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ARTPOROROY
CUHTETUYKOM CBETY

Caxerak: Viazax' y Ha uzened cacéum HOB0 No/be UCMPAXCUSARLA,
KAKGO je UCMpadicuearbe CUHMEMUuKUx Ceemosd,” nocmaend npeo
anmponono2a MemoooiouiKe u3a306e Koju cy Ha Npeu noied jeou-
cmeenu. peKiio bu ce 0a HOBU Medu], Koju Oedhunuuie HO8U NPOCMOp U
omoeyhyje obnuxosarbe HOBUX KyImMypa, 3axmesa u HO8e MemoOoLoUKe
aname 3a NPUKYNbAILE NOOAMAKd, 0OHOCHO 3a mepeHcku paod. Mely-
MUM, NAdNC/HLUBUJE NOCMAMPAIbe YCI068A KPemarsd CUHMEMUYKUM Cee-
mosuma nokazyje 0a ce my ucmpanicuéay Cyouasd ca NOMnyHo ucmum
MEMOOONOUKUM NPOOILEMUMA KAO Y OULO KOM KAACUYHOM UCTPAICU-
6ary nojeounayne, cneyuguune Kyaimype, omeapajyhu 4ax numarba
sanuonocmu muo2ux panujux PJP ucmpasxcuearwa. Ananuza, kao u
docaoawirba npaxca, nokazyjy 0a je u 0ase y HOmMnyHoCmu HA CHA3U
OCHOGHU NOCMYLAM MEPEHCKO2 eMHOSPAPCKOS UCMPAdNCUBArbd, Koje
je Manunoscku oegunucao jouwr 1922. co0une: nocmamparse ca yue-
cmeosarbem, ¢ muM uimo je noCmalio jacHo 0d_je ynpaso yuecmeosarse
KABYUHO 30 pasymMesare oHo2a wmo ce y ceemy oocaha, demas Koju

1 Tekct je pesynarar pajaa Ha mpojekty op. 177026, KyimypHo naciehe u uoen-
mumem, koju ¢puHaHCHpa MHHCTapcTBO Mpocsete  Hayke PC. Caommreme
Ha OCHOBY KOTa je HaIlHCaH H3JI0XKEHO je Ha cKyIty Cmyduje kyimype: Iaco-
6u ca mapeure. GaxynTer NoMUTHYKUX Hayka. beorpan, 7-8. jyn 2014.

2 Ilo nepununmju Ensapna Kacrponose (Castronova, E. (2005) Synthetics
Worlds. The Business and Culture of Online Games. Chicago and London:
The University of Chicago Press).

3 VY eHIIeCKOM je3UKy Koju je lingua franca 3a uajBehn Opoj BEIHKHX CHH-
TETUYKHX CBETOBA (M3 HUX HCKJbYUyjeM HIpe/cBeTOBe Koje/u cy pahene/n
UCKJbYYUBO 338 KMHECKO TPXKHINTE, jep BHX HCTPAKMBay KOjU HE BJajia MaH-
JTAPUHCKUAM KMHECKHM HeMa HauyMHa Ja MPaTH/UCTPaXKyje) ,,pealHun’ CBET ce
o3navana ca PJI (Real Life), Te he y caomuTemby 3a 03Ha4aBame CBAPHOT CBE-
Ta 6uTH KOpUIIheH 0Baj AKPOHUM.
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Jje y mHozum, npe ceeza, domahum emHocpaQcKumM UCmMparcusaruma
00C1e0HO 3aHeMapUBaHn.

Kmyune peun: anmpononoeuja, mepencko ucmpasicusare, CuHme-
Mu4KU c8emosu

Vnazak y cacBUM HOBO I10Jb€ MCTPaKUBamba, KakBo je (0ap Ha
IIPBYU TIOTJIE]) UCTPAKMBABE CHHTETHYKHX CBETOBA, IIOCTABIbA
IIpe]] aHTPOIIOJIOTa METOIOJIONIKE H3a30BE KOjH Cy (OIET Ha MPBU
TIOIVIE/T) JeIMHCTBEHU: PEKJIO OM ce Ja HOBH MeJHj, Koju nedu-
HUILIE HOBU IIPOCTOp U oMoryhyje o0iaMKkoBambe HOBUX KYITYDa,
3axTeBa U HOBE METO/IOJIOIIKE ajlaTe 3a IMPUKYIJbabe M0/1aTaKa,
OZIHOCHO 3a TepeHCKHU paj. MelhyTum, naxspuBHje NOCMaTpambe
ycJI0Ba KpeTama CHHTETHYKUM CBETOBHMMA ITOKa3yje Jia Ce Ty Hc-
Tpa)kMBay Cyo4aBa ca MOTITYHO HCTHM METOIOJIOMIKAM IIpodIIe-
MHUMa Kao y Oui0 Kom ,,KIACHYHOM” UCTPAXHMBakY I0jeNHaY-
He, crienuduUHe KyaType, oTBapajyhu yak nmurama BaluaHOCTH
MHorux panujux RL ucrpaxupama.

Csemosu kako ux oepunucamu

3a moyeTak MUTabe: LITa Cy YONIITE CHHTETHYKH/BUPTYCIHH
cBeToBHU? CBe caBpeMeHe e(hMHHUIN]jE BUPTYESITHIX CBETOBA I10-
3MBajy C€ Ha aKTYeJHO JUTHTAIHO MPEKHO OKPYXKEHe, Y KoMe
Jbymu 6opase 1 MeljycoOHO KOMyHHUIIMpajy u/umu capaljyjy.* Ha
IpUMep:

,,BUPTYyaJHN CBETOBH Cy TpajHa OHJIAjH KOMIIjyTep-
CKH I'€HEepHCaHa OKPYXebha y KOjUMa JbYAHd MOTY
MelycobHo ma nenajy, 6e3 003upa 1a i ce urpajy
WIH pajie, Ha HAYWH KOjH j€ YIOPEIHNB Ca CTBAPHUM

cBETOM ™.,

Nmn:

,»CHHTETUYKHY FITH BUPTYEITHU CBETOBH |[...] Cy Tpaj-
Hu online 3D prostori koji komupajy ommuke cTBap-
HOT cBeTa. OHHU TperoBapajy o mHuMa, Kopuctehu
BUPTYEIIHO TEJIO KA0 KapakTep M3 BUACO HIpe.
MHoro Xxuspaga Jbynd MOKe OUTH Yy CBETY Y HCTO
BpeMe, YnHehn OKPYXEerme Yy COILHjaTHOM CMHUCITY

BEOMa CIIMYHHUM CTBAPHOM MecTy ™.

4 Osne naBomuM caMo TpH AeduHHIHje, jep 61 HaBoheme Beher Opoja nedu-
HHIMja 00MMOM BHIIECTPYKO HPEMALINIO HPETIOCTABBEHH OOMM TEKCTa.

5 Bainbridge W. S. (2010) Introduction, in: Online Worlds: Convergence of the
Real and the Virtual, ed. Bainbridge, W. S. 1-6. London, Dordrecht, Heidel-
berg, New York: Springer, p.1.

6 Castronova, E., Cummings, J. J., Emigh, M., Fatten, N., Ross, T., Ryan, W.
(2007) What is a Synthetic World?, in: von Borries, F., Walz, S. P., Bottger,
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Wnu:

,»BUPTyaJHU CBETOBU — JIEJb€HH TIpaUyuKH Ipo-
ctop Ha VHTepHeTy — cy y30yasbuB HOBH Meauj 21.
Beka. OHU Cy pe3y/Tar IPUPOIHE CBOIYIIN)C TUTH-
TAJIHUX TEXHOJIOTHja Koje neduuuny 21. Bek, kao
HITO Ccy Teae(oH, paaro, UM U TEICBU3Hja Jic-
¢unncane 20. Bexk. BupryanHu cBeToBH cTBapajy
pactyhu mpocTop 3a 3ajeJHUUKY UTpy, yuere, paj
U TProBUHY [...]. OpUTrHHAIHO HACTalIM Kao TeK-
CTyaJIHe Wrpe, BUPTYEIHH CBETOBU Cy JIaHAC TPO-
nuMeH3noHai Hu (3D) couujanHu CBETOBH ca KOM-
IUIEKCHUM M IIapeHuM TpadUuKuM HHTEpQEejcoM,
KOjU JIOMYIITAjy MHTEPAKIHM]y ca APYTUM JbyIuma

U CTBapUMa, y3 TPEHYTHY MOBpaTHy Be3y”.

IenepanHo mienano, Moxe ce pehin ja mocroje JBa OCHOBHA
THIIa OBUX CBETOBA®:

»  cBerou urapa (MMOG i MMORPGY’, ko-
ju ce 3acHUBajy Ha OeckoHauHUM (open-end)
HapaTUBHMa, BPJIO 4ecTO (paHTa3HMjCKUM WIIU
Hay4YHO-(DaHTACTUYHUM, YIJIABHOM CYy JIMHE-
apHU U [OJpa3yMeBajy HallpeloBame KPo3 ce-
pHjy Mallix 3ajaTaka 3aCHOBaHMX Ha moodean/
u3ryOM JMCTHHKIMjU, MAaKO WIpadd yHyTap
BUX MOTY Jia Ce TOHallajy W HE3aBUCHO O]
OCHOBHOT' TOKa IIpUYe, y CKJIaJLy Ca COICTBE-
HO JieUHUCaHNM IMJbeBUMA (J1a c€ TPUMapHO
0aBe HCTpaKMBaWkUMa CBeTa, yHarpehruBameM
CBOjUX npodecHja, TPTOBUHOM H CIIMYHO) U

e wmeracseroBu (MMOW)!, koju Hemajy 3arp-
TaHy NpUYy, 3aCHUBAjy C€ Ha CHUMYyJalujama
,»CTBapHOT CBETa”, a UIPa4YM Cy y HBHUMa CIIO-
0omHU 1a caMu Ae(DUHUINY CBOje IIMJbEBE, Ha-
KO M OHU HMajy OIluje 3a yHarpelhupame 3Ha-
Hha U BEUITUHA, Ka0 U yrpaljeHe MHUHU-UTPE.

M. (eds), Space Time Play: computer games, architecture and urbanism : the
next level, p. 174-177. Basel: Birkhauser, p. 174

7 O’Connell, J. and Groom D. (2010) Virtual worlds, Camberwell: ACER
Press, p. 1

8 Pearce, C. and Artemesia (2009) Communities of Play: Emergent Cultures in
Multiplayer Games and Virtual Worlds. Cambridge: The MIT Press, p. 27

9 Axkpounumu ox Massively Multiplayer Online Games i Massively Multiplayer
Online Role Play Games.

10 Axponum ox Massively Multiplayer Online Worlds.

106



JTBUTBAHA TABPUJTOBUHR

O0e oBe kareropuje cBeToBa ce, MeljyTum, Hallaze y HCTOM,
,,cajoep” mpocTopy,!! 3a Koju ce — Kao IITO CE U U3 HABEACHUX
neduHUIMja BUIU — Bepyje J1a je OTIYHO HOBa KaTeropuja mpo-
cropa. Ho, bpyc Crepnunr (Bruce Sterling) ncripaBHo onaxa ja
j€ Taj MpOoCTOp HACTAO joll y TPEHYTKY Kajaa je benm uamucino
tenedoH, jep:

,,TEPUTOpHja O KOjOj CE€ TOBOPH, CICKTPOHCKA Ipa-
HuIla, ctapa Beh oko cTo TpuaeceT roguna. Cajoep-
MPOCTOP je “MecTo’ TIIe ce O/iBHja TeIe(OHCKA KOH-
Bepsanuja. He y BareM KOHKPETHOM Tene(oHy,
MIIACTHYHO] CIIPaBHU Ha BaieM ctoy. He y Tenedo-
Hy Jpyre ocobe, y HeKoM apyrom rpaay. Ha mecty
nzmehu tenepona. Ha HenedumHnmcanom mecty
TaMo HaroJby, I7JIC CE Bac JBOj¢, JBa Jbyacka Ouha,

ctBapHo cpehere u komyHurmpare”.'?

Benosa wuzeja je, 3ampaBo, Oniia 1a Ta KOMyHHUKaIja MOXE Ja
00yxBaTH BHIIIE OJ [BOjE JbYIH, OJHOCHO Ja MOXE Jla OCTBa-
pH collMjaHa yMpekaBama Koja Cy MOCTUTHYTa TEK H3Tpaj-
BOM Cajoep-mpocTopa 0a3upaHOr Ha CABPEMEHUM JIUTHUTATHIM
MPEXKHUM TEXHOJIOTHjama.

C npyre crpane, kako kaxe [lopy Mapkyc (George Marcus),"
nosuBajyhu ce Ha OpojHa aHTPOIOJIONIKA MCTPAKHBamba Ila-
MaHH3Ma, PUTYaTHHX CHCTEMa, BPEMEHA CHA ayCTPATHjCKUX
AOOpHIIMHA WM MeJIaHEeKAHCKOT CXBaTama 0orarcrea, aHTpO-
MOJIO3H CY C€ Ol CaMOI' HAaCTaHKa JIMCIUIUINHE OaBUIIN BUPTY-
€JIHMM CBETOBHMMa (JIaKJie: CBETOBHMA KOjJHM HE MOCTOje y palu-
OHAJIMCTUYKK CcxBalieHO] MaTepHujaiHO] PEaTHOCTH), OJHOCHO
nocMmarpajiu €y U OornucuBajIv ,,UHTUMHY, CBAKOAHCBHO KUBJHC-
HY JbYJICKY PCAJHOCT MOBE3aHy ca MapajelHiM U HEBHIJbUBHM
cBeroBuMa Ouha M JyXxoBa, KOjU OJpakaBajy M Ipare CBE IITO
ce JielaBa y CBaKOJHEBHOM KMBOTY”'* 1 11a je ympaBo 300T Tora
3aHUMJBHBO MPATUTH KAKO CE€ Ta KIIACHYHA HCTPAXKHUBamba JaHac

11 Cyberspace — npum. Jb. I'. Tepmun ce npsu myT nojasibyje 1982. rogune
Kao Je(DUMHUIMjA JTUTUTATHOT-KA0-CIICHU(UIHOT/JSIMHCTBEHOT TIPOCTOpa y
T'ubconoBoj kparkoj npuun Burning Chrome, mto je kacuuje (1984) nerab-
HO pa3BUjEHO y HEroBoM poMany Neuromancer.

12 Sterling, B. (2008/1992) Hacker Crackdown. Law and Disorder on the Elec-
tronic Frontier, The Project Gutenberg [EBook #101], www.gutenberg.org.
Introduction.

13 3aHUMIBUBO je J1a je MPEeAroBOp MPUPYYHHUKY Mucao Mapkyc, aHTpOIOIor
koju je, 3ajenHo ca Kmudopnom (Clifford), ypenwno Writing Culture: The
Poetics and Politics of Ethnography, 300pHHK KOjU jeé TOKPEHYO IPOMEHY
HapajurmMe y JUCIHIUIHHA.

14 Marcus, G. (2012) Foreword, in: Ethnography and virtual worlds: a handbo-
ok of method, Boellstorft, T., Nardi, B., Pearce, C. and Taylor, T. L. Princeton,
Woodstock: Princeton University Press, p. XV
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TpaHC(HOPMHUIITY y UCTPAKHBAHE OBUX, HOBUX JTUTHTAIHUX HEO-
MUIIJBUBUX CBETOBA.

VY BpeMme Kajia Cy CaBpEeMEHU BUPTYCITHH CBETOBH MOYCITH J1a Ha-
CTajy, JIaKJie y BpeMe HaIlIor pa3Boja pauyHapCTBa U MPEXKHOT
roBe3nBama, 90ux roguna 20. Beka, yCroCTaBbEHO j€ U IVICAH-
LITE /1a CYy HOBH MEIHUJU 3aMEHUJIN MaTCpPHjaJIHO HeMaTepHjali-
HHM, OJTHOCHO aToMe OUTOBHMA U MaTE€PHjy YMOM:

,»(0)Ba JIMHMja pa3MUIILJbarba KapaKTCPUCTUYIHA j€
3a OHO IITO C€ MOXKE Ha3BaTH JIUTUTATHAM MHCTH-
[IM3MOM, MOCEOHY I'paHy TEXHOIOIIKOT ICTEePMH-
HH3Ma y KOME C€ JUTUTATHOCT U COPTBEp cMarpa-
jy OHTOJIONIKHM HEMATEPHUjalHUM JCTCPMHUHAHTAMA
HOBUX Menuja. HoBu Menunju 1 iHX0BH ehexTH ce
CTOra BHJC Kao ‘Xumep-’, ‘BUPTyaJHH u ‘cajoep’
— [ITO 3HAYH BaH MO3HATE MATEPHjaTHOCTH, Kao J1a
MOCTOje HE3aBHCHO 071 yOOMUajeH!u MaTepujalHIX
OrpaHHYCHA U JCTCPMHHAHTH Kao0 IITO Cy MaTe-
pHjajHa Tena, MoJuTHKA U eKkoHomuja. Mako je oBa
BPCTa MUCKypCa KPUTHKOBAHA OJ CaMOr MOYETKa
Kao crenuduuHa uaeonoruja,’”’ ona je umaxk owna
HCTpPajHA U FbCHH TPATOBH CE€ U J1aJhe MOTY OTKPHUTH

y cajlalibuM aKaJeMCKAM JUCKypcuma’. o

Ha Tpary Tor auckypca, CHHTETUYKH/BUPTYEIHN CBETOBH CE U
JlaHac Hajuenrhe cMaTpajy HE4uM IITO Ce IUjaMeTpalIHO Pasin-
Kyje on RL uckycTBa, Heunm mto Huje ,,ctBapuo” y PJI cmuciy,
aJIM HUKO — OCHUM ITOHCKa/ CKCIVIMIITUTHO, a qemhe HUMIUIMIIUTHO
AHTPOIIOJIOra — He MOBNIAYHU Mapaieily u3Mely mHuX u BUpTYyen-
HHUX CBETOBa MPEIMOJCPHUX HApOa, Mpe CBera 300T HHXOBE
TEXHOJIOIIKE 3aCHOBAHOCTH.

W3 ykpiiTama OBHX AUCKypCa CIICN U YHbCHUIA JIa je TIIac aH-
TPOIIOJIOra KOju ce 0aBU UCIUTHBAKbUMa CBETOBA KOJU MOCTOjE
caMo y JIpyradmjoj KaTeropuju peasHOCTH U KOjU Cy U3MHIILIbe-
Hi,'? Gap y HAIIO] aKaJeMCKO] 3ajeHHUIIH, U JaJbe ITac ca Map-
T'MHE, jep Cy CBETOBU KOjH HE MPHIIA/Iajy OHOME IITO MOJECPHO

15 Ayrtopu naBozme mpumep kpurtuke y The Californian Ideology (Barbrook
R. and Cameron A. (1995) The Californian Ideolog. August. 14. 12. 2014.
http://www.alamut.com/subj/ideologies/pessimism/califldeo_I.html).

16 Van den Boomen, M., Lammes, S., Lehmann, A. S., Raessens, J., Tobias
Schifer, M. (2009) Introduction: From the virtual to matters of fact and con-
cern, in: van den Boomen, M., Lammes S., Lehmann A. S., Raessens J., and
Tobias Schifer, M. (eds), Digital Material. Tracing New Media in Everyday
Life and Technology, pp. 7-17, Amsterdam: Amsterdam University Press,
p. 8.

17 Ouu cy 3ampaBo BEOM CIMYHH MPOCTOpUMA O KojuMa TOJIKHH roBOpHU jomt
1947. rogune, nebunuyhn BUIHHCKE MpUYe, 3a KOje OH TBPAM 12 HU-
Cy TpU4e 0 BHJIaMa, HErO MpUYE O MPOCTOPY y KOME OHE (MOry Ja) MoCTo-
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no00a mperno3Haje Kao CTBapHO, CaMU 10 CeOH U J1aJbe Y BEJIMKO]
MEpH JMCKPEIUTOBAHH — Ha TPary YBEpewa Koje je Ha CHa3| O]
[IpocBeTUTEIHCTBA 10 AaHAC (AK€ TOKOM YUTABOT MOJICPHOT
no0a) — 1a Cy cBe IpHuYe 0 Yapoidjama (a H3MUIILIBAE j¢, TAKO-
he, yaposnuja) moBe3aHe ca KOTHUTHBHOM MEPCICKTUBOM Tpyma
KOj€ Cy 3amajiHe eIUTe TPAAUIMOHAIHO neduHIcane kao nape-
pHOpHE: ,,IPUMHTHBHUX’, )KEHAa, JIelle U HIKUX Kiaca.'® Pamu-
OHAJIHU OJIPACIH MOIIH Cy MOBPEMEHO [1a MCKOpaue y 4apod-
HE CBETOBE JIOK Bexk0ajy MMardHaiujy, ajid j¢ 3a/U3MHIIIbabe
ocrtajajo moapeljeHo pasymy, Jak je BU)CHO Kao MOTCHIIUjaJIHO
oracaH MOJCTPEKay YeKiC 3a JAPYradrjoM CTBApHOIINY, IITO je
CYIIPOTHO YBPEXKEHOM CXBaTamy ,,HOPMAaJHE OAPACIOCTH”, 3a
KOjy Ou ce Tpebasio mpuiarouTH rnocrojehoj creapHocTH 6e3
ocCTaTKa M, HapaBHO, 63 MPEHCIUTHRA®BA. ¥

Haxo je, 300r yKOpEHEHOCTH PalMOHAIMCTHYKOT AHCKYpCa,
aKaJIeMCKO 0aBJbEHC HM3MHUIIJBEHUM CBETOBHMa BEOMa Jyro
OWJI0 HENPENOPYWHHUBO (KaKO ce ,,030M/baH’” MCTPAKUBAY MO-
ke 0aBHTH HEYMM IITO je y TOTIYHOCTH ,,He030MIbHO?), 3a-
XBaJbyjyh¥u TOME HITO Cy MEIWjU U TOIyJIapHa KyJITypa TOKOM
NOCIIEABUX JICIEHH]ja MOCTAN JISTHTHMHA 110Jba HCTPAKUBAIbHA,
U3MUIIJBECHHU CBETOBU 00JIMKOBaHM y (uiiMoBuma, TB cepujama
Y, HAPOUYUTO, JINTEPATYPH, NOCTAIU Cy U JETUTUMHA TE€Ma aH-
TPOIIOJIOIIKOT UCTPaKMBamba, Mpe cBera jep je cxBahieHo, kako
cam Ha Jpyrom mecty Beh pexina® na je:

*  T3B. CTBapHHU CBET TaKolje y BEIIMKO] MEPH H3-
MUIIJBEH, OTHOCHO — CBaKa ra KyJaTypa 1 CBaku
NOojeIMHal] YHyTap Be BUAW Ha crenuduyan

je Tonxum, II. P. P. (2002) O BmimHCcKoj npuun, npeBon Hesena IlajoBuh
ctp. 11-96, Beorpan: Esotheria.

18 Saler, M. (2012) A4s If: Modern Enchantment and the Literary Prehistory of
Virtual Reality, New York: Oxford University Press, p. 9.

19 To ce pa3Buja 4ak JOTJIE Ja C€ ,,HEIPUMEPEHH HHTEpeC 3a (PaHTACTHKY, CMa-
Tpa 3aBUCHOIINY: ,,HAKOH IITO KOH3yMHpare jeiHy erncky (anrasujy, ouhe
TEIIKO J]a cTaHeTe. Bujenu cMo Jbyze ca MPUCTOjHUM MOCIOBUMA H HOpMa-
JIMHUM, 3][paBUM Be3ama, Kako ce kpefy on 3majesux jaxaua Ilepna xa Ha-
craBky Touka epemena. Onatie cieny Kparka, Kiin3aBa Hu30pauua ka War-
hammer-y 40,000, v IOTIYHO COLMjaIHO MCKJbYUHBAKE Ca 3HAKEM IITA j&
‘chaotic goblin’” (Anonim 04. 11.2011. Game of Thrones is ‘fantasy gateway
drug’. The Daily Mash. 14. 12. 2014. http://www.thedailymash.co.uk/news/
society/game-of-thrones-is-%27fantasy-gateway-drug%27-201111044505/).
JleruTUMHUTET OBAaKBHM H3jaBaMa, ako €€ CMaTpa Jia HOBUHAPCKO/YPEAHUYKO
yBEpEHE HUje JOBOJBHO, JIaje Ce MMO03MBAkEM Ha OBAKBE M CIIMYHE U3jaBe He-
nocrojehux npodecopckux ayropurera (Henry Brubaker, Institute for Studi-
€s, KOjU ce OBJIE IIUTHPA, j€ JIMYHOCT O KOjOj HeMa HUKAKBHUX M0JaTaKa, OCUM
HAjpa3JINuUTHjUX HABOJHUX M3jaBa y LITAMIIH).

20 I'aBpuoBuh, Jb. (2011) Ceu nawwu ceemosu. O ammpononoeuju, Hayu-
noj panmacmuyu u panmaszuju, beorpan: Etnorpadeku unctutyr CAHY,
crp. 6-7.
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Ha4YMH M CBOJUM BHDEHEM I'd CTAJIHO IMOHOBO
00NMKyje (= U3MHIIBA), U Ja CC U3MHUIILIBAE
»3MHUIIJbEHNX* CBETOBa 0a3upa Ha meplier-
jama CTBapHOCTH (M MPUPOJE U APYIITBA),
TE 3alpaBo HE TOBOPH TOJIMKO O CBETOBUMA KO-
ju Hucy (OHMMa KOje CMO U JICKJIapaTHBHO M3-
MUCJIHJIIN), HETO O OHOM KOjH jecne (OHOM Kora
CBaKOIHEBHO MMOHOBO M3MHIILBAMO).

VY ciydajy AMTHTATHUX BUPTYCIHUX CBETOBA CE OBU MOYCTHHU
YCIIOBU TPOIIUPYjy: €a CAlIaCHOCTH ayTopa (MHCHa, PexHce-
pa) U myOJIUKe OKO ,,CTBAPHOCTH WM Oap yBEPJBUBOCTH pa3-
JIMYUTHX U3MHUIIJBCHUX CBETOBA, KOja je y Ciy4ajy JuTeparype/
¢duama/TB cepuje/cTpuna yBek onHoc u3Mely nojeanHana,”! Ha
,,KOJIEKTUBHY Kpearujy BepoBama”.”? OHM Cy MPOCTOPHHU, KOH-
TUHYHPaHU, UCTPAKUBH, TPAjHH, HACTAIUBH, HACEJHCHH, Ca
TPajHO OTEIOBJLCHUM HICHTHUTCTUMA, Oa3upaHy Ha IOCICTHOM
YUECTBOBaY U MMajy ,,KBanuTeT cBeta” (ocehaj koxepeHTHO-
CTH, KOMIUIETHOCTH U KOH3HCTCHIIH]E Yy OKPYKEHY, ECTETHIIU 1
NpaBUIINMA KOja BIa/1ajy).”> BupTyenuu cBeToBM Cy, 110 1euHH-
LIUjH, COIMjaJTHE KOHCTPYKIIM]€ U OCHOB 332 HACTAHAK HOBUX TH-
T10Ba 33je/THHIIA, KOj€ CY — MaKO CBETOBU MOT'Y OUTH BUPTYEITHH —
peajiHe UCTO KOJIMKO U OWITO KOje HacTajie y CTBapHOM CBETy.>*

HUcempaorcusarea

Maxko BHPTYEJIHU CBETOBH jOLI YBEK HHCY Y HOTIIYHOCTH CTECKIH
JIETUTUMHTET CTAPHUjUX ,,A3MHUILJBEHNX CBETOBa (HH CBETOBA
NPeIMOJCPHUX HApola, HUTH OHUX KOJU Cy HACTAJIH Yy OKBUDY
MoTTyJIapHe KYNIType Y MOJASPHOM H00Yy), TOKOM IOCTEIbe JIe-
LIEHH]je Cy UCTpakuBama (BUX/y BbUMa) TIOCTala jeTHO Off Haja-
TPAKTUBHHUjHX I10Jba HHTEPECOBabA 3a CIICUjaIUCTEe Pa3IndH-
THX npodmina. OHa BUILlE HUCY YaK HU HOBA — MHOHUPCKH TEK-
CTOBH O HCKYCTBHUMA y HOBOOTKPHUBEHHUM ITPOCTOPUMA MOjaBUIIN
Cy Ce y TOTOBO MCTO BpeMe Kaja U CaMy IPOCTOPH U CTapHu Cy
TOTOBO JIBE JICTICHH]E.

Hocanamima UCTpaXuBamba pesyiTupana ¢y HU30M (Ipe cBe-
ra) kmura,” meljy KojuMa Cy MHOT€ TPBOOWTHO THCAaHE Kao

21 Maxo cy 1 OHM NIPOIIUPHUBAHY Y OKBHPY fan-fiction NpoxyKiHje, y KOjoj yde-
CTBYje MHOTO LLIUPHU KPYT JbYIH H KOja eilyje Ha CTAIHO NPOLIMPHBAILE CBE-
Ta 'y kome dynkupnonnme (yn: Gavrilovi¢, Lj. (2012) Fan-fiction i kolektivna
kreativnost, Trec¢i program 154, Beograd: Radio Beograd, str. 199-209).

22 Pierce C. Has. zieno, crp. 17.

23 Ucro, ctp. 18-20.

24 Ucro, ctp. 17.

25 3a pa3nuKy o1 AyrorofMilie cTparernje MuHucraperTsa Hayke PemyOmuke
Cpbuje (cama mena MUHHCTapCTBa MPOCBETE) Y CBETY j€ jaCHO Ja ce OHIo
KaKBa 030MJbHA aHTPOIIOJIOTHja HE MOXE CBECTH Ha YJIaHAK Yy YacoIUCY, jep
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JIOKTOPCKE JMCepTalldje, y KojuMa ce paclpaBibajy Hajpa3indu-
THjH ACMEKTH HOBOHACTAINX/HOBOOTKPHBEHUX KyITypa — Tpe
CBera WICHTUTETCKE MOJMUTHKE M OAHOC MpeMa TelIy Kao Hajy-
Na/UbMBHjE M HAjaTPaKTHBHHjC TeMe,”® ali M HHU3 IPYTUX IH-
Tama yoOWUYajeHHX W OIAaBHO MPUCYTHHX y AHTPOIMOJIOIIKHM
HCTPaXUBAHHMA.

[MutamuMa OBUX CBETOBA OABUITH CY C€ BPIJIO HCIPITHO M TICHXO-
JIO31, COLMOJIO3H U, HAPOUUTO, CKOHOMHCTH — jep j€ HbUXOB €KO-
HOMCKH aCTeKT (Kako YHyTap came Hrpe, Tako U IHXOB e(ekar
Ha CBET BaH Urpe) BPJIO OP30 MOCTa0 BeoMa yousbuB.”’

JenHo o HajBAKHMjUX U3/Iathba U3 OBE O0JACTH je MPUPYUHUK
3a METOJl €THOTPa()CKOT UCTPAKHBAha Y BUPTYEIHUM CBETOBH-
Ma,?® KOju CBUM HE-aHTPOIMOIO3MMa, HEBUYHUM ETHOTPA(CKUM
UCTpaXXMBabUMa, MOXe Ja Oyle CONuAaH YBOJ 3a JTU3ajHUpa-
e HCTPAKHMBAa U MPUKYTUbAHE M aHAIN3Y MojaTaka, jep 3a
cajia u3riie/a a je eTHorpad)cku METo jeAMHU MOryhu HaYuH
[IPUKYIJbamka MOJAaTakKa O JbyAuMa U KyJITypama U3 BUPTYEIHUX
cBeToBa. McTpakuBayka mpakca je rmokasasa ja je ¥ Aajbe y moT-
MYHOCTH HAa CHa3W OCHOBHH TOCTYJIAT TEPEHCKOT eTHOrpadcKor
UCTpaXKuBama, Koje je Manunoscku (Malinowski) nedunucao
jour masre 1922, ronuue: mocMmarpame ca yuectBoBamem.”’ Ho,
y OBOM CIIy4ajy je MOCTaj0 jaCHO [la CC TOKOM HCTpaKHBarba

OrpaHUYECH-E IPOCTOpa OHeMOryhaBa H3HOIICHE i HHTEPIIPETALH]y OUIIO Ka-
KkBe obumHHUje rpabe.

26 U1 ucroBpeMeHo TeMe Koje ¢y Beh Bulle 011 iBe JelieHrje NOCeOHO aTpaKTHB-
He y okBupuMa RL anTpomnonoryje.

27 Cnoxwuina OUX ce ca KOHCTATalMjoM Jia Cy C€ EKOHOMHUCTH yIIABHOM OaBH-
JI1 TOKOBHMA HOBIA ¥ CKOHOMCKHMM-Ka0-(DMHAHCHjCKHM OZHOCHMA yHyTap
urapa u uzmely urapa u RL (Bainbridge, W. S. (2010) The Warcrafi Civiliza-
tion. Social Science in a Virtual World, Cambridge, London: The MIT Press,
p. 144-167), 10K Cy NOTIYHO 3aHEMapUBaJIM OJHOCE pa3MEHE U y3ajaMHe
nomohu, koju cy yoOuuajeHu, HapouuTo y Ae(hUHUCAHUM IpyIama, Kao IITO
cy (Ounm) yoOuuajeHu y CBUM MPEAMOJICPHHUM 3ajeHunama. Mnak, ta uc-
TpakKHBamba Cy BeOMa 3HauajHa KaKo 3a pa3yMeBarbEC [IOHAIIAKA HIPada, TAKO
1 32 pa3iIMYKTe eKCTparoiamyje (He caMo) eKoHOMCKe OynyhHOCTH 3amaaHor
cBera (vidi: Castronova, E. (2007) Exodus to the Virtual World: How Online
Fun Is Changing Reality, Palgrave Macmillan).

28 Boellstorff, T., Nardi B., Pearce C. and Taylor T.L. (2012) Ethnography and
virtual worlds: a handbook of method, Princeton, Woodstock: Princeton
University Press.

29 Ilocmarpame 6e3 yuecTBOBama je, y OBOM CIydajy, Kao U 'y BehHHH Ipyrux,
TOTITyHO OECMHCIICHO: MOCMATpame Mrpada Koju, MCKJbYYEH M3 OKOIIHMHE,
npaBH (3a rocMarpayda) GecMHCIIEHe MOKPETEe Ha TacTaTypH, 3aryie/iaH y CBe-
TJIO MOHUTOPA, HE TOBOPH HUILTA HU O UTPH: KAPAKTEPUCTUKAMA, 3aXTEBHMA,
JIU3ajHY, M/bEBUMA, HUTH O UIPady: HErOBOM JI0XKUBIbAjY, aHTKMaHy, Ha-
crojamuMa utA. To, HapaBHO, OTBapa MUTaHE KOJIMKO MU, 3alPaBo, pasyme-
MO M CBE Apyre BpPCTE MojaTaka MPUKYIUBCHUX MOCMATPAHmeM: KOJIMKO MX,
U Ha KOjH HAYWH, caoOpakaBaMo Ca CBOjHM 3HAmHMa O CBETY W KYJITYpH,
OJIHOCHO JIa JTH CMO 1 KOJTUKO CIIOCOOHH Jia BUJMMO y KaTeropujama 3Hadera/
MHUIIUBEHA/TIOHAIIAmbA TOCMATPAHUX.
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aKI[eHaT MOpa CTaBUTH YIPaBO HAa Y4YCCTBOBAmEC, jep je OHO
KJBYYHO 32 pa3yMeBambc 30MBamba y HCTPAKUBAHOM CBETY/KYJI-
TYpH/3ajeTHULN — JIeTalb KOjH je y MHOTUM, TIpe cBera gomMahum
€THOrpa)CKMM HCTPKMBaWkUMa, JelleHrjaMa OHO JIOCIEIHO
3aHemapuBaH. JIuuHo yuenihe, TUYHO KpeTambe CHUHTETHUYKUM
CBETOBHMMA IMOKA3aJI0 CE 3alpaBo Ka0 OCHOBHH, YaK jETHHU MO-
ryhu, HauMH HCTPaXKUBaHA TIPOCTOPA TUTHTAIHHUX Hrapa,*’ mro
je y moTImyHOCTH y ckiany ca ['epioBom (Geerz) KOHCTATAIH]OM
Jla je JeZIMHU Pa3Jior Jia Ce aHTPOIoJI03uMa Bepyje yoeheme ,,na
j€ TO IITO OHHU TOBOPE MOCHEAHUIIA TOTA IITO CY OHH, Y CTBapH,
HOPOJAPIN Y IpyTH OONMK KMBOTA (MM, aKO TAaKO BHILE BOJH-
Te, 1a j& OH IMPOJPO Y HHX), TC Ja CY, Ha OBaj WIN OHA] HAYHUH,
UCTUHCKH ‘Ouitr Tamo’ 3!,

VY cnyyajy AMTHTaIHUX Wrapa, ,,0l0 je TaMo™ caMo OHaj KO ce U
caM Urpao, T¢ Cy TaKo CBH MCTPaKUBAYH OUITH HCTOBPEMEHO U
BPJIO 030HMJbHH HTIpayM,* HaKO Ha TOYETKY HCTPAKHUBAKHA YECTO
HHCY UMaJH uiejy aa he To mocraru.™

He camo TO — MPakTHYHO CBH JOCAIAIIBH HCTPAKUBAUH, OU-
I OHH aHTPOTONIO3U WM HE, YCBOJUIIH CYy MYITUILTHIIHPAHC
cBoje ucrpaxkupauke jJuyHoctu: bonn Hapau (Bonnie Nardi)
j€ KIHry Ha3Balia ayToouorpadujomM cBor juka y ceery MMO-
RP wurpe War of Warcraft** (My Life as a Night Elf Priest),
Cumuja [Tupc (Celia Pearce) je kmury o uzdermuiama u3 Ypy

30 Castronova, E. and Taylor, T. L. (2006) Play Between Worlds. Exploring
Online Game Culture, Cambridge, MA: MIT Press; Corneliussen, H. (ed.)
(2008) Digital Culture, Play, and Identity. A Critical Anthology of World of
Warcraft Research, Cambridge, MA: MIT Press; Bainbridge W. S. The War-
craft Civilization. Social Science in a Virtual World, Isti (ed), Online Worlds:
Convergence of the Real and the Virtual i mnogi drugi.

31 I'epny, K. (2008) ButH Tamo: aHTpONONOrHja ¥ MO30pHMIA IHCAHHA.
Kyanmypa, 6p. 118-119, beorpax: 3aBoj 3a IpoydaBame Ky/ITYpHOT Pa3BHTKa,
crp. 41-57. ctp. 44.

32 Antpononos3u Buagajy! Axko 6u ¢usnyap mokymao jaa ce 0aBu UCTpakuBa-
weM urpajyhu World of Warcraft Tpu roguHe, NpeToCTaBIbeHN OM My PEKIIN
‘He nokymagaj na Hac ¢onupat (...) Tu camo urpaw World of Warcraft’, ann
Kaga To paau etHorpad, punancupa ra National Science Foundation, Intel,
u Hanme kiwury o tome.” (Campbell, H. (2010) An Anthropological Acco-
unt of World of Warcraft. Science 2.0. August 18th. 14.12.2014.http://www.
science20.com/science 20/blog/anthropological account world warcraft).
KomeHTapu dnrarana mokasyjy Aa Hay9HHUIHU U3 IPYTUX, IPE CBEra He-XyMa-
HHUCTHYKUX AUCLUIUINHA HEMajy HUKAKBO Pa3yMEBAambC 38 HCTPAKHUBAEE OBE
BpcTe (MM Cy, MOXKa, CaMo JbyOOMOpHU?).

33 bouu Hapau je y yBoxy cBoje kmure (Nardi, B. A. (2010) My Life as a Night
Elf Priest. An Anthropological Account of World of Warcraft, Ann Arbor: The
University of Michigan Press, p. 4-5) o0jacHuiia kako ce Hamuia y Asepo-
Ty, MAKO je mpe Tora Ouiia yBepeHa Jia je CBaKO UIPambe Ha payyHapy camo
ry0Jbere BpeMeHa.

34 Yobuuajenu akpoHum 3a urpy War of Warcraft je WoW u ou he 6utn xopu-
mheH y JaJjbeM TEeKCTY.
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yYHUBEp3yMa® ToTmrcana ABOCTPYKO — CBOjUM MMCHOM M HMe-
HOM CBOT aBarapa (Artemesia),’® nok je bejuOpui (Bainbridge)
Kibury 0 WoW IMBHIHM3AIMjH®’ MHCAO Ca CTAHOBHINTA CBOjUX
MHOTOOPOjHUX JINKOBA KOjH CY, Y CKJIaay ca u300poM (pakiiu-
je, pace W Kiace ajuy U pa3IMYuTUX UTPAuKuX CTpareruja, uma-
M BEOMa Pa3IMyMTa UCKYCTBa y MPOIECY YIO3HABama CBETA
U KyJAType Koja ce y memy oonukyje. OBa mpakca je u3ByKiia y
MPBY IUJIAH HEJBOCMUCIICHO Y/BOjaBakhe, UM YaK YMHOTOCTPY-
YaBame IMYHOCTH (ja-UCTPAKMBAY U ja-KOja-yueCTBYjeM, IITO —
Ha 00¢ CTpaHe — MOXKe OUTH BUIIIC PA3INIUTHUX ja), KOje 3alPpaBo
MOCTOjA Y CBAKOM AHTPOIOJIONIKOM HCTPAKHBamy, Ma KOJIHKO
ce TO 3aHEeMapUBaJIo Y KaCHHUjeM OOJIHKOBamYy eTHorpaduje.

VYuecTBOBamE je y OBMM CBETOBMMA 3alpaBO MHTEH3HMBHHjE, a
HCTPAKMBAYKO MCKYCTBO 3HATHO OJIM)KE MCKYCTBY MPOCEYHOT
CTaHOBHHUKA CBETa, jep UCTPaKMBa4d Mopa Ja npohe craHxapaas
MpoIeC ofpacTama (U3rpaambe JIMKa) U COIMjau3aluje, Koju
JIaJIeKo MPEeBa3Wiia3u YCIOCTaBJbamhe OJMCKOr OHOCa ca Ipo-
y4aBaHOM KYJTYpOM y CBAaKOM JIpyrOM HCTpa)kuBamy. Jep, ua-
KO C€ U Yy ,,KIIaCHYHUM~ HCTpAKUBakbUMa HHCUCTHPA Ha YUCHY
je3rKa UCIUTHBAHE CPEAMHE U JIyrOM BpeMeHY OOpaBKa y 0],
MOTIYHO YKJIANambe Y KyJITYPY U IeHO pa3yMeBamhe Ha HA4MH Ha
KOJH j€ JIOKMBJbABA]y H-CHU NPUITAIHUIIN, jeTHOCTABHO HHjE MO-
ryh.?® To jour Buine Baku 3a joMahy HCTpakHBaYKy MPaKCy, Koja
nojipa3yMeBa ,,lipoTpUYaBame” KPo3 TEpeH U 0a3upa ce roTOBO
UCKJbYYMBO Ha MHTEPBjyHMa, jep Npe cBera 3axsaspyjyhu ,,Tpa-
JUITUOHATTHOM HEJIOCTATKy HOBIIA 33 TEPEHCKA UCTPAKUBAha —
BpEMeHa HeMa YaK HHU 33 CaMo JISTUMUYHO [TOCMaTparke, a KaMo-
JIM 32 yKIIaname y 3ajeanuily. HoBu uctpakuBadku mpocrop je,
TaKo, 3aXBajbyjyNu HUCKO] IIEHU UCTPAKUBAA,*’ IO TIPBHU YT Y

35 Pierce C. HaB. 1e7o.

36 Jep je ympaBo Taj aBarap akTHBHO yd4eCTBOBAO y JKHUBOTY YDy 3aje[HULE y
JIpyruM cBeToBHMa (Om To cBeToBH urapa wim MMOW kao mro cy There.
com u Second Life).

37 Bainbridge, W. S. The Warcraft Civilization. Social Science in a Virtual
World.

38 O nemoryhHoCTH OCTBapHBama TOr ujaeaina, ceeqoun Beh cam MannHoBCkH
Y CBOM TEPEHCKOM JIHEBHUKY, KOju je 00jaBibeH Tek 1989. rogune (Malinow-
ski, B. and Malinowska, V. (1989) 4 Diary in the Strict Sense of the Term,
Palo Alto: Stanford University Press). Kako mmactuyno xaxe Iepi: “Mur o
KaMEJICOHCKOM TEPEHCKOM Pa/IHUKY, CABPIICHO CaMO-CHHXPOHH30BAHOM Ca
CBOJUM €r30THYHUM OKPYKeHeM, XxoaajyheM uyy emnaruje, Takra, CTpIibe-
a U KOCMOIOJIUTU3MA, PA30PHO j€ YOBEK KOjH j€ MOXK/a HajBHIIE JIOPUHEO
weroBoM ctBapamy”’ (Geerz, C. (1984) From the native’s point of view’. On
the nature of anthropological understanding, in: Culture Theory: Essays on
Mind, Self, and Emotion, Shweder, R. A. and LeVine, R. A. (eds.) p. 123-136.
Cambridge: Cambridge University Press, p. 123).

39 Heuembpa 2014. rogune Wol¥ (6e3 mocnenme ekcrnansuje) komra 14.99 €,
ekcraH3uja (Koja HUje HeOlXOoAHa Y MpBoj (Ga3u HCTpaKHBaba, OJHOCHO TO-
KOM M3rpajme auka) 44.99 €, nox je meceuna npermiara 12.99 €. Jlakie — 1o
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UCTOPH]U TUCIUIUIMHE CTABUO Y MCTH MTOJI0XKA] AaHTPOIIOJIOTE U3
MaJIuX CHpPOMAIIHUX 3eMajba, Y KOjuMa HUKaJa HUje OO0 J10-
BOJHHO HOBIIA 32 030MJbHA TEPCHCKA UCTPaXKKMBama (Kao IITO je
Cpbwuja), ca mUXOBUM Kosierama u3 3emasba [psor (PJI) ceera.

Ilepcnexmuse

HapaBHo, Moxe ce pehr 1a KynType y BUPTYSIHUM CBETOBHMA
HHCY KyJIType Y NMOTIIyHOCTH, OJHOCHO Ja Cy OHEe OOJIMKOoBaHe/
3a/1aTe ayTOPCKUM THUMOM HIpe/cBeTa,* ajam Cy HCTO TaKo H KyIi-
Type koje mpoydaBamo y PJI Beh obnmkoBane (nakie: 3amare cy
OHMMa KOjU Y BbUX yia3e poljemeM, ycelbaBameM, Kao U UCTpa-
JKHUBaWkEeM), alld UX CBAKU IOjeJMHALl YHYTap HUX J0KUBJbABA
Ha CBOj HAYWH M IOHAIIA C€ y CKJIAAy ca WHIMBUIYaHOM HH-
TepIIpeTaIyjoM cBeTa/Kyntype. Ha Bpio ciamyan HaumH urpadn/
KOPHUCHHIIN MTpujIarol)aBajy CBOjUM IMOTpedaMa KpeupaHH CBET y
KoMe OopaBe W IMOHAIIAjy Ce Y BheMy Y CKJIAIY ca CONCTBEHUM
npedepeHnrjama, Koje HICYy 00aBe3HO y CKIay ca BuhemuMa
Kpearopa cBeTa. 3a TO je, BEpOBaTHO, /10 caja HajOOJbH UCTpa-
JKCHU TIpuMep u3dermua u3 Ypy yHHBEp3yMa, KOju OAroBapa
MOTIYHOM Hay4HO-(DaHTaCTHYHOM 3aIUIeTy: HAKOH LITO je HH-
XOB CBET YHHIITEH (UTpa y KOME je TI0CTO0jao je yraiieHa), uce-
WM Cy ce y Apyre BupTyenHe npoctope (There.com, Second
Life) y xojuma cy 00pa30Bajiii €HKJIaBE KOje Cy dyBalie KyITypy
Hecrajor cBera.!!

OBa ucTpaKuBama Cy, yIIPKOC CBEMY IITO je ypal)eHo u gajbe y
MTOBOjY. JeaH o7 IPBHX 3a/1aTaKa jeCTe YCIIOCTaBIbaAbEe pasyMe-
Bama u3Melhy ,,KITacHIHuX’ HCTpaXMBa4a W MCTPaKUBada JIU-
THTAJHUX CBETOBA, OMHOCHO Pa3yMEBamE Jla pasie MCTY BPCTY
mocna. Hajuenmha nneja oHUX Koju ce He OaBe BUPTYCITHUM CBe-
TOBHMA j€ Ja je MoTyhe 1 9aK HeOITX0HO IPUMEHUTH KOMITapa-
THBHU METOJ, KOjUM OH ce ynopehuBaiy HCIUTHBAHH U ,,CTBap-
HU” CBET, HJIN — jOII IpoOIeMaTnIHuje — KojuM Ou ce ymopehu-
BaJIO BUIIE Pa3IMUNTHX BUPTYEIHUX cBeToBa. HapaBHO, nako
KOMIIapaTHUBHU METOJ HUKaKO HHUje NCKJbYUeH, 030MJBHO UCTPaA-
KHMBAHE BUIIIE CBETOBA MPAKTUYHO HHUje Moryhe, ncro xao mro
He Ou Omito Moryhe TepeHCKo HeTpaxuBame y Behem Opojy pas-
TUYUTHX ApymrTaBa/kyarypa y PJI. To 6u on uctpakuBada, ako

Cy HEyHOpEINBO HIDKE IIeHe Of IIeHA OMIIO KOT HCTPaKHBama Apyre BPCTe.
VKonuKo ce urpa Ha HEKOM Off IHPAaTCKHUX cepBepa (IITO JeIUMUIHO Orpa-
HHIYaBa YIO3HABAIbE CBETA/KYNIType, Il MOXKE JAaTH HEKe CaCBHM Jpyraduje
YBHIE U MOXKe OUTH yKIOIJBEHO y JH3ajH MIApPET HCTPaKUBarba), IICHA IPaK-
TUYHO HE MOCTOjU.

40 Y pomany Huna Cruencona (Neal Stephenson, Reamde, 2011) pazpahena je
Hjeja 1a ce Kpeatop Urpe y COICTBEHOj Kpealuju 1ojasibyje (OyKBaiiHO) Kao
6or.

41 Pierce, C. HaB. zielo.
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ce O] mera O4YeKyje Ja JT00po yIO3HA CBOjE HOBO OKPYKCHHC,
KYJITYpY, KOMIUIETHO HOBH/(3a Hhera) HeIlo3HaTH CBET (a O4YeKyje
ce) Hajyemnhie 3aXTeBaI0 MHOTO BHUIIIC BPEMEHA HEro IITO Ta OH
uma. Yocraiom — Tom bencropd (Tom Boellstorff) je mokazao
KaKko Pa3MyulTa MOCAMAllliba MCTPAXKUBAKHA BUPTYCIHHUX CBE-
TOBa KOPECHOH/NPAjy ca ,,KJIacuuHUM” eTHOorpadujama, yKIby-
YMBAJIM OHU KOMITApaTUBHK MeToj win He.*? ToTnyHo je jacHo,
Jla unbeHnIa 1a ManmMHoOBCcKH HUje ynopehusao kyntypy Tpo-
OpujaHuga ca OMJIO KOjOM APYrOM, WJIH Ja Cy KyiType A3zaH-
na, JloroHa u 6e30pojHUX IPYTUX HAPOAA/TPyIra UCIIUTHBAHE Y
CBOjUM COIICTBEHHM OKBHPHMA, HE YMamyje IHXOBY BPETHOCT,
HU y OKBHPY @HTPOIOJIOTH]E Kao JUCLUILIMHE, HUTH y HINPEM
JPYLITBEHOM/KYJITYPHOM KOHTeKCTy. McTo Ou Tpebaiio 1a Baxxu
1 32 aHTPOIIOJIOTH]jE KOje Ce pajie/MHUIlly Y U TIOBOJOM Hajpa3iiu-
YUTHJUX BUPTYEITHUX CBETOBA.

W, Ha Kpajy, KOHCTaraluja: Kao y CBaKOM aHTPOIOJIOIIKOM
(u, yocranoM, OMIO KaKBOM HAay4HOM) HCTPaXKHBamy, MOCIE
CBaKOI' HOBOI' pe3y/iTara OTBapa ce orpoMaH Opoj HOBHX IHTa-
wa. Heka oJ] MeHN HajaTpakTHBHUJHX CY: KaKaB je OJJHOC Urpayda
rpemMa OKpyXeky, HapOuUTO TpeMa NPUPOJAHUM pecypcuMa U
YKMBOM CBETY; KaKo ce MOHalllajy y rpaJioBIMa, a Kako y HeHace-
JbEHHM MPOCTOPHMA; JIa JIM U (aKo J1a) Ha KOju Ha4WMH H3abpaHe
pacHe OJUIMKe YTHYY Ha MOHAIIalke, OHOCHO Ha KOjU HAuMH CY
MO0BE3aHK U300p cTpaHa/yiaora, TMYHN aUHUTETH U TIOHAIIAke
y WI'pH; Ha KOju HauMH Beh TOTOBO 3a00paBibeHE MpenMojep-
HE TpajMIyje YKIOIUbEHE y BUPTYaJIHH CBET IOCTajy HE CamMo
100aIHO Haciehe, Hero u J1e0 CBAaKOAHEBUIIE CABPEMEHUX JbY-
qu®... HapaBHo, mocToju jour 6e30poj APyrux — Tema je UCTO
OHOJIMKO KOJIMKO Ou ux ce Moriio Hahu y PJI anTpononoruju.

U, kako To Mapkyc KoHcTaryje, ynpaBo YHMI-CHHIA Ja Cy ce
AHTPOIIOJIO3H YBEK OaBWIIM BHPTYEIHUM CBETOBHUMA, KOjH CYy
y MHOTHUM KJIACHYHHM aHTpOIOJOTrHjamMa OWIIM U ,,BPEIHOCT
U UHTEJCKTyallHH H3a30B”, oMoryhaBa aHTPOIOJIOTHjUA 1a CE
NPUJIATOIM CaBPEMEHOM I0JbY UCTpakuBama online Kyatypa.*

42 Boellstorff ,T. A Typology of Ethnographic Scales for Virtual Worlds, in: On-
line Worlds: Convergence of the Real and the Virtual, ed. Bainbridge, W. S.
(2010) London, Dordrecht, Heidelberg, New York: Springer p. 123-133..

43 Kaxko je To nocraina Hip. mana (ynopeautu: Golub, A. (2014) The History of
Mana: How an Austronesian Concept Became a Video Game Mechanic, the
Appendix 2 (2), Bodies. 14.12.2014. http://theappendix.net/issues/2014/4/
the-history-of-mana-how-an-austronesian-concept-became-a-video-game-
mechanic) wiu HajpaznuuuTja mutcka ouha (I"aBpunosuh, Jb. (2014) Hosu
orcugom mumckux ouha. “Enoc”, penueuja u uoenmumem. Hayunu cxkyn y
uacm [[ywana banouha, Onesbeme 3a €THOJIOTH]Y U aHTPOoNorujy, duio-
30¢cku dakynrer, Yausepsurer y beorpany, beorpax 11-12. 04., 360pHuK
pazoBa y ITaMIIN).

44 Marcus G. Has. zieno, ctp. XV
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IN A SYNTHETIC WORLD

Abstract

Entering a completely new field of research, such as the research of
synthetic worlds, places unique methodological challenges before
anthropologists: it would seem that a new medium, which defines a new
space and allows creation of new cultures, requires new methodological
tools for fieldwork and data collection. However, a careful observation
of the conditions of motion through synthetic worlds shows that, in
this field, a researcher is faced with the same methodological problems
as in any “classical” study of individual, specific culture, opening up
even questions of validity of many previous RL researches. Analysis,
as well as former practice, shows that observation with participation —
as defined by Malinowski back in 1922 — is still a valid fundamental
principle of ethnographic field research. Furthermore, with researching
in virtual/synthetic worlds, it has become clear that participation is
crucial for full understanding of any researched culture — a detail that
is consistently neglected in many (primarily domestic) ethnographic
researches.

Key words: anthropology, fieldwork, synthetic worlds
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