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[IA W JOLL HETE
KUBH HAJA

OWUTUTAINHE UTPE U
SF KbMXXEBHOCT

Caxkerak: ¥V mexcmy ce pazmampajy kpemarea napamusa usmely SF
Jumepaniype u OUSUMATHUX u2apa i ruxose Melycobue eese, 00 Ha-
CIMAHKA RPEUX OUSHMATHUX H2APA 00 CABPEMEHUX MPEHCHUX Ueapa 3d
seuxu 6poj uzpaua. Hapamusu xoju ce cene us SF mexcmosa y uzpe u
OBpHYMO, KOJU USpe CMeUWmayy ¥y mexkcm, 00paxcasajy He camo peaime
coyujante 0OHOCe y KOJUuMa Cy HACMAjany, He2o Hyoe u (e6eHmyanHa)
petiersa 3a npobiieme caspemeHo2 ceemd, npe cee2d OHe U3A36aHe Heo-
AUOePATHOM NOTUMUKOM. Y FoUMA ce HANYULIMda MOOepHY KOHYenm cd-
MOO0BObHE UHOUBUAYE KUO 2eHePAMOPA NPOMEHe, UHCUCMUPArbeM HA
uoeju 0a ce ycnex Modce OCMEAPUMY CAMO CapaorbOM U KOOPOUHAYH-
Jom Oenosarea senuxo2 6poja 3aunmepecosanux akmepd, a nome 6opoe
ce npevemma u3 QU3UUKo2 Yy OUSUMATHU HPOCMOD.

Kmyune peumn: oucumanne uzpe, oueumannu ceemosu, ,,Science
fiction”, napamue

Kana ce xaxe Qurnmnja, oONIHO Ce MHCIH HA JUTEPATYpy WIH
Ha (pummose, ctpunose U TB cepHjane, 0OAHOCHO MPOCTOPE ¥
KOjHMA C€ M3MHUIIBAJy M Y KOjEMA NMOTOM (DYHKIHOHHINY H3-
MHUIIJCHH, APYTAYMjH CBETOBH. TOKOM IOCIEIBHUX JCICHH]A,
TH CBETOBH Cy CE M3 OHOTA IITO OM CE MOIJIO HA3BATH KJIACHY-
HOM (pukumjoM mam SF' mpecenwim W y AUTHTAIHE MPOCTOPE

1 Axponum ox Science Fiction. Y TEKCTy Ce KOPUCTH aKpOHHM H3BOPHOT
TepMHHA 300T TePMHHOJIONIKE HENPEIH3HOCTH HaydHe (aHTACTHKE Kao
yobuuajeror npepoaa; Gavrilovié, Lj. i Kovagevi¢ 1. (2015) Antropolosko
Citanje naucne fantastike, Etnoantropoloski problemi n. s. 10 (4), Beograd:
Odeljenje za etnologiju i antropologiju, Filozofski fakultet, str. 989-992.
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urapa, 6ba3mpane Ha MozenuMa seh 700po MO3HATHM U3 PAHH] X
(HE caMO) KAaHPOBCKHUX OCTBAPEHHA.

Jururansae urpe Cy, 04 caMOT HACTAHKA, HAPATHBHO MOBC3AHE
ca (paHTACTHKOM, TIPE CBEra Hay4dHOM. [IpBe Hrpe cy Taga kaga
Cy HacTajaje, megeceTux roguHa 20. Beka, came mo cebu Omme
Hay4HA (DPAHTACTHKA, HEINTO INTO j¢ A0 TOT TPCHYTKA, a 3a HAaj-
Behn 100 CBETCKE MOMyIANHje W MHOTO KACHHjC, MOTJIO Aa TO-
croju camo y Mamta. CTBapaHe Cy 3apaj IHJbEBa YCMCPCHHX HA
Pa3B0Oj TEXHOIOTH]C (HCIIHTHBAKBE MOTY NHOCTH MPOTPaAMHpPAHa,
OJHOCA JbYIW W KOMIT)YTepa, HOBHX KOMILYTEPCKHUX aITOPUTA-
Ma), a HE pagy caMoT HIpama, OTHOCHO HUXOB b HUje OMIa
HTPa KA0 TAKBA, HCTO j¢ OHA OHIIA AJ1aT Y MPOLECCY H3TPATHE HO-
BHX CHCTCMA MHIIUbCHA W OONMHKOBamka CBeTa. CaMUM THM, TO-
KOM TPOIeca MMACAkA THX UTapa HHjE CC PA3MHILBAIO O HEKAM
MPETIIOCTABJbCHIM KOPHCHHIMMA KOjUX HHjC HH MOITIO OWTH,
jep cy padyHapu OMIH pETKAa W BPJIO CKYIA ONpPEMa y IOTIIY-
HOCTH HAMCHCHA HAYYHHM U TCXHOJOMIKUM I/ICTp.':DKI/IBaI-BI/IMaZ.
OHe HHCY MMajc HUKAKAB CKCIUIMIUTHH HAPATHB, ald j& HUM-
ITMIHATHHA TOAPA3yMCEBAO 3aMuULL/bAFe TIPHYC KOja j¢ yoOrudaje-
HO TIPaTHJIA CTAHJAPIHE JPYINTBEHE W/WIIH CIIOPTCKE UTPE KOje
cy uM Omie mpeanoxak (Oxo, 1952; Tennis for Two, 1958).

Ho, Beh ToxoM me3neceTHx roguHA JBAACCETOT BEKA, HAKO H
masee pafjeHe mpe cBera y (pyHKUHMjH pa3Boja coTBepa, THUTH-
TaJHE Urpe MOYMIbY /1A CC YCMEpaBajy M Ha IMyONIMKY BaH Ha-
VUYHHX YCTAHOBA W, HCTOBPECMCHO, Ja C¢ OONHKYjy HA OCHOBY
crargapoHux SF tema (Spacewar!, 1961; Space Travel, 1969).
To HHje HE MaJO YyTHO jEp Cy, IO IMPABHIILY, KOMIIYTEPCKH 3a-
nyherum Tora 100a (OHH KOJH CY PAIIIIN HAa OONIHKOBAKGY UTa-
pa) ompacraim unTtajyhn TEKCTOBE KOjH CE JAHAC CMATPajy Kjia-
CHYHOM HAYYHO-(DAHTACTHYHOM JIUTEPATYPOM, IITO j& CBE IO
CeIAMACCETHX TOJMHA JBAJCCETOr BEKAa OWII0 MPETEKHO space
— omepa xaHpa. CegammeceTHx, kKaga MOYHIE Pa3BOj apkai-
HUX WTapa Ha ayTOMATHMAa HAMCH-CHHM IMHPOKOj MyOIHIH, TIp-
BH HACIIOBH Cy Takole O OasupaHu HA (TIPETHOCTABIHCHIM)
SF naparusuma ucre Bpcre: ox Galaxy Game, Computer Space
(1971) mo m3y3erHor ycnexa urpe Space Invaders (1978) n nene
CepHj¢ HACTIOBA KOjH CY j¢ mpaTiii. TOKOM IIETIOT OBOT MEpHOAa
V MrpaMa U Jabe Hije OMIo cTBApHOT HapaTusa. [ renano u3 na-
HAIIEbE TIEPCTICKTHBE TO je OMO caMo Mai Opoj OPTaHU30BAHUX
MAKCENa KOju ¢e kpehy mo ekpaHy M Koje, mo mpasmiy, Tpeda
TNOTOAWTH APYTUM MOKPETHHM H KOHTPOJTHCAHHM MHKCEITHMA.
Ho, u3a cBUX THX MPBOOUTHHX NMPHMHTHBHHX CIHYHIA HeOe-
CKHX T€JIa WM HAIla1aua u3 CBEMHUPA, CTAjao je BEJIMKU HAPATUB

2 KopucHuw/urpadu cy yJIaBHOM OHIIH CaMH ayTOpH HTapa, KOjH ¢y y HhHMa
VIKHMBAJIM Ma KOJIUKO J]a ¢y UM IWbeBH OWIJIH ApyTadHje IOCTAB/heHH.
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0 YIIO3HABAKY M HCTOBPEMCHOM ,,0CBajarby”~ CBEMHpPA M HAJBIIA-
JABATHY CBHUX OMACHOCTH KOj¢ OH MOXKIA CKprBa. CBAKA O BHHX,
Ma KOJIMKO M Tpa(uiky ¥ HApaTHBHO OMJIa CBEICHA, OMIa je CBe-
MHpPCKa OTMEpa V MAJIoM, Ca HTPadeM Kao ITABHHAM jYHAKOM, OF
YHjer yCIexa y 00aB/bamky MOCTABBEHOT 331aTKA 3aBUCH CyI0H-
Ha YHUBEP3yMa.

U3 mexcma y uepy

On moyeTka ocaMAeceTHX TOAMHA ABAAECETOr BEKa, Kaja Io-
YHEGE PA3B0Oj KOMEPIHMjATHUX HTApa HAMCHECHUX NMEPCOHATHUM
pavuyHApHMA U Y MOTIYHOCTH HE3aBHCHHX O XapABepa,® MPBH
3HAYAjHA HACIOBH Takolje Cy ce UBPCTO OCIamaliy Ha (paHTas3Hj-
cke Haparuse. To ce mpe cBera OJHOCH Ha JBa BEJIMKA CepHja-
Ja AMTHTATHUX aBaHTYpa: (paHTazujcku King Quest' H HayuIHO-
(danaTacTurN Space Quest’, unje ce Hacaele Moxke mpoHahn y
TOTOBO CBHM CABPCMCHHM JUTHTAHHM CBeTOBHMA.® OHE HHCY
3aCHOBAHE Ha KOHKPETHHM JTHTCPAPHUM MPEIOIIIIMA, aJH CY
TIpHYE KOj€ Cy CE YHYTap BHUX pa3BHjajic OOTMKOBAHE HA OCHOBY
mocTojehinX OMHIBEHUX TUTEPApHUX (PAHTA3H|CKUX HAPATHBA.

HcroBpemeHo, TOCT0jao je rOTOBO OSCKOHAYAH HH3 IMOKYINA-
ja mpepoljera KOHKPETHHX MOMyJapHUX SF TCKCTOBA HA je3HK
urpe. Heke ox Tako Hacramux wrapa (Hop. Dune [I” mo Kynt-
HOM cepmjany kmura @penka Xepdepra /Frank Herbert/), Onmne
CY KOPEKTHE W BAXKHE 3a JaJbH PAa3BOj KOHLCNTA AUTHTATHOT
Hrpamba, HAKO CaMe HHUCY Omie MHOTO momyiapHe. [pyre cy

3 ¥ cMmuciy Aa ¢y ce JUCTpHOyHpase Kao caMOCTATIHH coPTBEpPCKH IPOH3BOT,
a He 3aje/IHO ca XapBEpOM.

4 Sierra Online, 9 naciopa 1980-1998.
5 Sierra Online, 7 naciona, 1986-19935.

6 Taj TpeHn je HAaCTaBJBCH CBe JO JIaHAC, KaJia je BehHMHa WMIpaukux cBeTOBa
GasupaHa Ha (paHTa3HjcKUM HapaTWBUMa, Ouian oHM SF wm encko-danra-
CTHYHH, 32 IITa je BepoBaTHO HajGosbu mpumep World of Warcraft u name
HajomyJapHuja urpa opor tumna (Blizzard, 2004. Ox taya je urpa toGuia ce-
JlaM eKCIIaH3Hja /MIPONIUPEha IPUIE U — Ca oM U — cBeTa: The Burning Cru-
sade 2007, Wrath of the Lich King 2008, Cataclysm 2010, Mists of Pandaria
2012, Warlords of Draenor 2014, Legion 2016, Battle for Azeroth 2018. u
oOHaBJbame pBoOUTHE Bep3uje World of Warcraft Classic 2019. ronune),
Koja je, mope]] pasHUX MUTCKHUX Ouha W3 pasInuuTHX TPaJHUIUja, OKUBETA K
Opxe, gyBeHe ToJIKHHOBE HEraTHBIE, HAKO y MOTIYHO HOBOM CBETIY, a CBS
TO y KJIACHYHOM (paHTA3HjCKOM MEIHjeBAIHOM OKpYyXemy. Mako HuIe He-
Ma JMPEKTHOT Hpey3HMarba/TpaHcopMariyje GHio KOor IIO3HATOT TeKCTa, Y
WoW-y ¢y, Ka0 H y BEJIHKOM Opojy APYIHUX Mrapa, MOTIIYHO MPETO3HATILHBH
KaKO TOTIOCH M3 Pa3IMYMTHX MHTOJIOTHja M KyJITYpHHUX HcTopHja (Bainbrid-
ge, W. S. (2010) The Warcraft Civilization. Social Science in a Virtual World,
Cambridge, London: The MIT Press), Tako 1 U3 TomyJapHe KYJAType, U jeTHA
Ol CTaHAAPIHUX 3a0aBa UrPauKe MOMYIANHjE jeCTe HUXOBO NPEIO3HABAS
U TyMauere, ITO Ce, IO IPABIILY, O/BHja BaH THX CBETOBA, HA PA3IHIHTHM
(dopyMHEMa M IUCKYCHOHHM IpyliaMa.

7 Crpareruja. Virgin Interactive 1992.
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OyTO HAjaBJbHBAHC W OUYCKHBAHE®, 1a O Ce MOCHC MyIUTama y
JKHBOT TIOKA34J1¢ K0 HEY CIICHIHE, YECTO BHILE 300T MPEBCIMKHX
OYCKHMBaKba Kako (paHOBA — HA UMjoj ce mocBeheHOCTH HApaTHBY
W 3aCHHBAJA OJUTYKa O Pa3BOjy HIPE, TAKO M THMA KOJH j& PaIHo
Ha BECHOM Pa3Bojy, HETO 300T caMor KeajmTera mrpe. Tako je,
YIPKOC HCCYMIBHBOM VTHIA]Y KOjH je (paHTa3mjcka muTepary-
pa (v o0¢e CBOj¢ >KAaHPOBCKE BAPHjAHTC) MMAJa Y OOMKOBAKGY
JUTHTAIHUX UTapa, a 3dTHM W YUTABUX CBCTOBA, A0 AAHAC je
BEOMA MAJIO YCICINHHX Hrapa Oa3HpaHO HA KOHKPCTHOM JIH-
TepapHOM mpeayomKky. Hajycrmenmanja 10 caga je HCCYMIBHBO
encko-(hanrtasujcka Witcher (ppaHmmsa’, 0a3upaHa Ha cepHjaty
pomaHa Amxkeja Canxosckor /Andrzej Sapkowski/."

MelyTiM, nako caMu HAPaTHBH HAUCY YCIEITHO MPEBOl)eHN, HA-
4HH 00JIMKOBAbA MPCKHUX Urapa U JUTHTATHHUX CBECTOBA KOjI/I
HHUCY UIPE Y YKEM CMHCIY PEUH, HETO Cy CHMYJIALH]a CTBAPHO-
ctu (meracsetosw, cf. Second Life''), umMa mOTHOYHO jacHe mpe-
teue y SF mmreparypu. Hanve, y Bpeme kana je Hunr CtuseHcoH
/Neal Stephenson/ o0jaBuo pomanSnow Crash'?, HHTEpPHET je
OHO jom y TOBOjY, a MPEIKHO TIOBC3HBAGC BEITHKOT Opoja JBYIH,
HAKO TCOPHjCKH MPCTIOCTABIGCHO, jOII YBEK HHjC OHMIO MOTY-
he. ¥V merosoM poMaHy cy, Me)yTHM, JbYAH >KUBETH Mapaci-
HC H IIOBC3aHC (I)I/ISI/I‘IKG WA JUTUTATTHC JKHUBOTC, Y AUTHTATTHOM
mpocTopy ¥y opME aBarapa, Kako je TO JaHAC MOTIYHO MOapa-
3ymeBano. CTHBEHCOH j€ Tana CKOBAO M TCPMUH metaverse, KOju
MOAPA3yMEBa ACTbCHU KOJICKTUBHHA MPOCTOP, 3ACHOBAH HA CTAJ-
HOj HHTCpPAKOHju u3Mely y3ajaMHO TECHO TOBC3AHHX/HCIACTBH-
BHUX (PH3MYKAX W JUTHTATHAX TpocTopa. [IpBe Hrpe KpeupaHe
HA OCHOBY TAKBOT KOHIICNITA MPOCTOPA MojaBHIe Cy c¢ Beh kpa-
jeM Beka®, ma 61 10 JaHAC MOCTAJIC MOTIYHO CTAHAAPIHH HAYHH
mapaneirHe Meljy JbYACKE HHTCPAKIH]C.

Ho, ka0 mro Cy KOHIICNTH W HApaTHBH W3 (DPAHTA3H|CKE JHTE-
parype yTHIAIH HA Pa3BOj AWTHTAJIHUX WTapa, camo MOCTOja-
BC AATHTATHUX HTapa, Ka0 U BHX0BA TPAHC(OPMALHja TOKOM

8 Hup. Otherland, no pomany Tena Buymjamca /Tad Williams/: HajaBibeHa 32
2010, ma 2012, 6eta Bepauja mymteHa 2014, na mopydeHa, KOHAYHO 0GjaBJbe-
Ha 2016, Ge3 BeJIMKOT yCIIeXa | IMope] OTPOMHOT HHTEpECoBatbha (haHoBa.

9 The Witcher 2007, The Witcher 2: Assassins of Kings 2011. u The Witcher 3:
Wild Hunt 2015. romune. Urpe je pazeuo nmosbeku crynuo CD Projekt RED.

10 XKanporcko onpeheme je y OBOM ciIyuajy MPUIMYHO YCIOBHO, jep je U3 Ha-
paTHBa jacHO Jia Cy JbYJH Y MeHjeBAJIHH CBET MPHUe/Urpe JOIIIH MOIMTO CY
MPETXOJHO YHHIITHIHN CBOj cBeT. HapaTus nounBa Ha HejH MyITHBEpP3yMa U
MOJKe e TIOTITYHO ONpaBAaHO UATATH U Kao JHCTOIHja.

11 Linden Lab, 2003.

12 Stephenson, N. (1992) Snow Crash, New York: Bantam Books. IIpeBeneno
ka0 Xucmepuunu cnee, 1999, beorpaa: 3uak Carure.

13 IIppom wurpom oBe BpcTe oOHuUHO ce cMmarpa Meridian59 (The 3DO
Company, Near Death Studios, 1996).
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BpeMeHa, MOBPATHO Cy YTWULAAN Ha KUXKEBHOCT, YK/byuyjy-
hin yBoherbe MOTMYHO HOBMX MpuYa, anu U 06/MKoBake HOBUX
Kt MXKEBHUX NpaBala, npe cBeray okBupy SF nuTepatype.

V3 nrpey TekcT...

JurutanHe urpe cy noyene ga ytuuy Ha obnvkoBare SF Hapa-
TWUBA rOTOBO HAa CaMOM MOYeTKY HWUXOBOI pa3Boja HamereHOr
LUMPOKOj ny6nuum,. MpBa Npuyay Kojoj je rnaBHy ynory mmana
aurntanHa urpaje EHgepoBa urpal4 Ha oCHOBY Koje je HacTao
M3y3eTHO ycrewaH pomaH1y a 3aTum M Leo cepujan pomaHa.
Mpuyaje ob6jaB/beHa UCTe rognHe Kaja v Npsa apkafHa urpa ca
BeKTOpCcKoM rpadmkom (Space Wars, Cinematronics), 3a Kojom
he cnegnTn HWU3 Urapa ca CANYHYM HapaTMBUMa, MakKo ca apyra
4ynjom MexaHuKoM. Llena Ta cepmja KOH30/HMX Mrapa YBpcTo ce
[p>ana nosHator v Tafja jow yBeK Bp/io NonynapHor HapaTuea
60pbe NpoTMB OCBajaya M3 CBEMMpPaA, Koja Ce 3aBpLUaBa nobe-
[OM urpaya, LWITO je u3jefHa4yeHO ca Nobeaom Jbyfcke pace Haj
CBUM MOryhum onacHocTVMa Koje ce MOry CpecTuy csemMupy. Y
Kappogoj /Orson Scot Card/ npuumn (1 KacHMjeM pomaHy) mrpa
Te BpcTe (M 6UNO KakBa yonwITe) NPBU NYT je CMELITEHA Y LieH-
Tap gorahaja, Kao HauuH ga ce NpoMeHU/06/1Kyje CBET. Y 0BOM
cnyyajy je npumMerbeHa MeTanenca Kojom ce yobuyajeHa jacHa
C/IMKa CBeTa Urpe Kao AMCTaHLMpaHor 1, No npaswiy, cynpot
CTaB/beHOr CTBapHOCTM, Npeokpehe fa 6v OHO WITO ce cmarpa
Mrpom 3anpaso 6una CTBapHOCT: EHAEPOBO Urpamwe JUrutan-
HWX paTHUX Urapa je HeroBo BoNere CTBAPHOT paTa NpoTUB Ty
AnHcke cBeMupcke pace. Ocum npey3rmMara MoAena HapaTuBa,
OpcoH CkoT Kapf, ce 4uBpCTO ApXao My TO Bpeme pacnpocTpa-
teHe npegpacyge (Kojaje y BenvMKoj Mepu A0 AaHac O4yBaHa
y jaBHOM AUCKYpCy) Aa ce urpajy camo feua/TuHejiiepun, n To
camo fJevauu, na cy u EHfep u octanu paTHALM/Urpayn camo
Jevauu y3spacta of 10 go 18 roguHa.’6

OBa BpCTa AUTMTaHUX Urapa, Kao U npuya/pomMaH y Kojoj cy
OHe ynoTpe6/beHe Kao LeHTPaHU MOTUB, BPXYHaL, Cy KOHLeNTa
MOAEPHOCTU: YBpCTa Bepa y ancofyTHO W 06jeKTUBHO 3Ha-
e, NMOCTOjatbe 06jeKTUBHE UCTWHE, NIMHeapHW Mporpec 1 Yo-
BeKa (MMMNMLUMTHO, anu BP/O jaCHO - NpUNagHUKa 3anafHuX

14 Card, O. S. (1977) Ender’s Game, in: Analog Science Fiction and Fact. lMpe-
BOZ, Npuue je o6jaB/beH y yaconucy Aned 6p. 6 1988. roguHe, a ucTe rognHe
je u3awao n npesof pomaHa (npesoamnal, Bojucnas Aecnotos, Hoeu Cag:
[HEBHUK).

15 Card, O. S. (1985) Ender 5 Game, New York: Tor Books.

16 CnuyHa ynoTpeba urpe y HapaTvBy NojaB/byje Ce HeWTO Mano KacHuje y
tunmy War Games (John Badham, 1983), y KoMe urpare paTtHe urpe ymano
[,0BOAW A0 HykneapHor paTa uamelly CAZL u CCCP-a, npu yemy je urpa 3a-
npaBo KOMjyTepcKM KpeupaHa ,,CTBapHa CTBapHOCT”.
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JpPYINTaBa) K0 HAJBUINY BPCTHOCT M KBAJIUTET Y YHHBEP3YMY.
MelyTiM, OBH KOHIENTH MOYHEY Beh TOKOM O0caMaeceTnx ro-
JIMHA TBAJICCETOT BEKA /1 CE MPEUCIUTY]Y, TIPBO Y JUTEPATypH
(vxmyuyjyhu crenehe pomane y Kapmosom cepujany), a 3arum
uy urpama. Y jemHu m IpyrH, HApOUWTO OHH HAjOOJBH, TIPa-
Tehu pa3Boj ApyINTBA CBS CHCPTHYHH|C YIa3e ¥ MOCTMOACPHO
MPEUCTINTHBAKE CBUX UBPCTO 33JaTHX BPEAHOCTH, OTBApajyhn
MPOCTOP 32 HAPATHBE MOTITYHO APYTAIHjC BPCTE.

llospamuo oejcmeo 1: koncmpykyuja npocmopa

[IpBH 0on HHX je HECYMIBHBO [Heypomarncep'’, poMaH KOjUM je
yTeMeIbeH cajocpmank SF, koju je mOBpaTHO YTHIAO HA KOH-
nenT OpojHUX JUTHUTATHUX HTapa, CBETOBA, A YaK U AyTOTPAjHY
MIEPUETIH]y AUTHTATHUX IPOCTOPA Y jaBHOM AHCKypcy. Hberos
ayrop Bumjem T'mbcon /William Gibson/ umme myTa je amo-
crpodupac aa je Ha O0MHKOBAELE CajOCpCIejca y KOME CC OBHja
pamma poMaHa, MPECYIHO YTHIANO HEroBO BU)EHwE AcIe Koja
WTPAjy JUTHTATHE HTPE Y HIPAOHHUIAMA!

,erao cam Barkysepom (...) u ceham ce ma cam mpormmao
Oope BUACO apKaze (...) M BHACO ACIY KOja UTPajy OHE CTApe
KOH30JTHE BHICO HIPE, KOje Cy HMAJIC BPJIO MPUMHTHBHY I'pa-
(pUUKy penmpe3CHTAIHjy MPOCTOpa U nepcrekTuse. (...) Uak u
V TOj IPUMHTHBHO] ()OPMH, ACTA KOja Cy MX Hrpana Omma Cy
TONHKO (PU3HUKH YKJBYUCHA 1A MU j& H3[JICIANO KA0 1A JKeJie
Ia Oyay YHYTap Urpe, YHyTap 3aMHIIIBCHOT MPOCTOPA MALITH-
He. CTBapHHU CBET j€ 32 BHUX HIIMNE3a0, MOTIYHO j¢ U3TyOHO
3Ha4aj. OHM Cy OWJM V 3aMHIUBEHOM IPOCTOPY, a MAIIMHA

HCpex HbHuX je Ouna xpabpu HOBH CBeT '8

U Ha apyroMm MecTy:

,,1 10 (PH3MIKOM HHTECH3UTETY BHXOBOT JPXKamka MOTao caM J1a
BHAMM KAaKO CY TH KJMHOHM OWimu 3aHeTH. M3rmenano je xao
J1a TIOCTOjH TOBPATHA TCT/ha, ca (JOTOHMMA KOJH H3 CKpaHa
yase y Ie4je 04, HCY POHHMA KOjH CC Kpehly lHXOBHM TCIIH-
Ma | CJICKTPOHHMA KOju ce kpehy kpo3 Buaco urpy. Ta nena
CY HCCYMISHBO BCPOBAJIA Y MPOCTOP MPOJSKTOBAH HTPOM (...)
OHu cy pa3BHIIH YBEPEHE A j¢ TaMO, H3a EKPaHa, HEKa BPCTa

17 Gibson, W. (1984) Neuromancer, New York: Ace Books. IIpeu npeBon Ha
cprcku jesuk: 1987, mpepopumonu Jlmnna Tacosanm u Bpanucimas Bpkuh,
Beorpana: 3opoactep

18 Wallace-Wells, D. (2011) William Gibson, The Art of Fiction No. 211, in:
The Paris review, Summer, 30. 11. 2019; https://www.theparisreview.org/in-
terviews/6089/william-gibson-the-art-of-fiction-no-211-william-gibson.
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CTBApHOT MPOCTOPa; HEKO MECTO Koje He MOXKell Buaetn,D
anu 3a Koje 3Haw ga noctoju”. 0

Y Bpeme Kafja cy Hactajany MM6COHOBM poMaHu, OHW Cy CMa-
TpaHW AUCTOMMWJCKUM LPHUM NpryamMa o MpavHoj 6yayhHOCTU
y KO0joj cBeT 06/MKyjy paToBu 1 BeNKe Kopnopauuje, nako cam
TMBCOH Kaxe Aaje To AMCTOMMja caMo ca CTaHOBULLITA CPeaH0-
KNacHMWX CTaHOBHMKa ca Cpefater 3anafa AMepurike, Koju Xu-
Be ,,MOTNYHO 3awTnheHe u cpehHe xuBoTe. CBET je MyH MHOTO
ragHujux Mecta 0 OHMX Koje cam M3mMmucnuno, (...) a MHora of
HMWX MOCTOjaHO NOCTajy cBe ropa”.2L

FM6COHOBYM jyHaLm, joL Tajda, LOK HMX0B ayTop Npuya npuyy o
bMMa Kyuajyhu Ha nucahoj mawmHu, XnBe CTanHO npenasehu
rpaHuuy msmehy r3nuke U JUrnTasiHe CTBApHOCTU, Y XPOHUY-
Hoj 60p6u NPOTMB BEIMKMX KOpropauuja Koje BUA/bUBO, a joLL
yewhe HeBMA/BLUBO, BNajajy cBeTOM. [MOCOHOBM POMaHH Cy Un-
TaHW/cxBaTaHW yrnaBHOM Kao AUCTONuje, anu, kao Hu cam M'nb-
COH, HEroBM YNTaoLM N0 NpaBuay HUCY BUAW Urpaum gurutan

HMX Urapa u CBeT y KOMe je AurutasHa CTBapHOCT paBHOMpaBHa
ca (M3nYKOM HbMMaje genoBana CTpaHo v 3acTpawyjyhe. daHac
Taj acnekT cajbepnaHka fgenyje NoTNyHO pasymbuso (6ap OHK-
Ma KOju BeNNKW Ae0 CBOT XMBOTa NPOBOAE Y pasnnunuTUM Auru-
Ta/IHAM CTBAPHOCTUMA), & CTBAPHU AUCTOMU|CKN €NeMEHTU - Y
CYLUTMHCKN POMaHTUYHUM [MOCOHOBUM Mpuyama ca rpaHuue
CBETOBA - CajpXXaHu Cy y KOpNopaumjcKoj BMacTu Haj CBETOM,
KOjaje TUX roguHa 6una TeK HejacHO HasHayeHa, ga 6u 'y mehy-
BPEMEHY MocTana Oro/beHay peanHoj cBakogHesuun. M aeja a
ce NPOTMB BeIMKMUX U MOhHUX Kopropauuja He MoXxe 60puUTn y
(DU3NYKOM, ann MOXe Y AUTUTaNHOM CBETY, KOjy je TM6COH Tako
jacHo noctaBno, 6uhe 036wbHMje paspafjmBaHa y SF nuTepa-
TYpV TeK 'y HapeAHUM feLeHunjama, y BpeMe Kaja MoryhHocTu
npenackay AWrnTasHy CTBapHOCT MOCTajy CBE peasHuje.

MuTate cnobose

TokoM nocnefikbe AeLeHuje 4BafeceTor Beka, y Bpeme MnpBor
6yma IHTepHeTa Kao HOBe efIeKTPOHCKE rpaHuLe Kojaje obe-
haBana u3nasak y npoctop JOo Taja Henoctojehe cnoboge,2
Ha KoH(epeHuun Computers, Freedom, and Privacy (1996.

19 Anu 3a Koje je MOTNYHO jacHO fla UX WUrpaun ynpkoc CBUM npejpacyfama
Heurpaya noTnNyHo jacHo Buge (npum. Jb. ")

20 Dovey, J. (2006) Games Cultures. Computer Games As New Media,
Berkshire: McGraw-Hill Education.

21 Wallace-Wells, HaB. geno.

22 bpyc CtepnuHr /Bruce Sterling/ y €B0joj NMOHWMPCKOj KHW3U O €NeKTPOH-
CKOj rpaHuum Kaxe: ,MHbopmaumje xene ga byay cnobogHe”; Sterling, B.
(2008/1992) The Hacker Crackdown, Electronic Release, Preface. Kako ce
e/leKTPOHCKA FPaHuL, a u U3 tbe pasBujeHn BUPTYyanHW npoctop(n), cacToju
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roauHe™) aga mo3nara SF mucua — Beprop Buny /Vernor Vin-
ge/ m Tom Menokc /Tom Maddox/ — oapskanu cy Ha TIpBHU 1O-
TJIC AUCTOIH]CKE TOBOPE, Y KOjHUMA CY HMPSABHIACIA MOTYHOCT
VCIOCTABJbakha CHAKHE JPKABHE W KOPIOPATHBHE KOHTPOJIC HE
caMo HaJl HAIINM on-/ine, HETO W HAa HAIIINM Off-/ine }KUBOTHUMA.

Hcre ronune je objasmeH Meridian 59, nurpa xoja ce 4ecTo cMa-
tpa mpoM MMO, npereuom MMORPG?*, maxne — mpeoM koja
je omoryhasana BeKOM OPOjy JBYIH HE CAMO 12 HCTOBPEMCHO
OyZy y MCTOM AWTHTATIHOM MPOCTOPY H Ja Y BEMY OCTBApyjy
HHTEPAKIH]y KAKO Ca MPOTPAMUPAHUM JIHKOBHMA, TAKO M U3ME-
By cebe, Hero u aa TO peanHo >kene u paae”. Y UCTo Bpeme
00jaBJbCH j¢ W MPBH AC0 KyaTHE TeTpanoruje Tena Bummjemca
Otherland,* y xoMe je, Ha OCHOBY KOHIenTa THX paHux MMORP
HTapa ¥ AAJIEMAa KOje Cy MYYHIIC TeOPSTHIAPS TUTHTATHAX IIPO-
CTOpa y MOBO]jY, OTBOPEHO MHUTamke Mohu 1 6opbde 3a cnodoxy.

Jururamau ceer Otherland-a TOCTOJM HA TPH OYUIIICTHA HUBOA!

»  Ha HHUBOY urpe Middle Country, x0ja je K1acHIHa MeaHje-
BayHA (paHTa3Hja, MOTIYHO CIAMYHA BEJIMKOM OpOjy AaHAC
nocrojehux urapa,

» Ha HuBOY Lambda Mall-a¥, coumjaaHor U KOMEpLH]ja-
HOT TPOCTOPA KOjH j¢ KOHIMIHPAH KA0 METacBeT (BPIO

HCKJBYUHBO M3 HH(OPMAIHja, JOTHIAH CJIe] je JIa BUPTYAIHH MPOCTOPH He
camo Ja keie, Beh u TpeGa ga 6yay cinoGoaHu.

23 Lessig, L. (2006) Code version 2, New York: Basic Book, p. XIII

24 Axponum on Massively Multiplayer Online Role-Playing Games. Y oBoM
THIY WTapa ce XWibajie urpada kpelly Kpo3 HCTH YHHBep3yM, rpajgehu couu-
jaJiHe KOHTaKTe, Hanpeqyjyhu yHyTap m3abpaHOT OKpyKeHa H CyKoOsbaBa-
jyhu ce ca ,HenpujaTesbuMa’™ (IpeaeGUHUCAHUM, WM Ca HIPAYUMA KOjJH CY
nzabpaiu cynpoTHu Tabop). Jpyru yecto kopuimheHn akpoHHM je ckpaheHa
Bepauja oBor — MMOG 3a Massively Multiplayer Online Games.

25 Ilpe me je MOCTOjasio HEKOJHKO Mrapa 3aCHOBAHHMX Ha HCTHM IPHHIUNHMA
(unp. Never Winter Nights, 1991; The Shadow of Yserbius 1992), anu oHe
HHUKaJa HACY IIoCTajle BeoMa MAacoBHe IIpe cBera 300r BHcoke IeHe (Never
Winter Nightsje y moueTky KomTana 6$ Ha cart), koja je OHiIa HOCIIe/TiIla BU-
COKe IICHe HHTEePHET NpoToka. Meridian59 n vemto kacuuja Ultima Online
(1997) nanac ce cMarpajy NpBUM UTpaMa OBOT THIIA KAKO 3G0T BEJIMKE MOITy-
JIAPHOCTH, TAKO U 300T Ay:KUHE Tpajama: 00e je Moryhe Urpati u JaHac.

26 Williams, T. (1996) Otherland, Book 1: City of Golden Shadow, New York:
Legend Books. Ilocne mera ciene: River of Blue Fire 1998, Mountain of
Black Glass 1999 u Sea of Silver Light 2001.

27 Camo ume npoctopa ynyhyje Ha Lambda MOO, nUruTaIHA COLUjaIHU PO-
CTOp U on-line 3ajeTHULLY KOjU ocTOje o1 1991, TomuHe, a KOjU ¢y MOCTalln
MO3HATH IO BUPTYEIHOM ,,ceKeyaiHoM Hacwby’; Dibell, J. (1998) My Tiny
Life: Crime and Passion in a Virtual World, New York: Henry Holt and Com-
pany, pp. 11-29. Tekcr je npeu nyt oGjaBibeH 1993. rogune y Hee bHU-
Ky The Village Voice non HazusoM A Rape in Cyberspace, or How an Evil
Clown, a Haitian Trickster Spirit, Two Wizards, and a Cast of Dozens Turned
a Database into a Society), Koje je IpOy3pOKOBaJIO HH3 IPOMEHA Y KOHTPOJIH
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CHYaH OHOME ITO he, 3a YCIOBE AUTHUTATHHUX MPOCTO-
pa 3HaTHO KacHHje OmTH Second Life, a KOju TOTOBO 10-
cnoBHO cnean CTTHBCHCOHOB metaverse), W3BSOCH H3
PA3THYUTHX MYJITHKOPHCHHYKHX COLHjaJHHUX MPOCTOpa
MOMYJIAPHUX TOKOM MOCIEmbe AcucHuje 20. Beka;?

» Ha HUBOY Otherland-a, BHCOKO CO(UCTUIIMPAHOT BHPTY-
CITHOT MPOCTOPA 3aTBOPCHOT 32 ,,00MYHE CMPTHHKES , pas-
BHJCHOT HA OCHOBY MOTCHIIMjaJia KOjH CY MpYyKajle Taga
akryeaae MMORP urpe. Y \eMy BIACHHIH KOPHOPALH-
ja ¥ momTHYKH MONHHUIK OONHKY]y CHMYJIALH|C TMO3HA-
THX U OMyJIAPHUX U3MHIIJBCHUX CBETOBA U3 MI/ITOJIOFI/Ije
H yureparype (Hup. Yapobroax u3z O3a, STUNATCKA MATO-
noruja, Haujaoa u Oouceja) AIA NOTIyHO HOBUX CBETOBA
(ump. cBer v xoMe ¢y OyOc BumiecTpyko Behe ox Jbyau
H/MIH CBET CMCIITEH Y OTPOMHY 3rpajy) yV KOjHMa KH-
BC CBOjC ATCPHATHBHE KUBOTC U TAC IIAHUPAJY 1a ccOn
00e30e1e BEUHH JKUBOT.

Taxo Cy ABa OO TPpH HUBOA OBOT AUTUTAJTHOT CBETA Z[G(I)I/IHI/IC":IH":I
TOTCHIMH]aTHOM HJIM YaK HCCKPHBCHOM (3710)ymoTpedoM mohw,
JIOK j¢ mpBH Ham3miea Oc30¢maH 3a KOPHCHHUKS, aJTH CC HA Hhe-
ra Takolje, y3 J0BOJbHO MONH (IOTO TIO MPABHIIY 3HAYH HOBIA),
MOXKC YTHLATH CIIOTbA.

VY cBETY MPOjEeKTOBAHOM ¥ OCAMJICCETE TOAMHE ABACCET MPBOT
BCKA, HACja 0 CITOO0IH MPEKE, KOja j¢ KPajeM JBATCCETOT BEKA —
vV BpeME KaJ1a jeé pOMaH IHCaH — OuIa Moxpa3yMeBaHa, MmocTa-
1a je ,,cTapoMOJHA Maeja” Ja ,,KOMYHMKAI[MOHa Mpexka Koja ce
MIpOCTUpe NIMPOM cBeTa Tpeba jla Gyfle coboHO M OTBOPEHO
MECTO, I'lI¢ HOBAIl U Moh HUCY Ba>KHN. Hwuxo nukora e Tpe6a
Jla TIeH3ypUIlle ¥ HUKO He 6U Tpebaso ma Oyie IpUCHibaBaH Jia

MIPUXBATa OHO TIITO XeJle KoMITaHuje..”?

JemaH ox IIABHUX IMKOBA POMAHA TOTOBO OAMAX MOCIE AchHHY-
cama ciobose Kao ,,CTAPOMOIHE Heje” KOHCTATYje:

,,10 je OmIa HaWBHA M/Eja — HOBAIl MMAa HAYHMH A IPOMCHH CTBA-
pu. Jbymu cy mouMmamm Aa CTBApajy CBE BHIIC MPABHIA H Mpe-
Ka je HmodeNa Aa TUYH HA OCTATaK TAKO3BAHOT HUBHIM30BAHOT

cBera” >

[OHAINAha WIAHOBA HE CaMO Te, Hero W APYTHMX BUPTYAIHHX 3aj¢HUIIA.
Camo uMe JoKalnje ykasyje Ha Moryhe Hacuibe.

28 Ha uctu HauuH je oOnukoBaH u I'uGconoB YTepheHu rpaj y pomany 2oopy,
oGjarsbeHOM ucte rogune; Gibson, W. (1996) Idoru, New York: Viking Press.
TIperon 1998, Anekcangap Mapxoeuh, Beorpan: ITonapuc.

29 Williams, HaB. ieno, ctp. 444.
30 HcTo.
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300r TOTA CY XaKepH M HHXKEHEPH 13 T¢ Oyay NHOCTH — KOHCTPY-
HCAHE HA OCHOBY CTPAaXOBa 0 YCMOCTABIbAKY CTPOTC KOHTPOJIC
HaJ nojeanHumMa kaxo y RLY, Tako my VL*%, 0ZHOCHO IpOMEHe
CBETA Y MPABLY ¥ KOME CE OH JAaHAC 3aHCTA OUHIJICTHO MCHA,
a KOjH MOCTOj¢ jOIT O MOCICABE ACUCHH|C ABAACCCTOT BEKA —
npumeHmH npuctyn Hojese 6apke. OHH HHCY CaKyIJbatd H
YyBaM CTBapW/KuBa Omha, HETO HACjC KOje Cy JKCJICTH Ja ca-
uyBajy, uacje koje ce y RL Otherland-a, xao u y caBpeMEcHOM
RL cBery (mMaxo jomm YBEK Y Mam0j MCPH), HAPOUUTO M3 MEp-
CICKTUBEC OHHMX KOjH MMAjy MOl (HAIMOHATHUX ApP)KaBa M BeE-
JMKHUX KOPIOPALH]a), MOTY CMAaTPaTH aHAPXUCTUYKUM M YIJIaB-
HOM C€ TPYIHINY OKO HIEje KOMIUICTHE M alCOJIyTHE CI000Ie
H3PKABAKBA.

Tako T0Ia3AMO IO YSTBPTOT, CKPUBEHOT HHBOA JUTHTATHOT CBC-
ta Otherland-a: TreeHouse, x0ja je mocrenma cro00mHA JOKA-
[Hja y BHPTYAJHOM MPOCTOPY, KOHCTPYUCAHA TAKO 1A HE 3ABHCH
O] KOPIIOPATHBHHUX HJIH AP>KABHO-YIPABHUX crioH30pa. OHa ce
JUCTPUOYHPA MPEKO ONMpeMe HeHHX KOPHCHHKA, 3aCHOBAHA j&
Ha BEOMA BEIHMKOM Opojy yrpal)leHuX KOmHja/NMOHABbaka 1M0a-
Taka U YMPE)KaBamwy, TAKO A2 OMIO KOja KOJHIMHA ONPEME MO-
’Ke MCIIACTH M3 CHCTEMA a A2 OH HECMCTAHO HACTABH ca (pyHK-
muoHncaweM.? TreeHouse Tako MO CBOM KOHIICOTY OAroBapa
TEXHOJIOTHjH 3aCHOBAHO] Ha Bitlorrent npotokony,* xoju he ce
mojasute TeK 2001, romuHe.

VY ceery npuue, Tree House je niieraiHa JI0Kamja y Kojy ce Mo-
ke yhn camMo Ha MO3WB HEKOTa KO je Beh HeH WiaH, ITO V MOT-
MYHOCTH KOPECIOHIHPA €A HCTOPHjOM 3a0pamHBAHHX IOJH-
THYKHX W/JCja W MAPTHja KOje MX 3aCTYIAjy, I1a CE CTOra Hajase
y mirerami. UCTOBpeMeHO, JaHAC HeHA MO3HIHjA KOPSCIIOHIHpA
H Ca CTaTyCcOM BEJIMKOT Opoja Jokanuja koje kopucre Bitlorrent
MPOTOKOJI, 4 KOj¢ APKaBe M KOPHOPALHje HACTOj¢ Aa 3a0paHe u/
WM YKHHY V OKBHPY HACTOjarba YBODCHA PA3IHYATHX HHBOA
KOHTPOJIC ¥ MHTCpHET caoOpahajy, kao u ca Deep/Dark web
cermeHTOM MHTEpHET TIpocTOpa.®

31 AkpoHnuM 3a Real Life, TepMUH KOjU ¢ KOPHUCTH 3a 03HAUABAKE ,,CTBAPHOL”
CBeTa Y OKBHpPY JHCTHHKIMjC CTBAPHO/(DHU3HUYKO: JUTHTAIHO/BUPTYEIHO/
CHHTeTHYKO.

32 Axponum 3a Virtual Life, xoju o3Ha4aBa ApyTy CTpaHy TUCTHHKIH]C.

33 Williams, HaB. ieJo, crp. 445.

34 KoMyHHKaIMOHH TIPOTOKOI 3a peer-to-peer file sharing (,P2P").

35 HeBumbuBHu Aeo Mpexe (Y CMHCIY Ja NpeTpaKHBAauYKd He MOIY Ja HHISK-
CHpajy IeH caJpikaj), KOMe ¢e MoKe IPHCTYHAaTH caMo CIeIHjaJid30Ba-
HuM nporpamuma (TOR — The Onion Router), a GazupaH je Takohe Ha P2P
KOHEKIIHjaMa.
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Tospammno oejcmeo 2:
oa nu je bopba yonuime moeyha?

Hcty muaujy mpucryma, uyBajyhin onmTHME3aM HAKO y OCTBa-
peHUM (TPCTXOJHO HAjABJFHBAHHM) TOPHM COLHjATHHM YCIIO-
BHMA, HACTABJba HU3 POMAHA HACTATIHMX Y MPBOj AcrcHHjH 21.
BEKA, KOju MOTYHOCT craca 4muTaBor cBeTa (Herose (Qu3miKe,
any W JAWTHUTATHE CTPAHE) BHUJC TOTOBO HCKIbYUMBO Y AKIHja-
Ma y JUTHTAIHOM ITPOCTOPY, HIH CHHXPOHHM JCIOBAKBEM y 002
aCIIEKTAa [EJIOBUTOT CBETA.

HajucrakHyTHju mprMep OBaKBOT IpHCTYHA je poMaH Ready
Player One* npaheH noTomuM HCTOUMEHAM (prummoM CTHBEHA
Cmunbepra /Steven Spiclberg/ u3 2018, v xome ce modeaoM y
HTPH MOCTIKS O0CAA HA MTOTUBIHAIOM KOPIOPAaTHBHOM MOTH,
KOjoM ce 00e30ehyje He caMo OdyBame CI000I¢ Y AUTHTATTHOM
MPOCTOPY HETO M TPaHC(HOopMALHja OAHOCA Y (PH3HYIKO] PeaTHO-
CTH. Y AHMCTONHJCKOM CBETY KOjH CE€ YPYIUIHO IO MPHUTHUCKOM
LCHA CHEPTHje, KITHMATCKHX MPOMEHA H KOPIMOPATHBHE MOXJICIS
(amm xojm TYKHO W3MIEna Kao caceuM Moryha mocnenuma ma-
JBbET Pa3Boja aKTYCITHEC CBCTCKS CHTYALH]C), JCIUHO jC TUTHTAT-
HHU npocTop (OASIS = Ontologically Anthropocentric Sensory
Immersive Simulation) ocrao cmobonaH, a 6opda 3a KOHTPOJIY
HAJ UM je 3ampaBo 00p0a 3a KOHTPOIY HAX CYAOHHOM YHUTABOT
YOBCUAHCTBA.

Jpyru poMaHu Cy ce OaBuIM YKUM aCIEKTHMA, KaKO THTHTAII-
HUX, TaKO | ,,CTBapHOT  CBeTa. For the Win Kopu Joxroposa /
Cory Doctorow/*” peae(puHHUIIC TI0jaM PaTHHYKE KIACE, YKIbY-
yyjyhn y By roaa-apmepe,*® xoju moBE3aHH Ca ,,KIACHIHHM
PaAHHIIMMA VCICBAjy A OPTaHU3Yjy IMHPOKY MOOYHY MPOTHB
ycnoBa paza koju Hamche rmoOamnm kamurtaia Mako pagHmd-
Kku mrpajkoBu v Kunan, UHawjn u apyruM a3mjckuM 3eMibaMa
OmBajy YIVIICHH W PATHHULH T'yOe Ty, KOHKPETHY OHMTKY, pOMaH
MOKa3yje a MPEKHO OKPY>KeHhE YHYTap Mrapa uMa MOTCHIM-
jan 3a opranm3oBame RL akmmja yCMEpeHHX Ha IPOMCEHY CBe-
Ta (KaKko Cy TOME 3aHMCTa MOCIY>KAJIC COLMjAITHE MPEKE TOKOM

36 Cline, E. (2011) Ready Player One, New York: Penguin Random Hou-
se. IIperon Topana CxpoGome Ha cpricku jesuk (IIpBu urpau Ha moresy,
Beorpan: JlaryHa) uzaimao je UcTe rofiuHe.

37 Doctorow, C. (2010) For the Win, New York: Tor Books.

38 Urpaun MMORPG kojuma je nnsb J1a 3apaje mro je Moryhe BUIe HOBLA Y
BaJyTaMa Koje HOCTOje YHyTap JWTHTAIHHX CBETOBA, KOjH KacHHje MeHba-
jy V ,,CTBapHH” HOBall, oqHOCHO y HeKy oa RL Baiyta. [Toctoju yBpexeHa
MPeTIOCTaBKa, Koje ce ApKH H JIOKTOpOB, J1a ¢y ¢y roi-hapMepH MpeTeIKHO
HTpady Ha a3HjCKUM CepBepHMa.
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opraHusoBata apanckor nponeha 2010. roguHe)3 Tako CTu-
BEHCOHOB Reamde4) noumpaH y cafalm0ocT, rosopu o moryh-
HOCTMMa ynoTpebe MPEeXHOr OKPY>XXeray AUrMTaIHUM urpama
(ykmbyudyjyhm P2P npoTokon) ca 06e cTpaHe MopasiHe rpaHuLe:
y nocnosuma Maguje u TepOPUCTUYKUX OpraHu3aLmja, anm ny
60p6u npotus wKx. A Omnitopia down4l pasmatpa Kopnopa-
TMBHE CyKob6e 1 60pby 3a KOpeKTaH 04HOC NpemMa KopucHuymma/
CTaHOBHMLMMA AUTUTANHUX CBETOBA, MHCUCTUPajyhin Ha uaeju
[ia caMo napTuuunaTopHa KynTypa MoXe NpoOMeHUTU CTPYKTYpY
M 0fHOCE YHYTap AUrUTanHor, anv TMe 1 peasiHor cBeTa.

CBeyKynHo, cBe je Bule SF poMaHa Koju CBOjy npuyy rpage
cnajajyhn usnykn n QUrnTanHu CBeT - He BULLE KaO KOHCTPYKT
3aMULLU/BEH Y HEKOj Janekoj 6yayhHOCTM, HEro Kao 06jeKTUBHY
NPOLUMPeHY peasHOCT Y KOjoj NOCTOje NOTeHLMjanmn 3a NpoOMeHy
KakKBMW HWUCY NOCTOjann y Bpeme npe gurutanHor goba. docnes-
HW CBOM CyOBEP3VMBHOM KapakTepy, OHM He camo fia HarnaliaBa
jy noTpeby 3a 04/1aCKOM Yy JUTUTa/IHO OKPYXXEeHE, HEro jeAnHo
Hera Bue Kao NpoCTOp Y KOMe je MKakKBa erKacHa akLuja Mo-
ryha: u3nykn cBeT carfefiaH je Kao nosbe y KOMe [Je/oBakbe
Hunje moryhe, nnn 6ap Huje CBPCMCXOAHO.

ByayhHocT Haze

HapaTtuBn koju ce cene n3 SF TeKCTOBay Urpe U 06pHYTO, Koju
Urpe CMeLITajy y TEKCT, OfpaXaBajy He caMO peasiHe couwujan-
He OAHOCe Y KOjuMa Cy HacTajanun, Hero Hyge u (eBeHTyanHa /
MOXfa Moryha) pellera 3a npobneme o kojuma rosope. U, fok
MOZEpHY HapaTMBU U Urapa U KKEBHUX OCTBapeHa HUMANo
HUCY CyMHann 'y OnpaBAaHoCT Liu/beBa U HanpeTKa Kome ce Te
WMo, caBpeMeHU/MOCTMOEPHN NpobnemMaTn3yjy CBeT Yy KOMe
HacTajy 1 (yHKUMOHMLLY Ha HajMake [Ba Ha4yMHa:

« poBofehu y MuTatbe MOPanM3aTopcke AUCKypce u eyde-
MU3aLujy CBera WTo ce cMaTpa NoUTUUYKN HEKOPEKTHUM
MoHallakeM/TOBOPOM C jefiHe CTpaHe u;

*  MHcucTMpajyhu Ha HeonxogHocTu 6opbe 3a nowTeHwuje
€KOHOMCKe U COoLMjaHe 04HOCE, OUyBaHe MaaHeTe u pe-
LaBake 0CTaNNX K/bY4YHUX Npo6iemMa caBpeMeHOr CBeTa.

39 Mpexa Kao anar 3a COLMjanHO OpraHM3oBae MOXE (e, HapaBHO, Kao U
CBaKM [pyrv /T, YIOTPeOUTU Ha pas/ivunTe HaumHe W 3apag, MocTuzaHa
PasMUMTUX LWEEBa, Te je HACTOjae YCrOCTaBbaHa AKaBHIX KOHTPOA
HaZL, PAsIMHTVIM MPEXHIIM OKPYMEHVIMA [0 OMLLITVjer MPOLeca KOHTpore
CTaHOBHMLLITBA. OHa ce Ha 3arigdy 00paz/iaxe 60pooM MpoTVB Tepopyama,
refodmnmnie, Mypatepuje 1 ApyrX akTUBHOCTU Koje Ce BAZE Kao (vsn4-
KA WM MOPa/HO OracHe, IOK Ce Apyrvm Apxasava (KuHa, ABraHuMCTeH,
TypcKa UTA,) jaCHO UCTUYE W aCTIEKT MOMATUHKE KOHTPOME.

40 Stephenson, N. (2011) Reamde, New York: Harper Collins.

41 Duane, D. (2010) Omnitopia down, New York: Penguin Random House.
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e Y o06a cnydyaja ce 3agp)aBa MOAEPHUCTMYKA uieja o
(Moryhem) HanpeTky,£2ann cafia He BULLE Y NpasLy Tex-
HO/OLLIKOT pa3B0ja, HEro npe ceeray npasLy pasBoja co-
umjanHux ogHoca®B 1 yKnaraka/orpaHuyaBara Bo/be 3a
HOBLLEM U MOhM Kao YyNTUMaTUBHUX Lu/beBa. icToBpeme-
HO, HanyLiTa Ce MOAEPHM KOHLENT CaMOA0BO/bHE UHAM-
BUAYe Kao reHepaTopa NMpOMeHe, MHCUCTMPakbeM Ha nje-
jv fa ce ycnex MoXKe OCTBapMTK camMo capafHOM U Koop-
OVHauMAM [enoBaka BeNUKOr 6poja 3aMHTepecoBaHMX
akTepa.

* ok Kx

Mpuye 1 NpocTopK Koju Cy Ce U3 nuTepatype v ca unma npe-
Cenue y JUrutasHe CBETOBE Hace/beHe OrPOMHUM 6pojeM Jby-
[V nocTane cy ,,CTBapHUje” Hero WTo cy ukaja bune: ymecTo fa
CBET refjajy Kpo3 0uM jyHaKa Koju'y HeMy XMBe, caMu Urpadu
nocTajy jyHauu y 6opbu 3a 6o/be cyTpa. Yuye, 6ope ce, cTano
UMje. Ynasaky 6uno Kojy of TUX urapajecTe ynasaky aHta-
3MjCKU CBET, KOjU KOHAa4YHO MOXe Aa MocTaHe CBeT KOju urpad
61pa n y KOMe HeroBo [1e/ioBakbe MOXe Aa MMa CMUCAA (32 Hhera,
anu n fpyre CTaHOBHUKeE UCTON, UM YaK W ApYTUX CBETOBA).

KacTtpoHoBa / Edvard Castronova/#je npeasugeo ga he TOKom
HapeAHWX HEKONMKO [elleHnja OrpoMaH 6poj /byam y notny-
HOCTMW ,,MUTpUpaTN” y AUTUTa/HE CBETOBE Urapa, jep he Tamo
npoHahy OHO LUTO HeMajy y CTBapHOM CBETY: MpujaTesbe ca Ko-
juma pene mucta nHTepecoBawa, cpehy, ycrnex, cMucao WUan He-
LITO APYro LITO MM je NOTpe6HOo, a LITO je y peasHOCTU NocT-
KanuTasMCTNYKOr ApYyLITBa NOCTaN0 HeAoCTMXHO. Ho, n3rneaa
fa he, MMMO OHUMX KOju Xene Ja ogy notnyHoZ cse Behu 6poj
/byan 6ap AeNMMUYHO MpenasuTu rpaHuly Ka BUPTYenHum/
M3MULL/BEHUM CBeTOBMMa, Kpehyhu ce wbuUMa y pasinuutim

42 Ready Player One uak Criaja Knac4H1 MOAEPHVCTHK CaH O VCTPaXkVBa-
Hby/OCBajaby CBEMVpA M OIJ/IaCKy Ca MiaHeTe ca CHOM O Bpaharby 3emrte
Y TPETXOMHO CTakE, OIHOCHO HEHY PeBITaIM3aLYY 1 ONopaBaK. [Ba Xe-
poja Kojv ocBajajy Harpafdy Yrieky je y Ta aga Moryha MmyTa 3a OricTaHak
Y4OBEUaHCTBA.

43Y Tom cmucry ce SF fmTepatypa Y MOTTYHOCTU CyrpOTCTaB/ta TeXHO-
OVIPOKPATCKOM CXBaTakby [PYLLITB, Koja 08 Ofpaa@Ba y CMareHsy MHTepe-
ca (U wHaHCKja) 38 XyMaHUCTUMKE OUCLIAMIIMHE W HAaCTOjaHka Ja Ce OHe
MexaHU3yjy 1 yroaobe NpypoaHAM 1 TEXHUHKAM JUCLAMIHANE.

44 Castronova, E. (2007) Exodus to the Virtual World: How Online Fun Is
Changing Reality, London: Palgrave Macmillan.

45 TMoTryHa ayrvTanmsaLvja meyackux Gvina Takohe je 036UWBHO TpeTvipaHa y
SF nurepaTypu. HajHauajHjW NMPEACTABHUL MPOMMLLIEaHA AUTUTa/HOT
XVIBOTA Y AMMATa/IHOM npocTopy ¢y: Morgan, R (2002) Altered Carbon,
London: Victor Gollancz Ltd; npesog 2013, MopaH Cikpoborsa, Beorpag; Jla-
ryHa v Stross, C. (2005) Accelerando, London: Orbit Books, Doctorow; C
and Stross C. (2012) Rapture ofthe Nerds, New York: Tor Books.
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HACHTHTCTCKHM NMAKOBAaI-MMA, Kpeupajyhu u cebe m m3abpaHe
CBETOBC OHAKO KaKo OHH TO kejie. 'y 0BOM Coryuajy Ha Aeny je
CTapH MPOIECC OOMMKOBAKA CBETA MPUYIOM, KOJH j& Cala mocTao
JOCTYTIAH OTPOMHOM OpPOjy JbYIH, HC3ABHCTAH O CIIHTHCTHY-
KHX CKOHOMH]jA ¥ TIOJMTHKA M, CAMHM THM, CIOCOOAH Ja mpo-
MCHH HC CaMO KHBOTC T0jCIHHALIA, HCTO H YKYIHO OOTHKOBAFC
CBAKHU/IAIILE KYITYPE, 1A TAKO U CBETA Y LCIHHU. Y TOM CMH-
cay, KacTpoHOBa, a)i 1 BSHMKH S0 CaBpeMeHe SF KEbIKEBHO-
cti (okenm| 1a) Bepyje v koucTaramujy Huna I'ejmena /Neil Ga-
imen/ 1a Wrpe, Kao jeaaH o4 MyTeBa KOjuMa .,(())MKIHja MOYKS
A HAM TIOKQXKe JPyTaqydju cBeT. MoyKe 1a HaC OJBEAC TaMO Tae
HHUKAA HUCMO Ommin™*®, Merbajy Hally MePUCTIHjy U HOHAIIAKE
y ,,CTBAPHOM CBCTY , jep: ,,(K)aga CTC jeAHOM MOCCTHIIH APYTC
CBETOBC (...) HC MOXKCTC BHIIC OWTH 3aI0BOJBHH CBETOM V KO-
Me cte oxpacaui. He3aaoBosecTBO je mo0pa cTBap: HE3aA0BObHH
JbYIW MOTY 71a WU3MCHE W TIOTIPABE CBOjE CBETOBC, /14 WX YUMHC

0ospuM, Apyradadjum”. !’

Taxo 3axBaspyjyhu qururaaHanM urpamMa U TEOpeTHHAPH (PETKA
moayme) U SF ayTopu (MHOTO BHIIC HHX) HPOLCHY]Y Aa jOII
YBCK MOCTOjH HAAA y mpocTop Moryhe cnodoae KuBIbCHa, AC-
J0BaFkA H CapaJbe, Ma KOJHKO HAC CBAKOTHEBHA (DH3HYKA peal-
HOCT yoehuBana y cynpoTHo. Taj mpocTop MOXKe OUTH OTpaHH-
YCH HA BUIIC HAYUHA (BPEMSHCKH — HA CIIOOOTHO BpeMe, COIH-
JAJTHO — HA BCJIMKS 33jCIHUIC HITH PCIATHBHO YCKE TPYIIC), AJIH
Jj€ caMo HETOBO MOCTOjarhE TOBOJBHO 1A ce, Makap y SF Haparu-
BHMA, MOYKC 3AMHCJTHTH MPOMCEHA. A, Ka0 INTO HAC YYH YKyITHA
(haHTa3MWjCKA JIMTEPATYPa, OHO IITO je MOTYhe 3aMUCITHTH, MOKE
CE H JOTOAMTH.
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ISHOPE STILL ALIVE

DIGITAL GAMES AND SF LITERATURE

Abstract

The text deliberates on the motion of narratives between SF literature
and digital games and their connectivity, from the appearance of the
first digital games to modern network games intended for large number
ofplayers. The narratives which move from SF texts to games and vice
versa, which place games into narratives, reflect not only real social
relations under which they have occurred, but also offer (possible)
solutions for the problems of the modern world, primarily those caused
by neoliberal politics. In them, the modern concept of a self-sufficient
individual as a generator of change is abandoned, insisting on the idea
that success may be attained only in cooperation and coordination of
a large number of interested actors, displacing the battlefield from the
plane of the physical to the plan of the digital.

Key words: digital games, digital worlds, sciencefiction, narrative
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