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YBOJI

Ecrernka u urpa

[Tojam urpe BpJO YECTO ce€ MOjaBJbyje U Y TOBOPY U y CBAKOJHEBHOM >KUBOTY JbYIU.
VYnpaBo oBa ydecrana u Hajuemhe caMopa3ymJbHBa yIoTpeda OBOT TEPMHHA y PA3IUYUTHM
KOHTEKCTUMAa CBaKOIHEBHOT je3MKa JOBOAM [0 TMOTpede 3a HErOBUM MPEHHU3HUjUM
TEOPHjCKUM MPOMHIJBAKEM H ofpehemeM, anu HaM CBEIOYM M O HEOOWYHO BEITHMKOM
3Hauajy, OOraTCTBy M HEM30E€KHOCTH WIPE 3a Pa3MYUTE AacleKTe pazymMeBama JbYICKOT
WCKYCTBA, J)KMBOTA W Jieiama. YOBEK ce, YaK HU y IyHO] CHA3W W 3pEJIOCTH W y3 HajBehe
Harmope, He MOXe OCIOOOAMTH Wrpe, BEPOBATHO 3aTO IITO je UIpa jeAHO OJ HErOBUX
OCHOBHUX oO0eliexja ¥ TMoTpeda Kao CBECTPAHOT, PAIMOHATHOT M KyATypHOr Owmha.
YHuBep3aiHa NPUCYTHOCT UIPe OrJie[a ce KaKo Ha MHANBUAYAIHOM IIJIaHy, Y )KUBOTY CBaKOT
YOBEKa, TAKO M Y KYJITYpH, ¢ 003UPOM Jia c€ OHa I0jaBJbyje Kao BaxXHO oapeleme U mojasa y
CBaKOj KYJITYpH Yy MO3HAaTOM CBETY, OJHOCHO KJbYYHH YHMHMJIAIl YOBEKOBOI OJHOCA IpemMa
CTBApHOCTH Y KOjOj KUBH.

VY TOM KOHTEKCTYy, Ka0 j€IHOM OJ HajBAXXHHjUX U IIHPOKO NPUMEHHMBHUX IOJMOBA,
UTPH C€ MOKE MPHUCTYIUTH U3 yIila PA3IMIUTHX HAYYHUX U (PHUI030()CKUX JAUCIUILINHA, KA0
Y YMETHOCTH. JeJIHa O/1 BUX j€ CBaKaKo U eCTeTHKa. Buie ecTeTMUKUX 1M0jMOBa AUPEKHO MU
UHIUPEKTHO je ynyheHo Ha Wrpy: To ¢y, mpuMepa paau, ¢paHTazuja, €CTETCKU J10)KUBJba] U
YKYC, IOJjpaxkaBamkbe U CTBApAJAIITBO U MHOTHU JPYTH, JOK CE€ UCTO TaKO Moxe pehu U J1a cBe
YMETHOCTH CBOj€ MOPEKJIO MMajy y MpacTapoj pUTyaiaHOj Urpu. EcTeTcke BpeIHOCTH MOIYT
KOMHYHOT, JIETIOT, CEeHTUMEHTAJIHOT, MONHOT, CYNTHJIHOI U ApYyrux Takohe cy ymyheHe Ha
UTPYy Y HAa OBa] WM OHAj HAYMH CY OJMYCH-€ YOBEKOBE NPYIITBEHOCTH M HArOHA 33 UTPOM.
Otyna ce moxe pehu na je urpa He camo jelaH OJ IMOjMOBAa €CTETHKE, HEro Oa3zuyHU
€CTETUYKH I10jaM.

CaBpeMeHHU pa3BO] U YCIOXHaBambe I0Jba HH(POPMAIMOHMX TEXHOJIOTHja, Kao U
M3MENITamke JhYICKE WHTEPAKIMje M KOMYHHUKAIHM]€ Y BEIITAYKHA BUPTYEIHU MIPOCTOP, OTBapa
U jeIHO HOBO NOJpyYje U MOTYNHOCTH Y OKBUPY KOJHX CE UTpa HE caMO MaHU(ECTYje, Hero ce
U MHAMO PEATHOT (PU3MUYKOT CBETA M FHETOBHX OTpaHUYEHa OBAa] (DEHOMEH MOXKE M Pa3yMeTH
MoJl JIpyrayvjuM ycjaoBUMa. Y TOM CMHCIY WUrpa TMOpea CTaHIapAHOT KopIyca
XYMaHHCTHYKHX HayKa IOCTaje W PEJIeBAHTaH MpeIMeT Y KOHTEKCTY MPOMHUILbakha HOBUX
Me/ija ¥ HOBUX OOJINKAa YMETHUYKUX MPAKCH.

OcuM MmMTO y CBAKOM CMHCIY CYIITHHCKH OJJIMKYje YOBEKa, HerOB HAYMH JKUBOTA H
1ojaBe y KyJITypH, UTpa je mpecynaH GpakTop JbyJICKe KPeaTUBHOCTH, TaUHH]€ MPEBa3UIakKemha
OHOTA IIITO HaM je HeTIOCPEIHO JIaTO M YTOJIHKO j& BayKaH YMHHJIAI JbYIICKE clio0oe.

[Iporpamcku ogdop



ECTETHYKO APYHITBO CPBUJE

HNPOI'PAM CKYIIA
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Yereprak, 12.05.2022. roaune

10:00h CBeuaHno OTBapame cKyma:

Mapxo Kpcruh, 3aBoa 3a npoyuaBame KyaTypHor passutkaCponje

Heo0ojma I'pyoop, Yua Ilonosuh u Cama I'p6oBuh, Ecrernuxko apymrso Cpouje
10:10h ITuhe noopoxouLIHIIE

10:30h Hedojma I'py6op — ®unozodcko-ecrernuku nojam urpe: [lojam urpe y XerenoBom
,»YBOny“y Ilpedasara o ecmemuyu

IIpBa cecuja, moaeparop Yua [Honosuh

11:00h Aparan Kyuuh — ITojam ,,urpe” y caBpeMeHOj €CTCTHUIIH: 1 JIU CYy eCTeTHYapH
,,0ECIIOCJIEHH TTOOBH “?

11:15h Jyman Iajun — Ecretrka urpe

11:30h Boromup Bykuh — 3aronerHa urpa TajHor ouha ymjeTHOCTH
11:45h InBua BykcanoBuh — Meauju u urpe

12:00h Cphan laposuh — Jlenora mopoka

12:15h — 12:45h T1ay3a

JIpyra cecuja, Mmoaeparop Muaom MuJiaaiuuoB

12.45h Ynua ITonosuh — O HemoryhHocTH ecTeTHKE HIpe

13:00h Mpeapar Jakumh — MeaujaiHOCT U MaTepHjaTHOCT U3BOheHa

13:15h Mapko HoBakoBuh — KanrtoB nojam urpe

13:30h Hebojma banoBuh— Urpa u tenno: moryhHoctu mieca y baajyoBoj nHecTeTuIm
13:45h Mapuja ByaaroBuh— Ecrercko je myauyako?

14:00h Musomx MustaaunoB — denomen ¢yabancke urpe: 0 MOryhHOCTH €CTETHKE
¢dbyndana

3aBpuIHA JMCKYCHja MPBOT JaHa CKyNa



Ilerak, 13.05.2022. roaune

IIpBa cecuja, Mmoaeparop Baarko Uiauh

11:00h Baatko Unuh, Bojucaas Kinayap— CaBpeMeHO yMETHUYKO CTBApAJIAIITBO U UTPa
11:15h Cama PagoBanoBuh— Mrpa u cio6ona stenora y KantoBoj ecreruiu
11.30h Jaapanka Boxkuh — ®anTacTHYHO Y KEbHIKEBHOM KOHTEKCTY

11.45h Cphan Mapam — Urpa u criekraki

12:00h — 12:30h I1ay3a

JIpyra cecuja, Moaepatop Cama I'pooBuh

12:30h Cynunua Jeprosuh — LUX AD INFINITUM wuiu 6eckoHavHa Urpa CBETIOCTH U
CEHKE — YMCTO (UIMCKH J10)KUBJbA]

12:45h Huxona Tanacuh- Crapa ['puka y BuIeo-urpaMa — moBpaTak HCKOHUMA eICKOT
13:00h Jbuspana I'aspuiioBuh — Jlenora xuBibera n3Mel)y GU3MUKOr U AUTHTAITHOT CBETA
13:15h Cama I'p6oBuh - EcTeTnuko cxBarame yMETHOCTH UIPe

13:30h Becna Mapuunh — Ecrernka u urpa

3aBpuIHa AMCKYCHja CKYIa



Cyoora, 14.05.2022. ronune

Iparehu nporpam ckyna Ecmemuxa u uzpa

11h — 13h IIpeacraB/bambe YMETHUYKHX pagoBa 4ianoBa Ecrernukor apymrsa Cpouje

- luBna BykcanoBuh — Ilpencrasspame npuya u3 HoBe3Oupke pykonuca 'Ha 6azeny"
- lpeapar Jakmuh - [Tpuua ,,Urpa Pammn ayrodyc*

- Cynuuna Jeprosuh — xiunoBu u3 o0pa3oBHux emuicuja u crot 'Lux ad infinitum’

- Iparan PagnoBanueBuh — , . JKanocHa cynOuHa jeqHOT caMoyOucTBa

- Hukona Tanacuh - my3uuku nporpam Ha Temy M300p u3z mpaouyuonainux pycKux necama

u pomaucu
- UBana Pagojuuuh — Kparka npuya ,,IIujanucra”

- bojana Tajucuh — bajka ,,IIpasanunu 3arpseaj*
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Thursday, May 12, 2022

10:00h Opening ceremony:
Marko Krsti¢, The Culture Development Institute of the Republic of Serbia

Nebojsa Grubor, Una Popovié, Sasa Grbovié, The Aesthetic Society of Serbia

10:10h Welcome drink

10:30h Nebojsa Grubor — Philosophical-aesthetic notion of play: The Notion of Play in
Hegel's ,,Introduction® to Lectures on Aesthetics

Section A, chairperson Una Popovié

11:00h Dragan Zuni¢ — The Concept of “Play” in Contemporary Aesthetics: Are
Aestheticians “Idle Priests”?

11:15h Dusan Pajin — Aesthetics of Play

11:30h Bogomir Pukié¢ — A Mysterious Game the Secret Being of Art
11:45h Divna Vuksanovi¢ — Media and Games

12:00h Srdan Sarovi¢ — The Beauty of Vice

12:15h — 12:45h Break

Section B, chairperson Milo§ Miladinov

12.45h Una Popovié¢ — On the (Im)possibility of an Aesthetics of Dance

13:00h Predrag Jaksi¢ — Mediality and Materiality of Performance

13:15h Marko Novakovi¢ — Kant’s concept of play

13:30h Nebojsa Banovi¢ — Play and Body: Possibilities of Dance in Badiou's Inaesthetics
13:45h Marija Bulatovi¢ — The Aesthetic Form is Ludic?

14:00h Milos Miladinov — The Phenomenon of the Football Game: on the Possibility of the
Aesthetics of Football

The First day’s closing discusion
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Friday, May 13, 2022

Section A, chairperson Vlatko Ilié

11:00h Vlatko Ili¢, Vojislav Klacar — Contemporary Poetics and Play
11:15h Sasa Radovanovi¢ — Play and Free Beauty in Kant’s Aesthetics
11.30h Jadranka BozZi¢ — Fantastic in a Literary Context

11.45h Srdan Maras§ — Game and Spectacle

12:00h — 12:30h Break

Section B, chairperson Sasa Grbovié

12:30h Sun¢ica Jergovi¢ — LUX AD INFINITUM or an Endless Play of Light and Shadow -
a Purely Cinematic Experience

12:45h Nikola Tanasié¢ - Ancient Greece in Video Games — A Return to the Origins of Epic
13:00h Ljiljana Gavrilovié — The Beauty of Living Between the Physical and Digital Worlds
13:15h Sasa Grbovi¢ - Aesthetic Understanding of the Art of Dance

13:30h Vesna Mari¢i¢ — Aesthetics and Play

Closing discusion
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Saturday, May 14, 2022

Artistic programme

11:00h — 13:00h Presentation of the art works of the members of the Aesthetic Society
of Serbia.

- Divna Vuksanovié

- Predrag Jaksi¢

- Sunéica Jergovié

- Dragan Radovandevié
- Nikola Tanasié

- Ivana Radojicié¢

- Bojana Tajisi¢
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CAXKELU U3JIATAHA

PAPER ABSTRACTS



He6ojmra banosuh

Hrpa u Tesi0: moryhnoctu miieca y baajyoBoj nnecrernuu

Ancrpakt: Pajg mokymaBa 1a pacBeTii pa3yMeBame Iuieca yHyTap bamjyoBor
0COOEHOT HauWHa TPETHpamka OBE YMETHHUYKE (popMme a Koje je AaTO Y HEroBOj MHECTETHIH,
ITO je TOCBe crernuduuaH W cyOBep3WBaH KOHIENT ecTeTHKe. Takohe, momasu ce on
MPETIOCTaBKE /1A je TUIeC, Kao TaKaB, UTrpa y HajIlyHHjeM CMHUCITy OBE PEYH, T€ Jia C€ OHa OBJIC
MaHH]ecTyje y CBOM HajUMCTHjeM U HajeKCIUIMIUTHUjeM BUy. Y3 HaBEJEHO, HaMepa je U Jia
ce mokaxe ga je bamjyoBa ¢uimo3zoduja mreca, koja je BoheHa kako HwuyeoBuM Tako u
ManapmeoBuM pediiekcrjama, akIEHTOBAJIA TEJIO KOjeé Wrpa, ca jeIHe CTpaHe, IOK je
MCTOBPEMEHO YNyTWJIa M Ha TO Jia TUIeC W Tello, ca JpYyre CTpaHe, 03Ha4yaBajy CBOjEBPCTaH
HAYMH MUIUJBEHA, TAYHH]E, 1a MHUcehe Teo o3HavaBa cebe kao MOryhHOCT 32 YMETHOCT.

Kibyune peum: ruiec, yMeTHOCT, MHECTETHKA, Urpa, banjy, Munubeme-teno, /Ipupyunux 3a
UHeCmemuKy.

Nebojsa Banovié¢

Play and Body: Possibilities of Dance in Badiou's Inaesthetics

Summary

The work is aimed to enlighten understunding of dance within Badiou's specific mode of
treating this artistic form which is given in its inaesthetics, that is utterly specific and subverse
concept of aesthetics. Also, here we come from the perspective that dance as such is playing
in the fullest of the sense of the word, and thus is being manifested in its clearest and the most
explicit form. With quoted, the intention is to show that Badiou's philosophy of dance, guided
by as Nietzsche's as well as Mallarme's reflexions, has distingushed body that is dancing, on
one hand, pointing at the same time that dance and body, on the other hand, denote unique
mode of thinking, more precisely, thnking / contemplating body defines itself as a possibility
for art.

Key words: dance, art, inaesthetics, play, Badiou, thought-body, Handbook of inaesthetics.
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Janpanka boxxuh

DaHTACTHYHO Y KIbUKEBHOM KOHTEKCTY

Ancrpakrt: PaHTaCcTHKA jé HECYMIHBO TMOHUKIA M3 TyOMHAa MUTCKE CBECTH U CHOBA,
npenuia (je) moroMm y (OJKIOp, a 3aTUM Y IpBa MoeTcka cHoBUlema. Kao aHTpormosomka
JyXOBHA I10jaBa MPBOT peaa, paHTACTHUKA je M3pa3 U OCTBApPEH:E MOTpPede 3a IPYKUYHjUM; TO
KPUTHYKO, aJITepPHATHBHO, OCIopaBajyhe, ma 4ak M MpeBpaTHUYKO CBOJCTBO 3aj€AHHYKO j&
daHTacTHIIM W MUTY (Haume, 000je JKelie TPOMEHY M Pa3JIMYMTOCT). Y IKIDKM Haller
MHTEpECOBamba Cy Npo3Ha Jena poMaHTHuyapcke Qanractuke (Xodwman, Ilo, Hepsam) u
mutonomku poman 20. Beka (Llojc, Man, Kadxa, Xece, bopxec). ,,HoBa mutonoruja“
poMaHTHYapa, KOjy je Hajaocleanuje octBapuo Xodman, Onia je jeqHa oJ1 Kapuka Koje BoJe
MUTOJIOTU3MY y poMmaHy 20. Beka. Tpeba HaryiiacUTU UIpayku, alCOJyTHO HENpPEIBUIBUB
€IEMEHT Yy CTBapamy Haj0oJbe (QaHTacTUKe Koja o0yxBaTa Kako (PaHTACTUKY CHOBA,
JECTUPUYHY U TIOCTCKY (DaHTACTUKY, TAKO U OHY Ha3BaHy (DaHTACTHUKA PEATTHOCTH.

Kibyune peun: ¢antactuka, urpa, CHOBH, €CT€TUKA, MUT, aHTPOTIONIOTH]a, KEbHYKEBHOCT.

Jadranka Bozié¢

Fantastic in a Literary Context

Summary

Fantasy undoubtedly originated from the depths of mythical consciousness and dreams, then it
passed into folklore, and then into the first poetic dreams. As an anthropological spiritual
phenomenon of the first order, fiction is the expression and realization of the need for
something different; that critical, alternative, evasive and even subversive property is common
to fiction and myth (namely, they both want change and diversity). Our focus is on prose
works of romantic fiction (Hoffman, Poe, Nerval) and a mythological novel of the 20th
century (Joyce, Mann, Kafka, Hesse, Borges). The "new mythology" of the Romantics, most
consistently achieved by Hoffman, was one of the links leading to mythologism in the novel
of the 20th century. It is necessary to emphasize the playful, absolutely unpredictable element
in the creation of the best fiction, which includes dream fantasy, delirium and poetic fiction,
as well as the one called reality fiction.

Key words: fiction, game, dream, aesthetics, myth, anthropology, literature.
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Mapuja bynarosuh

Ecrercko je nynuuko?

Ancrpakrt: Jla je mojaMm urpe Kpajise MMAaHEHTAaH ECTeTHUKUM pa3MUILbambHMa
yKa3yjy IojeinHa TeOpHjcKa CTAaHOBHIITA KOja UCTUYY ecTeTCKH (heHOMeH kao par excellence
pOCTOp Urpe 3axBasbyjyhu cnobonu nmarnHammje. Yecto hemo 4yTu Kako ce yMETHUK HTrpa
0ojama, a TMECHUK pedynMa. YIPaBO, Y OBOM KOHTEKTCTY B€3€ €CTETCKOT ()eHOMEeHa W
KOHILIENTa Urpe y cienehem m3naramy 3acTyna ce Te3a Ja je J1youuko y cpyy ecmemckoz Ha
M3BECTaH JIBOCTPYKO OHTOJIOIIKY HAYHH: C jeJJHE CTPaHE Ka0 CTBapaJlaukKy NPUHINI USHYMPA,
KOjH C€ HyIU M3 CaMOT €CTETCKOr ()eHOMeHa (POPMAaITHO M MAaTEepHjaHO, U C IpYyre CTpaHe,
Kao HCXOJ CaJiejcTBa €CTETCKOI ()EeHOMEHa W pELHIUjeHTa KOju y WIpPH ,,JOBpIIABa™ U
,peBuranusyje’ mpeamer. Harmacak y OBOM U3Jaramy jecTe Ha IOTOHO] OHTOJIOIIKO]
Ceuu(UIHOCTH — CBOJCTBY JYAMYKOT Ja HAaHOBO ,,0)KHBH' €CTETCKO M Ja ra Y4YHHHU
NpUjEeMYMBUM M WHTEPAKTUBHHjUM 3a 4oBeka kao homo ludens-a. Unyctpamnmja Tese o
MIPOAKTHBHOM JICjCTBY JIyIUYKOT Ha ecTeTcku (peHoMeH Owhe M3BeneHa Ha MpUMEpY My3eja
Kao pEero3uTOpujyMa eCTETCKUX MpeIMeTa, My3ealinja, ald U Kao eCTETCKE XeTepoTomnuje Per
Se, OJHOCHO npocmopa moeyhe uepe. Y TOM TIOTJEIY, MY3€jCKHM MpPOCTOp Kao (akTH4YaH
cxBaheH je yjellHO U Kao (PUKTHBaH, OJIHOCHO Kao €CTETCKH MPOCTOP KOjH ,,TPaKu* Urpy Ha
KO0jOj C€ U 3aCHUBA.

KibyuHe peuM: eCTECTCKO, JIYAUYKO, PEIUIIN]ECHT, MYy3€], My3€aTHOCT.

Marija Bulatovié¢

The Aesthetic Form is Ludic?

Summary

That the notion of the play is immanent to the aesthetic reflection is indicated by certain
theoretical views that emphasize the aesthetic phenomenon as a par excellence space of play
due to the freedom of imagination. It is often heard that the artist is playing with colours and
the poet playing with words. Precisely in this context, the liaison between the aesthetic
phenomenon and the concept of play in the following paper is advocated via the thesis that the
ludic form is in the heart of the aesthetics in a certain double ontological way: on one hand as
a creative principle from within, offered formally and materially; on the other hand, as an
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outcome of the partnership between the aesthetic phenomenon and the recipient who
"completes™ and "revitalizes" the artefact during the play. The emphasis in this paper is on the
latter ontological specificity — the property of the ludic to "revive" the aesthetic and to make it
more receptive and interactive for a human being as homo ludens. The illustration of the
thesis on the proactive effect of the ludic form on the aesthetic phenomenon will be performed
on the example of a museum as a repository of artefacts, musealia, but also as the aesthetic
heterotopia per se, i.e. the space of possible play. In that respect, the museum space as factual
is understood at the same time as fictitious, i.e. as an aesthetic space that "seeks" the play on
which it is based.

Key words: aesthetic form, ludic form, recipient, museum, museality.
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JluHa Bykcanosuh

Menuju u urpe

Ancrpakr: CaonmTeme pedIiekTyje 0HOC CAaBPEMEHHUX MeNMja U urapa y KOHTEKCTY
JUTUTATHE KYIType W €CTeTHYKHMX HUCTpakuBama. UYmaHak Tpeba Ja NpEeucnura Kako
TPaJUIMOHATHA KOHIIENIT UTapa, TEOPUjCKU TIIEJaHO, MOXKE OMTH carjiefaH ¥ NPUMEHEH y
HaIleM BpeMeHy, ¢ 003upoM Ha Blaaajyhy Kyntypy aurutaaax meawja. Takxobhe, pam ce
MHTEHIIMOHATHO OaBM MOTryhoM KpPHUTHKOM JHWTHTalIHE KYIATYpe ca CTaHOBIUTA CJI0007e,
OJIHOCHO U3 yIJIa OHUX Urapa Koje penpe3eHTyjy Haejy U KOHLEeNT Moryher ocBajama cinoboje
y HallleM BPEMEHY.

KibyuHe peun: ecretuka, urpa, MeIuju, JUTUTaTHA KYITYypa, punozodpuja meamja.

Divna Vuksanovi¢
Media and Games

Summary

The article reflects the relationship between modern media and games in the context of digital
culture and aesthetic research. The article should examine how the traditional concept of
games, theoretically speaking, can be perceived and applied in our time, having in mind the
prevailing culture of digital media. Also, the paper intentionally deals with the possible
critique of digital culture from the standpoint of the idea of freedom, ie from the perspective
of those games that represent the idea and concept of possible realization freedom in our time.

Key words: aesthetics, game, media, digital culture, philosophy of the media.
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Jbusbana "aBpunoBuh

Jlenora xkuB/bema u3Mel)y GU3NMUKOr U JTMTUTAJTHOT CBETa

AncTpakT: Y caommremy Ce pa3Marpa Ha KOjU HAuMH CE€ eCTeTCKa Mepuiia
Hay4eHa/yCBOjeHa y (DU3MYKOM CBETY HUMIIOPTYjy y IUTUTAIHE CBETOBE M KAaKO YTHYYy Ha
u300pe Koje urpay mpaBH y, HaAM3IJIEd, MOTIYHO HOBOM OKPYXKEHY, Ka0 M [1a U M Ha KOjU
HAYUH M300pH U3 JUTHTATHOT OKPY)KEHha YTHYY Ha KaCHHje MMOHAIIAbEe Y ,,CTBAPHOM CBETY.
I'paha npukymbena y nse Benuke MMORPG (World of Warcraft u Final Fantasy XIV), kao
U JUTUTAIHUM JIOKallMjaMa Koje cy UM nocBeheHe (crenujain3oBaHd CajTOBH, Tpyle Ha
JNPYIITBEHUM Mpekama), omoryhaBa ja ce aHanu3upajy u300pu KOjU OJIpakaBajy eCTETCKE
KpuTepHujyme urpada (m300p pace, kiace u/miau onehe u ompeme), Ka0 ¥ CTaBOBU KOj€ OHHU
M3HOCE IMOBOJIOM €CTETHKE MIPe M MpoCTopa y KOMe ce oHa onaBuja. Marepujan (3a caza)
yKasyje Ja IOCTOje JBa HWrpadka OJAroBOpa Ha OJAHOC (U3UYKOT M JAUTHTATHOI CBETa:
CTPUKTHO MPEHOMLICHE HAyYeHUX Mojielia U3 (DU3UYKOT CBETA Y AUTMTAIHO OKPYKEHHE, U —
C Jpyre crpaHe — oOn0alMBame IMO3HATHX KPUTEPHjyMa Yy HME JIMYHOT 3aJ0BOJHCTBA
MPOM3BEICHOT MHTEPHUM ECTETCKMM H300pOM H/WJIM MOOYHOM IPOTHB €CTETCKOI Mojelia
KOJH C€ JJO)KHMBJbAaBa KA0 HAMETHYT.

Kibyune peun: MMORPG, World of Warcraft, Final fantasy XIV, ecreruka, ctBapHu cBer,
JUTUTAIHU CBeT.

Ljiljana Gavrilovi¢

The Beauty of Living Between the Physical and Digital Worlds

Summary

The statement discusses how aesthetic criteria learned / adopted in the physical world are
imported into digital worlds and how they affect the choices a player makes in a seemingly
completely new environment, as well as whether and how choices from the digital
environment impact later behavior in the "real world". Material collected in two major
MMORPGs (World of Warcraft and Final Fantasy XIV), as well as digital sites dedicated to
them (specialized sites, social media groups), allows to analyze choices that reflect the
aesthetic criteria of players (choice of race, class and / or clothing and equipment), as well as
the attitudes they express regarding the aesthetics of the game and the space in which it takes
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place. The material (for now) indicates that there are two answers to the relationship between
the physical and digital worlds: strict transfer of learned models from the physical world to
the digital environment, or - on the other hand - rejection of known criteria in the name of
personal satisfaction produced by internal aesthetic choice and / or rebellion against the
aesthetic model perceived as imposed.

Key words: MMORPG, World of Warcraft, Final fantasy X1V, aesthetics, real world, digital
world.
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Cama ['p6oBuh

EcTteTH4ko cxBaTame YMETHOCTH UTrpe

Ancrpakt: Y oBoM paay hy ce 6aBUTH HCTpaXHBambeM NMPUPOe PEeHOMEHAUTpe Kao
YMETHOCTH. Y CaoIIITeHhy C€ UCIUTYje HA KOJH HaYMH MOXKEMO Jia TEOPHjCKU MPUCTYIHUMO
YMETHOCTH WIpE Kao pPENeBAaHTHOM ecTeTWdkoM (eHomeHy. Kpo3 ananmmsy mnponykumje
YMETHHYKOT [IeNla, YJIOre KOjy HMMajy Tejla urpadya M HHXOBHIIOKPETH, KA0 U E€CTETCKOT
UCKYCTBa ITyOJinKe, MOKymIahy Ja pacBeTINM y 4eMy Ce cacToju crenuduyna ocoOeHOCT u
ayTOHOMHOCT YMETHOCTH WIpE€ Kao IpeaMera ecTeThdke aHaiuse. McnuruBame mpobiema
TyMauema ()eHOMEHa Wrpe Kao aKTHBHOCTM Tela WM IIOKpeTa WMa TEeHICHUHjY Ja
JONpPUHECE JajbeM pa3yMeBamby YMETHHYKOI Jiesla, TPOJYKTHBHOT aKTa yMETHHUKA U
€CTETCKOT MCKYCTBa II0CMaTpaya.

K.Tby‘IHe pe4dn: urpa, T€io, roKpeT, HpOIIYKI_II/Ija, €CTCTCKO UCKYCTBO,

Sasa Grbovi¢
Aesthetic Understanding of the Art of Dance
Summary

In this paper, | will explore the nature of the phenomenon of dance as an art. | will examine
how we can theoretically approach the art of dance as a relevant aesthetic phenomenon.
Through the analysis of the production of the artworks, the roleof the dancers’ bodies and
their movements, as well as the aesthetic experience of the audience, | will try to shed light on
the specific characteristics and autonomy of dance as a subject of aesthetic analysis. Inquiry
into the problem of the interpretation of dance as an activity of the body or its movement
tends to contribute to a further understanding of the artwork, the productive act of the artist
and the aesthetic experience of the observer.

Key words: dance, body, movement, production, aesthetic experience.
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He6ojma I'py6op

duio3odceko-ecrernuku nmojam urpe: Iojam urpe y Xerenosom ,,YBoay“ y Ilpeoasara
0 ecmemuyu

Ancrpakrt: Xeren y cBoM ,,YBoay“ y Ilpeoasarwa y ecmemuyu pa3maTrpa IpUTOBOP
yimyheH ecTeTUIM: Jla JIM je YMETHOCT JIOCTOjHA Ja Oyae mpeaMeT HaydHor u (umo3odckor
pasmarpama. [IpuroBop m3pakaBa CyMmy y KyIATYpPHY PpEJICBaHIU]y YMETHOCTH, Koja je
cxBaheHa Kao MpHjaTHA UTpa KoOja CIYXKH Y)KHUBamYy. Xerei OIMmoBpraBa IMPUTOBOP MPOTUB
€CTETHKE Ha Taj HA4YMH IITO onepamnroHanu3yje Kantos u 1lIniepoB ecreTHUkH mojaM Hrpe.
Xeren M3HOCH Te3y Jla je YMETHOCT Kao CIOOOJHO MpPEICTaBJbale CBETa, 3ajeHO ca
penurujoM U Guto30pujoM, U3pakaBa Hajay0Jhe YOBEKOBE MHTEpECe W HAjOOMMHU]E UCTUHE
ayxa. YMETHOCT TpeACTaBba Cpeibu U3Mupyjyhu wian usmely dymnHe npupojie u KOHaYHe
CTBapHOCTH, C jeIHE CTpaHe, U OeCKOHAYHE CI1000/Ie TIOjJMOBHOT MUIILBCHA C APYre CTPAHE.

Kibyune peun: Xeren, [llunep, Kant, ecteTuka, yMeTHoCT, Urpa.

Nebojsa Grubor

Philosophical-aesthetic notion of play: The Notion of Play in Hegel's ,,Introduction“ to
Lectures on Aesthetics

Summary

In his ,,Introduction® to LecturesonAesthetics, Hegel discusses the objection to aesthetics:
whether art is worthy of being the subject of scientific and philosophical consideration. The
objection expresses doubt about the cultural relevance of art, which is understood as a
pleasant play that serves enjoyment.Hegel refutes the objection against aesthetics by
operationalizing Kant's and Schiller’s aesthetic notion of play.Hegel puts forward the thesis
that art, asa free representation of the world, together with religion and philosophy, expresses
the deepest human interests and the most extensive truths of the spirit. Art represent the
middle reconciling link between the sensual nature and finite reality, on the one hand, and
infinite freedom of conceptual thought on the other.

Key words: Hegel, Schiller, Kant, aesthetics, art, play.
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Boromup Bykuh

3aroneTrHa urpa rajuor omha ymjernoctu

AmncTpakT: Y OBOM IPWIOTY C€ TOBOPH M pa3Marpa O MIpU Kao OCHOBH Y CaMOM
Temesby Omha ymjeTHocTH. Y TOM roBopy ce mo3uBa Ha ¢uiocode KOoju Cy ce OJUIYyIHO
OaBwn TuM (EHOMEHOM, mo4eB on Xepaknurta, Kanra, [llunepa, Xaprmana, ['agamepa u
@unka, anu 1 ©oxTa, U MOKa3aIM HE CaMO HEeHY NMPHUPOY, KapakTep U cMucao, seh u camy
KOHCTUTYTUBHY W MOJAlIHy, OWTHO OHTOJIOIIKY YJOTY y CBHjE€TY YMjETHOCTH, Kao caM
¢dbyHIaMeHT Tora csujeta. PazymujeBame OCHOBA U JJaJhe OCTaje J0 Kpaja HeJpocernyro, ouhe
YMjETHOCTH TajHO, UTPa, IETOB TEMEJb TEMEJba, 3arOHETHA.

Kibyune pujeun: urpa, umarnnanuja, ouhe ymjernoctu, popma, moryhHocr, TajHa.

Bogomir Duki¢

A Mysterious Game the Secret Being of Art

Summary

This paper discusses and discusses play as the basis in the very foundation of the art being. In
that speech, he refers to philosophers who resolutely dealt with this phenomenon, starting
with Heraclitus, Kant, Schiller, Hartmann, Gadamer and Fink, but also VVocht, and showed not
only its nature, character and meaning, but also the very constitutive and modal, essentially
ontological role in the world of art, as the very foundation of that world. The understanding of
the basics still remains unattainable, the essence of art will be secret, the game, its foundation,
enigmatic.

Key words: game, imagination, being of art, form, possibility, secret.
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Hparan Xynuh

IMojam ,,urpe*“ y caBpeMeHOj eCTETHULIU: /1A JIU CY eCTeTU4YapH ,,0eCIOCJIeHH MOMOBU*“?

Ancrpakr: [lomazehu ox cxBatama Ja ce 0aB/bEHE €CTETMKOM U JlaHac, Yy
pernpecuBHOME M HEXyMaHOME CBETY, MOpa OINpaBIaBaTH, ayTop Taj MpoOJjeM HaCTOju Ja
UCIHUTa YIPAaBO Ha €CTeTHYKOMe mojMmy uepe. OH cMaTpa na 0aBJbEHE MOjMOM ,Urpe” y
€CTETHIIM HUje HAIIPOCTO TeOpHUja paju Teopuje, Beh 1a je TpaHCIeHICHTaIHa, aHTPOITOJIOIKA
u ecreTnuka meradopa ,urpe”’ (koja ce Mopa oAOpaHUTH OJf IPUTOBOpa 300T HABOIHO
pecTaypaTHBHO-PENPECHBHOT KapakTepa), Kao oa3a M JEeMOHCTpalHja ciIo0oae U CMHUCIA
VHyTap KOOpJAMHATa — HE3aMEHJbHMBA aJITCPHATUBHO-KOMITAPATHBHA WHCTAHIA KaKo
YMETHOCTH TaKO Y aHTPOTIOJIONIKHA OJTOBOPHE €CTETUKE.

Kiby4uHe peun: ecretuka, urpa, yMeTHOCT, 10002, MeTadopa, CMUCAO.

Dragan Zuni¢

The Concept of “Play” in Contemporary Aesthetics: Are Aestheticians “Idle Priests”?

Summary

Starting from the topic that a concern with aesthetics must be justified even today, in the
repressive and inhumane world, the author tries to examine this problem on the aesthetic
concept of play. He is of opinion that a concern with the concept of “play” in aesthetics is not
simply a theory for the theory’s sake, but that the transcendental, anthropological and
aesthetic metaphor of “play” (which must be defended against objections due to its allegedly
restorative-repressive character), as an oasis and demonstration of freedom and meaning
within the coordinates — is an indispensable alternative-comparative instance of both art and
anthropologically responsible aesthetics.

Key words: aesthetics, play, art, freedom, metaphor, meaning.
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Bnatko Unuh, Bojucnas Knavap

CaBpeMeHO YMETHHUUYKO CTBAPAJIAIITBO U UI'Pa

Ancrpakt: TpaauoHaIHO YCIIOCTaBJbEHU TEOPH]CKO-UHTEPIPETATUBHY arapaTu ce
cBe yenrhe Moka3yjy HEJOCTAaTHUM Kajia je ped O CaBpeMEHOj YMETHHUYKO] mpakcu. Howuje
TeopHje, Te IO0jMOBHM KOje OHE YBOJE, MONYyT NapTHuunaTuBHe ymeTrHocTH (bumomn),
penanmone ymetrHoctu (Bypuo) wim KOHTEKCTyallHE YMETHOCTH (ApleH) U Cl, HaKo
omoryhaBajy wuneHTHUKaLM]y oJpeleHMX aKTUBHOCTM U TMpeIMeTa Kao YMETHOCTH,
OCJIOBJbABAjJy CaMO HEKa O] MUTamka Y BE3U Ca JIaHAIHbUM CTBApaJalITBOM, JOK CE jOII yBEK
jenaH o KJby4yHUX MpoOlieMa ThYe BpPEeIHOBamka YMETHHUKHX Jena. OBoM mpuiamkom hemo
3aTo0, y HUJbY JOMPUHOCA aKTyeITHUM pacipaBaMa O YMETHOCTH, MOCEOHY MaXKiby MOCBETUTH
UTPHU Ka0 OCHOBHOM ITOETUYKOM HAYEITy CAaBPEMEHOT CTBApAIAIITBA.

K.Tby‘IHe peun: caBpeM€Ha YMETHOCT, HWIrpa, HOapTUOUIaTHBHA YMETHOCT, pelalnuoHa
YMETHOCT, KOHTCKCTYaJIHa YMCTHOCT.

Vlatko Ili¢, Vojislav Klacar
Contemporary Poetics and Play

Summary

Traditionally established theoretical interpretative apparatuses often prove to be inconsistent
with contemporary art practices. New theories, and notions such as Participatory art (Bishop),
Relational art (Bourriaud) or Contextual art (Arden) etc., enable us to identify certain
activities and objects as art; however, even though they do address many questions in regard
to present-day poetics, the key issue still remains the one of valuation. With that in mind, we
will look more closely into the notion of play as the fundamental principle of many
contemporary poetics, in order to contribute to the current polemics regarding art today.

Key words: Contemporary art, play, Participatory Art, Relational Art, Contextual Art.
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[Ipeapar Jakmmuh

MeaujanHocT M MaTepHjaIHOCT H3Bohema

AncTpakr. Y u3naramy ce 0aBUMO creruduuHOM MeaujamHomhy U crernupuaHoM
MarepujaaHomhy Kao KapakTepucTHKama u3Bende. Y KOHTEKCTY MEIHjaIHOCTH H3BOlhema,
Haj3HaYajHUja MUTama Cy, Ipe cBera, (GeHOMEH TEeJIECHOT KOMPHUCYCTBa M3Bohaua U myOJIuKe
KOjU JIOBOJM JI0 AyTOIIOCTHYKE MOBpATHE CIIpere, a TUME M J0 jEJUHCTBEHOCTH CBakKe
u3Ben0e, Ka0 W HMHCIEHAIMjCKE CTpaTerhje YTHIlaja Ha ayTOIOCTUYKY IMOBPATHY CIIPETY.
deHomeH crienu(UYHEe MaTepPHjaTHOCTH W3BONEHa MOCMAaTPaMoO MyTeM IMHUTamka TEJICCHOCTH,
MUTaka MPOCTOPHOCTH, Ka0 M MHUTakE TOHATHOCTH U3Benaba. McrpakuBame ce 3aCHUBA, TIpe
CBera, Ha CTaBOBMMa Hemauke Teoperndapke Epuke Oumep-JIuxte, aid U HEKHX APYrHX
ayTopa u3 00JacTH CTyIMja KyJIType U CTy/uja u3Bohema.

KibyuHe peun: MenujaqHOCT, MaT€pPHjaIHOCT, ayTOMOETUYKA TMOBpATHA CIIpera, M3Boheme,
Epuka ®@umep-Jluxre.

Predrag Jaksi¢
Mediality and Materiality of Performance

Summary

In the presentation, we deal with specific mediality and specific materiality as performance
characteristics. In the context of performance mediality, the most important issues are, first of
all, the phenomenon of bodily co-presence of performers and audiences, which leads to
autopoietic feedback loop, and thus to the uniqueness of each performance, as well as staging
strategies of influencing autopoietic feedback loop. We observe the phenomenon of specific
materiality of performance through the question of corporeality, the question of spatiality, as
well as the question of the tonality of performances. The research is based, above all, on the
views of the German theorist Erika Fischer-Lichte, but also of some other authors in the field
of cultural studies and performance studies.

Key words: mediality, materiality, autopoietic feedback loop, performance, Erika Fischer-
Lichte.
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Cynuuna Jeprosuh

LUX AD INFINITUM uiu 6eckoHa4yHA UTPa CBETJIOCTH U CeHKe — YUCTO (PUIAMCKH
JM0KUBJbA]

Ancrtpakr: Jla mu ce 3 BuTreHmrajHoBe HOpBEIIKE KOMMOE UCTHHHUTHjE OTaXKajy
rpaHuie 030MJPHOT,CTBAPHOI M UTPAHOr Y cMUcHy U je3uky...lllrta je wurpa, ma nu je TO
HCKOHCKa moTpeba XoMo camueHca Ja Oyzie U XOMO JyJeHC ecKalu3aM AyIie 0]l CYMOPHHX
Bajiepa ymMa M YMCTOr panuja y OecKpajHOCT KOJEKTUBHO HECBECHOT...CBaKako J10)KUBJbA]
JbYACKOCTH U MHTUMUCTHKE XyMaHOT He Ou Ouo Moryh, HUTH MOTIYH 0€3 KOHILIETNTa UTpe, jep
urpa Kao Koj pa3Buja Mucao, nmokpehe yueme jerera, MalliTa npey3uMa HOBE YBU/IC Y LIETHHE
¥ MHTETPUTET TOCTOjama Oaml MHOBaljamMa W pa3dapylIeHHM BECEeJbeM HHCIHUPATUBHOT.
Wrpa cBeTIOCTH U CEHKE, OTKpUBa HaM OUT (hriiMa, Jaje HaM HOBH CBET Pa3MHUIIbaba U HOBY
KaTeropujy €CTETHYHOCTH - (DPMIIMCKH JIETIO Tj. YUCTH (QWIM Kao JIETIOTY JUPUTOBAHE UIpe
ceemnia u Tame. JKepmen J[lunmak, Maja [lepen, BeptoB, MekmapeH...caMmo cy HEKHU
yleyaT/buBU UTPAuH U ecTeTe (puima, koje hemMo 0BOM MPHIIUKOM Y3€TH ,,y UTPY*.

Kibyune peun: ymictu QuiMm, eCTETHUYKO, (WM, WTpa, 3HAUCHE, OHTOJIOTH]a, MEPIEIIHja,
ayJMOBU3YEIHO.

Suncica Jergovic

LUX AD INFINITUM or an Endless Play of Light and Shadow - a Purely Cinematic
Experience

Summary

Are there much more possibilities from the norvegian hut of Wittgenstein to obtaine and
make a strictly shaped lines between realities of a deep serious and fitured planes of
meaningfull in a language and philosophy, is there more truethfull conclusions, or was it an
chapter of a smart game in the history of human existence...What is the game anyway, is it
our need with an arche-ontologic root in the deep human intimicie ... Game of a light and
shadows, that reveals us a generic beauty in pure film and gives us a huge new world of
reflections and brand new category of aesthetic, audio visual, cinematographyc experience,
beauty, called ‘pure film’, as an eternal game orchestrated by endless film patternas and
idiosynchratic multi level of meanings in the avangarde motion pictures. Germaine Dulac,
Maya Deren, Wertov, McLaren are authors who will be taken into our analysis.

Key words: pure film, aesthetical, film, play, meaning, ontology, perception, audiovisual.
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Cphan Mapam

Hrpa u cnexkrakia

AncTpakT: Y OKBUpHMA CaBPEMEHOI TJI00aJHOI KalUTAIMCTUYKOT CHEKTaKyIapHOT
cucTeMa urpa 3aao6uja moceOHO oOelexkje Koje HCTHYe MOMEHAT omiTe Heo30upbHoCcTH. Kao
OOJINK HEO030MJbHE, CIEKTAaKYJIapHE ,,030MJBHOCTH', UTpa CE OIITPO CYMPOTCTaBJhba CBOM
YHUBEP3JIHO EMAHIIUIIATOPCKOM MCTOPHjCKOM JIMKY TJI€ C€ MCTHYE CBAa HeHa 030MJBHOCT. Y
T0j opMH, Ka0 030UJbHA U KPUTHYKA ,,HEO30MIJbHOCT' Urpa je yBeK ymyhuBana Ha KJby4yHU
3Ha4aj AWCTAHIIC Y OJHOCY Ha HemocpeaHe obiuke kuBoTta. Pediekcuja, mro uae y3 urpy,
KapaKTepUCTUYHA KaKO 33 €CTETCKO TaKO M 3a €CTETHYKO Y FHbHXOBO] Pa3JIHIM CIIPaM OHOT
IITO je HEMOCPEIHO U CBAKOIHEBHO, OMOTYhyje 030M/behe CBaKe KUBOTHE MPAKCE, JTOK HBEHO
OJICYCTBO, KaKBO C€ JlaHAC CHUCTEMAaTCKH 3aXTe€Ba M CIPOBOAM CXOJHO Biajajyhum
KalUTATUCTUYKUM HWHTEpPECHMa, Typa HUIPy Y CMepy ICHE pErpecuBHE W TOTAJHE
uH(paHTUIHU3AIIH]e.

Kiby4He peun: urpa, CnekTaky, KanuTajau3aM, JUCTaHla, pedeKkcuja.

Srdan Mara$

Game and Spectacle

Summary

Within the framework of the modern global capitalist spectacular system, the game has
acquired a special feature that emphasizes the moment of general unseriousness. As a form of
unserious, spectacular ,,seriousness®, the game sharply opposes its universally emancipatory
historical character, where all its seriousness stands out. In this form, as a serious and critical
,unseriousness®, the game has always pointed to the imediate forms of life. The reflection that
accompanies the game, characteristic of both the aesthetic and the aesthetic in their difference
from what is immediate and everyday, enables the seriousness of every life practice, while its
absence, as today systematically required and implemented according to capitalist interests,
pushes the game in the direction of its regressive and total infantilization.

Key words: game, spectacle, capitalism, distance, reflection.
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Becna Mapuuunh

EcTeTnka n urpa

AncTpakT: Y OKBUpPY TEME OBOI'OJIUIIBET ECTETUYKOT CKyna ,,EcTeTuka u urpa*“ urpu
Ka0 jeJHOM O/l HajBaXHMJUX M LIUPOKO NPHUMEHUBUX [10JMOBA MOXKE C€ NPUCTYIHUTU U3
pasIUUYUTUX HAyYHHUX, PUI030()CKUX U YMETHUUYKUX JucuuIuiiHa. CMarpaM Aa y ckiaay ca
caJlallllbuM TPEHYTKOM I10jaM Urpe Ou Omilo 3aHMMJBUBO NPOMUIILIBATH U3 MEPCIEKTUBE J1BA
¢dbunma xoja ce 6aBe nmojmom urpe. Peu je o punmy Game uz 1997.ron. [ejsuna ®unyepa u o
TPWIOTHjU TyroMeTpaxxHux (uimona moj HazuoM The divergent uz 2014. rox. TemesbeHe
Ha poMaHy KimkeBHuUIe Beponnke Pot. [lopen ecrerckux uMImMkanuja, GUIMOBE je BaKHO
mpoMaTrpaTd M W3 NepcHeKkTHBe (MIO30(CKUX, XyMaHUX M JUCTONHjCKUX KOHCEKBEHIIH
TPEHYTKA y KOjE€M JKUBUMO.

Kibyune peuu: ecretuka, urpa, Guim.

Vesna Maricic

Aesthetics and Play

Summary

Within the theme of this year's aesthetic gathering "Aesthetics and play"”, games as one of the
most important and widely applicable concepts can be approached from various scientific,
philosophical and artistic disciplines. I think that in accordance with the current moment, the
concept of the game would be interesting to think about from the perspective of two films that
deal with the concept of the game. It is about the 1997 film Game David Fincher and about
the trilogy of feature films called The Divergent from 2014 based on the novel by the writer
Veronica Roth. In addition to aesthetic implications, it is important to view films from the
perspective of the philosophical, human and dystopian consequences of the moment in which
we live.

Key words: aesthetic, game, movie.
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Muont MunaaunoB

®enomeH Ppyndasicke urpe: o Moryhnocru ecreruke pyadasa

AncTpakT: Y 0BOM HCTpPaKUBamby ayToOp UCIHTYje MOI'YRHOCT TEOPHjCKOT 3aXBaTama
¢ynbdana xao ecrerckor ¢peHomena. Kako 61 oBy Te3y 10Ka3ao, ayTop I0JIa3H O] OHOTa KaKo
ce 0 ¢yndany cBakOJHEBHO TOBOpH, Te B MeTadope Juprena Kiomna y xkojoj ce ¢pynbdan cxpara
0 MOJIEJTy MY3HUKE, T¢ Ha TOM Tpary UCIUTYje MOT'YhHOCTH IpUMEHE eCTETUYKE II0JMOBHOCTH
Ha oBaj peHOMEH, a cBe To uMmajyhu y Buay bopreoBy uzaejy aron ecretuke, kao ¢ynodany
MPUMEPEHE ECTETUKE. AyTOp aHAIN3Y 3allourbe 0/1 eHOMeHa (yadaicke urpe, Kojy moToM
JOTyHbyj€ MCIUTUBAKREM peLeIirje U MpoayKuuje oBe urpe. [a mu je dyndan ,.BuIe 0O
Urpe” M J1a JIM Ce Ty PaJu O CTETCKOM ,,BHIIKY jeCTe MUTAbE KOje 0Baj paJl OCTaBIbA.

KibyuHe peun: ecretuka, urpa, My3uka, gpyaoan.

Milo$ Miladinov

The Phenomenon of the Football Game: on the Possibility of the Aesthetics of Football

Summary

In this research, the author examines the possibility of theoretical reflection of football as an
aesthetic phenomenon. In order to prove this thesis, the author starts from the way we talk
about football in everyday life, and the metaphor of Jiirgen Klopp in which football is
understood as music. Following that path, the author examines the possibilities of applying
aesthetic concepts to this phenomenon bearing in mind Borge’s idea of agon aesthetics, as
aesthetics appropriate to football game. The author begins the analysis with the phenomenon
of the football game, which he then complements by examining the reception and production
of this game. Whether football is "more than a game™ and whether does this game have an
aesthetic "surplus™ is the question that this paper raises.

Key words: aesthetics, game, music, football.
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Mapko HoBakoBuh

KanToB nojam urpe

Amncrpakrt: OBo u3narame 0aBu ce KantoBom ymorpebom mojma urpe y Kpumuyu
mohu cyherva, OTHOCHO TeopHju cyna ykyca. [lojam urpe je jenan o KJby4HHX elieMeHaTa y
ofjammemy cyda o jenoMm. Mehyrum, y ucToMm cxBatamy MOAPOOHH]E pa3jallbehe OBOT
rojMa Kao Jia je OCTajio y JpyroMm IUIaHy, ajH 3a JaHallkbe uuTaone M Tymaue Kanrose
€CTEeTHKe, 3a KOje OBaj M0jaM UTpe HHje Mo ceOu pa3yMJbUB, TAKBO pa3jalllibermhe UMa U Behy
TexxuHy Hero 3a KantoBe caBpemeHuke. TuMe ce y OBOM pajy IMoJia3u O]l 3amakama Jia je
,,cl10001Ha urpa mohu cazHama™ (freie Spiel der Erkenntnisvermégen), koja cToju y cpxu
nenoBama peduiekcuBHe Mohu cyhewma u mpocyhuBama Jemnor, ocrajga HEIOBOJEHO
paszjanrmeHa ¢ 0031UpoM Ha [ojaM MIPe U Ja j& OBOM II0jMY MOTPEOHO JTO0IATHO I0jallbeHhe.

Wmajyhu 1O y BHny, urpa ce koj KaHra - ynorpeOsbeHa y NMPEHECEHOM 3HAUYCHY Y
€CTETCKOM JI0KHBJbA]y - MOpa PasyMETH M y IIUPEM IEJaromuikoM, aHTPOIOJIONIKOM H
conujamHOM KJby4y. [IpBa  acommjammja kaja ce dyje m3pas ,,urpa jecre nedja urpa, Kao
jenHa HeoOaBe3Ha W CIO0OIHA JIENATHOCT, &M Ca HEMEPJbMBUM BACIIUTHUM 3HAuYajeM 3a
KacHHje ojapacio joba. Urpamem ce nere yjeqHo AUCTAHIUpa O]l 00aBE3HOCTH M TEXKUHE
JIEaTHOCTU OJIpaciivX, ajli UM Ce U MpHuOImkaBa u mojapehyje, jep je b urpe BexoOame
BIIACTUTHUX CIIOCOOHOCTH 3a BpIICHE TaKBOT paja. CIMYHO TOMe, UTpa pasyma u yoOpasuibe
CUMOOJIMYHO CE€ OJTHOCH Ha CTame MojeuHala y Hactajyhem rpalhanckom IpyliTBy, Koje je 3a
Kanra Ouio octBapeme MOIUTHYKE C1000/1€ JbYAH U, IITABUIIE, IINJbCBETCKE UCTOpHUje. Y TOM
CMHCILY, H€TOB I10jaM UIPe, KOjU y €CTETCKOM Cy/Ay MOBe3yje CHOCOOHOCTH Ca3Hama, HOTHYE
u3 motpede BacmuTama JbYIU 3a KYITYPHH H JIPYIITBEHO-TIOJIMTUYKU KHBOT, & HETOBO
MOPEKJIO Y MUIIUBCHY CaBpeMEHHKa je PycooB memaromku cnimc Emun uau o 6acnumarby,
KOJM HaKOH J00a MPOCBETUTEILCTBA HajaBJbyje HOBO n00a y EBponu y nuky miamor Emmia
Kao HOBOT YOBEKa, BACHHUTAHOT y CKIaay ca rpal)aHCKUM HIeaquMa W BpPEAHOCTHMA |
JPyTrayujoM CIMKOM JIPYIITBA M YOBEKA.

Ecrercku cxBaheH onHOC carnamaBama pazyma (Kao cHUcTeMa CTpOro yTBpheHHx
npaBwia) U yoOpasujbe (Kao CEH3UTHBHE CIIOCOOHOCTH cl00OJHE OJ] TaKBUX IMpaBUia),
CacBMM je CIIMYaH JPYLITBEHOM OJIHOCY M3Mel)y AenaTHOCTH KakBe Cy pad U uepd, y CMUCITY
kojer u KaHT y CBOjUM IeAaromkuM CriMcuMa roBOpU 0 Urpu. Y €CTETCKOM cyhemy, Iornuka
npaBuia pazyma nojapehena cy cio0onHOj UTPH, KOja je OAJHKa yoOpa3ujbe U OJHOCH C€ Ha
IbUXOBO TIOBE3WBaE€ KOj€ HAIMKyje HEOOMYHOM TIOBE3WBamy uJeja, 0e3 yHampen
OCMHIIUBEHUX MpaBmwiia. MehyTuM, y KpajibeM HCXOy CI000HO JeI0Bamke yoOpa3usbe uMma
BaCIUTHY HaMepy M YCMEpPEHO je Ha OOJIMKOBame 3pejie TOJIUTHYKE W MOpalHE KYNITYype,
OJIMYeHe Yy rpa)aHCKOM JPYyIITBY.

Nako KaHT y TOMe HUje U3pUYNT, TCHUJATHOCT j€ TI030pHHUIIA MaHU(ecToBama Urpe y
paBoM cMHCITy peud. KibydHa o/uIiKa TeHUja je opucuHaiHocm, ajli ce OHa CacTOjU YIIPaBO
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y CIIOHTAHOCTH KOJOM C€ OBaj AyX Urpajyhu ce MmomyT JaeTeTa JUCTAaHIHpa Off YCBOJCHHX
oOpazama MUIIUbEHa U YMETHUYKE mpoayknuje. OBie ce 3acTymna Te3a Ja je OPUTHHATHOCT
(M3BOPHOCT, CAMOHMKJIOCT) JIPYTH HA3WB 32 ayTCHTUYHY EKCIPECH]y, aJlh je Ta eKCIpecHja
MPEMO3HAT/bUBA YIPAaBO 3axBajbyjyhW YCTAaHOBJHCHHM €CTETCKUM CTaHIApAUMa KOjU
OJUTHKY]y J100a y KOME TeHH]je CTBapa CBOja Jiejia U OJKOjUX OH OJICTYNA pa3iuKyjyhu ce of
apyrux Jpyau. OcuM TOra, TBOPEBHHA I'eHHja je MOJJIOKHA M €CTETCKOM IpocyhuBamy o
CTpaHe IPYTUX, OJHOCHO CYAy yKyca KOju mosia3u oj ocehama 3a10BOJFCTBA MHOTUX JbYAH
KOjH cy/e U Koju je koa Kanra takohe ob6jammen nonazehu o urpe (carnamaBama pasyma u
yoOpa3usbe). EcTeTcko BpeqHOBambe M YMETHUYKA TPOIYKIIHja, HAKO X HAW3TJIE] YUHH CaMO
MOjeIMHAILl, Y TOM BaXKHOM CETMEHTY YBEK CY U MPOU3BO/ 3ajCIHHIIC JbYAU M HAYMH HA KOjH
OHa TOCTaje CBECHa came cele.

[Tpema Tome, urpa je u kox KanTa mojaMm ca HarianmeHoOM JPYIITBEHOM JIUMEH3HU)OM.
Hbena ynora je BacmuTHa, Y CMHCIY MOPAJIHO-TIOJIMTHYKOT BaclMTamba YOBEKA 32 KHUBOT Y
rpahaHCcKOj ApKaBH, KOjaje Ouiia TO30PHMIIA OCTBAPEH-A MOJIUTHIKE CI000e U y KOojy je KaHT
UMao Oe3rpaHUYHO TIOBEpPEHE.. Y MOJUTUYKOM Jelamy, Ka0 U y UrpH, ciodoja je KibY4HU
nmojaM, kojer KaHT Be3yje 3a NOIITOBAak€ MOPAIHOT 3aKOHA M JleNamke y CKIagy ca
3amoBecTuMa yma. EcTeTcke BpeTHOCTH y TOM CXBaTamwy, MOPE/ IPUBUIHE ayTOHOMHOCTH Ha
KOjy cTainHo ykaszyje Kanr, ynyhyjy Ha BacnmuTame 3a MOpPAJIHO W MOJUTHYKO Jename. Jlemno
OTyIa 3a era W ImpeicraBba ,,cumbon obwuuajuoctu  (Sittlichkeit)”. Bacnurhu,
AHTPOIIOJIONIKKA U 0OMYajHU T0jaM Urpe jecTe KJbyd 3a pasymMeBame KaHToBe TeopHje yKycau
HaM3IJIe]] 3arOHETHOT €CTETCKOT cariialliaBamba CIIOCOOHOCTH Ca3Hamba.

Kibyune peun: ecreruka, urpa u paj, Kanr, Pyco, Bacnurame, Mopai, pazym u yoOpa3usba,
yKYyC, cio0o/1a, TeHuje.

Marko Novakovi¢
Kant’s Concept of Play

Summary

This paper examines the concept of play in Kant’s aesthetic use of the term in the Critique of
the Power of Judgment, namely as ,,free play of cognitive faculties* (understanding and
imagination). Kant’s intent in the Analytic of Beautiful is to explain the function of reflexive
aesthetic judgment as autonomous and independent from cognition and moral reasoning.
However, he uses the term of play without any prior or further explanation of the term.
Hence, Kant’s notion of play (,,free play®, ,,harmonious play* of the faculties of imagination
and understanding) remains seemingly self-evident in aesthetic judging, though it is
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undoubtely one of the crucial points for the proper understanding of functioning of this type
of judgment. The origin play in Kant’s philosophy is also vague and, besides aesthetics, this
essay follows the trace to reading of his anthropological and pedagogical writings, aswell as
Rousseau’s notorious and revolutionary work Emile or On Education.

In common experience play is often referred to as a ,,child’s play*, which indicates something
fun, free from any obligation and a real consequences. Similarly, in the context of Kant’s
pedagogical writings, the notion of play (Spiel) is properly understood in opposition to work.
Play is equal to free education of child; on the other hand, scholastic education is imposed by
force and called work. However, both are necessary and none of the cognitive faculties ought
to be developed independently, but only in relation to the other. Imagination, which is often
considered to be free in its function, is necessairly related to understanding. Aesthetic
judgment is a preparation for proper use of mind in the area of social and political life, as well
as scientific and moral reasoning. Hence, function of play of imagination and reason in relation
to art is a social one and judgment of taste itself is always related to approval of community.

The best example of free play of imagination is (artistic) genius. Imagination produces
aesthetic ideas as original and paradigmatic examples of artistic creations. Ingenious aesthetic
idea is a model for further imitation, not only in art but in science as well, and knowledge of
the world in general. Originality of genius is actually an authentic expression of spirit, free
from conceptual lead and possibility of explanation using established rules. However, genius’
extraordinary creation becomes what it is by virtue of established rules of artistic production
that he forsakes. Hence his dependence on known rules. However free and unusual, his
originality is necessarily related to society and its progressing self-consciousness. Artistic
creation is always prone to intersubjective evaluation based on aesthetic sentiment, in Kant’s
third Critique called judgment of taste.

Kant’s concept of play, though introduced seemingly only in narrow aesthetical sense in
explanation of judgment of taste, has multiple social and educational roots. The original
domain of the term is anthropology and pedagogy; its ultimate purpose - civil society founded
on freedom and equality. In the framework of Kantian philosophy it has certain moral and
aesthetic function as well. However, relation of beauty and taste to ideas of reason like
freedom is not causal, logical or explanatory, but only symbolic. Likewise, the overall
function of play in human upbringing and education is symbolic, but nevertheless very
efficient: it represents a valuable source and means to develop social sensibility and
participation in social life oriented toward common goals.

Keywords: aesthetic judgment, play and work, Kant, Rousseau, morality, understanding and
imagination, taste, freedom, genius.
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Hyman [Tajun

Ecrernka urpe

Anctpakt: Y 0BOM pajay aHanu3upaheMo Jiena aytopa - of Apyre mnoysiosuse 18. B. 10
npyre mosioBuHe 20. BeKa - KOjU cy ce OaBWJIM €CTETUKOM WUTIpe, alld U UTPOM Y JIOHEKIIe
pa3IMYMTUM JUMEH3WjaMa W 3Hauewmuma: OBa TeMa je Ha mocebaH HAYMH WHCIHpHCAIa
pasnmuuute ayrope, onx ®puapuxa Ilunepa (1759-1805), no Xepbepra Mapkysea (1898-
1979), xoju cy ce OaBHIM €CTETHKM HIpE, JIOK Cy Ce IPYTH ayTOpd TOM TEMOM OaBHO Y
¢MI030)CKOM KOHTEKCTYy W y APYTUM paBHUMA, y KOHTEKCTY IICHXOJIOTHjE, TeopHje
KOMYHHKAIHja, TAKTHKA MEHaIMeHTa (OM3HKUCA), UM U BOJHOM U TTOJIMTHYKOM KOHTEKCTY.

Kbyune peun: ecretuka u gunoszoduja urpe, urpa kao cumMO0J cBeTa, Urpa Kao KyJITYpHU
YUHUJIAL, UTPAa Y KOMYHUKAIIJU, TOCTIOBHO], BOJHO] MOJUTUYKO] TAKTULIH.

Dusan Pajin
Aesthetics of Play

Summary

In this article we will analyse works of authors — from the second half of 18 c. to the second
half of the 20th c. — who developed the aesthetics of play, but also considered play in
somewhat different meanings and dimensions. This topic has inspired different authors, from
Friedrich Schiller (1759-1805), to Herbett Marcuse (1898-1979), who considered the
aesthetics of play, while other authors considered it in terms of philosophy, or explored the
concept of play in the context of psychology, communication theories, tactics of management
(business), or in a military and political terms.

Key words: aesthetics and philosophy of play, play as a symbol of the world, play as a culture
concept, play in communication, business, millitary, and political tactics.
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Vua [lonosuh

O nemoryhHocTH ecreTuke urpe

Ancrpakr: HMako ximacupukoBaHa Kao jegHa OJf BHCOKHMX YMETHOCTH jOII Y
O0CaMHAeCTOM BEKYy, Wrpa CKOpPO Ja HHUje J00Mia CBOJy €CTETHYKYy pediekcujy cBe 0
JaHalIkbUX AaHa. [IoKylaju y ToMm cMepy YUYUIEHH Cy Y OKBUpHUMa (DeHOMEHOJIOIKE IIKOJIE,
y3 oclnamame Ha mucao M. Mepno-Ilontuja y Be3u ca tenmom. OBu Hamopu, mehyrum,
yIJIaBHOM Cy IUIOJHU Kaja je ped o peduekcuju Ha ¢unozodceke Te3e Tpaauluje yTKaHe y
KYJITYypHH 00Opasall pa3yMeBama Urpe, T€ KOje Cy OJPEIHIIe HhEeHY MPOAYKIIU]Y U PEICIIu]y.
Takohe, MaxoM ce pajy O KpUTHIIM JaTHUX Te3a, KA0 CBOJEBPCHOM IOCTYIKY PEAYKIIHUje KOjU
6u Tpebano na o6e30eau ciobogaH MPOXOJ Ka UTpU Kao (peHOMeHY, Ma YTOIHMKO U Ka HEHO]
ecTeTHYKoj oOpamu. Y ToMm morieny, MeyTum, OBH MOKYIIaju IMOKa3yjy CBOjy CIabOCT —
ofjammema TOra MITa Wrpa jecTe Wik Cy (araqHo HEIOBPIICHA W HEIOpPEYCHA, WU
KoJ1a0pupajy y MOjMOBHOCT KOja je OIMIITHjeT KapaKTepa U He yCIeBa Ja CICHU(UIHO OIUIIES
urpy. Y oBOM paay pasMoTpuheMo pasjore 3amTo je TO ciydaj, OHOCHO yrnuTaheMo ce ja iu
j€ ecTeTuka urpe yommTe Moryha.

KibyuHe peun: urpa, ecreTka, TeJ0, I0OJMOBHOCT, 3HAYCHE.

Una Popovié
On the (Im)possibility of an Aesthetics of Dance

Summary

Although it was classified among the fine arts already in the 18th century, dance was hardly
given any attention within aesthetics up until today. Some attempts in such direction were
made within phenomenological school, with a stronghold in philosophy of Morice Merleau-
Ponty regarding the body. These efforts, however, are mostly focused on the traditional
philosophical ideas integrated in the cultural understanding of dance, and also defining its
production and reception. Also, these ideas are mostly subjected to criticism, as a sort of
methodological reduction, which is intended to enable free approach to the dance as a
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phenomenon, as well as, consequently, its aesthetic reflection. However, in this respect these
positions show their flaws — explanations on what dance actually is are either fatally
unfinished and ambiguous, or they collapse into more general terminology which fails to
describe the specific character of the dance. In this paper | will investigate why is this the
case, that is, I will question whether an aesthetics of dance is even possible.

Key words: dance, aesthetics, body, conceptuality, meaning.
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Cama Pagosanosuh

Hrpa u caodoana jgenora y Kanrosoj ecrernnu

Amncrtpakr: Y pany nona3u o tora na Kant He Tymaum mojam urpe mo cebu Beh
nonazehun oa meHe ecreThuke ¢yHKIMje. AHaiM3a IMOMEHYTE eCTeTHYKe (YHKIHjEe cCe
CIPOBOJM y TPU KOpaka: mpBH, ojpehyje ce mojaM Mrpe y MOBE3aHOCTH ca pa3yMoOM H
yoOpa3usboM. Y JpyroM KOpaky ce IoKa3yje Kako je XapMOHHMYHA Urpa yoOpa3uibe U pazyma
noBe3aHa ca cBpxosuromhy 0e3 cBpxe. M y Tpehem Kopaky ce moka3yje KOHCTHTYTHBHA
ynora urpe y opMupamy cIo00He JIeoTe Kao MOCEOHOT 00IMKa YMETHUYKH JIETIOT.

KibyuHe peun: urpa, iemnora, pa3ym, yoopasusba, cBpxoButoct, imanyen Kanr.

Sasa Radovanovi¢

Play and Free Beauty in Kant’s Aesthetics

Summary

The paper starts from the fact that Kant does not interpret the concept of the play in itself, but
starting from its aesthetic function. The analysis of the mentioned aesthetic function is carried
out in three steps: first, the notion of play is defined in relation to understanding and
imagination.. The second step shows how the harmonious play of imagination and
understanding is connected with purposiveness without purpose. And in the third step, the
constitutive role of the play in the formation of free beauty as a special form of artistic beauty
is shown.

Key words: play, beauty, understanding, imagination, purposiveness, Immanuel Kant.
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Huxona Tanacuh

Crapa I'puka y BUJIeo-UrpamMa — oBpaTaKk MCKOHMMA eNCKOr

Ancrpakr:3axBajbyjyhu HapOUUTO] €CTETULM U >)KaHPOBCKUM Tpollama BHJI€0-Urapa,
MOTHBU M3 aHTUYKE T'pYKE KYIType, UCTOpHje, U penuruje ocehajy ce y Behoj mepu ,,ko7
Kyhe* y 0BOj caBpeMeHO] eKJIEKTUYHO] YMETHOCTH HETO IITO je cydaj ca KHHeMaTorpagpujoM
WIA — Y U3BECHO] MepH — cTpunoM. llltaBuie, Moxe ce IpaTUTH CBOJEBPCHO OXKHBJHABAE
KIIACHYHUX XYMaHUCTUYKUX cajgpikaja M TemMa y cBe BeheM HMHTepecoBamy ayropa Hu
CTBapaJialia Koju ce 0aBe BHICO-UTpaMa 3a TPYKy MUTOJIOTH]Y M YMETHOCT, IITO Jlajbe OmBa
Harpal)eHO KOMepLHMjalHUM yclecuMa W KYJATHMM CTaTycOM Kako KOJ| Urpada, Tako U KOJ
kputuke. OBaj mpolec ce HNPUTOM pa3BHja MPAKTUYHO HCTOBPEMEHO ca MIPOTEPUBAEHEM
KJIJaCUYHOI' 00pa30Bama U3 KypUKYJIyMa MPECTHKHUX 3alaJHUX YHMBEP3UTETa Ha KOjuMa Ccy
Xomep, Xecuon, U aTMYKU Tparuyapu ,,KOJaTepalHO KaHCEJIOBaHU™ y OKBUpY Ipoleca
,,JICKOJIOHH3AIMje“ MPOCBETHOT CHUCTEMa. YCIeX BHJEO-UTapa Ha JIPEBHE XEJICHCKE TeMe
MOXKE CTOora Jila Ce€ HWHTepIpeTHpa Kao MOBpaTHA peakuuja (TPKUIIHO OpPHUjEHTHCAHE)
MOMyJlapHe KYJIType Ha CBe HenuOepaliHhje W MOJUTHYKH KOPEKTHH]E€ CBETOHA30pe Koje
TUKTUPA]y TpaJulMOHATHU KyATypHU ayroputetu. OBaj HapouuTH opHoc usmehy (y
HajOyKBaJHHU]EM CMUCIY) HajKIacuunuje U HajmooepHuje YMETHOCTH MOXKE Jla ce MpaTH Ha
HEKOJIMKO HMBOA. Ha mpBOM nMamo BHJEO-Urpe Koje ce KOPUCTe MOTHBHMA M103ajMIBEHUM U3
IpUYKe MUTOJIOTHj€ U UCTOpHje, Ha IPYrOM MMaMO BHJI€O UIPe Ha €KCIUITMIIMTHO CTaporpuke
TeMme, 10K Ha Tpehem U Haj3aHMMJBbUBHjEM HUBOY HMaMO UIpe KOje€ Cy HCTOBPEMEHO Ha Ipuke
TEeMEe U IPUTOM KOPHUCTE aHTUYKY YMETHOCT Ka0 M3BOPHHK CBOjUX BU3YAJHUX, HAPATHBHHX, U
yMeTHUUKHX (popmu. OBa mocieama Kareropuja — onpeaMmeheHa y KpUTHUKU XBaJb€HUM U
MHOTOCTpyKO HarpahuBaHuM wurpama kao mrto cy Apotheon(2014),Hades (2020), u
Assassin’sCreedOdyssey (2018) — He caMo Ja AEeMOHCTPHpA JKUIABOCT M CBEKHHY aHTHYKE
XeJICHCKe MUTOJIOTHjeé M YMETHOCTH Yy Halle BpeMe, Hero Takohe HaryamaBa nompeoby
r700aHOT JPYyIITBa 32 KJIacHKOM yommTe. Ha Taj HaYMH MHAYCTpHja BUIEO-Urapa, y CBOM
ParMaTUYHOM Tparamy 3a pas3IidUTUM HauMHUMA Jla C€ 33J0BOJBHM BEUUTA IJIaJ Mrpada 3a
enckum cagpXkajuMa M yOeIJbUBUM NPUIIOBEJAEEM, IMOCEXKE 3a MCKOHMMa caMor IojMa
,»CIICKOT™, Ka0 M HCKOHHMMA EBPOIICKOT IPHUIIOBENaka KAa0 TaKBOT — Tj. KOHKPETHO 3a
XoMepoBUM U XECHOJOBHM €TOBHMA M TPATUIIMOHATHO] TPUYKO] MUTOJIOTH]U 3aCHOBAHO] Ha
wmuma. U ymHehm TO, OHa 3ay3uMa MECTO Ha MOCTOOpaHy jeaHe TPaaUuIIMOHATHCTHYKE
peBOTYIIHj€ KOja Ce 3acaj caMO Ha3upe Y APYTHUM YMETHOCTHUMA.

Kibyune peun: Crapa ['puka, Bugeo-urpe, ernuka, MUTOJIOTHja, XOMep.
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Nikola Tanasi¢
Ancient Greece in Video Games — A Return to the Origins of Epic

Summary

Thanks to the specific aesthetics and genre tropes of videogames, motifs from Ancient Greek
culture, history, and religion feel much more “at home” in this contemporary eclectic art form,
than it is the case with cinematography, and to an extent — comic books and graphic novels.
Furthermore, one might observe a certain revival of classical humanist topics and themes in
the increasing interest of videogame authors and artists in Greek mythology and art, which is
furthermore rewarded with commercial success and praise from both players and critics. This
process is developing practically simultaneously with the expulsion of classical education
from the curricula of prestigious Western universities, where Homer, Hesiod, and Attic tragic
poets have been “collaterally cancelled” in the process of “decolonisation” of the educational
system. The success of Hellenic-themed videogames can thus be interpreted as a sort of a
backlash of (market oriented) popular culture at the increasingly illiberal and politically
correct worldviews dictated by traditional cultural authorities. This corelation between the
most classical (in the most literal sense) and the most modern of art forms can be observed on
several levels. First, we have videogames based around general motifs from Greek mythology
and history, second, we have games which are specifically Greek-themed, and finally, and
most interestingly, we have games which are both Greek-themed and use actual ancient art as
the source of their visual, narrative, and artistic forms. This last category — as epitomised in
critically acclaimed and highly awarded games like Apotheon(2014), Hades (2020), and
Assassin’s Creed Odyssey (2018) — showcases not only the vividness and freshness of ancient
Greek mythology and art in our time (just as it was in all previous times), but also stresses out
the need the global society has for the Classics in general. The videogame industry, in its
pragmatic pursuit of different ways to fulfil the gamers perpetual craving for epic content and
compelling storytelling, turns to the origins of the very notion of “epic” and the origins of
European storytellingas such — specifically Homer’s and Hesiod’s epics, and traditional Greek
mythology based on them. And in doing so, it takes it’s place in the vanguard of a
traditionalist revolution which has so far shown only glimpses of itself in other art forms.

Key words: Ancient Greece, videogames, epic, mythology, Homer.
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Cphan laposuh

Jlemora nopoka

AmncrtpakT: Tema oBor paja je nmpupoja Urpe U TBOPEHa, Kao JIBE BPCTE YMETHOCTH.
Urpy pasymeMm Kao npupooHy ymemuocm KO0joOj je POIOHAYEIIHO TeNO, JOK je IMOPEKIO
TBOpavKe (BHCOKE) YMETHOCTH JIyX. Y UTPH Ce, Makie, IyX Npurono0spaBa Teny, TOK Ce Y
TBOPAYKOj YMETHOCTH TEJIO BOJIU JyXOM. AKO Cy TakBe KaKBE jeCy, OBE JIB€ YMETHOCTHU Cy
jemHakor momera, o0e IUIOAOpOAHE. Y CBakOJHEBHOM IOMMamy W KYJITYpHOM oOpaciy,
MelyyTuM, urpa u TBOpauka yMETHOCT Ce jellHaue, a o0emMa ce MPUITHCYje Ipyradrje MOpeKIIo.
Pa3ayxoBibeHa KynTypa jeJHAKO BPIIM HACHJbE HAJ HMPUPOJIOM U JyXOM, Ia 00oMa oJpuye
CBOjCTBeHY HCTUHY. Mrpa ce OecruioHO camepaBa ca TBOPAYKOM yMETHOIINY y jaJioBOM
MOKYIIAjy /1a joj ce a JyXoBHH cMucao. OiBojeHa oJ] HICTUHE Tela, Iiohema u pahama, urpa
nocraje mnpenacraBa u jgax. CBefeHa Ha OOMaHy M 4YyJIHO Y)KUBambe, HIpa jeCTe caMo JIernoTa
nopoka. Kako ce jemHaun ca BUCOKOM yMETHOIINY, MECTOM OTKPOBEH-a UCTHHE, TIOCIICIHIIC
cy aeBactupajyhe.

Kiby4He peun: urpa, TBOpew€, yMETHOCT, TEIO, IyX.

Srdan Sarovié
The Beauty of Vice

Summary

This paper is about the nature of dance and creation, as two different kinds of art. In my view,
dance is the natural art, which arises from the body, while the origin of poietic (fine) art is the
realm of the spirit. Thus, in dance spirit conforms to the body, while in poietic art body is
directed through the spirit. If they are true to their nature, both of these arts are equally
significant, both of them bearing fruit. However, in everyday understanding and cultural
matrix, dance and poietic art are being aligned and both are considered to emerge from the
same source. The culture deprived of spirit is, thus, denying their authentic truth. Equally
violent towards both nature and spirit, such culture compares dance with poietic art in a vain
attempt to grant it spiritual meaning, detaching it from the truth of the body, inception and
birthing. Therefore, dance becomes merely a semblance and a lie; reduced to the deception
and the pleasure of the senses, it is nothing but the beauty of vice. However, as the dance is
leveled with poietic art, which is the point of the truth revelation, the consequences are
devastating.

Key words: icon, apophatics, sensibility, aesthetic experience, visibility.

41






Cxyn Anzaxcoeana ecmemuka opranusyje Ecrernuko apymrso Cpouje y capaamu ca
3aBoa0M 3a poyyaBame KyJTYpHOr pa3Butka Cpouje. [IpujaTesbu ckyna cy
u3gaBauka kyha Uuroja, ®@axkyiarer npamckux ymernoctu y beorpany — Uucruryr 3a
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