HVK JAJEP BUT®OPA v M'PEI AE NOJTEP

YHuBep3uTeT 3anagHm OHTapuo,
dakynTeT 3a meavje u komyHukauujy, CAL;
YHuBep3auTeT Bungped Jlopuep, CTyaunje 3a KOMyHUKaUujy,
Batepno, KaHaga

DOI 10.5937/kultura2068224D
YOK 795:316

nperneaHv pag

WTPE ¥ EPM UMIERH

Caxerak: [Iped Bama je npeod ysoonoe eceja KaHOHCKe cmyouje o
eejmune kynmypu — ,, Uepe Hmnepuje: 2no6annu Kanumanuzam u euoeo-
uepe”, Huxa Jlajep-Bumeopoa u [ peeca oe I[lojmepa (,, Games of Em-
pire: Global Capitalism and Video Games”, University of Minnesota
Press, 2009). Be3 063upa Ha 200uny uznacka Kmuee, 080 je u Odambe
U3Y3eMHO KOPUCMAH npezied Koju, kao makas, omo2yhasa nymo pas-
yMmesare Opyeux npuioza y oxkeupy memama. Cmewmajyhu xynmypy
BUOCO-UAPA Y eNUCMEMOLOWKYU NACRAPMY KOJU Cy 00peoulu meope-
muuapu Umnepuje, Majxn Xapm (Michael Hardt) u Awmonuo Heepu
(Antonio Negri), aymopu cy nocmagunu mememe opysauujes, Kpumuu-
K02 Npoyuasarsd, Koje nouusa Ha 0yOOKoM pasymesarsy l102uKe gupmy-
ENHUX U2Apa, HA NO3HABARY UX0BE MeNeoNo2Uje U UX08e peyenyuje.
Fbuxoea KynimyponowKo-nOMUMUKOIOWKA AHATU3A MeOUja UHKIUHUDA
KA 3aKAbYUYUMA O CPEOULUIbEM MECHTY Koje 8Udeo-uzpe 0aHAC 3ay3UMa-
JY YHymap cagpemeHoz 2n006aiHoe nopemKa, mum npe wmo cy y rwemy
3aCMYn/beHe U Kao CPedCmeo 1adard U Kao (8UpmyenHu) npocmop
bopbe u omnopa. [Ipaso na objasmwusare npesoda dobujeHo je wyoa-
snowthy aymopa u uzdasaua (University of Minnesota Press).

Kibyune peun: cejuune, Umnepuja, 6uomoh, mHowmaeo, e2300yc

Dabpuxa uepe'

[Iporwio je TOTOBO YETpACCET TOAMHA OJ Kaja Cy TUTHTAITHE
urpe usymenu mporpamepu IleHrarona: ckpehyhu mwucnu ca
OZICOBOPHOT TOCIIa CTapama HaJl OTPOMHUM BOJHHM padyHapH-
Ma, TOKOM HONHHX CaTh XaKoBamba, OHHU CY KOMIIjYTEPCKE CH-
Mylaingje HyKJIeapHOT para mpeTBapanu y Oe3asiicHa, MUTOMA
urpanuinTa. Tek HEKOJIHMKO TOMHA KacHHUje, KOMMaHuja Atapu
(Atari) mpeTBOpHMIIA j€ Ty OJBAXKHY JEMOHCTPAIIU]y Mporpamep-
cke ciobone y poOy MHIycTpHje 3abaBe, MOCTABIINA TaKO MPBa
KOMITaHHja KOja je MpOM3BETIa KOMEPLHUjaJiHy BHACO-HIPY. Y
npeactojehuM nernienujama, naHac Beh JereHiapHe KOMIaHHje,

1 Ca enmteckor je3uka npesenn JoBana Byjanos u {paran Hophesuh.
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Huntenno (Nintendo), Cera (Sega) u Conu (Sony), ycaBpiie
CY U MOTyJIapu30Bale kel xapasep u copreep. Y 2000. ronuuw,
MPOJIATO je& MUJIMOH KoH30Ja Playstation 2, v TO y IPBOj HENETbU
O] M3JIacKa Ha TPXKHIITE, YMME je MOTBpljeHa YHIHCHHUIIA [ j¢
T'ejMUHT TI0CTA0 OCHOBHA HAMUPHUIIA Y MEIIU)CKOj MOTPOIIIAYKO]
Kopru Miaaux. JlaHac, BUEO-Hrpe MPE/CTaBibajy 371aTHy rpa-
Hy UHIycTpHje. Bect na je Ha naH oOjaBibuBama Majkpocod-
toB Halo 3 (2007) octBapuo 3apaay on 170 muinoHa monapa
(uume je HaroBemITeHo fa he moMeHyTa Urpa OUTH MporameHa
3a HajycCIelIHUje JJAHCUPAHW KOMEPIMjaIHU MEIMjCKU TPOU3-
BOJI), WJTH MaK BECT J]a CE OKO JIBAHACCT MUJIMOHA JbYIH IHPOM
cBeTa 3a0aBiba y cBeTy myntuiuiejepa World of Warcraft, nou-
ctoBehyjyhu ce ca opkama, BHICHhaluMa, TPOJIOBUMA U Majia u-
HHMMa, T1a M BECT JIa je Cliajame JBa IejMUHT IMranTa, Exmueu-
arcna (Activision) u Bauzapoa (Blizzard) ocTBapuiio TpKUILIHY
BPEIHOCT Koja je Omia mpoleeHa Ha 18, 9 munmujapau gomnapa
— caMo Cy HEKH oJ] IpuMepa BUpaTHUX (aKTOHa KOjH Cy MOXKY-
puiu na objaBe Tpujymd BUIEO-Hrapa Ha CBETCKOM TPIXKHIITY.
U1 Maza ce OHJIajH BUPTYEITHH CBETOBH, NOMYT Second Life unn
America’s Army, He3ayCTaBJBUBO IIKpPE, MPOBOIMpPajyhu npea-
Bubhama a he ynpaBo oHH HAacJIEIUTH TEJIEBU3H]y HA MECTY BO-
neher MacoBHOT Me/IHja,” TO je TeK aesuh jeTHOT MHOTO HIHpPEr
N0Jba AUTHTATHOT T¢jMHUHTa. YOEAJbUBO HajHACEILCHU]H U HAjy-
HOCHHJH JIO TOT M0Jba jeCTE TPIKUILTE TejMepcKux ypehaja, Ha
KOM Ce€ JlaHac 3a MpeBJIacT Oope JajieKu U OeckpajHO MONHUjU
notomiu npanouetHe Atapu 2600 koH3051€, MOJIENH ,,CEME Te-
Hepauuje” — Majkpocodros Xbox 360, Conujes Playstation 3,
Hunrengos Wii Jeman MamH, alld jOIl YBEK BUTAJIaH CEKTOP
TPIXKHIITA FejMEPCKUX ypehaja okpeHyT je urparmy Ha nepcoHa-
HUM pauyHapuma. Mcto Tako, Tpeba MOMEHYTH /1A je BpeMEHCKH
HEOTrpaHWUeH MPHUCTYN TeJMUHT KyATypu Ouo omoryheH moja-
BOM Py4YHHX KOH30I1a, onyT Huuteugosor Game Boy-a, peko
weroBor Hacienuuka DS-ja u Conujee Play Station Portable
KOH30JIe, 11a CBE JI0 MOOWIHUX TenedoHa. Y3eTH 3ajeiHo, Iej-
Mepcku ypehaju n mpakce — cactaB koju aaHac ckpaheHo Ha-
3MBaMO ,,BUPTYCIIHUM UTpama’ — MPEJCTaBIbajy CaMo CpIie KO-
MepIIMjaTHe TEXHO-KYITYpE, KOje MoKa3yje H3BaHPESIHY CHAry U
HajaBspyje HecmyheHe MOryhHOCTH.

CrepeoTuriHa MOXBaja BUPTYEJIHHM HWrpamMa TBPAH Kako Cy
oHe mpepazunuie u cam Xomusyn (bigger then Hollywood!).

2 Castronova, E. (2005) Synthetic Worlds: The Business and Culture of Online
Games, Chicago: University of Chicago; Castronova, E. (2007) Exodus to
the Virtual World: How Online Fun Is Changing Reality, New York: Palgrave
Macmillan.

3 bap ozae Tpeba mMaTH y BHAY A2 je TeKCT objaBibeH 2009. roguHe (mpum.
mpeB.).
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CTBapHOCT je MIaK HEIlTO CIOXKEHH]a HEero MITO TO jeaHa ¢pasza
Moxe na u3pasu. [Iponaja Bugeo-urapa je y CeBepHoj Amepu-
M CyCTHUIIIa NPoAajy OMOCKONICKHMX Kapara, JOK Ha TII00aTHOM
IUTaHy OHA jOII YBEK 3a0cTaje. AJd, 3a pasiuky on GuiMa, rej-
MEPCKOj MHIYCTPHUJU HENOCTA]y JaTePAHU MIPUXOIU O] PeKiia-
Ma, DVD u3nama 1 eMHUTOBamka Ha MajllM €KpaHWMa. YNPaBo
300r Tora (puaMcKa MHAYCTPHja joI yYBeK Baxu 3a Behy on rej-
MepcKe, U Majia ce Y JOTICHO BPEME M TO MOXKe TPOMEHHUTH,
¢ 003UpOM Ha TO J]a Ce CBE BHIIIC CKCIICPUMEHTHIIE Ha TUTaHy
peknaMuux urapa (eHr. advergaming). Ha npyroj ctpanu, cTuue
Ce YTHCaK J1a je Mo MPUXOoIuMa rejMepcka HHAYCTpHja y MOTITY-
HOCTH HaJMallIuja My3u4Ky. 3HauajHHja Ofl OBakBUX nopehjema
UIAaK je YMIbCHUIlA J1a ce Wrpe cBe uemhe yapyxkyjy ca ¢ui-
MOM, MY3UKOM M JIpyTHMM Me/WjUMa. Y CBETY KOjU He TpecTaje
Jia 6ararenuiie KyITypHa qoopa, GUIMOBH, CTPHIIOBH U BU/IEO-
urpe nouenu ¢y mely coboM aa Jiejie U HacJIOBE U TEME: CTPHII
Cnajoepmen Taxo nocraje urpa, World of Warcraft nyromerpa-
KHU (UM, ,,CHMIICOHOBH™ MyTYjy OX TEJICBH3HjE Ka QUIMY U
urpama uTa. 3a My3WuKy UHIYCTPH]Y, KOja Ce cyouaBa ca CBE
cnabujuM mponajama aynuo auckoBa (CD), Hammara xopwuiihe-
ha My3HKE Y BUICO-UTPaMa TaHaC MPEICTaBIba CTabHIaH H3BOP
NpUX0/a, a 32 came OCHIOBE — jeAHY O] MPOMOTHBHUX Moryh-
HocTu. OrpoMan ycnex urpe Guitar Hero HHje caMo 1OKa3ao
Jla TS)MUHT MOJXKE JIa KOHKYPHILIE CTapUjUM MEIUjUMa; BaXKHU]E
0J] TOTa, Taj je CIy4aj yKa3ao Ha KOHBEPICHTHU KapaKTep WHIY-
cTpuje 3a0aBe, y 4njeM JyXy U came UIpe — Y JJOAUPY ca ApyruM
MeIHjuMa — MOTY Jla MEEhajy CBOjY MOP(OJIOTH]Y.

[Ipe necerak roguHa rejMUHTY C€ jOII U MOIVIO CITIOYMTATH Ja j&
IETOB YTHUIIAj OTPAHUUYCH HA MOTKYIATYPY MIIaANX aJ0jeciieHa-
Ta 1 npeaagosiecieHara. Jlemorpadcka ciuka ce, MelhyTum, Me-
wa: ECA (Entertainment Software Association) HaBOIH 1a je y
2008. roguau oko 60% cranoBHuKa CeBepHE AMEpUKe UTpasio
BUpTyenHe urpe. [IpoMeHa y cTpykrypu urpada noceGHoO je BU-
JUbMBA Ha TUIaHY BUXOBE CTAPOCHE JOOH: CBH OHHU KOjH CY Opa-
CJI Y3 UTPE HACTABJbAjy Jla UX UTPAjy U Ka0 OPAaCIIH, 300T uera
je mpoceyHa CTapoCT rejMepa TPEeHyTHO Herne oko 30 roauHa.
IIpobnemaTruHKje 07 TOra jecTe poaHo oapelerme urpada: ua-
KO Cy aHKeTe T'¢jMUHT HHYCTPH]jE MPETEPUBAIIC Y TIOITICAY POI-
HE jeJIHAaKOCTH MapTHILHIAHATa Y KYJITYpU BUPTYEIHUX UTapa,
OHE JaHac MoTBphyjy Aa cy umak oko 60% rejMepa MyIIKapiy,
a 40% sxene. TecTOCTEpOHCKM KapaKTep Urapa racu ce joul of
panux 90-ux roIMHA, allK j¢ OH jOIII YBEK JaJICKO OJf TOora ja 0y-
Jie OJICTpameH. Y TOM MOTIeny, YCIeX MPUBHUIIHO ,,)KEHCKACTHX
ypehaja, kao mto je To HuateHnos Wii, Haropemirapa u3BecTal
3aokper. llltaBuiie, y A3uju ce pomHu o0paciy y urpaMa 3Ha-
YajHO pa3nuKyjy ox oHux y CeBepHOj AMepHIIH, O YeMY M Tro-
BOpH UME-€HUIIA JAa Ha VICTOKy BuUIIE )K€HA MAPTULIMIIAPA Y KYJI-
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TYpH OHJIajH TEJMHHTa HETO IITO je TO ciy4aj Ha 3amany.* Mako
Cy KeHe OKPEHyTe MameM Opojy BUPTYEIHHX HUrapa y OfHOCY
Ha MyIIKaplie, a MOBPX TOra YeCTO MEHhajy U MOIyCe HHUXOBOT
Urpama,’ YUHHU CE J1a je TEJMHUHT KYITypa AaHac POIHO yjeaHave-
HHja HEro MITO je TO HeKaja Oua.

I'moGanno nocmarpano, npensuha ce aa hie npuxoan y rejMuHr
uHaycTpuju TokoM 2009. romuHe mopacTH Ha 57 MUIHMjapau
nosapa. TakBe Opojke IIaBHU Cy pas3jior 3allTO Ce BHPTYEITHE
urpe ozapelyjy kao ,,modaqHa menaujcka uHIycTpuja’. Behwu
JICO TPOJiaje OBOT, YCIOBHO PEYEHO, TIO0ATHOT MEIHja OCTBa-
pyje ce unak y CeepHoj Amepuuu, EBponu u Janany, ¢ Tum
na cy Cjenumene [IpaBe jou yBek BeroBo HajBehe TpKHITe.
Cynehu mo Tome, rejMUHT KyATypa je TyCTO KOHLIEHTpHCaHa y
pa3BUjeHUM U OOraTHUM 30HaMa HAMpEIHOT Kamuraiau3ma. Me-
hyTum, yOp3aHo mMpewe AUTHTAIHUX urapa y A3uju 1aje OBUM
3aKJby4IlMa jeHY HOBY TEPUTOPHjalHy AuMeH3ujy. [Ipecerbe-
weM u3 Jyxxne Kopeje — jenHe ox HajOypHHjUX TE€jMUHT KyITypa
Ha cBeTy — y KuHy, TejMHHT HHIYCTpHja je CTeKIIa jeIHY HOBY U
CSHOPMHO BEITUKY MyOJiHKy. YIIpKOC ToMe, 3a Hajeehu neo ceet-
CKOT' CTAaHOBHHUIIITBA HOBM IpuMepak urpe Halo 3, y3 obaBe3ny
nparehy kouzony Xbox 360, 3a xojy Tpeba onBojutu 400 mo-
Jlapa, OCTaje joul yBeK HeAOCTHXaH Jiykcys. To, mehyTum, He
3HAYM J]a Cy UIPEe CACBUM HEJOCTYITHE U J]a UM Ce OIpHie Ma-
coBHOCT. Pamipena mupatu3anuja urapa (Ha 4rje ucTpedbemne
3BaHUYHUITY [JI00ATHE MEH]CKE CIICHE TPOIIE MPHIHYHO CHEp-
ruje), Kao M TPXKHIITE MMOJOBHUX KOH30J1a U JIPYTHX MIPaYKHX
ypehaja, omoryhwim cy mmpkynanujy u npoMeT BHPTYEITHHX
urapa W3BaH MOBNAIINEHUX JIENI0BA IIAHETE.

ITomenyhemo jomr jeman acnekaT WHTEpHAlMOHAIM3AlMje Tej-
MHHTa: y3 KOH3yMallijy urapa riodajiHa je mocrajia u mbUuxoBa
MPOU3BOMEbAa. AMEPHUKH M jallaHCKH MPOU3BOhadIM KOH305Ia —
Majkpocodt, Conn u HuHTEH10 — CKJIanajy JaHac CBOje Malllu-
HE U3BaH MaTHYHUX 3eMasba: y JlaTuHCKO] AMepuiy, cTouHOj
EBpornu, a o1 ckopa u y jyxHuM aeiouma Kune (y onum ¢a-
Opukama Koje CBOjUM paTHHIIMMa 00e30elyjy BUICO-Hrpe Kao
JICO peKpealroHe MoHyze y OKBUPY (adpuukor cmeinraja). Ce-
BEpHOAMEPHYKH, €BPOTICKH U jalTaHCKU M3/aBavi MIePMaHEHTHO
CMamYyjy TPOIIKOBE MPOU3BOIEHE, M TO TAKO IITO Pa3Boj CopTRe-
pa mpeycMmepasajy Ha cryauje y banranopy, bykypemiry win Xo

4 Krotoski, A. (2004) Chicks and Joysticks: An Exploration of Women and
Gaming, Entertainment and Leisure Software Publishers Association:
London.

5 Buperu: Kerr, A. (2006) The Business and Culture of Digital Games:
Gamework/Gameplay, London: Sage.
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[T Muny.® KonauHo, KOMIIOHEHTe rejMUHT ypehaja cTBapajy ce
O]l CHPOBHHA Koje oya3e u3 pyanuka y KoHry, a cBOj IHKITyC
OKOHYaBajy Ha eJIEKTPOHCKUM JenoHujama y Hurepuju u Un-
auju. Uy norieny npou3Bo/ihe, M y MOINIEAY MOTPOLIhEe, H MO-
eIy TOCIOBamka U Urpamka, TSJMUHT MHIYCTpPHUja je TII00aHO
CBENPHCYTHA, )M Cy 3a/I0BOJBCTBA U MaTHe, KOje OHa Takohe
MIPOU3BO/IH, TOCBE HEjeTHAKO pacmopeleHu.

Pasyme ce /a je 0Baj UIIYAIIeHH CKOHOMCKH TOPEIaK JTaIeKO OJT
crabuinor. To je moce6HO OMT0 BUAIBUBO y miepuoay o 2008.
10 2009. roauHe, Kaza je CBETCKO TPXKHUILTE IPETPIIEIO HEKOIH-
KO KPH3HHX yIapa, MoYeB 01 XMIOTEKApHOT U Oep3aHCKOT Kpaxa
JI0 BEJIMKE perecuje. YIpKoc O0ITHOM CTe3amy Kauiia, IIo0aTHu
KalUTaJu3aM je 3Ha0 Kako Ja KOMIIeH3yje 0o cBe Beher Opoja
ojaljeHHx MojaHuKa: MOXK/Ia cTe U3ryOMITi 1ocao (WM HUKazna
Hehere nouekarn neHswujy), ajim yBeK MOXKETe Jia OCTaHETe KOJ
kyhe (axo je umare) u — urpare Bugeo-urpe. 1 3aucra, npuxonu
OJ1 MIT'PAYKOT Xap/Bepa 1 copTBepa OMIM Cy TOCTHUIIH CBOj HCTO-
PHjCKH BpXyHall TOKOM Tpajama CBETCKe EKOHOMCKe Kpu3e. Exo-
HOMCKH NPOPOIH TBPAMJIM CY /1 je KyATypa BUPTYEIHUX Hrapa
OTIIOpHA Ha periecHjy; na he ce rejmepu 3peie 100K, HABUKHYTH
Ha ,,pan ox kyhe”, yuaypuru oko Wii-ja, Xbox 360 ili PS3, unu
he emurpuparu y Second Life v World of Warcraft, y 3ano-
BOJECTBY YyOnaxkaBajyhu mocinenuie eKoHOMCKe KaracTpode.
Pasyme ce, oBakBe mpolieHe Ouie cy mpeTepaHe, Y4eMy y IpHIor
TOBOPHU 3aTBapame paJHUX MecTa M uuTaBux cryauja y 2009.
roaunu (Sony, Electronic Arts).

HaBe[[eHI/IM KBaHTUTAaTUBHUM MEPUJIMMA BaXKHOCTH FejMI/IHF HH-
JYCTpH]j€ CBaKako Tpeba JJOaTh U OHE K8AIUMAmUEHe: BULIE O]
OWJIO KOT IPYror ME/Irja TOKOM UCTOPHje (OCUM MOXKIa KEbUTE),
BUPTYEJIHE UTPe Cy HElocpelaH M3AaHak Bozaehe Mpou3BOIHE
TEXHOJIOTHje CBOT J00a. O CBOjUX MOYeTaka y CHMyJandjama
HYKJICQpPHOT para, BHICO-HIPE Cy CBOj pa3BOj Be3ajie 3a ICH-
TpaJHU MalIMHCKHM CHCTeM Mohu M mpoduTa mocnepaTHor Ka-
mUTaTu3Ma, OMHOCHO — 3a pauyHap. Poljere 3axBasbyjyhu ucroj
MaTPHIIA BOJHUX HCTPAXKHBaMa, KOja je 3aciy’KHa 3a CTBApambe
NepCOHAJHOT KoMIjyTepa u VHTepHeTa, BUPTyelHEe MIpe joul
YBEK TPEICTaBIbajy TECT-MOJUTOH 38 QYTypUCTHYKE EKCIIEpH-
MeHTe y cepu QUTHTaTHUX TEXHOJIOTHja: BUPTYEIHH OHJIAjH
CBETOBU MHKYOMpajy BEITaYKy HHTEIUICHIIH]Y, KOH30JIE Cy TO-
BE3aHe ca MPEXXHUM CUCTEMHMa 00paJie No/iaTaka, BUCO-Urpe
Ce 3aTUM MPENopPyuyjy Kao H300pHH MEX] Y HEYPOOHOIOIIKIM

6 Buneru: Gallaugher, J. and Greg, S. (2004) Software Outsourcing in Viet-
nam: A Case Study of a Locally Operating Pioneer, Electronic Journal of In-
formation Systems in Developing Countries 17 (1) pp. 1-18.; Johns, J. (2006)
Video Games Production Networks: Value Capture, Power Relations and
Embeddedness, Journal of Economic Geography 6, pp. 151-80.
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EKCIIEpUMEHTHMA Ca CTUMYJAMjOM €MOIIMja; KOHaYHO, OHE Ce
NpUMEY]y U Kao TEIEKWHETHUKU JAUTUTAIIHY ypehaju, koju ce
nokpehy camo nomohy mokiaHe aktuBHOCTH. Mako cy Heka-
Ja OWJIU MOJO3PHBH MPEeMa BHJCO-MrpaMa, cMarpajyhin ux 3a
cpeacTBo Tpahema BpeMeHa Koje rypa y JeIMKBEHIIH]Y, KOPIIO-
paTUBHU MEHAllepU U Jp>KaBHH CIY)XOCHHUIIM JaHac cBe uelnhe
BUJICO-UIPE y3UMajy y 003up Kao QopmanHa U HedopmaiHa
TPEHUHT-CPENICTBA KOjMa Ce CTaHOBHHUINTBO yCMepaBa Ha Ju-
TUTAJIHY Pajl 1 pXKaBHY ynpasy.” Meuj, KOju ce HeKaaa YHHHO
Kao 4KCTa 3a0aBa, J1aHAC CBE BHIIE MOKa3yje CBOje IPYyro JIU-
1e: 1a MOXKe Ja Oyzie Mmoy3IaHo CPeACTBO 00yKe U BIIaJaBHHE, U
MalITeHCKa JabopaTopuja HalpeIHOr TeXHO-KamuTaiuima. To
j€ cacBMM JIOBOJHHO pasziora Jia BUJICO-UIpe y HACTaBKy Oymy
OCMOTpPEHE KpO3 TEOPHjCKY OINTHKY, YHjH je KJbyYHH KOHIICTIT
— Nmnepuja.

Teopuja Hmnepuje

HNaxo je mojam ,,Imnepuje” onpeleH gyrom U KpBaBOM TeHea-
JIOTHjOM, HEroBa NPUMEHa Ha CBET BHAEO-MI'apa He 3HAYM
hemo y BHX0B 0e30pIKHH CBET YBECTH 3¢0BYy HEKOT JaleKOT
¥ OIICKypHOT BpeMmeHa. W came wWrpe mpemiaxy ,,AMIEpHjy”’
Kao TeMy Yy JaHpy CTpaTeruja, oueB o TEKCTYaJIHOT fieeware
xuta Hamurabi, u3 pannx 70-ux roguHa, mpexo MajkpocogTo-
Be (panmmse Age of Empires, cBe 10 urpe Empire — mocinen-
e urepanuje ¢ppanmmse Total War, y nponykuuju Kpujejtus
Ecembmu (Creative Assembly). Ykonmko OM ce OBOM CIIHCKY
NPUIIOZAJIE M HEKe OJf Urapa IocBeieHUX MOCIOBHUM JUHACTH-
jama (Casino Empire, Restaurant Empire, Circus Empire), Ty
OM ce HaImUIO CacBUM JIOBOJFHO MaTepHjaia 3a CTyAH]y ITOCBe-
heny TemMu mMIiepuje y BUACO-UTpamMa. YMeCTO Tora, Mu hemo
MOKYIIATH J1a NO3UIHWOHHPAMO BHPTYEJHE HIPe YHyTap KOH-
TekcTa koju ¢y Majki Xapt (Michael Hardt) u Arrorno Herpu
(Antonio Negri) ormicanu KOHTPOBEP3HUM TIojMoM Hmnepuje.®

Cynehn mo m¥Ma, JaHAC CBEJOYMMO HACTajamby jeIHOT HOBOT
IUIAHETAPHOT PEXHUMa y KOM Ce eKOHOMCKE, aIMHHUCTPATHBHE,
BOjHE W KOMYHHUKAIIMOHE KOMIIOHEHTE CIajajy y IeHtap mohwu,
KOjH CacBHM yKHJA CIOJbamiboctT.’ TeMesb HeKaqallmbuX Iap-
ctBa (Puma, lllmanuje, Bpuranuje) npencraBipao je HAPOA KOjH
y onpel)eHOM MCTOPHjCKOM TPEHYTKY yCIIOCTaBJba CBETCKY IO-
MuHanyjy. OHO IITO caBpeMeHH KOHIenT VmMrepuje pa3nukyje

7 Bupern: Beck, J. C. and Wade, M. (2004) Got Game: How the Gamer Ge-
neration Is Reshaping Business Forever, Boston: Harvard Business School
Publishing.

8 Hardt, M. and Negri, A. (2003) Imperij, prev. Filippi, Z., Zagreb: Multimedi-
jalni institut Arkzin d.o.o.

9 Op. cit. ctp. 8-10.
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OJ1 HeKaJalIkUX jecTe TO mTo VMIepujoM AaHac He ympaBiba
HUjeHa Ap)KaBa, HUjelaH HApOI. 3ampaBo, PeY je O CHUCTEMY
BJIaJIJaBHE KOjJH j¢ MPOUCTEKA0 U3 ,,CBETCKOT Tpikuinra”: VM-
nepuja je BiaJaBrHa NI00ATHOT KaluTaiu3Ma Koja (GyHKIIMOHH-
nre 3axBasbyjyhu ,,yMpexeHocTH IieHTapa mohu”. Hben aeuen-
TPAIU30BaAHH, BUIICCIOJHH M MHCTHTYHOHAIH30BAHH CHCTEM
BJIa/IaBUHE OCJIamha Ce HE CaMo Ha Hal[MOHaJIHEe Jp)KaBe, Beh u
Ha MyJATHHAI[HOHAIHE KoMIaHuje momyT Majkpocodra wiu Co-
HHja, 3aTUM Ha Tela TobanHe ekoHoMHuje momyT CBeTCKe TPro-
BUHCKe opranusanuje u Mehynapoanor MonTepaHnor goHna, Ha
MeljyHaponHe opraHusanuje Kao mTo ¢y TO YjCAUICHE HaIlU-
je, ma yak u Ha Hemnagune opranuzanuje (L{psenun kpct). OHO
HITO MTPOUCTUYEC U3 BbUXOBOT CYOIHOCA jJECTE IAPCTBO KOje je Mo
CB0jOj CBCOOYXBAaTHOCTHU JaJICKO MPEBA3HUIILIO CBa JAPYra, Kpo3
UCTOPH]Y.

Peueno Huje, mehytum, camo onena melyHapomHux opHOca.
Xapt n Herpu Hyne HemTo aMOMIIMO3HH]€ O TOTa: OHH U3HOCE
CBEOOYXBaTHU M3BEIITA] O YCIOBHUMA paja, OOIUIMMa CyOjek-
TUBHOCTHU M THIIOBUMa 00p0Oe y caBpeMeHOM KanuTanu3my. M-
nepuja je modaaHa He caMo y MOTJIeay CBOT reorpadcekor oouma
Beh u pymrBeHor nomera. Kanuranuszam ce qanac Ha MHOTUM
WHCTaHI[aMa CJIy>)KH CHEPTHjOM CBOJUX CyOjeKkara: OH HE pauyHa
caMo Ha HHMXOBO CBOjCTBO paJHMKa (paJHe CHare); UCTO TaKo
OH pavyHa Ha KHUX Kao Ha KOH3yMEHTE (,,[T0TPOIIa4YKo OCBelhu-
Bame” MMyTeM MapKeTHHIIKOT TapreTupama), yadeHuke (yHUBep-
3UTETCKO 00pa3oBame Kao CTpyyYHa MpUIpema 3a yuemrhe y Ka-
MUTANN3MY), Tla YaK U Kao Ha pecypce U CUPOBHHE (T€HETCKU
UHXKeHepuHT). VMiMrepuja je napaaurMaTrcky 00JMK OHOT'a IITO
je Mumen ®@yko (Michel Foucault) onpenno kao ,,6nomoh™ —
PEXKHM MOTIYHE EKCIUTOATAIlMje APYIITBEHOT )KHUBOTA. !

VY OKBHpY OITMCAHOT CHCTEeMa, MoceOHa Ba)KHOCT je Jara T3B.
,,HeEMarepujaaHoM pary”,'! ofHOCHO paLy KOju yBOIH HH(OpPMA-
1je U KOMyHHUKaIIUjy; ,,KOju poou Aaje MH(OPMAIMOHH, KYATYp-
HU Wik aQeKTUBHU KBajauTeT .'? 3Hauaj] HEMaTepHjaHOT paja,
300r kor oH y XapToBoM U Herpujem Bubemy 1 rmocraje Kjby4yHa
AKTHBHOCT CaBPEMEHOT KaIlMTAIM3Ma, Orlie/ia Ce y YIO3H KOjy
MeJI1jH, MapKETHHT, KOMYHHKaI{je U HaJ30p UMajy HE camo y
TIOTVIe Ty IPOU3BOJIEHE HOBE poOe — Kao MITO Cy TO, PEIHMO, BH-
neo-urpe — Beh U Kaja je ped o pyKoBohjerwy pajHUM MeCcTUMa

10 Op. cit. cTp. 10.

11 Dowling, A., Nunes, R. and Trott, B. (eds.) (2007) Ephemera 7 (1); Lazzara-
to, M. Immaterial Labour, trans. Colilli, P. and Emory, E. Radical Thought in
Italy Today (eds.) Virno, P. and Hardt, M. (1996), Minneapolis: University of
Minnesota Press, pp. 133,-147.

12 Virno, P. and Hardt M. eds (1996) Radical Thought in Italy: A Potential
Politics, Minneapolis: University of Minnesota Press p. 262.
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Ha KOjuMa ce oBa poba MPOM3BOIH, M MOCEOHO y MPUBIAYCHY
kynara. Vcto Tako, HeMaTepujaaHu pajl yrpaBiba ONTHKOM U
6e)KI/I‘IHI/IM BE3aMa JUTUTaIHUX MpPEXKa, MUIIIUMa CaBpEMCHOT
TIOCJIOBaba KOjH CE MPOTEXKY MO LEJI0] IUIAHETH Ka0 CaBPEeMEHH
eKBHBAJICHTH PUMCKHX TyTeBa U3 BpeMeHa Lle3apoBor rapcraa.

Ia unak, ako ce koHIenT MiMmmnepuje 3arncra HCUPIUBYje Y TPe-
CTaBJHCHO] CITMIIM CBETA KOJH je MPOTyTao KaruTall, OHIa OH HU-
j€ APYro HEro joII je[Ha Bep3Hja MO3HATE MPUYE O KOPITOPATHUB-
HOj nomMuHAanUju. OHO MITO MaK ckpehie maxmy jecTe TO 1a OBaj
KOHIIETIT jeIHOBPEMEHO TOBOPH O HAYHHUMA CYMPOTCTABIbAIhA
KaIUTaJIN3MYy, 11a YaK U O HErOBUM ajJTepHaTHBaMa. YIpaBo je
TO OHO 300T uera je koHuenT Vmrmepuje moroano y camo cpiie
caBpeMEHUX npobiema: Kiura Xapra 1 Herpuja nonena je sxur
OTIHOpa [peMa KOPIOpaTUBHO]j II00aIN3alNjH, KOJU je y TPEHYT-
Ky 00jaB/bHBama JOCTU3a0 BPXYyHAIl, MPOTeXKYNH ce O [IyHIIIN
Uwujanaca cBe g0 ynmuna Cujerna. Taj ¢y Tajgac akTUBU3Ma ay-
TOPU TPOTNIACKIN 3HAKOM jeJIHC HOBE PEBONYIHOHAPHE CHAre
— ,MHOIITBA”," KOje ce omymupe HEe3aAPKUBOM MPOJHpPAbY Ka-
nuTana y cBe rnope xuBota. [1o muMa, Tauke oTropa Mory ou-
TH T10CAa0, [IKOJIa, CII000IHO BpEMe; Y OTIIOPY YUECTBYje YUTABO
MHOIITBO aKTepa: PaJHUIA M CHHIUKATH, TOMOPOJAuKe 3aje-
HUIIC KOje ce Oope 1a 0uyBajy IMPaBo Ha 3eMJbY KOjy HAceJbaBa)y,
CTYAEHTH KOjJU C€ MPOTHBE KOPIOPATUBU3ALN]H YHUBEP3UTETA,
rpyrne 3a 60pOy MPOTUB CHPOMAIITBA KOje Ce 3aJlaKy 3a rapaH-
TOBaHU MHUHHMMAJHU JOXOJAaK, MUTPAHTH KOjU CE€ CYIpPOTCTa-
BJbAjy ONMPECHUBHO] CHA3M I'PAHHUIIA, OOPITH 32 3AIITHTY KUBOTHE
CpeliHe, 3aTOBOPHHUIIA OTBOPEHOT M HEOTPAHHYICHOT MPUCTYIIA
3HamwYy (open-source) U MHOTH IPyTd. 3Ha4ajaH MHOIITBCHHU 10~
TEHIMjall TPE/ICTaB/bajy W TPAHCHAIIMOHATHE Be3e, KyITypHa
XHOPHUIHOCT U HOBE TexHomoruje. KibyuHo je To aa oBae Huje
peu o anTHDIoOaNM3aIyju, Beh o mokpety 3a dpyeauujy ra06a-
JIU3AIH]Y, O ,,eT301yCy” KOjH BOIU M3 KallUTaIn3Ma.

Crynuja Hmnepuja Xapra u Herpuja Huje npuBYyKia Naxmy ca-
MO aKaZieMCKHX, Beh M akTHBHCTHYKMX U HOBUHAPCKHX KPYyro-
Ba. Peu je 0 u3y3eTHOM ycriexy, ¢ 003UPOM Ha TO Jia j¢ KEUra
HalvcaHa Ha M3Pa3HuTO ariCTPaKTHOM HUBOY, Ka0 U Ja je OTBO-
PC€HO NIpoMoOBHUCAJIa paJUKAIIHY, AHTUKAIUTAJIUCTUYKY IMO3UIU-
jy. JleauMu9HO je 3a TO 3aciiy’KHa U MPABOBPEMEHOCT M3/Iarha:
Ha BEHMM CTpaHHIaMa roToBo Ja ce oceha cysaBai ca ynuua
I'enye, Ceyna u Bamunartona. Y ucti Max, Munepuja je Ouna u
BEPONOCTajaH MHTEICKTYa HH U MOJMTHYKU JOKyMeHT: Herpu
je Ty yrpaauo CBE CBOjE MCKYCTBO MUJIMTAHTHOT aKTUBUCTE y

13 Hardt, M. and Negri, A. op. cit. ctp. 325-341.
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UTAJIMjaHCKOM autonomia TOKPETY,'* Koje My je TOHEIO 3aTBOP
U er3ui1; 00a ayTopa Cy, 3aTUM, Oniia ykJbydeHa y paja hunoszoda
nonyT JXKuna [lenesa (Gilles Deleuze), ®enukca I'arapuja (Félix
Guattari) 1 Mumena ®dykoa, kao u y nebare Koje cy ce BOJHIe
yHyTap napucke jieBuile. Tako mocmarpano, Amnepuja je ou-
Jla CKCIICPUMCHTAJIHU CHOj MAapKCUCTUYKE MUJIIMTAHTHOCTHU U
HOCTCTPYKTYpaJIMCTHYKE TeopHje. 3axBabyjyhu moj, U Mehy
3aroBOpHUILIMMA II00aIH3aluje U Mel)y ’eHUM NpOTUBHUIIMMA
TOYEIH Cy JIa KPY)Ke HOBH KOHUENTH: Guomoh, Hemamepujan-
HU pao, MHOWMe0, e2300yc. Yak ce YMHHU Jia je WHCIHpHUcasa
U jemHy BUICO-HIPY: IPyIa CPICKUX AWTHUTATHHX YMETHHUKA U
nporpamepa mnpoussena je Mon ¢panmuze Age of Empire — Ci-
vilization IV — y KoM je TIprKa3aH MONHH BUILIECIIOJHU anaparyc
I00aTHOT KalMTaa, onucan ko Xapra u Herpuja.'®

Hmnepuja je taxohe Ouia npeaMeT olTpe KPUTHKE, a HEKH OJT
HajyTmeyaT/bUBUjHUX OATOBOpA JOULIH Cy ca jesure.'® Y oceha-
Y MHOTHX MapKCHCTa, KOHIICNIT JCIIEHTPAIN30BaHe, TPAHCHA-
nuoHaj He VMMnepuje cacBuM je MOTLEHWO 3Ha4ya] HallMOHAITHE
JIp’KaBe 3a OCTBapHBambe Kamuramuctidke mohu.!” Hapounto je
oua o0e3Bpelena ynora Cjenmumenux JlpkaBa y MOTYHHABABY
KanuTana jy)xHe xemucdepe cesepHoj.'® Konuenr ,,Hemarepu-
jamHor pama“ OWO je HAIIMPOKO KPUTHKOBAH 300T HarlaliaBa-
Ba BXHOCTU MH(POPMAIMOHOT pajia O TPOIIKY CTapHjHX, alld
JOII yBEeK BHTAIHUX OOJIMKA TEIIKOT paja W eKCIUIoaTaiuje y
kuHeckuM (abpukama wimu adpuukum pyaauimma.”’ U uneja
,»,MHOIIITBA*, KOjy U3 1a ¢y XapT U Herpu npeamoxkuiu kao

14 3a npernene Buneru: Cleaver, H. (1977) Reading Capital Politically Brig-
hton, UK: Harvester; Dyer-Witheford, N. (1999) Cyber- Marx: Cycles and
Circuits of Struggle in High- Technology Capitalism, Urbana: University of
Illinois Press; Wright, S. (2002) Storming Heaven: Class Composition and
Struggle in Italian Autonomist Marxism, London: Pluto.

15 V opurnHaiHOM TEKCTy, OBJIC je CTajajia HallOMEHa Ca JIMHKOM Ca Kora ce
urpa MoIvia IIpey3eTH, ajli 0Baj caJpikaj BUIE HUje JocTynaH Ha MiHTepHeTy;
HPHM. TIPEB.

16 Buneru: Balakrishnan, G. (ed.) (2003) Debating Empire New York: Verso;
Boron, A. (2005) Empire and Imperialism: A Critical Reading of Michael
Hardt and Antonio Negri, London: Zed Books; Passavant, P. A. and Dean,
J. (eds.) (2004) Empire’s New Clothes: Reading Hardt and Negri, London:
Routledge.

17 Wood, E. M. (2003) 4 Manifesto for Global Capital?; Balakrishnan, G.
op. cit., pp. 61-82.

18 Arrighi, G. (2003) Lineages of Empire, in: Balakrishnan G. op. cit., pp. 29-
43; Seth, S. (2003) Back to the Future, in: Balakrishnan G. op. cit. pp. 43-51.

19 Dunn, K. C. (2004) Africa’s Ambiguous Relation to Empire and Empire,
in: Passavant, P. A. and Dean, J. op. cit., pp. 143-162; Dyer-Witheford, N.
(2001) Empire, Immaterial Labor, the New Combinations, and the Global
Worker, Rethinking Marxism 13 (3—4), pp. 70-80; Moore, D. (2001) Africa:
The Black Hole at the Middle of Empire? Rethinking Marxism 13, no. 34,
pp. 100-118.
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3aMeHy 3a paJHUYKy Kiacy, Ouia je moj onTyx0oM 1a je on-
Beh pomanTHuHa U HeOyJI03HA Y CBOM ONTHMHU3MY IIpeMa IJIo-
0aJTHOM PEBOJITY, KOjU OU CIIOHATHO MPOKMCTEKA0 U3 APaMaTHUHO
yla/beHuX KpajeBa cBeta.”’ Kpuruke ¢y 101aTHO Mojayane apa-
MaTHYHHUM MPEOKpeTOM y mio6ainoj nomutuiy, 2001. roguse.
Camo romuHy JaHa HakoH oOjaBJbuBamba Mmnepuje, HaMaIu Ha
CBeTCKH TProBUHCKH IIeHTap U [IeHTaroH, 3aje/lHO ca TaKko3Ba-
HHUM PaToOM NPOTHB TEPOPHU3MA, KOJU j€ YCIEANO, YHHUIHU Cy Ce
Kao Kpaj MpojeKTa IIo0aIHe KopropaTuBu3aligje, Koju je Mune-
puja nobpum nenoM u uHTepnpeTrpana. CynpaHannoHaIu3am
BymioBor pexxuMma, BojHa Kammama y Wpaky u packon usmely
Cjenumenux [IpkaBa U BCHHX €BPOIICKUX CABE3HHMKA CTABUIIH
Cy TOJ CYMIbY HIC]Y VjSIUCHOT HHTEPHAIHOHAIHOT KalnTa-
JUCTHYKOT TopeTka. CBaKOJIHEBHO TProBame KPBJbY 3a HAPTY
y okoinHU bargana rpy0o je moxcehano Ha TO Aa KamuTaaiu3am
HHje IMyKH TIPOrpaMCcKu KOJ1, Kao ¥ Ha TO 2 HEKU Ba)KHU )KHUBOT-
HU PECypCH, Ha Kpajy KpajeBa, U HUCY TOJIMKO HEMaTepHjaIHH.
U xnanna parHoporncka nonutuka Cjeanmennx JlpkaBa, HAKOH
11. centemOpa, kojy miycrpyje 13B. [larpuorcku 3akoH (USA
Patriot Act), yauHuna je na CrulaCHe OMO3UIMOHHM ONTUMH3aM
Cujetn-epe, koM cy Xapt u Herpu nomapunu rmac. CTBapHOCT
Cce OJIj€/IHOM YHHHJIa MHOTO ITPUKJIaJHUja 38 aHAJIM3€ IOy T OHE
Hejsuna Xapeuja (David Harvey),?' y unjem cpeaumury je Ouna
useja ,,HoBOT UMIiepHjanu3Ma’”. Y OCHOBH, ped je O IPOAYKEeHO]
pYyLH cTape Teopuje UMIICpHjain3Ma, Koja ce CBOIMIA Ha CTaB
Jla pecypce MPHCBajajy HAIMOHAIHE KOPIOpaluje, HApOYUTO
one ca ceauinreM y Cjenumenum Jlp:xkaBama.?

Mame wiu Bume ce npunarohasajyhu Bpemenuma, XapToBa U
Herpujesa cneacha kwura, Mrowmeo: pam u demoxkpamuja y
0oba Umnepuje,” uctriiana je yjaory BOjHE CHIIE Y OIpPKaBarby
KalMTATUCTHYKOT MopeTka. MckycTBO MI00aIHUX JIEeMOHCTpa-
1uja npoTuB para y Vpaky ayTtopu cy npencTaBuiv Kao IpuMep
,»,MHOIIITBA y aKIHjK”, TOK CY Y BE3U Ca 3aXTEBOM Ja CE MPOJY-
KM HeycllelHa okymnaiuja Mpaka — koju je y ocHOBH OHO MO-
ClleIIla aMepUYKOT YHUJIaTepanu3Ma ¥ napose ,,M0)KeMO-CBe-
camu” — J1a je OH Kao TakaB HEOApXkHB. J[pyru TeopeTnyapw,
OIeT, TIOKYIIIABaJIK Cy Ja o0jenuHe ompedHe onuce Mmmepuje
U UMIIepHUjanu3Ma, yBoaehn NpuToM HOBE eJIEMEHTE y aHaIU3Yy.

20 Laclau, E. (2004) Can Immanence Explain Social Struggles?, in: Passavant,
P. A. and Dean, J. op. cit. pp. 21-30.

21 Harvey, D. (2005) The New Imperialism, Oxford: Polity.

22 Comski N. (2008) Hegemonija ili opstanak, prev. Males, S. Novi Sad: Rubi-
kon; Lens, S. (2003) The Forging of the American Empire: From the Revolu-
tion to Vietnam: A History of American Imperialism, London: Pluto Books.

23 Hardt, M. and Negri, A. (2004) Multitude: War and Democracy in the Age of
Empire, New York: Penguin.
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Kwmura Iozohenu mohnuyu xonextusa Petopt (Retort)?* omuca-
JIa je IPOMIITHY ,,aMePHYKY UMIIepH]y”’ KOjy IOTOHM HAaQTHH Ka-
NHUTAT U BOJHO-UHIYCTPH]CKH KOMILIEKC: Ha jeJJHOj CTPaHU OHa
je y cykoOy ca peakIMOHApHHUM [IMXaJUCTHMA, a Ha APYroj — ca
,»,MHOIITBEHUM ’ TIPOTPECUBHUM CHJIaMa, KOj€ Cy y CBOJUM pajio-
BUMa npomuiubanu Xapt u Herpu. [lyOnukaiuja je moasykia
BaKHOCT MEJIUjCKOT CIICKTAKIIa Y HABEACHUM CyKOOHUMa U YIIOTY

Pa3sIMYHUTHX ,,MalllHA 33 eMoImje’.?

Xapt 1 Herpu cy nocr-xJ1aJHOPaTOBCKU IUIAHETAPHU KallUTajl
C MYHUM TPaBOM OLEHWIN Kao HOBY IpPYyLITBeHY (opmariujy,
YHja aHATN3a 3aXTeBa MPEUCITUTHBAHE MHOTHX KaTeropuja Kpu-
TUYKE NOIUTHKOJIOTHje. MehyTiM, OHM cy UCTO Tako HeKe CBOje
3aKJbyUKe TIPEICHUITH, & OH/Ia U TPOIYCTUIIH JIa HCTAKHY HEKe
Jpyre BaKHE OJUIMKE HOBOHACTAJE CUTYyaluje. Y TOM CMHCIY,
MU CC€ OBJIC KOPUCTHUMO PEBUAHMPAHOM U HU3MCIHCHOM BEP3U-
joMm Umnepuje. Ilog imnepujoM mu moapasyMeBamMo I00aTHU
YCIIOH KaluTaIu3Ma paHor 21. Beka, TO jeCT CHCTEM KOjUM yIIpa-
BJba KOH30PIIMjyM CcacTaBibeH ol Me)yCOOHO KOHKYPEHTHUX M
capaJHMYKUX HeoirbepamHux JIpxasa (y Koje ce, 3axBaspyjyhu
cHa3u cBoje Bojcke, CA/] jour yBek yOpaja, v Majia je leHa Hajl-
Moh cBe ynutHHja). IMnepuja je pexxum ornomohu 3acHOBaH Ha
KOPIIOPAaTHBHOj €KCILIOATAIIU]H HENpErIeaHe paaHe cHare — Ou-
110 112 je maheHa wim HerutaheHa — a yuja je CBpXa KOHTHHYHHH-
pano 6oraheme mIaHeTapHe IWIyTokpatuje. Y nHpopMauoHuM
U KOMYHHUKAIIMOHMM CHCTEMHMa, MOMYyT ME/AWja, HeMaTepHjai-
HU paJi HUje Hy>KHO Ha IpBOM MecTy. Mnak, cTpareiky 3Hauaj
HEMaTePHjaTHOT pajia je OYHIIeNaH, ¢ 003UPOM Ha YIOTY KO-
ja My je maTa y MHTEJICKTyaJHOM U a)eKTHBHOM OOJIHKOBAHY
cy0jekara y cBuM nenoBuMa cucrema. Ha jennoj crpanu, Nwm-
nepuja je rmopenak U3BaHpEIHE cHare W 3amnamyjyhux moryh-
Hoctu. C Apyre CTpaHe, OHA je BeoMa HeCTaOMIIHa, ¢ 003UpOM
Ha ypreHtHe mpoOiiemMe ca KojuMa ce JaHac CyouaBa, Kao IITO
Cy TO eKoJjolIKke (II00aNHO 3arpeBarme), CHepreTcke (BpXyHail
excrutoatanuje Hadre) u enuaemoromnike kpuze (XVB/cuna u
npyre nanaemuje). Mcro tako, Mmepujy yrpoxkaBajy u TeH3uje
nzmely Cjenumenux Jlpxasa, unja Moh omana, u Haponne Pe-
nyonuke Kune, koja je y ycrony. OHe MOT'Y J1a ce pa3pelie Win
y HEKaKBOM CYNEPKAUTAIUCTHYKOM CIIOPa3yMy, HIIH KOHCOITH-
nmarpjoM MMmepuje, WK mak moiejoM CBeTa Ha JBa 3apalieHa
LApCTBa: 3aMajHo U UcTOYHO. OTPOMHE HEjeJHAKOCTH, TIPHCYT-
HE Y OBaKBOM ITOPETKY, KaTAJIHIIY OTIIOPE KOjH 10Ja3e O03710.
Hexu on mux cy, nonyt Ain-Kauzge, HazagHH, y IyHOM CMUCITY
Te peun. Jpyru, nonyT aHTUNIO0ATUCTUYKOT TOKPETa, HOCE Y

24 Retort (2005) Afflicted Powers: Capital and Spectacle in a New Age of War,
New York: Verso.

25 Op. cit. p. 21.

234



HVK JAJEP BUT®OPA v M'PEI AE NOJTEP

cebu ceme jenHe Ooswe antepHaruBe. Vmmepuja oOuiyje cHa-
roM ¥ 00raTcTBOM; I1a UMK, OHA je Ha KOpakK o1 xaoca. A To je
YjeIHO U KOHTEKCT Y KOjU CMO MOCTABIIIU pa3MaTpame KylIType
BUPTYEIIHUX Urapa.

Jlyouuku axademuyu

[pema Menujy BuaeO-Hrapa MpoyyaBaoly Cy 10 JaHAC 3ay3eiIH
jemaH ox Tpu mpoxo onpelena crasa: ocyhyjyhu, aoopayujcku
Wi Kpumuuxu. IIONyIapHOCT THX MO3HIINja, KA0 U YTHLAj KOjU
Cy OCTBapuJIe, CMEEUBAJIHN CY C€ OTIPHIIMKE Kao U HU3 KOJU CMO
NPEeNCTABHIIH.

[IpBa u Hajmyx)a Onna je gpaza ocyoe BUPTYEIHUX UTapa, a Tpa-
jama je om 1972. ropguHe, Kajga je OCHOBaHA KOMIIaHHja ATapw,
cBe 10 2000. roguHe, a MPOTEKIIA je y 3II0HaMEPHOM UTHOpHCa-
By HOBOT ()eHOMEHA. Y OBOM IIEPHOIY HAITUCAHO je PEIIATHBHO
MaJIo aKaJeMCKHUX PajioBa, KOju ¢y y Hajeehoj Mepu Omimm u3pas
TeHEepalHjCKe ,,MOpallHe MaHuKe” CIpaM IojaBe HOBOT Menuja.
C 003upoM Ha TO J1a KyITypa BHIICO-UTapa ayTopuMa HHje Omia
OMricKa, OHH Cy TpeMa ¥0j a priori TIOKa3uBaJd Tpes3up; do-
KyC BHXOBUX paZioBa OHWO je yCMEpeH Ha ,,IpobieM” rejMHH-
ra, Ha HaBOJHY YJIOTY KOjy HAacWIIHE WIpe UMajy y M3a3UBamy
CTBapHHX 3JI04MHA.2 Mojenu, KOju Cy TEMEJbIIN OBE MaxoM
MICUXOJIOMIKE CTyAHje, OMIN Cy T0jeIHOCTAaBIbEHH, CBOIMIHN Cy
ce Ha WCIHUTHBAE ,,yTUIaja Meauja” (eHr. media effects), mTo
je momatHO OWIIO OjadaHO JTaOOPATOPHjCKUM HCTPAKUBALAMA
KOja HHCY y3UMaja y 003Up HUTH CTBAPHOCHH KOHTEKCT, HUTH
o0pavyHaBaja BapHjaOuiie CTBAPHOT KABOTA.?’

Mauo je cirydajeBa y KOjuMa Ce 3ay3MMao APYTadijH yrao Io-
cMarpama 0J] Ha3HaueHor. M3 mepa KpuTnyapa ImoJuTHIKE eKO-
HOMHUje HUje W3alllla HUjeHa BEeIHKa CTyIuja Koja OM Moria 1aa
mapupa pamoBuMa MocBeheHHM XypHAJIHCTHIN, TEIEBU3H)H,
panujy u punmy. JemHako cy Omie OCKyIHE KYJITYPOJIOIIKE aHa-
nH3e caapiKaja BUAEO-Mrapa, LITO ce IPOMEHWIIO Of TPEHYTKA
Kaza je HuHTeHI0 320KynHpao Nakmky CEBPHOAMEPUYKUX KITH-
Hara. MoHorpadwuja Mapme Kunagep (Marsha Kinder) uz 1991.
TOZIMHE, 10 HasuBoM HMeparse ca mohu,?® mpyxuia je merab-
HY aHAJIM3y TeJMUHTa Y IIHPEM KOHTEKCTY KOMOTH()UKOBAHUX
urpadaka i MeJija HaMeHeHUX JenH. McTe roquHe mojasuia ce

26 Dominick, J. R. (1984) Videogames, Television Violence, and Aggression in
Teenagers, Journal of Communication 34 (2), pp. 136-147.

27 Buneru: Gunter, B. Psychological Effects of Video Games, Handbook of
Computer Game Studies, ed. Raessens, J. and Goldstein, J. (2005), Cambrid-
ge, Mass; MIT Press, pp. 145-161.

28 Kinder, M. (1991) Playing with Power in Movies, Television, and Videoga-
mes: From Muppet Babies to Teenage Mutant Turtles, Berkeley: University
of California Press.
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U KIbHra Koja je, cyaehu 1o arpecMBHOCTH U MO3HABalby TEME,
OwuJia BUIIIC CBOjCTBEHA HA3HAUYCHO] (Da3u MpoyyaBama rejMUHTa;
ped je o kiu3u Budeo-deya: cmucao ueparwa Hunmenoa Jynu-
Ha IIposenna (Eugene Provenzo),”’ kojoM je M3peueHa Telika
oCyia MU30THHOT HACHJba Y BUIEO-UTpama. McTe TakBe HeCKpH-
BEHE ONTYXyjyhie HOTe — Koje Cy OIcCTajie 0 JaH-AaHac — I0-
jaBulle Cy ce Y jaBHOCTM HAaKOH Macakpa y Cpel0j IIKOJH, Y
Konym6ajuy, 1999. ronunae. OHO IITO W3BEIITa4X HUCY MPOIY-
LITAJIH JIa Harjlace OMo je mojaTak aa Cy THHEjUSpU OUNHHOIU
6w 3arpmkeHn Doom urpadu, aa OW Be3a Wrapa u 37I0YHHA
cacBuM Owia 3aneyahena TekcroBuMa nonyt [lpecmanume oa
yuume nauiy oeyy xkaxo oa youjajy.>°

PanoBu n3 oBOT meprojia MOCTaBIbajy MHUTamba KOja BPEMEHOM
HHUCY M3ryOMiIa Ha BaKHOCTH. [la uiak, yCKOCT y IPUCTYIY ca-
CBHM je MapruHain30Bajia HUXOB 3Hayaj, y OJHOCY Ha IIHPY
aHaJM3y APYIITBeHE MONM; THM ITpe IITO HBHHXOB JACHYHIH]aToOp-
CKH CTaB M PEUHHK HUCY OWMIIN ¥ CKIIaJly ca MepPCIeKTHBOM Koja
3a KJbY4 MEHjCKE aHaNN3e y3HUMa 3aJ0BOJECTBA M MOryhiHOCTH,
TauHHje — amOUBaIeHmHY Kapakmep BUPTYCTHUX UIapa.

BpemeHoM je Ha clieHy CTYIHO M HapalliTaj akaJeMCKUX Ipoyda-
BaJIalia Koju je ofpactao y3 konsoue. [Ipen kpaj mpoIior Miie-
HHUjyMa, ITOYEITH Cy Jia Ce MoMaskajy o0prcu HOBe (hase mpoyya-
Barba, KOjy je OBOT IMyTa OUIUKOBA0 adopayujcku OTHOC IpeMa
menujy. Behum nenom Taj cy 3a0kper noTakHyiM OpOjHU U CO-
(uCcTUIIMPaHH TEKCTOBH, KOj€ CY, NAJIEKO OfI YHUBEP3UTETA, M-
cany KpUTHYapH, HOBHHAPH U aMaTePCKH MCTOPHUYApH Hrapa.’!
OmTpo cynpoTCTaBEEHH MPETXOIHOM HAuUMHY IIoCMaTpama, TH
CY KOMEHTATOPH IT'OTOBO M3jeHAYaBAIA MEH]CKO OOraTCTBO BU-
Jieo-urapa ca 00rarcTBOM KEMIKEBHOCTH WIH (DUIIMA; €CTETCKE
U HapaTHBHE aCIEKTe I'¢jMHHTra y3UMaJH Cy 3a 030HJBHO, a y
KYJITypH Urpama BUICO-Urapa OTKPUBAIH KOMILIEKCHOCT, UJIEjy
3ajeIHUINTBA U capaambe (HaCyNmpoT M30JAIUjH); KOHAYHO, Ou-
JIM Cy MOI03PUBH IpeMa CTHUTMaTH3alljy BHCO-UTapa Kojy Ccy
CTIPOBOIMIIA MOPAJTHH ayTOPUTETH.

29 Provenzo, E. (1991) Video Kids: Making Sense of Nintendo, Cambridge,
Mass: Harvard University Press.

30 Grossman, D. and De Gaetano, G. (1999) Stop Teaching Our Kids to Kill:
A Call to Action against TV, Movie, and Video Game Violence, New York:
Crown.

31 Herman, L. (1997) Phoenix: The Fall and Rise of Videogames, Union, N. J:
Rolenta Press; Herz, J. C. (1997) Joystick Nation: How Videogames Ate Our
Quarters, Won Our Hearts, and Rewired Our Minds, Boston: Little, Brown;
Kent, S. (2001) The Ultimate History of Video Games, Roseville, Calif.:
Prima Publishing; Poole, S. (2000) Trigger Happy: The Inner Life of Video
Games, London: Fourth Estate.
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Axa/ieMCKH KpUTHYapH Cy Takol)e anu TompuHOC HOBOj eBally-
arju. Boneha ¢urypa osor nepuona 6uo je Xeupu [leHKuHC
(Henry Jenkins), npodecop Ha nporpamy 3a KOMIIapaTHBHE CTY-
avje Menuja Macadycerckor texHosomkor nHeruryra (MIT).
[IeHKHC je MCLPITHO MHCA0 HA TEMY €CTETCKHX BPJIHMHA M KyII-
TypHE BaXXHOCTH UTapa,’’ 1aBao je MOIPIIKY MOKPETY ,,Hrpe 3a
nesojuune” (girl games),” Ha cacinymamnuma Mpea aMepUUKUM
Cenarom OpaHHO je BUIEO-HI'pE O ONTYXOH Ja Cy ,,CHMYyJa-
TOpPH HaMemeHH youraMa™ u ca MmyHO €HTy3uja3Ma CUTYHpao
y IIMPH KOHTEKCT NapTULMIATOPHUX KyaTypa DIY mpakce mo-
nyT ,,Mofi0Bawa” (mods; MoanuKanrja KOMEpLUjaTHUX Urapa
O]l CTpaHe CaMHUX Wrpada) U IpaBiberba ,Manmuume” (machi-
nima; xopuinheme TejMEepCKUX pecypca 3a Mpou3BOImbY (uil-
Ma).*’ Mlako HHCY y MOTIMYHOCTH HEKPHUTHYHH MPEMa T'e€jMUHT
KynTypH, [IeHKHHCOBH CTaBOBH HAuYelIHO CYy ONTUMHCTUYHH.
To je u oxpabpmio mpousBohaue BHICO-Urapa Ja 3Ha4ajHUM
JIOHallMjaMa MOJIPKe YTHIAJHH TPOTrpaM KOjU je MOKPEHYO NpHU
Konzopuujymy 3a kouBepreHtHy Kyatypy (Convergence Culture
Consortium). Jlpyrum peunuma, Kako je akaJeMCKH TPUCTYI BH-
JIeo-UrpaMa 1ocrajao CBe UCTaHYaHM]jU, TAKO jeé U MHAYCTpHja
CBE BHIIIE CXBaTajla B)KHOCT caBes3a ca yueHuMma. >

ITosnerHa mpeucnuTHBama BUACO-UTapa MOMOIVIA Cy IPU IO-
CTaBJbalby TeMeJba 3a Oyayhe cTyauje rejMUHTa Kao Mpu3HaTor
aKaJIeMCKOT' 110Jba MPOyYaBama, YMjH Cy KPeITUOWIUTET YIOT-
NyHWIH crenujaiau3oBanu 4aconucu (Games and Culture),
koHpepenimje (DIGRA), anTonoruje,’’ pedepenunjanau o
W3 KQHOHCKHMX TEKCTOBA TEOPHje UTpe,’® ma W HHTEPHU CYKOOH,
Kao IITO je TO MOJIEMHKa Koja ce moBena usmely ,,Haparono-
ra” " ,Jiygosiora”: mocMarpajyhu BUACO-UIPE Kao MpPUYC MU

32 Jenkins, H. and Fuller, M. (1995) Nintendo and New World Travel Writing:
A Dialogue, Cybersociety: Computer- Mediated Communication and Com-
munity, eds. Jones, S. G: Thousand Oaks, Calif: Sage, pp. 57-72; Jenkins, H.
(2005) Games: The New Lively Art, Handbook of Computer Game Studies,
ed. Raessens, J. and Goldstein, J. Cambridge, Mass.: MIT pp. 175-192.

33 Cassell, J. and Jenkins, H. (eds.) (1998) From Barbie to Mortal Kombat:
Gender and Computer Games, Cambridge, Mass: MIT Press.

34 Jenkins, H. (1999) Professor Jenkins Goes to Washington, Harper s Magazi-
ne, July 1999, pp. 19-23.

35 Jenkins, H. (2006) Fans, Bloggers, and Gamers: Exploring Participatory
Culture, New York: New York University.

36 Buneru: Young, J. R. The Mud- Wrestling Media Maven from MIT, Chronic-
le of Higher Education, 14. 9. 2007, 8. 7. 2020; https://www.chronicle.com/
article/The-Mud-Wrestling-Media-Maven/7110.

37 Raessens, J. and Goldstein, J. (eds.) (2005) Handbook of Computer Game
Studies, Cambridge, Mass: MIT Press.

38 Kajoa, R. (1965) Igre i ljudi: maska i zanos, npes. Taguh, P. Beograd: Nolit;
Huizinga, J. (1970) Homo ludens: o podrijetlu kulture u igri, prev. Stamac,
A., Zagreb: Matica hrvatska.

237



HVK JAJEP BUT®OPA v M'PEI AE NOJTEP

TEKCTOBE, MPBH JPIKE JI0 TOTa J1a C€ OHE MOTY aHAJIHU3UPATH je/I-
HaKo Kao M KiHre, (UIMOBH WM UTPaHU NPOrpam; JIpyrd MaKk
HACTOj€ Jla UTPe TyMaue Kao CIIOPTCKY KaTeropujy, ociamajyhu
Ce Ha apryMeHT Jia Cy OHE CTPYKTyUpaHe MoMohy mpaBuia, 1u-
JbeBa U crpareruja.®®

Benuku neo oBe autepatype mocBehicH je apTHKYIAI]H MEIU]-
CKE CHeI_[I/I(i)I/I‘-IHOCTI/I BUACO-UTapa, ONMMCUBALY HBUXOBUX JKaH-
poOBa U KOHBEHIMja, ¥ YIOCTaBJbay CHEHU(PUYHOT JIECKPHUII-
THBHOT PEYHHKA. YBEK KaJia Ce UIPE Carlieiapajy y MHpeM KOH-
TEKCTY, OHE Ta/ia OMBajy MO3UTHBHO OLICHCHE, a TOCEOHO ce TO
YHHH y BE3H Ca Pa3BHjCHOM KpeaTHBHOIINY KOjy rejMepH MoKa-
3yjy Y peleniuju CBOr MeMdja, IITO HUje CIy4aj ca MyOInKoM
emuTOBaHUX Meauja. TakBo ocehame naemu u Poo Koysep (Rob
Cover), numyhn kako je ,,AHTEPaKTHBHOCT |[...] ca eJeKTpOH-
CKUM HMrpama Tpeluia y jelaH HOBU CTaJlijyM AeMOKpaTH3aluje
KopucHrYKor ydenrha.”*® Axo je rejmepka* y ¢aszu ocyze Gria
CMaTpaHa HeToXeJbHUM Cy0jeKTOM, JEIUKBEHTKUE-OM HIIH KP-
TBOM, Y TICPUOIY aJI0pallije OHa je IocTana JOCTOjHA KUTEIbKa
MOCTMOJICPHOT MEJIMjCKOT TIej3aXKa, K0ja ce KpPO3 UTPY U 3aj10-
BOJHCTBO TIPHUIIPEMa JIa OCTBAPH YCICIIHY KapHjepy Y AUTHTAI-
HuM Meaujuma. Hacnos 6ecrcenepa Cruena [loncona (Steven
Johnson) kananuie HoBoHAcTany uuBep3ujy: Cee oHo wmo je
aoute, 3a mebe je 006po: Ha KOju HAYUH HAC 3aNPaBo CaspemeHd
NONYIApHA KYIMYpa YuHU namemuujuma.*

Jamyhu Ha Tanacy cBe Behe akageMcKke HaKJIOHOCTH IpeMa Io-
MyJIapHOj KYATYpH, NPENCTaBJbeHE CTY/Hje TejMUHTa — KOje Cy
JIOHEJIC U OMYNICBJbCIHE W UCTAHYAHOCT Y MPHUCTYIY KYATYpH
BUPTYEITHUX Mrapa — HaAMETHYJIE Cy Ce Ka0 KOPEKTHB 3a Heo-
BOJBHO yTEMEJhCHE OCYJIe, CBOjCTBEHE MpeTxoaHoj ¢aszu. Ho, y
MOKYIIIajy 1]a HOBOM MEJH]y Ofajy MYXHO IOIITOBAE, CTYIHU-
j€ TejMHHTa 4eCTO O/iIa3e y KPajHOCT: UTHOPHIILY ITOJUTHYKU U
EKOHOMCKH KOHTEKCT BUPTYEIHHX HUrapa; oJiako, 3aTHM, TIpesiase
npeko nuTama miaheHor u HertalieHoT paja y mpolecy mpous3-
BOJIF-E UTapa, OHABJbAjy ONIITA MECTa O II0CIOBUMa HH(OpMa-
THYKOT 71002 3a KOje ce CIpeMajy rejMepH, U KOHAYHO — MPOIy-

39 Bupneru: Aarseth, E. (2001) Computer Game Studies, Year One, Game Stu-
dies 1 (1) http://www.gamestudies.org; Wardrip-Fruin, N. and Harrigan, P.
(eds.) (2004) First Person: New Media as Story, Performance, and Game,
Cambridge, Mass: MIT Press.

40 Cover, R. (2004) New Media Theory: Electronic Games, Democracy, and
Reconfi guring the Author- Audience Relationship, Social Semiotics 14 (2)
(2004), p. 173.

41 AyTtopu UHCHCTHpajy Ha OBOM poJHOM oapehemy, Koje 3a 4nTaona He Mopa
n1a Oyzne o6aBesyjyhe (mpum. mpes).

42 Johnson, S. (2005) Everything Bad Is Good for You: How Today'’s Popular
Culture Is Actually Making Us Smarter, New York: Riverhead.
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ITajy A2 MOCTaBe HE3roJ[Ha MUTamkha O CBETCKOM MOPETKY, YHjH
Cy rejMepy HOBH, ITyHOIIPaBHHU aKTEPH.

[ocroju, mehyTum, u mpeha no3unyuja akageMcKor mpoydyana-
ha KyJIType TejMUHTa, OHA KOja je UCTIPeIUIeTaHa ca MPeTX0oIHe
JIBE M Y OKBHPY Koje heMo HacTojaTH Ja MO3UIMOHHPAMO Hally
crymujy. OcnomeHa Ha MOTUTHKOIOIKY KPUTHYKY aHATU3y BH-
JIe0-urapa, OHa TeXH Jia YCIOCTaBU PaBHOTEXKY u3Meljy Hempo-
MHUIIJBEHUX OCY/Ia U ClIaBJbeHUUKe eydopuje. U 'y oBoM citydajy
MOZICTUIIA] HE J0JIa3U CaMo O aKaJeMCKHX MpoydaBajaia, Beh
U O] TUTHTATHUX YMETHHUKA, HE3aBUCHUX ayTopa Mrapa  3aro-
BOPHHKa MEJIHjCKE MICMEHOCTH KOjU Cy OKPEHYTH TUTHTATHIM
YMETHUYKUM HMHTEpBEHIMjamMa, u3Bohemy T3B. ,,xakoBa” (EHT.
hacks), cTBapamy anTepHaTUBHUX MHUHHU-UTapa U KpeUpamwy Ha-
CTaBHHUX ITPOrpaMa Kojuma ce pobIeMaTusyjy, UCIIUTY]y WK ce
MaK OJCTyIa OJf HOPMHU 3BAHUYHE T€JMUHT KyaType.*

OBH TeopeTHUYAPH THIITY O UTpaMa KPUTHYKH, ajld HE ca Hame-
poM na ux obe3Bpeae. OHM ce 3anmpaBo Hanajy aa Ou Uurpe Moriie
o6utn apyraumje. Cutyupajyhn nururanny urpy yHyrtap ¢op-
Malljja JApyITBeHe MohM, OHU HY)KHO, M Ha HEKOJIMKO OCHOBA,
packuaajy ca GpopMaiu3MoM, KOju Yy J00p0j MEpH Kpacu Teo-
pujy rejmMunra. OHM He MOPUYY jEeIUHCTBEHE aTpHOyTe THUTH-
TaJIHUX Urapa; ajlv, UCTO TaKo, OHM HU HE MHCIIE Ja Te UCTE
crenu(pUIHOCTH MMajy CBOJCTBO J1a MPOCTO TPAHCIICHIUPA]Y
pobJIeMe UICOIO0THja U MOJUTHYKE KOHTPOJIE ,,CTApHjux”’ Me-
nuja. Takole, 3a pasnuky ox media effects reHepanuje mpoyda-
BaJIalla, K0ja je y MPBH IUIaH CBOJUX UCTPAKHBAbA [TOCTABIballa
npobiieMe HWHAWBHUIyalHE TCHXOJOTHje, HOBH NPHCTYIH, KOjU
OHHU TIpeJyIaxy, okpehe ce ColMjaIHuM CTpPYyKTypama, Kopropa-
THBHHM KOHTEKCTHMA M HHCTHTYI[HOHATHUM criama. Hacympor
MpUCTaJIMIIaMa CXBaTamka BUPTYEIHUX Ur'apa Kao TPEHUHra, HO-
BU TCOPETHYAPH HE CMaTpajy Ja je yTHIlaj colujau3aiuje Ha
nocrojehun ApyImTBeHU Nopenak OeHUraH; yMecTo Tora, OHH Ha
UTPE U JUCKYPCe KOjU UX OKPYXKY]y IVIeajy Kao Ha BEKTOpE Cy-
MPOTCTaBJbEHUX MHTEPECa, M Kao Ha ajlaT HaMeHhEH CcapiiajaBa-
By BEIITHHA, KojuMa ce 1mocrojehe HopMe MOTY CHa)KHTH, HCTO
KOJIKO ¥ TIO/IPUBATH.

[...]

43 Bogost, 1. (2007) Persuasive Games: The Expressive Power of Videoga-
mes, Cambridge, Mass: MIT Press; Schleiner, A. (2002) Velvet-Strike: War
Times and Reality Games; Opensorcery Web site: http://www.opensorcery.
net; Schleiner, A. Female-Bobs Arrive at Dusk, in: Cyber Feminism: Next
Protocols, ed. Reiche, C. and Kuni, V. (2004), New York: Autonomedia,
pp. 119-32.
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Uepe Hunepuje

BuptyenHe urpe npeacraBibajy MEIOHjCKH penpe3eHT Mmmepu-
je. Ha jeman mapagurMaTtidHy Ha4WH, OHE y ceOW HOCEe W Tpa-
TOBE HEHE KOHCTUTYTUBHOCTH M TParoBe HEHUX YHYTPAIIHBHX
npoTtuBpedHocTH. bam kao mto je u poman X VIII Beka ogurpao
yAOTY TEKCTYaJIHOT amaparyca, KOju jeé OMOryhHno HCTOpHjCKYy
mojaBy Oyproacke JTHYHOCTH (YCIOBJbEHE MEPKAHTIIIN3MOM,
AN jeHAKO CIIOCOOHE 32 FeroBy KPUTHKY), M Kao IITO je He-
Moryhe ¢uIM U TeNEBU3HUjy Pa3lydUuTH O WHIYCTPH]CKOT KOH-
3ymepu3ma XX Beka (6e3 063mpa Ha TO IITO Cy BHUMa OBEKO-
BEUYCHN HEKH OJf HajJMPAYHHUjUX TPEHYTaKa), TAKO U BUPTYEITHE
WTpe TPEACTaBIbA]y KOHCTUTYTHBHU MEIM] TIOOATHOT XHIEep-
karuranuzMa X XI Beka, a Moryhe je — u muHHjy OEKCTBa.

300r uera cMaTpaMo Jia Cy BHPTyeIHE Urpe oapehyjyhu menyj
Wwmnepuje, oHaj Koju je cBOjCcTBeH VIMmepuju M KOju MCKasyje
BeHy OuT kao HHUjemaH napyru? [lomceTnMo: BHPTyeIHE WUTpe
Cy HacTaje y OKBHPY BOjHO-HMHIycTpHjckor komiuiekca CAJl —
HyKJICapHO HAOPY)KaHOT je3rpa IobaiHe JOMHUHAIIH]E KaluTa-
J1a, 32 KOjH Cy 10 JaH-JaHac OCTajle Be3aHe IyITYaHOM BPIILIOM.
CTBOpHIIE Cy MIX XaKepPCKe BEIITHHE U 3HAIE jeIHE HOBE BPCTE
paJHUKa MHTEJIEKTYalla, KOjiMa je TEIIKO yIpaBJhaTH u Koje je
TEIIKO KOHTPOJIKCATH. YTIPABO je Taj T3B. ,,HeMaTepHjaIHu pas’
omoryhno HOBy (ha3y KamHMTaJIHCTHYKE SKCIIAH3Hje, Y OKBUPY
KOj€ Cy TejMHHT MAaIllMHE CTaBJbEHE y CIIYy)KOy HajHAIIPEIHHjUX
CHJIa IPOU3BObE M KOMyHHKALHje, Ka0 CBAKOAHEBHH, CBEIIPH-
CYTHU MHKYOaTOpH 3a HOBE TeHepaluje, Koje ce moMohy mHx
OpHjEHTHITY Ka TUTUTAIHUM TEXHOJOTHjaMa M YMPEKEHO] KO-
MyHHKaIHju. [ ¢jJMUHT HHAYCTpHja je MMOHUPCKA Kaza je ped o
METONIM aKyMyJaIje KaluTaja Koja je 3aCHOBaHA Ha IpaBUMa
HMHTENEKTyaJlHe CBOjHHE, HA KOTHUTHBHO] €KCIUIOATAINjH, KyJI-
TypHO] XWUOPHAM3ALHUjU, TPAHCKOHTHHEHTAITHOM YTOBapamy
MIPJhaBHX TTOCIIOBA M III00ATHOM TuTacMaHy pobe. Ha HaunH Ko-
J¥ je CBOjCTBEH HEOTPpaHHUYEHO] YIOTpebn 6MomMohn, IpaBbemke
BHJeO-urapa 3amyhyje pasnuky musmely mocna u urpe, mpomus-
BOAIE M NOTPOILIE, JOOPOBOJFHUX aKTHBHOCTH M €KCIIOaTa-
uuje. VcroBpemMeHo, urpe ¢y CKyla MOTpoIIadka poda 10 Ko-
j€ CHpOMAIlIHH J0J1a3¢ MPETEKHO HENEralHUM ITyTeBHMa, ILITO
moTBplhyje mocrajame OTPOMHHX pa3iiiKa M HEjeTHAKOCTH YHY-
Tap HOBOT MopeTKa. BupryenHe urpe omoryhasajy cumynariyje
HICHTUTETa TpaljaHa-BojHHKA, paJHUKA caMocTanala, Kuoopr-
aBaHTYPUCTA M KOPIIOPATHBHHUX KPUMHUHAJIAIA; Ha FBUMA CE OHU
¢rexcuOnTHN 00y4JaBajy 3a pag Ha (GICKCUOMITHIM PaTHIM Me-
CTHMa, APYTH ce 3axBaJjbyjyhn BuUMa ynomo6sbaBajy mpema Io-
Tpebama MIJTUTapU30BaHOT TPXKUINTA: KOHAYHO, HEOTHOEPaTHO
HCKYCTBO BU€O-UTpe ynHE 3a0aBHIM Kao miro 3actymajy M-
HIepHjy, BUPTYEJIHE UTPE HCTO TAKO TOBOPE Y HME MHOIITBA KOje

240



HVK JAJEP BUT®OPA v M'PEI AE NOJTEP

TpaXkKu K3Ja3 y CyOBEp3UBHUM U aJTepHATUBHUM €KCIIEPHUMEH-
THMa.

Y yBogHuM peuuma Mmnepuje Xapt u Herpu cy Hanucanm ka-
KO CBOJy KIbHTY BUJIE KaO ,,arapaTrypy KOHIIETara 3a TEOPETCKO
NPOMHUIIIBARE U JjeNioBatbe y Mrepujy u npoTus me.™* Heke
OJ1 BbUX CMO Beh crioMeHyIH: To ¢y Onomoh, HemaTepujarHu paj,
MHOIITBO, €r30/lyC. AJIM IIOCTOJU U YUTAB HU3 APYTUX MOjMOBa,
KOHIIETaTa U uieja Koju Cy y OJIHMCKOj Be3n ca lbUXOBOM MUIIBY,
a Koje Cy pa3pajwiy ayTOPH CIMYHUX DIETUINTA: KOTHUTHBHU
KalnTaau3aM, MallnHCKa CyOjeKTUBHOCT, (YyTYypUCTHYKA aKy-
MyJaija, THHAYHa Moh, JuHuje 6ekcTBa, ommTu ym.** Cee cy
TO MHTENEKTyaJH! ajlaTH KOjUMa CMO C€ KOPUCTHIIM Y TPOIIH-
TUBamky npobnema urapa Mmnepuje. Kopucran koHuent, kako
nuiy JKun [lenes u @enuke ["atapu, jecte 0Haj KOjU HaM ,,0MO-
ryhyje na 4yjeMo HOBe BapHujallMje U HEMO3HATE pe3oHaHIje”. %
OrtBapajyhu HOBE MHTEJIEKTyaHe MOTyhHOCTH, KOHIIENTH ,,0p-
TaHu3yjy ¥ Ca)KUMajy MHCAOHH MOTEHIMja] Ha MCTH HA4YMH Ha
koju TBokhe y OIYyYHHUM pyKaMa CaKUMa CBY MPOBATHHUKY
CHary pajao3Hanoctu.”” VipaBo Ha OBaKaB ,,[IPOBAJIHUYKU”,
nparMaTHyaH HaduH ,,TOKYIHIA CMO™ KOHIIETITE U3 TCOPHjCKUX
TEKCTOBAa ayTOHOMHCTHYKOI MapKCH3Ma W IOCTCTPYKTYpajH-
CTHYKOT paguKain3Ma (Al U U3 TEKCTOBA FbHXOBUX KPHUTHYA-
pa). Hama Hamepa je 1a X NMPUMEHHMO Ha CBET BHPTYEIHUX
urapa ¥ Jja Tako oMOryhuMo cycper TeopHjCKuX KOHIlerara M
rejMepcKe mpakce, y UMe y3ajaMHe JyCTpallije U KPUTHKE.
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GAMES IN THE AGE OF EMPIRE

Abstract

This is a part of the introductory essay of the now already canonical
study on gaming culture, written by Nick Dyer-Witheford & Greig
de Peuter — Games of Empire: Global Capitalism and Video Games
(University of Minnesota Press, 2009). Regardless of the year of
publishing, it still represents an extremely useful review that is not
without serious critical insights. Placing the culture of video games in
the epistemological passe-partout determined by the Empire theorists
Michael Hardt and Antonio Negri, the authors had laid one of the key
foundations for critical game studies, based on a deep understanding of
the logic of virtual games, as well as their teleology and reception. The
authors’ cultural-political analysis of the media illustrates how central
video games have become the very structure of our contemporary
global order: both as a means of governing and as a (virtual) space of
struggle and resistance.
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