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opurmHanaH Hay4Hu pajg

BHTH W HE BUTH -
LIERCTIAP U BUEQ UTPE

Caxerak: YV pady ce pazmampa npupooa 8udeo-ueapa Kao Ho-
602 MEOUja U HUX0B02 YMEMHUYKO2 NOMEHYUJaNa U3 NepCcnex-
muse cmyouja ueapa. Ucnumyje ce uepa ,, bumu un’ne 6umu”,
adanmayuja [llexcnuposoe Xamnema, u meopujcku ce anaiu-
3Upajy cmpykmypa, meKkcm, HapamueHe uHcmanye u ayouyKu
eneMenmu uspe, Kako ou ce yCmanosuiu nPUHYUnY Ha Kojuma ce
Jjeoan KrudicesHu meKcm Modice MpaHCROHO8AMU Y HOBU OUsU-
ManHu Meouj, Kao u npedHocmu u mane maxgoe npoyeca. OoHoc
nogeperva y npunosecm, y Cpesu ca IyOuuKum peulerumd, no-
KA3yjy ce KwyuHumM npedyciosumad 3a 0Cmeapuearse nomenyu-
Jjana uepe. Hcmogpemeno, na npumepy ce oypmaesajy u KOHmy-
pe mozyhez uHmepnpemamueHoz NPUCMyna Udeo-uspama Koju
800U Ka nomephuearvy ecmemckoe enomena y wuma u maxo
HyOe MoeyhHoCmu 3a OMKPUBArbe YMEeMHUUKO2 3HAYAja Opyaux
ANOPUMAMCKUX CIPYKMYPA.

Kibyune peuu: [llexcnup, Xamnem, eudeo-ucpe, cmyouje ueapa,
Hapamonozuja, gunosopuja ucpe

Hepa cmpykmypa

Beh Heko Bpeme mpeaMeT akaJeMCKHX pPajoBa IPEACTaBIba
(eHOMEH TpaHCMEIMjaTHOCTH, TPAHCIIO3HIHjE KIIKEBHUX U
JIPYTUX YMETHUYKHUX Jella U3 CTapuX y HOBE MeAHje, U He YyIH
mro y 1oj cepu Illekcrimp (Shakespeare) mma 3anaxeHo Me-
cro.! Bumeo-urpe, kao jenan oi HajMiajux HOBHX Me/Hja, CBE
ce yemhe cioMumby y ToM KoHTeKeTy. OHE 1aHacC MpeacTaBibajy

1 Bugery, peuumo: opauh-Ilerkouh, B. (2007) Oxn Bu3yesnHOr 10 BUPTYEI-
Hor. Menujcke Tpancnosunmje llexcnupa, y: Haciehe: uaconuc 3a krudices-
Hocm, ymemHnocm u Kyimypy, rof. 4, 6p. 8, crp. 33-38.
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amajiraM apXeTUIICKUX CTPYKTypa, 0a3sMYHHX JPAMCKHX CHTya-
1¥ja, ToMyJapHe UMarnHalyje, OpUrHHaIHUX cajpiKaja i MHO-
r0 Yera JAPyror, 10K Cy AUPEKTHE W BEpHE aJamnTaluje ,,cTapux’’
MeJja cpa3MepHO peTka mojaBa. Tpeba Hartacutu u na Llex-
CIHPOBO Jiesio Beh Heko BpeMe 3a0KyIyba MallITy ayTopa BHJIEO-
urapa, a Hapo4uTO HETOBE ,,KPBaBe” IpaMe, Ma TaKo MOCTOje
ananranuje Maebema, Pomea u Jynuje, M 4ak HEKOJIMKO ajarTa-
urja Xamnema.? TlpeqMeT HAIlET pa3Marpama je ynpaBo jelaH
Ol MIOTOKUX NPUMEpA, aanTanuja Xamiema NPUKIaIHO HACO-
BJbeHa humu un’ne 6umu (To Be or Not to Be). Ykonuko 6ucmMo
MOKYIIIAJIKM Ja KIacU(pHUKYjeMO OBy HIpPY, ca MyHO ONpaBIarba
OMCMO MOTJIM TO YYMHHUTH U3 OapeM JiBa pasjinyuTa yria. 3a mo-
yeTak, cama ce urpa gaeduHuIIe Kao Jeo book as game xanpa’
Y Ha BUIIIE MecTa 0 cebu roBOpH Kao o kmbu3u. [locmarpaHo ca
TEKCTYaJIHOT CTAaHOBHMIITA, OJUTyKa Jia C€ MI'pa HAa30BE KHULOM
npeacraBba YMIHLCHUIY 3aMalllHOT MHTCPHPETATUBHOI IMOTCH-
nyjana — taj he yBuJ yTUIATH Ha Hallle pa3MaTpambe HapaTHBHE
CTPYKType U npobiiema HapaTuBHOTr riaca. C 003upoM Ha yIo-
Ty KOjy TEKCTyaJHOCT uMma y bumu un’ ne oumu, urpy MOXeMO
HOCMaTpaTy Kao 3aMpllIeH XUIEPTEKCT, OJIMKU HHTEPAKTHBHOM
poMany Hero urpu. CBaka BHICO-Hrpa, MehyTHM, TPOU3BOJ je
CMHILbEHOT pajia, U OCTBapyje ce Kao MCTOBPEMEHO JICJIOBAE
BUILIE PA3IMUUTHX acrekara — rpaguykor (OHO IITO BHUANMO),
ayZIMTHBHOT (OHO IITO 4yjeMO), HHTEPAKTHBHOT (OHO LITO pajiu-
MO), aJli yjeIHO Y ce0M HOCH U HM3 IpoliiemMa Koju Hajipe Mo-
pajy OMTH pelieHH y caMOM KOy Jia Ou ce Urpa Kao TakBa KOH-
crutyucana.* Ctora ce jaBjba YMTaB HU3 MPAKTHYHHAX MUTAHa
KOja HHCY OJIBOjHBa O] pa3yMeBarma CIIOMECHYTHX acrieKara, aju
UX TI0CMaTpajy Ha OWTHO Jpyravuju HauuH. Taj cKkyn npodiema

2 Peuumo, Something Wicked: the Macbeth Video Game; 3atum Romeo Whe-
refore Art Thou?, unu anantauuje Xawiema: Hamlet, or the Last Game wit-
hout MMORPG Features, Shaders and Product Placement; win Elsinore.
3a BHIIE JeTasba O MOjeAMHAM Hrpama BuaeTn: Mitrovié, B. (2017) Sekspir
i video-igre, u: Sekspir i transmedijalnost, ur. Dakovié, N. Medenica, L. i
Radulovi¢, K. Beograd: Fakultet dramskih umetnosti, str. 55-69.

3 Bupeo urpe u3rpajiniie Cy KOMIUIEKCHH )KaHPOBCKU CHCTEM KOjH j€ JIETIOM H3-
pactao U3 TpaauiHje APYIITBEHNX, apKaJHUX U APYTHX Hrapa Koje Cy mpeT-
Xo[uiIe IMruTaiHoj pesonyuuju. Ha mpumep, RTS (Real Time Strategy) uma
BEJIMKE CJIMYHOCTH Ca CTPATErdjoM IOBJIaueHha NoTe3a Koja HaJIMKYje IIaxy,
RPG wurpe (Role Playing Games) ByKy KOPEH JIeJIOM M3 KHUBUX KOOIEPATHB-
HUX urapa (T3B. table-top games), a OCTOje U MHOTE APYTe Urpe Koje BYyKYy
MOPEKJIO O] alICTPAKTHUX TBOpeBUHA nomnyT Terpuca. CucteM Koju je caspe-
BAO J{yTH HHU3 TOMHA j€ [0CTA0 J0BOJHHO YBPEXKCH Jla CE CBE BHILIC [10jaBIbY-
jy urpe ca Mera KOMIIOHEHTaMa, CBECHE BIIACTUTE UCTOPHUjE U )KAHPOBCKOT
TepeTa, ITO AOJATHO KOMIUIMKYjE MOKYIlIaje MpeLu3He Kiacupukarmje.

4 Bugetn: Kiicklich, J. (2003) Perspectives of Computer Game Philology, Ga-
me Studies 3 (1), u kacHujy paspany y: Kiicklich, J. (2013) Literary Theory
and Computer Games. Intersemiose: Revista digital / Programa de Pos-
Graduag¢do em Letras, Universidade Federal de Pernambuco, Niicleo de
Estudos de Literatura e Intersemiose, 11/No. 04. p. 2-3.
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Y pas3IMYUuTUM KOHTECKCTUMA MOKEMO Ha3BaTH MEXaHUKOM UTPE,
MpaBWIMMA UTPe, TEXHUYKUM pelIelhuMa UTJ. 3aT0 CUMYJIHpa-
e WM PU3UBake (hopMara KibHre MpecTaBiba (YMETHUYKN?)
ocsemihen moctynak. Ta o/yIyka ©Ma U CBOje TEXHHUYKE TTOCIe-
JIMILIE, jep yTuie Ha rpaduku uHTepdejc, onpelyje HaduH Ha KO-
JU Wrpad y4ecTByj€ y UTPH, T1a CAMUM TUM TUPEKTHO y4YECTBYje
U y 00JIMKOBAGY Urpe Kao IennHe. MHOTre Ipyre YnmbeHHIIE KOje
CC MMOBOJIOM OBE, aJid U APYTrUux BUACO-UTapa MOI'y KOHCTaTOBa-
TH, JIeJIe OBY JIBOCTPYKY TPHPOMY. Y CIOXEHO] CTPYKTYPH BH-
JIco-Urapa mpoOMEeHa jeTHOT eJICMEHTA MOBJIa4X PEOOINKOBALE
JPYTHX, ¥ IOHEKa]| je HeMoryhe pa3IBojuTH ecTeTcKH H300p o1
TEXHHUYKOT orpaHnuemba.’ To, MeljyTuMm, He 3HaYH Ja je mpolieHa
BaJbAHOCTH Ma Kojer u3bopa y3amynHa win Hemoryha. ¥ mpak-
CH C€ MOKAa3aJIo Jla CE TelITAIT UTPa BUIIIE WK MaKbe YCIEIIHO
roMaJba Kao carjiacjeé yMETHHUYKOI M TEXHHYKOT TOTEHIIMjana.
VY BaJbaHUM BUICO-UrpaMa Npuya HUje CIlyTaHa TEXHUYKHM He-
JOCTaIlMMa, & 3aHUMJBUB U OPUJBAHTHU 2ejMniej CYIITUHCKH je
oboralieH eCTETCKUM 1 HapaTUBHUM CaJIpiKajeM, UaKo je 1o He-
KHMa TCIITANT 2ejMNnieja YjeqHO U U3BOPHUIITE Cykoba u3Mely
HapartuBa U urpe.’ Y ciyuajeBuMa Kaja cariacja Hema, MIMamo
mocia ca T3B. ,,JJy[OHApPaTHBHOM aucoHaHioMm” (ludonarra-
tive dissonance),” To jecT ca packopakoM u3Mmel)y yMeTHHUKE,
¢dunozodcke, HapaTHBHE TIOPYKE, M OHOT'a LITO UTPa cama OJf Hac

5 IlIpobnemaTnka TEXHUYKOT OTPaHNUYCHha CaMa je o ceOu opa3 moapusaiu-
je y unayctpuju Buaeo urapa. Haume, Oyayhu na MHOTE BHIEO UTpe ONCTajy
0e3 (rHAHCHjCKe TTOTIIOPE BEJIMKUX CTY/Uja, Te HEMajy YCIIOBa 13 Pa3IHIuTe
aCIIeKTe Pa3BUjy Yy JOBOJHHOj MEpU (HApOUUTO rpaduKy M MY3HKY), MHOTE
,,AITEPHATUBHE” UTPE CBOjEBOJLHO OHMPajy jeMHOCTaBHH]ja TEXHUYKA pelICHa
(peurMo, OCMOOMTHHU ITH3ajH, WM ofabup Midi menonyja kao 3By4HE MOJI-
JIOTe) ¥ MOTOM Ha THM OJULyKaMa CaMOCTAHO CTBapajy BIACTUTE ECTETCKE
TpeTeH3uje.

6 Tewmrant rejMIuieja YuHEe OOpacly CAaYMI-EHU OJf HAPATUBHUX CTPYKTypa U
HUXOBE OpraHU3allHje, JIYANUKUX eIeMeHaTa, 1 THITMYHHX MOHAIIAka Urpa-
4ya. OHHM Cy NPOMEHJBUBH U MOTY OUTH jEAMHCTBEHH, QJIU Cy JaHAC MaxoM
cBEOOYXBaTHH, jep XKaHPOBHU BUJICO UTAPA U KOHBEHIIU]E KOj€ CY C€ BPEMEHOM
yCIOCTaBHJIE TBOPE THIIMYHE KOH(UTypanuje (peluMo, HapaTuBHA CTPYKTY-
pa o TpH 4MHa je yoOuuajeH ,,HaparuBHU remrtant”). Bugeru: Lindley, C.
The Gameplay Gestalt, Narrative, and Interactive Storytelling, in: Procee-
dings of Computer Games and Digital Cultures Conference, ed. Méyré, F.
(2002), Tampere: Tampere University Press, pp. 204-210.

7 TepmuH je HacCTa0 MOBOJOM Urpe Bioshock, anu 61 TUHYHU]H TPUMeEp Ounia
urpa nonyt G7A4 IV. Y woj nporaronucra, Huko Benuh, 6exu u3 parom 3a-
xBahene JyrocnaBuje kako Ou ce cnacao o KpUMUHANA, CMPTH U para, 1a ou
y AMEpHIH MOKYIIA0 Aa U3rpajy UMIICPHjy YIPaBO Ha CMPTH, KPUMHHAIY
u (ynu4HOM) pary. Tako eBeHTyaHa HapaTHBHA IOCHTa, MOTHBAIIW]ja, 1A Je-
JIOM H KapaKTepu3aliuja — crac off KpUMHUHAIIA U paTa, 0Tpara 3a CTa0UIHIM
1 00JBUM )KHBOTOM — HUCY y CKIIafly ca TeMEJbHHM IOCTaBKaMa cejmnieja,
KOjeM je OCHOBHO CPEACTBO yHampelema 3armiera npousBohembe aHapxuje.
Wnax, OTBOPEHO je MUTame Ha KOjH HAauMH Ce T0jaM JIyJOHAPAaTHBHE JHCO-
HaHIIE MOJXXe IIPUMEHHUTH Y Cllydajy apojuja, e 61 ce MOIIO TBPAUTH a je
HpHpPOJAa caMe AUCOHAHIIEC OCHOBA IPUBIAYHOCTH CaMOT UTPamba.
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3axtesa.® Kaja pa3MuInspamo o BUICO-UTpaMa Ha OBaKaB HAYHH,
MOTPEOHO je MaXiby YCPEeACPEIUTH Ha OHE €JIEMEHTE KOjH nMa-
Jy 3Ha4aj 3a BUXOBY CTPYKTYpY. Y TOM KJbYy4Yy, OBa Mrpa mpes-
CTaBJba MaJIy CTYIHjy CIydaja Koja MOXKe Ja YIyTH HE caMo Ha
OIIITE TEOPHUjCKE M METOJOJIOIIKE MMPOOIeMEe MHTEPIIPETAIlH]e
BUACO-UTapa, Beh HYAU OATOBOP Ha IMUTAKEC EBbUXOBOTI OAHOCA
ca KIbMDKeBHOIINY, 1Ma M IUTUTANHO] cepu y LEIHHHU, Te U Ha
MATAamkC BUACO-UTapa Ka0 YMCTHUYKHUX TBOPCBHHA.

Crpykrypa bumu un’ He 6Gumu UMa HEKOJIUKO Pa3IHUUTHX JIU-
na. Y Ckiaay ca CaMOIPOKIaMOBAaHOM >aHPOBCKOM MarpH-
[IOM, WTPa C€ MpENCTaBJba UTPauy Hajlpe MyTeM HApaTHBHOT
acmekTa, U To Beh Ha caMOM MOUYETKY YMHM KOKeTHpajyhu ca
PA3INIUTUM CTHJIICKUM PETHUCTPUMA U PA3TIMYUTHUM ACTICKTUMaA
kynrype. Onmax Ha nodetky, lllekcnup ce ontyxkyje 3a ruiaru-
pame caap)KWHE CBOjUX Tparejiuja M3 Marepujaja caMe Urpe —
ouurienHa any3uja Ha npoonem lllexcrupoBor ayTopcTBa — jep
,40Ba YaK HUje HM UMEHa m3MeHuo. Tako ce Iiajbe mopyka
KaKo y M30KPEHYTOM CBETY BHICO-UTPE HUKO HHjE CHTypaH, ma
Yyak HU KaHOHCKH ayTopuTeT Bussema Illexcniupa. [Ipu ogabupy
aBarapa’ — a Oupa ce usmehy Odenuje, Xamnera u ,,Xamera
Crapujer” — HyJe HaM ce BUXOBE MOJEpHH30BaHe OHorpadu-
je, Kojuma ce mpuapyXyjy Kpahu cratucTuuku momai, '® mrro je

8 Hocking, C. (2007) Ludonarrative Dissonance in Bioshock.

9 Player, TEpMUH KOjH Y €HIJIECKOM j€3MKYy O3Ha4aBa POJHO U MOJIHO HEYTpa-
HM arcHC KOjH KOHTPOJIMILE UIPY, MOXE Ce IpeBecTH Kao ucpay. Ca apyre
CTpaHe, IOCTOjU U KOHCTPYKT KOjH je OpraHcka KOMIIOHEHTa Urpe, agamap,
KOjU TIpeJCTaBiba KapakTep Wik GUKIMOHU EHTHTET KOjH YYECTBYje y Hapa-
THUBY U €0 je cBeTa urpe. VHcnupumyhu ce kiacuyHoMm (mpen)Haparolnno-
koM teopujom Bejna byra (Booth), aBarapa je nenmumuuHo Moryhe okapak-
TepUCaTH Kao UMIUTMIMTHOT urpaya. Ynopenuru: Booth, W. (1983) The Rhe-
toric of Fiction, Second Edition, Chicago: The University of Chicago Press,
p- 112. OHrosOImIKa M KOHLENTyallHa pasivka u3Mel)y wrpada m aparapa
ocetspHBO je noapyyje. [To Opcery, 3a MUHUMAIIHY KOHCTUTYLH]Y 2ejmnieja
norpedaH je UMIUTMIIMTHU Urpad, Koju he peasHoM urpady mpyXUTH UHTpa-
nujereTndku pedepeHtHr cyOjekT u pedepeHTHH 00jekT. [lomTo MexaHnka
UTPEe YeCTO HE [J03BOJbABA UTpady [a CTYIH BaH OKBUPA WACATHOT HIpada,
KOHIIENT (hyHKIMOHMIIIE YaK 1 OH/A KajJa HeMa CHTHTeTa y BUay aBarapa. To
61 3HAYMIIO J]a aBaTap caM o ceOH Mpe/CTaB/ba HEIITO BHILE O CPE/CTBA,
JIOK ce cama opyl)a Mory ocTBapuTH Ha HeKHU ApyrH HaunH. Behuna Teoperu-
yapa he ce unax cinoXxuTH J1a je aBaTap ygek UHTPAAUjEreTUYUKH, 10K je urpad
Hajuewthie ekcTpagujereTHdky ynHunan. Bunern: Aarseth, E. (2007) I Fought
the Law: Transgressive Play and The Implied Player, in: Proceedings of Di-
GRA 2007 Situated Play conference, Vol. 4, Tokyo: The University of Tokyo,
pp. 130-133.

10 Craructuka (stats) yoOu4ajeHH je Ha3uB 3a MOJATKe KOjU €€ KOPUCTE IIPH U3-
Ipajilbi U NPHKa3y aBaTapa WM apTe(akara y OKBHPY Hrapa, M MOTUYE jOII
O aHAJIOTHUX cucTeMa nonyT Dungeons & Dragons. Tu cuctemu Hajuenthe
peryiuily AOCTYIHE KapaKTepHCTHKE, U3Mely KOjuxX Urpad HmpaBH CBOj M3-
60p, alK U BUXOBY BPEAHOCT, Koja Hajuemhe MMa AeUHUCAH HYMEPHUYKH
omcer (petumo ox 1 go 10). Tu moxarm ce urpaunma Hajuemrhe npukasy-
jy y Buay Tabena WM 3ace0HMX CIMCKOBA, KOjU HyAe HEwTo mTo noaceha
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caMo 1o cebu mapojrja Ha Pa3InIUTe, YeCTO H3Y3ETHO CIIOKEHE
acreKkTe Kpenpama JnkoBa koju moctoje y PIIT urpama.!! Tako
Odenuja uma -1 Tonepanuujy Ha Boxy, a Xamiet +1 apunurer
Ka MaFI/IjI/I, MajJa NpuInoBeaaq HE POoITyuITa MpUJINKYy Jia UCTAKHE
KaKko TO HeMa aMa 0alll HUKaKBe Be3e ca JaJbUM Pa3BOjeM Jora-
haja. Kama urpa 3ampaBo mo4yse, orBapa ce poljermem caMor Jiu-
Ka, KOje Ce 0JIMax MPEeKHIa y CBOjeBPCHOj aHTUTE3U Tpucmpama
Illenouja, cnaBuor pomana Jlopernca Crepha (Sterne), jep cy
,MaJja Jela JocaaHa“, ¥ oIMax ce mpeckade Ha Bpeme Xamwie-
ma. OBaj MOCTMOJIEPHH MOYETAK MPEACTaB/ba MPBH CYCPET ca
UIPOM U YCIIOCTaBJba MOJET Ha OCHOBY Kojer he urpauy Outu y
CTamby J1a MPETIOCTaBJha M U3BE/IC BPEIHOCT COTMICTBEHE HHTEP-
akiuje ca BoM. Takole je 3HayajHO HaNOMeHYTH na urpad Hehe
OWTH PUMOpAH Jla CTBAPHO yUECTBYje — OMa0Hp aBarapa je TeK
jenan ox mpBux u3bdopa. Tako ce Urpau oaMax ykJbydyje y au-
jeresy'? Ha JiBe paBHH: HE CaMmo Ja IPBU U300p MMa HEKOIHUKO
BApHjaHTH — Jla 3all0YHE OMabHp JIMKOBA, Ja MOCTABH MHUTAHmE
NpUIOBeaYy Koje HMPEHCIHUTYyje CaMO UTpame, WM J1a OJMax
npehe Ha 3aBpuiHy cieHy — Beh ce kapakrep Tor u3bopa kpehe
Ha TpaHHIM M3Mel)y cBeTa Urpe U CTBApHOT CBETa.

Ha oBoMm mecty je moTpeOHO pa3MOTpUTH (PEHOMEH eJeMeHa-
Ta rpaduykor uHTepdejca Kao (MoTyHapaTHBHUX) YMHHIIALA Y
CKJIONY IIeJIMHE BHEO-UTrapa. [IpemMa HEKMM 3anakamuma,'® cam
uHTepdejc MoXKe OUTH €0 CBETa MIPe M Ka0 TaKaB UMaHEHTaH
aBaTapy, a He caMo JOCTyIaH urpady. J{pyru e1eMeHTH, momyT
Pa3IMYUTHX HHANKATOPA, MTOHEKAI MOTY OUTH MOCPEIOBAHH UH-
mpaodujecemuyKkyu — BpeMe, pelrMO, MOXKe OUTH NPE/ICTaBILEHO
Ha PY4HOM caTy caMor aBaTapa — WJIH CAacCBHUM excmpaolujeze-
muyKu, Kao o uHTepdejca Koju HUje TOCTyIaH CBETy urpe. Y
HAIlleM CITy4ajy, HHTep(dejC je MPEACTaBIbEH Y BUIY PA3IUIUTHX

Ha ,,CTAaTUCTHYKK IIperVIeNl, a y CTBapH IIPE/CTaBJba jeAUHCTBEHH IIPECEK
ovKa oxipeleHor aBarapa y yHampes 3alaTHM OKBHpPHMa.

11 3a ommupHHjy paspaay MHOTHX MpoOlieMa KOjU CE OBIE CIIOMHIbY, KaO U
BHIIC HHTCPIPETATHBHUX HPHMEPa KOjH AEMOHCTPUPAJy PA3IMIUTE aCICK-
Te cryauja urapa, Buget: Alidini, S. (2016) Zasto su i kako vazne video
igre?, Rec, casopis za knjizevnost i kulturu, i drustvena pitanja, br. 86/32,
str. 304-342.

12 /lujecesa je TEpMUH KOjU je HapaTONOTHja Mpey3ena U3 aHTUYKUX IOETHKA.
Kopn Ilnarona, nujeresa je o3HauyaBajia MPUIIOBEAAKBE YOIIIITE, KOje Ce Tpa-
HaJIO Ha CBOje crnenu(uyHe BUIOBE U OWJIO MOBE3aHO Ca MUME3OM (y TOM
OILITEM CMHUCIY r'a yIIaBHOM OBJie U KopucTuMO). [lojaBom Haparonoruje,
Te HapouuTo mox yruuajeMm JKepapa XKenera (Genette), 3Haueme aujerese
cyaBa ce Ha npunosefame y tpehem nuny. Buneru: Halliwell, S. Diege-
sis — Mimesis, in: The living handbook of narratology, eds. Hiihn, P. et al,
Hamburg: Hamburg University.

13 Fagerholt, E. and Lorentzon, M. (2009) Beyond the HUD: User Interfaces
for Increased Player Immersion in FPS Games, Master’s Thesis, Chalmers
University of Technology, Géteborg, pp. 6-8.
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mctuha ¥ Komaauha manupa ca TeKCTOM KOjH ce MEPUOANYHO,
pa3IMuUTHM PUTMOM HUKY Ha eKpaHy. MelyTium, no3unuja koja
ce urpady Hyau Beh TOKOM mpBoTr u300pa npeodiuKyje cemMaH-
THYKHM U €CTETCKH 3Ha4aj caMor mHTepdejca, jep ra cMeuira y
OHTOJIOLIKH TIPOIIET KOjU CUMYIUpA cmarbe npe ueparsa. I1pBu
n300p HaroelTaBa MOryhHOCT Jia ce Urpa y noTIyHOCTH oj0a-
I, YIIPKOC YMELCHUIIM 2 je oHa Beh omaBHO 3amovera. Tako ce
CTame KOMYHHKaIMje ¥ UHTEPaKIHje ca MPHUIIOBEAHUM IJIaCOM
y CTBapH CXBaTa Kao CTame IpPE UIpara, a MPeAMET rejMIuicja
omeleH je unTepakuujom nzmely npunosenaya u urpaya. Jlymo-
JIOMIKK cxBalieHO, OBO MpeZCTaBJba TPEHYTAK yJlacKa y 3auapaHu
kpyr. HapatuBHo mienano, cutyaiyja HaluKyje IEPUTEKCTY, * u
Npe/CTaBIba TOKYIIaj Jia Ce UTpad Ha CHIIY CMECTH Y TIO3UIIH]Y
HUMIUTHIIMTHOT WTpaya, a He aBarapa, M THME OCHIypa TEKCTY-
aJIHa TIPUPOAA JIMKOBA JOCTYITHUX 32 Urpambe. Y W3BECHOM I10-
eIy, YMHU Ce Ja OBa ,,IBOCTPYKa’ Jujere3a 3HA4YM Ja Urpad
YOIIIIITE HE ,,3acTyna’” caMo cebe, Beh cebde kako ce uepa. Uzpa-
JKEHO CPEICTBUMa CaMe UTrpe, Pajiu ce 0 U3UrpaBamy MOCTyIaka
JINKOBA Ha CJIMYaH HAYMH Ha KOjU OM C€ TO YMHUIIO y TMPOIIECY
YHUTakha, a IEPUTEKCTYaIHa IPUPO/Ia CUTYalHje MoIpasyMeBa J1a
he urpay npema npumnosenady, Koju oouraBa y ode JuUMeH3Hje,
3ay3eTu nocebaH CTaB.

Cnobona kojy oceha urpau je BapsbHBa, ¢ 003UPOM Ha TO 112 je
ocTBapeHa y3 noMmoh HH3a BUPTYEIHUX pellierha. Y BUIe0-Urpa-
Ma ca BEJIMKHM CTYIHBEM clio0oze, y KojuMa aBatap W uUrpad
UMajy MOTYhHOCT Kpojema CONCTBeHe CyAOuHe, urpad oOHy-
HO UMa TCK HEKOJMKO ommuja. OH MOXE J1a YYeCTBYje Y CBETY
urpe cUMyiupajyhu BIacTHTH KapakTep W JOHOCHTH OJTyKe
Koje cMmarpa npupoheHnm tom kapakrepy. OH Takohe Moxe na
NpUXBaTy TPHUHIMIE AMjere3e, Te Ja OJUrpaBa OHO IITO CMa-
Tpa npupol)eHuM CBETy Urpe, a UCTO Tako MOXE Jia YCIIoCTa-
BU HEKaKBY KapaKTEpHY HJIHM MOpaJHy MaTpuIly YHyTap AMje-
rese (koja ce 0ouuHo Kpehe y okBupuMa 1006ap-oii-3a0) U aa
Ce BOJM THUM IPUHIMIIAMA Y CBAKOj MOjeArHAauHO]j oMy, Cee
HaBeJieHe MOTYHHOCTH MPECTaBIbajy YMH MPUOIIIKaBamha CBe-
Ta Urpe BiacTuToM Ouhy, mTO je y OUTHOME KapaKTEepUCTHKA
uaeje ,,kacrommsanuje” (customisation) KapakTCpUCTHYHE 3a
JMTHTATHE Mearje.'> Y 0BOM cilydajy Mmak, Mo3uifja urpadya of

14 Y K®BWKEBHO] TEOPUjH, y TEPUTEKCT CHalajy eNeMEHTH KHIHUIe KOjU HUCY
JIe0 OCHOBHOT TEKCTa — €JIEMEHTH IOMYT (hyCHOTA, YBO/A, KOPUIIA, U CINYHO.
Ha BHIIIOj HHCTAHIM CTOjH [APATEKCT, IPEBACXOHO HHTEPIPETATUBHH TEP-
MHH, KOjH je KOMOMHAIH]ja IIEPUTEKCTa ¥ ENUTEKCTa. 3a BHILIE JIeTajba BUC-
Tn: Genette, G. (1997) Paratexts: Thresholds of Interpretation, Cambridge:
Cambridge University Press, pp. 1-5.

15 Palmer, D. (2003) The Paradox of User Control, in: Proceedings of the Fifth

International Digital Arts and Culture Conference, ed. Miles, A. (2003),
Melbourne: RMIT University, p. 160.
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caMor MOYeTKa Jaje APYKUMjU KapaKTep Kareropuju usbopa, jep
ra CMeIlTa y MeTaHapaTWBHE OKBUPE KOjU NMajy MEeTaHapaTHB-
HE MOCNEUIe, ajli He W MOCIEIHIe IO CBET 3aIlieTa Jpame.
OHor TpeHyTKa KaJia je urpad yCBOjUO MpaBHiia AUjerese, OH je
YCBOJHO OCHOBHO aHAIIMTHYKO CPEACTBO Koje he My omoryhuru
Jla ajiekBaTHO Oapara mpeameToM urpe, LllexcriupoBum Xawre-
moM, TITO je JOIII BHIIE M0jayaHO SIIEMCHTUMA KOjU CE OJIBHja-
jy mocne urpama. Urpa caapxu u orpoman 0poj nocruruayha
(achievements), xoja mpencTaBibajy CBOjeBpcHE Tpodeje 3a Jo-
CTUTHYTE TauKe 3arlieTa, a Ha Kpajy CBakKe OJWIpaHE ,,mapTuje”
urpau riena xamueromerap (Hamlet-O-Meter), koju poremyje
KBaJIUTET TIOCTYyIaKa Koje je mpeTxoaHo oupao. OBa Bpcra 1e-
PHUTEKCTYaTHOT YOKBUPHBabha MOAYTHPE YTHCAK JIa je TPoJia3ak
KpO3 3a1ieT Xamienma 9iH KOju Tpeba MOHaBJbATH, U TIOHOBIBH-
BOCT yomnIuTe he peacTaBJbaTu je,uaH O[] INIaBHUX MCEXaHU3aMa
OCTBapHBaba came Urpe.

Pasyme ce, u TeXHHWYKa U HapaTUBHA PEIICHA MOLYNHUPY CIIO-
MEHYTY OHTOJIOIIKY JTHJIEMY, jep U AW3ajH uHTepdejca U ,,auja-
JIOT” TIOIPa3yMEBajy HEKOJHUIIMHY MOTYNHOCTH y CBaKOM JaTOM
TPEHYTKY, O/l KOjUX je CBaka yHarpea npeaBuljeHa W yHarpen
nporpamupana. CBakH ,,0TOBOP” Tako MMa yHaIpen IpeiBU-
eH TeKCTyalHu JIyK — CBaKH OJITOBOP, 3aIpaBo, YHAIPE CyXa-
Ba noreHnujan Oynyhux moryhHocTH. Y TeKCTyaslHOj Mamu OBe
aBaHType, HajBehiM HapaTHBHU MOTEHIMjal UMa MPBU H300p, U
TO U300p aBaTapa, jep caMo OH CaJpXKK TPH 3aceOHe, BHUIIIC WU
Mame I1IeJ0BUTEe Bepauje npude. HakoH Tor moueTHor uzbdopa,
cBakd crnezelin OAroBOp BOMHM TMPHUUY KPO3 TAuKe 3aIuieta u Cy-
aBa goctynHe moryhnoctu. OBo Haj00JbE OCITMKABA PUPOLY
CBaKe aNropuTaMcKe CTPYKType. AJK 3HAYCHHE, CMHCAO U JIOXKH-
BJbAj TAKBUX CTPYKTYpa Cy CACBUM JPYTO MHUTAME, U Ty CE pa3-
JIMYUTA TEXHUYKA ¥ YMETHHYKA PEIlCiha MOHOBO MOKa3yjy Kao
KJby4Ha. Balir 3aTo 1ITo ce anroputaMcKka CTpyKTypa Tako jacHO
OIIPTaBa y OBOj UIPH, jaCHO CE MOCTABJba U MHUTAKE — MOCTOJH
JIM MHCTAHIIA Y KOjOj UrpaveB u300p 3a1001ja €CTETCKY TUMEH-
3Mjy, WM CBE OCTaje caMo Ha MaTeMaTuikuM rpouecuma? Mjan
Boroct (Bogost) pa3paano je uHTepnpeTaTuBHY TEOPH]y IIpeMa
KOjOj C€ — YKOJIMKO UTpa He craja Mel)y ancTpakTHe WK 1IHJb-
HE — 3HAYCH¢ H3BOMH U3 CaMe aJITOPUTAMCKE CTPYKTYPE, yTeM
Hporenypaiane peropuke” (procedural rhetoric),'® npu yemy
Urpad 3Hauehe He U3BO/IM M3 HH3a Mo/laTaka Koju Cy Ipell ’buM,
Beh 13 HaYMHa Ha KOjU MY je HeKa caJp)KMHa IOCpeIoBaHa.

16 Bogost, 1. (2007) Persuasive Games, The Expressive Power of Videogames,
Cambridge, MA: The MIT Press, pp. 5-15. Aytop je momrao 10 KoHLenTa
TpyAehu ce a CTBOPH HOBY ,,yIIOPEIHY KPUTHKY BHICO Urapa’ Koja MO4MBa
Ha MACjH MEHjCKOT MpOKUMama aurutaine cdepe. Ymopemurtu: Bogost, 1.
(2006) Unit Operations: An Approach to Video Game Criticism, Cambridge:
Massachusetts Institute of Technology, pp. 52-54.
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VY oBOM ciy4ajy, YHELCHHUIIA JIa CE UTPa HM3/aje 3a TEKCTyalHy
ABaHTYpy MPEACTaBJba €CTETCKU aMON KOJUM Ce Urpady mnpen-
CTaBJba BENMKA KOMMYHMHA TeKCTa. ECTETCKH yTHCAK, Y MEPH Y
K0jOj je MPHUCYTaH, MMOTUYE W3 cariacja Koje CTBapajy My3HKa,
aHMMalyja ¥ MPUTIOBEIHH IVIaC Y MHTEPAKIMjHU ca UIpadeM, a
He ca aBatrapoM. Onmabup jeIUHCTBEHE MPHUITOBENAYKE HHCTAH-
e o0esexaBa M OJIaKIIaBa MMpoIiec Mpoacka Kpo3 Tauke 3aruie-
Ta, jep ce CUMYIIUpa BPCTa HHTEPAKTHBHOT PasroBOpa M rpaju
ocobeH xunepTekcT. CTPUKTHO IVISIaHO, OBAj XUIIEPTEKCT je pe-
JIYKOBaH jep He ToJpa3syMeBa MaKCHMAIHU HABO WHTEPAKIIHje,
HUTHU OIIITEHE Ca JACHCHTPUPAHUM TEKCTOM KOju OM Ha MyII-
TUJIMHEApaH HA4YdH TPIEo npomeHe. Pekondurypaimja koja ce
OJIBMja TOKOM HIpe YHAIPE] je MoApa3yMeBaHa, a Hrpa cama He
YHHU HUIITA Ja urpada yoenu y cymnpotso. llItasumie, oHo mro
Urpa emyaupa MaxoM mojcelia Ha JHHEapHY, aHAJOTHY U Kiia-
cHYHO TekcTyanny npupony llekcniuposor Xamiema u Hama-
ja ce mapamokcoM aurutanHor nanupa. OKpyKeme came urpe,
napajelHi TOK ayJio Hapaluje M TEKCTa KOjU ce UCIHUCYje Ha
eKpaHy JOMPUHOCH YTHCKY CUMYJITAHOCTH, HEIOCPETHOCTH, T1a
0Tyl M HEKakBe ,,ACKPEHOCTH  LEJOT Ipolieca. Taka Hckpe-
HOCT je noxympra 1 MmoryhHourhy npemMoraBama — y CBaKOM Tpe-
HYTKy UTpa4 MOXKE JIa CE BPaTH KOpak, JiBa, TPH YHATPAT, Kako 01
MOHUIITHO JIOIIE JIOHETY 0JuTyKy. CBe 0BO, 3aIpaBo, 3a jeqHy 0]
OCHOBHHX MOCJIC/INIIA UMa YHELECHHUITY Ja hie 071 cBera mpej co-
0oM, Urpad NoHajMame MPEUCIIUTUBATH HApaTHBHE OJUTyKe ca-
MOT IPHUIIOBEa4a, OHE U300pe U MOTrYNHOCTH KOje je OH JIMYHO
TPEIBHICO U MOHYANO, LITO je Mo ceOH He CaMo MPUTIOBEIauKa,
Beh u peropuuka crpareruja. Tako ycrmocTaBibeH 0JJHOC OBEpe-
Bha YHHH JIa Ce CaM TPOIIEC UTPEe JOUMa Kao MPUPOAH U JIaraH,
HeontepelieH u yornvad. HapaBHO, OBaKoO MOCTaBIBCH MPOIIEC
uMa ¥ jenHy cialy Taduky — wiy3uja cioboze Ouhe paspyiie-
Ha YKOJIMKO UI'pad OCTAaHC MMYH Ha HIapM IIpUIioBeaavda, mCero-
BHX [[PTEXKa U My3uKe. ejy A1BOCTpyKe Aujerese cama MOXeMO
W TpOMMPUTH U pehu a urpa cama KOHCTUTYHIIE TPOCTPYKH
pedepeHIjaTHi OKBHP, WK TAaK TPOCTPYKY pedepeHInjanny
WITy3Hjy — Ha TIPBOM HHUBOY CTOjU 00JEKTHBHHU CBET UTPE, KAKBUM
ra BUJM UTpav KOjU Ceu MpeJl eKpaHOM; Ha JPYroM HUBOY HO-
yrBa cemMuocdepa Urpe, MocperoBaHa UHTEPAKIMjOM H3Mely
NpUIOBea4a U UMILUTMIIMTHOT Mrpada; Ha TpeheM HUBOY CTOjH
[lexcrnup caM ¥ HHTEPTEKCTYATHE M XUIICPTEKCTYaTHE aly3Hje
KOj€ Ce MOCJICANYHO MOjaBJbyjy Kao pe3yyiTaT HHTCPaKIHje.

Bupaenu cMo kako urpad ctyna y NpunoBeIHy CUTyalujy 1 KOju
CTPYKTYPHHU €JIEMEHTH My TO oMoryhaBajy, aJli TO je caMo jeaHa
cTpana npobnema. OHo mTo oMmoryhyje Mity3ujy LEIOBHUTOCTH
jecTe TPHUIOBEIHHU IVIac, KOjU CBE TPETUPA JEAHAKO M HE MEHa
perucrap HM IpeMa CTYIbY JAujere3e, HUTH MpeMa UCTHHHUTO-
ctu llekcnupoBor TekcTa U AUCKypca, Beh npema ,,BiacTuTom”
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kapakrepy. Ha Taj HaunH, cama mpuya JISTHTUMUTET LPIH W3
npecTaduarpaHe MPUCYTHOCTH CBe3Hajyher mpumoBeaHor Iia-
ca, KOju ce MpeJiiBa NPeKo CBHX, Ia M HajMamkbUX WHCTAHIIU 3a-
iera, He nocBehyjyhu nputom nperepaHy Nmaxmwy jeIHOM, a
3anocraBsbajyhu npyre enemente. 3axBasbyjyhin T0j cTpareruju
urpa 3a1001ja KoxepeHuujy. Meljytum, norpeGHO je TOCTaBUTH
U [TUTae ca JIpyre CTpaHe HapaTUBHOT ja3a U BPATUTH CE UJIEjH
Urpe, Kako OU ce OATOBOPHIIO Ha MUTAH-E KaKo Ce TO cama IpHya
Bpaha TEXHUYKUM peniehuMa 1 QyHIaMEHTHMA UTpamba.

Jlyoonowka nepcnexmusa

[Murtaru ce o mpobIeMaTHIN BUIEO-UTapa ca JIYJOJIOLIKOT CTaHO-
BHUILTA MaxoOM ITOAPa3yMeBa pa3MaTpame OKOJHOCTU UTPamba —
yCJIOBa M MPEIYCIIOBA HEOIMXOAHHX 1a O ce Urpa KOHCTHTYHCA-
Jla, 3aTUM pa3yMeBame W THITOJOTH3aIHja Urapa, Te, Ha Kpajy,
ynopehuBame U KOHTPACTHpame TUX 3aKJbydaKa ca MaTepuja-
JIOM Heke BHAeo-urpe. BehuHa mymonomkux uaeja movyusa Ha
MuCIH Bojure puozoda u ecretrnyuapa, Joxana Xojsurre (Hu-
izinga) u Poxxea Kajoe (Callois), koju cy y cBojuM Kisurama Ho-
mo Ludens (1938) u Uepe u myou (1958) 3HaTHO mompuHETH
yTeMeJbHBamy allCTPAaKTHUjUX pa3Marpama Buueo-urapa. Heo-
IIXOIHO je HaIJIACHTH Jia Ce OBa MEePCIEKTHBA MaXOM MHCIIUPH-
me genuMa Xoj3uHre u Kajoe, anu He mpaTé BUXOBY, 0OUIHO
UCIPIHY, (HUI030(PCKY, HCTOPHjCKY, U KYITYpalHy apryMeHTa-
jy, jep BehrHN TymMada apXeTHIICKa IIPHPOoJa BUACO-Hrapa Hu-
jey cpenumuty naxme. Jlymonomnka napaaurma 0OMIHO 3a09H-
e Pa3INKOBAakeM CII000JHE UTPe O UTPe, IITO j& TUCTUHKITH]a
KOjy He UyBa CBaku je3uk (play vs. game), TAE TIPBO 3HAYCHE
nozpa3zyMeBa CII000IHy HMarHHaTHBHY aKTHBHOCT, a JApyra Bp-
CTy CHCTEMaTCKe Ipakce oMeljeHe mpaBmimMa, ITO XOj3HHTa
nparu jom ox crape I'puke.!” Vkonmuko Tome momamo u Tpehy
X0j3UHTUHY JUCTUHKIIN]Y, ACTHIake (eHOMEHA aroHa, 1oouja-
Mo maHopamy mojMoBa'® Ha ocHoBy koje he Kajoa, y cB0joj KibH-
3H, IIOHYIUTH CBOjEBPCHY KPUTHUKY M IONYHY XOj3HHTe, cMaTpa-
jyhu na HHje IMao JOBOJHHO pa3yMeBama 3a MHOIITBO COIHjall-
HHX yJIOra Koje OOJNUIM Urpe MOTY HMaTH Y pa3HUM KyITypama.

17 Huizinga, J. (1964) Homo Ludens, a Study of The Play-Element in Culture,
Boston: The Beacon Press, pp. 28-30.

18 To je uMano U CBOT Ofjeka y QUCUHUIUIMHM, MA CE TAKO KOA MHOTHX Tymadya
HaJla3e MCTE MM CIIMYHE UJIEje: UTPE Y jaKoM U c1abom CMUCILY, TAE Cy Urpe
y jaKOM CMHUCILy JIyOutKe, jep TMOTEKY MUTaba paBuia 1 Moryhux peurema
(kao, penumo, 1ax Wiu CyIoKy), JOK Cy Urpe y cnaboM cMHCIy clo0oHa,
HMMardHaTHBHA JENIATHOCT y K0joj HeMa mobexe; Buneru: Tavinor, G. (2009)
The Art of Videogames, Oxford: Wiley-Blackwell, pp. 88-92. [Ipyru aytopu
JOCIEIHO MPEy3UMajy TePMHUHOIOTH]Y, [1a Pa3iHKyjy Jyouuke Urpe, U Urpe
THUIA naudea, TIE ce IpaBUiIa cama of cebe pasymejy uta. Bugern: Newman,
J. (2004) Videogames, New York: Routledge, pp. 20-25.
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VY onroBop Ha MHUTame LITAa 3HAYM MIPaTH ce, ¥ XOj3MHIra U
Kajoa he ce 06a3puBO CIIOXKHUTHU J1a C€ paau O OCEOHOM CTamy
nyxa. Xojzunra he roBOpuTH 0 3a4apaHOM KpYry Koju omely-
j€ mpocTop HMrpe, Koju CTBapa rOTOBO OJIBOjEH JPYIUTBEHH KOH-
TEKCT y KOjeM Bake Heka apyra mpasuia. YHH yrmacka y Kpyr
npejicTaBiba (OrpaHUYEH) MPOCTOp CI000/IE y KOjeM ce 0CTBa-
pyje u3BecHO caydecHHITBO. OTyl U MPETXOMHE HAIOMEHE O
MoryhHOCTHMA WTpava y OKBHPY CBETa UTPE YMHOTOME 3aBHCE
Of1 BpCTE KpyTra y KOju Urpad CBOjeBOJbHO cTymna. Kajoa je yBeo
U apXeTHIICKY CHUCTEMaTH3allijy BpCTa Mrapa, MOACIMBIIN HX
Ha MPUMapHEe UMITYJICEe KOje UX CTBapajy — aroH (TaKMHYCH:C),
anmea (cpeha), Mmumukpuja (MuMesa) u wiuHKC (Bpmior).”” OHO
IITO OBA MOJIE)Ta HE HAIVIAIIABA, & IITO MOCTaje KIbYYHO y CBETY
BUJICO-UTapa, jecTe yIpaBo MocyhAnocm unmepnpemayuje ciao-
JKCHUX aJITOPUTAMCKUX CHUCTEMA, IITO j€ jOII jeJaH Off IyTeBa
KOjUM C€ Y BU/Ie0-UrpamMa Ha Kpajy Moxke nohu 1o ecrerckor. He
caMo Jia o1 MHTEPIIPETAIIHje 3aBUCH MO3HUIIHja Urpada Y OKBHPY
aujerese, Beh M CTpyKTypa Ipyrux elieMeHara 4yecTo Mopa Jia
ce MPHJIaroy MpeoOMKOBaky KOje je CHOoYeTKa Urpad JIMYHO
yHEo y 3auapanu Kpyr. Ta mpermocraBka je omoryheHa jeqHoM
JIPYTOM: [1a j& HHTEPAKTHBHOCT JIOMHHAHTA BUICO-UTapa, 1a OHa
caunibaBa CeHU(PUIHY Pa3HKy CIOKCHUX cHcTeMa,”’ aiu | 1a
npe/ICTaB/ba OCHOBHHU €JIEMEHT JIMTEPAPHOCTH BUIICO-UTApa, TO
JECT OHO WTO MX (MOXKE) YMHUTH YMETHUYKUM AeinMma. Ha Taj
HAYWH, YKOJHKO Ce MPaBHJIa HTPE TIOCTABE TOIMKO KPYTO Ja CBE
HITO WrPad BUIH jeCY LUbEBH U OAPEIHUIIC, HA TOM MECTY He-
Ma UMarMHaTuBHOT — ,,UTpe HUCY perynucane u GpukThBHE, Beh
Wiy perynucade, win pukrusae”.?! [IpaBuna urpe Mory OuTH
OccKOHauHA M HEOMO3WBa, a yjeHO U MPEaycloB ciaodome ca-
MO YKOJIMKO C€ MPUXBATe U HaTypanu3yjy. CaMo YKOIHKO HHCY
JIOBEZICHA JIO arcyp/ia MOTY UMATH CBOj JIyAMYKH 3HAYA].

Y TOM KOHTEKCTy OHAa, bumu un’ He 6Gumu jaCHO TIOCTaBJba
urpady CBoja MpaBHIA, U JyAyC JOMCTa MOXXEMO OKapaKTepH-
caTH Kao KJbyYHH MexaHu3aM. Mrpa ce HHYMM HE KpHje, 4ak
KOKETHpA ca UJIejOM JyJUYKOT Ha HaUUH KOjH je eMUHEHTHO JIU-
TepapHU — TaKo IITO r'a HApaTUBHO onpasjasa. MehyTum, riag-
Ha OMAaCHOCT OBAKBOT OTBOPCHOT TPHCTYyINa MpPaBHINMa jeCTe
y TIOTeHIMjaly 3a of0Hjame caMux urpada. He camo ja cBe-
MPUCYTHOCT HAPATUBHOT TJIaca UMa BEJIMKHU TIOTEHIHjal aa Oy-
Jie caMo HEeyCIIeNH XyMOop, [paBujIa UIpe [OCPEAOBaHa THM Xy-
MOpPOM CaMUM TUM MOT'y J€JIOBATH MPONU3BOJbHO, UPUTAHTHO U

19 Callois, R. (2001) Man, Play and Games, trans. by Meyer Barash, Urbana,
IL: University of Illinois Press, pp. 12—-13.

20 Ynopeauru: Domsch, S. (2013) Storyplaying: Agency and Narrative in Video
Games, Berlin: de Gruyter, pp. 7-8.

21 Callois, R. HaB. geno, ctp. 9.
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HeroTpeOHo. Hatypanusaruja nyayca nak, o4nBa Ha OCETIbH-
BOj rpaHuIM u3Mel)y cTBapHOr M HecTBapHOIL, Mehymnpocropy
KOJH BPJIO JIAKO MOJXKE JIa CC HApYIIH. 3a Pa3jIuKy Of Ilaxa, Koju
CBOja pUTH/IHA TpaBUIIa HaJoKHaljyje HecanieauBoM MoryhHo-
urhy koMOuHaIuja, ainu ¥ MOryhHOCTHMA KOje HacTajy 300r rpe-
I1aKa MPOTHBHUKA, HM UTPay HU aBatap y OBOM CJIy4ajy HE MOTY
npuhu npunosenady. Y ToM cmuciy, Oyayhn aa Hema mpaBor
aroHa, OCTajy HaM caMo JIBe JyJu4yKe MOryhHOCTH: MUMHUKpH-
ja u wiuHKe. U 10K je jacHO a ce MUMETHYKH MOJEN Mocpe-
Jlyje HapaTHBHO, IyTEM OHUX CTparervja koje cy Beh omucane,
U IyTeM APYTuX, yiju he onuc ycinequt, BpTIOKHU JTyIHYKH
UMITYJIC 3aciyXKyje BUIlIE Maxmwe. [Ipuua bumu, un’ ne oumu
TPEBUIIIE je arlcyp/IHa, MPEBHIlIe pa3doKOpeHa U MPEBHUIIE pac-
IUIMHYTa J1a 01 To OmIto ciiyuajHo. bynyhu na cy mpaBuia jeaHo-
CTaBHa, aJid y CYHITUHU HECOPEMOCTHUBA, HaApaTHUBHA MOFthOCT
0CTaje jeZIMHa MOTHBAIIM]a 32 HACTABJbAhC UT'PE, aJTH OHA HUIITA
He 3HaYM 0e3 CBOje Jiyauuke moTnope. Yak U yKOJIUKO HAC Hep-
BUpA IIEJIOKYIIHA CUTYyallija, urpa he HaM U Jajbe JOMYCTUTH
Jla Kpo3 iy MPOJIETUMO, caMmo J1a OrcMo monutd 10 kpaja. Kamga
ce Xamuiet Oyne 6opuo nporus Jlaepra, mocroju MoryhHocT 1a
KOMOMHAI[H]OM T0Te3a MadeM XaMJIeT Ha Kpajy moruHe. Tana he
ce, MeljyTuMm, MpeTBOPUTH y AyXa, a HU oTal My Hehe momohu na
ce ocetu. Hapasno, Ty nehe outu kpaj. McmnocraBuhe ce na je
CBET JIyX0Ba OMO y CTamby Ja H3MHUCIH MyTOBAKE KPO3 BpeMe, Te
Ja moctoju MoryhHOCT f1a ce XamJieT BpaTy HaTpar y CBeCT Mpo-
uutor cebe. Hapasuo, Mmoryhe je u aa 3aBpiu y Tyhem teny, 6e3
CONCTBEHOT ceharma. YKOINKO MPUXBaTh Ty morojoy, Xamier he
ce MPETBOPUTH y CBOT OIla, HEKOJHUKO CATH Mpe YOHCTBA, MITO
he ce mpeTBopUTH Y MOTYRHOCT JIa Ce Haajbe Urpa Kao yTBapa.
Bptiior ce y oBoM city4ajy MOXKe CMECTUTH Y cBe Behy kakogo-
HUJy 3aIuieTa U AUrpecHja, Koju 3a100ujajy cBe panracTuyHuje
koHType. ToKoM 1enor oBor mporieca, yBeK IOCTOjH jOIll jefaH
KOpaK Jiajbe, jOIII jenaH CTylam BUIIC, K& CBE HEBEPOBATHUjUM
MoryhHOCTHMa KOje CTOje Mpe/] UrpaueM.

Opcer (Aarseth) je cBOjeBpeMEHO y aHAIU3U XUIIEPTEKCTA, U3-
BE/ICHOj y Ipacko3opje IUpe yrnorpede HHTepHeTa eHHUCA0
mojaM ,,eprofuyHe KibrkeBHOCTH (ergodic literature). Tlpe-
Ma HBEeMY, TO je OHa KEbMIKEBHOCT Koja 3axTeBa Behu Hamop 3a
MIPOJIAYKEHE KPO3 TEKCT OJ] ITYKOT IOMEpama O4ujy OJl peTKa 10
peTKa WM OKpeTama CTpaHHIA. YKOJIHUKO MPUXBATHMO OBY Jie-
bunanMjy, Bumu un’ ne 6umu nocTaje eproquuHa KlWKEBHOCT
UCTO KOJHKO Cy TO M pomanu Munopana [laBuha. Taksa nep-
CIEKTUBAa MOXE IOCIYKHTH 32 CBOJEBPCHO JICCTUIIOBAILC €lle-
MEHTa MI'PE y CaMOj MI'PH — aKO je Urpame ca HapaTUBOM OHO
IITO je OBJE ,,KEbMXKEBHO, TO 3HAYM JIa CE UTPav OCTBapyje Ha-
paTHUBHO, aKTHBHO y4ecTBYjyhu y ,,Tkamy” Tekcra. MehyTum,
KajJa ce TO OJCTPaHH, U JaJbe HaM OcTaje HajBehu Jeo urpe —
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ICH NpeaeDUHUCAHN CaIpiKaj, IbeH MPHUIIOBEay, U OHa jeTHO-
CTaBHA MpaBUia Koja HaMm je oOjacHno. Ha ToM Tpary, nmojenuHu
TyMauu TBPJC KaKO Y BH/ICO-UTPaMa HE MOCTOjH KOH3UCTECHTHA
HWHTEPaKTHBHOCT — OHA j€ YBEK MCTIPEKUIAHA U UCIICTIKAHA Ce-
MaHTHYKH €()EKTHUM, alid HEHMHTEPAaKTHBHUM CErMEHTHMA.??
Becn (Wesp)? je ykazao ga y JUCHUILIMHA HAWIa3UMO Ha Haj-
pasnuuuTHja Bul)eba OBOT MPobeMa, HAPOUUTO HJICje HapaThuB-
HOCTH U MHTEPAaKTUBHOCTH. Peujy, He paau ce 0 ToMe Jia je Kibyd
3a pasyMeBame PUPOJIC BHICO-Urapa HAPATUB, HUTH O TOME J1a
JIM je MHTePAaKTHBHOCT CTaJIHA UITH He, Bel [1a CKyTTHHA HapaTHB-
HEX epekara yak v mOJI HICATHUM OKOITHOCTHMA HE CTBAapa OHaj
edexar Koju cTBapa npu4a, HUTH HEKH JPYT'H MEJIH]j, 1a Tako U
HUje HU Tpyya HU GuiM, HU ceprja y KOHBEHIIMOHAHOM CMH-
ciry. OTy[ ce urpad OBe UTpe MOXKE OCmeapumu HapaTuBHO YKO-
JIMKO TIPHCTAaHE HA TEKCTyallHy MOron0y MpUIoBeada, ajii Hu-
KaKo JIyIWYKH, jep Ce JIyAyC MOCPEeayje Ha HAUMH KOJU j& CAaCBHM
HEJIOCTYIIaH Urpady, KOT je Urpa cama CBeCHa, U KOju 00yxBara
CBE OHE MHCTaHIIE KOje CMO MPEeTXOonHO crioMeHynu. Ca npyre
CTpaHe, OB MEXaHH3MH MOCTAjy BUIJBMBU M Y KOHCTPYKIHjH
HAPATUBHOT TOKA, U Taj JIyTHYKH IOCTYIAaK BHIN C€ y THKOBUMA
Xamiera u Odenuje.

Odenuja, koja je y WIPU MPEACTaBJbeHA KA0 HHTCIMICHTHA,
CHa)XHA JIMYHOCT, OCTBApyje JBC TAHTCHTE Ha BJIACTUTOM IMyTYy
Kpo3 panwy Xamaema. 1IpBU €eKCKypC YMHM OIICEXHA pacipasa
0 MoryhHOCTHMA U3TPa/ibe IIEHTPATHOT TPejaba ¥ 3aMKYy, T
HaJyrayko cJI000IHO pasMull/ba 0 MOryhHocTHMa ycrocra-
BJbakha CUCTEMA LIEBU. YKOIMKO XaMJIET y BIAaCTUTOM PacIUIETy
ona0epe Yy, jemHo Bpeme he KHBEeTH Off BeHor u3yma. Jlpyra
TaHIeHTA je OCTBApeH-E HEHOI KapaKTEepPHOT JIyKa, KOjU ce Ofi-
BHja CaCBMM MHUMO pajme Xamiema. Yrkomuko Odenuja onouje
Jla YOIIIITE pa3roBapa ca XamJjeToM, J00uja MoryhiHOCT fa mo-
OerHe oJ] cBera U ojie Ha oIMop Tpeko Mopa. Ha Tom kpcTapemy
OMBa yImuieTeHa y pa3oTKpUBame TEPOPUCTUYKE 3aBepe Koje je
MO)KE OJIBECTH MHOTO JJaJb€ M Ha KPajy Pe3y;ITUPATH TUME Ja Ce
BHIIIC HUKaa He Bpath y [laHcky. Ca qpyre cTpaHe, YKOIHKO HE
Oyne 1oBoJpHO Xpabpa Ja ce ca ’HUMa Cyoud U BpaTH ce Hazaf,
3aTH4e KpBaB MMpu3op y kojem cy Xamiert, Knaynuje u Ieprpy-
na Beh MpTBH, a yCKOpPO U OHa cama mocrtaje xpTea. Ca mpyre
cTpaHe, XaMJIETOB IIyT Takohe caAp>kKH BHIIE TAHT€HTH, Maja
je kao nmuK 3HaTHO paspahenuju on came Odenuje. YKOIHKO

22 Buneru: Newman, J. (2002) The myth of the ergodic videogame: Some tho-
ughts on player-character relationships in videogames, Game Studies 2 (1);
U KacHuje paspahen konuent y: Newman, J. (2004) Videogames, New York:
Routledge, pp. 71-80.

23 Wesp, E. (2014) A Too-Coherent World: Game Studies and the Myth of “Nar-
rative” Media, Game Studies 14 (2).
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XamueT omabepe /1a MOKyIIIa Ja Ce CaXKHUBH Ca YJAOTOM MIIagor
KpajbeBuha ympKOC CBOM JMPEKTHOM MPaBy Ha MPECTO, CBOjY
npuay he urpauy ncnpunoBeaaTu y pen ctuxoBuma. Hacynpor
TOME, ¥ KJby4HOM MOMeHTY [1IeKCTUpOBOT TEKCTa, Kajia cxBaTa
CTENIeH MajunHe W CTpUYeBe u3zaje, Xamier he nodutu camo
MoryhHOCT M3roBapama CBOT dyBeHOTr commiioksuja (Yea from
the table of my memory...) WK TPOCTOT, OAHATHOT MPHUCTAH-
Ka. AKO TIOTOM PEIIH J]a OCBETY M3BPIIH OAMAax MO PasroBOpPY
ca oreM, u Beh Te McTe Beuepu ce yinyma y Kiayaujese onaje,
nobuja MOryhHOCT J1a Ipeckour pajamy YHTaBe JpamMe U OCTBa-
pH ,,0ajkoBUTH” 3aBpLIETaK, y KoM he 3nukoBar] Knaynuje outn
KaxmweH, [eprpyaa xuBeTH Kao ynoBuna, a Xamier u Odennja
mohu HecMeTaHo fa Oyay 3ajenHo u Biaaajy Jlanckom cpehino u
nyroseuHo. Ha cimyan HaunH 1 XaMIIeTOB OTall MOXE 3aBECTH
CTpaxoBlaay jep Kao yTBapa MMa MOTYHHOCT Jla CaMOCTaJHO
HCTPaKH OKOJIHOCTH HM3/Iaje U MOTOM Ka3HH HU3TPEIHHKE.

OBM HaHW3aHM NpUMepH unak ce kpehy onpeheHoM rynuukom
JIOTHKOM: Y TIyTOBaly CBAKOT JIMKA MIOCTOj€ KJbyYHE TauKe Koje
Cy HENIPOMEHJbUBE, M KOje HEMajy HUKAKBe Be3e ca CTBapHOIIhy
[IexcimpoBor Tekera. [TocToje, Takohe, U Tauke Koje TUPEKTHO
LUUTUPajy WK Ha HEKU JIPYTM HauWH NPU3UBAjy TEKCT Xamie-
ma, a IOCTOje ¥ OHE WHCTAHIIC Y aBaHTYPU Ha TPpaHUIM u3Mel)y
TEKCTa ¥ Mrpe, Koje Ha Jpyravyuju HauuH MOKyIaBajy 1a opop-
Me JIyITUYKH CMHCao urpe y mapamuegy. Ha ocHOBy oBe cxeme
MOCTaje jaCHO Ja urpady umMa MoryhHOCT /1a 3a CBa TPH JIMKA aK-
[[CHAT CTAaBH Ha HXOBY CIO0OMY W HE3aBUCHOCT OJf TEKCTyal-
HUX MMOJaTaKka U KibMbkeBHE MoTuBaije. Tako Odemnuja Moxke
Jla HeMa CTpIUbEma 3a XamileTa, UCTO Kao INTO XaMJIeT MOXKe
omabparu camy Odenujy mpe HEro er3uCTCHIMjaTHy IUIeMY
Y K0jOj ce Hamao. Ykoiuko XamieT omadepe Odenujy ymecTto
JpeKTHO youctBo, Knaynuja he ,,crpeduru perka mnyhna 6o-
JiecT” HEKOJIMKO MECelH 1oToM, Te he ce Ha Kpajy omnet noctuhn
OajkoBuTH 3aBpineTak. Ho, urpa cama 4ecTo BOJNHM Aa peHariia-
masa MoryhHoctu xoje je lllekcrnupoB TEKCT Mpy»KHO. YKOIHKO
ce Ha jemHoM Mecty Odenuja He obpaTu XamyeTy W MmuTa ra
iTa HUje y peay, Xamier Hehe OMTH y cTamby Aa joj CaMOCTaIHO
Kake Omno mra. [IpuTncHyT TepeToM ca3zHama, y THIIMHM he
yCaeanuTuu Fpa,uauujcxn HU3 MHTCH3UBHOT IMMUJbCHA U YCMCPHUX
y31axa Koju hie ucnymaBaru Bpeme 10k XamiieT ueka na ra Ode-
nuja Hemro ymurta. Ca apyre cTpaHe, MOHEKa JETabHU OIH-
CH camHx M300pa HaraiiaBajy anTepHaTHBHE MoOryhHoOCTH —
HAKOH cycpeTa ¢ omeM, Xamier he umaru 6apem 4eTHpH pas-
mnunte MoryhHoctr na youje Knaynuja, koje he ce ogurparu
Ha MCTOBETaH HAaYMH M OKOHYATH y Beh MOMEHYTOM 0ajKOBHTOM
3aBPIICTKY.
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CBU CIIOMEHYTH €JIEeMEHTH MMajy 3Hayaj 3a CUMYJIaTUBHY IPH-
pomy urpe. YONIITEHO Te[aHo, moTpeda 3a CUMYJIaIjoM, 3a
MHME30M, pacTe ca HUBOOM CJIOXKEHOCTH cBeTa urpe. CaBpeme-
HE BHUICO-HTPE, KOje UrpadnMa HyIe IECEeTHHE aKO HE U CTOTHHE
caT urparba, 0OMYHO ce OCTBapyjy y Oapem JIeTUMUYHOM arie-
JIy Ha HEKH CEeTMEHT ,,CTBapHOCTH KOjH je urpady goctynaH. Ta
CTBAPHOCT yoHIuTe HE MOpa ouTu HUCTUHUTA, aJIu MOpa MmoTruua-
TH U3 UCKYCTBA CTBAPHOT CBETA. YIIOTra THX eJeMeHara CHMYyIla-
nuje je ABocTpyka — npBo, omoryhyje Hu3 opyha myrem kojux
he ce octBapuTH Hrpa, a APYro, oJakKiaBa U YBOIH y TPOIEC
pasymeBama.”* OHO MITO CMO TMPETXOJHO HA3BAIH TPOCTPYKOM
pedepeHIIjaTHOM HIY31jOM U3 OBOT YIJIa MOIJIO OU Ce OKapak-
TepucaTH Kao PukepoBa mpocmpyka mimesis,” y K0joj ce moJbe
npedurypaiyje ocTBapyje y CTBapHOCTH, TUMe Jajyhu urpady
W3TOBOD 32 BOJbHY CYCIICH3HUjy HeBepuile. IMIeparus cumyna-
Hje Ce, CIMYHO PEATUCTHYKOM KEHbHKEBHOM TOCTYIIKY, MOXE
noctuli MEXaHW3MHUMa SKCIaH3Uje WK peAyKuuje. Y ciydajy
eKCIaH3Mje, CBE Ce TOMIIA — Y CIOKEHHM Urpama Te BPCTE To-
MHIIajy ce apreakTH CBeTa MIpe, TOMMJA IITHBA, Y3rPEJHUX
nojiataka, IUjayiora, mpeaMeTa MaTepujaiHe U HeMaTepHjaaHe
KYIType, Y3 OIIITH U3TIe]] CBETa CIY)KE [1a CE YUTAB KOMILICKC
uJeja v paBuiia J0XKKUBH Ka0 YHYTPAIIEha 3aKOHUTOCT HOBE Ce-
Muochepe, Koja je caMo Majio pa3inunTa of ,,ipase’?. Ca apy-
re cTpaHe, ca mocTynkoM peayknuje ¢pokyc he Hajuenhe mama-
TH Ha jelaH €JIEMEHT, jeZlaH KapakTep, jeIHy CHIIOBUTY EMOLH]Y
WM Ha jelaH KJbYYHH EJIeMEHT eejmunieja. Takse urpe ce oouy-
HO OCTBapyjy Kao MHIWBUAyaJiHA IyTOBama, M OBaj MOJICI j¢
HAPOYHTO 3aCTYIUBEH Yy XOpop kaHpy. [1omTo urpad onmru ca

24 Galloway, A. (2006) Gaming, Essays on Algorithmic Culture, London:
University of Minnesota Press, pp. 70-78.

25 Puxep mimesis pa3naxe Ha TPH KOMIIOHEHTe: npedurypauujy, KoHpurypa-
unjy u pepurypanujy. [Ipedurypanuja npencraBba NIpeTnocTaBKke Koje cy
HEOIXOJHE 3a pa3yMeBame TEKCTa, KOH(Urypauuja mocpenyje 3amier jep
JMHAMUYKHY CKJIalla OJHOCE Y MPOLIECY YUTamba, a peurypaiuja ce ofasuja y
YHUTAOILY, KOjU pa3peliaBa OHOC IPETXO/HA JiBa CTYIIHha, NoBe3yjyhu ux ca
crBapHouhy u tako noumajyhu Hapatus. Buneru: Riker, P. (1993) Vieme i
prica, Novi Sad: Izdavacka knjizarnica Zorana Stojanovica, str. 75-96. OBa-
KBa CTPYKTypa MOIIa OU ce MPEACTABUTH U Kao MpeipasyMeBarbe — 3aIieT —
pasymMeBambe, I/ie O N3rpajiiba 3aIieTa i YMH YNTarba MPEACTaBIbaIH [pesa3
u3 mimesis 1y 2, u mimesis 2'y 3; Ucro, crp. 101. Ha cBakoM 0J1 0BUX KOpaka
MIPUCYTHH Cy CUMOOJIMYKH, CTPYKTYPHHU U BPEMEHCKH aCHEeKTH KOju MOpajy
J1a ce paspelie Kako 61 ce HapaTuB yCIIOCTaBHO.

26 Ilpumepn OBakBHX Hrapa cy OSCKpajHH H Ipeia3e JXKaHPOBCKE TPaHHMIIC.
Parne urpe nonyt Call of Duty edexre ocTBapyjy MmyTeM CHMYJIaLHje BOj-
He ompeMe u3 JIpyror cBeTckor para, a OpojHHM CHMYJIATOpPH JIeTa M3 CBHX
HIEPHO/IA jOII BHIIEC 3aBHCE O YMEIIHOCTH MPH3UBamba CTBAPHOCTH. MHOTE
PIII" urpe mpenmade ynpaBo Ha HHBOY cuMynaiuje Kyatype (Dragon Age:
Origins, Witcher Tpunorujy, Utz ); Yak U NOjeANHE UIPe Koje ce GaBe pera-
BAambECM 3arOHETKU YECTO MMajy HEKaKBY CHMYJIATHBHY IOTKY, IOIYT YyBCHE
Journey.
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CBETOM HTPe, KOjH TPEACTaBIba CaMO JaleKu OJ[jeK CTBAPHOCTH,
OH MMa aKyTHH TOKHBJbAj CBUX acrekara Koju YuHe 3ariet. To
3HauYM Jia Urpad y cTaaujymy KoHQUrypaiuje He camo Ja Jiak-
ure ypuba ejgeMenTe 3amiera, Beh u koHpUTypaOMIHOCT Urpe,
300T Yera je HeOMXOAHO MPABHUTH ISIUKATHE CEMUOTHYKE Tpe-
naze u3Mely cranujyma, uzmely npedurypanyje u cBera urpe,
u u3Mel)y cBera urpe u camor urpada. Melytum, 6amr 36or Tora
IITO je y Urpama KoH(QHrypaluja akTMBHH 41H, TIocTaje Moryhe
MpaTuTu U UCIIYHUTH NIPpUYY Ha JIBa pas3jinuynuTa Ha4YuHa, Jyaun4-
ku 1 HapatuBHO. Cama pedurypaiyja, koja Ou ce HaAYCITHO MO-
mia onBujat usmely mimesis 1 v mimesis 2 ojjeiHaKo, Y OBOM
CIydajy Mopa Jia TIpeBarte Ha jeiHy UITH IPYTy CTpaHy. YKOJIHUKO
3a Wrpada Tauka ,,y K0joj c€ YKPIITajy CBET TEKCTa M CBET CIIy-
[ranaia Wik yuranamna’?’ ocTaHe caMo CHUMYJTaIlHja Ui KOHBEH-
1Hja, JIyk ox mimesis 1 1o mimesis 3 Hehe ynHUTH criupaiy, Beh
JIe0 3a4apaHor kKpyra. Mel)yTum, yKOJIHKO ce Urpad Ha CTYMbY
npedurypanyje nHGOPMHUIIIC U TAKO CTEKHE yia3 y cemuoche-
PY, OH MOXKe J]a IPUXBaTH CBET UTPE TOKOM HeHE KOH(Urypa-
LMje — TOKOM camor urpama. Ha kpajy, y pedurypanuju Mmoxe
MOCTaTH MPHjEMUUBH]H 32 CIOKEHHU]E aclieKTe cuMyJialyje, rmo-
IyT BpEMEHCKe CTPYKType Hurpe, na he mohu na ce Bpaha caery
urpe ca oboraheHUM pasymMeBameM HCHHX KOHIIETara, Ja H3-
HOBA MPOJIa3H KPO3 CIIUYHE CUTYAIHje, CaMO Ha BUIIIEM HUBOY.

Y Bumu un’ e Gumu c1obona nMpUnoBenaueBe KOHGUTypaIuje
je cxmahieHa kao ciiobona arnconyTHOr TpaHcdopmucama lek-
CITUPOBOT TEKCTa Y TE CBpPXE KOPHCTE C€ HajjeqHOCTaBHHja
CpencTBa MPECTaBIbakha i MOAPaXaBama — HAaU3IIe CII000IHN
pasroBop, a caM TEKCT MPaTH aceMbiaka pasIHIUTHX SKCKypca,
JUrpecuja, emu30/1a i MUKPO3aIjieTa CACBUM BaH IEKCIIHPOBCKE
uMmaruHanuje. Mmak, He 6M OWJIO CacBUM MPEIM3HO OKapaKTe-
pHcaTH UTpy Kao IyKy UTPapH]y, HUTH Ka0 IIOCTMOJEPHUCTHY-
Ko ucMeBame camor lllexcriupa. Ykonuko je norpeGHO n3nahu
HMMaHEHTHY JIOTHKY HTPe, OHA OW ce MOIVIa Pacrlo3HaTh y peT-
KUM TpeHylLMMa KaJa ce MpuroBeaad oatyuu aa HaMm [llekcnu-
POBUM pedrMa MPEe0YH HEKY CUTYallH]jy, IITO je HAPOYUTO Tad-
HO y ciiy4yajeBuMa XaMIIETOBHX COJHUJIOKBH]ja, onyT Alas, poor
Yorick... vnu Witness this army.... BaxHo je ucrahu, nputom,
Jla ¥ caM IPHUIOBENAY OBE TPEHYTKE TPETUpPA Ca YNaJJbUBOM
pasnukoM, Gupajyhn ToH Ge3 MKAKBOT KapuKUpama.”® YKOIHuKo
Urpad KOHCTAHTHO OMpa MICKCITHPOBCKE OMIIUje, 3aIUIET MOCTaje

27 Riker, P. HaB. neno, ctp. 95.

28 Pasyme ce, oaMax IOTOM cilequ He jeqHa, Beh aBe uponudHe usjase. [IpBo
ce mojaBbyje 300D ,,YOaruTH Maao JoOpOr CTapor cekcu3ma“, MTo ce Ha
Kpajy ognocu Ha Leprpyny (O most pernicious woman...) a IOTOM ce, ca-
CBHM HPOHHYHO, T0jaBibyje U MajyiiHu ofesbak Odernuje koju objarimasa
neHHULN]Y PedH pernicious.
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CBE KOMIUICKCHH]H U YU, TIPUTIOBEIAY 3ay3uMa yJIory TyMaua,
o0jammaBajyhn XamieToBe HEJIOTHYHE MOCTYIKE, CAMOCTAJIHO
ynparJbajylin TOKOM TOjeJMHUX pa3roBopa. Y MIEKCIHPOBCKOM
UTparby YyBeHa CIIeHA MHUIIIOIIOBKE TPAHCOPMHUIIIE CE Y mise en
abyme, y k0joj ce mpey3uma KoHTpoja Han Kinayaujem u ynpa-
BJba FbCTOBMM HAPATUBHUM M300pUMa Yy CIICHH HTPe-Y-UIPH KOja
ce o[BHja CIMYHHM TOKOM Ka0 U IIENIOKYNHA WUIpa KOjy Mrpad
KOHTPOJTHIIIE.

3axkmwyuak

[lITa 3HauM menaté y BHICO-UrpaMa, M KakaB KapakTep YOI-
[IT€ MOXKE UMATH MOCTYTIAaK Y BUPTYEIHOM TipocTopy? [a mu je
Moryhe pa3IBOjUTH UMAardHATUBHU YUH OJ LMJbEBA, I10TE3a H
urpada? JenHy ol MPBHUX KOPHCHUX AWCTHHKIH]jA yOuno je Beh
OpceT y CBOjOj KESH3H O XUIIEPTEKCTY:? y YMETHOCTH, OCHOBHHU
MOCTYIIH Cy MHTEPIPETaTHBHH, a MPENycloB je ymehe ,,KOH-
¢urypamuje”, oK je y urpama OCHOBHH LUJb KOH(HUTypaIija
Koja rmounBa Ha ymehy mHTEpnpeTanyje. Jpykanje peueHo, JoK
Cy TPaIWLHOHAIHN MESIUJH IOMYT QUIMA penpeseHmamueHu,>
Urpe cy cumyiamugne,’’ a mOCPer Cy OBE Pa3IMINTE MEXaHH-
ke. Ha ocHOBy oBOr mosasuinTa, MOXXEMO OLPTAaTH M JBa Ca-
CBUM Jpyradnja cXBaTama aBarapa — jeJJaH aBarap je CpeICTBO
yXKHBJbaBaEba, HTPAueB yia3 y CBET UIPe, a APYTH je caMo Tay-
Ka TIenuInTa, 3rofaH (oKyc 3a omurpaBame came urpe. Crioj
OBa JIBa TI0JIA 3aIPaBO j€ CITydajaH, ajli CBAKaK0 CHMOMOTHYAH
— HapaTHBHE MaTpUIIe HAPOYHUTO CY CKIOHE LEHTpaIH3alHji 1
(uBpcTHM) Taukama TIIEANINTA, a Ta MO3UIHja YjeAHO oMoryhyje
Ila aBaTap, Kao JIeo JTUjerese, yjemHo Oyae W IeHTap 301Bama,

29 Aarseth, E. (1997) Cybertext: Perspectives on Ergodic Literature, Baltimore:
The Johns Hopkins University Press, pp. 64-65.

30 Mneja penpe3eHTanuje jou yBeK je jaka Oai 300r Tora IITO Ce Haciama Ha
HapaTHBHY CTpaHy mpobiema. MelyyTum, ako urpada He IIOCMarpaMo camo
y OKBHpHMAa HapaTUBHE TeopHje, Beh MOJENIyjeMO HEroBo MOHAIame (U3-
J[Bajajy ce MOJIENH IIOBOUBHBOI, CEICKTHBHOI, aKTHBHOI M PAallHOHAIHOT
urpada), OHa CE M YMTaBa MEPCIIEKTHBA LIJbEBA U MOCTYIAKa UIPE MOXKE
HPEOCMHUCIIHTH Ha OCHOBH KOja HHjE HU CACBHMM Jy[H4Ka, HU CACBHM Hapa-
THBHA, jep ce 6aBU NPUPOIOM OHOCA U3Mely Meluja U urpaya 1 lUXOBUM
npoxumameM. Bugeru: Smith, J. (2006) Plans And Purposes: How Videoga-
me Goals Shape Player Behaviour, PhD Dissertation, IT University of Co-
penhagen, Copenhagen, pp. 23—24. [Ipo6iemaruka ce jou BUIIe KOMIUIUKYje
YKOJIMKO TIOCTOjU BEJIMKAa MHTEpaKluja u3Mel)y aBarapa M Ipyrux JIMKOBa y
CBETy UTIpE, jep ce OHJIa MPoOJIeMU penpe3eHTalu]je, [IbEBa, I1a U CaMe CH-
Mylnainyje npeoOiiKyjy Y 3aBHCHOCTH OJ TOra Ha KOjU HAuMH Ce IieJa Ha
KapakTepe y Buneo urpama. Ynopenuru: Schroter, F. and Thon, J-N. (2014)
Video Game Characters, Theory and Analysis, Degesis 3.1, Wuppertal:
Bergische Universitit Wuppertal, pp. 42—45.

31 Frasca, G. Simulation Versus Narrative, Introduction to Ludology, in: The Vi-
deo Games Theory Reader, eds. Wolf, M. and Perron, B. (2003), New York:
Routledge, pp. 223-224.
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Jla cCaMOCTaJTHO TIOMepa TpaHuIie cBeta urpe. Mako ,,MecHjancku
KOMIUTEKC * TIOHEKaJ] MOXKE JIa 3aCEHH OCTalie eIeMEHTE, HeMa
CYMEbC JIa BEJIUKY YJIOTY ¥ CaMOM IMPOIIECY Mrpa M CEMaHTHKa
rejMmiuicja. Buneo-urpa kao KOHGHUrypalyja y HeKoj MepH yKIbY-
4yje MHOTE€ KOMIOHEHTE U Pa3INUMTe PETUCTPE: IIUIBEBE, CPE/I-
CTBa 3a OCTBAPUBAIC THUX IHJbEBA, MIPABHJIA UTPE, U HAPOUHUTO
,,OIIPEMY 3a MaHUMynamuje” (equipment) u caMme MaHUITYJIAIH]C
(HauuH pelaBama npoodaema), usmelh)y kojux cToje nmpaBuiIa Koja
ux nmocpenyjy.>? IIpema 0BOM MojIeNTy, Y ONPEMY Clajajy akiuje,
noraljaju, kapakTepu ¥ OKPYKerbe, TOK Y MAaHUITYJIaIHjy craia-
]y BpEMEHCKa, MPOCTOPHA, Kay3aiHa 1 ()YHKIIMOHATHA PEIICHA,
aJIi Cy CBE TO TeK MOTEHIHMjaiHe Kiacu(UKaluje CUMYIATaHOT
nporieca.

llra, Ha kpajy, 3Hauu ,,oByhu norez” y bumu un’ ne oumu?
Kao u y MHOrUM Apyrum urpama, mocpeay je 4uH Ha rpaHHIx
usmel)y cTBapanaukor u Mexanndkor. CBakH UTPayeB ONrOBOP,
6wno nma ce moucroBehyje ca UMIUTMIIUTHAM UTpavyeM, WK Ja
VMMa YIOPUILTE Y CTBAPHOM CBETY, Yy UCTU MaX NPEACTaBJba U
CJIEMCHT UI'PC, Y CUMYJIaTUBHOM MOIJIEAY, U CJICMCHT KOHCTUTY-
Ucama npuue. 3anpaBo, IUTabe je 1a 1 OM OBa Urpa YOIIITe
MOIJIa J]a C€ KOHCTHUTYHILE Apyrauuje. [IpuBinayHOCT TEXHUYKHX
pelema OBJie MOYMBa Ha MapaJjoKcuMa U cariacjuma. Urpauy ce
jacHO CTaBJba JI0 3HaMA Ja je CI000aH, U aKO OH TO HMIIaK HHj¢;
Jla MOXKe J]a M3HEBepaBa CBa OUYEKUBamba, M ]a MOXKE Jia ce Ipe-
JIOMHMIIBA; ]a MOXKE J]a TIOHABJbA CBE MOCTYIIKE JJOK OH JIMYHO
He OyJie 3a]10BOJbaH, allk Ja TO, Ha Kpajy, UTIaKk HeMa MHOTO Be3e
ca 3aIyIeTOM MTPe M HauMHOM Ha KOjU OH MOXE [la Ce OKOHYA.
Otyn, CBaky MOCTYMAK MPEACTAaBIba OKPETAbE jeIHE CTPAHHUIIC
BUPTYEITHE KEbUTE, aJIH j€ Ta KIbHTa 3aIPaBo CPEACTBO KOIHKO j&
u ompapname. OHA je cuMysanuja Kako HapaTuBa, HErOBE TH-
MUYHE W aTHIUYHE CTPYKTYpe, Tako M CHMYyJialyja cBera Tora
Ha MeTaHapaTHBHOM HHBOY. KapakTep mocTynka nuMa caMo OHaj
3HaYaj KOju My TpHUIaje ayTop — Y OBOM CIIy4ajy MPHUIIOBEIHU
IJ1ac — a HUKaKo cam urpad. Mrpad, ciinyHo kao aBarap cxsaheH
JIYJIOJIOIIKH, OBJIE MOXE Jla C& CXBATH Kao CPEACTBO OJUIpaBa-
Bba, a He Ka0 KJbYYHH YMHMIAL, U TO j€ CBAKAKO HAjIUIOJHUJU
napajokc y koM ce bumu un’ ne 6umu octapyje. Mrpau ce mo-
e NOOPOBOJHHO ,,yAJBUTH U3 CBETa UIpe M OMpaTd CacBUM
qucnaparHe MoryhHocTu. M3 oBor ymia, peuumo, urpad Koju
onabepe ynory XamieToBOI Olia MPH Kpajy Urpe MMa OIIH]jy
Jla 3aTpaku o XamJieTa Jia ceé OH OCBETH y3ypraTropHMa, WIIn
Jla caMOCTaJTHO ucTepa mpasay. M3 npBe nepcrnekTBe, CBe MTO
ce JIelIaBalio JIyxy IOCTaje BpPCTa MCEyJT0KaHOHCKOT Iaparek-
CTa, KOju OHJa Tpeba Ja HacTaBu XamJyIeT Y CBOjOj KIACHYHO]

32 Eskelinen, M. (2001) The Gaming Situation, Game Studies 1 (1).
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Y034, 3a APYro CTAHOBHIITE HEMA HUJSTHOT ONPAaBIamka, OCUM
JIyJUYKOL.

Be3 003upa Ha TO Kako IeaMo Ha MojeHE TEOPHjCKe podIie-
Me Koje MPU3UBa BUCO-UTPA, a KOjH Cy OBJIE CAMO CKUIIMPaHH,
HOZIpyYje UMAarMHAaTUBHOT j€ 3a UTpada BHUIIIE O] TUTama JHje-
rese, ¥ IPOCTUPE C€ HA OHTONOMIKK CIOXKEHHUjEM TPOCTOPY OfF
OHOT KOjUM BIlajia caMo Hapartus. LIk urpe yBek mocToju, Kako
Ha HHABOY KOJa, IyTE€M caMe CTPYKType CBETa Urpe, TaKo W Ha
pedepeHIjaIHo] U OHTOJIOMIKO] paBHH. Y CBOjOj HAjBUILIO] WH-
CTaHIIH, Kpa_]H)I/I IWJb, TIa TAKO U KOHAYHU IMOCTYIIaK, YBEK TCKHU
CaMOUCITY Y (PopMe Urpe, MITO je CaMo 10 CeOU CUMOOTUYKH
aKT Oimu3ak ecTeTckoM (peHoMeHy. Mrpau Moxke yKeleTH aa J0-
he no kpaja oBor Xamrema, yKUBJBEH y CBET UIPE, alld CJICT 3a
cBe MoryhHOCTH Koje ¢y My foctymHe. CUMysaiuja je mpuToM
Moryha Kao eCTEeTCKH JI0KUBIbaj 300T MOryhHOCTH ¢l1000/1e, HH-
JUBHIYaJTHOCTH T€ CUMYJalyje 1 MOryhHOCTH Urpama Kao JIn4-
HOT YHHa, IITO 00jalllikhaBa U M0jaBy JbYIU KOjU CaMU HE UrPajy
Urpy, ajld y)KUBajy y Tiienawy Tyher npoueca urpama. 13 ose
NEePCIEKTHBE, MHTEPAKTUBHOCT OCTaje KJbyYHa Ped, U TO yIpa-
BO 300T CBOT ITOTEHIIU]jajia JIa MHCIMPHIIIE Y)KUBJbABAHE U EMIIa-
THjy. 3ay3uMame Mmo3uiuje Mohu, KOHTpoJe, U/WIK HapaTHBHE
penpe3enTanuje (jep OB KOHIICITH HUCY HY)KHO Y CPa3MEpHO]
Be3u) oMoryhyjy ¥ oJaKiaBajy JIMYHO HHBECTUPALE Y CAIPIKHU-
HY, IITO j€ MCUXOJIOUIKH NMPOayOsbeH U eeKTaH Ipolec, na ce
Tako cpehie HU3 MUTama 3HaYajHUX 32 00PA30BHH KOHTEKCT, Of
MOpaJHE ¥ eMIIaTHjCKe, IPEKO PEJIUTH]jCKE, UCTOPH]CKE U TIOJIHU-
THuKe npobnemaruke.>® YnmeHnIa 1a Cy BUAEO-UIPE CIOKEHE
TBOPEBHMHE 3HAYM JIa MMajy MOTEHIIMjal Ja BIACTUTO 3HAYCHHC
u3pa3e Ha CIOKCHUJU W CJIOjEBUTHjU HAUYWH HETo (opMe Koje
Cy UM TMPETXOMNIIE, alli TO HUKAKO He 3Ha4d Ja Cy ocimobole-
HE TepeTa KyNType, HUTU IMPETXONHHUX 3HAYEHCKUX CUCTEMA,
HacneljeHux U3 aHajorue cdepe, HUTH Ja je Taj MOTCHIHUja
CIIOXXCHOCTH HY)KHO MOKa3aTesb MCTHHCKOT YMETHHYKOT KBa-
nurtera. Ha ciiuan Ha4YMH Ha KOjH JIAKyHE TEKCTa YBEK OCTajy,
U MICKCIIUPOBCKH JIUTEPAPHH KOHTEKCT MPOXKHUMa CBAKy ajar-
TalMjy, CBakKd MeAHj, 0e3 003Mpa Ha HEroBy CIElH(UYHOCT.
Tako ce ¥ BPEAHOCT IOjESANHUX aanTtaifdja MepH yMEIIHOIIhy
ca KOjOM je HCIOIITOBAaHO OOraTCTBO MCTOPH]CKHX KOHTEKCTa,
JIOK C€ BPEJHOCT JIPYTUX IpolLekhYje MpeMa BEeIITHHH U ymehy
TpaHCIO3UIIHje.
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TO BE OR NOT TO BE —
SHAKESPEARE AND VIDEO GAMES

Abstract

The paper analyses video games in the context of new media and
considers their artistic potential from the perspective of Game Studies.
Using To Be or Not to Be, an adaptation of Shakespeare’s Hamlet
as an example, the paper presents a theoretical examination of the
game’s structural, textual and narrative features and ludic elements,
so as to elucidate the principles of adaptation and transformation of
a literary text into a new digital form, as well as the advantages and
the disadvantages of such processes. Trust in the narrative, along with
adequate game mechanics and the player’s perception have proven to
be crucial for accomplishing intention of the game. At the same time,
the analysis serves as a basis for interpretive framework that would lead
to affirming the aesthetic potential of video games and thus give rise to
uncovering the artistic potential of other algorithmic structures.

Key words: Shakespeare, Hamlet, video games, game studies,
narratology, ludology
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