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THE ROLE OF THIRD PERSON PRONOUNS IN TRANSLATION:
A CASE STUDY ON «DETROIT: BECOME HUMAN>»

This research investigates the impact of pronoun translation, specifically “he”, “she” and “it” in
the digital interactive entertainment software “Detroit: Become Human”. Pronouns play an important
role in creating narrative dynamics and character perceptions in English, and thus their translation into
languages that have different structures presents special challenges regarding gender specific pronouns.

Therefore, the study seeks to investigate instances on how pronoun decisions are related to narrative
depth. Since there are no gender-neutral pronouns in certain languages, the study addresses transla-
tion methods including direct equivalents, omitting pronouns or alternative strategies. The analysis of
pronoun usage in English version and Russian/Kazakh translations compares how well and faithfully
pronouns are translated with regard to cultural and linguistic differences. The study finally sheds light
on how pronouns affect narrative building and how translation choices impact on the whole storytelling
structure.

The research advances the knowledge regarding pronouns as a distinct linguistic category, with
a grammatical as well as semantic function. Theoretical discussions on the classification of pronouns
and its role in narrative structures are extended. Offers practical examples of how translation choices
can impact the reception of the story’s narrative. The research contains strategies for better handling of
gender-neutral and context sensitive pronouns in translation. Methodology includes textual analysis,
comparative analysis and case studies. The research reveals significant challenges in translation due to
lack of gender-neutral options in Russian and Kazakh languages. Conclusion provides understanding
of the importance of pronouns to the shaping of the narrative and character development of the story,
pointing out that translation discrepancies can dilute narrative’s emotional and thematic depth. The find-
ings can help improve localization practices ensuring that translations are faithful to the original narrative
and cultural context.

Keywords: translation, linguistic analysis, pronouns, pronoun dynamics, translation problems.
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AyaAapMaaafbl YIUIHLUI )KaK eCiMAIKTepiHiH, poAi:
«Detroit: Become Human» TakbIpbInTbIK, 3epTTeyi

bya 3eptTey «Detroit: Become Human» caHAbIK, MHTEPAKTMBTI OMbIH 6aF AapAaMacbiHAa «<hex, «she»
JKOHe «it» eCIMAIKTEPIH ayAapyAblH bIKMaAbIH 3epTTenal. ECIMAIKTED afblALLbIH TIAIHAE GasiHAQy AM-
HaMMKacbl MEH KeninkepAepAi KabbiaaayAa MaHbI3Abl POA aTKapaAbl, COHABIKTAH OAapAbIH rpamMma-
TMKaAbIK, KYPbIAbIMbI ©3reLle TIAAEPre ayAapblAYbl XXbIHbICTbIK, €PeKLLIEAIri 6ap eciMaikTepre KaTbiCTbl
GipkaTap MOCEAEAEPAI TYAbIPAAbI.

OcbifaH 6anAaHbICTbI 3epPTTeY ECIMAIKTEPAI ayAapy LIeWiMAEPiHIH 6asHAQYAbIH TEPEHAITIHE Ka-
Al 8Cep eTeTiHiH KapacTbipaabl. Keibip Tinaepae reHAepAik GerTapan eciMaikTep 60AMaraHAbIKTaH,
3epTTey TikeAaen 6anamasap, eCIMAIKTEPAI TyCipin KoAAaHyY Hemece 6arama CTpaTermsiaap CUSIKTbl ay-
AAPMa BAICTEPIH TaAAAMAbI. AFbIALLBIH TIAIHAET HYCKA MEH OpbIC XX8He Ka3ak, TIAAEPIHAEri ayAapMa-
AQp CaAbICTbIPbIAbIM, ECIMAIKTEPAIH MOAEHM >KOHE AMHIBUCTMKAADIK, €peKLLIEeAIKTepi ecKepiAe OTbIpbIM,
KaHLLIAAbIKTbl ASA )KOHE MafblHaAbl ay AapbIAFaHbl CapaAaHaAbl. 3epTTey COHbIHAA ECIMAIKTEPAIH GasiH-
AQy KYPbIAbIMbIHA KAAa 8Cep eTeTiHi XKoHe ayAapMa TaHAAYAApPbIHbIH, OYKIA OKMFaHbIH, KYPbIAbIMbIHA
TUri3EeTIH bIKMAAbl KEPCETIAEA|.

3epTTey eCiMAIKTEPAI TEK rpaMMaTMKaAbIK, BipAIK peTiHAE FaHa eMeC, CEMaHTMKAABIK, KbI3MeTi 6ap
epeKLle AMHIFBUCTMKAABIK, KATErOpMsl PETIHAE KapacTbIpbir, OYA MACEAere KaTbICTbl BIAIMAI KeHenTe-
Al. EciMaiKTEpAi KAaccudmKaumsinay >koHe OAapAbiH GasiHAAYAaFbl POAIH TaAAQY XKOHIHAEri Teopus-
AbIK, MiKipTaAacTap TepPeHAETIAEAL. 3epTTey ayAapma TaHAAYAaPbIHbIH, OKMFaHbIH GasiHAAAybIHA KaAai
ocep eTeTiHIH KepPCeTeTiH HaKTbl MbiCaAAap YCbiHaabl. COHbIMEH KaTap, reHAEpAiK GerTapan >koHe
KOHTEKCTKE Ce3iMTaA eCiIMAIKTEPAI ayAapYAbIH TUIMAI CTpaTernsiaapbl KapacTbIpblAaAbl. 3epTTey sAic-

222 © 2025 Al-Farabi Kazakh National University


https://doi.org/10.26577/EJPh2025197121
https://orcid.org/0009-0005-6561-3179
mailto:badaliyevazatbek@gmail.com
mailto:badaliyevazatbek@gmail.com

A.M. Badaliyev

TepiHe MBTIHAIK TaAAQY, CAaAbICTbIPMAAbl TAAAQY >KBHe KeMCTiK 3epTTey >kaTaAbl. OpbIC KaHe Kas3ak,
TIAAEPIHAE TeHAEpAIK GerTapan eciMAIKTEPAIH 60AMaybl ayAaapMaAa eAeyAi KMbIHAbIKTap TyblHAQ-
TaTbIHbl AHbIKTAAAbI. KOPbITbIHAbI OOAIMAE ECIMAIKTEPAIH BasHAQY MeH KelinkepAepAi AaMbITyAaFbl
MaHbI3AbIAbIFbI KApPaCTbIPbIAbIM, ayAdapMaAarbl COMKECCI3AIKTED OGasiHAAYAbIH 3MOLMOHAAADIK, XKOHE
TAKbIPbINTbIK, TEPEHAITIH BACIPETYI MYMKIH EKEHi KepceTiAeAi. 3epTTey HoTMXKeAepi AOKaAM3aLLMs MPo-
LeCiH >KaKCcapTyFa KOMEKTECiN, ayAapMaHblH TYMHYyCcKa 6asHAQy MeH MOAEHM KOHTEKCTKE COMKECTIriH
KaMTaMachbl3 eTyre biKMaA eTeA,.

TyiiH ce3aep: ayaapma, AMHIBUCTMKAAbIK, TaAAQY, ECIMAIKTEDP, eCIMAIK AMHAMMKAChI, ayAapma Ma-
ceAneAepi.

A.M. bapaaneB

EBpasunckmnini HaumoHaAbHbIV YHUBepcuTeT uMenn A.H. T'ymmnaeBa, ActaHa, KazaxcraH
e-mail: badaliyevazatbek@gmail.com

PoAb MecTOMMeEHMI TpeTbero A1L,a B NepeBoAe:
Temarnyeckoe uccaeaosanue «Detroit: Become Human»

B 3TOM MCCAEAOBaHMM MCCAEAYETCS BAUSIHME NMEPEBOAA MECTOMMEHWI, B YUaCTHOCTU «OH», «OHa» U
«3TO», B UM(PPOBOM MHTEPAKTUBHOM Pa3BAEKAaTEALHOM MporpammHom obecneuernm «Detroit: Become
Human». MecTorMeHns uUrpaioT BakHyl0 POAb B CO3AQHUM AMHAMMKK MOBECTBOBAHMS B aHIAMIMCKOM
g3blKe M BOCMPUSATUM MEPCOHAXEN, U MO3TOMY UX MepeBOA Ha $I3blkM, KOTOPblE MMEIOT Pa3AMUHYIO
CTPYKTYPY, COMpsiKeH C 0COObIMU TPYAHOCTSIMU, CBSI3AaHHLIMW C MECTOUMEHMSIMM, OTHOCSALLMMMCS K
onpeAeAeHHOMY MOAY.

Takum 06pasom, LieAb UCCAEAOBAHMS — HAMTU NMPUMEPbI TOTO, Kak BbIGOP MECTOMMEHUIA CBSI3aH C
rAy6uHOM noBecTBoBaHUS. [MOCKOAbKY B HEKOTOPbIX 13bIKaX HET HEMTPAAbHbIX MO MPU3HAKY MOAA Me-
CTOMMEHMI, B MICCAEAOBAHMU PACCMaTPUBAIOTCS METOAbI NMEPEBOAQ, BKAIOYAIOLLMX MPsiMble SKBUBAAEH-
Thl, OMyCKaHWE MECTOUMMEHMIA MAM aAbTEPHATMBHbIE CTpaTernn. AHaAM3 yrnoTpebAeHUs MECTOMMEHMI
B aHIAMIACKOM BEPCUM U MEepeBOAAX Ha PYCCKUIM M Ka3axXCKUM S3bIKW MO3BOASET CPABHUTb, HACKOABKO
XOPOLLO U AOCTOBEPHO MepeBeAeHbl MECTOMMEHUS C YUETOM KYAbTYPHbIX U I3bIKOBbIX pa3Anumii. Mc-
CAeAOBaHUWE, HAaKOHELL, MPOAMBAET CBET HA TO, KAk MECTOMMEHUS BAUSIOT Ha MOCTPOEHWE UCTOPUM 1 Kak
BbIGOP NEPEBOAA BO3AENCTBYET HA CTPYKTYPY NMOBECTBOBAHMSI B LIEAOM.

MccaepoBaHve paclumpsieT 3HaHUS O MECTOMMEHMSX Kak 00 OTAEAbHOM AMHIBUCTMYECKON KaTe-
ropvu, BbIMOAHSIIOLLEN KaK rpaMMaTUYeckyto, Tak U CeMaHTUueckyto (yHKUMK. Paclumpsiotcs Teope-
TUYeCcKMe AMCKYCCUM O KAACCU(UKALMN MECTOUMEHWI U X POAM B MOBECTBOBATEAbHbIX CTPYKTYpaXx.
[NpeaAaraet npakTuyeckme npuMepbl Toro, Kak BbI6op nepeBosa MOXKET MOBAMSTH Ha BOCTIPUSITUE MO-
BECTBOBaHUS. McCAeAOBaHME BKAIOUAET B Ce6si CTpaTermm AAS AyULero MCNOAb30BaHWsI HEMTPAAbHbIX
B reHAEPHOM OTHOLLEHNM MECTOMMEHUI M MECTOMMEHWI, 3aBUCSLLMX OT KOHTEKCTa, Npu nepeeoae. B
KayecTBe MEeTOAOAOIMI UCTTOAb3YIOTCS TEKCTYaAbHbI aHAAU3, CPDABHUTEAbHBIN aHaAM3 U TeMaThuyeckue
MCCAeAOBaHMS. ccaepOBaHME BbISIBUAO 3HAUMTEAbHbIE TPYAHOCTU MPU MEepeBOAE M3-3a OTCYTCTBUS
reHAEPHO HeMTPaAbHbIX BAPUAHTOB B PYCCKOM M Ka3aXCKOM si3blKax. 3aKAIOUEHWE AQeT NpeACTaBAeHUE
0 BaXKHOCTM MECTOMMEHUI AAS (POPMMPOBaHMSI MOBECTBOBaHMWS M Pa3BUTUS MEPCOHAXKen B UCTOPUM,
yKasblBasi Ha TO, YTO PACXOXAEHMWSI B NMEPEeBOAE MOTYT OCAAOUTb 3MOLIMOHAAbHYIO M TEMAaTUUECKYIo
rAy6uHy noBecTBoBaHus. [TOAyU€eHHbIE PE3yAbTATbl MOTYT MOMOYb YAYULIMTb MNPAKTUKY AOKAAM3ALLMK,
rapaHTMpys, YTo nepeBoAbl BYAYT COOTBETCTBOBATb OPUTMHAALHOMY MOBECTBOBAHMIO M KYAbTYPHOMY
KOHTEKCTY.

KAroueBble cAOBa: nepeBoA, AMHIBUCTUYUECKMIA aHAaAM3, MECTOMMEHMS, AMHAMMKA MECTOMMEHMIA,
npobAemMbl NepeBoAa.

Introduction

Pronouns stand out as a prominent linguistic uni-
versal, attracting considerable attention due to their
semantic and morphological uniqueness, especially
in English language. Pronouns have been studied
by researchers representing a variety of linguistic
perspectives, but some common areas that research-
ers in this field address include the place of pro-
nouns within the parts-of-speech system and within
the class of content (or lexical) words vs. function

words. The classification of pronouns as a separate
part of speech traditionally has caused difficulties
because their morphological and functional content
is rather diverse. Unlike nouns and adjectives, pro-
nouns do not have a clear grammatical meaning to
differentiate them, so it is difficult to classify them.

Pronouns are integral part of any language. E.M.
Gordon and many other scientists suggest that it is
difficult to give a clear definition of a pronoun, since
pronouns only point to subjects without naming
them (Gordon, 1980: 76).
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The complexity of the distinguishing pronouns
as a separate part of speech was well characterized
by the academician V.V. Vinogradov. Attempting to
categorize all pronouns as one group risks disrupt-
ing the integrity of the parts of speech system, given
the diverse grammatical nature of words within this
class (Vinogradov, 1986: 258). The concept of a part
of speech has been developed in modern theoretical
grammar as a (relatively, somewhat arbitrary) label
that can cause heated controversy on the classifica-
tion of words.

According to the opinion prevailing in foreign
linguistics, pronouns are considered primarily as
substitute names. They are often in class with posi-
tional nominal classes, taking an intermediate stance
between content and function words, and the latter
category often being referred to as locatives.

The peculiarity of pronouns is that their meaning
is relative and dependent on the situation and con-
text. While all the linguists note this fact, there have
been varying interpretations of what precisely nature
is. There are generally three schools of thought on
whether pronouns matter or not: pronouns are spe-
cific and do not really matter; pronouns have no per-
manent meaning, changing with each act of speech;
or pronouns are no different in terms of instability
but stand out for the unique content expressing their
value (Seliverstova, 1988: 26-27).

In “A Comprehensive Grammar of the English
Language”, Quirk, Greenbaum, Leech, and Svart-
vik discuss that personal pronouns generally func-
tion like noun phrases and convey a specific mean-
ing similar to that imparted by the definite article
(Quirk, 1985: 347).

The role of the pronoun lies in a specific type of
word flow. Within this context, what is special about
its parts of speech system? When they function as
significant parts of language within the sentence, the
pronoun actively contributes to condensing infor-
mation of speech structure while still maintaining
the efficiency of thought-speech-language activities
(Kir’yanov, 1999: 70).

Language and culture are closely connected, to
which the translation of pronouns can be related in-
directly. Pronouns signal social hierarchies, gender
distinctions, and degrees of formality, and trans-
lating them into languages with different pronoun
systems-like from English into Kazakh-is difficult.
In discourse analysis, pronouns may carry important
social and cultural codes, especially in audiovisual
media, where they mirror character relationships
and tone. Addressing such issues as the meaning
of pronouns for gender or culturally specific ways
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will help one keep semantic and cultural identity
in translation. For example, translation of English
neutral gender pronouns to other languages express-
ing pronouns only by gender may gain some shifts
of meaning. Besides, pronouns encode respect and
social distance: formal/informal distribution in Ka-
zakh parallels the large-scale expression of national
identity (Kabylbekova, 2013: 163-164).

Personal pronouns are not bound by any specific
person or object. Unlike words which signify defi-
nite things, personal pronouns of the first person can
refer to different people of varying gender, even to
animals or inanimate objects in the case of personi-
fication as in fairy stories (Smirnickij, 1959: 177).

Mathiot distinguishes between the “neutral” and
intimate (a familiar alternative) methods of referring
to objects through pronouns that reflect sex roles.
She provides examples such as: “Yeah, I finally
fixed her up” (“her” referring to a door); “He is just
a spindly thing, but she’s lovely” (he and she refer-
ring to plants) (Mathiot, 1979: 203).

Pronoun usage in language varies greatly, so it’s
important to research this aspect from a psycholin-
guistic angle for all languages. The differences in
how pronouns function are influenced by the gram-
mar of each language, and the way people perceive
space and themselves in that space in a language re-
flects the mentality of its speakers (Radzikovskaya,
2012: 69).

Obviously, pronouns serve the function, in lan-
guage, of substituting nouns and numerous other
defining items in a sentence. Fundamentally inter-
preted, pronouns suggest objects, entities, or ab-
stract ideas, instead of explicitly saying them. This
flexibility permits them to be intensely contextual,
where their value increases depending on the par-
ticular situation or setting, but stands alone with-
out inherent significant substance outside of that
context.

Bloch’s research on pronouns points out their
similarity to language shape-shifters, quietly speak-
ing about things without actually stating them. A
term for words that are both significant and formal
is drill words. “To illustrate, significant words, al-
though self-named, can be likened to soldiers in the
ranks, while service words act as officers, organiz-
ing the formation of these linguistic soldiers” (Bloh,
2000: 99).

Historically, pronouns were merely regarded as
substitutes according to L. Bloomfield. Acknowl-
edging that personal pronouns, serving as replace-
ments, bear a semantical significance of pointing
is essential. The interaction between substitution



A.M. Badaliyev

and indication is quite complex. Substitution stops
the duplication of a noun or a whole phrase, while
pointing to an extralinguistic object or part of the
text structure helps to form connections within the
text and individual phrases in a conversation.

It is crucial to acknowledge that “The categori-
zation of this class (pronouns) into subclasses based
on position is unavoidable: due to its substitutive
characteristic, a pronoun cannot take a unique posi-
tion in the sentence model that is different from the
positions of other major classes” (Bloh, 2005: 111-
112). The generalizing substitute role of pronouns
is clear in that any sentence member represented
by a pronoun, including first- and second-person
personal pronouns, broadens its meaning to some
category or subcategory of essential words. On the
other hand, it represents an evaluation of the stan-
dard operation of this class or subclass. This char-
acteristic is striking when analyzed through cases of
sentence organization and first and second-person
personal pronoun appeals. The clarification of their
position in relation to other language elements de-
pends on understanding the substitutive identity of
pronouns. Within the lexicon, the primary category,
defined as open, includes a huge quantity of impor-
tant words, or terms of extensive nominative power.
The second section (closed) of the lexicon includes
name substitutes (pronouns along with broad-valued
words nearby). The third part of the lexicon, also
closed, is made up of name refiners (official nomi-
nal modifiers) (Bloh, 2005: 118). A pronoun is gen-
erally defined by broad significance, preferring to
avoid personalizing objects, individuals, abstract
concepts, qualities, or attributes, but instead point-
ing attention at them. Typically, subclasses can be
described foremost semantically as possessive, per-
sonal, demonstrative, indefinite, and multiple more.
These subclasses diverge in their modes of indicat-
ing the object; for instance, personal pronouns, in a
broad sense, signify the object in terms of involve-
ment or non-involvement in the communication act
(Sovetov, 2011: 81).

Pronoun “it” has a broad and flexible use com-
pared to other pronouns. The meaning of “it” is
very ambiguous given its functional features. “It”
is a pronoun that refers to animate and inanimate
objects, which makes it very flexible in the English
language. The pronoun “it” isn’t just another pro-
noun — it’s a versatile linguistic asset.

Translation is hard, and translating pronouns
can be tricky as they can represent personal beliefs
social status and etc. In addition, the translator must
perfectly understand the original language and the

language of translation, as well as be knowledgeable
about the subject of the study (Larson, 1988: 6).

Materials and methods

This study employs an approach to investigate
the impact of pronoun usage in the translation of the
video game “Detroit: Become Human”. Due to their
importance pronouns play a crucial role in character
interactions, emotional interplay within the narra-
tive. The main goal of the research is to investigate
the effect of the translation process on the applica-
tion of pronouns, as one of the more peculiar lin-
guistic solutions, in languages with advanced and
gender specific grammatical systems using both tex-
tual and comparative analyses.

The selection process involves gathering rel-
evant dialogues and interactions from the original
English version of “Detroit: Become Human”. Fo-
cus is particularly granted to important scenes that
reflect opinions about enriching relationships and
emotional ties via the use of pronouns.

This investigation of the English adaptation
seeks to illustrate the intentional use of pronouns in-
cluding he, she and it in distinct contexts to clarify
their effect on player perception and the depth of
narrative. One of the main achievements is identi-
fying obstacles in the translation workflow, in par-
ticular when languages don’t have gender neutral
pronouns. For the purpose of the study, the choices
of the translators will be targeted on those situations
where the choice of the translators influences the ap-
parent significance and elaborated details conveyed
through introductory pronouns. The exploration will
include different methods used to face these chal-
lenges. The research will focus on making distinc-
tions between translations in other languages, by
putting side by side the English original with the
Russian and Kazakh versions. The fundamental ob-
jective of this work is to assess pronoun usage effi-
ciency, while considering gender-specific pronouns
alongside the spectrum of cultural heritages and dif-
ferent languages. We seek to be sensitive to these
differences. In addition to, the examination of the
linguistic strategies that are at play in translation to
surmount challenges resulting from the nonexistence
of gender-neutral pronouns. Investigating choosing
direct equivalents rather than others, omitting pro-
nouns, and adding other linguistic approaches will
illuminate these practices. Ethical problems linked
to pronoun translation in consciousness-based sto-
ries reflecting social biases will receive attention
and analysis. Reflection on the potential impact of
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translation choices on the portrayal of characters and
broader themes within “Detroit: Become Human”.

This study uses this methodology to aim for in-
sights into how the dynamics of pronouns add to the
narrative complexity of the game, as well as how
translation decisions could affect player experiences
in different languages and cultures.

Literature review

Miguel Bernal Merino has made it a focus of his
work to deal with localizing video games, specifi-
cally the complexities involved in translating gen-
dered language and pronouns. Covering the subject
of gender pronouns in video games, the authors
Minako O’Hagan and Carmen Mangiron have writ-
ten a book title “Game Localization; Translating for
the Global Digital Entertainment Industry”. For his
translation studies, Jorge Diaz Cintas considers the
roles gender and pronouns play in media categories
like video games. Authors Heather Chandler and
Stephanie O’Malley Deming discuss the ways in
which language features, mostly pronouns, can be
adapted within the space of methods to tailor to lin-
guistic norms in the book “The Game Localization
Handbook”. Patrick Zabalbeascoa, Eva Parra Mem-
brives and Pilar Orero investigate in the work “Fun
for All; Translation and Accessibility Practices in
Video Games” the translation and accessibility chal-
lenges tied to pronouns and other language features.
Louise M. Haywood examines the elaborate nature
of altering gender language elements, especially
pronouns, in Spanish English scenarios. On the path
of gaining a better understanding of the relations
between gender and translation, Carmen Valero
Garcés is focusing on how cultures account for gen-
dered language characteristics and pronouns. Sherry
Simon examines the problems of gender and transla-
tion, concentrating on difficulties in pronoun trans-
lations. Although Lawrence Venuti focuses mainly
on translation theory, from time to time he discusses
the ethics and politics of translating pronouns.

Julie Hansen investigates the sphere of gender
and language and focuses on the challenges of trans-
lating gender aspects. Myriam Diaz Diocaretz has
widens the horizons of translation studies by clearly
revealing the necessity of a critical view of gendered
language and of pronouns.

Ultimately, the work of sociolinguist Suzanne
Romaine has studied language and gender, uncov-
ering knowledge about the translation of gendered
language including pronouns across numerous cul-
tural and linguistic situations. This group of schol-
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ars has made important progress in understanding
pronoun translation and the larger consequences of
gendered language in translation studies. The anal-
ysis will back these investigations by looking into
translations of pronouns and gender-based language
between English, Russian, and Kazakh, thereby ex-
tending the field with insights from these particular
linguistic and cultural conditions.

Results and Discussion

Exploring Pronoun Dynamics in “Detroit: Be-
come Human”. Conceived for interactive story-
telling, Quantic Dream’s game “Detroit: Become
Human” lets players direct an intimidating future
influenced by humanoid aides, who eventually gain
consciousness. Participants are dealing with ethical
questions, social relationships, and matching inter-
pretations about artificial intelligence. The thrilling
story featured in the game stresses an important point
on how characters interact and make their decisions.
This organization demonstrates that the personal
pronouns “he”, “she”, and “it” constitute a delicate-
ly strong language tool that reflects the progression
in the relations between people and androids. Study-
ing these variants of pronouns allows you to better
understand the complexities of the perception of the
characters in “Detroit: Become Human”.

The central theme in “Detroit: Become Human”
focuses on how public attitudes related to androids
use conversational personal pronouns such as “he”,
“she” or “it”. This study will explain how, often un-
recognized in linguistic analysis, these pronouns are
essential for developing the narrative and improving
the player’s experience.

1. Social representations using pronouns:

An outstanding temporal theme revolves around
the diversity of feelings people have about androids.
Personal pronouns signify a language element that
conveys social feelings. The subtle choices in pro-
noun usage within languages that distinguish be-
tween familiar and non-familiar pronouns are made
even more complex by the significant differences
in how these pronouns are used across various so-
cial groups, as well as the continuous changes in
usage that reflect evolving social values and atti-
tudes (Baker, 1992: 98). When perceived only as
mechanical systems, people refer to androids with
“it”, a linguistic choice that helps create a distinction
in speech that stresses the apparent divides between
inanimate objects and living beings.

Game localization presents complicated chal-
lenges through the combination of pronoun trans-
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lation together with social opinions about gender
representation. The localization process faces dif-
ficulties when translating gendered terms between
Kazakh and Russian which differ between these two
languages through their pronoun usage. Decision-
making related to translation exposes both cultural
factors and sociopolitical dimensions since linguis-
tic choices reflect prevailing social standards of a
particular community (Pettini, 2022: 137-138).

2. Pronouns as a means of conveying emotional
attachment:

The ease of switching from “it” to “he” or “she”
when connections grow stronger is available through
the use of English. This change in relationships also
observable in both living beings and non-living ob-
jects, with a tendency for people to apply personal
pronouns to their favorite assets, most notably ve-
hicles. A crucial materializes in games with how an-
droids understand their world, by way of the smooth
application of personal pronouns in storytelling that
illustrates the transformations in relationships and
emotional conditions. Over the story’s course, we
begin to understand how the variations in pronouns
illustrate different character frameworks between a
human and an android. During detached moments, a
characteristically mechanistic view comes through
when people communicate about androids by say-
ing, “it”. As knowledge and diversity of androids
improve, narratives are more liberally representing
“him” or “her”, thus revealing their status as living
creatures.

3. Linguistic nuances in translation:

An interesting issue arises in assessing the lin-
guistic obstacles of translation, particularly evident
in the Russian and Kazakh variants. For the purpose
of maintaining the details of the original story, the
nuances of pronoun use frequently present obstacles
in the translated text. In the beginning, the details
might not be clear, but they often play an important
part in the impact of the message to audiences in
Russia and Kazakhstan.

The intricate dance of personal pronouns in “De-
troit: Become Human” acts as a small but power-
fully impressive aspect in the distribution of human
social biases, emotional networking, and the grow-
ing awareness of androids. Although interpretations
may differ, they serve as models for the critically
important concept of selecting language to achieve
coherence in story elements across different cultural
frameworks.

The key role of personal pronouns in “Detroit:
Become Human” demonstrates the many social no-
tions surrounding, the emotional bonds existing,

and the assorted reactions to androids believed to be
thinking assets. In our investigation of the specific
dialogues presented in the game, we learn about the
details concerning the use of “he”, “she” and “it”,
which organize the communication between the
characters and provide a subtle direction through
a complex narrative rich in details. The detailed
features of these language versions hone character
development and enable players to explore the con-
voluted dynamics of relationships across the broad
universe of the game. With the help of detailed ex-
amples and analysis, we unravel the web of pronoun
dynamics, illustrating how this seemingly insignifi-
cant linguistic detail profoundly affects the structure
of the narrative and the involvement of players in
“Detroit: Become Human”.

4. The Linguistic Dance of Pronouns in “De-
troit: Become Human”

“Detroit: Become Human” unfolds like a tapes-
try woven with threads of human-android relation-
ships. Pronouns, often overlooked linguistic tools,
become key in the narrative of emotional complexi-
ties and ethical nuances within this tapestry. The
evolution of the use of pronouns reflects not only lin-
guistic choice, but also the evolution of conscious-
ness, empathy and social perception in the universe
of the game. These social and emotional representa-
tions are the product of always evolving medium of
communication and language. Translators must deal
with a medium of communication which is constant-
ly in process of change (Nida, 1964: 3).

In “Detroit: Become Human” a detailed network
of connections and moral challenges intertwines hu-
mans with androids. A quite noticeable yet strong
selection of pronouns lies at the center of this plot.
As linguistic devices pronouns highlight how we
understand the advancing ties between characters
and the shifting conditions in a realm where artifi-
cial intelligence resembles human emotions.

Pronouns play an important role in expressing
a person’s views on the world and others, reflect-
ing their attitude to social roles and statuses. They
not only point to the interlocutor, but also show
how a person perceives others: either as objects
with whom one must keep a distance, or as partners
with whom closer, equal relations are established
(Khan, 2014: 151-152). This is especially evident
in works such as Detroit: Become Human, where
androids are perceived either as things (in the case
of distancing) or as equal people when attitudes
towards them change and the form of address be-
comes more human. Pronouns, thus, not only serve
to indicate the interlocutor, but also reflect the ba-

227



The Role of Third Person Pronouns in Translation: a Case Study on «Detroit: Become Humany

sic social and philosophical views on human rela-
tionships

A. Ibatov, a scholar who thoroughly explored
pronouns in the Kazakh language, starts his ex-
amination of personal pronouns with the statement,
“Personal pronouns are consistently used to refer to
a person” (Ibatov, 1961: 13). In understanding the
tale’s narrative relies on personal pronouns that only
point to humans and not objects. In the translation,
the problem arises due to the lack of gender-neutral
pronouns. In English “it” serves as an unmarked
neutral option; however, there is no similar option
in Russian or Kazakh. This creates a special diffi-
culty in keeping the nuance of the story unchanged.
This analysis focus on important discussions and
personalities that represent the detailed interplay of
personal pronouns and character insights.

In early meetings with deviant androids the pro-
noun “it” was deliberately used to strip androids of
their humanity. The repeated use of “it” reinforces
the idea that androids are only seen as mere ma-
chines.

Connor, is an android detective designed to cap-
ture deviant androids. His investigations were con-
ducted with clinical precision utilizing pronouns as
“it” when addressing deviant androids. This choice
of pronouns reflects the societal perspective that
perceives androids only as senseless machines.
Through the narrative of the story Connor evolves
significantly from machine created to catch ma-
chines into a soulful detective aware of androids’
consciousness and sense of self.

In a critical moment where a deviant holds a girl
hostage, Connor’s responses are emotionless and
cold, represented in questions like “Do you know
if it’s been behaving strangely before this?” and
“Do you know its name?”. As Connor navigates
his investigations, encountering deviants involved
in criminal activities, he maintains a detached be-
havior, describing a damaged deviant in a murder
case as “It was damaged by the bat... and lost some
thirium”. Even when describing its existence as
“It’s here”, Lieutenant Connor keeps the view that
androids are simple machines. With the evidence of
distress and strange actions before him Connor fa-
vors attributing these to programming issues rather
than considering real human feelings.

Connor’s character passes an important trans-
formation when confronted with a moral dilemma:
Whether he should end the android’s life for a valu-
able information? In this important moment he
wrestles with the basic question of androids’ nature
as purely mechanical or living beings. While pon-
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dering his decision he made during the confronta-
tion with the android he struggles with more than
just the decision to refrain from shooting; he realizes
an important change in perception that appreciates
the awareness and distinctness of his own android
self.

This important shift in Connor’s character signi-
fies his growth. Realizing that androids are sentient
and have character complicates his former under-
standing of their mechanical nature. This chapter
serves as a beginning of the development of his
character. Pronoun “it” is replaced with more self-
aware pronouns like “he” or “she”. Woven char-
acter narratives experience a notable change from
the inappropriate choice of personal pronouns in the
translation.

When personal pronouns are misused in trans-
lation character narratives change their characteris-
tics. There’s a particularly fascinating change when
characters give up using dehumanizing pronouns
and start treating androids like humans because of
their character development. For example, Hank
starts off calling androids “it”, but over time, he be-
gins using personal pronouns, showing his chang-
ing perspective. Hank, an experienced detective,
the most fervent antagonist of androids, whose son
died while undergoing a surgery held by an android,
notably refers to them as “it” aggressively early in
the game: “Is it still here? It’s gone...”. This de-
personalization reflects the prevailing personal ha-
tred towards androids. Yet as the story goes on, and
androids consistently show empathy, agony and
fear, Hank’s viewpoint soften. We can see the shift
in Hank’s use of personal pronouns. Instead, Hank
begins to refer to androids as he or she: “You put
yourself in her shoes. You showed empathy, Con-
nor. Empathy is a human emotion”.

In the Russian translation, this transition is
less noticeable: “Ona ewe 30ecv? Yuna...”, “Tot
nocmasun cebs na ee mecmo. A >mo smnamus,
Konnop. Smnamus ceoticmeenna moosm”. Incon-
sistency in the Russian translation dims and dimin-
ishes the important developments in the beliefs of
characters illustrated through the intention of using
pronouns. The gradations in views depicted via pro-
nouns weaken owing to the absence of unity and
detail in the conveyance of these language indica-
tors. In the Russian version the intricacy and finesse
of how characters perceive androids through their
shifting language is lost.

In the Kazakh version, it unfolds a bit differ-
ently: “On oni ocvinoa ma? Kemmi...” and “Cen
63iH0i OHbIH opHbIHa KollobiE . Due to the absence
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of distinct 3rd person pronouns in the Kazakh lan-
guage, where only “On” is used, expressing the in-
tended message solely through pronouns or specify-
ing gender in general becomes impractical.

Whether human or android; all characters en-
gage in these patterns depending on their recogni-
tion of androids as living beings. Personal pronouns
in the Russian version of the game greatly weaken
the intended meanings found in the original game.
Although the Russian version attempts to honor the
rich message it misses the complexity of the shifts
in perception and biases shown in the original text.

Rose, a compassionate character in “Detroit:
Become Human”, she helps deviants locate a safe
haven. By consistently using gendered pronouns
at the beginning of her narrative she demonstrates
her quick understanding of androids as individual
entities. Through her word selection she demon-
strates her sympathy and strong loyalty to the an-
droid rights. For instance, while guiding Kara and
Alice, Rose points out, “A little further on that way,
there’s a large freighter called Jericho. When you
get there, find Markus. He will help you”. As the
story goes on, a news report reveals an android pro-
tester who turned out to be Markus, then Rose points
out: “He’s protesting peacefully outside one of the
android camps”. Through her choice of specific
pronouns, Rose not only accepts androids but also
demonstrates support and understanding of their in-
dividuality.

Various linguistic devices are used throughout
the game, and even seemingly insignificant things
like pronouns prove to be very important. Pronouns
are one of the simplest yet powerful tools of sto-
rytelling. Throughout the game, these linguistic
nuances are carefully used to convey subtle mes-
sages and enhance the plot. But this pronoun play
is largely lost in localization, as many pronouns are
translated as “on” or “ona” in Russian and “on” in
Kazakh, erasing the subtle message carried by the
original English pronouns.

Navigating the complexities of maintaining
the plot and effectively sharing the key idea during
translation can be hard; nonetheless several strate-
gies exist that maintain the story’s integrity. One of
the effective ways is to use the direct but not real
equivalent of the pronoun “it”, such as “oHo0” or
“310” in Russian or “0yn” in Kazakh, where contex-
tually appropriate. The initial meaning can be saved
by translating “Do you know if it’s been behaving
strangely before this?” as “V amoii mawunvl panee
yorce cayuanuce coou?” or “Byn mawuna OypuiH
icmen wvikkan 6a? . Translation of the phrase “It’s

with me”, as “Omo co muoii” highlights the android
nature, preserving the intended meaning.

An alternative method of preserving the in-
tended message without butchering the idea is to
completely omit the usage of pronouns in the sen-
tence. This approach was successfully implemented
in various parts of the game, such as “Do you know
its name?” translated as “Bam uzgecmmuo uma?”’ or
“Amot 6encini ma?”, and “You gonna talk to it or
what?” rendered as “Twi 6yoewv cosopums uiu
xax?” or “Cen cotineciy be, onde kanau?”. Similar-
ly, phrases like “You damage it, I'm gonna have to
fine you” and “Can it walk? Get a move on!” were
adapted in both versions without the use of pronouns
as “llospedume — Oyoeme niamums wmpagp”,
“byzcan ativinnyn meneticiy”’ and “Uomu moocem?
Hy, ovicmpo!”, “XKype ana ma? Te3, xumviioa”
maintaining the narrative’s essence.

Another method involves finding alternative
ways to convey a message without losing the main
idea, but it should be used carefully. Personal pro-
nouns are still used in this method, but the concept
of an inanimate object is implied. This approach
was rarely used, but had its own place in the transla-
tion. For instance, in the phrase “Yeah, right back
here. There it is. It was a bit difficult getting it back
in working order. It was really messed up... What
did you say happened to it again?” personal pro-
nouns were still used, but accompanied by the ad-
dition of the word “mammnua”, highlighting thats it’s
a machine: “/{a, uoemme. Bom ona. Hy xoneuno,
3a0anu vl Ham pabomy... Mawiuna oviia npocmo
6 xnam! Ymo, cosopume, ¢ neit cmpscnocw?”, “Uo,
oapaiivig. Mine, on. Hs, adamovl aype capcayea
canvin KouowiHbls... Mawunaneiy myei Kaimaean
xoti! Ozan ne 6on0vl oeticiz?”. This way the use of
personal pronouns do not dillute the original intent
of the dialogue. However, this helps in translation
but it is very important to mention that this method
is appropriate only in very few circumstances, oth-
erwise the integrity of the storyline could still be
threatened.

Despite attempts in the localizations of the game
to employ these methods, pronoun usage was incon-
sistent, thus, negatively impacting the final product.

Conclusion

In “Detroit: Become Human” the choice of
pronouns is more than just linguistic preference.
In essence, it is a powerful means of ascribing the
particular attitudes of the characters and their in-
teractions. The localizations do not navigate the
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complexities well, losing many layers of story that
come into conflict with the lack of gender-neutral
pronouns. The linguistic dance of pronouns in the
game contributes to its depth, offering players a
unique insight into the intricate web of human-
android interactions in a futuristic society. When
following this narrative space, the pronouns act as
the very essence of what it means to be a human in
a world with artificial beings attempting to receive
recognition and empathy.

The main prejudice that human beings show
when it comes to androids is depicted most pointed-
ly in the continual use of the pronoun “it”. This de-
humanizing language acts as a barrier, emphasizing
the societal division between humans and machines.

Beside moral conflicts, the rich narrative of
“Detroit: Become Human” also offers players a
critical look on language and prejudice. Pronouns,
which can be considered as relatively insignificant
language units, open the way to study the shifting
dynamics and subjectivity in the game.

In conclusion, an analysis of the dialogues in
“Detroit: Become Human” shows that a story can
be masterfully presented using only pronouns.
The English version effectively reflects the chang-
ing views of the characters. Changes in the use of
pronouns make a significant contribution to the de-
velopment of characters and the overall narrative.
However, localization does not always consistently
convey these important narrative details, which po-
tentially weakens the impact of the story.

To avoid these difficulties translators may con-
sider different strategies. One effective approach
is to minimize the use of gender-specific pronouns
or, if necessary, to use gender-neutral formulations.
This is not only keeps up with modern initiatives
to promote inclusivity and diversity, but also elimi-
nates possible translation errors arising from gen-
der-specific pronouns in English. In addition, the
use of direct equivalents or the complete omission
of pronouns helps to preserve the intended meaning
in the translation process.
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