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MYIONOTMJA 1
HAPATONOTMJA -
[IETERA O CYKOBY

Caxerak: V pady cy oamu npezned u aHaiu3a HApamoiouikoz u iy-
0010WKO2 NPUCMYNA NPOYYABARY BUOEO-U2APA U OCBDIN HA OCHUBAE
Jjouw yeex mnade oonacmu cmyouja sudeo-ueapa. Ilpedcmasgmwena cy no-
Jasuwma obe meopujcke cmpyje, RpoUCmexie u3 UCnoe — KFUMCEEHO-
meopujckoe kopnyca. Cmarse Oucyuniune u akademcke mexsuje y 060om
nowY yKaszaie Cy u Ha HayuHe YYHKYUOHUCAA CIMPYYHe 3ajeOHuYe, me
MexXaHUu3Me PUX0B02 0e/betbd UNU YCL0HCHABARA HA OPSAHUSAYUOHOM
U MemoOONOWKOM NAAHY. JIyOonowKY npUCmyn, Koju c600u npoy4asa-
e BUOeO-U2apa HA ONUC U KIACUDUKAYU]Y NPABUNA U MEXAHUKe uzpe,
Y paoy ce oyemwyje Kao peOyKYUOHUCIUYKY, Al U KOPUCIAH U NPUMEH-
/UG 3a pasymesarbe cneyupuyHocmu eudeo-uzapa. 3axmyyyje ce 0a
Jyoono2uja mex 3ajeOHo ca HapamMoIO2UjoM U OPy2UuUM XyMAHUCHUYKUM
QUCYUNTUHAMA YUHU 3AOKDYHCEH KOPRYC CHyOUja 6U0eo-u2apa.

Kibyune peun: suodeo-uepe, napamonoeuja, 1y0ono2uja, XyManucmuu-
Ke HayKe, Memoooi02uja, MexXanuxka uepe, Hapamus y 6Uoeo-uzpama

Humpo: ynosnasarwe mepumopuje

TokoM moja Beka Hrpama BUICO-UTapa y CBETY U TPU-YCTHPU
JCLICHHj€ BHXOBOI aKTUBHOT TPOyYaBarbha U3 Pa3IMYUTHX TEX-
HUYKHX, TEXHOJIOIIKAX, YMETHHYKHX U XyMaHUCTHYKHX Iep-
CIICKTHBA, HTPE U TEOPHjCKO MPOMHUIBAKBE O FbUMA MPOLUTH CY
IyT YT O OCBajaka HOBUX M3PaXKajHUX U MHTEPAKTUBHUX 00-
avKa (O TeHUCKe JIONTE KBaJpaTHOT o0nuka y Pong-y no mpo-
TECTHHX OKYIUbaha XHJbaJa Hrpadya y BUPTYSIHUM CBETOBHMA
MMORPG urapa xao mwro je je World of Warcraft). Ilonynapna
KyJITypa 1 MPAKTUYHO CBH BUJIOBU YMETHOCTH H CBAKOIHEBHOT
JKUBOTA YIIUTH CY Y BUICO-Urpe Ha GOPMATHOM (CUMYIIAIH]je) U
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CaJIpXKUHCKOM HHUBOY (TIOMYT MOTHBA, JTukoBa U 3aruiera Lllek-
CIIMPOBHX Jpama'), a urpe Cy, 3ay3Bpar, mpoxkeiie 6pojae chepe
YMETHOCTH, HayKe (TPEeHAXXHE U eKCTIEPUMEHTAITHE CHMYJIallije
U yucma), 00pa3oBama u MmocioBama (rejMudukamnmja). One cy
nocrase He3ao0uIa3aH qeo (ppaHIIn3a U TPAaHCMEIU]alTHOT MPH-
noBenama (ON)KYJITYPHUX TEKCTOBa (HIp. 38e30anu pamosu /
Star Wars, 'ocnodap npcmenosa | Lord of the Rings, Mampuxc /
Matrix uta.), 0K Cy Ipyre yMETHOCTH YCBOjUJIC OJIJIMKE HMra-
pa, MOMyYT TaykKe Tieamba U3 npBor juna (Hnp. uiam Hardcore
Henry, llya Naishuller, 2015) nnun nourpaBama HapaTHBHO-ITY-
JMYKOM KOHBEHIIMjOM OpOjHHMX ITIOHABJbakha CEKBEHLM NpUue
JI0 YCIEUIHOT MU XeJbeHor ucxona (¢punm Edge of Tomorrow,
Doug Liman, 2014).

I/IrpaMo BUACO-UTPE HA CBUM MECTUMA U Y CBUM IIpHUJIMKaMa, Ha
Hajpa3IMuUTHjUM BpCTamMa IPEHOCHUX U CTAllMOHApHUX ypeha-
ja. ITo peunma Yapnuja Bpykepa (Charlie Brooker)? Bumeo-urpe
Cy IPOMEHHJIC CBET, Al U JaJhe CE MOCTaBJha MUTAMKE KAKO j&
CBET pearoBao Ha Te mpomere. O MopasHe MaHuKe, IPeKo 6op-
0¢ 3a myOJIMKy ca IPyrdM MeaujuMa, 10 0O0JeCTH 3aBHCHOCTH,
TEXHOJIONIKE TPKE 3a MpYyKambe YOCHJbUBUJUX, OPKHUX U ymo0-
HHUJUX UTPAYKHX UCKYCTaBa y pa3Bojy codTBepa U xapasepa, Te
Tparama 3a OpUTHHAIHHUJUM U [IPUBJIAYHUjUM HApaTUBHUM/Ipa-
MaTypumKuM, JJUKOBHUM U MY3UYKUM pECIICHHUMA — BUICO-UT'PC
Cy aHT@)XOBaJIC IPAKTUYAPE U TEOPETUIAPE HEOPOjeHUX 00TacTH
HayKe W YMETHOCTH. 3a CTBaparbe Urapa HEOMXOMHO je aHraxo-
Bamb¢ MaTeMaTHKe, padyHapCKe HayKe U YMETHHUYKHX IPaHa, Kao
U eKOHOMH]e ((DH3UUKOT CBETA M OHHX BUPTYECIHHX®), 3aTUM T10-
nuThke (YKIbY4yjyhu 1 MapKCUCTHYKY KPUTUKY KaluTaau3Ma 1
BETOBUX JPYMITBCHUX CUMIITOMA U Hocneuuua) U MpaBHUX Ha-
yKa (IIpOIUCH Yy BUPTYEITHUM CBETOBUMA U 3aKOHH y (prU3NUKOM
CBETY Y BE3W Ca BHUJCO-WrpaMa 3aXTeBajy AyOWHCKE aHAJIU3E U
mnanose). Takolje, TICHXOMOIIKE, COIMOJONIKE W AHTPOIONIO-
HIKE CTYIMj€ CIIPEMHO Cy MPHUXBAaTUIIC 0aBJbEH-E ONroBapajyhum
acleKTHMa Urapa U BHUXOBOT Hrpama. Kynatypomoiika npoyda-
Barba Mrapa akTyeJu30Baja cy crynuje Joxana Xojsunre (Johan
Huizinga) Homo ludens (1938) u Poxxea Kajoa (Roger Caillois)
Hepe u wyou (Les jeux et les hommes, le masque et le vertige,
1959), xoje ycnemHo ykiamnajy HoBy (opMmy urapa y norsphene
OJUIMIKE U 3alakama 0 Urpama u muxoBoj GpyHkuuju. Teopetu-
yapu Menuja, nonyt Jlesa Manosuua (Lev Manovich) yBpcTiu
CY BHJCO-UTPE y POyYaBamba HOBOMEIM]CKUX OOJIMKA, Kao LITO

1 Buneru: Mitrovi¢, B. (2017) Sekspir i video igre, u: Sekspir i transmedijal-
nost, ur. Dakovi¢, N., Medenica, I. i Radulovi¢, K. (2017) Beograd: FDU.

2 ®unm How Videogames Changed the World, Charlie Brooker, 2013.

3 Buperu: Castronova, E. (2005) Synthetic Worlds: The Business and Culture
of Online Games, Chicago and London: University Of Chicago Press.
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Cy Cce U TeopHje APAaMCKHX YMETHOCTH, OCeOHO nepdopmaHca
MoKasaje Kao MPUPOIaH OKBHUP 3a OMMCHBAE OBOT (peHOMEHa.

[open enrty3mjazma TeopeTruuapa KOjU IMOTHYY M3 OpOjHHX
obnacTi Hayke M MHKIY3MBHOCTH KOjy cy mnoctojehu Teopwuj-
CKH KOPITyCH DPa3HHUX JMCHHUIUIMHA TOKA3ald y TPOydYaBarby
Buzeo-urapa (ykpyuyjyhu u HeraTHBHO-KPHTHUKY CTpaHy), Ha
mpary 21. Beka jaBwia ce TCHACHI[Mja OCHHUBAaWma MOCCOHE Xy-
MaHHCTUYKE AUCIUILIHHE MOocBeNeHEe UCKIBYYHBO MPOyUYaBaAkY
Bumeo-urapa. OBakBa WHHUIIMjATHBA HYXHO je 3aXTeBaja ja ce
Hal)y pa3io3u, OMHOCHO O/IMKE BUICO-UIrapa Koje UX U3/Bajajy
on moctojehux mpeamera nMpoydyapama Kao M HEJOCTAIU JaBHO
YTEMEJbEHUX TEOPH]CKO-METOONIOIIKHUX 00pa3aiia npH cycpery
ca HOBOM CTYIUjoM ciiydaja. Mjeja je mokpeHyTa u3 peoBa Te-
opeTHYapa KiIKEBHOCTH, MPEIM3HI]E HAPATOJIOra, IIITO MOXK/Ia
W HHje YyTHO UMajyhu y BUly OTBOPEHOCT 32 TyMadyeHe 1 HOBE
TEOPHjCKE OKBHPE, T€ TEOPH]CKY (UIyHHOCT HapaToJIOTHje.

Wmajyhu y BUIy Ha MOMEHTE JKYCTPY pacipaBy y OBOj BUPTY-
enHoj 6opOu* 3apaheHux cTpaHa, HaJMK OHO] y BHIEO-UTpaMa
HaMEhCHUM BEJIMKOM OpOjy KOPHCHHMKA y KOjUMa Mrpadu ycBa-
jajy onpehene ynore (MMORPG), OIHACIIOBH Y OBOM TEKCTY
HUMEHOBAHH Cy Y JTYAUYKOM IyXY, CAMOOJIHYKH MPEeNCcTaBsbajyhin
€JIEMEHTE je[THE Urpe.

Jlyoonoeuja kao PvP’ mucuja ocsajara
aymoHOMHe HayuHe mepumopuje

Jeman on moveTHHX KOpaka y 3aCHHBamy CTyAWja BUAEO-UTrapa
O6una je ombpaHa nokropcke amcepramumje Ecmena Opcera
(Espen Aarseth) y obmacTu Teopuje KiIKeBHOCTH. Jlucepraiu-
jaje o0jaBireHa Kao kwura 1997. ronune nox HazuBoM Cybertext
— Perspectives on Ergodic Literature. VI3 yriia Teopuje Kiu-
JKEBHOCTH, ayTOp aHaJIu3upa TekcTyanHe npakce y MUD Bu-
JIe0-IrpaMa U UHTEPAKTUBHO] (DUKIHjH, YBOAX KOHIIETIT cajoep-
TEKCTa 3a ONNC MEXaHHYKE OPTaHM3alHje TeKCTa U IPETI03Haje
crerupUIHOCT (KOMIjYTEPCKOT, OAHOCHO JAUTHTAIHOT) MEIja
Kao MHTETPaJIHU A€O0 JuTepapHe pa3MeHe. LlenTpanna ¢urypa
KOHIIENTa cajOepTeKcTa je KOH3YMEHT TN KOPHCHUK TeKCTa, KO-

4 Osge ce uMa y Buly ApUCTOTEIOBO IIOMMakhe BUPTYEIHOT KA0 MOTEHIIU]jal-
HOT, OTHOCHO OHTOJIOLIKE KaTeropyje, kKoja Huje 0ABOjeHa Ol peasHor, Beh je
y BbeMy cazipxana, kao u boapujaposo (Baudrillard) cxBarame BUpTyenHOT
Kao OIICEHe, BELITAYKOT U JIAXKHOT, BuieTu y: Ryan, M. L. (2015) Narrative
as Virtual Reality 2, Revisiting Immersion and Interactivity in Literature and
Electronic Media, Baltimor: The Johns Hopkins University Press.

5 Player(s) versus player(s) — urpau(u) IpOTHB Hrpaya IPEACTaBIbA BPCTY Me-
hycobue 6opbe nn TakMHUYeHba H3MeEly [Ba Urpava WK BUIIC BHX Y CBETY
urpe. OBa BpcTa Hrpama pas3jiuKyje ce O MOCTaBKe Y KOjoj ce urpad 6opu
WM TaKMHUYH TIPOTHUB KOMITjYTEPCKH FeHEPHCAHUX HEIpHjaTesba.
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Jju obaBJba panmbe — n30ope y KpeTamwy (IPOCTOPHOM M Ha HUBOY
3HauYema) KpPo3 TEKCT U THME 3arpaBo cTBapa Tekct. Umajyhu y
BUIY PaJ Ha 0ONHKOBaby TekcTa, OpceT KOPUCTH OPEIHHUILY U3
obnactu ¢Gu3uKe — eprogudHocT (o1 rpu. ergon U hodos — pan
u cra3a)®. OBa cTyauja OTBOPUIIA je MYT 3a JOKa3HBaIbe Jia Ce y
BUACO-UTpaMa HAYWH MIprUYiamka npuda 10 T¢ MEpE€ NPOMEHNO Aa
WITH HApaToJIOTHja MOpa Jia OTBOPH HOBA M0Jha MPOyYaBarba HITH
Jla je HOBOHAcTaja popMa J0 Te Mepe MmoceOHa U pa3InyuTa Jaa
BUIIIE HE MPHUIIaja 00IaCTH MPOyYaBama HapaToJIoTHje.

Jpyry moMeHyTy OIIMjy CHPEMHO je JoueKalia rpyrna Haparo-
sora momyT Jacnepa Jyna (Jasper Juul) u Mapkya Eckenunena
(Markku Eskelinen) u ucrpaxupau u3 odnactv HHGOPMaIHOHHUX
TEXHOJIOTHja M TUTHTATHUX Meauja — [on3ano @packa (Gonzalo
Frasca), nHaue OMBIIM CTYJEHT 3arOBOPHHMIIE ,,KIIaCHYHOI’ Ha-
PaTOJIOLIKOT MIPUCTYIIA Yy IIPOyYaBamy BUAco-urapa, [lener Ma-
pu (Janet Murrey). YipaBo je @packa yIiiao y UCTOpH]jy MIaaor
MoJba CTYIHja BUACO-Urapa Kao ayTop KOjU je MPBHU yIOTPEOUo
TEPMUH JIyHoJIoTHja (Jat. /udos — urpa) y KOHTEKCTY MpOoyvaBa-
a Buaeo-urapa 1999. roqune.” AyTop HaBOIW JBa pa3id4uTa
N0Jba MPOyYaBamba Koja ce NPUITHCY]Y JIYIONOTHjH: Y jeTHOM TO-
JbY JIYIIOJIOTH]a U CTY/UjE Urapa ¢y CHHOHUMH, JIOK CE y IPyroM
3HaYCHY Jyaojoruja (GOKycupa Ha MPOydaBame BUACO-UTApa
3aCHOBAHO Ha CTPYKTYpH M HauyMHY (QYHKIMOHHCAma MpaBH-
Jla ¥ MeXaHUKe Urpe, TpeTupajyhu npudy camo kKao 3aMeHJbUB
WK 4aK HerorpebaH ykpac. dpacka Ha UICTOM MECTy UCTHYE J]a
OIHOC Wrapa, MeXaHHKe M HapaTHBa HHUjEe CaMo JICO aKaJeMCKe
nebare, Beh 1 au3ajHa Urapa o rmoveTaka BUXOBOT pa3Boja.t Y
OBHM ofipeljerrMa yraJbuBo je 1a TCPMUHHU JTYJ0IO0THja U CTY-
JIFje urapa He YKJbYUYjy OAPEIHHUIIC ,,BUICO” WU ,,KOMIIjyTep-
CKe” Wrpe, aju ce MPaKTHYHO MO/pa3yMeBa Jia ce 0aBe ynpaBo
OBHM HUIpaMa.

Haxo je TepMUH [104€0 IIUpPE /1a Ce KOPUCTH Y OKBUPY ITpOyyaBa-
ha BUJICO-UTapa, ayTOPCTBO Y CTPYUHO] JIUTSPATYPH TIPUIIHCY]E
ce ncuxoiory Muxaspy Unkzenrmuxabujy (Mihaly Csikszent-
mihalyi), koju je peu ynorpe6ro 1982. rogune y wianky Do-
es Being Human Matter — On Some Interpretive Problems of
Comparative Ludology, a Ha Temy nopelemba urpe koj Jbynu u

6 Aarseth, E. (1997) Cybertext — Perspectives on Ergodic Literature, Baltimor:
Johns Hopkins University Press, p. 1.

7 Frasca, G. Ludology Meets Narratology: Similitude and differences between
(video) games and narrative, 1999. 3. June 2020. http://www.ludology.org/
articles/ludology.htm.

8 Frasca, G. Simulation versus Narrative: Introduction to Ludology in Video/
Game/Theory, ed. Wolf, M. and Perron, B. (2003), New York: Routledge,
pp. 221-236.
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JKMBOTHIHA®, 1a OU 3aTHUM TEPMHH M3 00JaCTH EMUITMPH]jCKE Hay-
Ke IMpeliao y XxyMaHUucTHuuke cdepe.

ITo ce THYe cTymuja BHIEO-Urapa Kao Hay4yHE NUCLUILIMHE,
2001. mpornaimieHa je MpBOM TOIUHOM OBHX MpOy4aBara, Ka-
ko HaBoau Ecmen OpceT y yBOAHOM TEKCTy MPBOT Opoja yTH-
[AJHOT eJICKTpOHCKOT Yyacomuca Game Studies, y HEKOj BPCTH
MaHHU(ecTa HOBE Hay4He 00IacTu:

,,OBe TOIMHE OIpKaHa je mpBa MeljyHapoaHa HaydHa KoH(e-
peHIyja o Buaeo-urpama, y Komnenxareny y mapry, a ycneau-
he ux jomr Hekonuko. Illkoncka 2001/2002. roauHa MoXxe Ta-
kolje OuTH npBa y kojoj he Ha yHHBEp3UTETUMA OUTH OTBOPEHHU
PEIOBHH NPOrpaMu JUIUIOMCKUX CTY[Hja Ha KOjUMa ce Mpo-
yuaBajy Bujeo-urpe. M oBo Mmoxe 6utu npBu myt na he axa-
JIeMCKa 3aje/IHHIIa CXBaTUTH BUICO-UTpe 030MIBHO, Ka0 M0Jbe
npoydaBama KyIType Ydju 3Hauaj HUje 3a MoTIemhrBame.” !

MoTHBY 3a JUCTAHIUPAHE O MOCTOjehuX HAYIHUX THCIUILIH-
Ha, MOCEOHO HApaToJIOTHje, MOCTA]y jaCHUjU Kaja Ce MMa y BU-
Iy na je moMeHyTa KoHbepenimja, Computer Games & Digital
Textualitues, onpxxana Ha YHuBep3utery y Komenxareny, mo-
KpeHyJIa HHHUIIMjaTHBY 338 OCHHBAKE TOMHUIIBUX CKYIIOBA YTH-
najue opraumsaimuje Digra (Digital Game Research Associa-
tion), npu YauBep3utery Tammepe, y ®unckoj, 2003. ronune.
TuMe je HajaBJbECH MMOYETAK Pajia CIICINjATN30BAHUX CTYIN]jCKHX
nporpama Ha JiBa YHHBEP3UTETa, YUME Cy CTYAHje BUACO-Hrapa
CTEKJIC aKaJIeMCKy HE3aBHCHOCT, KaKO y 00JIaCTH HCTPaKHBaba
TaKO M Ha 00pa3oBHOM IUTaHy'.

YernocraBsbamke HOBE AUCIMIUIMHE 3aXTEBAJIO j€ IPE CBera orpa-
huBame ox moctojehinx obmactu xymaHucTuke, mTo je 3a Op-
ceta, Jyna u EckenuHeHa, TOKTOpe Hayka U3 Oo0JaCTH Haparo-
JIOTHje, 3Ha4YMJIO OIMAaK Ofi KUXOBe MaTH4He Kareape. (AHTH)
HapaToJIOIIKK apryMEHTH OBHX ayTopa MOJpP)KaHU Cy Kako Te-
OpHjCKOM 3aCHOBaHOIINY Tako U HMXOBHM aKaJIeMCKUM ayTo-
PHUTETOM, YIIOTPEOIHEHUM 32 MOOHjarhe TPUMEHE HAPaTOJIOLIKOT
npuctyna. Tako je jemaH of 4ecTo HaBoheHHX aHTHHAPATOJO-
LIKUX aprymMeHara JynoB 3akjby4ak KOjUM eTMMUHHIIE BUJIEO-
UIpe U3 MoJba HapaToyiorHje: ,,Y TPaAuIHOHAIHOM CMHCITY

9 Prema Juul, J. The definitive history of games and stories, ludology and nar-
ratology, Ludology, 24. February 2004, 8. June 2020. https://www.jesperjuul.
net/ludologist/2004/02/22/the-definitive-history-of-games-and-stories-ludo-
logy-and-narratology/

10 Aarseth, E. Computer Game Studies Year One, Game Studies, volume 1, is-
sue 1, July 2001, 8. February 2020, http://www.gamestudies.org/0101/edito-
rial.html

11 Za detaljan prikaz pocetaka istrazivanja video-igara videti: Mitrovi¢, B.
(2020) Studije video-igara, Janus teorije i prakse, Zbornik radova Fakulteta
dramskih umetnosti broj 37, Beograd: FDU, str. 59-72.
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peuu, HapaTUB TpejacTaB/ba cepujy (uxcHux norahaja. Urpe
npema JeQUHHUIMjK 3axTeBajy NPOMEHJBMBE HCXOJE M YBEK
npe/CTaB/bajy HeQUKCHpaHy cepujy moraljaja, ImITO MX OJBaja

o7 HapatuBa”'?,

ITo oxbariBary CTapor, Kako Cy JIyIOJO3H 3aKJbYUWIH, He-
(YHKIMOHATHOT HAPATOJIOIIKOT METO/[a, TPeOaio je u3rpaauTu
Y HETOBaTH HOBY TEOPHjCKO-METOAOJIONIKY 00JIACT, IITO j& JOHEe-
JIO ¥ CMUPUBAE ,,aKaJIEMCKUX CTPACTH’, MPEKUJI CyKoOa ca Ha-
paTono3nuMa 1 OKOHYAELe pacipase, koja ce, 1o OpackuHuM pe-
YrMa, 3aMpaBo HUKaaa HUje Hu goroauna'®. JlusajH, mpaBuia u
MEXaHHKa UT'pe€ MPEro3HaTU Cy Kao INIaBHU NPEAMETU ITpOyvaBa-
’ha HOBOOTKPUBCHE WJIM HOBOOCBOJCHE COIICTBEHE TEPHUTOPH]E,
a mapa’jesiHoO ca TUM y4uBpIINEHO je 1abaBo MpUMHUp]E ca Hapa-
TOJIO3UMa M YCIIOCTaBJbEHA ,,[TPEKOrpaHuvHa capaama’. [Ipema
OpceroBuMm peunma'¥, dpacka ce oaMax mocie KoHpepeHiuje
DAC 2001 orpaano of cemapaTUCTUYKE MO3MIIMjE JIYIA0JIOTa,
KaJa Cy Ha maHeny nocseheHom urpama, oH, Eckenunen u Jyn
,,TIPOTIIAIIEHH "JTY/I0JI03UMa’, HEKOM BPCTOM HOBE CEKTE Koja ce
6aBu TeoprjoM Bujeo-urapa’. Kpusai 3a oBy, CTBapHy HJIH Ka-
CHHjE TaKO MPEICTaBJbEHY, 3a0yHYy U Hepa3yMeBambe, OJHOCHO
(dabpukoBame (,,HermocTojehie”) 3aBasne, HaljeH je y TekeTy XeH-
puja Llenknnca (Henry Jenkins), koju je ydyecTBOBao Ha KoHe-
peHnmju y Bprctoiy — jenHoM o1 JiBa CKyIia Koja Cy Ofip>KaHa Te,
3a cTyauje Buaeo urapa npse rogune (2001). Opcet moasnauu
na je [IeHKWHC MPBH KOjU j€ HAIrIacuo U MPOINIACHO aHTarOHU-
3aM JyJosora U Haparonora, uctiuuyhu [leHkuHCOBE peun: ,,Ha
HEIAaBHO OJPKaHO] KOH(EPEHIUjU U3 00NAaCTH CTyaHja uUrapa
IpeTUia je a u30uje KpBaBa 3aBaja u3Mel)y caMo3BaHHX JIyI0-
I0Ta, KOjH %ele aa npebarie TeKHUIINTE NpoyuaBamba Ha MEXaHuU-
Ky Urparba urapa, 1 Haparojora, Koju xeJje Ja poy4aBajy urpe
3ajeJIHO ca APYTHM HapaTHBHUM Meadjuma’.!s

Naxko je xpuBwuia npebadena Ha Tpehy crpany (Ilenkunc, kao
TEopeTHYap Me/iuja U KOMYHHUKaluja, AUCKBAIU(QHKOBAH je y
KOHTEKCTy O030MJbHHjer pasyMmeBama MeljyHapaToJOUIKUX CY-
k00a), iynosno3u cy Beh y npBuM romuHama cBoje HE3aBHCHO-
CTH OWJIM CBECHHU CBOT yjela y Kpeupamy ¢dame o cykoOy ca

12 Juul, J. Are games telling stories? A brief note on games and narratives, Game
Studies volume 1, issue 1, July 2001, 8. February 2020, http://gamestudies.
org/0101/juul-gts/

13 Buneru: Frasca, G. Ludologists love stories, too: notes from a debate that
never took place, in: Level Up: Digital Games Research Conference Proce-
edings ed. Copier, M. and Raessens, J. (2003) Utrecht: Utrecht University,
pp- 92-93.

14 Aarseh, E. Ludology in: The Routledge Companion to Video Game Studies
eds. Wolf, M. and Perron, B. (2014) New York and London: Routledge.

15 Jenkins (2001), HaB. aeno, ctp. 118 mpema ucto.
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Haparojo3uMa. O OBOME CBEOYH HHTCH3WBHO TPABIAE H3-
peueHux craBoBa, momyt dpacke'® koju he objacHUTH KOpU-
mheme n3pasza KoJOHHjaIn3aluja y paHUM TEKCTOBUMA CBOjHX
Kosiera Ha cieniehu HaumH:, ,,Jirpe HUCY (DMIIM HU KEbHKEBHOCT,
aJIM Cy JI0 cajia 00¢ 00IaCTH MOKYIIAIE KOIOHU3aAYUjy U 0€3 CyM-
e he mokymatu moHoBo”,'” 1ok EckenuHeH y uctoM 6pojy ua-
comuca Game Studies U3HOCH: ,,aK0 U KaJa Cy UIpe, MOCCOHO
OHE pavdyHapCKe, MpoydYaBaHe W TCOPHjCKH MPOMHUIIIbAHE, TO-
TOBO Cy MX 0e3 M3y3eTKa KOIOHUjaiu308die CTYIHje KEbHUKEB-
HOCTH, MO30pHIITa, Apame u Gunma”'® (Harmamasame b. M.).
IMoMupspHBHY cTaB Ha Kpajy uzHocu cam Opcer faa ,,JIymoJorija
HHje TUCIUIUIMHA, 1a HUje YaK HU mapaaurma, Beh peakiuja Ha
JIOIIIE aKaJIeMCKO 0aBJbEEHE TEMOM M HEOIPIKUBY TO3HIH]Y (TIPO-
yuaBama caMo M3 yIiia Haparosioruje, npumM. b. M.), Te kputuu-
KH OJITOBOP Ha €CTETCKH MPoOaeM XuOpuIa Urpe U HapaTuBa u3
nesenecetux roguna 20. Bexa”!.

Ha ycTaHOBJbEHO] TEpUTOpHUjH, cajga ca Mame TCH3HjE, Oopra-
HH3Yjy Ce HOBE aKTHBHOCTH, Tako Ja Opcer kao Oyayhe teme
0aBJbeHba JIYNOJIOTH]jE BUAU JIyIOXEPMEHEYTHKY, JIyIOKPUTHKY
U JYJOJIOTH]y Ka0 KPUTHKY METOJOJIOTH]E MpOy4aBarba BHJIEO-
urapa. ¥ UCTOM TEKCTY, ayTop I03KBa Ha OOpOY 3a HHCTUTYIIHU-
OHAJIHY aKaJIeMCKy HE3aBHCHOCT, OJ[BOjCHY OJI IPYTHX MOJba, U
TpaXku IOCEOHY METOI0JIO0T U]y 3a HOBY 06nact.?’

Haparomnosu cy, 3a To BpeMe, UMaJId JAPpyravdjy Tauky rieaarba
Ha 0Baj (,,HemocTojehin”) Cyko0 ¥ Ha CBOj HAUWH MPUXBATIIN
W3a30BC HOBE CTYIHjC CIIy4aja.

C opyee cmpane epanuye: Hapamonozuja Opanu
c60jy mepumopujy ycagpuiaeajyhu Hoge gewimume

Ha nmpyroj cTpanu nuHHje pa3dBajama, HA KIACHYHA HapaTo-
JIOTHja HHje OJIAKO MPUTPIMIA HOBH MHTEPAKTUBHU MEIHj KO-
j¥ mpeTeHayje Ha mpudame npuda. Kao mro Mepu-Jlop Pajan
(Marie-Laure Ryan) npumehyje, moctMonepHa ecTeTuka je mpa-
BaI KOjH j€ IPUXBAaTHO HHTEPAKTUBHOCT 3aXBasbyjyhul pagoBuMa
MpoyYaBajama Xueprekcra kao mrto cy [lopy Jlango (George
Landow), Ilej Bonrep (Jay Bolter), Majkxn Llojc (Michael Joyce)
u Crjyapt Moynrporn (Stuart Moulthrop). Onu cy y cmojy Teo-
pHje KIbIKEBHOCTH, IPOrpaMupama, 6a3a nogaraka 1 yMETHUY-
KUX JieJa JaJii JONPUHOC Pa3BOjy XHIIEPTEKCTa, a MPEKo Hbera

16 Frasca, G. Ludologists love stories, too..., HaB. neno, cTp. 92-93.
17 Aarseth, E. Computer Game Studies Year One..., HaB. 1eno.

18 Eskelinen, M. The Gaming Situation.Game Studies, volume 1, issue 1, July
2001, 8. February 2020, http://www.gamestudies.org/0101/eskelinen/

19 Aarseth (2014) nas. neno, ctp. 188—189.
20 Ucro, ctp. 186.
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oMoryhmnm nama npoydaBamba HHTEPAKTUBHHMX HapaTUBHUX
o0nyKa, monyT Buaeo-urapa. Pajan namme npumehyje na cy oBu
ayTOpH:

5| -.-] TPOATH XHUIIEPTEKCT aKaJAEMCKO] 3ajeIHHUIIA — ITyOIUIIH
KOja je TeHepaJHO HEIMPUjaTeJbCKU PACIIONOKEHA peMa TeX-
HOJIOTH]H, aJli € TaKolje reHepaiHO OTBOPEHA 33 TIOCTMOZEP-
HY TEOpHjy — IPOMOBHUIIYhH CBOj U3YM Kao UCIyHEHhE Haeja
HajyTHLAJHUjUX (PpaHIlyCKUX TeopeTHyapa, kao mro cy bapr,
Hepuna, ®yko, Kpucresa, Jlenes, I'arapu u Muxaun baxtus,
KOTa Cy MPOTIACHIIH CBOjUM MPETXOIHHKOM. !

AXO Ccy HaparoJo3u M NPECTaH Ja Ce IUIalle MHTEPaKTUBHUX
HapaTHBa W MPUXBATIIN UX y CBOjE OKPHUJBbE, TA TEPUTOPHUja j&
cazia Tpebaso na oyae ogOpameHa o JTyI0IOIIKKIX MPETCHICHA-
ta. Ha npBoj nuHuju on0OpaHe (MK Harajaa, mocMaTpaHo ca Jy-
JIOJIOIIIKE CTpaHe) y edaTu O MPUCTYITy BUAEO-Urpama ocTalie
cy Mepu-Jlop Pajan u [lener Mapu, Te y MHOTUM pacrpaBama
npucyTHH XeHpH [IeHKHHC, TUCKBATU(UKOBAH O CTPAHE JIYI0-
Jiora kao TyhuH y cBeTy TeopeTnuapa KimxkeBHOCTH. OpceToBa
u3jaBa y Be3d Ca OBHM CJIy4ajeM MoKa3yje qpKambe CaMOTPOKJIa-
MoBaHoT (haBopuTa y 1edaTu, OMII0 Ja MCKa3 uMa 3a IUJb 3a0aBy
U MHTPUTUPALE MYOIMKE WK j€ U3PEUCH Y HCKPEHOM YBEPCHY
y aKaJIeMCKy CynepHopHOCT. Mapu THM NoBozioM Iipumehyje:

,,Opcer ce xanuo Ha oiory ludonaut.org 1a uma morerikoha y
pacrpaBy ca HapaToI03MMa jep HErOBH MPOTHBHHUIIN OGHYHO
HEMajy 3Harba WM HHTEPECOBamba U3 00JIaCTU HAPATOJIOTH]E.
’Kao mto je cam [lenkunc ucrakao y oxrosopy EckennHe-
Hy [...], oH Huje Hapatosor. [IpaBa upoHuja nedare mynonora
MIPOTHB HAPATOJIOTA j€ Y TOME IITO MPAKTUYHO CBH TAKO3BAHH
JIYOJIO3H 3aMPaBo MOCEAYjy 00pa3oBame U3 00JaCTH HAPaTo-

noruje. 3aKkibyvak U3BEIUTE camMu’.”?

Uzysumajyhu Ha oBaj HaumH auckBanmduroBaHor [lenkuHca,
Ha HapaTOJIOIIKO]j CTpaHu jaebare ocTajy Pajan u Mapwu, mana cy
U BUXOBE MO3UIH]jEC ,,KOMIIPOMUTOBAHE” CapamboM Ca JAPYroM
crpanoM: PajaH je jenna on ypennuua yaconuca Game Studies
u ayroroauinka OpceroBa u Jynosa capanauiia,? 1ok je [lener
Mapwu 6una mertop ['onszana @packe Ha MacTep CTyaUjama.

21 Ryan, M. L. (2015), nas. neno, ctp. 187.

22 Aarseth (2005) uutupano npema: Murrey, J. The Last Word on Ludology v
Narratology (2005), 28 June 2013, 3 June 2020, https://inventingthemedium.
com/2013/06/28/the-last-word-on-ludology-v-narratology-2005/.

23 PasroBop ca Mepu-Jlop Pajaun npunnkom meHor 6opaska y Beorpany Ha koH-
tbepennuju Llexcnup u mpancmedujannocm (PakyaTeT IpaMCKUX yMETHO-
ctu, aeuem6bap 2016), pasroBop Boauna bussana Murposuh. Takohe Bunetu
Ryan, M. L. (2015), naB. neno, p. IX
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Mapu je noHena MMOHUPCKA 3araxama o ,,0y1yNHOCTH HapaTh-
Ba y cajoep mpocTopy”’, Kako IJ1acy MOIHACIOB BCHE CTYIHUjC U3
1997. ronune.* Y ToOj KEbU31 U3HOCH CTaB, Koju lie KacHuje OuTtn
OCHOBA CIIOpeHba ca JIyIoio3uMa — ayTopka cMarpa aa Tempuc,
KOjU HeMa BepOaHU caapikaj, IOCeayje HapaTHBHE U JIPAaMCKe
eneMenTe. Y OBOj UTPH, Ka0 U y )KHUBOTY, CMaTpa ayTopka, Be-
IITHHA UTPamka je aJalTHBHO MOHAIIAE — YMECTO JIa CaqyBaMo
HaMpaBJbeHY KOHCTPYKIIH]Y, IIIJb je 1a OHA HECTaHe, Ja OMCMO
CTBOPHJIM MECTO 33 HOBE CaJipXKaje, a YCIIeXOM Ce cMaTpa MyKH
OCTaHaK y UrpH, HACTaBaK pajsa. Mapu f1ajbe HCTHYE [1a OBa UTPa
CUMOOJTH3Yje KHUBOT Y AMEPHIIM KpajeM MPOILIOT BEKa, ,,CTaj-
HO OoMOapioBame 3a/JallMMa KOjU 3aXTEBajy Hally MaXmby H
3aXTEeB Jla HEKAKO MOPaMo Jia ce YKIOMHMMO Y PETPIaHe Pacio-
pelie ¥ OYHUCTHMO PaTHU CTO CaMO Ja GHCMO CTBOPHJIH TIPOCTOP
3a cnezehin Tamac”.?® YMecTo OMO3HIKje Koja UCKIbyUyje 3Ha-
Yaj apyror eneMenTa, Mapu mocTaBiba MUTAKE IITA je MPBO —
urpa wim npuya??®

IIpBo uzname nomenyte crynuje [lerer Mapu 00jaBibeHO je mpe
MOY€eTKa JTyA0JIONIKO-HapaToomike aedare,”’ octaibajyhu mpo-
CTOp IyJ0JI03UMa Ja KPUTHKY]y ayTOPKHHE TBPAE, MOCEOHO
TEOpeTH3alHjy Koja YKJbydyje Urpauku JAOKHBIbA] U MHCAOHE
Ipolece TOKOM UIparba — jep CBaku TOK MUCIHU U ocehama jecte
HapaThB. Mapu je, ca CBoje CTpaHe, CIIPEMHO Jj0ueKaria JIyI0o0-
IIKe TIPOIIIACce M OTOBOPHUJIA HA FbHX Y HEKOj BPCTH aKaJIeMCKOT
croHor tenuca. Komenrapuinyhu y oBom Tekcty Beh mpencra-
BJbeHe OpceroBe TBpame U3 2004. ronune, Mapu ucrude aa cy
JIYZI0JI03U TH KOjH CY TPBHU MOYENH arpeCUBHY KaMIamy 3a CBO-
je MHTepece Kaua Ccy MOKyIlIaje MpoyJaBajamna XyMaHHUCTHUKUX
JUCHHUIUIMHA J1a aHAJIM3UPajy BHICO-UTPE HA3BAJIU KOJIOHHU]a-
JIUCTHYKUM yIaJuMa y JIyI0JI0IIKy Teputopujy.?® OBa TBpmba,
ynaajbBa Kao Je0 YHAKPCHUX OMNTYXOW 3a MPEKOMEPHY YIIO-
TpeOy cuiie u WHBa3Wjy Ha Tyhu mocen, moapxkaBa 000OCTpaHU
JTUCKypC ocBajama (Tyhe) Tepuropuje.

24 Murray, J. H. (1997) Hamlet on the Holodeck: The Future of Narrative in
Cyberspace, New York, Simon & Schuster/Free Press.

25 HUcro, ctp. 144.

26 Ilpema: Ryan, M. L. (2006) Avatars of Story, Minneapolis, London:
University of Minnesota Press, p. 192.

27 Y npyrom usnamy, o0jaBibeHoM 2017. roguue, ayTopka JOHEKIE pPEeBHAUPA
cBOje cTaBoBe MMajyhu y BUly TEXHOJIOIIKE HHOBALM]E KOje CY CE JOTOIuIIe
3a 20 ropuHa, NpoTeKIuX u3aMel)y nBa u3nama Kmure, 3anpxasajyhu cBo-
j€ OCHOBHE CTAaBOBE HApAaTOJOIIKOI mpuctyna. Buneru: Murray, J. (2017)
Hamlet on the Holodeck: The Future of Narrative in Cyberspace, Updated
edition, The MIT Press.

28 Murrey, J. The Last Word on Ludology v Narratology, nas. neno.
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Ocephyhu ce y HCTOM TEKCTY Ha HacTaBak JUCKycHje o oapele-
wy Tempuca, K0ju ce MOKa3a0 Ka0 OMUJbCHA CTyAHWja Cilydaja y
oba Tabopa, Mapwu 3amaxa J1a, mpeMa JIyJ0oIoIKkoM — hopMaiu-
CTHYKOM TyMavekby, OBa Urpa MpencTaBiba aliCTpakTaH oopasaif
npaBWia U pajilbi KOje M3BOJIC UTPauu U Jia Taj oOpasall Hema
ny6sbe 3Hauere. JIymono3u Tako CBaKy WUIPy MOCMArpajy Kao
jenanako ancrpakTHy, na u Jlapy Kpodr (Lara Croft) y cepujany
urapa Tomb Raider nymonos3u BHIe caMO Kao o0jeKar KOjH je
YKJbYUYEH y NpPaBWIIA, JOK Cy U3NIE] JINKA, IETOB UACHTUTET Y
NPUYM Kao ¥ cama Ipuva HeOUTHH, jep Cy 3aMEHJbUBH Y OKBUDPY
JaTHX mpaBuia.”

Wmajyhu y Bugy Metononorujy u (GopMaiHu acrekT JIyAoJo-
IIKOT MPUCTYIa, Mapu UCTHYE Jia CE JIYIOJIOIIKA MePCICKTHBA
omiena y €CEHIUjaTuCTUIKOM U (HOPMATUCTHYKOM TPHCTYITY,
300r Kora ce ,,010a1lyjy JpYTrH acleKTH UIPaYKor UCKYCTBa, Kao
HITO Cy MUMep3uja, OiMrpaBame Aorahaja u3 cTBapHOr )KHUBOTA,
neppopMaTHBHa TUMEH3H]ja Tpoleca Urparba, HCKYCTBO 1ode/e
u nopasa”.’® Aytopka 3ak/bydyje Ja JIym0Jio3H, 3aHeMapyjyhu
HapaTHBHE CJICMEHTE UIPe, KOjU OCEy]y oapeljeH:n ceMaHTHyY-
Ku Ha00j, u cBojehn MX caMo Ha ancTpakTHe (QYHKIHje HUrpe,
ryoe u3 BuIa Hajsehu Je0 3HaYeHma W caapikaja urpe. Jlymo-
JIOIIKK €CEHIIMjaiu3aM y CXBaTamy urapa Mapu Ha3uBa uje-
OJIOTHjOM, jep C€ UIpe, 3a Pa3IuKy O IPYTHUX BHIOBA KYITY-
pe, nmpema JIyA0JOMKNUM CXBaTambiMa MOT'y TYMaUUTU CaMO Kao
eNIEMEHTH COTICTBEHE, alCTPaKTHE Kilace Mpasuia, 6e3 apyror
KoHTekcTa. [lopen oBe maeonomike 1pre, Mapu npemnos3Haje u
3aCHUBAEC JTYI0JIONIKE (POPMATUCTUIKE METOIOJIOTH]E, Koja ce
0aBu Mpeno3HaBakbeM (GOPMATHUX OIJIMKA 3ajeIHUYKUX 32 CBE
urpe. L{usb 0Be METOI0NIOTH]E jecTe aHAIM3a U CTBApahEe OMUca
3ajeJHUYKUX MOjIeia 3a KIacu(pHKalujy U nopeleme Ha 0CHO-
By npaBuiia. Ha kpajy, ayTopka 3akibydyje Ja 0Ba HCIUTHBAbA
Tpeba aa Oyay mapajieiHa HapaToJMONIKKM CTyadjama.’!

VY oanocy Ha Mapu, Pajan onprkaBa HEIITO APYravyuju MPUCTYIT
HapaTOJIOTHj! BHICO-Urapa M MOJIEMHUIIM Ca JIYIOI03UMa TIHIITY-
hu cBOje CTyauje yHopeao WiH Mmocie ,,CenapaTuCTHYKOr” mMpo-
miaca. AyTopka mpey3uMa 3aJaTak Ja METOANYHO, JOTHUKH U
no3uBajyhn ce Ha IMUPOKM CIEKTap IUTaTa U TEOPHjCKUX MO-
CTyJjara, MoceOHO y T0Jby HapaToioruje, Moduja jeJan mo je-
JIaH JyAOJOIIKH apryMEeHT MPOTHB HApPATOIOTHje Al U Ja pe-
JIaTHBHU3Yje 00¢ MOYCTHE MO3HUIUje U YKaxe Ja Cy OBa JiBa MoJba
KOMILTIEMEHTapHa.

29 Aarseth, (2004) npema: Murrey, ucro.
30 Murrey, ucro.
31 Hcro.
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Mapu-Jlop Pajan je 0e3 cyMmmbe jemaH Ol HajKOMIICTCHTHH]HUX
CaBpPEMCHUX MPOyYyaBaiala JUTHTAIHEe HAPATOIOTH]e 3aXBalby-
Jjyh¥ crojy KebHKEBHO-TEOPHjCKOT U TIporpaMepckor o0pazosa-
Ba U UCTPAKUBAYKOT UCKycTBa. tbene aBe crynuje — Avatars of
Story (2006) u Narrative as Virtual Reality (2001. u monymeHO
nzname u3 2015) — npencraBibajy 3a0KpyKEHY TEOpETH3aIH]y
HapaTuBa Yy HOBOMEIHW]CKOM U ,,aHAJIOTHOM™ OKpYXKEHY JlaHa-
LIBUIIE, IPU YEMY je JIeo pa3Marpama noceehen nuckycuju ca
TYZI0JI03MMA, 3aTHM TPOHANAXCHY HOBE MapagiurMe | MOTBPIH
nocTojefinX HapaToNONIKAX CTABOBA Kaja Cy y IHTamy HOBE
CTyIMje Cily4yaja — HOBOMEM]CKU TEKCTOBH, YKIbY4yjyhu U BH-
JICO-UTpe.

VY obe cryauje, y KOMEHTAapy Ha JYAOJOIIKE TBPIbE, ayTopKa
aHraxkyje cBeoOyXBaTaH KOPITyC TCOpHja HapaTHBa — 0] APUCTO-
tena ao [punca (Gerald Prince), XKenera (Gerad Genette), Uet-
MeHa (Seymour Chatman), A6ota (H. Porter Abbott), Te nmpo3Ha
JieTIa OJ eBPOTICKOT CPEEbOBEKOBJbA IO BUICO U CTOHHX Hrapa
(anp. Dungeons and Dragons u cepujan Max Payne). 3a pa3nu-
Ky ol maMQJIeTCKuX, KpaTKUX H3jaBa, TOTOBO MapoJjia Kojuma ce
U3pakaBajy Jynoiio3u, pauyHajyhu, uamel)y ocrasor, Ha mOK U
JIOTHYKE ¥ TEOPHjCKe UHTpHUTre, PajaH mwuie aetajbHa, 0OMMHA
pa3Marpama, Koja aHTaXy]y CTPIUBEHE U epYIUIIN]y YhTalIala.

Y kwusu Avatars of Story, Pajan netajsHO aHATHU3UPA U JJOBOTU
y MUTame, He 03 3a0BOJBCTBA U JIYJUUYKOT MMOUTPABAbA, JIy-
JTOJIOIIKE apryMEHTE 3a HamylTame (KIaCHYHE) HapaToJIoruje,
Kao MITO Cy: ONCYCTBO Haparopa,; MOryhHOCT MpOMEHe pemo-
cnena morahaja, omHOCHO He(DUKCHPAH CIIe CMHU30/1a y Urpama;
MOCTOjabe CMU30/¢ KOje MPEICTaB/bajy CHUMyJanuje (I0K cy
HapaTUBH pemnpeseHTauje), ocrnopasajyhu Behuny oBux apry-
MeHara. 3HaYajHO je TIOMCHYTH ayTOPKHHA 3alakama O CJIHY-
HOCTHMA U pa3lMKaMa urapa u (yMETHHYKOT') TeKCTa: MpaBuiIa
urapa cy KOHCTUTYTHBHH NPHHIMIN KOjU Ae(QUHUITY UIpY, TOK
Cy MpaBWjia Y KEUKEBHOCTH OIKCHU 33jCAHUIKUX OCOOMHA TCK-
CTOBa Pa3JIMUUTHX ayTOpa; Ta IpaBUiIa MeljyTUM HUCY OrpaHu-
yapajyha (OCHM y HEKMM aBaHTapJHUM IpaBluMa). JJoK y urpu
MpaBuiia MOPajy CTPUKTHO J1a Ce MOIITYjy J1a Ou ce urpa oapika-
Ja, Y KEMKCBHOCTH, 3aXBajbyjylin pyckoM ¢opmaan3my, Koju
je monmcao KiMKEBHE HOPME, OJICTYIamke Ofl MPaBUila CMaTpa
CC BAXHUM KPCATUBHUM AOIPHUHOCOM; HUTAJIAll Y4YU IpaBuUjIa
(xoja je mucall ycrnocTaBHo) JJOK YHTa, a UTpad Mopa Jia UX 3Ha
yHarpes, aa 61 urpy ,,lpodnTao”, OMHOCHO — Urpao.*

Ha kpajy, 3a carienaBambe METOMOJOIIKE MO3UIMjE U WHTEpe-
COoBama ayTopa, Tpeba ce OCBPHYTH U Ha JY/IOJOIIKE CTABOBE
koje Pajan cmarpa HajmpoOnemaruunujuMa. To Cy MOTIyHO

32 Ryan, M. L. (2015), nas. neno, crp. 122—-123.
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onbaruBame yiuore Haparusa (,,IpHyYe Cy CaMO HE3aHUMJBHBH
YKpacH WJIM OMOTH 3a WIPE; MPOydYaBame MM HaIlallaBame
THX PEKITaMHHX ajJaTKH caMo je Try0Jberbe BpeMEHa U €HEPIH-
j€”%) 1 MeTomoIONIKK peyKInoHu3aM (mpema Pajan, ymono3u
cMarpajy a cy Kao OCHOBa 3a MpOyd4aBame BUICO-UTapa Jio-
BOJBHE coIroonike crynuje Xojsuure u Kajoa, a ma 6u mpoy-
YaBarbe HapaTHBA CKPEHYIIO MaXKiy Ca CYMITHHCKUX U BAKHHX
eJleMeHara, Kao IITO je Urparmbe urpe — gameplay®*).

Kownauno, Pajan u cama 3aapikaBa cpeliby MO3MIHU]y U3Mehy
HApaTOJIOTHje W JyaoJoruje cmpam ofapehema Bumeo-urapa,
cMmarpajyhu na Heke urpe uMajy HapaTHBHU JW3ajH, a Ipyre ra
HeMajy>® — CTaB KOjU C€ YHEKOJIHMKO Pa3lIuKyje Y OJHOCY Ha Ha-
parosnouiko ,unrame” Tempuca 1lener Mapu. Ha pyky oBom
CTaBy CMHUpHBamba TCH3Hja HIE M, KAKO ayTOpKa HUCTHYEe, Oma-
Jlale yTUIaja TeKCTYalHUX TeopHuja KIbM)KEBHOCTH Kao IITO je
HOBU KPHUTHUIIM3aM U JICKOHCTPYKIMja, KOJU TEKCT CMarpajy u
UTpoM 3HaKoBa. 3axBasbyjyhi OBMM TeHJEHIIMjama, IIOHOBO je
NPUXBaTJFMBO TOBOPHUTH O Ca/IPIKajy, MUME3H, pedepeHTHOCTH,
€MOTUBHOM OJITHOCY IpeMa q)HKI_[I/IOHaJ'IHI/IM JIMKOBUMa U UMEp-
3Mju y cBeTOBe Npuua. Ha oBaj HauMH, UCTHYE ayTOpKa, pacte
CHara KOTHUTHBHOT TPHCTYIa KEWKEBHOCTH, KOjH HYIU HOBE
yBUJIC Y MEHTAJIHA UCKYCTBa 1 MMep3uje.’® OBUM He camo Ja je
ca HapaToJIOIIKe CTPaHe MOKPEHYT MaHeBap 3a00MIaKema aa-
JbUX cykoOa, Beh je ckpeHyTa makia Ha HOBH HMPHUCTYIT — KOT-
HUTUBHY HaparoJorujy u Gpokyc npedaueH Ha )eHOMEH CBETOBA
npuva, mojbe Koje omoryhasa capaimby CYKOOJbEHUX CTpaHa W
3ajeIHMUKa ITpoyyaBama 0e3 Mel)ycoOHnx nobujama.

Koonepamuenu keecm®” na kpajy uepe u
pasouaperse 0boxcasaniaya u Hasuja4a

Kako je 6opba 3a ocBajame akaJeMCKUX MO3HIHja YTHXHY-
Ja, OOJHOCHO Kaja je JyZoJordja Ao0wia TpakeHy HaydHO-
UCTPaXUBAYKY M YHHBEP3UTETCKY IO3HLH]Y, ABE CTPaHE y Cy-
ko0Oy Touere cy, Wi Ipe HacTaBuie, capanmy. Jobap mpumep
3a TO je 3aKJBYHH TEKCT pacipaBe Koju je oOjaBmia Mapu Ha
cB0joj BeO-cTpanut: The Last Word on Ludology and Narra-
tology*® 2005. roguue, iporipaheH OTBOPEHO CAMOMPOHUYHUM 1

33 Eskelinen (2001), npema: Ryan M. L. (2006), nas. neno, ctp. 183.
34 Ryan (2006), HaB. neno, ctp. 184

35 HUcro.

36 Ryan, M. L. (2015) nas. neo, pp. IX-X

37 KBecT, eHII. quest je 3a1aTaK KOju Urpad WiIM rpymna urpada rpeda qa o0asu y
urpu ga Ou 1o0uia Harpaay, Hajuenthy 3ajalu Cy caBiaiaBame Wik ondpaHa
HEKOTa WIIH He4era 1 caKyIubame oJpeljeHnx mpeamera.

38 Murrey, J. The Last Word on Ludology v Narratology, Has. neino.
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METaKpUTHYKUM IaJbUBUM (hopMama, MOMyT Iuiakara 3a Ookc-
meu usMmely [lener Mapu u Ecnena OpceTa, Koju ce onpixao
y BUJy OTBOPEHE JHCKyCHje Ha KOH(EPEHIHMjH OpraHu3aluje
Digra 2005. ronuHe, Ka0 U IPUIIOKESHOM ayTOCATUPUIHOM TIpe-
3€HTAIMjOM KOja je TpaTuiia JUcKycujy.>

Tpeba Hammacuti W Ja, ca JyIOJOIIKe CTpaHe, Jyim y CBOjoj
KIbU3M 00jaBJbEHO] y NMPBHM TOAMHAMA JIYJOJOMIKOT JIeJIOBa-
wa: Half-Real: Video Games between Real Rules and Fictio-
nal Worlds (2005), naje mpuakKy 3a KOCI3UCTCHIIH]Y HapaTHBa
u npaswia. Ocephyhu ce Ha TBpABY kojy Kajoa usHocu na cy
npaBuia U QUKIHja HECIIOJUBH, JyIT 3aKJbydyje /1a je 3amaKarme
HETaYHO, 1A ,,[[paBuia U GUKIHja CTYNaj]y Y HHTEPAKIIH]Y, Me-
hycobno ce naamehy u nonymasajy”™® u na oxpeljeHn acriekTu
(DUKIIMOHAIHOT CBETa MOpajy OUTH YKJbYYeHU WJIM yCKial)eHH
ca TpaBUIIMMa HTPE.

Ca HapaToJoIIKe CTPaHE, ,,yCTYIaK” JTyI0JIO0THjH MPEno3aje ce y
3aKJbYUKY Jla HU CaBpIICHH CBETOBH IpHYa HE O (PYHKIMOHH-
canu kao Buaco-urpe 0e3 mpasuna. Kako uctuue ®@pank Jlani
(Frank Lantz), xana 6u Ouio moryhe HampaBuTu OecripeKOpHY
CUMYJIAIM]y CTBAPHOT (MK (GUKIIMOHATIHOT — JIOajeM) CBETa, y
TaKBO OKPYXEHE je HEOXOHO YHETH elieMeHTe urpe,*' a urpa
3axTeBa IpaBHIIa.

VYemepaajyhin npoydaBame y MpaBily KOTHHTHBHE Haparojio-
ruje u rpahema cBetoBa mpuua,”? y tekcty On Absent Carrot
Sticks, The Level of Abstraction in Video Games, Jyn ananu3u-
pa yJory ¥ ofHOC IpaBuiia U cBeTa urpe. Aytop npumehyje na
,TIPaBHUIIA UTPE Jajy UrpaunMa MPUCTYI CaMo OfipeljeHuM aeno-
BHMa OBOT CBETa ¥ JJ03BOJbABAjy MM Jia JeNyjy caMmo Ha ozapele-
HOM HHUBOY”,* ITO TIpe/cTaB/ba HHANPEKTHY MPOMEHY OJHOCA
CHara mpu4e M MpaBuia, 3aXBajbyjyiiu YIUIMBY KOHIICNITA CBE-
ToBa nipuya. [la 6u ce oapikao IyIHUYKH SICMEHT Urapa, Urpadu
JOOPOBOJFHO MPHUCTAjy Ja 3aHEMape HEPEaTMCTHUYHOCT MpPaBHU-
J1a, KOja JIOTHYKH HapyIllaBajy MocTojame cBeTa nmpude. Ha mpu-
Mep: 3allTO Ce y UTpama ca KyBameM MoBplie Moxke cehin camo

39 Ucro.
40 Juul, J. (2005) Half-Real: Video Games between Real Rules and Fictional
Worlds, Cambridge, Massachusetts: MIT Press, p. 165.

41 IIpema: Juul, J.,On Absent Carrot Sticks, The level of Abstraction Video
Games, in: Storyworlds across Media: Toward a Media-Conscious Narrato-
logy, ed. Ryan, M. L. and Thon, J. N. (2014), Lincoln and London: University
of Nebraska Press, p. 183.

42 Bupneru: Ryan, M. L. and Thon, J. N. (eds.) (2014) Storyworlds across Me-
dia: Toward a Media-Conscious Narratology,Lincoln and London: Univer-
sity of Nebraska Press.

43 Juul, J. On Absent Carrot Sticks, HaB. neno, ctp. 176.
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Ha mTanuhe, anyd He W Ha KOLKHUIIE — MpuMep Koju maje Jym,*
WM, I0/1ajeM, 3aIIITO Ce He MOXKe MPONu CBUM 00EJIeKESHNM CTa-
3aMa, MacTH ca Bpxa wiu npehu Ha Jpyru cTpaHy JIMTHIE, TE
KaKo JIMKOBH ca cOOOM CBYZIa HOCE CTOTHHE KHIIOTpaMa orpeme
Yy JakoOBUMa U paHIIMMa — TAKO3BAaHUM MHBCHTapuma.

OBakBy KOHBCHIH]Y, TPelyTHH yCTYIIaK ¥ OTKJIOH O yBEPIHHBO-
CTH HEOITXO/IaH paJiil OApKarha KaKo CaMOT UIparba Tako U (HUK-
[IMOHAJHOT CBeTa, Jynl Ha3uWBa HUBOOM arcrpakiuje. OBaj mo-
jam mozipasymMeBa orpaHuvaBame MOTYHHX pajibi U MOCTyMaKa
Urpava pajad ONTUMH3AIK]j€e TPOIECca Urparba,* ald U TPy KOju
urpad yiaaxe na OU 3aIp)Kao yTHUCAK O TMOCTOjarby CBETa UIpeE.
HcroBpemeHo, urpayn 3axBajbyjyhu MpeTXOIHOM HCKYCTBY ca
ofpeh)eHOM BpPCTOM — JKaHPOM BHJIEO-UTapa MOTY Jla OYEKYjy,
Hozipa3yMeBajy M IpHMeHe onpeljeHe KOHBEHIMje THIHYHE 3a
JIaTy BPCTY Wrapa; ro3Hara Cy UM IIPaBUiia U HHBO aliCTPaKINje
y onpelhenoj urpu. Ha npumMep: HCKyCTBO ca JPyrUM Hrpama u3
JIOMeHa ericke (antactuke omoryhasa urpady aa rnoapa3ymena
WM JIaKIIe capjaja MpaBHja Koja ce THUy Urpama oapeheHnx
npodecuja Wi Kiaca (paTHHUK, 4apoObak, JOBall/peHIIep UTI.),
NO3HaBamwa MPaBUiia yuera H ycaBplllaBama 3aHara uin Moryh-
HOCTH YIIpaBJbama JIeTeNIuIaMa y CBEMUPY Y UIpama 13 JoMeHa
HayuHe (anTactuke. J[pyruM pedrma, OJHOC TPaBUIIa MTPE U
CBeTa MpHUe TPETUpa Ce Kao 3HayajaH eleMeHT gameplay-a u
MEXaHUKe UTpe, a TO je MO3MLMja Koja H1je Ouiia MpUXBaTJbuBa
y TIOYETHOM JIYJJOJIOLIKOM IPHUCTYITY, KOjH je U3/1Baja0 MEXaHUKY
Kao TMOTITYHO YHCTY U CAMOCTAJIHY KaTeropujy.

[ToBomOM OBakBOT, pefeHHUCAHOT CXBaTama OJHOCA MPABH-
Jla ¥ cBeTa IpuyYe Kao cuMOuo3e, Jyi 3akibydyje Aa BUIEO-UIpe
,,J1a]y TIPUCTYI HOBUM (DUKIIMOHATHIM CBETOBHUMA, aJld HaM OH-
Jla Tpy’kajy caMo orpaHuucHe MOryHHOCTH y THM CBETOBHMA
KaKo Ou ce cTBopuIia urpa”,* mTo ce 3a OBy IPHIIMKY MOXKE CMa-
TPAaTH 3aKJbYYKOM O YCIICITHO 00aBJHCHOM 3ajCTHUYKOM KBECTY —

3a/1aTKy HapaTojora u JyaoJora.

Kpaj nebdate koja ce, npema ®packuHUM peurMa, HUKaJa HU-
je Jorojuia, HUje y CBUM JCJIOBHUMa 3aHHTECPECOBAHE aKaJIeM-
CKe 3ajeHHIIC JIOUEKaHa Ca ONAKIIalkeM 300T METOJOOMIKOT
pasperema. [lojenHu MPOyUaBaoy, CTYACHTH U €HTY3HjaCTH
y TOJbY CTYAMja BHICO-UTapa OWIK Cy 30YEHCHU MOMHUPCHEM,
WK Gap 3aBPIIETKOM pacipase, 0 Taaa BaTPEHO MOMPKAaBajy-
hu jesHy, OMHOCHO IPYTy CTpaHy. Y MPHIIOT TOME TOBOPH jeIHA
0] BEpOBAaTHO OPOjHUX TUCKYCH]ja OBE BPCTE, OAPIKaHA HA TIaHEe-
ny mocBeheHoM Bujico-urpama mpu koudepeniuju Archives of/

44 Ucro.
45 Ucro, ctp. 185.
46 Ucro, ctp. 190.
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for Future y jyny 2015. rogune.*’” Ha oBoM maHesTy TOBOPHHIIA
Cy U3pa3uiTi U3HeHaljebe 3a0KPETOM U ,,[TOBIAYEEHEM JYI0JI0Ta
U3 pacrpaBe”, Ipu 4eMy je jemaH O YUeCHHKA Pa3ouapaHo H
ca 3e0BOM MPOKOMEHTAPHCA0 Y TOM TPEHYTKY TeK 00jaBJbEHH
JynoB pax o HEBoMMa ancTpakije®® — | gak je u Jya moueo ga
TBPIM Jla MMa HEWITO W y NPUYK’”’, 3aKJbYYHBIIH /1 je cana He-
Moryhe 1oy3aaTu ce y UBpCTy METOOJIOTH]Y U COJTUIaH TEOPH]-
CKH mpasarr.*’

OBo pa3zouaperme TOBOPH BHUIIIE O CTaby aKaJeMCKe 3ajeHUIE
HETo 0 caMoj 1ebaTu — moTpeda 3a YBPCTUM OCJIOHIIEM U CJICTIO
NpUIp)KaBabe KAHOHA KOJU Cy YCIIOCTAaBMIIN ayTOPUTETH Y XY-
MaHUCTUYKHUM HayKamMa HUCY YBEK IUIOJIOTBOPHH Y pa3Bojy Oll-
pehene obmactu TeopeTHzanyje. Y HaydyHUM TUCHHIUIMHAMA Y
KOjUMa TIPOBEPJEUBOCT Pe3yJTaTa HCTPaKHBAKba U TEOPH]ja, aKo
YOIIIITE MOCTOjH, JIOJIa3U ca JYTrOTPajHOM 3aJIPIIKOM, HEKPH-
THYKO JIp)Kame ofpel)eHuX TeOpUjCKHUX MpaBala, IoceOHO OHUX
YCKOCTPYYHHX M TEK 3aCHOBAHHX, KOJIMKO IO/l OMJIO 3aBOIJBHBO
U y IPBU MaxX M3MJIENAll0 HAIPEIHO, MOXEe JIOHETH CTarHalujy
WY TPOLIMTH BPEMeE, paJl U pecypce y IpaBily Koju Ha Kpajy To-
Ka)ke Majie Win norpense pesynrare. OBaj U CIMYHH IPUMEPH
npe cBera Oyzie 3a0pUHYTOCT 300T CTaa HayYHE 3ajeHHIIC KOje
ce OBHM II0Ka3yje; jep XyMaHHCTHYKe HayKe jeIMHY KOPHCT 3a
ce0e W IONPUHOC Yy MHPUM OKBUPHUMa MOTY J]a OCTBape CTall-
HUM TMPEUCIUTHBABUMA U HOBHM YBHIMMa — Makap TO 3Ha-
YHJIO W MOBpaTak (1pa)cTapuM TEOPHjCKUM WIIM YMETHUYKHAM
(dbopMama Kpo3 BUXOBY TOTBPILY.

Jlocmusaree makcumannoz Hu8oA u
3ajeOHUYKU npenaszax uepe

Tperupajyhu mymonorujy Omio xao OININITH HAa3WB 3a CTYIHjE
urapa Wid caMo 3a jelaH HBCH IpaBal], MOXKe Ce IPUMETUTH 1a
je OHa, Kao M CBaka HOBa 00JIACT akaJeMCKOT IIpOydyaBamwa, I10-
CeOHO y IPYIITBEHO-XyMaHUCTHYKOM I10JbY, BOIMIA KPo3 Opoj-
He MMIPOBHU3aLMje, IyTamba KPo3 CIIeIe IyTeBe M CTPAHITY THIIE,
KOHTPAIUKIje U HaKHAaTHE (pe)HHTEepIIpeTaIyje.

3a mBajeceTak TromWHA 3BAaHUYHOT Tpajama, JYIONOTHja je
OlpaBJaja CBOje IOCTOjabe y TEOPHjCKO-METOIONOIIKOM CMH-
ciry. 3arOBOpHHUIN 3aceOHE TUCHHIUIMHE, KOja Ce OpHjCHTHUIIE
caMo Ha IUCTHHKTHBHa oOeliexkja Mrapa, 3ajeJHO ca Haparo-
J03MMa ,,[IPENUTH Cy”’ paTHy Urpy Urpama ynora 3apahieHnx

47 Kondepenmnuja Esponcke mpeske 3a ¢puam u menuje (NECS) Archives of/for
Future, jyn 2015. ronune, Jloh, ITosbcka.

48 Juul, J., On Absent Carrot Sticks, HaB. aero.

49 Ilpema au4yHUM OelelIKaMa ayTopa OBOT' TEKCTA, KA0 YYE€CHHMKA MOMEHYTOT
HaHena.
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cTpaHa, cTynajyhu Ha Kpajy y caBe3 J1a OW 3ajeIHO KPCHYIH y
HOBe aBaHType. Mako cy W jemHH W JIpyrd yIJIaBHOM 3ay3MMa-
M onOpamOeHe mo3unyje, kpusehu Opyry CTpaHy 3a MHBa3M-
Jy Ha COIICTBEHY TEPHUTOPHUjY, HUCY IPOIYIITAIN MPUINAKY J1a
bopmaHO M3pase pasyMeBarbe 3a MOCTOjarbe U OMPABIAHOCT
pajna apyre cTpaHe, ajlnd y OTPaHHYCHOM OOHMY.

Ogaj melycoOHHM OTHOC JBE IpyIle Haparojiora — KIACHYHUX
U OHHUX KOjH Cy 3a ceOe M30OpUIIN COIICTBEHO I10JbE JICNIOBaba
OBHM TEOPETHYAPCKUM HHIHJICHTOM — ITpe OU Ce MOTao Ofpe/Iu-
TH Ka0 HU3 CUTHHX NIPOBOKAIIHja, aKaJIEMCKHX EKCTpaBaraHiyja,
JIOTWYKHX MI'apa U PETOPUYKHX BEXOH, KOj€ Cy YTHUXHYJIEC YMHU
ce Oamn OHJIa Kaza Cy CTyauje urapa Jo0uIe OJBOjeHE Kareape,
Hay4yHe KOH(epeHIIuje, yaconuce u 00pa3oBHE Mporpame, pedjy
U300pUIIe MPU3HAKE aKaJIEMCKE 3ajeTHUIIC, ATH U HHCTHTYIHO-
HanHKUX (pUHaHCHjcKUX (GOHO0BA M opranu3aiuja. Konauno, y-
JIOJTOIIKO-HAPATOIIOIIKA MOfIeNa, [0 YTHI[A]y OTPaHHYCHA HIpa
MONM MHCTHUTYIIMOHATHUX HUHTEpeca U MpoGeCHOHANHE CYjeTe
MOJKE TOCTY)KUTH Kao npuMep QyHKIHOHHUCAkA U JIOTHKE Opra-
Hu3aIuje Behux HaydHUX, 00pa30BHUX U KYJITYPHHX CTPYKTYpa
NPOXKETHX TPXKUIIHUM U MHIYCTPH]CKUM HHTEpECHMa — IITO je
Bpe/IHA M0yKa oBe nebare.

Camo mpoyuaBare urapa Takole je Ha JOOUTKY jep je CKpeHyTa
NMaXkha Ha BaXaH acCIIeKT uUrapa y BUAY MpPaBUIa U MEXaHUKE,
IITO YMHU METOMNOJIOTH]Y KOjy Mpe JIYJO0JIOTHje HUje MOKpUBaja
HUje/IHa rocTojeha XyMaHHCTHYKa JUCIUITIMHA.

Wuaycrpuja BuIe0-Hrapa HCKOPUCTUIIA je OBY TIPHIIMKY J1a Y3Me
noTpeOHe eJIEMEHTE U3 JeAHOT U JPYIor MPHUCTYIa, 32 KPOBHO
MoJbE paja — IU3ajH Urapa, Koje ce capjagaBa Ha Op3UM Kypce-
BHMa O CIIOjy MpaBUJjIa, MEXaHUKE U MHCaba MPHYe, PeayKyjyhu
00e 00acTH, aju ca 3a70B0JbaBajyNuM KamUTATUCTUIKUM TIPO-
U3BOJIOM 3a Op3y yroTpely, MPOU3BEICHUM 110 HUCKUM IIeHaMa.
HcroBpemeHO, MHIYCTpHja BUCOKOOYIETHHUX HTrapa CBOjOM IpPO-
U3BOHOM JIOTIPHHENA j€ ICMAHTH]y MCKJbYYHUBOT JYIOIOIIKOT
npuctymna. [1oje/MHN OPUTHHAIIHE WM U3 JPYTMX YMETHOCTH
TpaHCMEMjaTHO MPEY3eTH HAPATHBHU HUrapa MoCenyjy HeyIHT-
HE HapaTMBHO-YMETHUYKE BPEAHOCTH M HE MOTY C€ TPETHPATH
Kao IMyKa JeKopallija i MpUMaMIbHUBO MaKoBambe mpasmia. Heku
O] TIpUMepa OBaKBUX wrapa cy Star Wars: Knights of the Old
Republic (2003), Red Dead Redemption (2010), Mass Effect 2
(2011), Bioshock Infinite (2013), The Last of Us (2013) utn.

Kona4Ho, ako jkeJInuMo Ja Ha OCHOBY OBE pacipase gohemo u
JI0 M3BECHUX 3aKJbyYaKa KOjH ce OZHOCE Ha 00acTH n3yyaBama
YMETHOCTH U KYIType, MOKEMO J1a TIOTBPANMO JIa CMO Kao Bp-
cTa jenHaxo homo narrans u homo ludens, NICUXONOUIKY U KyJI-
TYpOM OZipeljeHH ja TOMMaMO CBET OKO HAC U HAIIIE OCTOjambe y
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HBEMY U Kao IpUYy U Kao urpy. rpame 1 nourpaBame IpuiaoM
U IIpUYame MpHUda Kpo3 Urpy Hajiase ce y OCHOBH JbYJICKE MpH-
poZie Kao JBa JIMIIa HEHCLPIIHE OTpede 3a CTBapambEM.
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LUDOLOGY AND NARRATOLOGY —
LEGEND ABOUT THE BATTLE

Abstract

The paper provides an overview and an analysis of the narratological
and ludological approach to the study of video games and a review of
the establishment of the fledgling field of game studies. The starting
points of both theoretical positions, derived from the same literary
theoretical corpus, are presented. The state of this discipline and the
academic tensions in this field also indicate the ways in which academic
community functions, as well as the mechanisms of their division or
complication in the organizational and methodological plan. The
ludological approach, which reduces the study of video games to the
description and classification of rules and game mechanics, is regarded
as reductionist, but also useful and applicable for understanding the
specifics of video games. It is concluded that ludology, together with
narratology and other academic disciplines in the field of humanities,
forms a complete corpus of video game studies.

Key words: video games, narratology, ludology, humanities, method-
ology, game mechanics, video game narrative
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