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Abstract

Metaphors are ubiquitous as they are a way for people to understand the world, and are usually translated by the strategy of
either domestication or foreignization. The translators conducted a translation practice of “Skin in the Game: Hidden
Asymmetries in Daily Life” by applying a cognitive integration system to analyze the metaphorical devices of SKIN, GAME,
SKIN IN THE GAME, and how their integration processes affected the translators’ decisions on the target versions in
different contexts with various linguistic choices. The translating practice proves that, in different contexts, with different life
experience and existed knowledge, the translators might present different degrees of autonomy and ways-of-seeing the world
in the source text and linguistic preferences in the translation. Many selected linguistic choices applied in translation practice
are intentional in nature and are a part of translators’ cognitive world, which are compositionally active with their knowledge
background and extensional, referential and personal experiences. This finding provides an empirically-grounded analysis of
cognitive integration in translation practice, attempting at bridging the gap between research in discouses analysis, conceptual
structure, and language production in translation.

Keywords: Cognitive Integration, SKIN, GAME, Skin in the Game, Metaphorical Devices

1. Introduction

Skin in the Game: Hidden Asymmetries in Daily Life, written by Nassim Nicholas Taleb and published in February 2018,
is a continuation of the Incerto collection which includes the other four business related books: Fooled by Randomness
(2005), The Black Swan (2007), The Bed of Procrustes (2010) and Antifragile (2012). In Skin in the Game, Taleb (2018)
combines practical discussions, philosophical stories and analytical commentary on the topics of randomness and
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uncertainty, in which he holds that readers don’t need to pay attention to what people talk about, but what they do and
whether they take their responsibility. In this provocatively commercial book, Taleb tells the readers that “skin in the game”,
often considered as the foundation of risk management and the action related to personal stake or investment in financial
situations, in fact can be applied in many aspects in our daily life. He draws everything from the Giant in philosophical tales
to Jesus Christ, from a former Secretary of the United States Treasury to Donald Trump, and from agency problems in
transaction to used car businessmen, to create an amazing framework to understand the concept of “skin in the game”. In Skin
in the Game, Taleb aims to reveal that “skin in the game” is a secret to understand the commercial world. He probes into the
hidden asymmetries in our daily life with profound and comprehensive analysis. As an author of risk management issues,
Taleb puts forward various metaphors and cognitive linguistic devices in his books, such as The Black Swan, and The Bed of
Procrustes and Antifragile, to illustrate his ideas and considerations for people to understand the world we live in. From the
perspective of translation, how the title Skin in the Game, which is composed of two metaphors “skin” (literally means J7 ffk
in Chinese) and “game” (literally means Ji#%k in Chinese), being translated into Chinese are analyzed cognitively for the
translated version to represent the core ideas of the whole book.

2. Theoretical Foundation for Translation Practice

2.1. Cognitive Linguistics and Metaphorical Domains

Cognitive linguistics is interdisciplinary which includes linguistics, anthropology, philosophy, psychology and so on.
Sweetser (1990, p. 1) claims that language is grounded in human cognition systematically, and cognitive linguistics aims to
illustrate how. The establishment of cognitive linguistics is based on its own philosophical view. Similarly, Lakoff (1987),
Johnson (1987), Lakoff and Johnson (1999) categorize the philosophical opinions as Objectivist View, or Objectivism and
Non-Objectivist View, or Non-Objectivist, among which, they call Non-Objectivist View as Experientialism, or Embodied
Philosophy (Wang, 2007, p. 36). Lakoff (1987, p. 266-267) explains Embodiment as follows: “our collective biological
capacities and our physical and social experiences as beings functioning in our environment”. Later, Lakoff and Johnson
(1999) put forward the idea of Embodied Philosophy, proposing and explicating the philosophical foundation for cognitive
linguistics. However, given that bodily experience cannot be singled out from the particular cultural surroundings they take
place, it is anticipated that there should be differences among the conceptual metaphorical systems in varied cultures (Yang,
2020, p. 113).

From the perspective of linguistic studies, cognitive linguistics concerns cognitive semantics, cognitive phonemics,
cognitive lexicology, cognitive grammar, cognitive pragmatics, etc. Among them, cognitive semantics, especially metaphor
study, is an eye-catching and burgeoning cognitive linguistics diagram. Scholars of this school argue that semantics is on the
one hand related to bodily experience and, on the other hand, it is based on human cognition and conceptual structure.
Therefore, semantics features both objectivity and subjectivity. As Langacker (2000, p. 203) points out, “there is no such
thing as a neutral, disembodied, omniscient, or uninvolved observer” indicates that the view of body-based idea is one of the
tenets of cognitive semantics, within which, metaphor is understanding and experiencing one kind of thing via another
(Lakoff & Johnson, 2003). Metaphor application is pervasive and common in our daily language, not just in literature works,
but also in economic texts, law texts, technology texts and so on (Ye, 2013). When people define and classify everyday
realities, conceptual system serves as a vital role. The conceptual system of human beings is characterized by its
metaphorical essence, who are aware that their thinking and actions in daily life are actually a matter of metaphor. However,
they may act subconsciously and may not recognize their conceptual systems.

Metaphor presents the systematic correspondence between two domains, namely the source domain and the target
domain. The processing of the source domain reflecting the target domain is called cross-domain mapping. The term
“domain” is defined by Langacker (1987, p. 147) as “a cognitive context for characterizing a semantic unit or concept.” In his
opinion, most concepts presuppose other concepts and can’t be defined by referring to them implicitly or explicitly. The
conceptual system of human beings is largely metaphorically structured, which displays that the understanding of one
concept is related to another concept. During the processing, people use one domain to reflect its correspondence with
another one. In other words, there are systematic correspondences linking two different domains. Moreover, the term “cross-
domain mapping” is often used to refer to the process of how people using systematic correspondence between domains and
the term metaphorical mapping. The ontological correspondences and epistemic correspondences are entailed by the
mappings. The ontological correspondences refer to entity correspondences and epistemic correspondences refer to inference
patterns. In the process of mapping, metaphorical blending, also named as conceptual integration (Fauconnier & Turner,
2002), presents a better interpretation for the cognitive process of language production, especially when dealing with
complicated images, and comprehension of conceptual metaphors grounded on its distinct ongoing mechanisms in the
development of meanings in the texts (Hedblom et al., 2016; Schneider & Hartner, 2012).

As Lakoff and Johnson (2003, p. 25) see it, comprehending our experiences from the perspective of objects and
substances enables us to pick out parts of our experience and their associated language. If we define our experiences as
entities, we can refer to them, classify them, quantify them and then reason about them, which certainly affect translators’
language selections and translating practices, such as metaphor translation in the texts.
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2.2. Studies of Metaphor Translation

Metaphors enable people to draw from concrete experience with some physical objects to improve their comprehension
about something abstract and provide guidance for their communication behaviors and linguistic actions. According to
Newmark (2001, p. 113), metaphor is “the epitome of all kind of all translation”. Metaphor translation, a field features “great
unpredictability” (Menacere, 1992, p. 568), has triggered discussions from two different perspectives: traditional and
cognitive. Traditionally, metaphor is considered as a rhetorical device used to ornament the text in traditional studies, which
is supported by Dagut (1976), Mason (1982), Toury (1985), Snell-Hornby (1988) and many other researchers who devote
great efforts to traditional metaphor translation. Regarding the cognitive perspective, some scholars systematically discuss
and analyze the metaphor translation procedures (e.g. Mandelblit, 1998; Newmark, 2001) either on the matter of
translatability of metaphor (Dagut, 1976) or the translating strategies of metaphor and cultural affections in texts (Snell-
Hornby, 1988). For instance, Dickins (2005) conducts a detailed research of Newmark’s (2001) category metaphors and
combines it with Conceptual Metaphor Theory (CMT), raised by Fauconnier (1997, pp. 227-273), to propose a two-model
metaphor translation: the full model and the simplified model, in which he lists the potential fields for the two models to be
applied. Metaphors are usually translated by the strategy of either domestication or foreignization. Domestication is to
transform the expression into the new one acceptable by the target readers, weakening the exoticism of the original text.
Foreignization is to preserve the exoticism of the original text, enriching the expression of the target language. Two strategies
have their own advantages and disadvantages. How to employ them is often up to the specific situation of the text.

Among the research on cognitive translation, Mandelblit (1998) proposes the Cognitive Translation Hypothesis, a
cognitive framework for metaphor translation. He puts forward two cognitive schemes of mappings, namely “similar
mapping conditions” and “different mapping conditions” according to the cognitive approach. If two cultures conceptualize
experience in a similar way, the mapping conditions in the source language and the target language are also similar, then, it
would be easier for the translator to do the translation. If the mapping conditions are different, the translator may spend more
time thinking and deciding a suitable translation strategy for the specific metaphor. In fact, even if the mapping conditions
are similar, we may choose not to translate it literally and the translator still needs to make decisions among various
translation strategies for metaphors. While Maalej (2008) echoes Mandelblit’s (1998) argument and further argues that
metaphorical expressions are prone to be remained if two cultures have the same conceptual mappings and linguistic
expressions, Al-Hasnawi (2007) suggests three situations about metaphor translation: metaphors of similar mapping
conditions, metaphors of similar mapping conditions but lexically realized differently, and metaphors of different mapping
conditions. Concerning linguistic strategies, Al-Hasnawi (2007, p. 234) reckons that a metaphor can be rendered into a
simile, a paraphrase, a footnote, an explanation or, as a last method it can be omitted. However, Kévecses (2005) proposes a
more comprehensive view on metaphor translation, whose basic translation strategies may be summarized as: the same
metaphor mapping condition with the same lexical expressions or different lexical expressions; different metaphor mapping
conditions with the same lexical expressions or different lexical expression. Translators who want to translate a metaphor by
producing a target text that features a close resemblance to the source text should pay attention to cultural issues and their
integrating process for translation. Based on Fauconnier’s (1997) CMT and Mental Space Theory (MST), Fauconnier and
Turner (2002, p. v) put forward Conceptual Blending Theory (CBT), which demonstrates that “the products of conceptual
blending are ubiquitous”. Either mappings between domains or blending processes are the core of the unique human
cognitive process of thinking, producing, transferring and reasoning for translation.

Different approaches to translation practice are not isolatedly applied by translators or interpreters, but rather with
integrated ways. This conceptualizes the translation rules and strategies in terms of cognitive processing, and such a cognitive
processing influences translators® decisions on the final translated version. In the following analysis, the translators selected
the sentences with “skin”, “game” and “skin in the game” from the book and identified the integrating processes of the
metaphors and what signified meanings they conveyed, which presented how the final translated version for “Skin in the
Game” of the book title was progressed and worked out.

3. Integration Space Mode for the Present Translation

To translate the metaphorical title “Skin in the Game (literally translated as Ji7 %% ) Bz Jik in Chinese)” of the book, the
translators had gone through the whole book to frame a whole picture of the main theme and ideas in the book, and then
applied the basic concept - mental integrating space in the translating work. According to Fauconnier and Turner (2002, p.
40), mental spaces are “small conceptual packets constructed as we think and talk”. The basic network model of CBT is
made up of four mental spaces, including two input spaces, generic space and integrated space. The two input spaces belong
to different cognitive domains and the generic space maps onto each of the inputs. The cross-space mapping illustrates the
partial mapping of counterparts between the two inputs. The generic space indicates the common and abstract structures
shared by the two inputs. The inputs are partially mapped onto the integrated space, which has emergent structure not
provided by the inputs. In the present study of metaphor translation, the translators integrated the space integrating mode in
the translating practice.

Within Fauconnier’s (1997, p. 160) CBT proposal on space and blending (see Figure 1), the four circles are mental
spaces. The solid lines represent the cross-space mappings between different inputs, the dotted lines indicate relations
between inputs and generic space or blended space, and the solid square in the blended space predicates emergent structure.
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Such a network model represents the on-line and dynamic cognitive integration process that people have to construct their
purports.

Generic Space

Input 1 Input 2

Blend

Figure 1: Four-space integration

The translating process may be considered as the process of “de-integration” of the source text. The translators in the
practice initially identified how the metaphor “Skin in the Game” comes into being, which was the integration network 1,
providing the process for interpreting the core ideas of the whole book. In integration network 2, it illustrated how “skin” and
“game” were understood in the target language culture.

Integration network 1 Integration network 2

i / Generic space A \ / Generic space B \

Input space Input space Input space Input space
i > —
i 1 2 3 4
Source Text space > Target language space

F Y

(Blended space A) (Blended space B)

Input space 1\3 Input space 2 :

Translation space

R —————— —————— - - S ——

Figure 2: Combined integration network

In this network in Figure 2, the translating work involved both translators” business and linguistic knowledge and their
cognitive experience, who negotiated, maintained, changed and reduced the conceptual structure which was compressed by
the writer of the original text. Finally, the translators concluded a cognitive target version for the title of “Skin in the Game”.

4. The Cognitive Translation Practice of “Skin in the Game”

The translators classified the metaphors which were related to “skin”, “game” and “skin in the game”. In the following
analyses, ST is the abbreviation of the source text, TT1 refers to the non-cognitive target translation, while TT2 refers to the
cognitive target translation.

4.1 The Translation of SKIN Metaphor

Many researchers have devoted their efforts to studying the cognitive mechanism, as well as the evolution and changes of
body metaphors from the perspective of semantics, such as HEAD metaphor, EYE metaphor, HUMAN BEING metaphor.
However, the SKIN metaphor is quite innovative, novel and less attended. The source domain (SKIN) in Chinese can be
mapped onto the target domains like OBJECTS, MATERIAL, FUNCTION and PERSONAL TRAIT. The source domain
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(SKIN) in English can be mapped onto THIN LAYER. In the book, “skin” is seldom used as an individual metaphor but is
often conjoined with “Skin in the Game”, whilst it is often replaced by its epistemic correspondence “expose (to)” which is
indirectly associated with the function of “SKIN”, inferring inside/outside and protection. Here is an example from the book.

Example 1

ST1: ﬁ‘you give an opinion, and someone follows it, you are morally obligated to be, yourself, exposed to
its consequences. (Paragraph 4, Page 12)

TTLWRIRRR T —AEA, AANRNT, HEX L, REZEH CRRBEFRZ .

TT2: WRARRR T —DEN, ANKNT, EELE, A XSEEAEER.

Figure 3 presents the translators’ conceptual integration network and their perceived relationship between the Input Space
1 “SKIN” and the Input Space 2 “People”. “SKIN”, as a part of our body, is easily affected when exposed to the outside
world without protection. The features of the Input Space “SKIN” are mapped onto the Input Space “People”, and are
described from the perspectives of “the condition” and “risks”. The integrated space demonstrates the result of the
integration: a person “exposed” to the results or consequences is just like the “SKIN” exposed to the outside.

(Generic Space)

| __— The condition el

[ Sombngtrgids —[—
Input Space 1 Input Space 2\

L~ Exposed to (the SKIN) I R : " Being affected —~——_|

7Rea] world : ' Possible consequences ™|

Blending Space:

———Exposed to its results — |

Integrated Result / Translation Space
A XS EAFER

Figure 3: Conceptual integration network: “Exposed to (the SKIN)” and “People”

As to TT1 version, the translators interpreted the metaphor literally in a way that could be understood by the target
readers as they could get the idea that “exposing” oneself who might be affected by commercial risks. However, such a
version “HEHCHEFEEGHRZHF”  does not occur frequently in the daily usage by the Chinese. In Chinese, “#F&{E /5
22”7 predicates taking/accepting the results. Thus, the translators paraphrased the metaphor in TT2 as “7&#H /5 R ”
based on the Chinese language convention. The aim to expose oneself to the consequences is to take the responsibility of the
results. Here is another example.

Example 2

ST2: Igureaucracy is a construction by which a person is conveniently separated from the consequences of
his or her actions. And, one may ask, what can we do since a centralized system will necessarily need people
who are not directly exposed to the cost of errors? Well, we have no choice but to decentralize or, more
politely, to localize; to have fewer of these immune decision makers. (Paragraph 3, Page 28)

TTL EE S, — AN ARG MBIANE AT ARIER. Ba, HATRRSE, BHA—
AR 1) 0 IR 5 A e A & B B B B R R IARHY . TR 2 AT REMLE Al BR 1
e, FATTCIEFE, B LRGN U0, AL, DA X B AN 52 25 SR EE i (1 P 2

TT2 : fEERESHITS, —MATURSGANE ST AKIBER. A, Wiefd A, BAR—4
ERUARI DR FEAEAAHNERLE, AT AWE? By 1B, ATk,
R YL, T, DA I e 0r 45 SR e T S
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In Example 2, we may figure out bureaucrats from the concept of skin through the conceptual integration network
between “SKIN” and “Bureaucrat” (see Figure 4).

Generic Space
| _—Being seen——__|
Not being seen —_|

/Not affected\

=
{lﬁtSpace 1 Input S;®><
‘xposed (to external world) -f-- - - Regulated
[—————Hidden . Not regulaw(%

——1Immune system -+ Not affected by the cost of errors ~

Blended Space
~—Exposed to the cost of errors—]
—— Immune decision makers —

v

Translation Space

Figure 4: Conceptual integration network: “Exposed (SKIN)” and “Bureaucrat”

To have “SKIN” in politics is to take a risk and shoulder the responsibility for one’s own actions. Exposing oneself to the
external world reveals being regulated for bureaucrats. When a person hides himself in the corner or in darkness, he might
not be spotted. This is the same thing for bureaucrats who are not regulated. These relations were described from three
perspectives, which were illustrated in the generic space in Figure 4. The implication of “exposed to the cost of errors” was
that the person had to take responsibility for the result. It was literally translated in TT1, retaining the metaphorical
expression of “exposed to something” which was too lengthy in Chinese. In TT2, the translators used a Chinese metaphor “
A... L which literally conveyed paying the bill for something, taking responsibility for the consequences in this context.
TT2 was more accurate concerning Chinese communication conventions. From the two examples, the target readers would
learn the author’s attitude towards the commercial owner-operators more authentically.

4.2 The Translation of GAME Metaphor

There are numerous studies about the GAME metaphor, especially the conceptual metaphors ECONOMY IS A GAME in
economic discourses and POLITICS IS A GAME in political discourses. Different from “SKIN”, “GAME” metaphors are
often applied independently in the text. In the following translation practices and analyses, the translators presented their
cognitive integration process, and how the final translated versions of GAME metaphor were concluded. In the practice,
GAME metaphor was literally translated as “¥i#%%” , associated with commercial ideologies or bias.

Example 3

ST3: E)rhe good news is that in spite of the efforts of a complicit Obama administration that wanted to
protect the game and the rent-seeking bankers, the risk-taking business started moving toward small
independent structures known as hedge funds. (Paragraph 3, Page 31)

TTL R, BRI E S BUG BRI BERRAN T A RAT R, KR AR 8
YA ke PR NILE VAL IR A

TT2: G R, R Bl — A B B S B A R XA, R ST, (HZ XS IE D
ST UREE AR PR, — RN ARSI 284

In Example 3, the concepts of “game” and “bank” are blended, creating metaphorical expressions. Figure 5 presents the
association of Input Space 1 “GAME” and Input Space 2 “Economic Activity”. Banking business can be recognized as a
game where the rent-seeking bankers are the players, and the government is the judge who wants to support or protect the
game. These similarities are described from the perspectives of the participants and the host in the activities. After these
concepts have been blended, metaphorical expressions like “a complicit Obama administration that wanted to protect the
game” appear. From such a metaphor, the author wants to reveal the dark side of the banking business and political affairs.
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Genenic Space

- ——ACtiVity —__
——_ ___—Participants_ "‘“\\\\
e | ___Host— s S —
R - L \\\ »—\\\ -\
R //"’ . - ‘\(
¢ E><C —Tnput Space | Input Sp.:cc\\...<L
/~‘—><'>(‘mm ‘ | Bank <—_ T— _.—0"
~ \_(;:’( ___—Player f ! Bankers™———"
S ——=Judge ‘ - Government "%\ <
i i /// 2,
T //‘/
—————— Blended Space e

J-«—,_,—/'

rotected game =——

v

Translation Space

G 1K 35 AR

Figure 5: Conceptual integration network: “GAME” and “Economic Activity”

While translating “GAME”, the translators chose to translate it literally because “Jif#%” inferred many complicated
situations and ideologies where unfairness might occur and the rules were controlled by people with authority. Literal
translation was easy to be understood by the Chinese because the Chinese had similar experience and the shared knowledge
with the author that the government wanted to protect the unfair game, and the unfair banking business was biased. However,
“GAME” in many cases might have different inferences and needs to be paraphrased. Here is an example.

Example 4

ST4: IF\)/Iore critically, people with good lawyers can game regulations (or, as we will see, make it known
that they hire former regulators, and overpay for them, which signals a prospective bribe to those currently in
office). (Paragraph 4, Page 70, See Appendix 1 ST12)

TTL: SEOREEIN S, WG 1AM N T AR, (83, IEWIRAISE R, bR EE M AR
PHRTRRIN ) 2 s SAS AT 7, X LEHIE 7= 5 U R R Le e AE 24 =5 HE N B AT

TT2: BOCHER, R T I EIm M N r] LSRRI T (0 Eﬁu&ﬂ]&%iu (R, AR AT A
MR T Z BT BRI, I TSR s, XIS AE R 1) A SR it — FhEAE I I D

In Example 4, the concepts of “game” and “political activity” are integrated to create metaphorical images. Figure 6
exhibits the relation between Input Space 1 “GAME” and Input Space 2 “Political Activity”. In a game, the players, namely
the lawyers from the context, may play tricks and change the rules, which are considered unethical, just like the politicians in
political activities, who may use their knowledge, power and authority to manipulate the regulations to get various benefits
for themselves. In the integrated space, the metaphorical image “good lawyers can game regulations” is projected, implying
the unethical behaviors in the political game.
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Generic Space

__——Activity ~——__
___,-/"/ ‘People —~ T
P nethical bchanourf\ — et
/’/_ .--‘/> —/ ‘\‘\ 5\"‘»~, \\‘~\
> — = e ~— ~— ~
-1 > - \<\_ \\_5 1 N
"\}_—__ InputSpace 1 Input Spac€2—_ e ,/
- ,_./ ~_—GAME ! f Political activity— )"_\\ ~~
—<———=Players { ! Lawyers / Polmuans \‘*:‘:”“T:\
// 7_L,amc the rules ! ! Manipulate the regulations ‘\T‘\\
15 = e >
( X - //7\
‘—\‘:?}:\:‘:‘3:: (Blended Space) _;__-.-:5_'-:_‘—5:‘?:':—_: =<5
e
_"'\(Jnmc regulations =
Translation Space
IR R

Figure 6: Conceptual integration network: “Game” and “Political Activity”

The verb “game” in Example 4 refers to using rules or laws to get what they want in an unfairness in a legal way.
However, remaining the original metaphor is confusing in Chinese as the word “Ji# Xk is often used as a noun. The
translators used a Chinese metaphor “£4%*-1->, as an equivalent Chinese metaphor, to convey the same meaning for such a
metaphorical version also displayed using laws to gain what they wanted in an unfairness but with a legal method.

4.3 The Translation of “Skin in the Game” Metaphor

The occurrences of “Skin in the Game” are of great significance in this book, appearing not only in the title, but also in
the context with high frequency — fifty-seven times in the book, which is correlated with war, business, academics, finance,
politics and daily life. To have “skin in the game” is to have monetary or other risks by being involved in achieving an aim.
In addition, it refers to owners or principals who have significant stakes in an investment vehicle, such as shares of a
company, in which outside investors are solicited to invest. In this section, the translators selected five contexts to analyze
“Skin in the Game” by using metaphorical mapping and cognitive integration while conducting the translation.

Example 5
ST5: The idea of skin in the game is woven into history: historically, all warlords and warmongers...

(Paragraph 2, Page 26)
TTL: R ARRE S DR s PTIs, ZERAARR G B e
TT2: s, Hids b oA m AT HWGE, RGNS R B -

In Example 5, the noun phrase “skin in the game” is applied as an attributive phrase which indicates soldiers who take
physical risks at war. In translators’ cognition, “skin” implied those prominent people taking physical risks, like warlords,
commanders at frontline in battles. The mapping between the Input Space 1 “Skin in the game” and the Input Space 2
“Warlord” related to the typical figures in the war. The domain “Skin in the game” was integrated with the domain “warlord”
because of their similarities. When people were at war without protective armors, they were at risk and they might be injured
in the fights. Thus, “skin in the game” was translated as “/#3% I~ & c 1% to match the Chinese cognition of “warlords,
armors, danger and death”. Figure 7 exhibits the Conceptual Integration Network between “Skin in the Game” and
“Warlord”, in which the idea of “Skin in the Game” is cognized as an object, like cotton or thread, which can be woven into
“fabrics”. There are two ontological metaphors, “the idea is an object” and “history is an object” behind the metaphorical
expression.

64



JCSLL 1 (4): 57-71 Yang, W., He, J., & Fu, B.

Generic Space
Vulnerable
The result of being injure

Exposed\

Input Space 1 Input Space 2

Easily injured { t Being captured
jured seriously t t Causing Death—
—Without protection [ T Without protective arma

The idea of “skin in the game" is™

woven into history...

v
Translation Space (1)
Fis, $ialsh Bkt
&‘z#i&%‘lrﬁf i

Figure 7: Conceptual integration network of “Skin in the Game (1) and “Warlord”

In Example 5, regarding “stories” about great people in history, the translators did not translate “the idea of ” as “F & or
“WE2, but “#ZE”, through which the target text was more coherent with the context of stories of great people in the
following. Hence, using the version “#{Z” for “the idea of” read more smoothly in Chinese. The translators retained the
metaphor of weaving as it was also familiar for the Chinese. Speaking of weaving, people would think about the scene of
weaving cloth as well. In this sentence, it employed that the history was made up of the ideas of “skin in the game”. The
combination of “I{{ZF” and “Zm %> was better than the combination of “= & and “4mZ3”.

Example 6
ST6: But not to worry, ... a system that doesn’t have a mechanism of skin in the game, with a buildup of

imbalances, will eventually blow up and self-repair that way, if it survives. ( Paragraph 4, Page 29 )

TTL AEARHEG, — D REEFHRTHIRREINE], ZAAME, AR OFERBE, MR

EREAFIE T

TT2: AEAHHL, e et e Bl MR T A ST " 5 “RE” AXTFRE &R
G, BEEREHED B, RIS RARGAAE TR, REBERIF “ U753 34T H
HEE.

While translating “skin in the game” in Example 6, the translators used a different cognitive process, sketched in Figure
8, presenting the inter-relationship between Input Space 1 “Skin in the Game” and Input Space 2 “Power Balance”, affecting
the linguistic choices for subsequent translated versions.
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Generic Space

Input Sp

Mechanism of risk sh
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Figure 8: Conceptual integration network: “Skin in the Game (2)” and “Power Balance”

These two domains were described from perspectives, such as their function, factors that might have bad influences and
results when they were harmed. In the expression of “a system that doesn’t have a mechanism of skin in the game”, “skin in
the game” was characterized by imbalances in power and responsibility. The Chinese readers might be puzzled at the
characteristics of such a system, so the translators retained the metaphor of “imbalances” and paraphrased the metaphor of
“Skin in the Game” to make the features of the system more recognizable. The translators conceived the metaphors of “self-
repair” and “survive” as they both belonged to a domain of parts of human beings, which were easily recognized by the
Chinese readers. The metaphor of “survive” purported a person who went through difficulties in a system. The metaphor of
“self-repair” was remained for the same reason. The translators noticed that there were examples of “(avoiding) skin in the
game”, directly related to risk sharing and management in the book, responding to the metaphorical expressions before or
after them.

Example 7

ST7: Ipwas speaking right after the man who, in spite of looks (and personality) quite similar to those found
in Mesopotamian statues, epitomizes absence of skin in the game: former Federal Reserve governor Ben
Bernanke. ( Paragraph 1, Page 42 )

TTL AR PMANZLERE, REMBRIRESE TR K RS EIRE, 2 2Rk Bk
RGBT SRR A A

TT2: FEFRATH A 5 R DA, RAE M FIAME) 5 R RAE KM L, s
FEVFR TS 5, ORI KR 1 MLy BT SEIBCAE E A < A R e

In Example 7, the concept of “skin in the game” projects how the banker works. Figure 9 illustrates the correlation
between Input Space 1 “Skin in the game” and Input Space 2 “Banker”.
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Figure 9: Conceptual integration network: “Skin in the Game (3)” and “Banker”

In Example 7, the banker Ben Bernanke is considered as an evildoer because he transfers the financial risks to the
ordinary people in the text. In translators’ cognition of banking business, participating in the financial game indicated that
bankers were restricted by the game rules, and bankers were classified as those who took responsibilities and those who did
not. However, “absence of skin in the game” illustrated that Ben got away with his wrong actions. The word “absence”
equaled to “without”. While translating the metaphorical term “skin in the game”, the translators changed the literal meaning
of the original metaphor and combined it with its metaphorical and projected meaning. The reason of doing this was that, the
metaphorical expression “skin in the game” was of the significant feature in the book, which indicated the author’s cognition
on risk management, which the translators wished to maintain. In Chinese, “F& £ signifies that people can physically see the
actor, therefore, the actor can do whatever he/she wants to do without being regulated or observed. This Chinese expression
conveys the similar cognition of the author and meanwhile can be easily cognized by the Chinese readers. In the translating
practice, the discourse coherence is considered with applied paraphrases in translated versions.

Example 8

ST8: The doer wins by doing, not convincing. Entire fields (say economics and other social sciences)
become themselves charlatanic because of the absence of skin in the game connecting them back to earth
(while the participants argue about “science”). (Paragraph 1, Page 54)

TTL SEFFREATHIME, MAREVR B G2 WATF A AL B R AR T
B, RN B BRI SE A AT A BRI ALk (CES 5EHAESBE “FL” 1))

TT2: SEFFEEATHINE, MARERED . BASUR (NS 5F Ak Rb ) #AR R VLI RE
H, BURFER ik, CHEFAERIK “BRE” ), AT bR, ORI 22 52 2 B i
B “BBEAN” .

In Example 8, “skin in the game” interprets the danger and risks that academic scholars are faced with. Figure 10 displays
the relation between Input Space 1 “Skin in the game” and Input Space 2 “Academic Scholar”. In the context, the author
expresses his aversion towards some scholars who just focus on words but not the reality, and whose theories are not
applicable in daily life. Hence, “the absence of skin in the game” indicates no connection with the reality. The author blends
“skin in the game” and its indicated concepts within the integrated space “the absence of skin in the game connecting them
back to earth”. The image of “the earth” predicates the reality shown in the story of Antaeus who is not able to be separated
from his mother, the Earth Goddess, which implies that all knowledge can’t be separated from the facts.
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Figure 10: Conceptual integration network: “Skin in the Game (4)” and “Academic Scholar”

While translating the source text, if the translators translated it literally as “7% 7 % JIk”, the Chinese readers would get lost
in the translation. Then, the translators paraphrased the metaphor term of “the absence of skin in the game” by associating it
with the metaphor of “earth”, i.e. the translators changed the metaphor “skin” into “body” and translated it as “F& & N\, and
the collocation was still recognizable for the target Chinese readers. The translators paraphrased the metaphor “earth”
because the story of Antaeus was told by the author in the previous text and the Chinese readers might find it difficult to
understand if the translators translated it literally as “ X3,

4.4 The Translation of “Skin in the Game ” in the Title

“Skin in the game” is a highly occurred token used by the author throughout the book, which could not be interpreted
with a consistent Chinese term in different contexts. To translate the title and its applications in the contexts, the translators
analyzed the SKIN metaphor, the GAME metaphor and the metaphorical term “skin in the game” by finding out their
associations with the contextual ideas and the predications that the author wished to convey in the text. Firstly, “SKIN” is the
surface of human beings’ body, functioning as a protection. The cognitive process to interpret the characteristics of the image
of “SKIN” is sketched in Figure 11.

SKIN
/ x
- - Feature: might be casily SR
Function: protecting injured ‘é
human being’s body &
: s B
Result : going through one’s Result: i 8
skin and cause seriously self-repairing | B
damage to one’s body §
Measure : wearing Measure : hiding &
protective armor oneself

Figure 11: The cognitive process of SKIN metaphor
Secondly, the cognitive process of “GAME” metaphors is greatly affected by its association with banking business,

government, unethical players, game regulations, scholar’s behavior, and so on. A fair “game” requires the balance of rights
and risks. Its cognitive process is summarized in Figure 12.
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Figure 12: The cognitive process of GAME metaphor

To integrate “SKIN” and “GAME” in the term “skin in the game” in the text, the author mapped a dynamic and complex
cognition so the translators considered the metaphorical mapping process in the contexts of text together with the cultural
issues, business knowledge and linguistic conventions. Based on the above analyses, the translators eventually decided to
translate the title “Skin in the Game” as “H & fiiJ5)”. The translation process of the “Skin in the Game” is illustrated in
Figure 13.

“Skin in the Game™ in
the book title

. X

Interpreting SKIN metaphor in the Interpreting GAME metaphor in the

text by using cognitive mapping text by using cognitive mapping \

« ¥

Interpreting “skin in the game”™ in the
text by using cognitive mapping

I

[ T I | >

Chinese Version || Chinese Version || Chinese Version Chinese Version
1... v 1 3...

I 1 ! L
|

Chinese version for “Skin in the Game” in the
book title by using an amplification strategy: Y,
®aER

ssaooud uoneajw dARIUTO)

Figure 13: The cognitive translation of “Skin in the Game” in the book title

Throughout the book, “SKIN” metaphor is not applied alone but associated with “exposures to risk and danger”. As the
whole book is talking about business risk and risk management in various fields, the “SKIN” metaphor in the title can be
translated as “# #% 7F f& L # . Although the “GAME” metaphor is traditionally linked with actions of play and
entertainment, it is often associated with rules, regulations and even tricks in business contexts. In the context, there are more
GAME metaphors than SKIN associated metaphors because GAME metaphor has a wider contextual scope, including
playing tricks, breaking rules and avoiding risks. “GAME” in the book is not a completely fair game for fun, as there are
many hidden asymmetries. Thus, literally translating “GAME” as “Jif %> cannot convey the author’s ideas on risk
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management as Chinese readers have different cognition on “Ji#%X” for fun and joy. The translators thus decided to use “J7”
to interpret “GAME”. “J&” in Chinese predicates competition like chess competition, referring to numerous situations and
activities in different circles with tricks and strategies, either positive or negative. Speaking of “/&” metaphor in Chinese,
Chinese readers may easily recognize the tricks and strategies applied by the people involved in various activities, which may
be embedded with asymmetries. The Chinese “J7)” metaphor may arouse the Chinese cognition and feeling of complexity
and sophistication. Moreover, “skin in the game”, as the main theme of the book, is directly linked with risk management in
various business situations and how people deal with the risks in their daily life, which further confirms the translators’ final
decision on “skin in the game” in the book title as “& & & J&)”.

Nevertheless, this research provides an insight for the translators and Al translation, especially metaphors in discourses.
Grace et al. (2018) claim that, by 2024, Al translation will perform about as good as a human who is fluent in both languages
but unskilled at translation, even for the languages that are known to be difficult, like Czech, Chinese and Arabic. However,
Yang (2020, p. 192) argues that, while translating across cultures and in practice, even for daily communication that is full of
metaphors, cognitive processing is a mental mechanism whose purposes are to derive a semantic representation from a
linguistic expression, in order to make it meaningful in various discourses or interactions. In the cognitive approach to the
translation of “Skin in the Game”, the analyses of optimal linguistic selections for metaphor translation lead translators to
adopt, on different occasions and in different contexts, a cognitive blending method and an integrated interpretation of their
thoughts. The translating results are literalness, amplification, paraphrase or metaphors in the target language. Metaphor
translation thus requires special interpretive abilities and cognitive processing. The notions of cognitive blending in the
manifestoes of the target language are dynamic and contextual, projecting what goes on in translators’ minds. Thus, when
translating, a translator’s intention is to alter the linguistic devices and to exhibit his or her actual processes of cognitive
blending as the results for the translated metaphors.

5. Conclusion

In the process of translation, translators unconsciously or subconsciously apply their cognitive actions in the translating
work via cultural awareness, business and bi-linguistic knowledge. This research does not aim at analyzing theories about
cognitive linguistics or translation, but illustrating the cognitive process in translation practice, which is under the guidance
of conceptual integration. Meanwhile, we do not claim that “ & & f& 5" is the best Chinese version for the title “Skin in the
Game” but would like to present the cognitive process for the translation of a metaphorical device mapped in the contexts, in
which the translators’ bilingual proficiency, discoursal analysis, business knowledge, personal experience and cultural
awareness are all embedded. The cognitive approach to translation practice illustrates that a standardized version for a
linguistic device, especially for a metaphor or a metaphorical expression mapped in texts, is inappropriate. Translators
cognitively verify their linguistic choices for the source metaphorical device in various contexts to match the linguistic
conventions and cultural considerations of the target readers. In different cultures and with different life experience and
linguistic knowledge, translators present different degrees of autonomy of ways-of-seeing in the source text when they do
translation. In fact, many selected linguistic choices applied in translated versions are intentional in nature and they are part
of a more inclusive sense which is compositionally active with their knowledge background and extensional referential basis.
This provides great challenges for Al translation in terms of how cognitive processing should be integrated in language
processing by machines.
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