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Abstract How the quality of game localization affects players’
experience is an uncharted territory and is yet to be addressed
empirically. Thus, 30 casual video game players (two groups of 15)
were recruited to participate in the present quasi-experimental study
with a between-subjects design to play a high- (Group A) and low-
quality (Group B) Persian localization of Mafia: Definitive Edition (
Hangar 13, 2020). The quality issues incorporated into the low-
quality stimulus included linguistic issues revolving around incorrect
translation, missing translation, game terminology, punctuation, and
contextual mistranslation spread across three game situations.
Players’ experience was measured through an immersion
questionnaire. Additionally, players’ subjective perceptions of the
quality issues existing in both Persian localized game versions were
gathered. No significant differences were unraveled across the two
groups in terms of players’ immersion scores, yet more quality issues
were perceived in Group B, particularly in game situations with lower
interactivity.

Keywords: Game Localization, Quality, Player Experience,

Immersion ©2026 LTS.
All rights reserved

x

roe i@ yayBifesysoyy [rewg
yaybijesysoys| poose :4oyiny Buipuodsaiiod

986T-8059-¢000-0000/010°p1210/7:sdNY :A1DHO

Please cite this paper as follows:

Zoragi, A., Khoshsaligheh, M., & Bernal-Merino, M. A. (2026). player experience and quality:
Evidence from Persian game localization. Language and Translation Studies, 58(4), 1-43.

https://doi.org/10.22067/1ts.2025.92643.1338

-. © 2026 Zoragqi, Khoshsaligheh, & Bernal-Merino

This is an open-access article distributed under the terms of the Creative Commons Attribution License (CC BY).
All rights reserved.



https://doi.org/10.22067/lts.2025.92643.1338
https://creativecommons.org/licenses/by/4.0/
https://doi.org/10.22067/lts.2025.92110.1330
mailto:khoshsaligheh@um.ac.ir
mailto:khoshsaligheh@um.ac.ir
https://orcid.org/0000-0002-6508-1986

Language and Translation Studies, Vol. 58, No.4 ISSN: 2383-2878 2

1. Introduction

ame localization quality can impact players’ experiences, ensuring

their interactions with the game world are as smooth and immersive as

the development team intended for the original title. Such attention to

players’ experiences while interacting with localized game titles falls
within the realm of reception studies in audiovisual translation (AVT), where
the focus is on how the localized audiovisual product and to be able to come
up with better solutions to guarantee greater levels of immersion (O'Hagan &
Mangiron, 2013). More recently, this strand of research has attracted the
attention of game localization scholars in Game Translation User Research
(GTUR) (Deckert et al., 2024). Indeed, as Mangiron (2017, p. 85) highlights,
“despite the fact that the main skopos of game localization is to reproduce the
gameplay experience of the original, there are no large-scale studies
confirming whether this hypothesis, which has become one of the pillars of
game localization theory, holds true”.

Previous reception studies have mainly focused on various aspects of
players’ game localization preferences (Fernandez Costales, 2016;
Khoshsaligheh & Ameri, 2020), leaving some dark spots that need to be
complemented with further empirical evidence, one of them being quality.
The existing literature point to the importance of quality localization for
ensuring optimal player experience, but how this experience is shaped by
quality is still a blue-water area of investigation. In the present research, we
set out to empirically study whether localization-related quality pitfalls of
linguistic nature can negatively impact players’ experience of interacting with
the game world in terms of lowering their sense of immersion. The question
that aids us in achieving the aforementioned objective is forwarded as
follows:

1. Is there a significant difference between the immersion experience
of players interacting with high-quality and low-quality localized
video game?

2. Is there a difference between players’ perception of quality in high-
quality and low-quality game versions?

2. Method

The present quantitative study is conducted to investigate whether game
localization quality can alter players’ immersion experience. To this end, a
quasi-experimental design was followed in which a total of 30 participants
divided into two groups (15 players in each group) played two Persian
localized game versions of MDE (Hangar 13, 2020).
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2.1. Participants

Thirty casual male video game players were recruited in the present study
through snowball sampling. A distinction between hardcore and casual
players is made in terms of their gaming habits and the time spent on video
gaming activities per week. Following Kapalo et al. (2015), hardcore gamers
played for 60 minutes or more in a single gaming session, played for two
hours or more per day, played three or more days during the week, spent 15
minutes or more researching games, owned at least 20 games, and purchased
at least two new titles within the past six months. If gamers did not meet at
least four of the aforementioned criteria, they are considered as casual
gamers. The rationale behind the exclusion of hardcore players was to control
for the variable of gaming experience as it has been suggested that gaming
experience, age, and understanding of the game can impact players’
immersion while interacting with the game machine (Ortqvist & Liljedahl,
2010). Although both casual and hardcore gamers can provide useful insights
as to the level of immersion afforded by the localized editions of the original
title, casual gamers were selected on the grounds that, in this study, casual
gamers are hypothesized to rely more on translation and less on their gaming
experience and prior knowledge resulting from prior exposure to games of
similar genre.

The participants must have not played MDE (Hangar 13, 2020) before so
that their performance is not affected by their prior familiarity with the game.
These two considerations (i.e., recruiting casual players, and recruiting
players with no previous experience with the game) could ensure a natural
learning curve in which players have to rely more on the game system itself
to become au fait with the game mechanisms and less on their background.
Additionally, the sampling was conducted through convenience sampling and
the participants were contacted and recruited based on their availability to the
researchers. In terms of age, the participants ranged between 23-36. This total
of 30 players were divided into two groups of 15, in which one group (Group
A) was exposed to the high-quality game version, whereas the other group
(Group B) was asked to play the low-quality game version of MDE. The
assignment of the players to either of the two groups was conducted
randomly.

2.2. Video games

In our research, two editions of the Persian localization of MDE (Hangar 13,
2020) were used as the stimuli. The first high-quality game version was
localized by Par30Games, an unofficial game localization team operating in
Iran, and the second low-quality version was localized by Farsisaz, an
unofficial game localization team operating in Iran. Both of the version were
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localized at the level of user interface (Ul) and subtitles (Khoshsaligheh et al.,
2025).
2.3. Instrumentation

As an integral factor of favorable player experience (Yanez-Gomez et al.,
2019), immersion can be measured through both subjective (Qin et al., 2009)
and objective (e.g., biometrics and physiological measures) measures (Nacke,
2018). One of the frequent measures used to assess this mental state is self-
assessment questionnaire (Kannegieser & Ratz, 2021). In this vein, we
adopted the game immersion questionnaire (GIQ) which was initially
developed and validated by Jennett et al. (2008) through factor analysis. Thus,
the questionnaire consists of 31 items falling within six dimensions: basic
attention (4 items), temporal dissociation (6 items), transportation (6 items),
challenge (6 items), emotional involvement (6 items), and enjoyment (4
items). The first three factors can be described as person factors, while the
latter two factors can be described as game factors. The questionnaire was
translated into Persian (the participants’ mother tongue). The immersion score
was calculated for both groups to end up with an immersion score as the sum
of participants’ answers to the questions forwarded in the questionnaire.

2.4. Procedure

Thirty participants were assigned randomly to two groups. One group (Group
A) played a Persian localization of MDE, which served as the control high-
quality localization. The second group (Group B) played a different Persian
localization of the game, which was assessed as having a low-quality
localization. The participants were asked to play the first four chapters of the
game (approximately 1 hour of playtime) and then complete the immersion
questionnaire. Participants’ consent was acquired prior to having them
present for the play session. Their written consent was also acquired through
the first item in the immersion questionnaire. They were also guaranteed that
their information will remain confidential and that the information will only
be used for research purposes. After playing the first four chapters, the
participants were presented with Game Immersion Questionnaire (GIQ).

3. Results

No significant differences in immersion were observed between players
engaging with high-quality (Group A) and low-quality (Group B) Persian
localizations of MDE (Hangar 13, 2020), suggesting that minor linguistic
issues, such as punctuation errors, incorrect translations, inconsistent
terminology, and contextual mistranslations, did not substantially disrupt the
overall gameplay experience. The high-quality localization, produced by
Par30Games, was perceived as more seamless, while the low-quality version
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by Farsisaz contained noticeable linguistic flaws, particularly in cut-scenes,
where players reported issues like missing periods, inconsistent proper noun
renderings (e.g., Don Salieri’s name), and mistranslations that misaligned
with the game’s narrative context. Despite these flaws, the playability of the
game remained intact, likely because the issues were not severe enough to
cause game crashes or other critical disruptions, aligning with prior research
indicating that minor errors may go unnoticed during immersive gameplay
(Bernal-Merino, 2020).

Players in Group B identified significantly more quality issues compared
to Group A, particularly during low-interactivity cut-scenes, where their
attention was less divided between gameplay and reading subtitles. For
instance, all Group B participants noted punctuation errors across cut-scenes,
game actions, and tasks, and most reported inconsistent terminology and
contextual mistranslations, especially in cut-scenes, where the passive role of
players allowed greater focus on linguistic accuracy. Group A players, in
contrast, rarely reported such issues, with only a few noting minor incorrect
translations or contextual discrepancies in cut-scenes. This difference
suggests that interactivity levels influence quality perception, as active
engagement in game tasks and actions may divert attention from translation
flaws, supporting the idea that immersion can mask usability issues (Cheng
& Cairns, 2005).

4. Discussion and Conclusion

Part of the lack of significant difference could be related to the nature of the
quality issues existing in the low-quality version. As Bernal-Merino (2020)
points out, some quality issues might render the products unmarketable in
other locales, while some other issues might not even be noticed by players.
This has also been reflected in the recent reception studies on some of the
quality aspects in the context of game localization. For instance, Deckert and
Hejduk (2022) found that spelling errors and typos do not affect players’
enjoyment to a noticeable extent. Given that the Persian localized game
versions were both marketed products, it could be argued that no severe
quality issues were incorporated in the low-quality product that would impede
playability (e.g., game crashes).

“Only if a person has adequate mental capacity at a given moment can he
or she devote that mental capacity to thinking about whether a story seems
unreal at that moment” (Shapiro et al., 2006, p. 280). Our findings with
respect to players’ quality perceptions seem to provide empirical support for
an extension of this argumentation to quality criteria. Given that video games
can provide varying levels of interactivity depending on the game situation
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(Mejias-Climent, 2021), we found that most quality issues perceived by the
players were those that occurred during cut-scenes, which ascribe a passive
role to the player. This point is clearly reflected in the majority of quality
issues that had been received and reported to occur during cut-scenes by
Groups A and B. These quality issues had also been noticed by players in
other game situations but to a much lesser extent. Cheng and Cairns (2005, p.
1275) discuss how immersion can lead to “a loss of awareness in poor
usability”. Our findings seem to corroborate this point in that the more
immersed the players are in the game by actively manipulating the game
world, the more often they fail to perceive quality issues in the game.
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