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Abstract:

Japanese video games have existed for decades now; however, the early games
often lacked cultural elements and were thus easy to localize in other countries. As
video games gained popularity and became more advanced, more of Japanese
cultural elements started appearing in the games, which brought rise to translation
problems. The localizers had to face the issue of whether to preserve or delete
foreign culture elements within the game when these games were released in the
West.

As game localization of (Japanese) cultural elements is under-researched, this
paper focuses solely on cultural terms. It attempts to see whether there is a change
of translation techniques and if there is a shift regarding foreignization and
domestication from the first game to the latest release within the game series Fatal
Frame. The games were played in both their original form (Japanese) and the
English localization in order to gather data which consists of cultural terms that
appear in-game. Their translation was then analyzed to see if they were deemed to
be foreignized or domesticated, followed by a comparison to see if there was a
shift in the 22-year gap between the first and latest release.

The result indicates that both games used the adaptation and

equivalence (paraphrasing) techniques to a similar extent. The latest release
preferred using the omission technique compared to the first, while the first game
favored equivalence in conjunction with the borrowing technique. However,
against expectation, the first game is considered more foreignized compared to the
latest release, which goes against the trend seen in other mediums where
translations are becoming more foreignized in modern times. This was also the
result of a previous study within this area.

Keywords: Video game translation, Localization, Foreignization,
Domestication, Japanese- English translation, Fatal Frame, Fatal
Frame: Mask of the Lunar eclipse
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1. Introduction

Video games have been around since the 1960s, starting out as pixels with little to
no text and no specific culture being referenced. However, as they became more
complex, involving stories and dialogue, so-called localization problems arose.
There are numerous ways to translate a single term, and depending on which
translation technique is chosen, the results may differ. Furthermore, sometimes
elements of the game may be changed so that the player can feel like it was made
in their own country, only adhering to local customs, and omitting foreign culture.
Preserving cultural aspects is known as foreignization, whereas deleting said
culture is known as domestication, which are terms coined by the translation
scholar Venuti in 1995. As other researched mediums, such as manga, show a
trend of becoming more foreignized in their translation over the years, interest
arose if this would be the case in video games along with the question if the
translation techniques change over the course of a series.

This study uses the game series Fatal Frame to answer the following questions:

Has the localization approach regarding domestication and foreignization of the
game series Fatal Frame changed from Fatal Frame to Fatal Frame: Mask of the
Lunar Eclipse?

What translation strategies are used for the cultural terms in Fatal Frame and
Fatal Frame: Mask of the Lunar Eclipse, and is there a difference between the
games?

The game series takes place in Japan, containing numerous cultural words which
have a connection to Japan and its customs. While the rituals conducted in the
games are fictitious, the neologisms - newly coined terms - unique to the games
are rooted in real life Japanese customs, such as in Shintoism and Buddhism. The
reasons for choosing these games as material for this thesis are twofold: firstly,
there is a significant number of cultural words, and secondly because there is a
noteworthy time gap, 22 years, between the first and the last game. Games in a
series that are released within a short time span are not likely to have undergone
any major changes of localization policy. A change in translation techniques and
whether the games are considered to be foreignized or domesticated should in
theory be noticeable between Fatal Frame and Fatal Frame: Mask of the Lunar
Eclipse. If games follow the trend of manga and literature, the fourth game of the
Fatal Frame series should be more foreignized than the first game.

The study covers all words found within the games that have cultural aspects that
may be unfamiliar to Western audiences. Words that have been adopted to English
usage are still considered “cultural words”, e.g the word kimono. This was done to
narrow down the scope of translation problems that were analyzed while also
adhering to the concepts of foreignization and domestication. The data was
collected from the entirety of the games, from beginning to end, in order to collect
enough data to analyze whether there is a shift in foreignization and domestication
approaches between the translations of the two games.



This paper is divided into eight sections, starting with the introduction of the
thesis. The second section explains the definition of video games along with the
word localization and explains the concepts of foreignization and domestication.
The third chapter is an overview of previous studies within video games and how
it relates to this study. Chapter four introduces the material of this paper along with
the methodology used to collect the relevant data from the chosen games and the
translation techniques used to translate cultural terms. Chapter five presents the
overall results of the collected data, followed by chapter six, the analyzation
section, where relevant cases of the translation techniques are presented and
examined. The seventh chapter discusses the findings and why a certain tendency
might have occurred, closing off with a conclusion in chapter eight presenting
possible suggestions for future studies.

2. Background and Theory

In this section, the genre of video games and how their development progressed
over the years is described. Localization and what it entails, including how it was
used in this thesis, is then outlined. It is followed by an explanation of the concepts
of foreignization and domestication, as these are important to answer the research
questions.

2.1. Japanese Video Games

Oxford Learner’s Dictionaries (Oxford University Press) describe video games as
“a game in which you press buttons to control and move images on a screen”.
Images on a screen refer to any screen used to display a computer-generated
image. Video games are playable on consoles such as, but not limited to, Nintendo,
PlayStation, and Xbox, along with computers and mobile devices. O’Hagan (2013)
states that modern video games started with the US developed prototypes Tennis
for Two (1958) and Spacewar! (1962), which inspired the creation of Computer
Space (1971) and Pong (1972). The Japanese success games Space Invaders
(1978) and Pac-Man (1980) followed less than a decade later. Nintendo, a
Japanese based console and videogame making company, gained dominance over
the market due to a market crash caused by the “poor quality” of games in the
1980’s (Consalvo, 2006). While the earlier Japanese games were “culturally
odorless”, which refers to lacking cultural aspects or combining cultures to make it
new but not too foreign (Low, 2009), it later changed to include Japanese
elements. This change can be seen within the survival horror game genre where
the Japanese-made games Resident Evil (1996), Clock Tower! (1997) and Silent
Hill (1999), which were all set in the West or set in a Western inspired fictitious
world, later began to include Japanese elements such as in Fatal Frame (2002),
Siren (2004) and Ku-on (2004). Japan continued being successful in making video
game consoles and games which are thriving to this day, possessing the third
largest video games market globally in 2021, being valued at $29 billion (Global
Data).

1 Known as Clock Tower 2 in Japan, as the first game was never released in the West



2.2. Localization

According to Esselink (2000), localization involves more steps than translating the
source text (ST) to the target text (TT), such as project management, and in some
cases, changing the layout or altering characters’ visuals. However, as this paper
focuses on the changes within the textual translation of the Fatal Frame series, the
term localization will be used solely for the translation aspect, what Bernal argued
to be called “linguistic localization(2006).

Whereas media, such as books, require solely text to be translated, anime and
movie subtitles need the specialization of making sure the text will not be too long.
Bernal (2006) states that video game translation is unique, as it requires the
translator to be specialized in several categories, including translation of subtitles,
menus, writing lines for dubbing (voiceovers) and making sure the visuals are to
be transferred correctly to the TL’s (target language) culture. Another aspect of
localization which differs from traditional translation is the fact that while other
translations are usually started after the ST has been finalized, video game
translation is sometimes done while the ST is under production in order to ship the
finished product worldwide simultaneously (Esselink, 2000, p.2).

Chandler introduces four levels of localization in the Game Localization
Handbook (2005), which can be used as a reference for publishers to scale the
need of translation for the game they wish to release. The four levels are as
follows:

e No Localization

e Packaging and Manual Localization
e Partial Localization

e Full Localization

“No localization” refers to no translation being involved. The game is released in
its original language with no changes to the game or manual. “Packaging and
Manual Localization” is when only the box and manual of the game are translated.
This usually occurs when the expected number of sales is low in the targeted
country. One example of this would be the game series Pokémon; the game is
localized into English, and only the manual and box are translated into Swedish.
“Partial Localization” involves translating the in-game text to the TL, however,
there is no voiceover of the TL involved, meaning the source language (SL) is
retained in the audio files. “Full Localization” means translating the whole game,
packaging, manual as well as hiring voice actors to create voiceovers in the TL to
replace the original voice acting of the SL. While the first game studied in this
thesis, Fatal Frame, belongs to the “Full Localization” category, the second game,
Fatal Frame: Mask of the Lunar Eclipse, would be considered as having received
a “Partial Localization”. The change of localization level is in all probability due
to the fourth game being a remaster?, as the fifth game in the series belongs to the
“Full Localization” category, same as the first game. This difference in
localization between the two games could have affected the results, however, the

2 Enhancing the original game’s visuals in order to re-release the game.



voice lines of the first games are short and did not include any cultural terms, thus
decreasing the likelihood of the difference having a major impact on the results of
this thesis.

2.3. Foreignization and Domestication

A translation issue that might arise when the SL (source language) and TL (target
language) and their respective cultures are very different, is whether to keep the
source culture intact or to omit it. Foreignization and domestication are concepts
introduced by the scholar Venuti (1995). As Hasegawa (2012, p.196) states,
Venuti coined the terms foreignization and domestication from Schleiermacher’s
methods alienation and naturalization®. Alienation is to move the reader towards
the author, making the text read as if the author had learnt the TL: They would
have translated the TT to be foreign. Naturalization is to move the author towards
the reader, making the TT sound as if the author was born in the TL’s culture.
Foreignization, which follows the alienation theory, is to translate the ST in a way
that may sound unnatural in the TL, to resist the dominant culture of the TL. It is
essentially a way to preserve the original culture and way of speaking in the SL,
even if it might sound stilted and awkward in the TL. Domestication, akin to
naturalization, puts emphasis on making sure the text flows well and sounds
natural in the TT, at the cost of deleting cultural elements.

Gile (2009, p.252) argues that Venuti did not make these concepts with “practical
communication” in mind, but rather as “ideological terms”. He states Venuti saw
domestication as a way to erase “otherness” that arises from a foreign text, with
foreignization being the “ethical” translation choice.

3. Previous Studies

Game translation techniques have been studied by scholars, but there is still a large
gap in the research of what makes a localization successful, due to the limited
number of research papers. The same can be said about the changes involving
translation over the years within the localization profession. An overview of
papers involving localization can be found below. It starts off with the paper on
which the idea of this thesis was based, continuing with the reception of video
games, and ending with the final paper which delves into the uniqueness of
localization and what the game industry is focusing on when it comes to its skopos
(aim of the translation).

3.1. Foreignization and Domestication within video
games

The theme of this paper is based on the study Found in Translation: Evolving
Approaches for the Localization of Japanese Video Games by Mangiron,
conducted in 2021 with three different Japanese games with heavy influences of

3 Not to be confused with the translation technique “Naturalization”



Japanese culture and how the localization had switched over the years. The three
chosen games were either JRPGs or Visual Novels since the mentioned genres
tend to be long and have a substantial amount of text. This in turn would increase
the chance of translation problems occurring when it comes to culture. Persona,
which was one of the series chosen, is set in real-life Japan and contains cultural
terms involving food, holidays, and name suffixes such as “-san”, and “-senpai”.
The games mentioned were chosen due to being a part of long-standing series and
for having an active fan base where the localization was discussed. While the
paper concludes the aforementioned games underwent some changes that followed
a more foreignized approach, the range of the study could not affirm whether this
is a common occurrence within video game localization or if it is limited to the
genre itself. The quote “Further studies with similar Japanese video games set in
Japan would be necessary to confirm if the trend detected in this small case study
also applies more commonly in the industry” (Mangiron, 2021, p.14) illustrates
this uncertainty, which creates a good opportunity to see if the foreignization
approach can be seen within horror games as well or if it is limited by the game’s
genre.

Another study was conducted by Mangiron (2012) about localization practices
(using domestication and foreignization techniques) and their effect on the fan
reception of the game. The fine balance between domestication or foreignization
can be difficult to achieve. By analyzing different games and their approach of
foreignization or domestication, she investigated the reception of the games
presented. She concluded that while domestication can have a positive effect on
the game depending on the genre, overdoing it could lead to negative fan
reception. This could explain why the translator of Fatal Frame: Mask of the
Lunar Eclipse chose to translate most cultural words in a domesticated manner,
while also keeping some of the terms intact (foreignized).

3.2. Skopos within Localization

O’Hagan (2009) explores the localization of Final Fantasy in her paper Putting
Pleasure First: Localizing Japanese. She applied translation research while
analyzing video game localization. In the paper she investigates the unique
localization of the game which sought to improve the original game by adding
additional content. She concluded that the localization of games is not just to
replicate the original; they even try to enhance the experience, using the original
version as a working base. What is considered a better version depends on the
players’ response. This illustrates the complexity of localization, however, whether
this is common within localization or just applicable to the mentioned game series
remains to be seen. The paper provided further proof that the skopos; for whom
you localize, in localization places importance on the entertainment value when
being translated. Although, while the aforementioned paper focuses on the
translation of video games as a whole, it should be noted that the present paper
focuses on specifics, such as items in the games which are visually represented,
and could thus, in theory, be translated closer to the ST.



3.3. Cultural Localization

Di Marco (2007) argues in her article how cultural localization does not only entail
translating the text from one language to another, but also the visual aspects and
audio. She focuses on three different games and how localization is used to
translate visuals and text from Japanese culture to Western culture. For example,
how Miku, the main protagonist of Fatal Frame, had her appearance altered to
look more mature and not like the 17-year-old girl she is in the original Japanese
version. The localizers switched Miku's school uniform for a red shirt and blouse,
her hair was lightened, and her height was lengthened. Di Marco concludes that
the localizer needs a deep knowledge of both the source culture and the target
culture, in order to produce something that would have the same effect on the
source audience as well as the target audience. The conclusion further emphasizes
that video game localization is not a one-for-one endeavor, “but rather to create the
same effect in the game experience for the player as the original text sought to
create.” (Di Marco, 2007, p.7). Continuing from that, it is not always possible to
give the target audience the same effect the source audience would have
experienced from an in-game event by leaving the source culture intact. If this is
true, then there should be a tendency to lean towards domestication when
translating video games, including the material used in this study.

4. Material and Methodology

This chapter contains two parts, material and methodology. A brief synopsis of the
games as well as why the material was chosen for this thesis are included in the
material sub-section. The methodology sub-section covers the definition of
cultural terms, the translation techniques, and the method for gathering the data
presented later in the paper.

4.1 Material

The first material used in this thesis is the game Zero (& ~zero~) released 2001
by Tecmo and its North American version Fatal Frame?, which was released in
2002, also by Tecmo. The second material is Zero’s successor Zero ~tsukihami no
kamen~ (& ~ B#RMD{RE~) along with its North American counterpart Fatal
Frame: Mask of the Lunar Eclipse, both released in 2023 by Koei Tecmo. Fatal
Frame: Mask of the Lunar Eclipse is the fourth instalment in the game series,
which consists of five games in total. It is the most recent to receive a translation
due to it being a remaster of the Wii version which was released in 2008 as a
Japanese exclusive title. Hence it was selected as the comparison to the first game
instead of the fifth game title released in 2015.

Both titles are survival horror games, where the player must defeat spirits with a
camera and solve puzzles. Much of the plot is revealed through documents one

4 Published in Europe under the name Project Zero



finds throughout the game, monologues from the aforementioned spirits and
cutscenes.

The first game, Fatal Frame, takes place in the fictitious mansion “Himuro
Mansion”, where the main character, Miku Hinasaki, is in search of her brother
who left to search for his mentor. A spiritual force traps Miku in the mansion as
she arrives. She must uncover the secrets of an old ritual and exorcize spirits
roaming around, with the help of the paranormal camera “Camera Obscura”, in
order to find her brother and leave the mansion alive.

The fourth game, Fatal Frame: Mask of the Lunar Eclipse, takes place in another
fictional location named “Rougetsu Isle”. The main characters of the game return
to the island to uncover their lost memories. While exploring their pasts, they find
traces of a hidden ritual of the island, as they fight, wielding the Camera Obscura,
the spirits of the previous inhabitants.

The two games were chosen, as mentioned in the introduction, due to the 22-year
age gap; an ample enough timespan for a change to occur. There was also the
necessity of the games being set in Japan and containing cultural terms, which
both games adhere to.

4.2. Methodology

To analyze the difference of translation strategies, a comparative analysis was
conducted of the two games and their translations. Fatal Frame was first played in
Japanese, noting any words that have a cultural connection to Japan and then
writing them down in an excel spreadsheet. Afterwards, the game was played in
English, the corresponding translation recorded in the same excel spreadsheet.
Words translated identically throughout the game were only written down once as

to not skew the results, e.g. miko (HA%) being translated as “Shrine maiden” only

accounted for one row of data, however, when the term was translated in a
different manner, such as “maiden” it was counted as a new word. Due to the game
being linear and divided into chapters, the data was categorized by which chapter
the word appeared in, which translation technique was used to translate the word
and whether it would be considered foreignization or domestication. The same
procedure was done to Fatal Frame: Mask of the Lunar Eclipse, and then at the
end the results were calculated to determine what percentage of domestication and
foreignization occurred in both games, as well as the translation techniques used.

Translation techniques identified by Hasegawa (2012) were applied to determine
which technique had been utilized to translate these words. The identified
techniques were: Borrowing (+ explanatory word), calque, equivalence,
adaptation, and omission, as well as information addition. Table 1 shows
information about the techniques used, which are listed below. The data was then
analyzed to determine whether it would be categorized as being foreignized or
domesticated. Whether the examples have been translated in a foreignized or
domesticated manner was determined by establishing if the original culture was
preserved (foreignization) or if the culture had been erased to fit into a western



perspective (domestication). The translation techniques which fit the criteria of
being foreignized are:

e Borrowing (+explanatory word) and information addition.
e Equivalence (paraphrasing) was considered foreignization if the foreign
culture was preserved via borrowing.

e Calque

The techniques which fit the criteria of being domesticated are as follow:

e Equivalence
e Adaptation

e Omission

Table 1. Translation Techniques (Based on Hasegawa 2012, p.168)

Technique

Explanation

Examples

Borrowing
(+explanatory
word)

This is when a word does not exist in
the TL (target language) and is
borrowed from the SL (source
language). Usually accompanied by
an explanatory word.

717 A /- Karaoke
12 [ - Manga
/3 - Soba noodles
HE - N play

the information does not exist in the
ST. This will be used whenever items
have modified English translations
that are later found in the item

description.

Calque (loan \When a word or expression is K3V - Autumn
translation) translated literally from the SL to the |[Festival
TL. ‘B3 - Beef bowl
N ZRIR - Public bath
Equivalence Using the TL’s equivalent word or |33 KZE|Z - Take care
phrasing as the TL. Translating words|~— = i - School
from superordinate to hyponym and  jpiform (superordinate)
vice versa. Paraphrasing (explaining) - Hand (hyponym)
words. Al - a household
Shinto altar
Adaptation When the words in the ST (source  [J3##§14 - an oracle
text) do not exist in the TL. Cultural |5 25 5 - sponge cake
substitution, translating into TBE - clogs
something similar that exists in TL.
Omission When information, words or phrases |AX%z - Maiden (the
are deleted. This will be used connection to a foreign
whenever a cultural element is lost in |culture is lost)
the TT (target text) translation.
Information Adding information so that the ST |#fi - Koi (it is later
addition. word makes sense in the TL, even if |explained in the item

description as colored
carp to emphasize what
kind of carp it is.)

10




Two additional techniques not found in Hasegawa’s book were required for this
paper as the data was analyzed. The first is based on Newmark’s (1988, p.83)
technique called naturalization which involves the process of transforming the SL

term to adhere to the TL’s pronunciation or writing system, e.g. the kanjis F&{Ht

being written as Narukami. This technique is similar to the borrowing technique;
however, this is only used for names and neologisms found in the games.

The second technique is self-made as there was no corresponding technique that
could be found. It was named “established English phrase” which corresponds to
cultural terms which have already received a translation but might not show up in
traditional dictionaries. The book by Batterson Boger published in 1964, along
with other resources were used to determine whether the translation seems to be
common among specialized books but might not be widely spread.

Both of these techniques are considered to be foreignized if applied as a technique.

5. Results

A total of 42 cases that contain cultural words were found in Fatal Frame,
however, one case was not translated whatsoever in the English version and will
be deemed as omission. To make sure the results were closer to 100% overall,
when several techniques were used for one case it was listed in a new column,
otherwise, the percentage would exceed 100%. Of the remaining 41 cases, the
majority were translated using the adaptation technique, accounting for 20 (48%)
cases. The second most common translation technique, equivalence, was used for
4 (10%) cases. Equivalence (paraphrasing + borrowing), established English
phrase, calque and omission were used for 3 (7%) cases each. Borrowing and
naturalization were applied to 2 (5%) cases each. Borrowing + info addition and
established English phrase + info addition were both used for 1 (2%) case,
respectively, while equivalence + info addition was not used at all (Table 2).

Table 2

Translation techniques used in Fatal Frame, ordered according to usage.
Translation technique Nr.Of | %

cases total

Adaptation 20 48%
Equivalence (paraphrasing) 4 10%
Equivalence (paraphrasing + borrowing) 3 7%
Established English phrase 3 7%
Calque 3 7%
Omission 3 7%
Borrowing (+ explanatory word) 2 5%
Naturalization 2 5%
Borrowing + Info addition 1 2%
Established English phrase + Info addition 1 2%
Equivalence + Info addition 0 0%
Total 42 100%

11



53 cases were found for Fatal Frame: Mask of the Lunar Eclipse. Adaptation was
the most common technique applied, totaling 27 (51%) cases. The second most
common technique, equivalence (paraphrasing) was used for 8 (15%) cases.
Omission was used 7 (13%) times and borrowing (+explanatory word) was applied
5 (9%) times. Naturalization was used for 2 (4%) cases, while established English
phrase, borrowing + info addition, equivalence (paraphrasing + borrowing) and
equivalence + info addition were all used for 1 (2%) case each. Calque and
established English phrase + info addition were not used as techniques in this
game (Table 3).

Table 3

Translation techniques used in Fatal Frame 4, ordered according to usage.
Translation technique Nr.Of | %

cases total

Adaptation 27 51%
Equivalence (paraphrasing) 8 15%
Omission 7 13%
Borrowing (+ explanatory word) 5 9%
Naturalization 2 4%
Established English phrase 1 2%
Borrowing + Info addition 1 2%
Equivalence + Info addition 1 2%
Equivalence (paraphrasing + borrowing) 1 2%
Calque 0 0%
Established English phrase + Info addition 0 0%
Total 53 100%

When comparing both games, they share the similarity of using adaptation as the
most common technique, equivalence (paraphrasing) following as the second most
used translation technique. The difference starts to show when it comes to
omission; the fourth game used it 13% of the time while the first game only used it
7% of times. The first game also favors the technique established English phrase,
meaning the term has been translated in such a way in other types of texts (see the
4.2 Methodology section), and calque as opposed to the fourth game which only
used it 2% and 0%, respectively. The first game uses the borrowing technique in
conjunction with equivalence (paraphrasing) to a larger extent (7% vs 2%)
compared to the fourth game.

Table 4
Fatal Frame Domestication Foreignization
Nr of cases % of total |Nr of cases % of total
27 64% 15 36%
Total 42 100% 42 100%
Fatal Frame 4 |Domestication Foreignization
43 81% 10 19%
Total 53 100% 53 100%

12



The results of table 4 above shows that both games favored domestication
translation techniques, where the first game averaged around 64% of cases and the
fourth game around 81% of cases. What is surprising is that it also shows the
fourth game to be more domesticated than the first, which goes against the trend of
other mediums being translated in a more foreignized manner in modern times.

6. Analysis

This section covers a more thorough analysis of relevant translated cases. The
cases are presented in Japanese and their original form with kanji, hiragana and
katakana. They are then transcribed into the Latin alphabet (romanization) using
the Hepburn system, i.e, geminates (long consonants) are written as a repetition of

the latter consonant, e.g. 5 - 7z becomes itta where “t” is the repeating
consonant, an exception being the double “c” consonant that becomes “tch”, e.g —
K is transcribed as itchi. The Cabinet Ordinance system is also employed in order

to distinguish short vowels from long vowels in Japanese words, % dé instead of
“do” being an example of this. If the reading is ambiguous due to a vowel
following the Japanese A- “n” an apostrophe will be utilized, such as i shin en.

The Japanese particles (&, ~~ and 7% are transcribed as wa, e and o, respectively.
The English translation is then written underneath. The term which is being
analyzed is highlighted in bold text to indicate the cultural term in the ST and its
translation in the TT. Since omission entails omitting the term completely it will
not have a bold word in the TT.

6.1. Translation using Adaptation

As both games had around 50% of adaptation applied as a technique, this had the
most range of different translations. Since adaptation also covers a large range of
possible translations it was the most varied when it comes to how certain cultural
terms were translated. The focus was on the terms that exist in both games and if
they have been translated in different manners.

1) No. 41 (FF 1)

ST: BEDE
misogi no michi

TT: Baptism Path

While both misogi and baptism involve water, they are used in different contexts
and how they are performed. Misogi is a purification ceremony to clean oneself of
tsumi (sin) or kegare (pollution). In today’s Japan it is usually performed by
washing one's hands and mouth when entering a shrine. Baptism, however, is
usually a one-time occurrence, a Christian (also used in Judaism) rite to enter
Christianity, to be reborn as a Christian and be under God’s watch.
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2) No. 42 (FF 1)

ST: HFEOM
yomi no mon
TT: Hell gate

Yomi is related to Shinto belief; a closer translation would be “underworld” or
“land of the dead". While Japanese people today commonly perform Buddhist
rituals called sosai, the term yomi gives off an ancient feel of the underworld.
Furthermore, yomi is not a place you get sent to as a punishment for your sins like
hell. Hell has closer connections to the Christian hell, which would not be the
correct religion in this case and be far from what the original word would entail.

3) No. 45 (FF4)

ST: & <iE MFERITAWVWE] & LTEROGNTWEREA K223,
AILART & FE W BEABES O ANFILISMISL B Ak 5 72
PASHA 72 T Clde < 72 o 72 K 5 72,

Furuku wa “yomi ni chikai shima” toshite osorarete ita Rogetsu-to
daga, ima wa izen towa chigai, Rogetsu-guntd no ningen igai wa
tachiirenu yo na heisateki na basho dewa nakunatta yo da.

TT: There was once a great disaster on this island which almost
destroyed it and caused Rogetsu Isle to become feared as a place
close to the underworld.

Fatal Frame: Mask of the Lunar Eclipse had the term yomi translated to
underworld which would be a more correct translation than in the first game.
Underworld does not cover the negative connotations that hell would, sinners
being punished for example. While both are translated using the adaptation
technique, this exemplifies the range the translation technique covers. One could
argue that underworld might be closer to equivalence (explanation), however,
since “underworld” is already an established term in the English language it was
counted as adaptation.

4) No. 52
ST: MEHETIX, 1 04FEI—EoMmEH, +74bb

107 TEAME] LHHTINDMBELHAVITOILET,
Rogetsu-to dewa, janen ni ichido no kamizarizuki, sunawachi
Jugatsu ni “Rogetsu kagura” to yobareru shinji ga
toriokonowaremasu.

TT: Once every ten years, in the month of September, a very important
ceremony takes place on Rogetsu Isle (main island of the Rogetsu
islands).

Shinji, which also can be read as kamigoto, is a ritual within Shinto belief. While
the term itself refers to a Shinto ritual or Shinto ceremony, the translator decided to
omit the relation to Shinto and simply translate it as “ceremony.” Furthermore, the
same ST term was translated as “Shinto ritual” in the first game (see case 15) using
the equivalence (paraphrasing) and borrowing combination. The sentence which
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the case is derived from is from a document where the translator would have more
freedom to expand the translation, unlike interaction with objects where the
character limit is a hindrance.

6.2. Translation using Equivalence (paraphrasing)

This is the second most common translation technique in both games, 4 (10%)
cases in the first game and 8 (15%) cases in the fourth game. As stated previously,
this technique is used to replace the cultural word and instead explain what it
entails so the audience will understand what it is without needing to transfer the
original term.

5) No. 31

ST: K=EKHEICH L/ pFrld, TARBRE] EFFIN,
BROAEBL R Tm R OMEEZE ST b L EN T
Do
Himuro-nakaniwa ni aru chiisa na 0-do wa, “Tsukuyomi-do” to
yobare, gishiki no ikenie to natta miko no go-ry6 o matsutta mono
to shirusarete iru.

TT: The small shrine in the atrium of Himuro Mansion is called
the Moon Shrine. It enshrines the maidens who were sacrificed in
rituals.

Tsukuyomi, can also be written Tsukiyomi, is a moon god in Shinto belief. The
translator decided to explain what type of shrine it would be, a shrine for the
moon, rather than transferring the Shinto god’s name to English. By doing this, the
connection to Shinto belief is erased, however, and since the translator transferred
Narukami in the same game, it does not make sense why they decided to omit it.

6) No. 53

ST: W0, Ak NERH) THHH, fekHlid,
FEAROUERIZE 558 ) 70 FEETS,
iya, honrai no sugata “kiraigé” de ard. Kiraigo wa, seishin no
shin’en ni itaru kyoryoku na shudan da.

TT: And so came to be the ancient - no, the true form of the Rogetsu
Kagura: the Rite of Descent. The rite provides us with a means to
dive into the abyss of the mind.

The cultural term 72k is originally read as kaeriraiks, however, it is
transcribed as kiraigo in the Fatal Frame: Mask of the Lunar Eclipse. This could
be considered as neologism as it might also refer to ¥k, a classical play which

depicts hell, as it is also read as kiraigo. While the original term kaeriraiko refers
to buddhas and bodhisattvas returning to paradise after descending to meet a
recently deceased person, the term raigo refers to the event of Amida Buddha
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descending to meet a person who has recently passed away. This is the most likely
explanation as to why the translator chose to use the word “descent” in their
translation. However, due to the kanji J7 (ki) also being a part of the term, it would
refer to “returning”, so rather than it being “descent” it could be argued that it
should have the word “ascent” instead.

7) No. 71

ST: ZHrbiBL LT, RELMEEIBITHHDE LV,
korekara misogi toshite, kamen to mukiau shaigyo ga aru rashii.

TT: Before the festival, | have to take part in a purification ceremony
where | bond with the Vessel mask worn during the Kagura.

This term was also used in the first game where they translated it as “baptism”.
The translation “purification ceremony” would be closer to the actual meaning of
misogi, as it is a ceremony or action which involves water to purify oneself of
tsumi and kegare. Rather than being tied to Western belief, such as Christianity, it
is a neutral term.

8) No. 81

ST:  MHEEN L= I, EERNESI TV,
goza ga shikareta saidan ni, shimenawa ga hararete iru.

TT: The altar is cordoned off with ceremonial ropes.

Shimenawa is a twisted rope, with zig-zag paper hanging on it in intervals, used on
rocks, torii gates and trees. It is used to mark the space it is used on as sacred.
Unlike Fatal Frame which used the more established term “sacred ropes”, Fatal
Frame: The Mask of the Lunar Eclipse had the term shimenawa translated as
“ceremonial ropes” which is not as specific and not what seems to be the more
“established” translation specific to shimenawa (see example 15).

9) No. 90

ST:  H<ITMEBELZEDZFEE INDHD,
mirb & LToMG AL, IR mEziaH L35,
furuku wa shinji o tsutometa ie to sareru ga, men’uchi toshite no
Yomotsuki-ie wa, shodai — Soan o shiso to suru.

TT: The family was originally involved in traditional ceremonies in a
more general fashion. However, the first of the Yomotsukis to
become a mask artisan was Soan.

This term, shinji, was translated solely as “ceremony” earlier in the fourth game,
however, the translator decided to use the equivalence technique to translate the
term this time. Why they chose to include “traditional” might have to do with the
rest of the sentence, to emphasize that this happened a long time ago.
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6.3. Translation using Omission

Omission was the third most common technique in the fourth game, Fatal Frame:
Mask of the Lunar Eclipse, with seven cases (13%), while the first game only had
three (7%).

10) No. 51
ST: MABTIEZ, 1 0FIC—EoMmER, $72bb10HIZ
(A FR2E ) & FFTN DR 1T £,

Rogetsu dewa, janen ni ichido no kamisarizuki, sunawachi janen
ni “Rogetsu kagura” to yobareru shinji ga toriokonawaremasu.

TT: Once every ten years, in the month of September, a very important
ceremony takes place on Rogetsu Isle (main island of the Rogetsu
islands).

The ST mentions the term kamisarizuki, also known as kannazuki, referring to the
month of October in the old Japanese lunisolar calendar. It would literally translate
to “the month where the Gods leave” or as the more common term kannazuki
would translate to “the month with no Gods”. Since this text appears in a
document there would be room to explain and mention the Japanese name,
meaning the issue of character limitation is not present. There is also a
mistranslation in the TT as the ST mentions the Shinto ritual would occur in
October, while the TT states it is held in September. The translator might have
thought of Tsukimi (moon viewing) which is an event held in September or they
misunderstood the lunisolar calendar and how it works.

11) No. 84
ST: ¥
zan’o

TT: Fallen Petals

This was a hard term to classify due to it being translated differently from the ST.
The ST term zan’s has the kanjis 7% and £, meaning “remaining” and “sakura”
(cherry blossoms), respectively. It refers to cherry blossoms that remain on the tree
even though spring has ended (or simply the last remaining cherry blossoms). It is
difficult to see how the translator ended up with an opposite meaning, but perhaps
the translator looked up the meaning in a haste as it is described as

“B Y 5% > 7244 which means “sakura that remains on the stem” but
misunderstood the “H{ ¥ 5% > 72" as “fallen” since the first kanji means “to fall”
(e.g blossoms). Another plausible explanation is that the translator decided to use
the modulation technique, which refers to a change of perspective. Instead of
focusing on the remaining cherry blossoms on the tree, the focus would be on the
petals on the ground.
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6.4. Translation using Borrowing (+explanatory word)

This technique was used more in the fourth game, five times (9%) compared to the
first game which used it twice (5%), the first game being more prone to using it
embedded in the technique equivalence (paraphrasing). Borrowing is the most
foreignized technique along with naturalization (they are similar after all) since
they keep the word of the ST intact which could lead the consumer of the content
to learn more of the ST culture.

12) No. 46

ST: FOXIRWAEED EZA), AWML o HEHR
AL, EEIH TP A R D 22 EO RO TEMDEL S
R LTINDLDOTIEE, LLARICIFEHEINTWD &
272,
watashi no yona marebito o kirau dokoroka, Rogetsu kagura to itta
kichona bunka ya, radenzaiku ya Rogetsu-bori nado no shima no
kogeihin no utsukushisa o shokai shite kureru no dewato, mushiro
cho niwa kangei sarete iru yoda.

TT: Tomy surprise, the chief welcomed me gladly to the island,
seemingly in the
hope that | would help introduce its native culture, such as the
Kagura festival, and traditional Rogetsu engravings and
craftmanship, to the outside world.

Kagura is a Shinto ritual containing both dancing and music, sometimes in an
attempt to invoke kami (gods). The term Kagura was taken from the ST and left
unmodified, except with the word festival added to the term, hence it was deemed
using the borrowing technique. In the game five mikos (shrine maidens) would
wear masks and play instruments while one would dance. As this term is important
in the game, and mentioned several times, it would make sense to keep the ST
term intact. It also helps to further make the ritual ancient and foreign, which could
be argued to follow O’Hara’s argument that video games try to give the optimal
experience for a player.

13) No. 59
ST: BRELENHINTVD,
torii to to ga egakarete iru.
TT: Itshows a torii gate and what looks like a tower.

The torii gate is a type of Shinto gate, a common sight at the entrance of a Shinto
shrine. It consists of two pillars with two cross beams that extend over the two
pillars, usually with a slight upturn of the upper crossbeam at the ends. They are
usually painted vermillion but other colors, such as brown toriis, exist as well.
Since the TT was translated using the borrowing technique the culture is
preserved. Using an explanatory word “gate” is to further help the player
understand what it is, though the visuals are of help as well.
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6.5. Translation using Established English phrase

Certain Japanese cultural terms have been translated using English words to make
sense of them. They are not found in the English dictionary as they are still
considered jargon, however, they all refer to the Japanese, or in some cases Asian,
equivalent terms. The first game used this technique to a larger degree, in 3 (7%)
of the cases, while the fourth game used it once (2%).

14) No. 14

ST: EHuz/-Tohl-uv Y7oz, LR,
BEZMODLFNELNTND » - -
musa ni taterareta rosoku no aida ni, ihai ya,
ikotsu 0 osameru hako ga matsurarete iru.

TT: There's a box for a mortuary tablet and bone remains among the
candles.

This translation is an example of how a certain term might be translated the same,
as the fourth game also translated the ST term in the same manner even though it
is in English (see case 62 in the appendix). Since this word only appears once in
the game it would be inadvisable to try to use the borrowing technique on it, since
it would not make sense to the target audience of the TT.

15) No. 19
ST: ANJBOREYICITEER (Lokb) MRikbi,
FLHTHESTNDEIITAZ D,
ningyo no mawari ni shimenawa (shimenawa) ga harare,
maru de matsutte iru yo ni mieru.
TT: Adoll with long hair and a white kimono. It's roped off with sacred
ropes, worshipped.
Unlike the previous translation in Fatal Frame 4 of shimenawa which was
“ceremonial ropes”, sacred ropes seem to be the more common translation for it.

Sites promoting Japan and its customs, such as Nippon and Japan experience, tend
to use this word alongside its original term.

6.6. Translation using Calque

This translation technique is straightforward, the first game applied this technique
in 3 (7%) cases (the fourth game had none). Only one case was presented as a
different case using calque containing the word “Japanese” (case 10) which is
simple to understand and the other (case 23) shares the word “Buddha” in its
translation as the one that is presented below with nothing note-worthy added.

16) No. 29
ST: 1A
butsuma

TT: Buddha Room
19



This is an interesting translation due to it being a literal translation of the ST term
butsuma, which refers to a room or space where a butsudan (Buddhist altar)
resides. It was translated using equivalence (paraphrasing) in the fourth game (case
63) as “altar room” which would be the more common term. The translation could
be considered a bit too literal, if not for the fact that there are four giant Buddha
statues existing in the mentioned room in the game. Due to the visual cues, the
translator might have opted to make it simple for the players to identify the room.

6.7. Translation using Naturalization

Naturalization is used two times (5%) in Fatal Frame 1 and two times (4%) in
Fatal Frame 4. As naturalization only entails transcribing from one written
language to another, it should be evident why the following examples were
classified as such.

17) No. 70

ST: #ARLAL TAHERYE] b, BRIZEDNLD
FE R AT,
butai to naru “tsukiyomi-do” mo, inchd ni iwareru mama junbi o
totonoeta.

TT: Inaccordance with the director's wishes, I've prepared the Temple
of Tsukiyomi

The translator seemed to have translated Tsukiyomi as a proper noun, as this is a
fictional place created solely for the game. It could have been translated as “Moon
underworld” or “Lunar underworld” since the term #5 /% (yomi) had already been
translated as “underworld” earlier.

18) No. 92

ST: Hu#wik
Tsukuyomi-hama

TT: Tsukiyomi Beach

The fourth game opted for naturalization instead of using equivalence
(paraphrasing), as the first game used (see case 31) to translate the ST term
Tsukuyomi. For some reason, the translator transcribed Tsukuyomi as Tsukiyomi
which are both correct, however, this also makes it easy to confuse the term with
the Tsukiyomi (see case 70) in the TT, which used different kanjis from the earlier
example.
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6.8. Translation using Equivalence (paraphrasing +
borrowing)

The remaining subsections show examples of a combination of methods that have
already been covered, therefore there will be fewer examples to present. This
combination was favored in the first game, being used three times (7%), compared
to the fourth game where it was only used one (2%) time.

19) No. 93
ST: WL
kinagashi

TT: Casual kimono

Kinagashi is when a man is wearing a kimono, forgoing the hakama (type of
Japanese wide pants) and haori (formal Japanese jacket). As neither kimono, nor
casual is used in the original ST, it was deemed to be equivalence in conjunction
with the borrowing technique as it explains the meaning and describes what type
of clothing it is rather than using the original term.

6.9. Translation using Borrowing + Info addition

Used one (2%) time in both games.

20) No. 36
ST: WIS 7o 2858, BofhRNsis T s,

furui washi ni kakareta gakufu. koto no kyoku ga shirusarete iru.
TT: Sheet music on old paper. Written for the koto, a Japanese harp.

To translate koto, in conjunction with the borrowing technique, the translator
decided to add information regarding it, which did not exist in the original ST. The
ST only mentions that a koto song is written down where in the TT the phrase
“Japanese harp” is mentioned.

6.10. Translation using Equivalence + Info addition

Only the fourth game used this combination once (2%) while the first game did not
use it at all.

21) No. 73
ST:  ZORIZIE, MEFMZSHEL LV AIROREE D
ROTELEWVIFELHEL D 5,

kono shima niwa, Aso Kunihiko-hakase to iu meiji no kagakusha
ga yatte Kita to iu kiroku ga aru.

TT: Records tell of a visit to Rogetsu Isle at the turn of the century by
one Professor Kunihiko Aso.
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The translator decided to explain, rather than use the original term, hence it was
considered equivalence. However, the Meiji period is 1868-1912 which is ranging
a longer span than the term “turn of the century”” would entail, hence the
information addition. Perhaps the translator asked the creators what it specifically
referred to and got insider information, if not, this could be considered a
mistranslation as the term is too narrow to fit with the original ST term.

6.11. Translation using Established English phrase +
Info addition

Only the first game used this combination once (2%).

22) No. 20
ST: BEAN IFVU=x) LIFATWEZ, HOLONFRIE,

L& H D THOREE) L —5T 5,

Tomoe-kun ga “Kirie” to yonde ita, ano onna no gaiken wa,
denshd ni aru “nawa no miko” to itchi suru.

TT: That woman that Tomoe called "Kirie" looks just like the
descriptions of the Rope Shrine Maiden in the legends.

This term “miko” is an important term, used frequently in both games. However,
the translators seemed to struggle to stick to one translation as it is translated in
four diverse ways. The term itself can refer to Shrine maidens (the established
English phrase for miko), which would specify it being related to Shinto. It can
also simply refer to a priestess, depending on the context. As other Shinto elements
are used in the game, one could imagine it being specifically connected to the
Shinto aspect. However, since it is not explicitly stated, it could also just be
referring to a priestess of some sort, hence why it was considered as information
addition, that being the relation to Shinto.

22



7. Discussion

The gathered data shows that both games preferred using the adaptation technique
followed by equivalence (paraphrasing). As noted by Di Marco (2007), games are
translated in a way which aims to give the player the same experience as the
original, hinting towards a more domesticated way of translating games. This
would explain the large number of times the adaptation technique was used, as it is
considered domestication.

Another notion is that a fair share of data comes from interactions with the
environment in the games, such as inspecting furniture which results in the
playable character mentioning what they see and commenting about it, case
number one and two being examples of this. This could be a reason why the fourth
game decided to translate the cases 60 and 77 just as drawers and a statue, as video
games have the visual aspect embedded in it and as such depicts cultural terms,
adding another layer to the translation. Another reason could be that it lacked the
space to include the aforementioned terms, as interactions with items and the
environment have less space to display text, compared to the documents found in
the game which do not suffer from this limitation. Or it could be due to interaction
with environmental items scattered about the game not being needed for
progression through the game, therefore the localizers simply chose to simplify it.

An interesting aspect is how in the games it was decided to translate the term miko.
It can be translated in numerous ways, which is clear when analyzing the data. One
must look at the context where it was used. While the first game was more concise
in its translations, only resorting to “maiden” and “shrine maiden”, the fourth
game opted to use terms such as “mediums”, “priestess” along with “maiden”. It
could be due to the first game only referring to one miko, the Rope Shrine Maiden,
when the term miko appears. The fourth game, however, has the issue of using the
term miko for three different roles. There is the position of the miko who performs
the kagura, the miko who plays the instruments for the kagura and the Tsukimori
mikos that continue the tradition to play the “Moon song”. The word “maiden”
also seems to start to change within gaming translations. According to the Oxford
Learner’s Dictionaries (Oxford University Press), maiden means “a girl or young
woman who is not married”. However, in games such as Elden Ring, released in
2022, the term miko is also translated as maiden, even though it refers to a
priestess channeling power to strengthen the player’s character.

The most surprising result of this thesis would be how the first game is considered
more foreignized compared to the fourth game. While other mediums such as
manga and literature show a trend of becoming more foreignized with time, the
article from Watson (2019) and thesis by Larsen (2009) being examples of this,
even the paper from Mangiron (2021) showcasing this trend within the JRPG
genre of video games, the results show otherwise within the Fatal Frame series.
When looking at both games, it can be noted that the first game, on average,
translated its cultural terms in a more foreignized manner around 37% of the time
and the fourth game averaging around 19%. This average decrease could be due to
the first game translating quite a few terms using calque, “Japanese” and “Buddha”
which deemed them foreignized while the fourth game omitted the term
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“Japanese” and “Buddha” in their translations which were thus considered
domestication. The first game also used the established English phrase technique
more than the fourth game, which favored omission or adaptation of the same
phrases.

It should also be noted that the games Mangiron (2021) analyzed were criticized
for being heavily domesticated to the point of a certain character changing skin
color and other characters having their hair lightened and names changed. While
the localizers did change the main character’s outfit and hair color in Fatal Frame,
they did not change her name nor change the other characters that make an
appearance. Furthermore, the game even contains original Japanese audio when
the warabe uta is sung for the “Kagome Kagome” section of the game. Compared
to the JRPG’s mentioned in Mangiron’s paper, Fatal Frame 1 did keep the
Japanese cultural elements and did not receive the same criticism as the analyzed
JRPGS, which begs the question how much of an impact the fans have when it
comes to localization.

A problem which arose while writing this study is how to classify each translation
problem, it was not as straightforward as expected which led to several cases being
ambiguous. Case number one could have been classified as another translation
technique; due to a lack of suitable techniques it was left as equivalence
(paraphrasing) which leads to the re-consideration that other techniques should
have been evaluated and applied.

Lastly, the paper did not delve further into the aspects of varying degrees of
foreignization and domestication. Looking at the different translation techniques it
should be noted that some could be considered more foreignized than others, such
as borrowing being more foreignized than established English phrase or
paraphrasing with another more common borrowed term, Shinto gate (case 25)
versus Torii gate (59) being an example of this.
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8. Conclusion

Fatal Frame 1 and 4 show similar amount of usage for adaptation and equivalence
(paraphrasing) as translation techniques. The bigger difference is seen when it
comes to the usage of calque and established English phrase, which the first game
favors compared to the fourth game. The fourth game preferred using omission
compared to the first, which leads to it being considered more domesticized.

The results do show a decrease in foreignization of the first game compared to the
fourth, which is surprising. As other mediums tend to lean towards foreignization
in newer editions, such as manga and literature, it was expected for this game
series to follow a similar pattern seeing as the first game and the fourth have a 22-
year age gap between them. However, since this study was solely based on the
translation of cultural terms, it is difficult to conclude that this is the case for the
rest of the Fatal Frame and Fatal Frame: Mask of the Lunar Eclipse. A more
thorough analysis of all aspects of the translation of the two games may yield a
different result.

While the results show a decrease in foreignization from the first to the fourth
game, it does not mean it is the overall trend of other games. This could be a trend
found only in horror games, and it does bring up the question whether types of
genres impact the way a game is translated or whether the age rating of a game
correlates to the difference in translation.

The first problem which arose from writing this paper was the concept of
foreignization and domestication. Should foreignization only be applied to the
difference of western and eastern culture, should the Greek culture which was
present in the fourth game (see case 74 in the appendix) be considered foreign or
domestic? When does a term become integrated enough into the language that
people would no longer see it as a foreign concept? One could also argue that
certain techniques should have been considered domestication, such as
“established English phrase”.

The second problem, which occurred when categorizing the data, was the lack of
appropriate translation techniques to apply to the translated terms. If this study
were to be redone, a consideration of other techniques, or even perhaps inventing a
new technique, would have yielded a different result in the difference of employed
translation techniques between Fatal Frame and Fatal Frame: Mask of the Lunar
Eclipse.

As there is a lack of research within foreignization and domestication changes
within video games and translation techniques, it would be interesting to see the
trend within other genres, including the different translation techniques that are
utilized and if there is a shift over the years. This study only focuses on one series
that belongs to the horror genre; similar methodology applied to other genres
might result in a completely different direction.
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Appendix

Cases (95 in total) collected from Fatal Frame (zero) and Fatal Frame: Mask of the Lunar eclipse (Zero: Tsukihami no Kamen)

Sources:

Zero (Playstation 2 version) [Video game] (2001). Tecmo.

Fatal frame (Playstation 2 version) [Video game]. (2002). Tecmo.

Fatal frame: mask of the lunar eclipse (PC version) [Video game]. (2023). Koei Tecmo.
Zero: tsukihami no kamen (PC version) [Video game]. (2023). Koei Tecmo.

Note: Fatal Frame: Mask of the Lunar eclipse is written as Fatal Frame 4 in the table.
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Fatal Frame

ST
Case Chapter Cultural
nr. Appearance Word
1 1 ¥iFEE
2 1 @i
3 1 R
4 1EF
5 1 fZEA
6 1 i
7 1 &Y
8 1 EEEE
9 1 Kk
10 1 AT

ST Context
AW FEARSNTLND

BEN-HINEMMTLD

o

AUERA (V&5 8) A
EMNTL D,
EFDR S IZADKEE
AR

C ORI, BAAYMUT
SN TULVERLY,
EEMN T, —HEDEE
ANlFohTN D,
AUEERNEIT oA TL
®o

i34
HOXBED &L 51,

aLHARANTIND,

TT translation

Lion mask

Partition screen

Folding screen

Sliding screen

Votive lamp

Scroll

Kimono

Tatamiroom

Brazier

Japanese doll

TT Context
There's a lionmask on the chest
of drawers.

There is a broken partition screen

here.

There's an old folding screen

here. It might've been pretty once,

butit's faded now.
Idon't feelanybody's presence
behind the sliding screen.

This votive lamp is not lit.

A scroll with a picture of flowers
onitis hanging here.

An old kimono hangs here.

Tatami room
Looks like an old brazier.

Translation
Technique
Equivalence
(paraphrasing)

Adaptation
Established
English
phrase
Adaptation
Adaptation
Adaptation
Borrowing
Equivalence
(paraphrasing)

Borrowing
Adaptation

There's an old Japanese doll here. Calque

Foreignization/
Domestication

Domestication

Domestication

Foreignization

Domestication

Domestication

Domestication

Foreignization

Foreignization

Domestication

Foreignization
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Fatal Frame

Case Chapter

nr. Appearance

11

12

13

14

15

ST
Cultural
Word

1 EERL

1 &%

1 {EAL

1 k&

1

ST Context

EEEDHFIZIF,

m Mo FH-LmMRLIZH
S EWSRERAH Y.
HEEHORETIE., ZOME
LTRGELA, EN5EA

EUMDTLVS,
+—-—/H +=/8 ="K
LB/ KX

B~/ B THRTFIEY 2
BLIHETHE 5 bR

L

HHLONTHLSOR TV D&
St - -

WY TOREZOY YD

R, kg,

EEEMD ZENROATL

S

Bonf=XFIE. m55LT

MR/ & - -1 THE -
-

MTFoLaBg - - -1 &

HBN D,

TT translation

Snatched away
by ghosts

Maiden

Talisman

Mortuarytablet

Shinto ritual

TT Context

There is an old superstition in the
surrounding villages about children
being

snatched away by ghosts, and
some villagers indeed suspect that
this is what has happened to the
four kids.

On the 13th day of the 12th month,
amaiden, cut off from the outside
world for

3669 long days, shall be torn apart
to provide power to the rope.

Must be sealed by the talisman.

There's a box for a mortuary tablet
and bone remains among the
candles.

"the Shinto ritual," "Strangling" and

"held on the day of..." from the
gouged-outwords.

Translation
Technique

Equivalence
(paraphrasing)

Adaptation

Adaptation

Established
English
phrase

Equivalence
(paraphrasing)
Borrowing

Foreignization/
Domestication

Domestication

Domestication

Domestication

Foreignization

Foreignization
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Fatal Frame

Case Chapter

nr.

16
17

18

19

20

21

Appearance

ST

Cultural

Word

AT

54

e

1% 8

Al

-~
~
~

8

1 {EfRER

ST Context

KTEICIEBAMY AT TL
B,
EREAN

BB IMNEMNEH, KRIZCKE
BRABENTLN S,
ABOREYIZITEER (L
Th) Nkoh,
FAHATHEL TWASELIICRZ
%o

BCAN TFYI) EFAT
W=, HDEDHERIZ.
ERIZHD THROELK] &—
By 5,

COMAEDEDOMEMIZIED
5 TEmeE) L, ImRTET
TR

LEINTLS,

TT translation

Garden lanterns
Not translated

Tatami matting

Sacredropes

Shrine Maiden

Holy Mirrors

TT Context

The garden lanterns are lit.
Abyss

The tatami matting has been
removed. There's a big hole in the
floor.

A dollwith long hair and a white
kimonao. It's roped off with sacred
ropes,

worshipped.

Thatwoman that Tomoe called
"Kirie" looks just like the
descriptions of the Rope Shrine
Maidenin the legends.

The Holy Mirrors, held in five
shrines in this region, are most
commonly

known as "the Mirrors of the Five
Gods."

Translation
Technique

Adaptation
Omission
Borrowing
(+explanatory
word)

Established
English
phrase
Established
English
Phrase
Information
addition

Adaptation

Foreignization/
Domestication

Domestication
Domestication

Foreignization

Foreignization

Foreignization

Domestication
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Fatal Frame

Case Chapter

nr. Appearance

22

23
24

25
26

27
28
29

30

ST
Cultural
Word

1 93

11L&
1 IS g4t

1 B8R
2 BEEY

2 &Y
2 EH
2 {LFH

2 1T%T

ST Context

COMIZEEY IL > - BiAD M
N MEMNDE. ThTh
DH%

HLTHEZEDCY., KEhs
HMEFoMEE L1,
EVWSEWMRRIZHRELTL
5DTHHS,

HE1Do - - - HEIDIMBRS
AbnE- - -

ENFHEEAS « =« « o -
LoECE

ECHDR/BEMNEYRAALEEX
51, BEIZMEA -

BT
D Z (X,
WTHB - - -
BH AR
LR
HEDHREIC, HELGITH
Hdo

aLEYNE

TT translation

Not translated

Buddha statue
Narukami Shrine

Shinto gate
Demon Tag

Not translated
Kagome
Buddha Room
Paper-shade
lamp

TT Context

The legend tells that the five gods,
before leaving this land,

created these mirrors as a means
of protecting the village.

Justone more... Justone more
Buddha statue and the Holy mirror
will be..

Narukami Shrine

Some Shinto gate somewhere
shows in the photo.What could be
atthe

Shinto gate...?

Demon Tag

Not translated whatsoever
Kagome Doll

Buddha Room

A pretty, paper-shade lamp is lit.
The whole room looks beautiful.

Translation
Technique

Omission

Calque
Naturalization

Equivalence
(paraphrasing)
Borrowing
Adaptation

Omission
Naturalization
Calque
Equivalence
(paraphrasing)

Foreignization/
Domestication

Domestication

Foreignization
Foreignization

Foreignization
Domestication

Domestication
Foreignization

Foreignization

Domestication
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Case Chapter

nr. Appearance

31

32
33

34

35

36

37

ST
Cultural
Word

3 A

b=1111]
clt

3 E¥F
ISHE

3 1&

3 AL

N
M

4 FOHK

ST Context
KERFEICHDINSLGRE
. TA®=ZE1 &FEEh.,
BXOEEB LG - -EEZDH
EFgof-bEFEINTL
%,
EHFosIZ E@%%G)Eﬁ
MRIRH 5N TV -
HELABEDOE
SELOLEBOE - EE
FRHRALSE B =HIZFEEN T
ﬁ'%f‘”)f‘fﬁ BNz E B
EEBRILSES=HIC,
¥ﬁf' ZEEZ D<K HoTW5,
BEEEAMIASES-OHIZFE
NE=TEE =, B E
=Y oY (N
EFFHIAASEDHIZ. #Fil-
ZEED<({-TL%,

mOARIC DN RE, F
DHIMNEEN TV,
ENHEFE, TLMEICH I
=¥, EQHATL ST
Do

TT translation

Moon Shrine

Cabinet
Priest

Monk/Priest

Exorcise

Koto+
Japanese harp

Paper

TT Context

The small shrine in the atrium of
Himuro Mansion is called

the Moon Shrine. It enshrines the
maidens who were sacrificed in
rituals.

I found the folklorist's research
documents inside the cabinet.
Headless Priest

Wandering Monk. Having failed to
exorcise the ghosts this priest
now creates new ghosts.

Having failed to exorcise the ghosts
this priest now creates new ghosts.

Sheet music on old paper. Written
for the koto, a Japanese harp.

Sheet music on old paper. Written
for the koto, a Japanese harp.

Translation
Technique

Equivalence
(paraphrasing)

Adaptation
Adaptation

Adaptation

Adaptation
Borrowing
Information
addition

Adaptation

Foreignization/
Domestication

Domestication

Domestication
Domestication

Domestication

Domestication

Foreignization

Domestication
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Fatal Frame

Case Chapter

ST
Cultural

nr. Appearance Word

38

39
40
41
42

FatalFrame 4

Case Ch.

4 MAETL

4 PEEE
4 =%
4 BRE
4 JR

ST
Cultural

nr. Appearance Word

43 Prologue

44 Prologue

R L

{(ipva

ST Context

EREDBHRENMA T LER
EHFEDLK -

-7,

BIDEDESLS /- -

FIOMAE L,

EARERD

BELGMELER ST,

EEBLEE DDAt -
DEBSM - - -

RER
mEDE
BROM

ST Context

 BING

ARELICHF-HEAML - - -

PEER T DZEMA, HULMEIL T

s TND,

TT translation

Hairpin

Prison
Hell
Baptism
Hell

TT translation

Spirited away

Screens

TT Context

| gota beautiful golden hairpin.
Maybe itwas Kirie's,
thatwoman in the prison...?

| got a beautiful golden hairpin.
Maybe itwas Kirie's,
thatwomanin the prison...?
Hell Bridge

Baptism Path

Hell Gate

TT Context
The five of us who were spirited
away all those years ago..

The space underneath the stairs is

set apartwith screens depicting
a moon shrouded in clouds.

Translation
Technique

Adaptation

Adaptation
Adaptation
Adaptation
Adaptation

Translation
Technique

Adaptation

Adaptation

Foreignization/
Domestication

Domestication

Domestication
Domestication
Domestication
Domestication

Foreignization/
Domestication

Domestication

Domestication
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FatalFrame 4

ST
Case Ch. Cultural
nr. Appearance Word

45

46

47

1#ER

1 #ZE

ST Context
BIE TERICEVWE] &L
TENONTUWEEABSEN

SIELURTELEN, RAKS
DAELSHIILE AN K S
f‘d:

SRS TIEGR < Eo 1=
B3P R

DESLGHRAZHESIEDS
n. BAFMELEWVEEER
XAE,

I T CRRARY G EDS
DIEZHDELSERBMLT
{NBDTIEE, TLARIC
FEDENTWD LS,

DESTWMAETHD. B
AMEEVWEREELGXIES

BRI CRARYGEDS
DIEZHEDELSERBMLT
{NBDTIEE, TLAKRIC

1RSI T [FEU S TWD K ST,

TT translation

Underworld

Kagura

Not translated

TT Context

There was once a great disaster on
this island which almost destroyed
it

and caused Rogetsu Isle to become
feared as a place close to the
underworld.

To my surprise, the chief welcomed
me gladly to the island, seemingly in
the hope thatlwould help introduce
its native culture, such as the
Kagura festival, and traditional
Rogetsu engravings and
craftmanship, to the outside world.
To my surprise, the chief welcomed
me gladly to the island, seemingly in
the

hope that | would help introduce its
native culture, such as the Kagura
festival,

and traditional Rogetsu engravings
and craftmanship, to the outside
world.

Translation
Technique

Adaptation

Borrowing

Omission

Foreignization/
Domestication

Domestication

Foreignization

Domestication
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ST
Case Ch. Cultural
nr. Appearance Word

48

49

50

51

1 &%

2 FRES

2 X%

3 #EHA

ST Context

BXORICEEZADITHEIE
CEREONDESR,

DEYAEBRADOEREHAS
ERLGoTWWEEEDND

o

L. R, BEZRE H
YDZHRLEDICREDL LT EE
(21
BHIEVEEZERIEY,

==L, M. BXGE H
DAZRLDITREDL LT ESE
(i
BHIEVEEZRIEY,

BABTIX. 10&IT—ED
MER. $GHhb10AIC
TREA M%) EEEN S HE
N]YIThNhET,

TT translation

Maiden

Priests

Mediums

Not translated

Translation
TT Context Technique
The maskworn by the maiden
during the Kagura is the point of
contact between the living world
and the world of the dead: the
underworld, represented by the
moon.
However, the Camera Obscura has
a strong effect on priests, mediums
and
others who are able to sense the
inconceivable.
However, the Camera Obscura has
a strong effect on priests,
mediums and
others who are able to sense the
inconceivable.
Once everytenyears, in the month
of September, a veryimportant
ceremony
takes place on Rogetsu Isle (main
island of the Rogetsu islands).

Adaptation

Adaptation

Adaptation

Omission

Foreignization/
Domestication

Domestication

Domestication

Domestication

Domestication
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ST
Case Ch. Cultural
nr. Appearance Word

52

53

54

55
56

57

58

59

3 H=E

3 w3

3 &=

4 HiE
4 R E

5 $mEE

6 &Y

6 BF

ST Context

RASTIE.

10&FEIZT—ED

#MEH., 94451 0AIC

THEAME] EMEENhLHE

AU ITHhhFES,

LMo, REDZE NFEE] T

H5,

R L, BHRODRMCED

SBAOGEFEE,

ZNICEES L. RO

DEOIBEEREMTINS

o

ADEIZHEWWB NS HBHH.
HEEFOPLER DEFIC
FEhbhTL=EEEAH S,

e/ E
i 2

“eoEsEMcMI=. ISR

INRILTE,

FOBEYOLESEMAN=K

ERfENONTINVD,

RELENEMIMM TS,

TT translation

Ceremony

Rite of Descent

Riddle

Festivals
Purification

Koi, Colored carp

Kimono

Torii gate

TT Context

Once everytenyears, inthe month
of September, a very important

ceremony

takes place on Rogetsu Isle (main
island of the Rogetsu islands).

And so came to be the ancient - no,
the true form of the Rogetsu
Kagura: the Rite of Descent. The
rite provides us with a means to
dive into the abyss of the mind.

A serialnumber and some kind of
riddle are written on it.

There are different kinds of
Moonsounds, but | remember some

of them being

used during rituals and festivals.
Path of Purification

Koi Panel: A small panelwith

colored carp.

Alarge picture ofawomaninared

kimono.

It shows a torii gate and what looks

like a tower.

Translation
Technique

Adaptation

Equivalence
(paraphrasing)

Adaptation

Adaptation
Adaptation
Borrowing
Information
addition

Borrowing
Borrowing
(+explanatory
word)

Foreignization/
Domestication

Domestication

Domestication

Domestication

Domestication
Domestication

Foreignization

Foreignization

Foreignization
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Case
nr.

60

61

62

63

64

65

66

67

68

69

ST
Ch. Cultural
Appearance Word

6 FIEF

6 1LiE

6 k%

6 1LFH

6 FOAF

ST Context

MESFHIC, ELVHADOEM
IMEESNTLNS,

iWEIC. RELZRIF-EmHIE
LNTULVD,

EDEAICIE, NS 1 A
FATWLND,

NG|

REESOEIZ, HSR—
RlzZAnsnt-.
—HRORMAEIATONATILNS
RBROLS5HEmMAHONTILNS

VUEINT-#E DEA o
T3,

BEICEDLDNADIEDL S
REDEC/NESBRMINH D,

INESLEFEICMENRE S
nTLh3,

TT translation

Dresser

Altar

Mortuary tablets

Altar Room

Dolls

Demonic
Female demon
Stage

performances

Shrine

Incense altar

TT Context

This dresser is decorated with
beautiful peony carvings.

A peeling mask s enshrined in the
altar.

Small mortuary tablets sit on either

side of it.

Altar Room

Two dolls are displayed in glass
cases on top of the wardrobe.

A demonic maskis on display.
A cracked mask representing a
female demonis on display.

A cloth covered mask of the kind
used in stage performances.

A small shrine with a mask inside is

positioned inan alcove.

Ablack mortuarytabletis
enshrined within a smallincense
altar.

Translation
Technique

Adaptation

Adaptation
Established
English
phrase
Equivalence
(paraphrasing)

Adaptation
Adaptation
Equivalence
(paraphrasing)
Adaptation

Adaptation

Equivalence
(paraphrasing)

Foreignization/
Domestication

Domestication

Domestication

Foreignization

Domestication

Domestication

Domestication

Domestication

Domestication

Domestication

Domestication
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Case Ch.

ST
Cultural

nr. Appearance Word

70

71

72

73
74

75

76

77

7 BER

7 i

7 %

8 BAA
9 ZEEE)I|

9 fE4L
o ZRERE

9 L&

ST Context

FLhLLDH THERE] £.
REICEODNDOFFEREZE
AT=o

LB ELT, [REEF
BI3BIRHBH D LY,
BEDEIZDVTHOELAMNY

EFEY

ZDEIZIE. BMEMEEL L
WS BRDRIZEEM
PoTELEVNSTELHD
FEBE
SEERICEEB OBMIL B ST
BBMNILITLNTILNS,
MTKDOFENDFRIZ, BED
FEEREMNITOHATLS,
BEERLILBOLSLEID
nHd,

TT translation

Tsukiyomi

Purification
ceremony

Priestess
Turn of the
century

River Styx

Charms

Wooden mortuary

posts

Statue

TT Context
In accordance with the director's

wishes, I've prepared the Temple of

Tsukiyomi

for therite.

Before the festival, | have to take
partin a purification ceremony
where I bond

with the Vessel mask worn during
the Kagura.

Find clues about the priestess's
death

Records tell of a visit to Rogetsu Isle

atthe turn of the century by one
Professor Kunihiko Aso.

River Styx

The statue's head is coveredin
charms.

Countless wooden mortuary posts

protude from the water.
This statue's face is completely
covered.

Translation
Technique

Naturalization

Equivalence
(paraphrasing)

Adaptation
Equivalence
(paraphrasing)
Information
addition
Adaptation

Adaptation
Equivalence

(paraphrasing)

Adaptation

Foreignization/
Domestication

Foreignization

Domestication

Domestication

Domestication
Domestication

Domestication

Domestication

Domestication
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Case Ch.

ST
Cultural

nr. Appearance Word

78
79

80

81

82

83

84

85
86

87

9=4h
9 fiH
10 Btk

108>
11 =/

11 &

ST Context

HEFICKDAEEETEL LGN
N, BEFEFE-=LDOEEEW=
e

|,

MBERICADERD

HEALME-FIEIZ, TE
BhRLON TS,
HEN LN FIE(, EiE
\BARLON TN D,

KEOLEIZEME-ZAIZ.
HHHEOHENRZ Sh T
5o
KREOLICEME==AIC.
HHEHOHENRZ ShTL
5o

3

BRI-oZ23 - - -#EEEEDL
S1=7%,

Il )|

ECHABRITTH S,

TT translation

Prayer
Kagura stage

Not translated

Ceremonialropes

Not translated

Wine
Not translated

Cat-and-mouse

game
Not translated

Stove

TT Context

The idea of curing disease through
prayer is notunusual, butevenin
my

extensive research of the
supernatural, | have yet to hear of
direct healing

through music.

Organs entering Kagura stage
The altar is cordoned off with
ceremonialropes.

The altar is cordoned off with
ceremonial ropes.

Offerings of wine and food have
been placed by the altar.

Offerings of wine and food have
been placed by the altar.

Fallen Petals

It was quite a lot of fun... Our little
cat-and-mouse game.

Entrance Room

Some pans have been lefton the
stove.

Translation
Technique

Adaptation
Borrowing

Omission

Equivalence
(paraphrasing)

Omission

Adaptation

Omission

Adaptation
Omission

Adaptation

Foreignization/
Domestication

Domestication
Foreignization

Domestication

Domestication

Domestication

Domestication
Domestication

Domestication
Domestication

Domestication
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Case Ch.
Appearance Word

nr.

88

89

90

91
92
93
94 Postgame

95 Postgame

ST
Cultural

11 #h 8k

11 M

11 #=

11 [EF

12 A&

12 #t
B

ST Context

FRDOMEIZ A DfshiEhn -
[TEAEHR SN TULNS,
KRICHAENSHWNTH D, fE
DhRA, DPLELATLDS

L ITHEBEZHOL-RESN
5, @ITbELTOImEAR
RiL.

VR REZHREET S,
BEFFICIEEALAEE S TLY
o

AR

BE/ ¢

B

BRL

TT translation

Scroll

Quilt

Traditional
ceremonies

Sliding door
Tsukiyomi

Not translated
Yukata

CasualKimono

TT Context

An aged, painted scroll hangs in the

alcove.

There's a quilt on the floor that
seems to have something

underneathit.

The family was originally involved in
traditional ceremonies in a more

general

fashion. However, the first of the
Yomotsukis to become a mask

artisan was
Soan.

There are charms stuck to the

sliding door.

Tsukiyomi Beach

Lunar Odeum
Yukata

Casual Kimono

Translation
Technique

Adaptation

Adaptation

Equivalence
(paraphrasing)

Adaptation
Naturalization
Omission
Borrowing
Equivalence
(Paraphrasing)
Borrowing

Foreignization/
Domestication

Domestication

Domestication

Domestication
Domestication
Foreignization

Domestication
Foreignization

Foreignization
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