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opurmHanaH Hay4Hu paj

MEJCKA KOHBEPTELIV
BUEQ-UTAPA U OHIINA

HAPATUB, ECTETUKA U
WHOYCTPUJCKA CUHEPTUJA

Caxerak: [lonasna mauka 3a oegpunucarbe 0oHoca Guima u eudeo-
ueapa je nosHama mesa 04 C6AKU HOGU MeOuj npeysumda 00 CE0jux
nPemxXoOHUKa HeKe POPMAIHe U CAOPHCUHCKE KapaKmMepucmuKe, ai u
npemxodehu meduj pekonguypuuie coja u ancopoupa ceojcmea Ho-
602 meduja. [{um je 0a ce npedcmasu wupu meopujcKu okeup, Koju 6u
NOCIYIHCUO KAO OCHOBA Od/be2 UCpadicusarsa oge penayuje. Kopucmu-
he ce MyTmMuOUCYUNIUHAPHU NPUCMYN, KOJU Ce meMesbU HA KOHYenmu-
Ma cmyouja meduja, cmyouja eudeo-ueapa, cmyouja uima u cnyouja
kynmype. Budeo-uepe ce uecmo 6asupajy Ha QuIMCKUM MEMAMCKUM,
HAPAMUGHUM U JHCAHPOBCKUM MOOEIUMA, OOK je V uimosuma npu-
CYMHA PeKyp3UHA HAPAMUGHA JIO2UKA 8udeo-uzapa. Y eudeo-uepa-
Ma npumemHo je kopuuihierbe QUAMCKOZ je3uka, a y GUuIMosuma je ox
MOOUPUKOBAH NOO ymuyajem ecmemcKux ceojcmasa uzapa. Xonueyo
U UHOYCMPUJa 8UO0-U2apa OCMEAPYJy CUHEPSUWY U HyOe NOMPOUAYU-
Ma WUPOKU CREKMAP HAYUHA KOH3YMUPAsA NPOU3600a Y PASIUNUNUM
Meoujuma.

Kmbyune peun: ¢uimosu, eudeo-ucpe, Komgepeenyuja, ecmemuxa,
Hapamus

Kana ce mouetkom XXI Beka KOHCTUTyHCajla HOBAa HayyHa JIU-
CIIWILINHA CTYJHje BHICO-Urapa OJHOC BUACO-UTrapa ca GuimMo-
BHMa ITOCMATPaH j€ ca MOJ03PECHEM KO/l TEOpeTHIapa Koju Cy ce
3aJlarajim 3a He3aBUCHOCT OBe 00iacTu. To WUIak HHje CIPEUnIIo
TeopeTHyape (YUIMa U KEbHXKSBHOCTH J1a ITUIITY U TOBOPE O Hapa-
THBUMA Y BHJICO-UTPaMa M F(bUXOBHUM Be3aMa ca ,,niperxonehnm”
MenujuMma. JIOMUHAHTAH je MapTUKYJIapaH MPUCTYI pelandju
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BHUJICO-Urapa 1 (GpuiMa y 3aBUCHOCTH O] HHTEPECOBama Teope-
THYapa, OWiIo na ce pagu o nopehemy HapaTUBHE CTPYKTYpE,
npo0eMy HHTEPAKTUBHOCTHU, (DEHOMEHY MAIIMHUME U OCTAIHM
acriektuMa. Kako omHoc m3mel)y oBa nBa Menuja 3axBaspyjyhu
OpojHUM (haKTOpPHMAa MOCTaje CBE CIOKEHHUJU HEOMXOIHO j& To-
HYIUTH XOJMCTHUYKH MPHUCTYI U CBEOOYXBaTHY KOMIIapaTHBHY
aHau3y, Koja O HacTojasa Ja npule OBOM MpoOIeMy Ha BHIIE
Pa3IMUUTHX HUBOA y MPYKaby KOMIUIETHE CIIMKE JWjaliora u3-
mehy Bunmeo-urapa u punma. [{uss oBOT paja je na moHYI HUpH
OKBHP OBOT OJIHOCA Y MTOCTaBIbalhy OCHOBE 3a Jajha HCTPAKUBA-
Ba OBOT MpobiieMa, a Koja Ou moapa3yMeBa0 MHTEPIUCIIUILIN-
HapHM TPUCTYIl 3aCHOBAaH Ha KOHIENIMjaMa CTyAWja Meauja,
cTynuja Guiama, CTyamja KylIType, a Ipe CBera CTyAHja BUICO-
urapa. Kako 6u ce Ha cucTeMaTnyaH Ha4MH 00paano OBaj BeoMa
CJIOjEBHUT OJJHOC KJbYYHO j€ YKa3aTH Ha UCTIPEILICTCHE TPaKce U
TEopHje, TEMAaTCKU, HAPATUBHH, €CTETCKH-UKOHOTPa(CKH U €KO-
HOMCKH HHBO y UCTIYE-CHY 00ehama Me/IHjcKe KOHBEPIeHITH|C Y
YCIIOBAMA CaBPEMEHOT II0OATHOT KalMTaIH3Ma.

Tlojam medujcke konsepeenyuje

Jomr je Mapman Mekityan mpUMeTHO J1a CBaKW HOBH MEIH] pe-
KOoH(HUTYpHIIIEe cTapH, a [1a je caapikaj HEKOT Me/Irja YBEK MpeT-
XOIHU ME[H], I1a je TaKo CaJprkaj IITaMIle IHCaHa ped, caip-
Kaj Tererpada mramia, a canapxaj ¢punMa goTtorpaduja, poMaH
Wk apaMa uta.! TepMHH KOHBEpTeHIMja? 4ecTo je KopumheH
O]l CTpaHe TeopeTHdapa, y 3aBICHOCTH Ca KOJHX CE€ TEOPH]jCKUX
mwiatdopmu oOpahajy, 1 crora je cxpahieH Ha pa3InIUTe HAYNHE
y O3Ha4aBamky TEXHOJOMIKHX, KYITYPaIHUX, APYIITBEHUX 1 UH-
JyCcTpHjckuX mpomena.’ ¥V moueTky ce, 80-MX roauHa MpoIuIor
BeKa, OBaj TEPMHH NMPHMEHUBAO KaKO OW O3HAYMO pa3Boj AU-
TUTaJTHE TEXHOJIOTHje, HHTEeTpalHje TeKCTa, OpojeBa, CIMKa U
3ByKa, Clajambe padyHapa M TEIEKOMYHHKaIMja W Pa3IHIUTHX
eJleMeHaTa MeIuja KOji Cy Y PaHHjUM HCTOPHjCKUM TIEPHOIH-
Ma MOCMaTpaHHU MOjeANHAYHO. 3axBasbyjyhul UMm-eHUIHN 1A ce
nH(pOpMaLHje UCTIOPYUY]y Y IUTHTAITHOM OOJHKY, OTBOPHIIA CE&
MoryhHOCT Ja paszniauT MeIuju 00aBIbajy ciudHe (QyHKIH]je.
[open Tora, KOHBEpreHIIMja MMa CBOj €KOHOMCKH acCIeKT, OHa
Mema HauWH Ha KOjU Ce€ y MEAHjCKUM HHIYCTpHjaMa BOAE IO-
CJIOBH M HAUWMH Ha KOjH TOTPOIIAYH KopucTe Menuje. Memujcka
KOHBepreHnwja, mpema XeHpujy [leakuncy (Henry Jenkins), He

1 Mc Luhan, M. (2008) Razumijevanje medija, Zagreb: Golden marketing-
Tehnicka knjiga.

2 YV Teopuju MeIuja MOCTOjH jOII jejaH TEPMHH, a TO je peMeujaluja, ca Ko-
JHUM ce MO)Ke OIHCATH IPOIEC ,,pelipe3eHTalrje jeHOT Meauja y Ipyrom”,
LITO j€ jeTHa Ol KJbY4YHHX OCOOMHA HOBUX JAUTUTAIHUX MEAHUja.

3 Jenkins, H. (2006) Convergence Culture: Where Old and New Media Collide,
New York: New York University Press.
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03HauaBa ()MKCHH OZHOC, Beh MpolleC CycpeTama U YKpIITamba
u3mel)y pasMuuTHX MEIUjCKUX MHAYCTpHja U cucTema ,,Mehy
KOjEMa CE OCTBapyje TOK MEIHUJCKOT cajpixkaja’ Ha Pa3THUUTHM
MeaujckuM Tiargopmama.t Mmak, meroB Gokyc, mopes mpous-
BOJIHOT, HEe 00yXBaTa HU TEXHUUYKH, HU (OPMAaTHH aCleKT KOH-
BepreHuyje, Beh ce oHa ofBHja Kpo3 IpyIITBEHE HHTEPAKIHjE 1
y CaMHM MOTPOIIaYMMa KOjH TEKe Ja Y MOTIIYHOCTH Y)KUBE]Y Y
OMHJBCHUM CaJIpKajuMa TOIyIapHe KyIType, a ce Tako Hie-
anmHu noTpoinay Hehe 3aycTaBUTH Ha YnTaky TOIKHHOBE KEbH-
re [ocnoodap npcmenosa, Beh he nmornenarn UCTOUMEHH (BHIIM,
MPOYHTATH CTPHIT M KYIIUTH BHICO UTPy Oazupany Ha Guimy.

JlMjaXpoHHjCKH TIOCMaTpaHo Moke ce pehu 1a ce BUIeo-urpe
OCJIamajy Ha €CTETCKE U MPOU3BOIHE KAPAKTEPUCTHKE MPETXOI-
HOT Menja-(huIMa, Kao LITO je Ipe Tora TO YYMHUO PaHH Urpa-
HY (UM ca o30puIITeM (MPBU GUIMOBU HUCY HU OWJIM TOTOBO
HHUIIITA JAPYTO 0 CHUMJbCHE TIO30PHUIIIHE MPENCTaBe) U hoTorpa-
¢uja ca ciamkapcTBoM (TIpey3MMarmbeM CIMKAPCKHX YKaHPOBa).
KonBeprenuuja je 000cTpaH Ipoliec, na ce MOXKe YOUUTH Jia Mo-
CTOjH TEHJCHIMja Ja BUJICO-UIPe Y BU3YECIHOM W HapaTHBHOM
cmucity Oyay mTo ciandyauje GpuiMoBHnMa, A0K ce QUM JaHac
npuiaroaBa eCTETHIIM OBOT HOBHjer Meuja. Tako 1a qaHac Hu-
je Hermo3HaTa YMECHHIIA J]a Ce BHJICO-Urpe, KopHuihemeM Hapa-
THUBHHX W PEMPE3CHTAIIjCKUX KOJOBA, CBE BHINC OCTamhajy Ha
¢buMckH je3uk, a ongpeheHn GUIMOBH, yoTpeOOM KOMIjyTep-
CKHX aHHMallMja, U UTPaYKe JIOTUKE U calipikaja mpey3uMajy je-
3uK Bujeo-urapa. Konabopanuja usmeljy ¢punmMcke uaaycTpuje
Y UHYCTPHje BUICO-Urapa je KOMIUIEKCHA, T1a TAKO Y MPOU3BO/I-
U UTapa yYeCTBYjYy QIIMCKE 3Be3/Ie 1103ajMIbyjyhu CBOj m1ac U
JIMK, PEMUTEIbH HACTOjE JIa MPaBe UTPEe WIH MaK GUIMOBE KOjH
nYe Ha BUICO-UTPE, a BUICO-UTPE Ce MpaBe mpeMa GUIMCKuM
XUTOBUMa 00yxBarajyhu ucTe HIbHE IpyIIe.

VY caBpeMEHOM CBETY HE MOXKE Ce TOBOPHTH O ME/IUjy KOjU MO-
CTOju MO cebu u 3a cebe, HUjenaH MEIUj He TIOCTOjU Y M30Jia-
uuju, Beh y xomaGopauuju ca OCTalluM MeIWjUMa, HUXOBUM
TEXHOJIOTHjaMa, IpakcamMa U TeKCToBuMa. [Ipema ToMe, HU BU-
JIC0-Urpe, Ka0 HOBH MEJH]j, HUCY HACcTale y MEIHjCKOM BaKyy-
My; OHE UMajy CBOje Cenn(UIHOCTH, ajlH ce Takolhe Oa3upajy u
Ha KBaJIMTeTHMa nocTojehnx menuja.

4 HUcro, ctp. 282.

5 Llopu Jlykac (George Lucas) je jomr 1982. roquHe 0CHOBAO CTYIHO 32 BUACO-
urpe Lucasfilm Games, a Ctusen Crimnbepr (Steven Spielberg) 1995. orapa
DreamWorks Interactive. Jenna ox HajnosHatujux urapa je Medal of Honour
(1999), koja je 3acHoBaHa Ha CHHIOEPrOBOM KOHIEOTY M HETOBOM (DHIMY
Saving Private Ryan.
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IIpeysumarve napamugnoz mooena

Jomr on mpBuX KoH(epeHIHja y 00JacTH CTyArja BUACO-UTapa
[UTakba HAPATHBHOCTH U NPUIIOBEAaba OMila Cy KJbydHa y JIH-
CKycHjaMa TeopeThdapa. 3a Jiymonore® HapaTHBU HUCY HHIITA
JpYyro X0 WHTEPECAaHTHA IIaKOBamba 3a MPaBy CYIITHHY BHIEO-
Urpe, a TO Cy MEXaHHKa, IPaBHiIa UI'PEe U UIPAYKU JOXKHBJIBA].
MehyTtum, HapaTHB je BaXKaH aCHeKT KOjH y 3Ha4ajHO] MEpH J0-
npuHOCcH ocehajy ypomeHocTH (immersion), jep OH y Urpama
IpencTaBiba KOHTEKCT Y OKBHPY Kojer ce oHa oxgurpasa. Hapa-
THBH Y BUACO-HTPaMa YECTO Cy NPEMyHH CTEPEOTUITHUX JTHKOBA
paTHHUKa, JaMa y HEBOJBH U JIAKO NPETIO3HATIBUBUX HApaTHBHUX
oOpazama mpey3eTux of ,,IPEeTXOAHWKA — KIbHra, (puiama uim
crpuna. Mnak, nokasajo ce npoOIeMaTHIHUM OJIaKo Ipey3uMa-
e nocTojehnx GUIMCKUX U KEbHKEBHUX MOJIENA, T1a Cy MHOTH
TeopeTHYapH MOKYIIAIH J1a IOHY/e HOBE HapaTHBHE MOJEIIe 3a
Buzeo-urpe. Ha nmpumep, kako Ou ce poHanIao HapaTHBHH MO-
JieJT IPUMEPEH CBETY BHIEO-UIPE, YBENCH je TEPMUH ,,HApaTHUB-
Ha apXUTEKTypa”, KOjH je MapKUpao ,,ipocTopHOCT” mpude.” Y
¢unMoBMMa, MJbEBU M KOH(MIMKTH Cy oxpehern moctymimma
MPOTAaroHUCTE, IOK CE y HTPaMa LIJbEBH OTKPUBAjy TOKOM HaBH-
rangje Kpo3 BUPTYEIHHU MPocTop. 3a pa3iuKy o GpuiMa dmja ce
IpUYa OJBHja y JHMjETeTCKOM CBETY, KOjH HAM OTKPHBA]y JTMKOBU
¢uMa, Urpad TOKOM Urparba HMa akTHBHY YJIOTY Y HCTpaXkKUBa-
by cBeTa urpe. Kako 6u ce oBaj mpobieM mpeBasuinao, yBoae
ce TEPMUHH: ,,AHTEPAKTUBHN HApPAaTHB %, , CeKBEHIIMOHAIHN W

,Kay3aHu Hapatus”.’

Y (peHOMEHOJOMKOM CMHCTY, IyONnuKy (uiMa IpercTaBiba-
jy TIaCHBHH PEIMITHjEHTH, KOjH Cele y 3aMpadeHoj cali, I0K Y
BUJICO-UTPaMa MIPaddl aKTUBHO YTHYy Ha HapaTHBHe xorabaje.
HNaxo je mperepano pehu na je punmcka myOnrka macuBHa, jep
HHUje HOBOCT J]a C€ TOKOM Iiieama (uiMa oflBHjajy pasHe KOT-
HHUTHUBHE, CBECHE U HECBECHE aKTUBHOCTH M a()eKTHBHE PEaKI-
je, UNICHAIIA j€ Ja je CYIITHHCKH HeMoTyhe IPOMEHHUTH paiiby
¢unma. VHTepakTUBHOCT y WIpama IOfApa3yMeBa pasiIHUHuTy
TEMIOpaJHy OpTaHU3aIMjy Yy OZHOCY Ha (MM, KO KOjer ce
panma onBuja y camammocT. OIBHjamke YHYTPaImher BpeMeHa

6 Jlynonoruja je moceOHa Hay4YHa AUCIUILIMHA Koja Ipoydasa urpe. Jlynonosu
ce (okycupajy camo Ha (hopMasIHe KBAIUTETE Urapa.
7 Jenkins, H. Game Design as Narrative Architecture in: First Person: New

Media as Story, Performance and Game, eds. Wardrip-Fruin, N. and Harri-
gan, P. (2004), London: The MIT Press, pp. 118-130.

8 Murray, H. J. (1997) Hamlet on the Holodeck: The Future of Narrative in
Cyberspace, Cambridge, Massachusetts: The MIT Press.

9 Ryan, M. (2001) Narrative as Virtual Reality: Immersion and Interactivity in
Literature and Electronic Media, Baltimore and London: The John Hopkins
University Press.
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urpe je ,,AeTEPMUHUCAHO UTPAYKOM TpHpoaoM meauja”.'? ipy-
UM peurMa, HapaTHBHA TEMITOPATHOCT ((PUKIIMOHATIHO BpeMe)
TOTOBO MCKJbYYMBO 3aBHCH OJ TI0Te3a Koje he urpay HampaBu-
TH, 70K fie UM HACTaBHUTH Jla TPaje Yy PCaTHOM BPEMEHY aKo
u3aljeMo U3 mpoCTOpHje, jep je HApaTUBHH TOK MPEICTCPMUHU-
CaH ¥ He 3aBHcH of ieaaona. OBO HapaBHO 3aBUCH OJ1 JKaHpa
Urpe ¥ KapakTepUCTUYHUX MPABHJIA UTPE, 1A CY TaKO U3y3eTaK
T3B. ,,ATpe eMeprenimje”,!! momyT cmopTcKux Wrapa win Beh
napaaurMatudHor Tempuca, y KOjuUMa je MOTHCHYT HApaTHB, a
YHYTpAIllEbe BpeMe TUMUTHPAHO y Koxy urpe. bpojuu cy G-
MOBH KOjU Cy €KCIIEpUMEHTHCAIIU M33ajHOM BpEMEHa Kapakre-
PHUCTHYHOT 32 BHJCO-UTPE, OJHOCHO Ca HApaTHBOM, KOjH TPO-
U3UIIa3M U3 PEKyp3UBHE JIOTHUKE UTPE. JelaH o] HajyOouJbUBHjHUX
acriekara Wrpara, koju he OMTH UMILUICMEHTUPAaH Y QUIM je pe-
nemumusnocm (y TIpellaXely HUBOA, CaBlaaBamwy oapeheHnx
npenpeka utn). To MoHaB/bame, Ta4HHU]E ,,BPEMEHCKA MeTiba”,
ca BapHjaiujaMa (OMIIO 1TOJ] CBECHOM yIOTPEOOM OBE €CTETCKE
KapaKTePUCTHKE BUICO-Mrapa WU HE) MPUMETHO je y oapele-
HUM (UIMOBHMA O]l JICBEJCCETHX TOAMHA TPOILIOT BEKa, Kao
urro ¢y Groundhog Day (1993), Run, Lola Run (1998), The Ru-
les of Attraction (2002), Source Code (2011), Triangle (2009),
Edge of Tomorrow (2014), Infinity Chamber (2016), Happy
Death Day (2017) u maoru apyru. Jenan on HOBHjUX NpHMepa
je dunm IMona Bepxosena (Paul Verhoeven) Elle (2016), y xojem
BUJICO-UTPA CIYKH KaKo OM Ce Ope/Iiia MCUXOJI0THja IPOTaro-
HHCTKHIbE, KOja je MpeicTaB/beHa Kao hiepka MacoBHOT yOuIe 1
MPOIYLIEHTKUA ,,HACHIHUX ~ BUAeo-urapa. CyKIleCUBHO IIOHa-
BJbAELC JEIHE TC MCTE CIICHE HCHOT CHJIOBara Takole mpencra-
BJbA OUYUTIICIHY PEMHUHHUCIICHIIH]Y HA MEXaHHKY UTPe 1 TPaBHJIa,
¢ 003MpOM Ha TO Ja OHa CTAJHO IOKYIIaBa J1a U3HOBA Mobeau
CUJIOBATEJhA, IIITO jOj HA KPajy U TOJIA3H 33 PYKOM.

Ha mouetky cBoje uctopuje, ox Xurunooramosor (William
Higinbotham) Tennis for two (1958), Spacewar! (1962) Ctusa
Pacena (Steve Russell) u cBux npyrux urapa ceqamaeceTHx ro-
JIHA, BUJICO-UTPE CY Y IPaMuKOM HIIH €CTETCKOM CMHUCITY Ouite
Janexo ofi Guima, 1a Cy 1 HapaTHBHU KBAJHUTETH PaHUX BUJIEO-
urapa, Koje cy ce 0asupaiic Ha Op3uM pedieKkcuMa U pyKa-oKo
KOOPAMHAIM]H OWJIH OCKyIHHU. Pa3B0Oj HAPaTUBHOCTH y Urpama
j€ 3aBHCHO O] TEXHOJIOLIKOT pa3Boja rpaduke u MoryhHoCTH
npe/ICTaB/barba BU3YESITHO KOMIUTEKCHHjHUX PEIPE3eHTAIIH]a, ITPe
CBCra JbYJACKHX JIMKOBA a TUMC U 6a3I/I‘IHI/IX HapaTUBHUX YyJoTra

10 Anyd, L. (2015) Narrative time in video games and films: from loop to travel
in time, G|A|M|E The Italian Journal of Game Studies, G|AM|E The Italian
Journal of Game Studies No. 4, Italy: Ass.ne Culturale Ludica, p. 64.

11 Urpe emepreHumje Ccy Urpe 4uja je MeXaHHKa Tako MOCTaBJ/bEHA 1a MOCTOjH
TOTOBO HEOrPaHHYEH CKyN MOI'yliHOCTH JOCTH3amba 10 LHJba.
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y JIMKOBHMMa MpPOTaroHucre, o0jexra, antaronucre utn. [lopen
OYHIVICJIHUX TEXHOJIOMIKUAX MPENpPeKa, MOCTOjaln CYy U CKOHOM-
CKH pasjiosd, jep cy Taaa (70-ux roguHa) TOMUHHUpAIE BUACO-
UTpe y apkamama, Koje Cy MOKpeTaHe ybanuBarmbeM KOBaHHIIC.
[Ipoceuno Tpajame urpe je O6uio oko 90 cexyHIU, HaKO Y4eCTO
HHUCY OWJIe BPEMCHCKH OTpaHHYeHEe, Mopasie Cy OUTH JOBOJb-
HO TEUIKe KaKo Ce UTrpadu He O Jyke 3aJpiKaBalid ca jeIHUM
KETOHOM.

Iopen Tora mito je Ousa mMpBa BUACO-UIPa Y KOjOj je TeHepUcaH
JBYICKH KapakTep ca creruduyauM nprama auiia, HUHTCHIOB
(Nintendo) Donkey Kong (1981) 6uina je UCTO Tako U MpBa BU-
JIeO-Urpa ca HapaTHBHUM €JIEMEHTHUMa U UTpa Koja je mpejacTa-
BHUJIA KJIACHYHY TEMY JlaMe y HeBOJbH. [IpoTaroHucTa urpe 308e
ce [Jamnmen (Jumpman), a mpukasaH je kKao Majctop (cronap),
IITO je, Mopel CIAMKe Madujalia, joI jenaH oj] CTepeoTHUra Ko-
ju ce Besyjy 3a Uranujane y Amepunn).'? Lluss urpe je ocio-
6ahame [lamrnMeHOBe €BOjKe, KOjy je OTelia OrpOMHA ropuJa,
1ITO je, OTET, MOpea M CaMOr Ha3uBa UIpe, jacHa pedepeHiia
Ha cuTyarujy u3 ¢punmona o Kunry Koury."® J[Banaect roguHa
KacHHje M3a3u urpa Myst — jeHa O IMPBUX HUrapa y Kojoj je
3axBasbyjyhu KOMOMHAIU]H TPOTUMECH3HOHAITHE TPadHKE U TCK-
CTa OCTBapEH KOMILUICKCHUJU HApPATHUB, y OBOM CIIy4ajy 3acHO-
BaH Ha YKaHPY JCTEKTHBCKOT (priMa, Koja je UrpaunMa Hyauia
HCKYCTBO OTKPHBakha BUPTYEIHOT CBETA M YTHCAK HEMIOCPESTHOT
y4eCcTBOBamba y Quimy.'

Cut scenes wv cinematics TIPEACTaBJbajy HEHHTEPAKTUBHE
aHMMUpaHe JIeJIOBE Y UTpaMa ca pa3BUjEHOM MPUYOM, a MMa-
jy dynkumjy ¢ukcupama 3Hauewma Urpe W IpyXkama MoTped-
HUX HMH)opMalHja kako Ou ce omoryhuno onBujame Haparu-
Ba. KibyuHH Cy eleMeHTH NpHuyama Ipude U CTBapama yTHUCKa
»UIMHYIHOCTH, OOMYHO CE HAJIa3e Ha KPajy YCIIEIIHO 3aBpIiie-
HOT 3aJ[aTKa WM HUBOA M 3a UTpaya MpPEACTaB/bajy HEKYy BPCTY
Harpajie y)xuBama y crekrakiy. Onu Hajuemhe npare uimMcke
KOHBEHIIMj€ y KaJpHpamuMma, ca HIIp. AY)KUM YBOIHHM CHHM-
nuMa y QyHKIMjH cMeliTama paame y oiapeheHn mpoctop u
MOCTaBJ/bakha OPHUjCHTAIIN]e, NIPE Mpesiacka Ha KPYITHE TIAHOBE

12 V xacHMjuM HacTaBIMa Bujaeo-urpe, [lammen mocraje Mapuo, a cromap
BOJIOMHCTANATep.

13 OBa cau4HOCT je Ouia mpeaMeT CYJICKOT CIopa Kaja je KoMIaHuja JyHuBep-
3an Crjyauoc (Universal Studios) Tyxuna Hunatenno cmarpajyhu na cy ca
OBOM MI'POM HapyIIMIN BUXOBa NpaBa Ha MK Kunra Kownra u 3amier ¢puima.
Iocne norogummer criopa 1984. cyn je npecynno y kopuct Hunrenna, jep
je oBa KOMITaHMja ycnena Jia Jokaxe aa Universal He mocenyje UCKIbYUYUBO
npaBo Ha Kunra Konra.

14 Bolter, J. D. and Grusin, R. (2000) Remediation: Understanding New Media,
Cambridge, MA and London: MIT Press.
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u nerajbe.”> OBU eNEMEHTH Cy YeCTO UCTHIAHU Ka0 MapruHa-
HU €JIEMEHTH, PEeMETIIauKu (DAaKTOp M HENOTPEOHH NPEKUIU Y
cTBapamy ocehaja ypomEeHOCTH, KOjU AMCTaHIMPajy Urpada u
noacehajy ra aa 3anpaBo urpa urpy.

Jlok cy cut scenes caCTaBHH €JIEMEHTH KOMEPLHUjaJHUX UTrapa,
,MaluHuMa” (machinima) npeacTaB/ba XUOPUI BUACO-Urapa U
¢unma koju cy crBopuiu panoru. Kana ce 1993. y urpu Doom
nojaBuia MOryhiHOCT CHUMama Urpe, Urpadu Cy je KOPHCTHIIH
3a CHHMame CBOjuUX mocturayha. AJid, OHO INTO JEBEIONCPU
OBE Wrpe HUCY MPEIABHICIH, jeCTe MOIYHHOCT CHUMama (-
Ma yHyTap BHPTYEJIHOT CBETa, IIPH Y€MY MI'padd UCTOBPEMEHO
MOry Ja Oymy ¥ pexXucepH, ¥ TIIyMIH, U KaMepMaHu. Y HajBe-
hem Opojy ciyuajeBa, BU3yeIHH aclieKaT Urpe Ce He Mewba, Beh
Ce OHa, y CKJIQJy Ca JKeJbeHHM HapaTUBOM, OIUTPa U CHHUMH,
JIOK Y KOMIUIEKCHUJUM PaJIoBMa ayTOpU MOAN(DUKY]Y TEKCType
W Mojielie JIMKoBa M mpocropa. [1yOnuky 4yuHe mienaouu, a He
urpaun. MamuHuMa je pe3yarar oOpHyTOr Ipoleca y OZHOCY
Ha UHTCPAKTUBHU (M, S 1 3aXTeBa aKTUBHO ydenihe myOuke
Koja O UM ,,onurpana”’, 10K ce MallMHAMa 3aCHUBA Ha BU-
JICO-UTPH KOjOj je YKUHYTa MHTEPaKTUBHOCT Pajiy TeHEpUCama
(buIMCKOT TOXKUBJbAja U Y)XKHBama y nocMarpamy. OBa Menuj-
cka (hopMa je 4ecTo caBJbeHa Ol CTpaHe TeopeTHYapa Kao Mpu-
Mep aKTHBHHX TOTpOIIaya KOjH TEKCTOBE MOIyJapHe KyJIType
pexoH(UTypHIILY, TPOU3BOJIC HOBA 3HAUCHAa U HOBE YMETHHYKE
dopme.!” Melytum, 1 0Baj HHITUICHT Ce Ha KPajy YKJIOMHO y Ka-
MUTATUCTUYKY JIOTHKY, OJTHOCHO Y MOJIE) KOOMTAIlH]e, T1a j& MO-
ryhHOCT CHHMaba pajiy NpaBJbeka GUIMOBA IUJbAHO JI0/IaBaHa
y urpama nonyt The Sims 2 (2004) u Movies (2005), na 6u Ha
Kpajy MamuHuMa Ouiia KopuinheHa y peKllaMHUM M My3UYKAM
CIIOTOBHMa, Ka0 CPEACTBO (DPMIIMCKE MPEIPOAYKIHUjE U Y APYTe
KOMepItjanHe cBpxe. '

15 King, G. and Krzywinska, T. Film Studies and Digital Games, in: Under-
standing Digital Games, eds. Rutter, J. and Jo, B. (2006), London: SAGE
Publications Ltd, pp.112-128.

16 ExcriepuMeHTH ca HHTEPaKTHBHUM (HHIMOM JaTHPajy HEKOIHKO TOHHA MpPe
HACTaHKa KOMEpIUjalHUX Buaeo-urapa. Mupko CrojkoBuh y Tekcry ,,Bu-
neo-urpe, puiamoBHu 21. Beka” naje jenaH paHu NpUMEP OBAKBUX HACTOjamba,
MOMEHYIIN YEeXOCIOBaYKH MHTEPAaKTHUBHU (UM Kunoaymomam! u3z 1967.
roguae. Bugern: CrojkoBuh, M. (2019) Buoeo-uepe, ¢unmosu 21. gexa,
Cmyouje punma u (expanckux) meduja: Cpouja 3.0, npupenuna Jlakosuh, H.
(2019), Beorpan: ®unmcku nenrap Cpbuje, cp. 235-252.

17 MHoOru cy yMETHHIIM KOPUCTHIN U jOUI YBEK KOPHCTE MALTMHUMY Ka0 ME/H]
u3paxkaBarma.

18 Mapasuh, M. u CrojkoBuh, M. Mammnnma: [Ipumep kyarype dhaHoBa i Me-
JIHjCKe KOHBEPIeHLHje BUaeo-urapa u punma, y: Jueumanne Meoujcke mex-
Honozuje u opywmeeHno-oopasosne npomere 8, npupeaunnu Ilpamuua, . u
Iunkosuh, H. (2018), HoBu Can: ®unosodceku daxynrer, crp. 225-237.
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Ecmemcka npoasicumaroa

Bupeo-urpe nanac mponase ciaM4aH IyT IpPH3HABamba yMeT-
HUYKOT JISTHTUMHTETA KOjH j€ TPOoImIao M (puiM: o CrieKTakiIa
1 3abaBe 3a MHMPOKE Mace, A0 Meauja KOju Mocenyje 3HadajaH
YMETHUYKH TToTeHNHjajl. Tako cy nu3ajHepy BHICO-UTapa KOpH-
CTHJIV TEXHOJIOIIKH HalpeJaK y MpaBIly Kpeupama GUIMHYHNX
BUJICO-UTapa y HOIIeoy MU3aHCLCHA, KaJpupama, a Ipe CBera
HAapaTHBHHUX MOZENa XONUBYACKHX (uiMoBa. [Iurame koje ce
ITOCTAaBJba TJIACH: a JIN BUJICO-UTpe Tpeba 1a m3rpajie cBoj hop-
MaJIHH je3UK U OPEKHY ce (GUIMCKHX HapaTUBHUX MOJIeNa KaKko
6u Ouiie TeTUTAMHA YMETHOCT?

VY ToM cMHCITy, BUIEO-UTPE Cy KPUTHUKOBAIIM TEOPETUYAPU KOJU
Cy CBOje MHIIUbEH-E 3aCHUBAIN Ha OapeeHOM UCTOPH)CKOM Jie-
TepMUHU3MY pa3Boja meauja. OHM Cy cMaTpajH ja caMo pa3Bo-
JEM COIICTBEHHX, a TUME H CIeUPHIHUX (POPMATHUX U €CTET-
CKHUX KOJIOBA, HTPE MOTY JIa IPEPACTY y YMETHOCT, a J]a UX KOPH-
wheme GUIMCKIX HapaTHBa U €CTETHKE O TOT IyTa yAasbasa. '’
Ty TeHaeHINjy KPUTUKOBAIIM Cy U CaMU JAM3ajHEPH BHICO-HUTa-
pa, xao mto cy Kpuc Kpadopza (Chris Crawford) u Puaapn Poys
(Richard Rouse), mpBu yBonehu TepmMuH cinema envy (3aBUCT
mpeMa (QuiIMy) Kako O ONHCaNH CjeTubaBarbe BHICO-UTapa U
¢unMa, OJHOCHO TIpakcy M aMOWITMje MHOTHX AW3ajHepa Hra-
pa, Koju ce cirye (HIMCKUM H3paXKajHUM CPEICTBHMA U je3n-
KOM Y IIJbY JOCTU3amka (GUIMCKOT OXHUBIbaja. OBaj TEPMUH Cy
oIMax Tpey3enu Teoperndapu momyT Epuka [{umepmana (Eric
Zimmerman), KOjH je peKao Jia je JOIUIO ,,BpeMe /1a JeBeIore-
pu Wrapa mpecTaHy Ja Komupajy hHIMcka 3a10BoJbCTBa ™ U 1a
pa3Bujy crieruduyaHe GopMe U U3pakajHa CpeCcTBa Koja Cy 3a-
CHOBaHA Ha KapaKTEpUCTUKaMa AMHAMUYHUX U HapTUIUIIATHB-
HHUX CHUCTEMa. Y)KHBambE Yy CIIEKTAKIy, AUBJBCHE ITPEMa CIIMKaMa
y BHCOKO] PE€30JIyLHjH, TEKCTYpH H 3BYKY NPEACTaBJba BakaH
ACTIEKT BHJICO-UTapa KOjH je TECHO MTOBE3aH ca pa3B0jeM KOMII]jy-
TepCKUX rpapuukux TexHonorrja. OBa BpcTa yXKuBama y G-
MOBHIMa NIPHMETHA j& O] CaMOr' IoYeTKa UCTopHje puiama, mTo
je 03HaYeHO TepMUHOM cinema of attraction.*' TIokKpeTHe CIHKe,
3ajeqHIYKa KapaKTEPUCTHKA KOjy BHIEO-UTpe Jene ca Gpuamom
1 TEJICBHU3HjOM Omiie Cy IpeAMET TUBJbCHA TpBe PUIMCKE Iy-
OJHKe, TOK je caM HapaTUB OMO y IpyToM IUIaHy.

19 Martin, B. Should Videogames be Viewed as Art? in: Video Games and Art,
eds. Mitchell, G. and Clarke, A. (2007), Bristol: Intellect Books, pp. 201-210.

20 Zimmerman, E. Do Independent Games Exist? in: Game On: The History
and Culture of Videogames, ed. King, L. (2002), New York: Universe
Publishing, p. 125.

21 Gunning, T. (1986) The Cinema of Attraction[s]: Early Film, Its Specta-
tor and the Avant-Garde, Wide Angle, Vol. 8, No. %, Ohio: John Hopkins
University Press, pp. 63-70.
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OuMoBH U BUICO-UTPE CBE BHUIIIE JIEJIE HCTY TEXHOJIOTH]Y, & TH-
M€ ¥ CIIMYHOCT Y (popMaIHUM KapaKTepucTHKama. Y KpyroBuma
CaBPEMEHHX TeopeThyapa (PUiMa 4ecTo ce MOXKE UyTH Kamda
Ja Haramasajyhu BusyenHe edekre u Op3y akuujy (GHUIMOBU
MoCTajy momyT Buaeo-urapa. Ca apyre cTpaHe BHICO-UTPE IO-
YUY Ja JTu4Ye Ha (QUIMOBE, jep pa3BOjeM TPOIUMCH3HOHAITHE
rpauke U TEXHHMYKUX KamaluTeTa, CBET BHUAEO-UTPe MOCTaje
CBE KOMILJICKCHHUjH, a lbUXOBA CCTCTHKA CE 3aCHHUBA HA CBE pe-
QIMCTUYHUJUM BH3YEJIHUM INPHUKA3UMa, 11a je TeKE PazIMKoBa-
TH CIIUKE y WIPU Of CIMKa (HU3NYKE PEATHOCTH CHUMIBCHHX
kamepoM. Kaja ce roBopu o peanusmy y BHICO-HTpaMa, 4eCTo
ce ynorpebsbaBa TepMUH ,,(hoTopeanuzaMm”, MaJia je MOXK/a pu-
MepeHHje YHOTpeOUTH TepMUH ,,GHIMCKH peanu3am’ y OIUcy
KOMITjyTePCKUX aHUMAIIHja jep ce pajau O MOKPETHUM ClIMKama.>
[MuTama oko peau3Ma y BUICO-UTpaMa MPeICTaBsbhajy MoCceOHy
TeMy W MpeBa3uiia3e OKBUPE OBOT pajia, allk je WHTEPECAHTHO
NIOMEHYTH J1a je ,,peann3am’ y BUIeo-Urpama nocpeoBaH ymnpa-
BO MPEKO CIUYHOCTH ca (GUIMOM:* yKparko, ,Iylauka’” urpa
HE TPETCeHIyje la CUMYITHpa TPpaBu paT, Beh J1a CTBOPH JOXKH-
BJbaj paTHOr ¢uima. Kunemarorpad)cke KOHBEHITU]E HE CITyXKe
y CBpXe, Mpou3Bohema J0KUBIbaja MOMyT peaiHor, Beh ga 6u
ykionmie urpe y el yrBpheme npakce miepama.>

Tex ca moryhnomhy mocraBbama BHPTYyENHE Tauyke IOIVIe-
Jla TIOKpETHE KaMepe W 3axBasbyjylin CTPYKTYpH TPOAMMEH3H-
OHAJIHHUX TMOJMIOHA, BHJCO-UTPE YCBajajy KUHEeMarorpadcku
CTHJI BU3YCIIHOT MpPEACTaB/batba U MPEy3uMajy je3uk dunma y
nornieay Mu3zaHcieHa. To je BOIUIIO 10 eKCIIepUMEHTHCamba ca
TAYKOM ITOIVIe/Ia U3 MPBOT WiK Tpeher nuna 1 nocrasibama rnep-
CIIEKTHBE KOja je Ha Kpajy yTulajia Ha sxanpoBcke nozene (FPS,
RPQG). Mako cHuMame KaapoBa 13 MPBOT JIMI[a HHUjE TOYEII0 O]
yrunajem FPS wurapa, Beh je neo mocrojeher ¢punmckor jesnka
(punm u3 1940-tux, Lady in the Lake), OHO je IOCTaNIO CBaKaKoO
yemtha mpakca ca HOBMjUM (MIMOBUMa Kao wTo cy Kick Ass
(2010), The Amazing Spider-Man (2012) u Gravity (2013), y xo-
juma ce xxenu noctuhn ocehaj NpUCycTBa UM KUHECETETHYKOT
3aJI0BOJBCTBA, KOJU jE& KapaKTCPHCTHUAH 3a JOKHUBJbA] UTParba
oBux urapa. ®unm Hardcore Henry, u3 2015. ronuue, y mot-
MYHOCTH je CHUMaH W3 IIPBOT JIMIA U NPENICTaB/ba IPUMEp JIU-
PEeKTHOT Tpey3nMama kapakrepuctuke FPS sxanpa. OBaj punm

22 Bolter, J. D. and Grusin, R. (2000) Remediation: Understanding New Media,
Cambridge, MA and London: MIT Press, p. 28.

23 Brooker, W. (2009) Camera-Eye, CG-Eye: Videogames and the “Cinema-
tic”, Cinema Journal Vol. 48, No. 3, Austin: University of Texas Press,
pp. 122-128.

24 Wolf, M. J. P. (2015) Video games, cinema, Bazin, and the myth of simulated
lived experience, G|4|M|E The Italian Journal of Game Studies No.4, Italy:
Ass. ne Culturale Ludica, pp. 15-24.
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je ,,pe3acuhicH” aKkIMjoOM MPOTATOHKUCTE U EETOBUM BaTPEHUM
OKpILIajiMa ca 3JMKOBIMMA, IITO je TUITMYHO 32 OBaj aHp Ura-
pa. Y dunmy I'yca Ban Canta (Gus Van Sant) Elephant (2003)
KpeTame JIMKOBAa je CHMUMaHO u3 Tpeher nuia, Tj. ymorpedom
,,KBa3UCYOjeKTUBHOT Kajpa”, rje ce OpojHEe CIICHE MOHABJha-
Jy, a7 CBaKHW MyT U3 yIia Pa3JIMIUTOr Jinka. UM 3amounise
KaJpoM Yy KOjeM je IMpHKa3aHa KpHBYIaBa KpeTiha ayTOMOOH-
Jla, KOjUM yIpaBJba MHjaHd BO3ay, M3 UCTOT yIiia Kao IITO je TO
npukazano y cepuju GTA urapa. CBe oBe NOAYIapHOCTH Ca BU-
Jeo-urpaMa HuCy ciaydajue. Ha kpajy, dunam mporosapa uctum
OHUM JHMCKYPCOM MAacOBHHUX Me/Hja KOJUM CE€ YEeCTO MOACTHYE
MOpaJIHa TMMaHWKa y IMOITICAY HCTAaTUBHUX JAPYIITBCHUX e(i)eKa-
Ta Buaeo-urapa. Onrtyxo0a 3a MOACTHIAKkE HAaCHJba JOXKHMBEIA
j€ BpXyHall Y CLIEHH! MyLHaBe y CPe/IHh0]j LIKOJIH, KOja HEOA0JbH-
BO mojceha Ha Tpareaujy Koja je 3amecuia Cpeamy mkony ,,Ko-
nym6aju” (Columbine), y Jlutnrony (Littleton), 1999. roguse.
[To yrneny Ha Taj norahaj, u nporaronucty ¢puima, kao nzsoha-
YK yOUITAuKOT MIOXO0/[a, U CAMH CY MPEICTAB/bEHH KA0 JbYOUTEIhH
,,HACWIIHUX’ UTrapa.

MHore urpe ce 3aCHUBajy Ha HKOHOTpadujaMa HIMCKUX KaH-
poBa, kao 1mTo cy xopop (Resident Evil), akunonu ¢unm (Far
Cry) HayuHa (aHTacTuka u apama (Sims). Mehytum, y xaHpoB-
CKOM CMUCITY BHICO-UTPE Cy Pa3HOBPCHUje 011 (hriiMa, OMHOCHO
MHoro je Beha pasnuka usmelyy Tempuca v Far Cry cepuje ura-
pa, Hero u3Meljy HIp. Xopopa U KOMEHje, jep Ce 3aCHHUBAjy Ha
MOTITYHO Pa3IMYUTHM MEXaHHWKaMa Urpe, a U3paxkeHa je U pas-
JIM4nuTa MEHTAJIHA U (1)1/131/1‘1Ka AHT'a’)KOBAHOCT UI'pavya y TUM KaH-
POBHMA UTapa, MHOTO BHIIIE HETO IITO j€ TO CIy4aj KO IJieaoia
JIBa pasnnunta QUIMCKa KaHpa. Pasnuka je y HUBOMMA aHra-
JKOBama U aKTUBHOCTUMA KOpUCHHUKa/myOnuke. OHOT MOMEHTa
KaJia urpad mpey3Me KOHTpOIIe, JieliaBa ce KjbyuHa TpaHchop-
Maliyja MOTHBUCAHOCTH cy0jekTa, min kako CtuBen Crimndepr
(Steven Spielberg) xaxe: ,,OHOr MOMEHTa Ka/ia y3MeIl KOHTPO-
JIep, HEIITO Ce MCKJbYYHM y TBOM cpity. M To mocraje crmoptr.”?
To ce HaBOAW Ka0 OCHOBHA TIPEMpEKa Pa3Bojy eMIATHYHOCTH
npeMa JIMKOBUMA U3 UTpe, MOMYyT OHE Koja ce Aemasa y Guimy.

He Tpeba 3abopaBuTH 1a kaHp HHje caMO ONPEIHMIIA KOja Ce
OIHOCH Ha CTPYKTypajHe u (OpMajHe CIUYHOCTH ompeleHux
TEKCTOBa, Beh mpe cBera eKOHOMCKa Kareropuja. JleBemomnepu
Ce YIIaBHOM YBPCTO JAPKE KAHPOBCKUX KOIOBA U KOHBEHIIU-
ja yTBphEHUX TPXKHIITEM, Ko MITO je TO CIy4aj ca TPKHUITHOM
JIOTHKOM XOJIMBYACKOT (puiMa, jep ce y 00e MHIAYCTpHje yaaKe

25 Bishop, B. Lucas and Spielberg on storytelling in games: ‘it’s not going to be
Shakespeare’, 13. June 2013, 22. January 2020; https://www.theverge.com
/2013/6/13/4427444/lucas-spielberg-storytelling-in-games-its-not-going-to-
be-shakespeare-usc
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BEJIMK HOBAI| U BpeMe Y MPOIYKIIH]Y, HOCTOjH BUCOK PH3HK O
Heycrnexa. Ha Taj HauMH KOHBEprEHIMja HE JOHOCH 3HadajHE
IpoOMeHe Yy OBUM HHIycTpujama, Beh 3anpaBo mocrojehe mpak-
ce motBphyje.?® Ha neny je crangapausanyja mpou3Boaa, KOjU
Mopa OUTH MPENO3HAT/HUB NUJBHUM Ipylama 3apaj CIpeuaBa-
Hha KOMEpLHUjaTHUX HEeyCIiexa Y OBUM PU3HYHUM HHIIyCTpHUjaMa.
VYkalynbiBame y )KaHPOBCKE KOHBEHIIMje Kako Ou ce u3bopu-
JIO ca BEJIMKOM HETIPpeABUAJbUBOIINY MEAMjCKOT TIPOU3BO/A MMa
CBOj CKOHOMCKH CMHCA0, ajli C€ TUME U YMamby]jy IIaHCE 3a EKC-
MIEPUMEHTHCAbE ca HOBUM (hopMama M YMETHHYKH [TOTEHIIU]all
BHJICO-UTapa.

Hnoycmpujcka cunepeuja

Toxom 80-THX TOOMHA CHUMA]y CE€ XONHUBYICKHA (DPMIMOBH KOjU
BHJICO-HTPE ITOCTABIbA]y Y LIEHTAP PaIibe WK CE€ OHE I10jaBJbY-
jy xao nepudeprn enemenTH. [IpBu UM Koju TeMaTH3yje BU-
neo-urpe je uzuaujeB Tron (1982): ¢puiMm ce 3acHHBA Ha IPHIU
0 I3ajHEepy BUACO-UTApa YHjH je pal YKpaIeH, AOK je OH -
TUTAJN30BaH M 3apo0JbeH Y KOMITjyTepckoM cBeTy. Cam ¢umm
HHje OCTBapHO OYEKWBAaHU NPOQHT, ajH je MCTOMMEHA WIpa,
M3allia MCcTe Te TonuHe, Omiia 3HaTHO MoIyapHuja. [ eHepanHo
mienajyhu, BUxeo-urpe cy y (prmiIMOBAMA YECTO MPEICTaBIbEHE
OHAKO KaKO MX jaBHOCT, IIOJCTaKHyTa MOPAJIHOM MaHUKOM, JIO-
JKUBJBABA, a TO 3HAYHM Ka0 TPUBHjaHY 3a0aBy ca IIOTEHIIHjall-
HO OIIAaCHUM IIOCIeIMIaMa 10 MOjeJuHIa W IpymTBo. Taksu
(UIMOBH Cy ofpakaBaH 3a0pHHYTOCT jaBHOCTH OKO yTHIIaja
BHeO-Urapa Ha omiaauHy. OHE Cy O3HaueHe Kao MeIHj KOju
OJIBIIaYM MJIajle Of 00aBe3a y 3ajeHHUIN, HABOJM Ha HACHIBE U
3aBHCHOCT, I1a UX TaKko y GUIMOBHMA MIPajy HACWIIHH JIMKOBH,
a JTIOBOJIE CKOPO U JI0 3. CBETCKOT pata kao y unmy War Games
(1983). Kao BpxyHaI[ TeHICHIIM]j€ HETaTHBHOT IIPUKa3a Urapa y
(uIMoBIMa MOXKE ce M3IBOJUTH QMM Existenz y pexuju [lej-
Buga Kponenbepra (David Cronenberg) u3 1999. ronune, xoju
TOBOPH O HOBHM OIICKYpPHHM OMOMOpP(HUM, OPTaHCKHM Urpay-
KAM KOH30JIaMa, KOje aKko Ce NPUKJbYYe AUPEKTHO y KHUMY
Urpada, FeHepHUILy HIPadKo OKPYKEHE 3aCHOBAHO Ha BHPTYEII-
HOj peamHocTH. OBaKaB OOHOC ce€ MOXKE 00jaCHUTH YHOTpeOOM
CTepeOTHITHUX o0pa3ama o urpama JyOOKO YKOPEHEHHX Y jaB-
HOM JHCKYpCY, Kako Ou myOmiKa, ocliamajyhu ce Ha mpeTxoqHa
3Hama, JaK0 pasyMela IPHUYy, aJld H YHHEHULIOM J1a TOKOM 90-
UX ca BEIIMKUM YCIIOHOM HHIYCTpPHje BUACO-UIapa, HOBE TEXHO-
JIOWIKH CBe MONHHMje KOH30JIe 0CBajajy TOMOBE AMEpHKaHaIa U
MOCTajy AUPEKTHU KOHKYPEHT QHIMY, Aa OM IO MMOYETKAa OBOT
BeKa IpeMalinie 3apany XolIuByacke uaaycrpuje. Taj crpax ox

26 Brookey, R. A. (2010) Hollywood Gamers: Digital Convergence in the Film
and Video Game Industries, Bloomington: Indiana University Press.
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npey3uMama myOoJIrKe, KOju je HApaBHO €eKOHOMCKH MOTHUBHCAH,
nocMarpaH Kpo3 Mpu3My UCTopHje Meauja, nonceha Ha curya-
Mjy Kajaa cy cnukapu nonoBuHoM XIX Beka, Ouinu 3a0puHyTH
300r mojaee ¢ororpaduje, a MO3OPHUIIHN PATHHUIIA HA TIOYCTKY
XX Beka ce ocehanu yrpoxeHuM 300T CBe MOMyIapHHjuX (HII-
MOBa, WM KaJia je MeJeCeTHX ToauHa (hHUIMCKa MPOMYKIHja ca
3¢00M MocMarpasa yCroH TEIeBU3Hje.

OBa TeHJICHIIMja HHje HAPABHO JOBEA 10 yAaJbaBamba OBE JBEC
uHaycTpHje, Beh, HanpoTHB, 3axBasjbyjyhu TEXHOJIOIIKMM Ka-
PAKTCPUCTHKAMa OBUX €CKPAHCKUX MCI[I/Ija, a [IOTOM U JUTuTaInu-
3allMju KOja je oJlaKIajia TPAaHCMEINjalHO KpeTame QpaHIIu3a,
JIOIIJIO je JI0 YCIIOCTaBJbaba CHHEPTHje OBHX JIBEjy HHAYCTpH]a.
TpaHcMeqHjaTHO PUITOBENAkE,”’ HOBA €CTETHKA KOja MPOU3H-
JIa3u U3 MEIHUjCKe KOHBEpreHiuje, omoryhyje moopy mocioBHY
NpwIMKy 3a yBehamwe mpodura. KoHBeprenuuja ce oaBuja Ha
HHMBOY MCIPEIICTEHUX KOMEPIMjATHUX OJHOCA U 3ajeAHUYKOT
TPXKHIITA ¥ Pe3yATaT je Kpeupama MEIAMjCKUX KOHIIoMepa-
ta. Kao panu npumep moxe ce HaBectu 1976. xana je (Warner
Communications) Kynuo Kommanujy Arapu, a 10 1983. Teen-
tuet Cenuypu Dokc (Tiwentieth Century Fox), luzuu (Disney),
Jynusep3san (Universal) Tlapamaynart (Paramount), ynase y mo-
CJIOBE TPOJYKIHKje U pa3Boja Buaeo-urapa. Ctuen Crmnbepr
y capaamu ca EA cTyaujom HampaBHo TpH BUeO-Hrpe, a [lopu
Jlykac (George Lucas) je 1982. ocnoBao Lucasfilm Games.

MapkeTHHIIIKa TIpaKca Jia ce Y XOJIMBYJICKO] HHIYCTPHjH ITpaBe
(UIMOBH Kao €KCTCH3HMje BUACO-UTapa je MPWIMYHO pallupe-
Ha. Jlucra (uiIMOBa 3aCHOBAaHMX Ha CaApIKajy Wrapa je Beoma
Jyradka Tako Aa he OMTH HaBeIeHH CaMO HajIIO3HATH]H HACIIO-
BU Super Mario Brothers (1993), Street Fighter (1994), Mortal
Kombat (1995), Final Fantasy (2001), Lara Croft: Tomb Raider
(2001), Resident Evil (2002), Prince of Persia (2010), World of
Warcraft (2016), Assassin’s Creed (2016) u mHOTH npyTH. Jeqan
Ol TIPBHX MOKYIIaja Jia ce y PUIMCKOj HHIYCTPHjH NpoduTHpa
o/l pUIMOBa CHUMJBCHHX TPEMa CaapiKajy BUICO-UTPe je Super
Mario Brothers w3 1993. roaune. [IponyieHTH oBOr (uimMa Cy
ce Hagamu na he mwuxoB GUIM IPOPUTUPATH O] YHEHCHUIIC Ja
je y To Bpeme Mapuo 01O HajTIO3HATHjU JIMK U3 BHICO-UTapa, U
Ja je camo y Amepuii npoaaro 40 MIITHOHA TPUMEpaKa Urpe.
CxolHO TOMe, W MOTEHIIMjallHe LUJbHE TpyIe Ouje cy orpom-
He, jep cy oOyxBaTajic THHEJICPCKY MOIMYJalujy Kao H Mopo-
mure. M mopen tora, oBaj MM je OCTBapHO BeOMa CKPOMHY
3apajny, ASTMMHUYIHO 300T TOra IIITO CY Y HheMy HElI0oCTajalie eKCc-
IUTMIIMTHE pedepeHiie Ha Urpy, na je Tako myOnnka u3ryouia

27 TpaHCMEAUjaIHO MPUIIOBEIAHE O3HAYaBa OJBHjAbe MPHUC HA PATHIUTHM
MEIMjCKUM IU1aThopmama.
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OYeKHMBaHy Be3y ca camoM urpom.”® TlpBu y cepuju ¢uamoBa
KOjU Ce 3acCHHBajy Ha Buuco-urpu Resident Evil (2002) y ¢u-
HAHCHJCKOM CMHCIY je BeoMa J00po IMpoIlao; BEpoBaTHO 300T
TOra IITO Ce M camMa BHJICO-UTpa ojirucHa y OopOu ca xopmama
30MOHja y MOTIYHOCTH 3aCHHMBAlIAa HA MPETXOAHUM KOHBEHITH-
jamMa OBOT IMOJKaHpa X0opopa, a je TUME TPaH3UIIHja Y BEIHKO]
MepH OJIaKIIaHa.

Ca gpyre crpaHe, GHUIMCKH MPOMYLEHTH Cy y BHICO-UTpama
BUACIN NPUIKKY Aa CC€ OCTBApu A0AaTHU HpO(bI/IT ol JIUIICH-
1M GUIMCKHX XUTOBA, Ka0 IITO j€ TO MPETXOAHO OMO cliyyaj ca
urpadkama, rapiepooom, XxpaHoMm MtH, na je 1982. ronune nza-
1o Hekoyuko urapa Tron, Alien, King Kong u Raiders of the
Lost Ark. ArapujeBa urpa u3 ucre rogune E. T. the Extra-Ter-
restrial Huje (HUHAHCHJCKU yCIIeNa, jep je Mopel JOUIer TejM-
wieja, rpaduuka penpesentanuja Mrtuja Ouna 6e3uspaxajua u
Jiella HUCY ycresa Ja OCTBape eMOIMOHANHY MOBE3aHOCT Kao
ca punmckum nmrkom.” OBaj HEycIieX je yKa3ao Ha BaKHY Tad-
Ky pasuiiaXkerma J1Ba ME/Hja, a TO j€ YUHEHLCHHUIIA J1a TOMYJIaPHOCT
6mto kojer dunmckor xura Hehe 6e3ycioBHO npehn Ha Urpy Ko-
ja je U3 mera Mpou3allia, ako je HIPUBOCT, OJHOCHO MEXaHUKa
Urpe, HeMHTEpECaHTHA U Oe3 mpaBor u3a3oBa. KomepiiujaaHu
HEyCIieX OBE MIPe OJIMYEH je y 4 MIToHa BpaheHnX Wi Henpo-
JaThuXx KCpTpuUila, 3aTpaHuXx U 3aJIMBCHUX 6eTOHOM Yy OyCTUBU
o3y rpaga Amamoropao y HoBom Mekcuky. To je mcroBpe-
MEHO OMO M CIIOMEHHUK Kpajy jeIHOT MPOCHEPUTETHOT MEeproa
3a aMEpPUKY HHIYCTPH]Y, TO3HATOT O] HA3UBOM ,,3JIaTHO 71002
Buzico-urapa”. Mako je uHIyCTpHja Taja TOKUBEIa Kpax Urpa-
BC BUJCO-HTapa je MOCTA0 HEOJBOJUB N0 KYIType MIIAIHX,
kako y CAJl, Tako 1 mHpoM CBeTa, Ma ce Mpakca npey3umMarmba
¢unMckuX (paHIIM3a HACTaBWIIA, U JI0 Kpaja JelleHHje U3Ja3u
BEJIMKH OpOj Mrapa 3aCHOBaHUX HAa YYBEHHUM (DUIIMCKHUM XHTO-
BuMa Godzila w Star Wars: Jedi Arena (1983), The Evil Dead
u Ghostbusters (1984), Indiana Jones and the Temple of Doom
u Friday 13th (1985), Batman, Highlander, Lavirinth (1986),
Rambo u Rocky (1987), Robocop (1988), Jaws (1989) u octanu.

XonMBY/ICKa M MH/YCTpHUja BUEO-Urapa y LUJbY CTHULaKka Ipo-
¢duta Hyse nMoTpolIaYrMa NIMPOKY JieTe3y HaunHa KOH3yMHUpa-
Hha [POM3BOJIA Y Pa3IMuUTHM MEIMjuMa, Kao HIIp. Y GpaHIIn3H
Matrix, y okBupy Koje je mopen (uima n3aluia BUJICO-HIpa U
ctpun wik Lord of the Rings W3 Koje je MpoH3anuio Tpu (ui-

28 Gandolfi, E. and Semprebene, R. (2015) Play the game in the opening sce-
ne A multidisciplinary lens for understanding (video)ludic movies, including
Super Mario Bros, Resident Evil and Scott Pilgrim vs. the World, G|4|M|E
The Italian Journal of Game Studies No. 4, Italy: Ass.ne Culturale Ludica,
pp. 37-48.

29 Brookey, R. A. HaB. feno.
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Ma M UCTO TOJIUKO Urapa, koje cy odehaBaie HCKYCTBO ,,Arparba
¢buama”.*® Vimorpeba JUTHTATHOT KOMIIO3UTHHTA M aHUMAIIH]jEe
Beh yro mpezcTaBiba CTaHIApI XOJIHMBYIACKHX (UIMOBA, a ca-
MU IIyMIIM Y€CTO HHUCY HH CBECHH Koje he ce cHUMIbeHe clieHe
KOpUCTUTH Yy (uimy, a koje y urpu. Kommnanujama, koje mpa-
BE BHJICO-HIPE, JOCTaBba ce DHIMCKH CIIEHAPHO, TAKO Ja OHE
Beh MMajy 3aBpllieH BEJIHMKU JeO0 Mocia OKO Kpeuparba Ipudie,
ATl ¥ OKO [M3ajHHUparba Kapakrepa, ¢ 003MpoOM Ha TO Jia Ce OHU
He MOpajy pa3Bujaru of moyerka. [(u3ajH urapa npuiarohasa
ce MHTepecuMa XOJMBYJICKE MHIYCTpPHje W MPOpHUTAOMITHOCTH
¢dumoBa.

3axmwyuax

Ha nmpumepy penanuja ¢uiaMa ¥ BHICO-HTapa MOXE Ce BHUJIE-
TH TIpaKca Kako CBaKW HOBU MeIHj IPEy3MMa O]l CBOjUX IIPET-
XOIHMKA HApaTHUBHE U €CTETCKE €JIEMEHTE MEAW]CKOI je3hKa M
Ha Kpajy HX npuiaroh)aBa cOcTBeHUM noTpedama, ra ce Moxe
3aKJBYYHTH 112 je (WM 3a BHIEO-UTPE OHO IITO je pOMaH OO
3a mo3opuiITe, ciuke 3a (ororpadujy, mozopumre 3a GUIM.
He Tpeba 3abopaButé ma je MOMEHYTH Ipoliec 00oCTpaH, jep
HMaKo Ce BHICO-WTPE Y BEIUKOM Opojy CiIydajeBa 3aCHHBAjy Ha
(GUIMCKMM HapaTHBHHM 00pacuuMa, Ol JAeBeIeCeTHX TOAWHA,
y GUIMOBHMA Cc€ BHAU YTUIAj CHEHU(DUIHOT HIPAYKOT PEKyp-
3MBHOT HAPaTHBHOT MEXaHU3Ma U ecteTHke. [lopen HapaTHBHUX
Mozena, MEIUjcKa KOHBEepreHirja GpuiiMa M BUACO-HTapa, HBH-
XOBO y3ajaMHO IpOXXKUMame u Mel)ycoOHa WHTepakiija oaBuja
Ce M Ha HUBOY BU3YCJHUX M UYJHHUX 3aJJ0BOJBCTaBa M Y)KHBAHA
y CIIeKTaKITy, kKoju oMoryhyje aururamHa texHomoruja. Cioje-
BUT OJIHOC BHJICO-HTapa M (riMa MpeBa3miasy 3ajelHIYKe Ha-
paTHBHE M €CTETCKE eJIeMEHTEe W KOHOBe penpeseHranuje. Kao
NPOU3BOIM BUCOKO NPOGHUTHHX MEIMjCKHX WHIYCTpHja, BH-
Jieo-urpe U (HUIMOBH YECTO OCTBapyjy CHHEPrHjy y mehycood-
HOM pa3MemHBamy (paHimm3a. [[Ba Menuja nesie UCTy LHJBHY
rpyly HOTpoOIIava, OAPacIiX y3 BHICO-UIPE M HABUKHYTHX Ha
¢unmMcke koHBeHIHje. Beh je HaBeeHO KONMHKO je TEXHOIOTHja
KOMIIjYTEpCKAX aHWMAIlja MMaja yTHIaja Ha TMpUOIIKaBambe
(mMa u BUaeo-urapa, alil 0cTaje Aa ce BUAM Kako he ce y Oy-
nyhHOCTH, ca pa3BojeM Mrapa 3a CHCTEME BUPTYEIIHE PealHo-
ctu 1 obehameM TelnecHe YPOmEHOCTH Yy CBET Urpe, KOjy OBa
TEXHOJIOTHja HYIH, Taj OQHOC pa3BHjaTd W Ha Koje HaduHe he
(uIM 1 PUIMCKH HapaTUBH ONTOBOPHUTH Ha OBaj M3a30B, KOjU
TEK IPEACTO]H.

30 Brookey, R. A. and Booth, P. (2006) Restricted Play: Synergy and the Limits
of Interactivity, in: The Lord of the Rings: The Return of the King Video Ga-
me, Games and Culture, Vol 1, No 3, Los Angeles: Sage, pp. 214-230.
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Y 0BOM pajly yKa3aHoO je Ha KJby4He Tauke M MpaBLe UCTPaAXKH-
Barba MeJIMjCKe KOHBEpPIeHIMje BUIeo-urapa u Guima, Kako ou
Ousie yCTaHOBJBEHE CMEpHUIlE OyayhuM HCTpakMBambHMa, KOje
0u JeTasbHUje ¥ TOAPOOHH]jE UCTIUTAIIE FhUXOBE BeOMa KOMILIEK-
CHe penaigje. A To oBa TeMa, ¢ 003MpPOM Ha yIeo BHACO-UTapa
U puma y caBpeMeHoj I100aiHOj KYJITYPH, CBAKAKO 3aCIyKYyje.
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MEDIA CONVERGENCE OF VIDEO GAMES AND FILMS

NARRATIVE, AESTHETICS AND INDUSTRIAL SYNERGY

Abstract

The starting point for defining the relation between film and video games
is the well-known thesis that each new medium assumes some formal
and contentual characteristics of its predecessors, although the previous
medium reconfigures its own and absorbs the properties of the new
medium as well. The aim is to present a broader theoretical framework,
which would serve as a basis for further exploration of this relation. A
multidisciplinary approach will be used based on the concepts of media
studies, game studies, film studies and cultural studies. Video games are
often based on cinema’s thematic, narrative and genre models, while
the recursive narrative logic of games is present in films. The use of film
language is noticeable in video games, while in movies, it is modified
by the aesthetic properties of games. Hollywood industry and the video
games industry are synergistic and offer users many ways of consuming
products in different media.

Key words: films, video games, convergence, aesthetics, narrative
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