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VIDEO GAMES AND LEGAL SYSTEM -
CRIMINOLOGICAL AND CRIMINAL LAW ASPECTS OF
VIOLENCE IN VIDEO GAMES

Summary: Video games represent one of the modern, inevitable forms of everyday
life, with all its positive and negative aspects. There are various motifs of playing video
games, starting with entertainment, education, socializing with other players, etc. Video
games have dealt with many themes based on real life for long time now, but there are video
games that base their stories on absolute fiction. Whatever the the type of game is, the games
are most often dominated by elements of violence, which is also shown in the work through
individual statistical data. For decades, the question is whether the real-life violence is
caused by virtual violence, which is especially discussed when after some kind of violence
was commited and then the person who commited the violence is pointing a finger directly
on some of the video games in which he practiced that act of violence or similar one. In this
paper, certain aspects, conclusions and attitudes that confirm and contradict the hypotheses
of these investigations are concisely considered and presented in order to find the causal link.
Then, in addition to the aforementioned, the significance of PEGI categorization guidence is
shown, which does not however represent a required segment of the description of video
games, while a special part of the work is dedicated to the fact that the World Health Organi-
zation decided to add ,,gaming disorder” to its list of mental health conditions. At the end of
this research the basic views of the author on how violence in video games can be regulated
in a legal way, but with the emphasis on the complexity of this topic, especially if one has in
mind that there is no single position or definitive, which concerns the question of whether the
virtual violence can provoke or encourage real-life violence.

Key words: video games, legal order, criminal law, misdemeanor law, violent behav-
ior, ICD-11

Initial consideration

The reasons for playing video games are numerous. Most often it is about en-
tertaining gaming, i.e. about playing in order to ,kill and spend” some free time.
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There are also cases where the person goes inside the virtual world in order to es-
cape the everyday problems and various contemporary stress situations. Depending
on the type of game, games can also be of educational character, and not necessarily
to be infused with various forms of violent or deviant behavior.

Video games have been for decades a very large and significant industry, with
large budgets for story-line teams and programmers who encode sometimes very
complex software algorithms.

Keeping in mind mentioned as an important factor, but also keeping in mind
that based on statistics from January 2018 stemming from a study conducted in six
countries, on average individual is playing video games on a weekly basis for almost
6 hours (Figure 1) is clear reason why this topic has been increasingly explored and
considered for many years now.

The survey was conducted on a sample of 500 respondents per country, repre-
senting 3000 respondents. During the survey, only one question was asked:,,How
many hours each week do you spend playing video games?”

Statistic that were shown on Figure I illustrates the average weekly hours
spent playing video games in selected countries during January 2018. Based on data
analysis it was discovered, that among studied countries, U.S. gamers spent the larg-
est number of hours weekly playing video games with average of 7.15 hours, while
South Korean's spent and average of 4.42 hours per week on this activity.

Time in hours
I

France Germany Japan South Korea  United States United Global
Kingdom

Figure 1 — Average weekly hours spent playing video games in selected countries worldwide
as of January 2018 - Data: Statista - The Statistics Portal'

! Statista - The Statistics Portal - Average weekly hours spent playing video games in selected countries
worldwide as of January 2018, www.statista.com/statistics/ 273829/average-game-hours-per-day-of-
video-gamers-in-selected-countries/
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Many studies conducted in 2000, which were prompted by the same research
in the late 1980s, led to the conclusion that viewing of violent TV content increases
aggressive behavior.” From this comes the logical question of whether video games
with elements of violence also have the effect of instigating violent behavior, espe-
cially if more active participation in virtual violence through video games is taken
into account’, especially if the time period is spent on a daily basis playing video
games.

Additional studies show that violence that exists in games as much as 78% in
real life would result in a death outcome.*

Certain aspects of the issue of violence in video games and legislative
issues

Creating addiction on video games is conditionally said one of the segments
of this issue, because it is this addiction that leads to repeated or continuous playing,
for example, playing the same games that has segments of violence.

Creating addiction can be viewed from multiple angles. Some players create
addiction on the basis of ,,liking” the game's themes, which is supported by achiev-
ing certain goals and advancements that players need to accomplish inside the game.
In online games, that addiction can be created in addition to the before mentioned,
through interaction with other players, as online gaming has a greater degree of in-
teraction, and players have the ability to develop their own relationship.

In contrast to watching violent TV content where the viewer is a passive actor,
in video games, the player is an active player and he decides how to behave, which
further stimulates decision-making, especially since in this way the player has the
»power of decision” and that can also affects the addiction, but also on possible vio-
lent behavior. More precisely, this is not about power in the literal sense, but it is an
illusion of power because the programmer is the one who created the software by
which the player will still play this video game.

% Ana Jefti¢ i Milomirka Savi¢, Povezanost igranja nasilnih video-igrica i vr$njackog nasilja kod ado-
lescenata u Srbiji, Psiholoska istrazivanja, Vol. XVI/2013, str. 192, a upiéivanje na istrazivanja Ban-
dura, A., Ross, D., & Ross, S. A. (1963). Imitation of film-mediated aggressive models. Journal of
abnormal and social psychology, 66(1), 3—11; Murray, J. P. (2008). Media Violence The Effects Are
Both Real and Strong.American Behavioral Scientist, 51(8), 1212-1230; Bushman, B. J. & Huesmann,
L. R. (2001). Effects of televised violence on aggression. In D. Singer & J. Singer (Eds.), Handbook
ofchildren and the media, Thousand Oaks, CA: Sage, 223-254.

3 Ana Jefti¢ i Milomirka Savi¢, Povezanost igranja nasilnih video-igrica i vrsnjackog nasilja kod ado-
lescenata u Srbiji, op.cit., upiivanje na istrazivanja Anderson, C. A. & Dill, K. E. Video games and
aggressive thoughts, feelings, and behavior in the laboratory and in life, Journal of Personality and
Social Psychology, 78, 2000, pp. 772—790. Gentile, D. A., Craig, Anderson, C. A. Violent Video Games:
The Newest Media Violence Hazard. U: Gentile, D. A. (ur.) Media Violence and children, 2003, pp
131-152.

* For more see: Smith, S., Lachlan K., & Tamborini R. Popular video games: Quantifying the Presen-
tation of Violence and it’s Context, Journal of Broadcasting & Electronic Media, Vol. 47, 2003, pp. 58—
76.
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Playing violent video games does not necessarily mean that players will be
violent in real life, but there is no doubt that there is a justifiable fear that young
players, children in development, playing violent games can develop the perception
that violence can solve things in the real world as well as in virtual. Of course this is
not a rule especially when you take into account the significant influence of the fam-
ily, environment and other things have on children.

On the other hand, when playing games with violent behavior, players can put
themselves in situations where they may never find themselves in real life, which
can to a certain extent be considered as an ,,educational” aspect.

The hallmark of the time we live in is aggressive, starting with TV content
through available internet content to video games, and hence violent video games do
not represent a unique case or the only potential cause of violent behavior.

Although it is understandable, it has been indicated that video games were
created by people with a predefined theme. In this regard, there are a lot of games
with violent content that are banned in some parts of the world. Australia is on top
when it comes to the number of banned video games.” Some of the reasons for ban-
ning games are related to the games contain detailed instruction or promotion in
matters of crime or violence, depiction of rape, the promotion or provision of in-
struction in pedophile activity, descriptions or depictions of child sexual abuse or
any other exploitative or offensive descriptions or depictions involving a person who
is, or appears to be, a child under 18 years...

The aim of this research is not to indicate in detail which those violent video
games are, so it will not be mentioned further, but it will be mentioned why several
games, based on their description, why are they are banned in many countries pre-
cisely because of the elements of extreme violence. An example can be a game
called Hatred which is a violent twin-stick shooter, in which you take the role of
The Antagonist fighting against all of humanity, with significant elements of geno-
cidal behavior.® Then, the game called RapeLay, which is also banned in many
countrie7s, because the game theme refers to a male character who sexually assaults
women.

For more than a decade, there are significant civic initiatives in America to al-
low the elimination or censoring of video games with elements of violence. One of
these major initiatives was carried out during Barack Obama's mandate, resulting in
the Congress's large financial investment in additional research into the conse-
quences of violent games. Some of the arguments for initiating this initiative were
because of Adam Lanza who killed 27 people at the end of 2012, while being ,,0b-
sessed” with the violent games, as stated in one of the announcements. It's similar

5 List of banned video games in Australia, https:/ipfs.io/ipfs/QmXoypizjW3WknFiJn KLwHCnL72
vedxjQkDDP1mXWob6uco/wiki/List_of banned video games_in Australia.html 03.03.2019.

® The Gardian: Hatred shooter removed from Steam gaming site:
www.theguardian.com/technology/2014/dec/16/hatred-shooter-removed-from-steam-gaming-site
03.03.2019.

" The Economic Times: RapeLay banned for sexual content,
https://economictimes.indiatimes.com/magazines/panache/rapelay-banned-for-sexual-content-manhunt-
for-gore-pokmon-go-could-be-next/articleshow/53516123 .cms?from=mdr 03.03.2019.
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with Anders Breivik, who told the court that he had practiced his act in Call of Duty
video game.®

The same initiative attempt was made during the early years of Donald
Trampe's mandate at a meeting attended by representatives of the video game indus-
try and the organization of parental control of the media.’

The US Supreme Court responded to these initiatives are not in accordance
with the US Constitution. In the legislative sense observed since 2000, seven states
and two local governments have enacted laws that attempted to restrict minors from
playing and purchasing violent video games. In all cases, Federal courts applying
established First Amendment law have enjoined the laws. As one of the conse-
quences of this, is that Entertainment Merchants Association opposes the enactment
of laws restricting minors' access to video games based on the depictions of violence
in them because they were committed to protecting the First Amendment rights of
retailers and their customers.'

One of the most important court judgments according to many sources, is the
decision by Supreme Court of USA, in which Supreme Court has held that games
qualify as protected free speech, which is directly pointed at California's 2005 law
banning the sale of violent video games to minors without parental consent is uncon-
stitutional.'

Although this suggests that there is a justifiable fear that the violent video
games may have negative consequences for the juveniles in the real world, i.e. to
provoke violent behavior, in recent years more and more studies have been done that
deal with these issues, which in their conclusions do not confirm that there is link
between violent games and socially relevant outcomes. '

The impression is that this issue is still in the gray zone and that the data from
those studies is used on a need basis and by various different groups.

When you specifically observe the legislation part, in America and Europe, it
can be seen primarily that the focus of ban is exclusively on age groups to which
certain content of the games can be sold. It should be aware that these restrictions
can not be fully implemented because video games can be purchased online.
Eventhough the seller is asking a buyer about his age, it is still a formal requirement
of fulfilling a legal obligation, not a classic restriction because there is no possibility
of checking the data.

8 White House press release, Buneo urpe (e) n3a3usajy Hacumbe?,

https://www.b92. net/tehnopolis/aktuelno.php?yyyy=2013&mm=01&nav_id=678273, 04.03.2019.

° White House press release, Violence in Video Games, https://m.cdm.me/tehno-nauka/igrice/snimak-o-
nasilju-u-video-igrama-koji-je-prikazan-donaldu-trampu/ 04.03.2019.

19 Entertainment Merchants Association, Regulation of Violent Video Games and DVDs,
http://www.entmerch.org/government-affairs/ema-position-statements/regulation-of-violent-
video.html#.XJo_QKR7m9I, 04.03.2019.

! Supreme Court of USA, Supreme Court says video games are protected free speech,
https://www.theverge.com/2011/6/27/2515183/supreme-court-video-games-protected-free-speech-
analysis, 04.03.2019.

12 Christopher Ferguson, Violent Video Games, Sexist Video Games, and the Law: Why Can't We Find
Effects?, Annual Review of Law and Social Science, Volume 14, 2018, pp 412.
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Pan-European Game Information (PEGI)

Pan-European Game Information (PEGI) represents a grouping of fun content
based on the content of the video game. The point is to predict the minimum age
recommendation based on the content they have.

It is necessary to point out that this is not a legal form of definition, but it has
already been done on an optional content, which, however, is respected by the
world's largest distributors of games.

Most games are suitable for players of all ages, but there are games only suit-
able for older children and young teenagers. Also some contain content is only ap-
propriate for an adult audience."

PEGI has more labels by which it groups video games into categories. The
PEGI age labels are:'*

PEGI 3 - The content of games is considered suitable for all age groups. The
game should not contain any sounds or pictures that are likely to frighten young
children. A very mild form of violence (in a comical context or a childlike setting)
is acceptable. No bad language should be heard.

PEGI 7 - Game content with scenes or sounds that can possibly frightening to
younger children should fall in this category. Very mild forms of violence (implied,
non-detailed, or non-realistic violence).

PEGI 12 - Video games that show violence of a slightly more graphic nature
towards fantasy characters or non-realistic violence towards human-
like characters would fall in this age category. Sexual innuendo or sexual posturing
can be present, while any bad language in this category must be mild. Gambling as it
is normally carried out in real life in casinos or gambling halls can also be present
(e.g. card games that in real life would be played for money).

PEGI 16 - This rating is applied once the depiction of violence (or sexual ac-
tivity) reaches a stage that looks the same as would be expected in real life. The use
of bad language in games can be more extreme, while games of chance, and the use
of tobacco, alcohol or illegal drugs can also be present.

PEGI 18 - The adult classification is applied when the level of violence
reaches a stage where it becomes a depiction of gross violence, apparently motive-
less killing, or violence towards defenceless characters. The glamorisation of the use
of illegal drugs and explicit sexual activity should also fall into this age category.

In addition to the listed categories grouped by age, PEGI also has a grouping
by content.

The PEGI content descriptors: "’

Violence - In games rated PEGI 7 this can only be non-realistic or non-
detailed violence. Games rated PEGI 12 can include violence in a fantasy environ-

1% Pan-European Game Information, https://pegi.info/page/pegi-age-ratings, 04.03.2019.
" Ibid.
" Ibid.
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mentor non-realistic violence towards human-like characters, whereas games rated
PEGI 16 or 18 have increasingly more realistic-looking violence.

Bad language - This descriptor can be found on games with a PEGI 12 (mild
swearing), PEGI 16 (e.g. sexual expletives or blasphemy) or PEGI 18 rating (e.g.
sexual expletives or blasphemy).

Fear - This descriptor may appear on games with a PEGI 7 if it contains pic-
tures or sounds that may be frightening or scary to young children, or on PEGI
12 games with horrific sounds or horror effects (but without any violent content).

Gambling - The game contains elements that encourage or teach gambling.
These simulations of gambling refer to games of chance that are normally carried
out in casinos or gambling halls. Games with this sort of content are PEGI 12, PEGI
16 or PEGI 18.

Sex - This content descriptor can accompany a PEGI 12 rating if the game in-
cludes sexual posturing or innuendo, a PEGI 16 rating if there is erotic nudity or
sexual intercourse without visible genitals or a PEGI 18 rating if there is explicit
sexual activity in the game. Depictions of nudity in a non-sexual content do not re-
quire a specific age rating, and this descriptor would not be necessary.

Drugs - The game refers to or depicts the use of illegal drugs, alcohol or to-
bacco. Games with this content descriptor are always PEGI 16 or PEGI 18.

Discrimination - The game contains depictions of ethnic, religious, nationalis-
tic or other stereotypes likely to encourage hatred. This content is always restricted
to a PEGI 18 rating (and likely to infringe national criminal laws).

We think that is important to point out the the following statistics.

Age Class 2017 % | Since 2003 %o
3 441 22,3% 11531 | 39,6%
7 455 23% 48377 | 16,7%
12 535 27% 6701 23%
16 362 18,3% 3886 | 13,3%
18 185 9, 4% 2148 7.4%
Total 1978 100% 29143 | 100%

Table 1 - Number of products rated, by age category until end of 2017."°

According to the latest available data shown in Table I, which are processed
by PEGI, the percentage of video games grouped according to the PEGI age system
can be seen.

16 Pan-European Game Information Statistics, https://pegi.info/page/statistics-about-pegi, 04.03.2019.
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Platform 3 7 12 16 18 Total
Violence 430 417 301 185 1333
Bad Language 232 115 125 472
Fear/Horror 96 37 133
Sex 72 24 9 105
Drugs/Alcohol 34 9 43
Gambling 8 2 3 13
Discrimination 0 0

Table 2 - Number of products per content descriptor'’

In Table 2, data on grouping of video games for the same period according to
their contents are displayed. You can clearly see that games with elements of vio-
lence dominate absolutely.

The World Health Organization and International
Classification of Diseases

The World Health Organization (WHO) decided to add ,,gaming disorder” to
its list of mental health conditions. WHO is stating that gaming behavior could qual-
ify as problematic if it interferes significantly in other areas of people's lives. Al-
though some types of games offer benefits, including the potential to improve peo-
ple's ability to pay attention and process visual information, the decision was made
on the basis of their conducted research, based on which it was concluded that there
are links between playing video games and violent behavior.'®

The World Health Organization in June 2018. released its new International
Classification of Diseases (ICD-11). The ICD is the foundation for identifying
health trends and statistics worldwide, and contains around 55 000 unique codes for
injuries, diseases and causes of death. It provides a common language that allows
health professionals to share health information across the globe. ICD-11 will be
presented at the World Health Assembly in May 2019 for adoption by Member
States, and will come into effect on 1 January 2022. This release is an advance pre-
view that will allow countries to plan how to use the new version, prepare transla-
tions, and train health professionals all over the country."

The World Health Organization gaming disorder to its globally recognized
compendium of medical conditions and diagnoses despite the objections of the video

"7 Ibid.

'8 Kevin Loria, How playing video games affects your body and brain, Business insider,
www.businessinsider.com/video-games-and-violence-2018-3, 05.03.2019.

' World Health Organization, WHO releases new International Classification of Diseases (ICD 11),
www.who.int/news-room/detail/18-06-2018-who-releases-new-international-classification-of-diseases-
(icd-11), 05.03.2019.
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game industry and many researchers who have studied the issue, and believe the
scientific evidence for the classification is weak at best. Gaming disorder is listed

under ,,disorders due to addictive behaviors”.”’

ICD-11 defines gaming disorder: ,,Gaming disorder is characterized by a pat-
tern of persistent or recurrent gaming behavior (‘digital gaming’ or ‘video-gaming’),
which may be online (i.e., over the internet) or offline, manifested by:

1) impaired control over gaming (e.g., onset, frequency, intensity, duration, termination,
context);

2) increasing priority given to gaming to the extent that gaming takes precedence over
other life interests and daily activities; and

3) continuation or escalation of gaming despite the occurrence of negative consequences.

The behavior pattern is of sufficient severity to result in significant impair-
ment in personal, family, social, educational, occupational or other important areas
of functioning. The pattern of gaming behavior may be continuous or episodic and
recurrent. The gaming behavior and other features are normally evident over a pe-
riod of at least 12 months in order for a diagnosis to be assigned, although the re-
quired duration may be shortened if all diagnostic requirements are met and symp-

21
toms are severe”.

There are many views that disapprove this decision by WHO, especially
pointing out that there is insufficient evidence to support the need for a gaming dis-
order.”

In theory, we can see the stance that indicate that countries such as China and
South Korea had considered gaming addiction a scourge for years, and had worked
to address the issue through laws and other means, and that they still work on it.”*

At the end of this part of the paper, we will also point out that based on the
data from the end of 2018, and on the basis of 24 studies which were conducted
between 2000 and 2017 across the U.S., Canada, Germany, and Japan. They in-
cluded a total of 17,000 students between the ages of 9 and 19 years. The researchers
analyzed the results of all of those studies to determine whether there is a link be-
tween violent video games and physical aggression. Based on their findings it is
clear that violent video game play is associated with subsequent increases in physi-
cal aggression. The same source indicates that video games have become more real-
istic and have a variety of violent elements.**

20 Sarkar Samit, ‘Gaming disorder’ classified as a mental health condition, but is the move premature?,
www.polygon.com/2018/6/19/17475632/video-game-addiction-gaming-disorder-who-icd-11,
05.03.2019.

*! Ibid.

* Ibid.

% Brandy Berthelson, Game Industry Experts Weigh In on WHO's Gaming Disorder Classification,
SuperParent, https://superparent.com/article/182/game-industry-experts-weigh-in-on-whos-gaming-dis-
order-classification, 05.03.2019.

** Don Reisinger, New study claims to find link between violent video games and adolescent aggres-
sion, Fortune, http://fortune.com/2018/10/02/violent-video-games-study/, 05.03.2019.
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The legislative framework in Serbia and the question of violence in video
games

In the Republic of Serbia there is a lack of legislative regulation when it
comes to this area, but given that this issue can be viewed from several angles, we
will point out some specifics.

In the opinion of the author, one of the ways in which this issue can be regu-
lated is to accept PEGI categorization (we remind that it is on a voluntary basis or
some other similar ways used in the USA) and that it prohibits the sale of video
games to persons which are less than the age of the indicated categorization.

This opinion, which is very subject to detailed analysis, is based on the prin-
ciple of the application of Article 24 of the Consumer Protection Law, which fore-
sees the prohibition of selling, servicing and giving alcoholic beverages, including
beer and tobacco products and pyrotechnics, to persons under the age of 18. In the
case of a suspicion that the consumer is a person under the age of 18, the trader is
not obliged to sell or serve alcoholic beverages, beer or tobacco products or pyro-
technic articles until the consumer provides the trader with an insight into a valid
identity card, passport or driver's license. The penal fine provided for this offence is
from 300,000 to 2,000,000.00 dinars (Article 160). We do not suggest the same pe-
nal policy to be implemented, but we just wanted to show mentioned as a model.

If the legislator had included a new act in the mentioned Code, it would be
necessary to determine how the content of video games could be sold to persons
under the age of 18 years. Will we form a new body (commission) that will deter-
mine the content of video games or our legislative policy will be based on PEGI
categorization. Also, the further issue is that in this way the legal issue would be
solved solely for minors (assuming there is a need for this by the WHO or in the
course of the conducted studies, etc.).

Essentially, any form of violence, is regulated by the criminal policy of crimi-
nal or misdemeanor law. If the violent behavior was prompted by virtual violence,
this should in no way constitute an aggravating or mitigating circumstance for the
already existing crime of murder, rape, serious theft, robbery, involvement in a fight,
or any other violent behavior.

Significant shift could be in the specific prohibition of certain video games if
on a global or European level, undoubtedly turns out to be definitely an initiator of
violence in real life, of course this is the assumption that it is a foreign publisher and
developer. Since this area has not been regulated in domestic legislation, there is
ample room to regulate this area at least by substantive law, which should be spe-
cifically considered.
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Final considerations

This research was aimed to primarily observe modern and latest available as-
pects that create relation between violence in video games and real violence and
their legislative regulation.

We have concisely shown some conclusions of the studies that confirm and
challenge the hypothesis of the study to find the causal link.

Given that the video game industry is very powerful and widespread, it can
not be expected to significantly reduce or fully stop producing video games with
segments of violence, especially when taking into account their demand from play-
ers.

Having in mind that currently there are more than half a billion people
worldwide playing computer and videogames at least an hour a day (183 million in
the U.S. alone). And that 99% of boys under 18 and 94% of girls under 18 report
playing videogames regularly. The average young person racks up 10,000 hours of
gaming by the age of 21 or 24 hours less than they spend in a classroom for all of
middle and high school if they have perfect attendance. 5 million gamers in the U.S.,
in fact, are spending more than 40 hours a week playing games, and that is equiva-
lent of a full time job.”

If mentioned has become a form of modern life, then we should aproach this
topic in such way.

Although the WHO has been included in its list gambling disorder, many
more studies will be conducted to determine does virtual violence encourage vio-
lence in the real world. We will remind that similar discussions took place in the
1980s regarding the television program, which today has more elements of violence
than back then.

In the legislative sense, this issue is not regulated in domestic legislation,
while in some parts of the world it is, but it exclusively refers to the sale of video
games of certain content to persons under the age of 18, possibly prohibiting the
distribution and sale of certain video games.

In this paper we have gave a suggestion on how to begin considering the leg-
islative regulation of this area, if, based on reliable studies concerning violence in
video games, it turns out that it is necessary to regulate this area.
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BUJAEO UT'PE U ITIPABHU ITIOPEJAK - KPUMWHOJIOIIKHA 1
KPUBUYHO INPABHU ACIIEKT HACHUJBbA Y BUJIEO UTPAMA

Casxicemaxk: Buneo urpe mpencrapibajy jeJaH Ol CABPEMEHUX HEM30CTaBHHUX OOJMKA
CBAaKOJIHEBHHMIIE, Ca CBUM CBOjHM NO3UTUBHUM M HETaTUBHUM acleKTHMa. Pa3HH cy MOTHBH
Urpamba BUJIEO Urapa, IOYeBIIN OJf Pa30HOAE, eayKaluje, Apy>Kemha ca OCTAIUM HIpaduMa U
ci1. Y BHIIeO Hrpama ce oJaBHO oOpaljyjy MHOTe TeMaTHKe U3 PEaJIHOT KHUBOTA, ajlil IIOCTOje
M OHE KO0j€ CBOje IpUe 3aCHHUBAjy Ha arncosyTHOj GukiMju. buo o kojoj BpcTH urapa aa je
peu, Hajuemhe NOMHHUPAjy €IEMEHTH HACHJba, IITO je U MPUKA3aHO y pajy Kpo3 IMOjeAnHe
cTatiucTUuke nojxarke. Beh Buiie nernienuja pazmarpa ce nUTambe JAa JIM BUPTYEIHO HACUIbE
IPOY3POKYje U HACHIbE Y PEaTHOM JKUBOTY, IITO Ce MOCEOHO pa3Marpa KaJa ce HaKOH HEKOT
HacuJba TO JIMILIE TT030BE YIPABO Ha HEKY OJI BHJIEO Urapa y Kojoj je Bexk0ao CBOj aKkT WIIH CJI.
VY pagy cy KOHIM3HO pa3MOTPEHU M NPHKA3aHH TOjEJMHU aCleKTH, 3aKJbY4YlHl U CTABOBH
Koju MmoTBplyjy W ocnopaBajy XWIIOTE3¢ THX MCTPaXKMBama Ja ce MoXe npoHahm y3podHO
MOCJIeINYHA Be3a. 3aTHM IOpe OMEHYTOT TpukasaH je 3Hauaj [IETU kateropu3zamuje xoja
WIaK He MpelcTaBiba 00aBe3aH CErMEHT OIMca BUAEO Mrapa, IOK je mocebaH Ieo paia IMmo-
cBelieH 1 yKka3uBamy Ha YMEHEHUILY 1a je CBeTcKa 3ApaBCTBEHA OpraHHM3alHdja je OUTydinIia
Ja noja ,,nopeMehaj urpama” y CBOjy JIMCTY MEHTAIHUX cTamba U Oojectu. Ha kpajy oBor
UCTPA)XUBAHba U3HETH Cy 0a3H4YHY CTAaBOBU ayTOpa Ha KOjU HAYMH OU c€ MOTIJIO 3aKOHOJABHO
YPEIUTH OBO NMUTAE, AU Ca YKAa3UBAkHEM KOMIUIEKCHOCTH OBE TEMaTHKE, TOCEOHO aKo ce
MMa Ha yMy Jla He IOCTOjU jeIMHCBEH CTaB, HUTH Je(MHUTHBAH, a KOjH CE€ OJHOCH Ha IHTa-
e 4 JI1 BUPTYEAIHO HACUIbE MOXKE J1a M3a3MBa WJIH MOACTHYE PEaTHO HACUIbE.

Kawyune peuu: Buneo urpe, NpaBHU NOpeAaK, KPUBUYHO MPABO, MPEKPIIAjHO MPaBo,
HAaCHJIHWYKO TMoHamame, [CD-11
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