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JIOKAJIMBALIUA UT'P B 2025-2026:
NU-ITIEPEBOJYNKMU VS YEJIOBEK VS KYJIBTYPHASA AJAIITAIUA
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Ananuzupyromess menoenyuu nokaausayuu uep ¢ 2025-2026 2. Paccmampusaiomes eozmodcnocmu UMY,
Heobxooumocmy Kynomyprou adanmayuu, CAT-uncmpymenmsl u IUHSBUCTHUYECKOE MEeCMUPOosaHue.
KarwueBbie ciioBa: ToKanu3aus Urp, KICKyCCTBEHHBIM HHTEIIICKT, MAIIMHHBIN IEPEBOJI, KyJIBTYpHAS aJarl-
tauust, CAT-UHCTpYMEHTBI, TMHIBUCTUUYECKOE TECTUPOBAHUE

P BIHOK JIOKasn3auuu urp B 2025 r. oneHu-
Bascs B 3,2 mupa nosiapo CHIA [4]. Uc-
nosnb3oBanue MU-nepeBoga Beipocino Ha 533%
[1]. Lenp paboTel — pa3odpaTh COBPEMECHHBIE
MOJXOBI K JIOKATU3alUU U MOHATH, HACKOJIBKO
s dexruBabl MU-MHCTPYMEHTEI.

NN sddextuBen B nepeBoge Ul cucteMHbIX
COOOIIECHUIA U TIOBTOPSIFOIIETOCsE KOHTEHTa 0J1aro-
Japsi CTaHIapTU3UPOBaHHOM Jiekcuke [3]. [TamsaTe
nepeBojioB (Translation Memory) B CAT mo3Bo-
JsIeT OBICTPO MACIITAOMPOBATh JIOKaM3anuto [1].

Buenpenue MU yckopsier 10CTaBKy KOHTEHTA
Ha 80, a 3arparbl cHmWXkatoTcsa B 2—4 paza [1].
KoMmOuHupoBaHue ¢ 4enoBeYyeCKUM MOCTpeaaK-
TUPOBAHUEM CHIKaeT 3arparsl Ha 50% [2].

Ho ¢ kynbTypHBIMH HIOQHCaMH, IIYTKAMH U
orceuikamu MU wucneiThiBaeT TpyaHoctu [3].
Urpa Metaphor: ReFantazio noasepriace kpu-
TuKe 3a HeecrectBeHHbie WM-mepeBoast [2].
Jlnanoru mepcoHaXxeil U TBOPYECKUM HappaTUB
TpeOYyIOT YEIOBEYECKOTO YUaCTHs.

KynerypHas apantanusi — 3T0 HOArOHKA KOH-
TEHTa MO OXuJaHus ayautopuu [2]. 3mech

CIIMCOK JIMTEPATYPBI

paboraer moxaxon Domestication approach [3].
Crynuu, coueraromue ckopocts UM ¢ kynbTyp-
HOM MTyOMHOM, TUIUPYIOT Ha phIHKE [2].

CAT-unctpymentsl  (memoQ, SmartCAT,
Lokalise) aBroMaTu3upyroT mepeBoj, CIeasiT 3a
yIpaBJICHUEM TEPMUHOJIOTHEN U KauyecTBOM [3].
CoBpemeHHbIe cucTeMbl UHTerpupytorcs ¢ AU
(DeepL, GPT) u urpoBeiMu aBmwxkamu (Unity,
Unreal Engine) [1].

LQA rapanTtupyer cOOTBETCTBHE JTOKATU30BaH-
HOM BEpPCUH KYJBTYPHBIM, JIMHTBHCTHYECKAM |
TEXHUYECKHM OXHuJaHusM [5]. Bxirouaer mpo-
BEpKY JIMHTBUCTHYECKOTO KadecTBa (rpaMMarTHKa,
opdorpadus), BU3yaIbHOTO KauecTBa (0ToOpaXke-
Hue Tekcra, Ul) u ¢QyHKIMOHATBHOTO KayecTsa
(TexHMUECKast pabOTOCTIOCOOHOCTD) [5].

Bynymiee 3a ruOpuIHBIMI MOJIETISIMU, COYETA-
omumu MM ¢ 4enoBedeckoi JKCIEPTU30H U
community-driven moaxogamu [2]. Jlokanuzammst
TpaHchopMHUpoBaach U3 pacxo/a B JpaiiBep BbI-
PYUKH: Ka4eCTBEHHO JIOKAJTH30BAaHHBIN MPOIYKT
HanpsMyI0 OTKpPBIBA€T JOCTYI K HOBBIM PErHO-
HaJIbHBIM PBIHKaM [2].
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