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MAC Pa3Boj koMnjyTepckHX Hrapa

Monayn

Hasus Teme mactep pana

Pa3Boj kommjyTepckux vrapa

HapaTonouku 1 ceMHONOWKH MOJIENH Y BHEO UrpaMa aBaHTYpPHCTHUKOT
KaHpa — cTyauja cayuyaja ,,CHeBaun™

O6nact

Jlynonoruja
HapaTo/101UKH M CEMHOJIOLLKH MOJIEJIH M KOMITjYTepCKe Urpe

OO6paznoxere Teme ca npeaMeTom
UCTPAKHBaba

IToyeTke TeOpHjCKOr U3yuaBare CTPYKTYPHHX, TEXHONOLIKHX H €CTETCKHX
acrnekata BHAEO MWrapa Kao KyJTYPHOT W YMETHHYKOT ¢eHOMeHa
obenexwuna je Ty10-HapaTHBHA KOHTPOBEP3a — K0 LEHTPaIHH rpodieMm y
MpoLecy MHCTUTYLMOHAIHE JE€rMTHMAlMjeé OBOT MeIHja HaMeTHY/I0 ce
caenehe nuTame: y Kojoj MepH Cy . TPaJAHLHOHATHH™ HapaTOJIOLIKH
TEOPHjCKO-HHTEPIPETATHBHH aJ1aTH OMEPAaTHBHH Y TEOPHjH KHHKEBHOCTH
1 QuiIMa NpUMEHHBH MPHIHKOM MMpOy4aBakba BHAEO Hrapa o03MpoOM Ha
TCXHOJIOIIKE Cl'lel.lﬂ{blfl'-lHOCTH OBOI' pe€JIaTHBHO HOBOTI CKCIIPECHBHOT
obnuka. Jlok cy W3BEeCHH TeopeTH4YapH 3aroBapaiu notrpedy oadaluBara
paHvje  BaxelMX  HApaTMBUCTHYKUX TPHCTYNa Kao  ancoJyTHO
HeanekBaTHux (Jyn, Apcer), Opyrd cy 3acTynalid cTaB Jga cy
HapaToJIOIIKE WHTEPNPETAaTHBHE TEXHHUKE WIMaK BAIWAHE W OllepaTUBHE
NpUIMKOM aHanu3e Buaeo urapa (Mepu-Jlopu Pajan). V meljyepemeny,
onucaHa KOHTpoBep3a je npepasulieHa H3HANTAKEHEM KOMIPOMHCHOT
NPHUCTYNA KOjH noapasymeBa ynorpedy TpaaMUHMOHAIHE HapaTOIOTHje Y3
u3BeCHe MoaudHKauMje M ajanTalMje TEOPHUjCKOT OKBHpa a Koje
JMKTHpajy cneudduuHocTH oBor meauja. OBa Te3a HACTOjM [a MOKawke
KaKO Cy BHJIEO MIpe, Kao jeJaH O HajnonyJapHHjUX H Haj3acTyIUbEeHH]HX
BH/IOBA 3a0aBe 1aHac, Kpo3 CBOj pa3Boj mpuiarohasaie M Mo3ajMbHBae
CTPYKTYpHE, TMOETHYKE, CEMMOJIOIIKE MW  HapaTooOllKe AacreKTe
pa3sIMYMTHX ,.,TPaJMUHOHATHUX" Me/Hja, T€ CY MOonpUMKiIe OOJIMK y KoMe
CY KOMIIOHEHTE YMETHHYKOr OWjle TNOdjelHaKO BaXKHe, KOJIHKO M
KOMIIOHEHTHE 3a0aBHOT U KOMEPLIMjaTHOT.

Y cBeTny rope HaBeleHOr, [IJIABHM MPEIMET HCTPAKHBaAKkA j€
JIEKOHCTPYKLHja HApaTHBHUX LieMa W o0pa3ala y BHAEO Wrpama, Kpos3
KOHTPAaCTUBHY WHTEPTEKCTYalHY H MHTEPMEIUjaTHy aHAIU3Yy, KOHKPETHO
KpPO3 NpHMEpPE Hac/loBa W3 JKaHpa aBaHType, M KacHHMja NpHUMeHa
OCTBApeHHX YBHIa NPH KpPeHpaky OpPHIHHA/IHE HIEje 3a BHIEO HIpy.
Macrep pan Hapamonowku u cemuonowku mooeau y 6udeo uepama
asanmypucmuykoz xcawpa — cmyouja cayuaja ,,Cnesauu ' uctpaxusahe,
Aakne, OJjeKe ,,TPaJAMUHMOHATHHMX CEMHOJIOWIKHX H HapaTOJIOLIKHMX
o0nnka (MpeBacXOJHO HHMXOBMX MaHU(ecTaunja y KHHKEBHO] M
KMHeMaTorpackoj yMETHOCTH) y caBpeMeHHM BHaeo urpama. Kao kopnyc
aHanuse u3abpaHe Cy Wrpe Koje MpHMNanajy aBaHTYPUCTHYKOM IKaHPY
(puzzle, point-and-click) 063upom Ha cneuHbUYHOCTH BHXOBOT JYAHYKOT
acrekTa, a Koju je y OMTHOM CMHCIYy OC/IOHEH Ha ajanTalujy
JUTEPapHUX, @ MOTOM M KHHEMATOrpad)CKHX MOETHYKHX H 3HAKOBHHMX
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obpazalia (MOHOMHT, Xepoj H aHTH-Xepoj, moTpara 3a 0;1arom, NUKapcKy
JKaHp, UTA.)

AHanuzupajyfiu penpe3eHTHE M Y AHAIUTHYKOM CMHCIY a[eKBaHTHE
npumepe (Machinarium w Samorost), Hactojahy na aeduHHLLIEM
MHTEpPNpPEeTaTHBHE OKBHPE W 3ajeJHHYKEe WMEHHOLEe W YHWHMOLIE OBaKBHX
HapaTHBa, ca LW/bEM [a OCMHCIMM OPHMIMHAJIHY WIH HOBY MIEj)y 3a
Oyayhy Buaeo urpy (paaHu HacioB: Cresayu). HakoH npernena teopujcke
JMTEpaType, aHajlku3e KophycHe rpahje H CHHTe3e Ha Taj Ha4HH OCTBAPEHHX
3aK/byyaka, mactep paa he npeactaBuTv Haupt Buaeo urpe Cresayu, Kao
OPMIHHAIHH J1y/10-HApaTHB — HOBHU CBET MIPe, Ca HOBUM JIMKOBUMA, KOJH
he noreHumnjanHo y 6yayhHocT MORM na ce KOPHMCTH Kao mojasHa Tauka
Npy Na/beM pa3BOjy BHIEO HIPe KAao CaMOCBOJHOT KOMEpPLMjaTHOT H
YMETHHYKOT MPOH3BO/A.

e HapatuB rotoBo cBake BHAEO Hrpe [OYMBA HAa OMIUTHM
MPHHLIMITHMA HapaTHBa (WM HAPaTUBHUM ..hopMyJiama™) KOju ce
ce cpeliy y cTapujuM yMETHOCTHMA MJIH MeaHjuMa (KHHIKEBHOCT,
CTpHM, No3opHiuTe, GUIM, TEEBH3Hja).

® Hako, y U3BeCHOM cMHCTY, TyOOKO YKOpEemeHe y MPHITOBEIaYKOj

Xunorese TPaJAHLMjH, BUAEO MIPe KOPHCTE COMCTBEHA M3pakajHa CpeacTBa
TE€ Moceayjy CaMOCBOjHE KapaKTepPUCTHKE KOja MX PasjMKyjy H
0/Bajajy O CTApHjHX YMETHOCTH.

e Jlyno-HapaTMBHH CEMHOTHYKH acleKkT BHIEO Mrpa Koje Mpuranajy
aBaHTYPUCTHUYKOM JKaHPY Y BEJIMKO] MEpPH Ce€ YCMOCTaB/ba Kpo3
MHTEPTEKCTYyalHy W MHTEPMEAMjaTHY ajanTauHjy JHTEpPapHHX H

KHHEMaTorpad)cKMX 3HaKOBa W MOCTYIaKa.
CarnenaBame KapakepucTHKa M OCOOEHMX M3PaKajHUX CPENCTaBa BUIEO
apza Mrapa Ha KOHKPETHHM NPHMEPHMA, Kao W aHami3a _jCJlHOI" 0/l rmpumepa,
3apajl MPHKyIUbama IUTO BHIIE HHPOpPMAaLMja U HAEja KA0 yCMEpeme Ka

(HHAHOM Kpeupary OPHIHHAIIHE BH/IEO WIpE.

Kpeupamwe OpurHHaliHe Weje — OCHOBHA NpeMuca Mpu4ye MOTeHLHjaIHe

Llwb BHJIEO MIpE, CHHOMCHCA, JIUKOBA, BPEMEHA W CBETAa y KOMe Ce MpHua

O/1BHja.
AHaIMTHYKO-CHHTETHYKA MeToa
Merona aHanuse cagpkaja
Merone KomnaparueHa meTona

Metoaa ctyauje ciayyaja
Mertoaa ancrpakiuuje i KOHKpeTH3allHje

Kparak npeauMmuHapHu caapixkaj
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[Ipernen Teopujcke nuTeparype, npeaMeT, XMIOTE3E U LM/bEBH
pazna, METOe UCTPAXKHBaHa
2. Jlyno-HapaTHBHa KOHTpOBep3a: OJHOC BHEO Mrapa v
TPaJAHLHOHATHHX YMETHOCTH
2.1 TlpobaeMu H H3a30BH Y TEOPH]CKOM MpOy4aBaky BHIEO
vrapa: MCTOPHjCKH nperaen
2.2 Hrpa kao npuya: 0 MmoryhHOCTHMA HapaToIoLIKe
MHTEPIpEeTaLHje BUACO Hrapa Kao JyaA0-HapaTHBHOT MeaHja
3. Haparonowke 1 ceMHOJI0LIKE OCOOEHOCTH aBaAHTY PHCTHUKOT
’KaHpa BMJEO Mrapa: HHTepMeIHjaIHOCT W ajanTaumja
3.1 HUcTopujcku npernen pa3Boja kaHpa aBaHTYPUCTHUKHUX BH/IEO
urapa
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3.2 Click-and point apaHType: OCHOBHE HapaTONOLIKE U
CEMHOJIOLIKE KAPAKTEPUCTHKE

3.3 Ilpernen koprnyca aBaHTYpHCTHUKHX click-and-point urapa u
aHaJIM3a pernpe3eHTaTHBHUX eKCIIOHEHATA XKaHpa:
Machinarium w Samorost

4. Hauprt HapaTHMBHOT H CEMHOJIOLIKOT [JIaHA OPUTHHAITHE

aBaHTYPHUCTHYKe BUeo urpe: Cresauu

4.1 Ceer urpe

4.2 KapakTtepH (areutu)

4.3 ObjexTn

4.4 Kommno3svLMja palbe: MHCH]e, LM/bEBH W HAPATHBHH CKJIOM

4.5 Ayauo-BH3ye/HH HOSHTHTET HIpe

3aKk/byyak: OCBPT, MCXOMH W npeapubjarma
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