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B hi d th  t i f B !Behind the curtains of Buzz!

Since its launch in 2005, the quiz game series has sold 
over 8 million copies in more than 15 territories.

Such success requires the creation of a large pool of fresh Such success requires the creation of a large pool of fresh 
questions targeted to various groups of players in many 
different countries. 

Thi  i   th  fi d l li ti  t h i  i  This session covers the refined localization techniques in 
place to manage a product that contains huge volumes of 
text and audio, and to ensure that the questions are 
prepared carefully through a combination of translating, 
d ti  ti  ki  d t ti  th  tiadapting, creating, ranking and testing the questions.



B hi d th  t i f B !Behind the curtains of Buzz!

Unique localization product

Transcreationa sc eat o

New content is developed and adapted for a 
given target audience rather than translated given target audience rather than translated 
directly from the original language version

The language must resonate with the audienceThe language must resonate with the audience



B hi d th  t i f B !
Buzz! is a broad family of games

Behind the curtains of Buzz!
Buzz! is a broad family of games

Firstly there’s the traditional disc based products 
il bl   PS3 d PSPavailable on PS3 and PSP

The PS3 version can be enhanced with DLC

Pivotal MyBuzz! user-generated content that    
can be played on the web

MyBuzz! quizzes can also be played in 
PlayStation Home and on the phone



PlayStation 2

PSP                             PlayStation 3



B hi d th  t i f B !Behind the curtains of Buzz!

Since 2005, 17 Buzz! and Buzz! 
Junior games have been released 
on PlayStation 2, PlayStation 3 
and PSP, selling over 9.2 million 
copies in PAL regioncopies in PAL region



B hi d th  t i f B !Behind the curtains of Buzz!

With the launch of Buzz! Quiz TV in July 2008, 
SCEE launched the MyBuzz! quiz community 
allowing people to write their own quizzes and g p p q
use them in the game

MyBuzzQuiz.com is available in EFIGS, Nordic, MyBuzzQuiz.com is available in EFIGS, Nordic, 
Dutch, Portuguese, Russian, Croatian and Polish

Over 370 000 quizzes createdOver 370,000 quizzes created

That's almost 3 million individual questions



B hi d th  t i f B !Behind the curtains of Buzz!

Equivalent to 592 Buzz! disc games      
(assuming 5,000 questions on a disc)

These quizzes have been played over 36 million 
times – that’s across the website and in the 
game



B hi d th  t i  f B !Behind the curtains of Buzz!

SCEE Localization Co-ordinator

SCEE Producer – XDev Team

Buzz!  Behind the CurtainsBuzz!  Behind th

SCEE Producer XDev Team

SCEE Localization Testing Team

Relentless Localization Manager

9 Localization vendors worldwide

15 European languages plus Australian



SCEE W kfl /C i ti

R l tl  

SCEE Workflow/Communication

XDev Studio
Relentless 

Localization 
Manager

&

SCEE Localization ServicesSCEE Localization Services

SCEE SCEE Local Localization 
Testing

9 VendorsSCEE Local 
Territories
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Buzz! Doing the gameBuzz! Doing the game
8 Languages managed

danDK, dutNL, finFI, freFR, itaIT, norNO, spaES, sweSE

Internalse a s
2 Project Managers and 2 Linguistic co-ordinators

In each countryIn each country
4 translators, 2 proofreaders and 4 writers



Buzz! WorkflowBuzz! Workflow

Sony Localization ServicesSony Localization Services

Binari Sonori International PM

Language 
Coordination Coordination 

team



Buzz! componentsBuzz! components

Commentary

User interface

Batches of questions and answers
1. Questions to be translated 
2. Questions to be adapted 
3. Questions based on local content with no assets
4. Questions based on local content with assets



Questions to be translatedQuestions to be translated

How to identify an          y
international question? 
Is the subject of the question known in all territories?
Is the difficulty level of the question             Is the difficulty level of the question             
consistent in all territories?

If both answers are positive                       If both answers are positive,                      
translate the question.

If t  j  t  th  t lidIf not… jump to the next slide.



Questions to be adapted Questions to be adapted 
or rewritten

Source questions that are inadequate for target 
market

Subject and difficulty level are important 
parameters

How to identify them:
1. Always perform a pre-check of the text
2. In country content editors                                           y
tune the pre-analyzed                                                     
of questions



Adaptation vs Content Adaptation vs Content 
creation

Adaptation
Source Q: “Which of the judges 
from The X Factor has a very 
famous pop star sister?” 

Content creation
Source Q: “Who is Ricky Q y
Gervais’ slightly altered ego in 
Extras?” 



Questions based on local Questions based on local 
content with no assets

Directions provided by the customer
Set up a template to have a common       

structure and consistent number of questions for all 
countries

Writers’ constraints: 
1. Category 
2. Specific subject 
3. Difficulty level 



Questions based on local Questions based on local 
content with assets

Directions provided by the customer 
together with cleared assetstogether with cleared assets

These Qs need to be created starting from 
assets provided by the customerp y

Assets sometimes are not very global, but it’s 
not possible to change them due to copyright. The not possible to change them due to copyright. The 
solution?

Focus on assets, but also on what an asset may 
suggest.gg



(not so) Global assets(not so) Global assets

Countries with most golf 
  it  S tl d  courses per capita: Scotland, 

New Zealand, Australia, 
Republic of Ireland, Northern 
Ireland, Canada, Wales, United 
St t  S d  d E l dStates, Sweden and England.

In the US, the number of 
people who play golf 25+ p p p y g
times per year decreased 
from 6.9 million in 2000 to 
4.6 million in 2005. The NGF 
reported that the number p
who played golf at all 
decreased from 30 to 26 
million over the same period.



Global assetsGlobal assets

The undisputed King of 
R k ' ’ R llRock 'n’ Roll.

DeLorean and Back To The DeLorean and Back To The 
Future… Two cults for the 
price of one.



TiTips

Define the number of questions you need for 
each category at the beginning of the project

Pay attention to global content: very difficult to 
create and do not add local flavor

Create a loc-team and split content creation 
according to the competence of each member

Number of Qs adapted may vary from country 
to country: impact on schedule and budget



H  f !Have fun!
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Dealing with huge volumes of Dealing with huge volumes of 
audio and text in 18 locales

> 6000 Questions split into 25 categories 
(sport, music, movies, etc...): Over 100,000 words, 
all written and spoken

≈ 4000 lines of Commentary: Over 40,000 words, 
all written and spoken

p

> 1000 lines of Onscreen Text: Over 6,000 written 
words

18 locales: International English, French, Italian, 
German, Spanish, Dutch, Portuguese, Danish, Finnish, 
Norwegian  Swedish  Polish  Russian  Czech  Croatian  Norwegian, Swedish, Polish, Russian, Czech, Croatian, 
Greek, Australian English, American English



Sony Localization QA
Localization QA 
Testing phase:

Localised 
Builds, bug 

fixing…

g p a

• 2 ½ months
• 4 Rounds

Relentless Localization team

English 

• > 6500 bugs 

Localized 
Questions,

Commentary
and Named Text

Localised 
Audio Files

English 
Questions, 

Commentary 
and 

Named Text

Localization 

Sony Localization Services
• ≈4 months

phase:

Localized 
Questions,

Commentary
and Named Text

Localised 

English 
Questions, 

Commentary 
and 

Named Text

Translation and Recording

Audio Files



Organizing the contentOrganizing the content

Directory Structure: Keeping 
the data organisedg

Trackers: Managing the delivery 
of all localised materials sent and 
received

Naming Conventions: Managing 
over 6000 questions in 18 localesover 6000 questions in 18 locales



Directory structure:y
Keeping the data organized





Trackers 
Managing the delivery of all localized 
materials sent & receivedmaterials sent & received



Naming Conventions
Managing over 6000 questions in 
18 locales

INE01000, INE01001, INE02000...INE01000, INE01001, INE02000...

18 locales

USA01000...USA01000...
AUS01000,...AUS01000,...

PRT01000PRT01000GRC01000GRC01000

FRA01000...FRA01000...

ESP01000...ESP01000...

POL01000POL01000

CZE01000...CZE01000...

NOR01000...NOR01000...
DNK01000...DNK01000...

PRT01000...PRT01000...

DEU01000...DEU01000...

ITA01000...ITA01000...

SWE01000SWE01000

GRC01000...GRC01000...

POL01000...POL01000...

CRO01000...CRO01000...
FIN01000...FIN01000... NLD01000...NLD01000...

RUS01000...RUS01000...
SWE01000...SWE01000...



Scribe:Scribe:
An Indispensable CMS

Stores all content: Questions, Resources 
(pictures, audio tracks, videos), Commentary, (p , , ), y,
Named Text

Main advantage for Localization: Main advantage for Localization: 
translators and testers can access the database 
externally

Helps provide translators with needed 
resources, context and information

Localization testers fix bugs directly in 
database



Storing and accessing the content





Providing translators with the 
information they need 



Provide
Using the database for Loc. 
testingProvidetesting





G t C i tiGreat Communication

With Sony Localization Services
Direct communication with the Localization 

di t  i  h  f th  j tcoordinator in charge of the project
Email distribution lists

With Sony Localization QA
Loc Testing team based next to Relentless office 

in Brighton
Close contact with Loc QA Manager to ensure 

smooth resolution of issues
Post-Mortem meetings



Th  E dThe End...
QUESTIONS?QUESTIONS?

vanessa_wood@scee.net

sophie.krauss@relentless.co.uk

fabior@binarisonori.itfabior@binarisonori.it


