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AOUTNTAITIHE UT'PE U
SF KbWXEBHOCT

Caxerak: ¥V mexcmy ce pasmampajy kpemarea Hapamuea usmely SF
aumepamype u OUSUManrHux ueapa u rwuxoge melycobne gese, 00 Ha-
CMAaHKa Npeux OUSUMAIHUX Ueapa 00 CABPEMEHUX MPEJICHUX ueapa 3a
senuku opoj uepaya. Hapamusu xoju ce cene uz SF mexcmosa y uepe u
06pHYmMO, KOju uepe CMeuwmayy y mekcm, 00paxcagajy He camo peante
coyujanne 0OHOCe Y KOjUMA Cy HACMAjany, He2o Hyoe U (eGeHmyanna)
peuterba 3a npobieme cagpemMenoz ceema, npe ceée2a OHe U3a36ane Heo-
aubepanHom nonumukom. Y rwuma ce nanywma mMooepnu KOHyenm ca-
MO0060/bHE UHOUBUOYE KAO 2eHepamopa npomeHe, UHCUCUParLeM Ha
uoeju da ce ycnex Modlice OCmeapumu Camo capadrom U KOOPOUHAYU-
Jjom denosarpa eenuxoe bpoja 3auHmMepeco8anux akmepa, a nome bopoe
ce npemeuima u3 QuU3UYKoe y OUSUMAIHU BPOCMOP.

KibyuHe peuu: ouecumanne uepe, Oueumainu ceemosu, ,, Science
fiction”, Hapamus

Kana ce xaxe guknuja, 0ONYHO ce MHUCIIN HA JIMTEpaTypy WU
Ha (uimoBe, ctpunoBe U TB cepujane, OMHOCHO HpoOCTOpe y
KOjuUMa ce M3MHIIbajy M y KOjUMa NOTOM (PyHKIHMOHHIILY H3-
MUIIJBEHH, APYTradiju CBETOBH. TOKOM HOCIIEABUX JeleHH]a,
TH CBETOBHU Cy C€ M3 OHOT'a IITO OM Ce MOIIO Ha3BaTH KJlachud-
HoM (ukuujom miu SF! mpecenunu u y JUTHTaIHE MPOCTOPE

1 Axkponum ox Science Fiction. Y TeKCTy ce KOPUCTH AaKPOHUM H3BOPHOT
TepMHHA 300I TEPMUHOJIOIIKE HENPELM3HOCTH HayuyHe (aHTacTHKe Kao
yobuuajeHor mpesona; Gavrilovi¢, Lj. i Kovacevi¢ 1. (2015) Antropolosko
Citanje naucne fantastike, Etnoantropoloski problemi n. s. 10 (4), Beograd:
Odeljenje za etnologiju i antropologiju, Filozofski fakultet, str. 989-992.
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urapa, 6azupaHe Ha MojenrmMa Beh 100po O3HATHM U3 PaHHjUX
(HE caMo) )KaHPOBCKHUX OCTBapema.

JlurutanHe urpe cy, o caMor HacTaHKa, HApaTHBHO TOBE3aHEe
ca (anTacTikom, mpe cBera HaydHoM. [IpBe Urpe cy Taja Kaua
Cy Hacrajaie, neaecetux roguHa 20. Beka, came 1o cedu Ouie
Hay4yHa (haHTACTHKA, HEIITO IITO je IO TOT TPEHYTKa, a 3a Haj-
BehM J1e0 CBETCKE MOMyJalije U MHOTO KacHHUje, MOIJIO J1a Io-
croju camo y maurtu. CTBapaHe cy 3apaj IInJbeBa yCMEPEHHX Ha
pa3Boj TexHojIoTHje (MCIUTHBake MOTyNHOCTH porpaMupama,
OIHOCA JbYJM U KOMIjyTepa, HOBUX KOMIIJYTEPCKUX aJITOPHUTa-
Ma), a He pajii caMOTI' UTpama, OHOCHO KUXOB IIHJb HUje OHiia
Urpa Kao TakBa, HETO je OHa OMJIa ajiaT y MpoIecy U3rpaame HO-
BUX CUCTEMA MUIIJbECHA U O6HI/IKOBaH)a csera. Camum THM, TO-
KOM TIpoIleca IMicarha THX Urapa HUje e Pa3sMHUIIIBATIO0 O HEKHM
NPETIIOCTABJbCHUM KOPHCHUIIMMA KOJUX HHje HH MOIJIO OHTH,
jep Ccy padyHapu OWiIM peTKa M BPJIO CKyIa OmpemMa y MOTIy-
HOCTH HAMCHCHA HAYYHUM U TEXHOJIOIIKUM I/ICTpa)KI/IBaH)I/IMaZ.
One HUCY MMaJI€ HUKaKaB CKCIIMIWTHU HapaTuB, ajik je HUM-
IUTMIUTHA MOAPA3yMEBA0 3aMUllL/bAbe TIPHUE Koja je yoOuuaje-
HO IpaTHia CTaHJapIHe IPYLITBEHE U/UIIU CIIOPTCKE Urpe Koje
cy um ouite npemioxkak (Oxo, 1952; Tennis for Two, 1958).

Ho, Beh TokoM mies3zeceTnx roJuHa JBajeCeTOr BeKa, HaKo W
nabe paljene mpe cBera y QyHKIMjU pa3Boja codTBEepa, TUTHU-
TaJHe UIpe MOYUEbY Jla Ce YCMepaBajy W Ha MyOJNHKy BaH Ha-
YYHUX YCTaHOBA M, HCTOBPEMEHO, J1a C€ OOJIMKYjy Ha OCHOBY
cranmapaaux SF tema (Spacewar!, 1961; Space Travel, 1969).
To HHje HM MaJI0 YYJTHO jep Cy, 110 MPaBHILY, KOMITjYTEPCKHU 3a-
nyhenuiy Tora 100a (OHHM KOjU CY AN Ha OOIIMKOBAMY UTa-
pa) ompacTtany 4nTajyhu TEKCTOBE KOjU CE JJaHAC CMATPajy Kiia-
CHYHOM Hay4YHO-(pAaHTACTHYHOM JIUTEPATypOM, IITO j& CBE [0
ceJlaMIeCeTHX TOANHA [[BAJECETOr BeKa OHMIIO MPETEKHO space
— omepa xanpa. CemamaeceTnx, Kaja MOYHAE Pa3Boj apKaj-
HUX Urapa Ha ayToMaThuMa HaMemhEHHM LIMPOKOj MyOnuIy, np-
BU HacJIOBH cy Takolhe Omiu 0azupaHu Ha (IPETHOCTaBJHEHHM )
SF maparusuma ucte Bpcte: on Galaxy Game, Computer Space
(1971) no usy3etHor ycriexa urpe Space Invaders (1978) u nene
cepuje HacjI0Ba KOju Cy je mpaTwin. TokoM 1esIor OBOT meproa
y Urpama u Jiajbe Huje Oniio cTBapHor HaparuBa. [ienano us aa-
Halllihe TIEPCIIEKTHBE TO je OMO caMo Masii OpOj OPraHN30BaHUX
MUKCeNla Koju ce kpehy Mo ekpaHy M Koje, [0 MpaBuiy, Tpeba
MOroAUTH APYTruM NOKPETHHUM KW KOHTPOJUCAHHUM ITUKCEIUMA.
Ho, u3a cBUX TUX MPBOOUTHUX NMPUMHTHUBHUX CIMYHIA HeOe-
CKHUX TeJa WM HamlaJia4qa U3 CBeMHUpa, CTajao je BEJIMKU HapaTuB

2 KopucHuuM/urpadu ¢y yriiaBHOM OWIM CaMH ayTOPHU Urapa, KOju Cy y HbUMa
yKUBAJIM Ma KOJIMKO J1a Cy UM LIMJbEBU OMJIN Apyradnje MoCTaBbeHH.
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0 YIIO3HaBamy U HCTOBPEMEHOM ,,0CBajamy’’ CBEMUpA U HaJBJIA-
JlaBary CBUX OMACHOCTH KOj€ OH MOXIa cKpuBa. CBaka off ihHX,
Ma KOJIMKO ¥ rpad)uuku 1 HapaTHBHO OuJia cBejieHa, Ouia je cBe-
MHpCKa OTepa y MajioM, ¢a MTPadyeM Kao IJIaBHUM jYHAKOM, Off
YHjer ycrexa y 00aBbarby NOCTaBJbEHOT 3a/1aTKa 3aBUCH CyIOH-
Ha YHUBep3yMa.

U3 mexcma y uepy

On moyeTka ocamJIeCeTHX TOAWHA JBAJIECETOT BeKa, Kaja Io-
YHEbE Pa3BOj KOMEPLHjaTHAX Hrapa HAMEHECHUX IEPCOHATHUM
padyHapuMa H Y HOTILYHOCTH HE3aBHCHHX Ol XapiBepa,’ IpBU
3HaYajHU HACIIOBH TaKolje Cy ce UBPCTO OCNamk-alli Ha (paHTa3Hj-
cke HaparuBe. To ce mpe cBera OJHOCH Ha JjBa BEJIUKA cepuja-
Jla IUTHTAIHAX aBaHTypa: Gantasujcku King Quest* u HayqHO-
¢banractuunu Space Quest’, unje ce Haciele moxxe nponahu y
TOTOBO CBHM CaBPEMEHUM JIUTHTAIHHM cBeToBHMa.® OHE HHUCY
3aCHOBaHE Ha KOHKPETHHUM JIUTEPAPHUM MPEUIOIILIMA, AU CY
puye Koje Cy ce YHyTap BHX pa3BHjalie 00IMKOBaHE Ha OCHOBY
moctojehux OMUJbeHHUX TUTEepapHUX (PaHTA3HjCKUX HApaTHBA.

HcToBpeMeHo, TOCTOjao je TOTOBO OeCKOHaYaH HU3 MOKYIIa-
ja mpeBohera KOHKpeTHHX momynapHuX SF TekcToBa Ha je3mK
urpe. Heke oj Tako Hacranux urapa (amp. Dune II' mo Kyit-
HOM cepujany kiura Openka Xepoepra /Frank Herbert/), 6me
Cy KOPEKTHE M BaKHE 32 JaJbU Pa3BOj KOHIIENTa AWTHTAIHOT
Urpama, Nako caMe HUCy Omie MHOro momynapee. [lpyre cy

3 V¥ cmucny na cy ce quctpubyupaie Kao caMOCTaIHH cOYTBEPCKH IPOU3BOLL,
a He 3aje/IHO ca XapIBEPOM.

4 Sierra Online, 9 nacinosa 1980-1998.
5 Sierra Online, 7 nacnosa, 1986—-1995.

6 Taj TpeHn je HACTaBJbEH CBE JIO JaHac, Kajga je BehrHa Mrpaykux CBETOBa
6a3upana Ha (aHTazujckuM HaparuBuMa, Ounu onu SF winm encko-danra-
CTHYHH, 32 IITa je BepoBaTtHO Hajoossu mpumep World of Warcraft u nasmse
HajnonynapHuja urpa oor tumna (Blizzard, 2004. Oz taza je urpa gobuina ce-
JlaM €KCIaH3uja /PpOoLIMpeha IpUYe U — ca BoM U — cBeta: The Burning Cru-
sade 2007, Wrath of the Lich King 2008, Cataclysm 2010, Mists of Pandaria
2012, Warlords of Draenor 2014, Legion 2016, Battle for Azeroth 2018. n
oOHaBJbame npBoOuTHE Bep3uje World of Warcraft Classic 2019. ronune),
Koja je, mope]| pa3HuX MUTCKHX Onha U3 pasMuuTUX TPaJuLUja, OKUBEIA U
Opke, gyBeHe ToJIKMHOBE HEraTtuBlie, HAaKO y MOTIIYHO HOBOM CBETIY, a CBE
TO y KJIaCMYHOM (DaHTa3MjCKOM MEIHUjeBAITHOM OKpYXemwy. Mlako Hurne He-
Ma JIMPEKTHOT Npey3uMama/TpaHcdopmariyje 010 KOr MO3HATOT TEKCTa, y
WoW-y cy, Kao i y BeIMKOM Opojy ApyruX Urapa, MoTIIyHO NPENO3HATIbHBH
KaKO TOIIOCH M3 Pa3IMYMTUX MHUTOJIOTHja U KyITYpHHUX uctopuja (Bainbrid-
ge, W. S. (2010) The Warcraft Civilization. Social Science in a Virtual World,
Cambridge, London: The MIT Press), Tako 1 U3 nomynapHe KyaType, 1 jeiHa
0J1 CTaHAapAHUX 3a0aBa UTrpavke MOIyJalLyje jecTe BbUXOBO IPENO3HABAKE
U TyMaueme, LITO ce, 10 MPABUILY, OABHja BaH THX CBETOBA, HA PA3IMYHTHM
(opymMHMa U AUCKYCHOHHM IpyIama.

7 Crpareruja. Virgin Interactive 1992.
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JIyro HajaBJbHBaHE M OueKHBaHe!, ma OW ce Mocie MylTama y
JKHUBOT TTOKa3aJie Kao HEYCIIEIIHEe, YeCTO BHIIE 300T MPEBETUKUX
OYEKMBama Kako (haHOBa — Ha 4Mjoj ce MocBeheHOCTH HapaTHBY
Y 3aCHHBaJIa OJUTyKa O pPa3BOjy Urpe, TAKO U TUMa KOjH j& paguo
Ha HBCHOM pa3Bojy, HEro 300r camor KBajguteTa urpe. Tako je,
YIPKOC HECYMIbMBOM YTHUIAjy KOjU je (haHTa3ujcKa JHTepary-
pa (y o0e cBoje JXKaHPOBCKE BapHjaHTE) UMajia y OOJHKOBAKY
JUTATATHUX UTrapa, a 3aTUM U YUTaBUX CBETOBA, 10 AaHacC je
BEOMa Mall0 YCICIIHUX Wrapa 0a3supaHo Ha KOHKPETHOM IIH-
TepapHOM mpeanoniky. Hajycnemnuja 10 caaa je HECYMEBHBO
erncko-(antasujcka Witcher Gppanmmsa’, 6a3upana Ha cepujany
pomana Amxeja Cankosckor /Andrzej Sapkowski/.!

MelyTrm, nako camu HapaTHBH HUCY YCIEUIHO MpeBOheHH, Ha-
YHH 0OJIMKOBaba MpPEKHUX HUT'apa U AUTUTAJTHUX CBCTOBaA KOjI/I
HHCY MTPE Y Y)KEM CMHUCIY PEUH, HErO Cy CHMYJIallija CTBAPHO-
ctu (MeracBetoBH, cf. Second Life''), uma noTmyHO jacHe mpe-
teye y SF nureparypu. Haume, y Bpeme kana je Hun CtuBeHcoH
/Neal Stephenson/ o6jaBuo pomauSnow Crash'’, UHTEpPHET je
01O joIII y MOBOjY, & MPEKHO IMOBE3UBAE BEIUKOT Opoja JbY/IH,
HMAaKO TCOPHjCKH MPETIOCTaBIbEHO, jOII YBEK HHUje OMUIIO MOTy-
he. Y meroBom pomany cy, MehyTHM, JbYIH KUBEIH Tapaiel-
HC U IIOBE3aHC (1)I/I3I/I‘-IKC U JUTUTAJIIHC XHUBOTE; Y NUTHUTAJITHOM
npocTopy y GopMu aBarapa, Kako je TO AaHAC MOTIIYHO Toapa-
3ymeBaHo. CTHBEHCOH je TaJia CKOBAO U TEPMHUH metaverse, KOju
Mo/Ipa3yMeBa JeJbeHH KOJIICKTUBHH MPOCTOP, 3aCHOBAH HA CTajl-
HOJj MHTEepaKkiuju n3Mel)y yzajaMHO TeCHO MOBE3aHUX/HENEIbU-
BUX (DM3MYKUX U TUTHTAIHUX TpocTopa. [IpBe urpe kpeupane
Ha OCHOBY TaKBOT KOHIIETITA MPOCTOpa mojaBuiie ¢y ce Beh kpa-
jem Beka'®, na 6u 10 JaHAC TTOCTANe MOTIYHO CTAaHIaPIHN HAauYHH
napanense Meljysbynacke uHTEepakimje.

Ho, xao mTo cy KOHLENTH U HapaTHBU U3 (haHTa3MjCKe JINTE-
parype yTUIaJd Ha pa3Boj AMIMTAIHUX Urapa, camo HoCToja-
e JUTHTAIHUX Urapa, Kao M HbHUX0Ba TpaHc(hopMalrja TOKOM

8 Hup. Otherland, no pomany Tena Bunujamca /Tad Williams/: HajaBibeHa 3a
2010, ma 2012, 6era Bep3uja mymreHa 2014. na moByueHa, KOHAYHO 00jaBbe-
Ha 2016, Ge3 BeIMKOT ycrexa U Hopell OrPOMHOT HHTEPECOBamba (paHoBa.

9 The Witcher 2007, The Witcher 2: Assassins of Kings 2011. u The Witcher 3:
Wild Hunt 2015. ronune. Urpe je pa3no nosscku crynuo CD Projekt RED.

10 XKanposcko oapeheme je y 0BOM cilydajy NPHIMYHO YCIOBHO, jep je U3 Ha-
paTHBa jaCHO 1a Cy JbY/IH Y ME/MjEBAIHY CBET IPHYE/Urpe JOLLIN HOLITO Cy
[IPETXO/IHO YHUIITHIN CBOj CBET. HapaTus mourBa Ha nieji MyJaTHBEp3yMa U
MOXeE C€ IMOTIIYHO OIpAB/IaHO YUTATH U KAo JUCTOIH]a.

11 Linden Lab, 2003.

12 Stephenson, N. (1992) Snow Crash, New York: Bantam Books. [IpeBeneHo
Kao Xucmepuunu cnez, 1999, beorpaa: 3nak Carure.

13 IIpBom wurpom oBe Bpcre obuuHO ce cmarpa Meridian59 (The 3DO
Company, Near Death Studios, 1996).
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BpEMEHa, MMOBPATHO Cy YTHULAIM Ha KEHKEBHOCT, YKIbYYY]y-
hu yBoheme MOTITyHO HOBHX MpHUYA, alld U OOJMKOBAaHkE HOBHX
KIbIDKEBHUX TIpaBalla, pe cBera y okBupy SF nureparype.

U3 uepe y mexkcm...

Jururanse urpe cy modene aa yTudy Ha oonukoBame SF Hapa-
THBA TOTOBO Ha CAMOM IIOYETKY HUXOBOI' pa3Boja HAMEHEHOT
mpokoj myonumw,. [IpBa mpuya y k0joj je IaBHy yiIoTy IMaja
JIMTUTAIHA Urpa je Endeposa uzpa', Ha 0CHOBY Koje je HACTao
M3y3eTHO YCIIEIIaH POMaH'>, a 3aTUM W L0 CepHja pOMaHa.
[Ipuua je o0jaBpeHA UCTE TOOMHE KaJa U IPBa apKaaHa HIpa ca
BEKTOPCKOM TrpadukoM (Space Wars, Cinematronics), 3a KOjoM
he ciexuTn HU3 Urapa ca CJIMYHUM HapaTHBUMa, HAaKO ca Ipyra-
4ijoM MexaHukoM. Llema Ta ceprja KOH30JIHUX UTapa YBPCTO Ce
Jp>KaJia MO3HATOT U TaJa jOIl YBEK BPJIO IOIMYJIApHOT HapaTHBa
O0opOe mpoTHB OCBajaya M3 CBEMHpA, KOja ce 3aBplaBa mode-
JIOM UTpada, MITO je U3jeJHaYeHO ca MmoOeIoM JbYICKE pace Hal
CBHM MOTyhHM OIlacHOCTHMa KOje Ce MOTY CPECTH Y CBeMHpY. Y
Kapmooj /Orson Scot Card/ npuum (1 KacHHjeM poMaHy) UTpa
Te BpcTe (M OMIIo KakBa YOIIIITe) IPBHU IYT je CMEIITeHa Y IIeH-
Tap fgoralaja, Kao HAYMH J1a c€ IPOMEHHU/O0INKYje CBET. Y OBOM
ClIydajy je IpUMemheHa MeTajernca KOjoM ce yoOndajeHa jacHa
CIIMKa CBETa Urpe Kao AUCTAHLHMPAHOT M, O NPAaBUITY, CYIPOT-
CTaBJBCHOT CTBApHOCTH, Ipeokpehe qa OM OHO IITO ce cMarpa
UTPOM 3alpaBO 6una CTBAPHOCT: EHIEPOBO HUrpame JUIHTAl-
HUX PaTHHUX Urapa je HberoBo Bol)eme CTBapHOT paTa IPOTUB TY-
huHCcKe cBemupcke pace. OCUM Ipey3uMama MOJeNla HapaTrBa,
Opcor Cxot Kapn ce uBpcTo apkao u y To BpeMe pacipocTpa-
IBeHe Tpenpacyne (kKoja je y BeIHKOj Mepu OO0 JaHac OdyBaHa
Y jaBHOM IIUCKYPCY) Jla CE€ WTPajy caMo Jela/THHEJIepH, U TO
camo Jedany, 1a ¢y 1 EHjep v OCTajM paTHULM/Urpadnd caMo
nedany y3pacrta ox 10 go 18 roguna.'s

OBa BpcTa IWTHTAJHHUX WTapa, Kao W MpUYa/pPOMaH y K0joj Cy
OHE yIoTpeOJbeHE Kao LIEHTPAJIHU MOTHUB, BPXyHAIl Cy KOHIIEITa
MOJIEPHOCTH: YBpPCTa Bepa y alCOJIYTHO M OOjEeKTHBHO 3Ha-
e, I0CTojalbe 00jeKTUBHE MCTHUHE, JTMHEAPHH MPOTrpec U 40-
BeKa (MMIUTMLUTHO, ajli BPJIO jaCHO — IPHIIAJHHKA 3alaJHuX

14 Card, O. S. (1977) Ender’s Game, in: Analog Science Fiction and Fact. Ilpe-
BOJ Ipuue je 00jaBibeH y uaconucy Azeg Op. 6 1988. ronune, a ucte roauHe
je m3amao u mpeBos poMana (mpeBoamnan Bojucnas Jlecnoros, Hosu Can:
JIHeBHHUK).

15 Card, O. S. (1985) Ender s Game, New York: Tor Books.

16 Cnnuna ymoTpeba Urpe y HapaTHBY I0jaB/byje C€ HELITO Malo KacHHje y
¢bunmy War Games (John Badham, 1983), y koMe Hrpaie paTHe HIpe yMaio
noBoau 1o HykieapHor para uzmel)y CAJl u CCCP-a, mpu yemy je urpa 3a-
MPaBo KOMjYTEPCKH KpeupaHa ,,cTBapHa CTBApHOCT .
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JIPYIITaBa) Kao HAjBUIIYy BPEJHOCT U KBAUTET Y YHHUBEP3YMY.
MehyTum, OBU KOHIIETITH MOYUELY Beh TOKOM 0CaMIECETHX ro-
JIMHA [TBAJICCETOT BeKa Jia C€ MPEHCIUTY]Y, MIPBO Y JIUTEPATypH
(yxspyuyjyhu cnenehe pomane y KapmoBom cepujainy), a 3aTum
U y urpama. U jenHu m Apyru, HapouMTO OHHM HAjOOJBH, Tpa-
tehu pa3Boj ApylITBa CBE €HEPrHYHHUjEe yia3e Y MOCTMOJCPHO
MPEUCIIUTHBAKE CBUX YBPCTO 3a1aTHX BPEIHOCTH, OTBapajyhu
MIPOCTOP 3a HapaTHBE MOTITYHO Apyradrje BpCTe.

Ilospamno oejcmeo 1: koncmpyKkyuja npocmopa

[IpBu ox WUX je HecyMbUBO Heypomarcep'’, poMaH KojuM je
yTemesbeH cajoepmank SF, Koju je MoBpaTHO yTHIIA0 Ha KOH-
enT OpOjHUX TUTUTATHUX Urapa, CBETOBA, I1a YaK U TyTOTPajHy
MEepLENIHjy AUTUTATHHX IPOCTOPa y jaBHOM AUCKYypcy. Hberos
aytop Bumujem I'mbcon /William Gibson/ Bumie myta je armo-
cTpodupao 11a je Ha OOIMKOBame cajOeperejca y KoMe ce OB ja
panma poMmaHa, IPECyTHO YTUIAIIO HEroBO BHlEme Aele Koja
UTpajy TUTHTAIHE UTPE Yy UIPAaOHUIIaMa:

»llerao cam BankyBepom (...) u ceham ce ma cam mporirao
mope1 BIIEo apKaze (...) ¥ BUAEO JeIy Koja urpajy OHe cTape
KOH30JIHE BHJICO Ur'pe, KOje Cy UMaJie BpJIO IPUMHUTHBHY T'pa-
(UUKy penpe3eHTallljy IpocTopa u rmeperekTuse. (...) Yak u
y TOj IPUMHUTHBHO] (hOpMH, NIella Koja Cy UX urpajia Omma cy
TOJIMKO (PM3MYKH YKJbYUCHA Jla MU j€ M3IVIENAJIO Kao 1a JKele
na Oyxy yHyTap Urpe, yHyTap 3aMUIUUBEHOT IPOCTOPA Mallu-
He. CTBapHHU CBET je 3a BHX HIIYe3a0, MOTIYHO je M3ryOno
3Ha4aj. OHH Cy OMIIM Y 3aMHUIIUBEHOM MPOCTOpY, 8 MalluHa

HCIIpe BHX je Grna xpabpu HoBu cBer”.!®

U Ha npyrom mecty:

,»110 (PH3UYKOM HHTEH3HUTETY BMXOBOT Ap)Kaka MOrao caM Ja
BUJIUM KaKko Cy TH KJIMHIHM Owid 3aHetd. M3mienano je xao
Jla TIOCTOjW TOBpaTHA TETJha, ca (POTOHNMA KOjH W3 eKpaHa
ynase y Jedje o4m, HeypoHUMa Koju ce Kpehy \BIXoBUM Tenun-
Ma U eJeKTpoHuMa Koju ce kpehy kpo3 Buneo urpy. Ta mema
CY HECYME-MBO BEpPOBaa y IPOCTOP MPOjeKTOBAH UTPOM (...)
OHu Ccy pa3BWIH YBepewe Ja je TaMo, H3a eKpaHa, HeKa BpCcTa

17 Gibson, W. (1984) Neuromancer, New York: Ace Books. IIpBu npeBox Ha
cprcku jesuk: 1987, mpeBommonu Jlunga Tacosau u Bpanucnas Bpkuh,
Beorpan: 3opoactep

18 Wallace-Wells, D. (2011) William Gibson, The Art of Fiction No. 211, in:
The Paris review, Summer, 30. 11. 2019; https://www.theparisreview.org/in-
terviews/6089/william-gibson-the-art-of-fiction-no-211-william-gibson.
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CTBAapHOT MPOCTOPa; HEKO MECTO KOje He MOXENI BHICTH,'®

Tk 3a Koje 3Ham Ja moctoju’”. >

VY Bpeme kana cy Hacrtajanu ['MOCOHOBU pOMaHH, OHHU Cy CMa-
TpaHH JUCTOIMjCKUM LIPHUM INpU4amMa 0 MpauHoj OynyhHocTu
y K0jOj CBET OOJIMKYjYy PAaTOBH U BEJIHMKE KOPIIOpalHje, HaKo caM
I'nbcoH Kaxe fa je TO TUCTOMHKja CaMO ¢a CTAHOBHIIITA CPEIEHO-
KJTaCHUX CTaHOBHHUKA ca Cpemmer 3amaja AMepHKe, KOjH KH-
Be ,,oTnyHO 3amtihene u cpehue xuBore. CBET je MMyH MHOTO
raJHUjUX MecTa Ol OHHX KOje caM HM3MHCIHO, (...) a MHOTa Of

IbHX [TOCTOjAHO MOCTajy cBe ropa’.?!

I'mOcoHOBY jyHaly, jouI Taja, 10K IBbUXOB ayTop MpUYa MpU4y O
BHUMa Kynajyhu Ha nucahoj MamuHy, )KUBe CTalHO npenasehu
rpanuiy m3mel)y Gpusiuke u AUTUTATHE CTBAPHOCTH, Y XPOHHY-
HOj 60pOM MPOTHB BEJIMKUX KOPIIOpaluja Koje BUJBUBO, a jOUI
yenrhe HEBUJBUBO, BIaajy cBeToM. [ HOCOHOBU pOMaHH Cy YH-
TaHHU/CXBaTaHU YIIABHOM Kao JHMCTOIH]je, aju, Kao HU caM [ 1o-
COH, H,ETOBH YMTAOLH 110 TPaBHIIy HUCY OWJIM UTpavu AUTUTAI-
HHX UTapa 1 CBET y KOME je IUTUTaTHAa CTBAPHOCT PaBHOIIPaBHA
ca (PM3MYKOM FhHMa j€ JIeoBaJia CTpaHo U 3acTpanryjyhe. Jlanac
Taj acIeKT cajoepranka Jaeyje MOTIyHO pa3yMJbUBO (0ap OHU-
Ma KOjH BEJIUKH IO CBOT )KUBOTA MPOBOJIE Y PA3IMYUTHM JIUTH-
TaJIHUM CTBAPHOCTHMA), & CTBAPHH JUCTOIH]CKU EIEMEHTH — Y
CYIITHHCKHA POMAaHTHYHMM ['MOCOHOBHM MpHYaMa ca IpaHHIle
CBETOBA — CaJIpyKaHM Cy y KOPIIOPAI[H]CKO] BIACTH HaJ[ CBETOM,
KOja je THX roJiHa Ouiia TeK HejacHO Ha3Ha4eHa, 1a ou y mehy-
BpPEMEHY MMOCTaJla OTOJbeHA Y PeaHoj CBakomHeBHIM. Meja na
ce MPOTHB BEJIMKUX U MONHMX KoprHopanuja He Moxe OOpUTH y
(bU3UYKOM, aJTd MOXKE y JUTHTAITHOM CBETY, KOjy je ['nOcoH Tako
jacHo moctaBmo, Oouhe 030usbHHje paspahuBana y SF nurepa-
TYpH TEK Y HapeJHUM JeleHHjaMa, y BpeMe Kaja MoryhHoCTH
npeJiacka y AUTUTAIIHY CTBApPHOCT [TOCTAjy CBE peaslHHje.

Tumarve cnobooe

TokoM mocienme ACLEHHje IBaJECeTOr BeKa, y BpeMe HPBOT
Oyma MHTepHETa Ka0 HOBE EJIEKTPOHCKE IPaHUIlE Koja je obe-
haBama W3a3ak y MmpocTop 10 Tama Hemoctojehe crobome,?
Ha koH(pepenuuju Computers, Freedom, and Privacy (1996.

19 Anu 3a Koje je HOTIYHO jacHO Jla UX MIPaddl yIPKOC CBHM IIpexpacygama
HEWrpaya IoTiyHo jacHo suze (mpum. Jb. I)

20 Dovey, J. (2006) Games Cultures. Computer Games As New Media,
Berkshire: McGraw-Hill Education.

21 Wallace-Wells, HaB. aeno.

22 Bpyc Crepnunr /Bruce Sterling/ y cB0joj MHOHHPCKO] KEbH3U O €IEKTPOH-
CKOj rpaHuIH Kaxe: ,,[IH(popmarmje xene qa Oyny ciaoboane”; Sterling, B.
(2008/1992) The Hacker Crackdown, Electronic Release, Preface. Kako ce
€JICKTPOHCKA TPaHMIIA, @ U U3 Hbe Pa3BHjCHH BUPTYaIHH IPOCTOP(H), CACTOjH
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roqune®) naBa mosunara SF mucna — BepHop Buny /Vernor Vin-
ge/ u Tom Menoke /Tom Maddox/ — onpianu cy Ha npBH TO-
el JUCTOIHjCKE TOBOPE, Y KOjiMa Cy MpeABUIETH MoryhHoCT
yCIIOCTaBJbalba CHAKHE AP)KaBHE M KOPIIOPATUBHE KOHTPOJIE HE
camo HaJ| HallluM on-line, HETO U HaJ| HALLIUM Off-/ine KUBOTHMA.

HUcre ronune je o6jaBiben Meridian 59, urpa koja ce 4ecTo cma-
tpa mpeoMm MMO, nperesom MMORPG?, nakie — npBoM Koja
je omoryhasasia BeTMKOM OpOjy JbYIH HE CaMO J1a HCTOBPEMEHO
Oyly y MCTOM IMIHTAIIHOM NPOCTOPY U J1a Y HEMY OCTBapyjy
HUHTEPAKI[H]jy KaKO ca MpOrpaMHUpPaHUM JIMKOBUMA, TAKO U H3Me-
By cebe, HEro u jga TO peanHo keie u page®. Y HCTO BpeMe
o0jaBJbeH je W TPBU J1c0 KyiTHe TeTpaioruje Tena Bunujemca
Otherland,* y xoMme je, Ha OCHOBY KOHIlenTa TUX panux MMORP
urapa u JIuiiemMa Koje cy My4uiie TeopeTHuape JUrHTaIHUX Mpo-
cTopa y MoBOjy, OTBOPEHO NHTambe Mohu u 6opoe 3a ciodoxy.

Jurutanuu ceet Otherland-a nOCTOjU HA TPY OYUIVICHA HUBOA:

*  Ha HuBOy urpe Middle Country, xoja je KTaCH4Ha MEIH]e-
BaJiHA (haHTa3Mja, TIOTITYHO CIIMYHA BEJIMKOM Opojy JaHac
nocrojehux urapa,

* Ha HuBOy Lambda Mall-a¥’, conujasHor ¥ KOMEPIH]jaj-
HOT' ITPOCTOpa KOJU je KOHILUIHPAH Kao METacBeT (BpJo

HCKJbYYHBO U3 MH(OpMaIHja, JOTHYaH CJIe je a BUPTyalHH [POCTOPH He
caMmo j1a xeie, Beh u Tpeba na 6yny ciobonHH.

23 Lessig, L. (2006) Code version 2, New York: Basic Book, p. XIII

24 Akpouum on Massively Multiplayer Online Role-Playing Games. Y oBoM
THUITy Urapa ce Xmhbaje urpada kpehy Kpo3 UCTH yHHBEp3yM, rpajehu corm-
jaJlHe KOHTaKTe, Hampexyjyhu yHyTap u3abpaHOr OKpyXema U CyKoOJbaBa-
jyhu ce ca ,,HenpujaressuMa’ (peaeUHICAHNM, WX Ca UTPaduMa KOjU Cy
n3abpanu cynpotHu Tadop). JIpyru yecto kopumthenu akpoHuM je ckpahena
Bep3uja oBor — MMOG 3a Massively Multiplayer Online Games.

25 Ilpe e je MOCTOjaao HEKOIMKO Hrapa 3aCHOBAHHX HA MCTHUM HPHUHIMIINMA
(unp. Never Winter Nights, 1991; The Shadow of Yserbius 1992), anu one
HMKaJa HHCY [OCTaje BEOMa MacOBHE Ipe cBera 300r BHCOKe IeHe (Never
Winter Nightsje y no4eTky xomrraia 6$ Ha car), Koja je Oniia mocieauna By-
COKE IIeHE MHTEPHET NpoToKa. Meridian59 w newro kacuuja Ultima Online
(1997) manac ce cmaTpajy IpBUM UrpamMa OBOT THIA KaKo 300T BEJIHKE HOIY-
JIAPHOCTH, TaKO ¥ 300T AyXKHHE Tpajama: o0e je Moryhe urparu u gaHac.

26 Williams, T. (1996) Otherland, Book 1: City of Golden Shadow, New York:
Legend Books. Ilocne wera caene: River of Blue Fire 1998, Mountain of
Black Glass 1999 u Sea of Silver Light 2001.

27 Camo ume nipoctopa ynyhyje Ha Lambda MOO, nurutaiiy COLMjamHu npo-
CTOp U on-line 3ajeqHuLy Koju nocroje ox 1991. romune, a Koju Cy mocTaiu
MO3HATH T10 BUPTYEIHOM ,,ceKkcyanHoM Hacuiby’; Dibell, J. (1998) My Tiny
Life: Crime and Passion in a Virtual World, New York: Henry Holt and Com-
pany, pp. 11-29. Tekcr je mpBu myT objaBibeH 1993. romune y HemesbHHU-
Ky The Village Voice non na3usom A Rape in Cyberspace, or How an Evil
Clown, a Haitian Trickster Spirit, Two Wizards, and a Cast of Dozens Turned
a Database into a Society), koje je NpOy3pOKOBAIO HU3 IPOMEHA y KOHTPOIIH
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cMuaH oHoMe ITo he, 3a yClIOBe AUTHTAIHHUX MPOCTO-
pa 3HaTHO KacHuje OutH Second Life, a koju TOTOBO 10-
cioBHO cieau CTTUBEHCOHOB metaverse), U3BEIEH W3
Pa3UUUTHX MYJITHKOPHCHHYKUX COLMjATHUX IIPOCTOpa
MOMyJIapHUX TOKOM Mocembe aerenuje 20. Bexa;?

* Ha HuBOY Otherland-a, BUCOKO COQHUCTHLIMPAHOT BUPTY-
€JIHOT MPOCTOpa 3aTBOPCHOT 32 ,,00MYHEe CMPTHHKE, pa3-
BHjECHOT Ha OCHOBY TMOTCHIIMjaja KOjU Cy Mpy)Kaje Tajaa
aktyesiHe MMORP urpe. Y meMy BIacHHIIM KOPIIOpPAI-
ja ¥ HOJMTHYKK MOhHUIIM OOJMKY]y cHMyJaluje Mo3Ha-
TUX U MOMYJIAapHUX U3MUIIIJBEHUX CBETOBA U3 MI/ITOHOFI/Ije
u mureparype (Hip. Yapobrax uz O3a, erunarcka MUTO-
noruja, Mnujaoa u Oouceja) Wiv IOTITYHO HOBUX CBETOBA
(amp. cBet y koMe cy OyOe BHIIeCTpyko Behe onm Jbyau
W/WIM CBET CMEIITEH y OTPOMHY 3rpajy) y KojuMa >KH-
BC CBOjC aJITCPHATHUBHE KUBOTE U I TUIAHUPAjy Ja ceou
00e30ee Be4HH KHUBOT.

Taxko Cy ZIBa O] TpU HUBOA OBOT' JUTUTAJIHOT CBETA I[e(bI/IHI/IcaHa
MOTEHIIMjaJTHOM WJIM YaK HECKPHUBCHOM (3J10)ymnoTpedom mohw,
JIOK je MpBU Hau3nien 0e30enaH 3a KOPUCHUKE, alld CE Ha Ihe-
ra Taxkohe, y3 A0BOJbHO MohH (IUTO MO MpaBHIy 3HA4d HOBIA),
MOKE YTHIATH CIIOJbA.

VY cBeTy MPOjEeKTOBAaHOM Y OCaMJIECETe TOMHE [BAECET IPBOT
BEKa, UJieja 0 CII000IU MpEKe, Koja je KpajeM JBaJeCeTOr BeKa —
y BpeMe Kajia je poMaH MucaH — Ouia rmojpa3syMeBaHa, 1ocTa-
Ja je ,,cTapoMOAHa uaeja” 1a ,KOMYHUKAIL[MOHA MpeXXa Koja ce
IpoCTUpe MUPOM CBeTa Tpeba fa 6yme co6OHO U OTBOPEHO
MecCTo, Ijfie HoBal 1 Moh Hucy BakHu. Huko Hukora He Tpeba
Ia LeH3ypMullle ¥l HUKO He 61 Tpebasio fa Oyfe mpucubaBaH ja

IIpUXBaTa OHO ILITO XeJle KoMIaHuje..””

JenaH o1 IMaBHMX JTMKOBA pOMaHa TOTOBO OIMaX MOCIe AehHHH-
cama cJ000/1e Kao ,,cCTApOMOJIHE HJieje” KOHCTaTYje:

,,JO je O1iia HauBHA K7ieja — HOBAIl MMa Ha4MH Jia IPOMEHH CTBa-
pu. Jbynu cy mounsany aa cTBapajy CBE BHUINE MPABHIA U Mpe-
’a je TmoYesia a JIMYM Ha OCTaTak TaKO3BaHOT IIMBHIIM30BAHOT

ceera”.

TIOHANIaka YIAHOBA HE CaMO Te, HEr0 M APYTMX BHUPTYAHHX 3ajeJHHIA.
Camo nMe Jokanyje ykasyje Ha Moryhe Hacusbe.

28 Ha wctu HauuH je oOnukoBaH u ['uGconoB Y1Bphenu rpany pomany Hoopy,
o0jaBipeHoM ucte ropune; Gibson, W. (1996) Idoru, New York: Viking Press.
TIpeson 1998, Anexkcannap Mapkosuh, beorpan: ITonapuc.

29 Williams, HaB. geno, ctp. 444.
30 Ucro.
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300r TOTa CY XaKepu U HHXEHhepH U3 Te OyayhHOCTH — KOHCTPY-
HCaHe Ha OCHOBY CTPaxoBa O YCIIOCTaBJbaby CTPOre KOHTPOJIE
HaJl nojenuHiMma kako y RL!, tako u y VL2, ogHOCHO mpoMeHe
CBETa y MpaBlly y KOME CE OH JIaHAC 3aMCTa OYMIVICTHO MEHa,
a KOjH TIOCTOje jOIII Of TOCTCIbE ACICHI]C ABaJCCETOT BeKa —
npumeHwi npuctyn Hojese Gapke. OHM HUCY CaKyIUbaldH M
4yyBajJH CTBapu/kuBa Ouha, HEro Ujaeje Koje Cy JKeJeH Ja ca-
4yBajy, uaeje koje ce y RL Otherland-a, xao u y caBpeMeHOM
RL cBety (nako jomr yBek y Mawboj MEpH), HAPOUUTO M3 Iep-
CIIEKTHBE OHMX KOjH MMajy MOh (HallMOHAJTHMX Jp)KaBa U Be-
JIMKAX KOPIIOpalifja), MOTry CMaTpaTH aHApXUCTHUKHM H yIJIaB-
HOM Cce TPYNHIILY OKO HJeje KOMIUIETHE W alColyTHE ciI000/e
U3paxkaBama.

Taxko J0JIa3UMO 10 YETBPTOIL, CKPUBECHOT' HUBOA TUT'UTAJTHOT CBE-
ta Otherland-a: TreeHouse, koja je mocienma CI0001Ha JTOKa-
1HMja y BUPTYAJIHOM IPOCTOPY, KOHCTPYHCAHA TaKO [1a HE 3aBUCH
OJ1 KOPITOPATUBHUX MK APKABHO-YIPAaBHUX croH30pa. OHa ce
JIUCTpUOyHpa TPEeKo ONpeMe EHUX KOPUCHHKA, 3aCHOBAHA je
Ha BeoMa BeJIMKOM Opojy yrpaljeHnx xomnuja/moHaBsbama Moja-
TaKa U yMpEKaBamy, TaKo Ja OO0 KOja KOJIHYHHA OIpPEeMe MO-
)K€ MUCIACTH M3 CHCTEMa a Jla OH HECMETaHO HACTaBH ca (yHK-
onucameM.? TreeHouse Tako 1O CBOM KOHIIETITY OAroBapa
TEXHOJIOTHjH 3aCHOBaHO] Ha BitTorrent mpotokony,* koju he ce
nojaButH Tek 2001. romuHe.

VY cBery npude, Tree House je uieraiHa Jokaija y Kojy ce Mo-
e yhu camo Ha 1Mo3uB HeKora Ko je Beh ’beH wiaH, IITo y 10T-
MYHOCTH KOPECIIOHJHMpa Ca HCTOPUjOM 3a0parmHBaHUX MOJH-
THUYKUX WJEja ¥ TIapTHja Koje UX 3acTyIajy, Ia Ce CTora Hajase
y uieraiu. MicToBpeMeHo, aHac kheHa MO3HUIIHja KOpeCIoHIipa
U ca CTaTyCcOM BEJIMKOT Opoja JioKaluja Koje kopucte BitTorrent
MIPOTOKOJI, a KOje JIpyKaBe M KOPIOpalrje HacToje Aa 3abpaHe u/
WM YKUHY y OKBHpPY HacTojama yBohema paziuMyuTHUX HHBOA
KOHTpOJIe y MHTepHeT caoOpahajy, kao u ca Deep/Dark web
cermenTom MHTEpHET pocTopa.™

31 AxponnM 3a Real Life, TepMHH KOjH Ce KOPHCTH 3a 03HA4YaBarbe ,,CTBAPHOT”
CBETa y OKBHPY IHUCTUHKIMjE CTBapHO/(M3MUYKO: IUTUTAITHO/BUPTYEITHO/
CHHTETHYKO.

32 AxponnM 3a Virtual Life, koju 03Ha4aBa ApYyTy CTPaHy JUCTHHKIIHjE.

33 Williams, HaB. zeno, ctp. 445.

34 KoMyHHKAaIIOHHU NIPOTOKOI 3a peer-to-peer file sharing (,, P2P”).

35 HeBuubKBH 1€0 Mpexe (y CMHCIY Jla MPEeTpakuBayd HE MOTY Ja MHICK-
CHpajy ECH Caapikaj), KOME Ce MOXKE MPHCTYHaTH CaMoO CIICLHjaH30Ba-
uuM nporpamuma (TOR — The Onion Router), a 6a3upat je Takohe na P2P
KOHEKIIHjaMma.
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Tloepammo oejcmeo 2:
oa nu je bopoa yonwme mocyha?

Wcty nuaujy mpuctyma, dyBajyhn onTHMH3aM Hako y OCTBa-
peHuM (IIPETXOJHO HajaBJFMBAHKMM) TOPHUM COLHjaIHUM yCJIO-
BHMMa, HacTaBJba HU3 POMaHa HACTAJHMX y NPBOj NereHuju 21.
BeKa, Koju MOTYNHOCT cmaca YATaBOT cBeTa (H-eroBe (pu3MUKe,
aJll U JAUTUTAHE CTPaHe) BUIE IOTOBO MCKJBYYHBO Y aKIHUja-
Ma y TUTHTATHOM IIPOCTOPY, HJIM CHHXPOHHM JIeI0BambeM y 00a
acIieKTa LeJOBUTOTI CBETa.

HajuctakayTju mpuMep OBaKBOT IPUCTyHa je poMaH Ready
Player One* npahen notomuM ructoumenuM ¢pumom CTHBEHA
Crmunbepra /Steven Spielberg/ u3z 2018, y xome ce mobemom y
UTpU NOCTHOKE TT00ea Ha/l TOANBIBAIOM KOpIIOpaTHBHOM Mohw,
KojoM ce 00e3belyje He camo ouyBame cI000/1e Y AUTHTATHOM
MIPOCTOPY HETO U TpaHC(hopMalrja ogHOCca Y PU3UUKO] peaHo-
CTH. Y IHCTOIMJCKOM CBETY KOjH C€ YPYIIHO IIOJ IPHTHCKOM
ILIeHa eHepruje, KIMMaTCKHUX IIPOMEHa U KOPIIOPAaTUBHE IOXJIeTe
(aymm xOju TY)KHO H3IJIefa Kao cacBMM Moryha mocnemuma na-
JbET Pa3Boja aKTyeJHE CBETCKE CUTYyallHje), jeIUHO je TUTHuTall-
HHU 1pocTop (OASIS = Ontologically Anthropocentric Sensory
Immersive Simulation) octao cioboman, a 6opda 3a KOHTPOIY
HaJ BHM je 3arpaBo 6opba 3a KOHTPOITy HaJl CyIOMHOM YUTaBOT
YOBEYAHCTBA.

Jpyru poMaHH ¢y ce GaBHIN Y)KUM acCIIEKTHMa, KaKo JUTHTal-
HUX, Tako | ,,cTBapHOr”’ cBeTa. For the Win Kopu [lokroposa /
Cory Doctorow/*’ penedunmIie mojam pagHudke Kiace, yKIby-
gyjyhu y wy rona-gpapmepe,*® koju mosesanu ca ,,KIacHIHAM
pajHUIIMA YCIEBajy Ja OpPTaHU3Yjy IIHPOKY MOOYHY NPOTHB
ycmoBa paga xoju Hamehe rmoGamuu kamutan. Mako pamHmd-
ku mrpajkoBu y Kunan, UHaMjM 1 ApyruM a3mjcKuM 3eMJbama
OuBajy yTYIICHH W PAIHULM I'yOe Ty, KOHKpPETHY OHUTKY, pOMaH
IOKa3yje Ja MPEXHO OKpYyXerhe YHyTap urapa uMa IOTEHI-
jan 3a opranmsoBame RL akmuja ycMepeHHX Ha MPOMEHY CBe-
Ta (KaKo Cy TOME 3aKcTa MOCTY)XWJIE COLHjaTHe MpeXe TOKOM

36 Cline, E. (2011) Ready Player One, New York: Penguin Random Hou-
se. IIpeBox I'opana Ckpobome Ha cprcku jesuk (IIpBu urpau ma moresy,
beorpan: Jlaryna) u3amao je HCTe TOAnHE.

37 Doctorow, C. (2010) For the Win, New York: Tor Books.

38 Urpaau MMORPG kojuma je misb Aa 3apaje mro je Moryhe Buiiie HOBIA y
BaJlyTaMa Koje MOCTOje YHYTap JUTHTATHHX CBETOBA, KOjH KaCHHjE MEHba-
jy Y »CTBapHH” HOBaI, OOHOCHO y HeKky ox RL Bamyra. IlocToju yBpexena
HPETIIOCTaBKa, Koje ce Apsku 1 JJOKTOPOB, 1a Cy Cy roJi-(hapMepH MPeTexKHO
Urpady Ha a3HjCKHM CepBepUMa.
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opranu3oBama aparickor npojeha 2010. rogune)®. Tako Cru-
BEHCOHOB Reamde®, monupan y caaammsmocCT, TOBOPH 0 MOryh-
HOCTHMa yHoTpeOe MpEKHOT OKpY)Kema Y AUTHTATHUM Urpama
(yxspyuyjyhu P2P npotokoi) ca 00e cTpaHe MOpaliHe FpaHHMIIe:
y mocaoBuMa Maduje U TCPOPUCTUUKHX OpPraHU3aIHja, ajlh U Y
6opOu mpotuB wHUX. A Omnitopia down*' pazmarpa Kopropa-
THUBHE CykoOe 1 60pOy 3a KOpeKTaH OIHOC MpeMa KOPUCHUIIMA/
CTaHOBHUIIMMA JIMTUTAJHUX CBETOBA, MHCHCTHPajyhu Ha uneju
Jla caMo MAPTHIMIIATOPHA KYJITYpa MOXE MPOMEHHTH CTPYKTYPY
M OJTHOCE YHYTAap JUTHTAIHOT, aJIH THME U PEATHOT CBETa.

CBeykymHo, cBe je Buiie SF pomMaHa KOju CBOjy MpHUYY Ipajie
crnajajyhu GU3UYKK U IUTUTAITHY CBET — HE BUIIIE KA0 KOHCTPYKT
3aMUIIUBEH Y HEKOj Jasiekoj OyayNHOCTH, HEro Kao 00jeKTHBHY
MPOIIUPEHY PEATHOCT y K0jOj MOCTOjE MOTCHIIHM]aJTH 33 TPOMCHY
KaKBH HHUCY MTOCTOjajd Y BpeMe Tpe AUruTanHor goba. locmen-
HH CBOM CYOBEpP3UBHOM KapakTepy, OHH HE caMo Jia HaramraBa-
Jy noTpely 3a OITaCKOM Y JUTHTAHO OKPY)KEeHe, HETO jelIMHO
Iera BUJIE Kao IPOCTOp y KOME je MKakBa e(huKacHa akiija Mo-
ryha: ¢pu3MUYKU CBET carieliaH je Kao MOoJbe Y KOME AEIOBame
Huje moryhe, win 6ap HUje CBPCUCXOIHO.

byoyhuocm naoe

Haparusu xoju ce cene u3 SF TekcToBa y urpe u 00pHYTO, KOjU
WTpe CMEIITajy y TEKCT, OflpakaBajy HE caMoO peajiHe COIHjall-
HE OIHOCE y KOjHIMa Cy HACTajajii, Hero Hyae W (eBeHTyasHa /
Moxa Moryha) pemema 3a mpobdieMe o kojuma rosope. U, mok
MOJICpPHH HAapaTHBHU M MTrapa U KHWKEBHUX OCTBApEHa HUMAJIO
HHCY CyMIbaJIH Y OIIPaBIaHOCT IIMJbEBa U HAIIPETKA KOME ce Te-
JKHUIIO0, CABPEMEHHU/TIOCTMOICPHH MPOOIeMaTH3yjy CBET Y KOMeE
HACTajy ¥ QYHKIMOHHUIITY Ha HajMambe IBa HAYHMHA!

* noBonehm y muTame MOpann3aTopcke AUCKypce u eyde-
MU3aLHjy CBEra LITO Ce CMaTpa MOJIUTHIKA HEKOPEKTHUM
TTOHAIITAFEM/TOBOPOM C jeIHE CTpaHe U;

*  HHCHCTHpPajyhu Ha HeomxomHOCTH OopOe 3a MOMITEeHHje
SKOHOMCKE H COILIMjaJIHe OHOCE, 0UyBambe IUIAHETE U pe-
[IaBaKkE OCTAIMX KIBYYHUX MIPOOIeMa CaBpEMEHOT CBETA.

39 Mpexa Kao anar 3a COLMjaHO OPraHH30BAaEE MOXC CE, HAapaBHO, Kao W
CBaKM JAPYTH ajat, yIoTpeOUTH Ha pa3inYMTe Ha4MHE M 3apaj MOCTH3ama
Pa3IMYNTHX LIJBEBA, TC j& HACTOjarbe YCIIOCTaBIbabha AP)KABHUX KOHTPOJIA
Haj Pa3IndUTHM MPEXHHUM OKPYKCEHMa JIe0 OIIITHjer POLeca KOHTPOIIE
craHoBHHImTBA. OHa ce Ha 3amaxy obOpasnaxe 60pOOM IPOTUB TEPOPU3Ma,
nenodumje, NUpaTepuje ¥ Apyriux aKTUBHOCTU KOje ce BHUAE Kao (pu3mu-
K{ WJIH MOpAJHO OMacHe, IOK ce apyruM apxasama (Kuna, ABranucras,
Typcka UT/.) jaCHO HCTHYE U aCIEKT HOIUTHYKE KOHTPOJIE.

40 Stephenson, N. (2011) Reamde, New York: Harper Collins.
41 Duane, D. (2010) Omnitopia down, New York: Penguin Random House.
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* VY oba ciay4aja ce 3aapkaBa MOICPHHUCTHYKA HJCja O
(mMoryhem) Hampetky,* anau cama He BHIIE Y MPaBIly TEX-
HOJIOIIKOT Pa3Boja, HEro Mpe CBera y Mpasily pa3Boja co-
[MjATHUX OMHOCA® W YKIIamama/orpaHnyaBama BOJbe 3a
HOBIIEM U MOhI/I Kao YJITUMaTUBHUX IIUJbCBA. I/ICTOBpeMe-
HO, HanmymTa ¢€ MOACPHU KOHUCTT CaMOAOBOJbHE UHIU-
BHUIye Ka0 TeHeparopa MpoMeHe, HHCUCTUPAmEM Ha UJie-
jU J1a ce yCIeX MOXKe OCTBapUTH CaMO CapamhoM H KOop-
JUHALMjOM JIeJIOBarba BEJIMKOT Opoja 3aMHTECPECOBAHHMX
aKrepa.

koksk

[Iprye 1 mpocTOpH KOjU Cy Ce U3 JIUTEpaType U ca (puinmMa mpe-
CeNIe y TUTUTATHE CBETOBE HAaceJbeHe OTPOMHIM OpojeM JbY-
IV TIOCTaJIe CY ,,CTBapHHje” HETO IITO Cy UKaaa Ouie: yMecTo aa
CBET IJIeNIajy KpO3 OYM jyHAKa KOjH y HEeMy JKHUBE, CAMU UTPadH
mocrajy jyHauu y 6opbu 3a Oosbe cyTpa. Yue, Oope ce, cmano
um je. Ymazak y OWIo Kojy O TUX UTapa jecte yias3ak y (aHra-
3HMjCKH CBET, KOji KOHAYHO MOXKE JIa TIOCTaHEe CBET KOjH WUTpad
Ompa 1 y KOMe FErOBO JICIOBAE MOXKE J1a UMa CMHCIA (32 ’hera,
aJli ¥ JIpyre CTAHOBHUKE HCTOT, WM YaK M JIPYTHX CBETOBA).

Kacrponosa / Edvard Castronova/* je npensumeo ma he Tokom
HapeIHUX HEKOJHKO JIEIICHHja OrpoMaH Opoj JbyIW y TMOTIY-
HOCTH ,,MUTpHUpaTH’ y AWTHTAJIHE CBETOBE HWrapa, jep he Tamo
npoHahu OHO IMITO HEMajy Y CTBAPHOM CBETY: MPHjaTesbe ca KO-
jAMa Jere ucTa WHTepecoBama, cpelly, ycrex, cMrcao Wi He-
IITO JPYTO IITO MM je MOTPeOHO, a MITO je Y peaTHOCTH MOCT-
KaIMTAJIMCTUYKOT IPYyLITBA HOCTAN0 HenocTkHO. Ho, n3rena
na he, MHMO OHMX KOjH Kelle Jla Oy MOTITyHO®, cBe Behu Gpoj
Jbymy 0ap NENMMHYHO NPETasUTH TPaHULy Ka BHPTYCITHUM/
W3MHULJBEHUM CBeTOBMMa, Kpehyhu ce mHMa y pasiduuTHM

42 Ready Player One 4ak cnaja KJIaCHYHU MOJEPHHCTUUKH CaH O UCTPAXKUBA-
BY/0CBajalby CBEMHUpa M OJUIACKy ca IUIaHeTe ca CHOM O Bpahamy 3emibe
Y IPETXOMHO CTambe, OJHOCHO HEHY PEBUTANN3AIMjY M ONOpaBak: JBa Xe-
poja KojH OcBajajy HarpaXxy yiaaxy je y Ta 1aBa Moryha myTa 3a omcraHak
YOBEYAHCTBA.

43V Tom cmuciy ce SF nmTeparypa y IOTIYHOCTH CYIpPOTCTaB/ba TEXHO-
OGUPOKPATCKOM CXBaTamy IPYIUTBA, KOja Ce OpakaBa y CMAmCHhy HHTEpe-
ca (1 (uHAHCHja) 32 XyMaHUCTHYKE NUCLUUIUIMHE M HACTOjama Ja CC OHE
MEXaHH3Yjy U yIoxo0e IPUPOIHAM M TEXHHYKIM AUCLUIUIHHAMA.

44 Castronova, E. (2007) Exodus to the Virtual World: How Online Fun Is
Changing Reality, London: Palgrave Macmillan.

45 TlotnyHa muruTaau3anyja Jbyackux 6mha Takohe je 030H/BHO TpeTHpaHa y
SF nureparypu. Haj3HavajHHju TPEACTaBHULU MPOMHILBAKA JUTUTATHOT
JKMBOTA y JUTUTAIHOM mpoctopy cy: Morgan, R. (2002) Altered Carbon,
London: Victor Gollancz Ltd; nmpeBox 2013, I'opan Ckpoboma, beorpan: Jla-
ryna u: Stross, C. (2005) Accelerando, London: Orbit Books, Doctorow, C.
and Stross C. (2012) Rapture of the Nerds, New York: Tor Books.
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UICHTUTETCKUM TaKOBamKUMa, Kpeupajyhu u cebe u usabpane
CBETOBE OHAKO KaKO OHH TO eiie. 1 y OBOM ciiyuajy Ha Jieny je
CTapH MpoIiec OOINKOBaba CBETa MPHUYOM, KOjH je cajia mocTao
JOCTYMaH OTPOMHOM OpOjy JbYIH, HE3aBHCTaH OJ CIUTHCTHY-
KUX EKOHOMHja W TOJIMTHKA U, CAMHM THM, CIOCO0aH Jia mpo-
MEHH HE CaMO KHBOTE TOje/IMHALA, HETO U YKYITHO OOITHKOBAkE
CBaKUJAIIKE KYITYpE, [1a TAKO U CBETa y LEIUHU. Y TOM CMU-
ciy, KactpoHoBa, anu u Benuku jieo caBpeMene SF KibHkeBHO-
ctu (kenu 1a) Bepyje y koHcraranujy Huna I'ejmena /Neil Ga-
imen/ 1a Urpe, Kao jeAaH oj MyTeBa Kojuma ,,(¢)UKIuja MoKe
Jla HaM TOKake Ipyradiju cBeT. MoxXe Jia Hac OfIBe/ie TaMo T7Ie
HUKaJa HUCMO OiTi ™, Merbajy Hallly MePIIETIH]jy U MOHAIIakhe
y ,,CTBApPHOM CBeETY”, jep: ,,(K)aja CTe jeMHOM MOCETHIH JIPyre
cBeToBe (...) HE MOXKETe BUIle OUTH 3aJI0BOJbHH CBETOM Y KO-
Me cte onmpaciu. He3amoBoJbCTBO je 100pa cTBap: He3aJ0BOBHU
JBYIM MOTY Jla M3MEHE U TMOMpaBe CBOje CBETOBE, Ja MX YUHHE

60sbuM, apyragmjum’.?’

Tako 3axBaspyjyhu qUTrHTaIHUM HrpaMa ¥ TeopeTHYapy (PeTKU
nonyme) 1 SF aytopu (MHOTO BHIE HHUX) MPOLEHY]Y Ja jOII
YBEK MOCTOjH HajJia y mpocTop Moryhe ciodose KUBJbeHa, Ae-
JIOBaba M capajiibe, Ma KOJIMKO HAC CBAKOMHEBHA (U3HUKa pea-
HOCT yOehuBana y cynpotHo. Taj mpocTop MOXKe OMTH OTpaHu-
YeH Ha BHIIIC HauMHA (BPEMEHCKH — Ha CII000HO BpeMe, COIIH-
JaJTHO — Ha BEJIMKE 3ajeJHUIIE MJIM PEJIATHBHO YCKE IpyIIe), allud
j€ caMo BeroBo MOCTOjame JOBOJHHO J1a ce, Makap y SF Hapartu-
BHMa, MOXKE 3aMHUCIIUTH MPOMEHa. A, Kao IITO HAC y4d yKyIHa
(anTa3MjCcKa IUTEpaATypa, OHO IITO je MOrylhie 3aMHUCIIUTH, MOXKE
CE U JIOTOMTUTH.
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DIGITAL GAMES AND SF LITERATURE

Abstract

The text deliberates on the motion of narratives between SF literature
and digital games and their connectivity, from the appearance of the
first digital games to modern network games intended for large number
of players. The narratives which move from SF texts to games and vice
versa, which place games into narratives, reflect not only real social
relations under which they have occurred, but also offer (possible)
solutions for the problems of the modern world, primarily those caused
by neoliberal politics. In them, the modern concept of a self-sufficient
individual as a generator of change is abandoned, insisting on the idea
that success may be attained only in cooperation and coordination of
a large number of interested actors, displacing the battlefield from the
plane of the physical to the plan of the digital.
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