun phrases in a manner that maintains the meaning.

Keywords: translation, noun phrase;syntactie-strategies, translation quality, Honor
of Kings
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ABSTRACT

Saddam Giffari. Program Studi Bahasa Inggris untuk Komunikasi Bisnis dan
Profesional. An Analysis of Syntactic Strategy, Accuracy, and Acceptability of the
Translation of Noun Phrases in Hero Skill Descriptions of Honor of Kings Video
Game.

Penelitian ini mempelajari jenis frasa nomina, penggunaan strategi sintaksis, dan
kualitas terjemahan dalam aspek keakuratan dan keberterimaan pada deskripsi
skill hero dari bahasa Inggris ke dalam bahasa Indonesia dalam gim video berjudul
Honor of Kings..Dengan menggunakan metode kualitatif deskriptif, penelitian ini
bertujuan untuk mengklasifikasikan firasa nomina dengan menerapkan teori Quirk
dkk. (1985), mengidentifikasi penggunaan strategi sintaksis dalam menerjemahkan
frasa nomina berdasarkan strategi sintaksis oleh Chesterman (2016), mengkaji
keakuratan dan keberterimaan terjemahan deskrvipsi skill hero dengan merujuk
pada model penilaian kualitas terjemahan oleh Nababan dkk. (2012). Setelahnya,
ditemukan 114 data frasa nomina pada deskripsi skill hero, khususnya pada hero
dengan kategori roaming. Hasil penelitian menunjukkan bahwa jenis frasa nomina
vang sering ditemukan adalah frasa nomina jenis premodifier dengan 79 data.
Selain itu, strategi sintaksis yang paling banyak digunakan adalah strategi loan
vang ditkuti oleh strategi phrase structure change dengan total data masing-masing
45 dan 43 data. Selanjutnya, hasil penelitian menunjukkan terjemahan frasa
nomina tersebut adalah akurat dan berterima dengan skor 2.7 L.dan 2.58. Hasil ini
mengindikasikan bahwa penerjemah dapat dan mampu menerjemahkan frasa
nomina sekaligus mempertahankan maknanya.

Kata kunci. translation, frasa nomina,. strategi. sintaksis, kualitas terjemahan,
Honor of Kings
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CHAPTER 1
INTRODUCTION

1.1 Background

In this age, video games and people are.no longer separable. Kirby (in Muriel and
Crawford, 2018) emphasizes that'in this digital era, video games are one of the most
crucial cultural products.Supported by advanced technology, gamets. can connect
with other gamers through online features. Such'games are referred to by many as
online games./Those games €ome in various genres, such as action, adventure,
fighting, RPG (role-playing game), racing, sports, and strategy. ‘However, in
Indonesia, the sub-genre of strategy video game i.e. Multiplayer Online Battle
Arena (MOBA) is the most popular video game genre based on the digital survey
conducted by Telkomsel (Annur, 2023).

Nowadays, the localization of video games is.commonly seen in any game title.
This process is divided into four categories of files (Bernal-Merino, 2015). Such
categories are in-game texts (any writing within the game e.g. User Interface (UI),
Operating System (OS) messages and game installer), art assets (in-game images
containing words, commonly found in an event banner of MOBA: games), voice-
over scripts, and subtitles (usually for games driven heavily by story.) Bernal-
Merino (ibid) states that such a combination of files in a single product is one of the
reasons that makes the localization of video'games distinct from other audiovisual

products.

The attempt of localizing a video game can be observed in one of the most popular
MOBA Intelectual Property.(IP) i.c. Honor of Kings (HOK). It is an.enline video
game originates from China. However, in the localization process of the said game,
it is translated into other languages by referring to the English version. As disclosed
by the official website of HOK (2024), this IP has supported 14 languages. The
available languages in HOK are Simplified and Traditional Chinese, English,
Arabic, German, Spanish, French, Japanese, Korean, Malay, Portuguese, Russian,
Turkish, Burmese, Bengali, and Indonesian. By having multilingual version, this

approach can be perceived as HOK’s attempt to expand its market by targeting
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global audiences. After all, based on the survey by Telkomsel, MOBA is the most
popular video game genre in Indonesia. Moreover, following the release of HOK,
it has reached over 19 million downloads in Indonesia (not counting other
countries) (Kristianto, 2024). Thus, it is consideredjustifiable to conduct a study on
the localization or translation of the.game titled HOK; specifically the Indonesian

language version.

Video games are created to be played by peoeple. As elaborated by Bergonze (in
Arjoranta, 2019), a video game'iS a.means to interact with other people through a
machine withan electronic visual display. To master the mechanics orto understand
how the game works, tutorials that the players will go through are needed. The
descriptions of heroes’ skills in HOK serve as guides for players to learn more about
a certain hero. Due to HOK being.a competitive game in which the players battle
other players, such information is required to achieve wvictory in the game.
Therefore, accurate and acceptable translations of the descriptions of heroes’ skills

are expected to improve the gaming experience.

However, as this study is being carried out, some noun phrases are translated poorly.

Such a translation is as follows:

Source Language (SL) : His first enhanced Basic Attack is...
Target Language (TL) : Serangan  Dasar ditingkatkan yang pertama
adalah...

While the translation is somewhat accurate, the acceptability is significantly
affected due to the distortion of meaning and its structure in the TL. The term His
first enhanced Basic Attack refers to the first basic.attack receiving a boost.in-terms
of power. Meanwhile, in the TL, the term 1s rather ambiguous and misleading. The
use of ditingkatkan yang pertama may confuse the player because it is translated as
if the boost will be provided more than one time. In addition, the structure of the
noun phrase is unnatural in the TL. This may occur because the noun phrase directly
follows and adopts the grammatical pattern of the SL. Therefore, it is suggested to
change the translation to Serangan Dasar pertama yang diperkuat which maintains

its conciseness and clarity.
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In addition to the distortion of meaning and the problem of structure disclosed
above, noun phrases were chosen due to several factors. First, this specific unit was
chosen due to noun phrases containing various key information i.e. effect, cooldown
duration, and damage type of a skill. In other.words, a single error may affect the
players’ experience and understanding. Second, the variation.in translating a noun
phrase tends to be found. In the process of translation, the structures of noun phrases
are typically changed dueto the difference in the rule of the SL and the TL. Third,
noun phrases asca linguistic unit have a clear boundary in language strueture.
Therefore, it eases the process of identification, data collection, and analysis

compared to a bigger linguistic unit such as clauses or sentences.

Furthermore, in translating noun phrases, it is required for translators to decide
which translation strategies to..adopt. The target audience for video game
localization is the player of the target language. Therefore, the translation of noun
phrases must be specifically made understandable and comprehensible for the target
audience. Of all translation strategies, however, this study adopted the translation
strategies by Chesterman (2016). He classifies the translation strategies into three
i.e. syntactic, semantic, and pragmatic strategies. This specific version of translation
strategies was adopted due to the fact it .has a wide range and comprehensive
categorization which is considered adaptable to various aspects of in-game text,
especially the descriptions of heroes’ skills. However, the observed linguistic unit
was noun phrases which are a smaller linguistic unit than clauses or even sentences.
The semantic and pragmatic strategies that revolve around meaning and context are
unsuitable for this'study. Moreover, this limitation was expected to avoid the results
of this study being over-generalized. Therefore, this study only.focused on

analyzing syntactic strategies adopted in the translation process.

Translation quality assessment (TQA) is required to know the transfer of the source
language (SL) into the target language (TL). If a translator fails to transfer the
message into the TL, it may lead the readers to confusion. Therefore, it is required
to determine the translation quality of a text. For this study, the translation quality

of in-game texts was analyzed by referring to the TQA established by Nababan et
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al. (2012). This model was chosen for the fact that it is the most recent TQA being
published or proposed. In addition, several previous studies relating to or not

relating to video games have adopted this model.

Several previous studies have covered various aspectswof video game localization,
translation strategies and translation.quality. Wibowo et al. (2018) assessed the
translation quality of in-game text within a game titled Dragon Nest that was
translated into Indonesian language by adapting Carte Blanche strategy. Similarly,
Touiserkani (2024) analyzed the translation strategies adopted in in-game texts
within a game titled Civilization by referring to Bastin’s adaptation model and
Skopos theory. Francesca and Dewi (2023) examined the translation consistency
and translation techniques in the dialogues of a character named Paimon in a game
titled Genshin Impact. Putra etal.(2017) investigated the process of word formation
of technical terms and translation techniques applied in a game titled Ragnarok
Online. Gozali and Haryanti (2024), however, explored the meaning equivalence of

voicelines of a hero in a game titled Mobile Legends: Bang Bang (MLBB).

As HOK is a newly released game compared to any other games in the same genre,
it is selected as the topic of this study. In addition, a study. focusing on analyzing
other MOBA-genre game Indonesian localization, specifically MLBB, has been
previously carried out by another researcher. Meanwhile, the study which observes
and analyzes the Indonesian localization  of HOK thas not been carried out.
Moreover, in contrast to Wibowo and Suyudi (2024) which applied the translation
strategies proposed by Cortales, and Touiserkani (2024) which applied the Bastin
adaptation model, ‘this study.adopted the translation strategies. by« Chesterman
(2016). This study used in-game texts;specifically.noun-phrases in descriptions of

heroes’ skills (which fall into the UI sub-category), in the game HOK.

For the reasons mentioned hereinabove, the analysis of translation strategies
adopted in and translation quality of the noun phrases in the descriptions of heroes’

skills of Honor of Kings are crucial to be studied.
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1.2 Research Questions

Based on the background, the questions to be addressed in this study are as follows:

1. What types of noun phrases are found in the heroes’ skill descriptions in the
game titled HOK?

2.  What are the syntactic strategies:adopted in the localization process of heroes’
skill descriptions in the game titled HOK?

3. How is the aecuracy and acceptability of, the translation of heroes” skill

descriptions in the game titled HOK?

1.3 Scope of Problems

This study focused onanalyzing the in-game texts, specifically the descriptions of
heroes’ skills in the game Honor of Kings. The data were obtained from the two
language versions of the descriptions.of heroes” skills. The analyzed objects were
the heroes that fall into the category of ‘Roaming” heroes. This specific role was
chosen because the errors were found in the noun phrases of the description
translations of heroes’ skills. Therefore, the phrases analysed will be noun phrases
only. The analysis performed in this study adopted Chesterman’s syntactic
translation strategies (2016), the noun phrases were classified by using the theory
from Quirk ‘et al. (1985), and the translation-quality was analyzed by referring to
TQA by Nababan et al. (2012).

1.4 Objectives

Based on the research questions, this study aims to:

1. classify the noun.phrases found in the heroes’ skill-descriptions in the.game
HOK.

2. identify the syntactic strategies adopted in the localization process of heroes’
skill descriptions in the game titled HOK.

3. evaluate the accuracy and acceptability of the translation of heroes’ skill

descriptions in the game titled HOK.
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CHAPTER V
CONCLUSIONS

6.1 Conclusions

This study focuses on analyzing the noun phrasesfound in English language version
of roaming heroes’ skill description in'the game titled Honorof Kings (HOK). Then,
the translation of the noun phrases is analyzed to identify the.adopted syntactic
strategies as proposed:by Chesterman (2016). Moreover, the translation quality in
the aspects of accuracy and acceptability is assessed by using the TQA model by
Nababan etrali (2012). Following the analysis and FGD, three conclusions are

drawn.

First, following the analysis of 114 noun phrases, based on the modifiers, three
types of noun phrases are found. Those are premodifier noun phrases, postmodifier
noun phrases, and noun phrases with both premodifier and postmodifier. The
frequencies of each type are premodifier noun phrases with 79 data (69.3%),
postmadifier noun phrases with 24 data (21.1%), and noun phrases consisting of
both premodifier and postmodifier with 11 data (9.6%)..The high number of
premodifier noun phrase in data is. due to the English language tending to construct
or place modifier before the noun head. Meanwhile, in Indonesia language, it
applies otherwise. Therefore, if a_future study analyze the translation of noun

phrases from Indonesia into English, the results may differ from this study.

Secondly, based on the analysis, from 114 data, the adoption of five out of ten
syntactic strategies is identified. The strategies are loan/calque, phrase structure
change, cohesion change, literal translation, and unit shift. The found.data for each
strategy are 45 data (39.5%), 43 data(37.7%),.10.data.(8:8%),9"data (7.9%), and 7
data (6.1%) respectively. The results suggest that, in translating noun phrases from
English language into Indonesian language, majority of noun phrases remain
unchanged. The untranslated noun phrases include the names of heroes’ skills, well-
known or generally-accepted MOBA term, and in some cases the attribute of

heroes’ skills.
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Lastly, based on the results of a focused-group discussion with raters, this study
indicates that the noun phrases translated from English language into Indonesia
language are accurate and acceptable. As demonstrated in 4.11, the scores of
translation quality in the aspects of accuracy and acceptability are 2.75 and 2.58
respectively. This indicates that the noun phrases are mainly translated accurately
to the intended meaning in TL with no.meaning distortion or deletion. Moreover,
this also reveals that most noun‘phrases are translated into an aceeptable or well-
established equivalences«in TL while in the same time comply with the.rules and
conventions in TL.The majority of loan strategy adopted also contributes. to.the
accuracy and acceptability scores. Most of data that adopts this strategy are because
it is decided to maintain or preserve the MOBA terms (such as, stun, knock-up, and
suppress) in the TL. This decision is made because the audiences are considered
already familiar with those terms. In addition, the adoption of phrase structure
change strategy also boosts both scores, because there is a subtle difference in noun
phrase construction in English and Indonesia languages. Therefore, this strategy is

adopted to address the problem.

5.2. Suggestions

Based on the conclusions above, the following suggestions are proposed for future

translators, researchers, and higher-education institutions:
1. For Translators

In translating moun phrases, one must fully understand the differences of the
structures in SL and TL. It is because one language to-another may have a different
set of rules, provisions, or conventions in constructing a noun phrase. In addition,
the cultural aspect mustalsoe.be considered in translating them. If a noun phrase or
a term has a direct and generally-aceeptable equivalence in Tliyone has the option
of using it to produce an accurate and acceptable translation.

Based on the results, there are two recommended strategies and one strategy which
must be carefully implemented. The recommended strategies are loan and phrase
structure change. These two strategies are found suitable in translating noun phrases

or terms in a video game (in this case Honor of Kings). The former may be adopted
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if the noun phrases or terms are in the forms of proper nouns or generally-accepted
terms. The latter may be adopted if the noun phrases require some adjustments in
their structures. Meanwhile, the adoption of cohesion change strategy must be
carried out with extra care because the strategy may alter the meaning or lead to

meaning distortion.

2. For Researchers

. comparative s n a video game
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gher-education Institutions \
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Saddam Giffari was born in Depok on 04 April 2003.
In the year of 20215 Saddam.Graduated from SMAN
13 _Depok. Following the graduation, Saddam is
enrolled in the study program of English.for-Business
and Professional Communication in Politeknik
Negeri Jakarta. As of the submission of this thesis,

Saddam has been awarded a Bachelor’s Degree in

Applied Linguistic (S.Tr.Li) as a proof of completing
the study.

Saddam has learned to translate various types of texts, including legal, academic,
and journalistic texts during his study. In addition, Saddam s also experienced in
making subtitles. At some point in his study, Saddam undertook an internship
program in a governmental institution which is commonly known as Pusat
Penguatan dan Pemberdayaan Bahasa (Pustanda). There, Saddam gained

valuable experience in translating.children’s storybook.

Contact:

Email: saddamgiffaril6@gmail.com
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== APPENDIX
Q
~ DATA
N
A E 2 Types of NP Translation Strategy TQA
2 N taNo SL TL Accurac Acceptabilit
5o ® S_a = Pre | Post | Both | LT |L/c|us | Ps | cc| .. y PRy
5|2385 2 321|321
g = g’u; - Da Qiao boost her own Da Qiao mendapat boost
15188 01/Dg01 Movement Speed by 30 Kecepatan Gerakan v v v v
2lIs 72 . P y =t sebesar 30
3 - '0. e
§ ; E 2 % When the koi in Leaping | Saat ikan koi dari Skill
> %22. & 02/ Dg/02 Koi Tide and Severing Leaping Koi Tide dan v v v v
g_ c Ty ; Surge... Severing Surge...
Q[
3| =73 ...leaps past another ...bersilangan dengan
938 v v v v
§ ;3':-'- 03/D’§/03 skill's tide:. satu sama lain...
Q = o o .
"3 §4§ 04/DW04 it trlggers atide ...sebuah It?quan akan v v v v
ER = explosion... terjadi...
3l & Q .
<|S & = i o ...menimbulkan 140
o =
. : B Y "'?::“i:gll::ng‘lg;znsf) (140+25%) Damage
& gS;s, 05/DQ/05 8 136 Magis dan efek slow. v v v v
o|Q™ ] slowing enemies by 25%
Qi s S§E sebesar25% pada musuh
oo 2 for 1s. p
3 ’g" = selama 1 Detik.
g2 F 250 Magical Untuk setiap 250
2o or every agica ntuk setiap v v v v
o ,"":'65 o Attack... Serangan Magis...
E 2 =
= ; g ...the skill range of ...jangkauan Skill
2z i i Tide and Leaping Koi Tide dan
= £7§ 07/DQ/07 S Lea|.:nngsK0| |' ean easpmg : o . v v v v
3|8 evering Surge increases evering Surge
Z, o= by 50... meningkat sebesar 50...
= =5 b ; i
;. %&g. 08/DQ/08 ...'Wlth a maximum ...del?gan peningkatan v v v v
29T increase of 200. maksimum sebesar 200.
o—33
= o
o i)
5 5%
T =T
S 3§
2 $%
- = 3
3 e
PR
= T
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Types of NP Translation Strategy TQA
SL TL A A i
Pre | Post | Both L/C cc redracy ceeptability
~ 31211321
= imbulkan 300
¢ T e dealing 300 (300+50%) | T
v v v
oo O @/D@'O9 magical damage... (300+5OA)_Damage
V2N 3J Magis...
t§ = -gr = ...pada musuh yang
g -§‘ . A ...to enemies in its path terhantam dan
e 10/0310 and launching them for membuat mereka v v v
=i = 0.5s. terkena-efek Launch
a2 o |
=92 = selama 0,5 Detik.
32 3. Menggunakan Skill akan
é Ty ~ Using skills increases.Da meningkatkan
n’-flﬁ 11/ DE’ 11 | Qiao's Movement'Speed | Kecepatan Gerakan Da v v
2 z_o, % by 30% for 2:5s Qiao sebesar 30%
28 = selama 2,5 Detik.
o > = ) ;
%% nx» Rekan tim tersebut bisa
=5 . ) /
‘812: 12/D§/12 They can return via the kembaI.l ke lokasi semula v v v
== portal at the Crystal. melalui portal yang ada
< B o —
8 3 di kristal.
Q %
- . Recall dengan
S 2z No channeling is menyentuh Mark ini
2§ L 13/DQ/13 required to touch the VLLULUR . 4 v v
- 3 akan terjadi seketika
o = recall mark. , .
=3 tanpa jeda sama sekali.
—H—=
’i % Da Qiao summons a Da Qiao memanggil
;@ 14/DQ/14 | whirlpool at the target Whirlpool pada lokasi v v v 4
&7 location... target...
= E 5
g3 ...dealing 500 (500+50%) (5rggf5lr(;’£7g27nioz
EL%— 15/DQ/15 magical damage to 4= i v v 4
S ¢ iy Magis pada musuh
CI- enemies within range. 2
5 dalam jangkauan:.




eyieyer LaBaN Yiuyaljod uizi edue)

Jaquins ueyingakuauitepy

2sjjnuad ‘ueiode] uesumL

P~

& Types of NP Translation Strategy TQA
DatagNo. SL TL A A ili

e Pre | Post | Both | LT | L/C | US | PS | cC ccuracy | Acceptability
~ 31211321
[ D)

¥ . E 2 ...during which ?e/ama durasi ini, rekgn

OQoos¥Px o tim bisa berteleportasi ke

=9 ! teammates can teleport A

gl dep g m/Dg/16 . . lokasi Whirlpool dengan v v v v

|59 g =, to it by tapping the Eye

Slgesd 5 = . mengetuk tombol Eye of

ﬂ; c :-'.‘f; v = of the Whirlpool button. the Whirlpool

- i' 1 e .

[y BT -

HE %‘:S S Lian Po has crowd --Lian Saemey

S| 8z E 17/ LﬁfOl . s mendapatkan kekebalan v v

clo 5P control immunity...

3| %8 § Crowd Control.

= -

Hl& = = ...Lian Po akan terus

3|E=N o ~ ; ;

- ‘Elg " 18/LE202 ...Ll-a.n Po g:?uns Batj)e mendapatkan,Battle 4 4

5(x7T ) Spirit continuously:.. . .

3|2 e Q Spirit.

[} 5 (1)

_g E § =. Jika serangan Dasar dan

oo S — a1 |

§' =3 nx’ ...his Basic Attack and mj’;’”’;); C;abnir?;glet

3 AR 19/L8y03 skills grant more Battle i get, 4 4

N = <pirit on hit Battle Spirit-nya akan

; s § o P : bertambahlebih banyak

T| 3 = lagi

@3 agi

Q

oo 2 . . Battle Spirit memberikan

s SE L 20/Lpjos | Battle Spiritprovides 0= a-po% Reduksi v v

g o> 20% damage reduction...

£S5 Damage...

A=

z % g Battle Spirit diminishes ...Battle Spirit-nya akan

g_ =8 over time, and is berkurang seiring waktu,

5 9% 21/LP/05 converted to 70 dan dikonversi menjadi v v

.5 g s (70+1.5%) Health 70 (70+1.5%) pemulihan

= s 5 recovery... HP...

=5 : . Y

wil o

s gg 22/LP/06 Lian Po da.shes. in the Lian Po Dash ke arah v v

il target direction... target...

5

3

T

(1]

2

o

=

o

°

o

°

=

=
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P~
& Types of NP Translation Strategy TQA
DatagNo. SL TL Accurac Acceptabilit
3 Pre | Post | Both | LT | L/C | US | PS | cC y pabrity
~ 31211321
L %‘- ..menimbulkan 150
. ] o B ...dealing 150 (150+3% (150+3% ekstra)
;-623“? 23/ L§/07 extra) physical damage Damage Fisik pada v 4 4 4
3 23T = to enemies in his path... musuh yang
5 § b dilewatinya...
T o G+ . .
9 S . . . Pasif: Setiap Serangan
E =) P ' E hird B
:‘Z@- 24/108 asswe. very third .aSIC Dasar ketiganya menjadi.| v v 4 v
a2s o Attack is a heavy strike... :
2o = Heavy Strike...
ean g’ = . ..musuh dalam
s 7% ] -he slows enemieg Jjangkauan terkena Slow
) ithi 159
kS 25/L§09 within range by 1)¢ afnd sebesar 15% dan dia 4 v 4 v
S 3 pulls non-hero‘enemies .
=5 ) y menarik musuh non-
P a = toward him.
T 3 == Hero ke pusat area.
] Q .
3 §_ 3 Enemies closer to the A’ilaslgfnd:k:a’:;sggslx
Ded 26/LB%10 epicenter take more P ya, v v v v
<D Y] damage yang mereka
S 5 damage... ;
=22 terima...
3 Dia bisa menggunakan
S 25 i
HEE 27/Lpj11 | € can use other skills Skill-dain.saatSkill 2 | v v v v
-3 while using skill 2. .
o = masih berlangsung.
- 0 y .
"?é 28/LP/12 Lian Po Ieaps.to the Lian Po rt;elompat ke v v v v
2. 7 target location... lokasi target...
= . .
g :t'::(: I::;t;:;nazf.::tcel; Arah setiap hantaman
@ 3 29/LP/13 Y J bisa diatur dengan v v v v
5 using the movement
S, analog.
g wheel.
T
(]
=
s
H
=
3
T
o
o
o
T
[}
=
£
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Types of NP Translation Strategy TQA
SL TL A A i
Pre | Post | Both | LT | L/C | US | PS | cC ccuracy | Acceptability
3 2 1 3 2 1
' . .
GE R | ettt | onseon ntama
[P = @/ L®14 i J bisa diatur dengan v v v 4
p i Wa using the movement
25 analog.
@ @ wheel.
= o He deals 200 (200+5% Menimbulkan 200
9 o .
(o) [
:3 2 3; /Lgﬂ 5 extra) phys'lcal qarpage (200+5% -el_(stra) - v v v
o 2 - to enemies within Damage Fisik pada
x = range... musuhdalam jangkauan.
5 ‘}: : = ...reduces their ...mengurangi Kecepatan
SBE » 32/L@21 Movement Speed by Gerakan mereka sebesar | v v v v
=9 IT)
o g Q 15% for 1s. 15% selama 1 Detik.
52 g . i Musuh di pusat area
-3 = Enemiesinthe center B . mendl
33 33/L%1 take an‘extra (60% extra) v v v v
55 g (60% ekstra) Damage
@ 2 () physical damage. ..
9 g = Fisik.
§ 5 Every 7s, Zhuangzi Setiap 7 Detik, Zhuangzi
Q B removes all crowd menghapus.semua efek
* 34/772/01 v v v v
f Zg 3 /22/0 control effects from Crowd Control dari
SE himself... dirinya...
e
I , e
o s perio | el B
RES 35/22/02 | gains immunity to all p v v v v
Sl terhadap semua efek
>3 crowd control effects...
2% Crowd Control...
g § Zhuangzi sends out Zhuangzi mengerahkan
E@, 36/22/03 dream butterfliesina | Kupu-Kupu Mimpi dalam v v v v
% ,g' cone-shaped area... area kerucut...
Y g 3 A .
53 .«gaining the i ;
37% 3 37/72z2/04 enhancement from his ...r‘nen/ngkatkan Skl”, v v v v
S ) ; Pasifnya selama 2 detik.
38 passive skill for 2s.
-3
o
=
e
3
T
o
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Types of NP Translation Strategy TQA
SL TL A A ili
Pre | Post | Both | LT | L/C | US | PS | cC ccuracy | Acceptability
3 2 1 3 2 1
[ D)
LT o Zhuangzi deals 250 Zhuangzi menimbulkan
HY e+ :
Y =) § /2805 (250+30%) magical 250 (2.50+30%) Damaqe v v v v
2 e damage to nearby Magis pada musuh di
3 a enemies... sekitar.
f =
= Liu Shan's skills deal Skill Liu Shan
3 39/L§01 equal damage to menimbulkan.Damage v 4 v v
= é - structures... setara.padaStruktur...
T D
’; £ § Liu Shan's skills deal Skill Liu Shan
24(2 40/L§g02 equal damage to menimbulkan Damage v v v v
£ =
Q 7 2 structures... setara pada Struktur...
== 1)
o ,3; Q . ...dan Skill Crowd Control
=5 ) ...and his crowd control ilikhva menaakibatkan
B § 41/L503 skills disrupt them for "9 v 4 v v
= ; 195 efek Disrupt pada
28 = ot mereka selama 1,2 Detik.
9 o = He pillages parts of Dia menjarah puing
5! 42/1L9§04 v v 4 4
IS :§ /LEI0 structures... Struktur...
@3 ; . : Selain itu, Serangan
518 £ 43/L5/05 | Als enhances Liu Shan's Dasar Liu Shan v v v v
R next Basic Attack... .
il berikutnya...
=L -"g Liu Shan commands his | Liu Shan memerintahkan
WMB 5 44/1L5/06 mechcraft to claw at mechcraft miliknya v v 4 4
:—:- 3 enemies... untuk mencakar musuh...
= f E
o3 Liu Shan commands his .
?;4'_‘5 45/1S/07 mechcraft to spin iits sl M Sl v 4 4 v
=0 memutar lengannya...
5 5 arms...
5 5 \ Selama berputar, Skill
& 7 46/LS/08 Othey S!“"S can .be s lain tetap bisa v v 4 v
3 while spinning. j
£ digunakan:
L c
H
55
o g
s
T
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Types of NP Translation Strategy TQA
SL TL A A i
Pre | Post | Both | LT | L/C | US | PS | cC ccuracy | Acceptability
3 2 1 3 2 1
[ D)

‘; T T Cleansing the bomb will Miﬁ:z ZZ I:ZZ::’"
ar = ﬁ/s 01 cause it to detonate v v v 4
- Nal . . menyebabkan bomnya
25 immediately.
@ @ segera meledak.
= Sun Bin manipulates Sun Bin memanipulasi
S % = time, increasing the waktu, meningkatkan
?& 48/55‘02 Movement Speed of Kecepatan Gerakannya v v v v
= g Fa) himself and nearby sendiridan rekan tim di
g g teammates... sekitar...
< 5 ik, di
5 e After the 2s, he recovers Setel.ah 2 Deng dia
52 Q Health equalto25% of memulihkan HP sebesar
22 £ 49/s803 9 25% dari Damage yang v v v v
T 9 - the damage taken . .
® 3 — i . . diterima selama durasi
3T ) during this period.
<8 = tersebut.
9 5 ﬁ Passive: H ins 7.5% Pasif: Mend tkan 7,5%

n' . .

¢ 50/SE104 casswe. e gains 5% asif: en. apatkan 7,5% | © v v v
= E ooldown Reduction. Reduksi Cooldown.
@ ]3 Sun Bin throws an Sun Bin melemparkan
EE»% - 51/SB/05 enhanced bomb in the bom yang lebih kuat ke | v v 4 v
i g target direction. arah target.
o
SE2 52/58/06 or reaching its max , P v v v v
= jangkauan
zZ5 range...
Z = maksimumnya...
Q 3 -
mz_gi 53/5B/07 ..the bomb l_mfurls an ...bom ini memb.uka v v v v
53 energy field... medan energi...
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DatagNo. SL TL A A ili
3 Pre | Post | Both | LT | L/C | US | PS | cC ccuracy | Acceptability
~ 31211321
[ D)
AT T Medan energi
csB % © The field interrupts the menginterupsi Skill
B s B4/SE08 enemy's skill and musuh dan membuat v v v v
= - o] = . .
eC2 » = silences them for 1s. mereka terkena Silence
C = o x .
53 e selama 1 Detik.
S 3 ? Serangan Dasar Xian
o Bf = Xiang Yu's Basic Attack 9o .
833 . deals extra physical st il
E 55/X£‘01 . Damage Fisik ekstra v v v v
358 = damage equal to 6% 0
HOE = sebesar 6% pada Hero
3 58 o health to enemy heroes.
; = musuh,
T E Y ’3 Xiang Yu's Basic’Attack | Serangan Dasar Xiang Yu
S =8 q .
EEE 56 /X&OZ deals extra physma;l rr.le.n/mbu/kan Damagf v Y, v v
T L = damage equal to 6% Fisik ekstra sebesar 6%
=3 g_ health.to.enemy heroes. HP pada Hero musuh.
e = g‘ This effect has a 5s Efek ini memiliki
3 .
'553 s 57 /XQ‘/O3 cooll(?lowr;] when cooldown 5 Detik-saat v v, v v
3 T attacking the same menyerang target yang
3 target. sama.
E' é’ ; At the end of the charge, Di akhir terjangan, dia
L he deals an equal menimbulkan jumlah
=& T 58/XY/04 . .. v v v v
o 54 amount of extra physical Damage Fisik ekstra
3 = damage... yang sama besarnya...
Z 2
LR ..and his next 2 Basic .ZSerangan Doser ,
T Attacks within 5 are berikutnya dalam 5 Detik
3% = 59/XY/05 . akan.ditingkatkan dan v v 4 v
o 3w enhanced with a larger )
3y memiliki jongkauan yang
S s range... .
8o lebih luas...
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& Types of NP Translation Strategy TQA
Dataﬁo. SL TL Pre | Post | Both | LT | L/C | US | PS | cC Accuracy Acceptability
~ 2 |1 ]3]2]1
[ D)
AT T . . 2 Serangan Dasar
_-r N -and his r.lex.t 2 Basic berikutnya dalam 5 Detik
e X e Attacks within 5s are
BEF L 60/Xyg06 . akan ditingkatkan dan v v v
$38go = enhanced with a larger memiliki ianakauan van
Cce gy = range... Jang yang
253 . X lebih lugs...
53 ps
3 = o and are guaranteed ...serta dijamin‘menjadi
=5 ;’ P o gl _
gﬁ 61/X%07 critical hits with a base criticgld g ciamaqe v v v
3 5 = critical damage of 150% W gg"a 150% dari
® = : Critical Damage dasar.
Q E = ...serta dijamin‘menjadi
g e ~-and are guarg/gg critical hit, tapi damage-
55 62/)@08 critical hits with-a base ’ b v v v v
[T = .. nya hanya 150% dari
s 5 - critical damage of 150%. -
® > ; Critical Damage dasar.
= D
5 3 =
e = o His first enhanced Basic ?e.'rangan y A
== - . ditingkatkan yang
< 3 () Attack is a large
- i pertama adalah.tebasan
2o horizontal sweep that horizontal.di |
SF restores (200 + 8% lost) - "
52 £ 63/xv/09 yang memulihkan (200 + |{v v v v
s =f Health (gnly restores 8% HP) yang hilang (saat
o3 50% of this value when
S35 . . menyerang.non-Hero,
= 0 attacking non-hero units) .
o 3 hanya menerima 50%
27 dari pemulihan ini) ...
==
&8
23
g3
B>
53
=
s
H
=
-]
o
o
o
T
[}
=
£
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& Types of NP Translation Strategy TQA
DatagNo. SL TL A A ili
3 Pre | Post | Both | LT | L/C | US | PS | cC ccuracy | Acceptability
~ 31211321
[ D)
:ﬂ E ?r His first enhanced Basic S.e.rangan Dasar
cofPx o ) ditingkatkan yang
o Th A Attack is a large
ceozx D 3 , pertama adalah tebasan
335T = horizontal sweep that . :
eca g = restores (200 + 8% lost) horizontal di area luas
545 6’4/X@10 yang memulihkan (200 + | v 4 4 4
oo i Health (only restores 8% HP) yang hilang (saat
37 = 50% of this value when yang g
a3 o attacking non-hero meny e LggionicIo;
=2 = units) hanyamenerima 50%
32 =, dari pemulihan ini) ...
Q 5 2 D
> [ The second enhanced . Serangan Dygag
o= Q . . : ditingkatkan yang kedua
== ) Basic Attack.is awvertical B ;o oson B iR
%8 § 65/X¥11 | chop thatdeals 498 (225 , v v v v
® 5 — . yang menimbulkan 498
3T ) + 140%) physical 0
S8 = (225 + 140%) Damage
a2 ) damage. Fisi
o o = isik.
< B 5]
g 3 Xiang Yu mengisi
Qe B E Xiang Yu charges up and kekuatannya dan
,gi‘oé; . 66/XY/12 unleashes an energy melancarkan gelombang | v v 4 v
-”% § . wave with his sword... energi dengan
3 pedangnya..:
% g ..dealing 695 (500 + ...menimbulkan 695 (500
=8 100%)-1,390 +100%)-1,390
Z = o i 9
&E 67/XY/13 (1000+200%) phy5|ca.l ('1QOO+20'OA) Damage v v v v
25 damage (the lower his Fisik (makin rendah HP-
s 5 Health, the higher the nya, makin tinggi
=
5 5 damage) ... damage-nya) ...
= g Enemies in the inner Musuh di:zona-bagian
6% 68/XY/14 zone take 66% extra dalam menerima 66% v 4 v v
%_' damage... damage ekstra...

2sjjnuad 'uuodJ
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Types of NP Translation Strategy TQA
SL TL A A i
Pre | Post | Both | LT | L/C | US | PS | cC ccuracy | Acceptability
3 2 1 3 2 1
T O Enemies in the inner Musuh di zona bagian
L @/XﬂlS zone take 66% extra dalam menerima 66% v v v v
voe NS damage... damage ekstra...
t§ *._E. -g'- — Liu Bang gains 1 mark Liu Bang mendapatkan 1
/& 2 70/ L@Ol every second, for up to 4 Mark setiap Detik, v v v v
S3 o marks. hingga 4 Mark.
a 5 =3 . Serangan.Dasar akan
o (1]
?E 71/L§'02 Basic Attacks expend all Aagirsi semua v v v v
33 =3 marks... Mark
5 £ =
Q = i -
3 '§ % ...dealing an additional "'ﬂzn_’l_rgzg//fg;;oa(?
2§ 72/03 | 70 (70-140+10%) magical ity 9 v ¢ v v
53 L damagafiafMark Magis tambahan per
TS o ) Mark.
2T [
53 = ...Serangan Dasar
Q 2 Q . . :
s g ax ...the next Basic Attack is berikutnya akan
S n: e enhanced into a ranged ditingkatkan menjadi
o
‘275 . 73/LB/03 attack that deals 460 serangan {'node ranged y ) v v
5 e (280-560+100% yang menimbulkan 460
- physical+40% magical (280-560.+100%
S _.: damage.) Damage Fisik + 40%
&8 Damage Magis.)
- = R
=@ Liu Bang dashes a . "
> o
25 8 74/8/04 | distance of 275-550in | Ll Bang Dash sejauh v v v v
[
a 2 L 275-550 ke arah target...
D < the target direction...
C =X
533
R
-
=
g2
X
$5
SE
g3
o g
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& Types of NP Translation Strategy TQA
DatagNo. SL TL A A ili
3 Pre | Post | Both | LT | L/C | US | PS | cC ccuracy | Acceptability
~ 312113 |21
[ D)
AT ﬁ Skill ini juga bisa
oo ¥ = 8 digunakan setelah
§ f:,? 1'_; 3 This skill can be charged | mengisi tenaga hingga 1
a3 5 = for up to 1s, and its Detik, dan efek yang
’ ’ v v v v
E’Z%‘ ES/L?S effects depend on ditimbulkan akan
S3 o charging time. berbeda, bergantung
g: 5 '-5 pada durasi pengisian
* c § tenaganya.
5 ‘:% = He also fully charges Dia juga mengisi penuh
% é 76 /L§0 6 Staggermg Charge, Staggermg Charge da.n. v v v v
e Q keeping it charged for menjaganya tetap. terisi
>3 o 10s. selama 10 Detik.
5 § F Jika melakukannya, dia
22 3 akan langsung
sg - By doing so, he will berteleportasike rekan
< B <) 4 . :
5 3 immediately teleport to timnya tersebut,
372 : 77/LB/07 the teammate, remove menghilangkan Shield v v v v
§_ [CIpay their shield, and deal mereka, dan
-“'% § 200-400 magical damage menimbulkan 200-400
o to nearby enemies. Damage Magis pada
g g musuh yang ada di
27 dekatnya...
Pl
23
g3
55
53
=
=
H
=
)
T
]
o
o
T
[}
=
£
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SL TL A A i
Pre | Post | Both | LT | L/C | US | PS | cC ccuracy | Acceptability
3 2 1 3 2 1
[ D)
¥ P T ﬁ Jika melakukannya, dia
9P x o akan langsung
3 E _:-; 3 By doing so, he will berteleportasi ke rekan
- < & ; immediately teleport to timnya tersebut,
3 o .o . .
2% 78 /L?JS the t.eam.mate, remove menghilangkan Shield v v v v
al5 =} their shield, and deal mereka, dan
5 = =3 200-400 magical damage menimbulkan 200-400
c|l o [ o .
3 = = to nearby enemies. Damage Magis pada
a ,3, 3. musuh yang ada di
3| = =
ol § dekatnya...
L —1
3|3 = However, he will.not gain . Lapi dia tidokgoy
g 74 79/L&09 ’ & mendapatkan efek v v v v
3T =0 the recovery effect. .
o8 ; pemulihan HP.
g = 5 Sebelum
S ‘§ 3 Before transforming, bertransformasi,
. B 80/ZM01 | Zhang Fei's Basic Attacks | Serangan Dasar Zhang 4 v
§' @ increase Madness by 3. Fei meningkatkan
‘g. s Madness sebesar 3.
S EEa= S - . 3
R T ’ ‘
8o pear... ya.:.
8 i ...dealing 618 physical ...menimbulkan 618
c J 9.p
HES damage to enemies Damage Fisik pada
s B 82/ZF/03 within range and musuh dalam jangkauan v v
5 - knocking back enemy dan membuat Hero
= E heroes. musuh terpukul mundur.
e
3K Menghantam unit
S\ g Hitting an enemy unit musuh akan
v v
f»: 8 830 increase Madness by 3. meningkatkan Madness
3 sebesar 3.
T
(1]
2
o
=
o
°
o
°
=
=
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Types of NP Translation Strategy TQA
SL TL A A ili
Pre | Post | Both | LT | L/C | US | PS | cC ccuracy | Acceptability
3 2 1 3 2 1
= Zhang Fei leaps to the Zhang Fei melompat ke
4 v v v v
8 \ ?/2'505 target location... lokasi target...
-%/Z%OG ...and activates a ...dan mengaktifkan v v v v
— mechcraft mark... Mark Mechcraft...
8 e o Dia mendapatkan 3
(=) . Madness.dari
- He gains 3 Madness from g
o, using the skill and 1 extra | P€7994n99n "~ et
86/ZE‘O7 Majness for each shield 1 Madness ekstra untuk | v 4 4 4
= . .
= granted to teammates: ’ t/gp shield yang
> diberikan kepada rekan
m tim.
% Dia mendapatkan 3
q .
— He gains.3 Madness from eSS qar./ |
8 using thesskill and 1 extra By @ Skl ini dan
> 87/Zg)08 Majness for each shield | L Madness ekstra untuk v v v 4
g’ ranted to teammates tiap Shield yang
£ * | diberikan kepada rekan
tim.
L. 88/2F/09 ..generating a powerful | ...menghasilkan embusan v v v v
' gust of wind... angin yang dahsyat...
p ...enemies at the end of helr\:’;‘[l)stzzglalrlrjuir;gini
=® 89/ZF/10 its path are stunned for g v 4 4 v
: 15s terkena efek Stun.selama
o 1,5 Detik.
Ferali Form: While he is | Ferali Form: Saat berada
90/ZF/11 in Ferali Form, his basic dalam Ferali Form, v 4 v v
attacks... Serangan.Dasarnya...
When Ferali Form ends, Soat Ferali Eorm
91/ZF/12 Forbidden Domain is HeraihirsForbidtiel v v v v
automatically trigerred. 2
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DatagNo. SL TL A A ili
e Pre | Post | Both L/c| us | Ps | cc ccuracy | Acceptability
~ 2 |1 ]3]2]1
[ D) . .
E ?.. Dom?ln qtomat/s
ool erpicu.
Per 0 3
3 = .
@ 'S -~ = Setiap gelombang suara
c -~ Q
DE 3 92/Cyo1 Each sound wave dapat memantul hingga | v 4
U bounces up to 6 times... .
53 o 6 kali...
Tﬂ -
o % g The second bounce Damage dan durasi Stun
~ H H o,
39§ 93/ C§02 .II’I'ﬂ'ICtS only 25% of the pa.ntulan kedua dan v v v v
e = initial damage and stun berikutnya hanya 25%
& 3 = duration. dari efek semula.
) <
o ,3; % The second bounce Damage dan durasi Stun
= 5 infli 9
B8 & 94/cR03 .m.fl.lcts only 25% of the pa.ntu/an kedua dan v v v
o _g ; initial damage and stun berikutnya hanya 25%
':'-,:- e = duration. dari efek semula.
o o
= % gp Cai Yan plays her harp, Cai Yan memainkan
§ 5 restoring 90 Health to harpa, memulihkan 90
P £ 95/CY/04 | the teammate with the HP pada rekan tim v v v v
§. i lowest Health within dengan HP terendah
S5 range... dalam jangkauan...
% :g Cai Yan plays her harp, Cai Yan memainkan
% g restoring 90 Health to harpa, memulihkan 90
EG'?: 96/CY/05 | the teammate with the HP pada rekan tim v v
E 5 lowest Health within dengan HP terendah
[ s range... dalam jangkauan...
) After Liang's Basic Attack | ‘Setelah Serangan Dasar
] v v v
?g' 97/L1/01 and Skills... atau Skill Liang...
he 3B s a stat ...diarakan-melancarkan
98/L1/02 S serangan terus- v 4 v v
continuous attack...
menerus...
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Types of NP Translation Strategy TQA
A SL TL A A ili
Pre | Post | Both | LT | L/C | US | PS | cC ccuracy | Acceptability
~ 31211321
T %" ...during which he deals Selama durasi itu, dia
2% 9 29/1Lg03 120 (120+70%) true menimbulkan 120 4 v v v
o o N AN damage... (120+70%) True DMG...
b © = . . .
0B 5'00/5‘04 Llan.g summ(.)ns 4 Liang menCIpta.kc.m 4 v v v v
vE magical barriers... penghalang sihir...
% o If the same enemy Jika musuh yang sama
EJ% 101/@’05 touches multiple menyentuhbeberapa v v v v
 c = barriers... penghalang...
> £ = i i
4078, 102/@06 ...subsequent barriers ...penghalang berikutnya v v v v
Q7 only deal... hanya menimbulkan...
B E P4 Liang conjures.a circle of Liang menciptakan
308 § 103/9/07 g conjure - P v v v v
? e = attrition... Lingkaran Pelemahan...
g3 - Unit musuh non-Hero
3T Q i i
E'Og_ 104/@08 Non jcpgicnemy units menerima Damage 50% | v 4 4 v
Q 2 take 50% more damage. .
8 5 -t lebih banyak.
< B B ;
5 s Non-hero enemy units " oo
Q0B £ 105/L1/09 menerima Damage 50% | v 4 v 4
s 3 take 50% more damage. .
Sz lebih banyak.
-
pe _g Liang menggunakan
=T i
708 & 106/L1/10 Liang uses a Power Word Power Word untuk v v v v
TE to surpress... mengakibatkan efek
=8 Suppress...
3 ...a magic field is ...sebuah lingkaran sihir
1 v v v v
?‘OZE 0T summoned... akan tercipta...
o 3 . .
EOE: 108/DH/01 Whenever a dar!< orb of Setiap kali Dark Orb v v v v
xS Donghuang's... Donghuang...
(]
108 8109 /DH/02 Releases a burst of Melepaskan luapdn v v v v
power... kekuatan...
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Types of NP Translation Strategy TQA
SL TL A A i
Pre | Post | Both | LT | L/C | US | PS | cC ccuracy | Acceptability
3 2 1 3 2 1
T The number of dark orbs | Jumlah Dark Orb akan
410 1;]%0/@/03 will influence the memengaruhi kekuatan v v v v
o P20 3 strength of Dark Impact. Dark Impact.
t§ *._E. -g'- — The number of dark orbs Jumlah Dark Orb akan
318 2 111/0/04 will influence the memengaruhi kekuatan v v v v
S3 o strength of Dark Impact. Dark Impact.
a3 - 9
s < o He gains 10% Movement ...dan.mendapatkan 10%
c A Kecepatan Gerakan
312 $112/08/05 Speed for every extra v v 4 4
o< = untuk Dark Orb ekstra
o dark orb consumed: .
a 3 = yang digunakan.
2 5 D
> 2 Q . \ Saat musuh terkena efek
=5 ) While the enemy is B s ochil
318 DFt/06 | surpressed by him, both pp i v v v v
- — keduanya berbagi
273 o share all damage taken. .
55 =~ Damage yang diterima.
Y e ; ) Dia langsun
-5 Y He instantly gains 3 dark mendapatkar?3 Dgrk orl
glg 114/DH/07 | orbs when his Ultimate , v v v 4
Q 7 . saat Ultimate-nya
-5 is used. ;
Sz digunakan.
= Distribution 794 24 [ 11 | 9 |45] 7 [43]10 90 /20| 4 | 78 25|11
=3 Total Data 114 114 2.71 2.58
[ -]
= c3
3 =0
=3
Z 23  Abbr. Details Abbr. Details
e < =§ SL Source Language LT Literal Translation
= §§ TL Target.Language L/C Loan, Calque
L» So NP Noun Phrase us Unit Shift
s> Pre NP with Premodifier PS Phrase Structure Change
-
st Post NP with Postmodifier cC Cohesion Change
gi Both NP with both modifiers TQA Translation Quality Assessment
$5
SE
5 =
-
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