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A LAN party is a social gathering of participants with
personal computers or compatible game consoles, where

a local area network (LAN) connection is established
between the devices using a router or switch, primarily for
the purpose of playing multiplayer video games together.

LAN party je spolecenskd akce, kde se sejde skupina
lidi, kterd m4 spolecnou zélibu v poéitacovych hrich. Za
pomoci switche se vytvoii pocitacovd sit LAN (Local Area
Network), diky které se vSichni tGcastnici mohou vzé-
jemné propojit a hrat multiplayerové hry.

Wikipedia




A glimpse of
liberation between
network cables

The gamer’s den, where you and your friends bring your
computers for the weekend to relentlessly crush any game
you want, seems at first glance like the perfect escape:
from the rest of the world, into the arms of a nerdy heaven

bounded by a room door and a strip of colourful flashing
LEDs.

But it’s also a gesture of peak acceptance of an activity as
useless as gaming, pointing out the limits of the doctrine
that time is not to be wasted, because you can't succeed in
neoliberalism without sharp elbows.

Because LAN parties can change our perspective. Whether
through time spent together, during which connections can
be made and a sense of shared status in an all-encompass-
ing social structure can emerge, but also through the games
themselves, which take us to virtual places to see the real
ones with new eyes. It could be slime-soaked stories about
trans saints (Fantasia Malware), a nightmare in a mur-
derous gig economy (Ville Kallio), a game about helping
refugees at Prague Central Station (Truong Thu Thuy), or a
corporate employee safety training that shows teeth (Lucie
Forminkova).

Each of the works at Y: LAN Party at Divadlo X10 holds
the promise of transformation — political, interspecies, inter-
personal, phenomenological, gender-related. The selection
blends works by established artists, acclaimed game devel-
opers, but also those for whom games have at some point
become a means of expression without any career intention.
And who belongs where is often uncertain and changes over
time.

It’s an aesthetic, formal, and emotional map of a medium
that offers so much: experiments with virtual camera per-
spective (Lily Zone), personal zines about gendered trau-
mas and anxieties featuring dismembered rabbits (Nathalie
Lawhead), visual novels with narratives branching through
clouds and the relationship between artificial character,
author, and gameplay (Petra Szemdn). Some of the works
emerge gradually, over time, as algorithms allow (Everest
Pipkin), while others offer a series of vignettes (Michael
Luo) or set entire glimmering virtual cities before you
(Jeremy Coulliard).

Moreover, the presence of video games in the space of art
enriches both in a reciprocal way. Games become a means
of recording memory, which we control in a site-specific
situation with our own bodies (Johanna Arco), they lend an
expressive vocabulary to more traditional media, which in
turn comment on game-specific mechanisms (Pavel Kuja),
provide a narrative method (Bohd¢, Dedek, Richter) or an
opportunity for unpredictable collaboration between ma-



chines and humans (Hlozdnek, FiSer, Fronék, Paulik). Alter-
natively, they become pretexts for kaleidoscopic performan-
ces (Fantasia Malware). After all, even conspiratorial think-
ing (Lena Peplifiska) resembles the logic of a distorted fic-
tional game world.

In short, the avant-garde in 2024 is running through

a gamepad, all the more so when game principles have be-
come an integral part of all aspects of life - from work to
relationships to media. Video games and other works at our
LAN party can serve as mirrors in which we can see the pres-
ent from a different angle - they reflect climate grief (Andrds
Cséfalvay), show the possible future of capitalism (Filip
Hauer), free us from human scales (Mimosa Echard), guide
us through the history of urban space (Vojtéch Radakulan)
or pull us into the unconscious, where a date in Kaufland
takes place (Teo Krystufkova).

Or it’s that spending time in them is simply fun and enough.
Because that counts too, like at any proper LAN party. And
the new world might not come until Monday morning,
when, on the way to work, we remember what we saw in the
glow of the monitors.

Ondprej Trhor

Guest curator

Naznak osvobozeni
mezi siftovymi kabely

Hra¢ské doupé, kam si na vikend pfinesete s kamarddy
pocitace, abyste neinavné drtili libovolnou hru, na prvni
pohled pusobi jako dokonaly tnik: od zbytku svéta, do
ndruce nerdského nebe ohrani¢eného dvefmi pokoje a pdsem
z barevné blikajicich LED diod.

Je to ale zdroven gesto vrcholného pfijeti tak neuzite¢né ak-
tivity, jako je hrani her, které poukazuje na hranice poucky,
ze ¢asem nejde mrhat, protoze bez ostrych lokti se v neolib-
eralismu uspét ned4.

LAN party totiz miize ménit nasi perspektivu. At uz
spole¢né trdvenym casem, béhem kterého mohou vzniknout
spojeni a pocit spolecné sdileného postaveni ve vseobjimajici
spolecenské struktute, ale taky skrze hry samotné, které nds
berou na virtudlni mista, abychom se na ta skute¢nd podivali
novyma oc¢ima. Mohou to byt slizem prorostlé zprivy

o trans svatych (Fantasia Malware), no¢ni mura ve vrazedné
gig economy (Ville Kallio), hra o pomoci uprchlikim na
prazském hlavnim nddrazi (Truong Thu Thay), nebo kor-
porétni skoleni zaméstnanecké bezpec¢nosti, ktery ceni zuby
(Lucie Formankov4)

Kazdé z dél na Y: LAN Party v Divadle X10 v sobé skytd
piislib transformace — politické, mezidruhové, mezilidské,



fenomenologické, genderové. Ve vybéru se michaji price za-
vedenych umélct a umélkyn, uzndvanych hernich vyvojara
a vyvojéiek, ale taky téch, pro které se hry v néjakém
okamziku staly vyrazovym prostfedkem, aniz by za tim byl
kariérni admysl. A kdo patii kam, je ¢asto nejisté a v ¢ase se
meéni.

Je to estetickd, formdlni i emo¢ni mapa média, které toho
nabizi tolik: experimenty s perspektivou virtudlni kamery
(Lily Zone), osobni ziny o genderové-podminénych trau-
matech i uzkostech, v nichz vystupuji roz¢tvrceni krélici
(Nathalie Lawhead), vizudlni romdny s narativem vétvicim
se skrz oblaka i vztah mezi umélou postavou, autorem a
hré¢stvem (Petra Szemdn). Nékeeré z dél se vyjevuji pos-
tupné, v pribéhu Casu, jak to algoritmy umoziiuji (Everest
Pipkin), jiné jsou série vinét (Michael Luo) nebo pted vds
stavi celd z4fivd virtudlni mésta (Jeremy Coulliard).

Pritomnost videoher v prostoru uméni navic oboje
obousmérné obohacuje. Hry se stdvaji prostfedky zdznamu
paméti, které ovldddme v site-specific situaci vlastnim
télem (Johanna Arco), dévaji vyrazovy slovnik tradi¢néj$im
médiim, které zase komentuji specificky herni mechanismy
(Pavel Kuja), poskytuji vypravé¢skou metodu (Bohd,
Dedek, Richter) nebo pfilezitost pro nepfedvidatelnou
spoluprici stroju a lidi (Hlozdnek, Fiser, Fron¢k, Paulik).
Piipadné se stdvaji zdminkami pro kaleidoskopické perfor-
mance (Fantasia Malware). Nakonec i konspira¢ni mysleni
(Lena Pepliniska) pfipomind svou logikou pokfiveny fikéni
hernf svét.

Avantgarda v roce 2024 zkrétka prochdzi gamepadem, o to
spis, kdyz se herni principy staly nedilnou soucsti véech
aspektll zivota — od prdce, ptes vztahy az po medidlni vztahy.
Videohry a dal$i dila na nasi LAN party mohou poslouzit
jako zrcadla, ve kterych mazZeme vidét soucasnost z jiného
thlu — odrdzi se v nich klimaticky Zal (Andrds Cséfalvay),
ukazuji moznou budoucnost kapitalismu (Filip Hauer),
zbavuji nds lidskych méfitek (Mimosa Echard), provdzi nds
historii méstského prostoru (Vojtéch Radakulan) nebo nds
téhnou do nevédomi, ve kterém se odehravd rande v Kau-
flandu (Teo Krystifkova).

A nebo stadi, Ze trévit v nich Cas je prosté zébava. Protoze

to se taky, jako na kazdé sprévné LAN party, pocitd. A novy
svét moznd piijde az v pondéli rino, kdy si po cesté do price
vzpomeneme, co jsme v zfi monitort zahlédli.

Ondprej Trhor

Hostujici kurdtor



Andris Cséfalvay @
. . Memento mortis convallis - poeticky simuldtor
Trl IOblteS - chozeni.

Lidskd intervence a tézba vedla k odkryti fosilii tri-
Th e VG I I ey Of D ed th lobit nedaleko Prokopského tdoli, jihozdpadné od
Prahy. Vedle trochy konstruk¢ntho materidlu a pdr

( 2 O 2 2 ) vyzkum tykajicich se zkamenélin, se také duchové

probouzeji ze svého dlouhého spanku, stla¢eni mezi

Memento mortis convallis - poetic walking devonskymi vrstvami. Ptizraky trilobiti hovoii
simulator. k nav§tévnictvu - a vypravi ptibéh o vymfeni, které

zpusobila nikoliv zlovolnd chamtivost, ale pouhd
Human intervention and extraction resulted in the efektivita.

uncovering of trilobite fossils near Prokopské adol,
southwest from Prague. Besides the construction

material and a few research results from the fossils, Jak hrdt:
ghosts awake from their long sleep pressed between Kidvesy WASD slouzi k pohybu, Shift k béhu, R resetuje
Devonian layers. The ghosts of trilobites speak to hru, Escape ji zapauzuje.

the visitor. Tell a warning tale about extinction, that
is brought about not maleficent greed, but simply
effectivity.

How to play:
WASD to move, mouse to look, Shift to run, R to reset,
Escape to pause.




Everest Pipkin o

The Barnacle Goose
Experiment (2022)

An abiogenesis idle clicker game set in a world where
spontaneous generation is commonplace. You play as
a researcher studying the creation of new and living
things out of raw and non-living matter. As such, the
only raw material for experimentation is that of your
own body.

How to play:

Blue color means an element is active. Use the right side
to create raw body materials, then, use the object panel
on the left to select them and move them to Holding.
Then use the lower middle panel to combine materials
in Holding. Then wait. Use newly generated objects

on the left, toy with combinations, return back to the
game during the evening, uncover journal pages, move
between gradually unlocking places in the top-left panel.
Observe. Things take time.

Klikaci hra o pocatku Zivota, zasazend do svéta, kde
. vV s v v s . ./ ’ v . )
je béiné, ze véci vznikaji spontdnné. Hrajete za vyz-
kumnictvo, které studuje zrod novych a Zivych véci
z prvotni i nezivé hmoty. A jedinym hrubym ma-
teridlem, s nimz lze experimentovat, ten pochdzejici
z vaseho vlastniho téla.

Jak hrdt:

Modrd barva znamend, Ze je prvek aktivni. Na pravé
strané vytvorte pitvodni télesné materidly, a poté vyu-
Zijte panel objekti vievo, abyste je vybrali a presunuli do
Holding. Pak v dolnim prostiednim panelu materidly

v Holding zkombinujte. A pak Cekejte. Pouzivejte nové
vytvorené objekty v levé listi obrazovky, hrajte si s jejich
kombinacemi, vracejte se ke hie v priibéhu velera, ode-
mykejte stranky z vizkumného deniku, v levém hornim
pﬂne/u se presouvejte se mezi postupné se odemykﬂjz'cz'mi
misty. Pozorujte. Véci potiebuji ias.




Filip Hauer A

Workers Out of
Office: Dreaming

About the Work
(2023)

Workers Out of Office must find new positions in
society, political stances, and an agency. The game’s
objective is to allow the player to speculate about

a future that encompasses both emancipation and,

in the bad scenario, the climate crises and extinction.

This means to employ a critical awareness of one’s
own (perhaps limited but existing) possibilities for
engaging in political struggles in a reality beyond the
game.

How to play:
Mouse

Pracujici bez kanceldfe si musi najit nové misto ve
spole¢nosti, prehodnotit své politické postoje a také
jestli a jak mohou sviij zivot drzet ve vlastnich rukou.
Zamérem hry je umoznit hra¢im a hrickdm speku-
lovat o budoucnosti, v niz je prostor na emancipaci

a ve které, kdyz to dopadne $patné, hrozi klimatické
krize a vyhynuti. Bude to znamenat vyuziti krit-
ického védomi vlastnich (byt limitovanych, ale redl-
nych) moznosti zapojit se do politickych boja

v realit¢ mimo hranice hry.

Jak hrdt:
Mys



Fantasia Malware gg
. . Kaleidoskopickd vize jedné Zeny, vidéna prostrednict-
Th e Llfe OIF S q I ni. vim trojice otdcejicich se o¢i.

Fiona Bianco Xena i Probuds se.

@ Jsi obaleny*4 slizkym zelenym svétlem svéta,
( 2021 ) keery téméf pozndvas.
A Bloudis, Stastné ztracen*a.

A kaleidoscopic vision of one woman seen through
three rotating eyes.

s You wake up.

Jak hrdt:

K navigaci pouzijte Sipky nebo kldvesy WASD.
Klikejte na objekty a preététe si piibéh Svaté Fiony.

@ You are covered in the slimy green light of
a world that you almost recognize.

A You wander, happily lost.

How to play:
Use arrows or WASD keys to navigate.
Click on objects to read Saint Fionas story.




Jeremy Couillard
Escape From

Lavender Island

(2023)

Follow Zede Aksis as he wakes up from a dream
about a city only to realize that what he saw in his
sleep is a physical reality he cannot find a way out of.

How to play:

Explore the city, complete missions, venture into all five
neighborhoods. WASD to move, mouse to look, Space to
Jjump, Shift to use ship (if you have it), E to use mask
(if you have it), Escape to bring up the menu with
Map, Codex and Options page. Visit Options to see
more detailed controls under “Controller Layout Info”.

Nisleduj Zede Aksise jak se probouzi ze snu,

v némz se mu zjevilo mésto — jen aby zjistil, Ze to,
co ve spanku vidél, je fyzickad realita, ze které se mu
nedafi uniknout.

Jak hrdt:

Prozkoumdvejte mésto, pliite sikoly, vydejte se do viech
péti &orti. Kldvesy WASD slouzi k pohybu, mys

k rozhlizeni, Mezernikem se skdce, Shiftem se pouzivd
lod (pokud ji mdte), E aktivuje masku (pokud ji mdte),
Escape vyvold menu s mapou, Kodexem a nabidku

s nastavenimi hry. V ni najdete pod polozkou “Control-
ler Layout Info” detailnéjsi popis, jak hru ovlddat.




Lily Zone
Room Map
(2023)

Rooms in a room

How to play:
WASD — move
Mouse — look
Shift — run

)vb

Mistnosti v mistnosti

Jak hrdt:

WASD — pohyb
Mys — rozhlizeni
Shift — béh







Lucie Formdnkov4 @
Interaktivn{ satira o Zenské monstrozité
The Other Game

Chystdte se vyplnit urcity test - je to jen formalita,
( 2 O 2 3 ) v zdjmu vas$i pracovni bezpe¢nosti. A mozn4 taky
bezpe¢nosti vasich muzskych kolegii. Protoze tajné
Interactive satire on female monstrosity jste piisera. :)
You are about to take one formal test. Just for your
workplace safety. And maybe also for the safety of
your male colleagues. ‘Cause you are secretly a mon-
ster. :)

Jak hrdt:
Mys

How to play:
Mouse




Michael Luo -V-

Cyberside Picnic
(2023)

A eulogy for the cyberian commonplace that just
eluded us. A love letter to a lost future of alternative
video games, delete and overwrite.

How to play:

Use Mouse to interact, press Escape for menu,
double-click on the chapter button in the main menu to
launch it.

Zalozpév pro sdileny kyberprostor, ktery ndm jen
proklouzl skrz prsty. Milostny dopis adresovany ztra-
cené budoucnosti alternativnich videoher.

Smazat a pfepsat.

Jak hrdt:

Hrajte mysi, kldvesou Escape oteviete hlavni nabidku,
pro spusténi herni kapitoly je tieba dvakrdt kliknout na
Jjeji tlacitko.




Mimosa Echard =~

Sporal (2023)

Find a lover through getting lost inside a unicellular
dream. Bend your hot interior over another horizon.
Listen to flowers, music, and break the waters of

a seahorse. Get wetter and wetter and wetter and
wetter. ..

How to play:
WASD to move, mouse to look, Space to jump, press

Escape to open the menu and see unlocked diary entries.

Najit ldsku ztracenou uvnitf jednobunééného snu.
Ohnout své vlastni horké nitro pres dalsi horizont.
Naslouchat rostlindm, hudbé, a prasknout vodu
moiskému konikovi. Vlhnout a vlhnout a vlhnout
a vlhnout...

Jak hrdt:

Kldvesy WASD slouzi k pohybu, mys pro rozhlizent,
Mezernik pro skok, Escape otevie menu, v némz miiete
prochdzet nalezené stranky deniku.




Nathalie Lawhead *

Everything is going
to be OK (2017)

Labyrinth of vignettes, poetry, strange fever dream
games, and broken digital spaces. It is a collection
of life experiences that are largely a commentary on
struggle, survival, and coping with the aftermath of
surviving bad things.

How to play:

Use the mouse to flip through pages of the interactive
zine and interact with its entries. You can always close
pop-up windows with a cross in the corner.

Labyrint vystavény z ttrzka paméti, bdsni, podi-
vnych hore¢natych hernich sna a rozbitych digitdl-
nich mist. Je to sbirka zivotnich z4zitka, které jsou
do velké miry komentdfem o preziti, kazdodennim
zdpasu i o tom, co se s ndmi déje poté, co piezijeme
$patné veci.

Jak hrdt:

Strdnky interaktivniho zinu prochdzejte pomoci mysi,
kterou také interagujte s jejich obsahem. Vyskakujici
okna je mozné zaviit pomoct kiizku v robu.




Petra Szeman o—e

The shape of worlds
to come (2022)

Think about the shape of clouds, rail crossings, and
death. Journeying through multiplanar realms and

conversations, the protagonist muses on the condi-
tions of life under a game-like realism.

How to play:

Use left mouse click or Enter to advance dialogue, click
to select choices, use right mouse click or Escape to access
the game menu. See the Help section for more con-

trols and don’t hesitate to replay the game to see other
branches of the narrative.

Premyslejte o tvaru oblakd, Zelezni¢nich prejezdech
a smrti. Zatimco protagonisté putuji mno-
hovrstevnatymi svéty a konverzacemi, premitaji nad
podminkami Zivota v jakoby-hernim realismu.

Jak hrdt:

Levym tlacitkem mysi nebo kldvesou Enter postoupite

k dalsi ldsti textu, kliknutim pak potvrdite na
pribéhovych kiiZovatkdch rozhodnuti, pravym tlalitkem
nebo pomoci Escape oteviete hlavni menu. V sekci Help
najdete dalsi kldvesové zkratky. Neostjchejte se hru spus-
tit znova a mit tak prilezitost vidét dalsi vétve pFibéhu.

Ok 710
L

[=]



Teo Krystatkova %

Ultraviolet
Lavender: The Date

(2023)

In this choose-your-own-adventure game prototype,
you navigate your relationships, mental health, gen-
der dysphoria, and learn to love and accept yourself
(or not). Discover how your feelings change the
world view, in a literal audio-visual way. The player
character can make choices that have consequences
for their emotional stats, relationships, and overall
story arc. The experience includes two endings.

How to play:
Use the mouse cursor to select your answers.
Push the lower right corner button to restart.

V tomto prototypu vétvici se textové hry manévru-
jete mezi vztahy, dusevnim zdravim, genderovou
dysforif a naucite se milovat a pfijmout sami sebe
(nebo ne). Odhalte, jak vase pocity méni vés pohled
na svét, a to doslova, audiovizudlné. Volby, které
hré¢skd postava udéld, maji dopad na jeji emociondl-
nf stav, vztahy i celkovy vyvoj ptibéhu. Tento zdzitek
m4 dva konce.

Jak hrdt:

Pouzijte mys k vybéru odpovéds.

Kliknéte na tlacitko v dolnim pravém rohu
k restartovdni.



Truong Thu Thay
Hlavék (2022)

In an interactive and light-hearted way, I wanted

to convey to the public the feelings of helplessness
and frustration that we, volunteers from Iniciativa
Hlavik, faced after the outbreak of war in Ukraine in
the spring of 2022.

AN

Creating the game became a form of therapy for
me, and playing it became therapy for several of my
co-helpers. However, the story is unfinished and
unwinnable — just like so many real-life trials we've
witnessed for several long months could not have
been won.

How to play:
WASD or arrows

Cheéla jsem vefejnosti interaktivni a odleh¢enou
formou pfiblizit pocity bezmoci a frustrace, se kte-
rymi jsme se jako dobrovolnici z Iniciativa Hlavék,
z.s. potykali po vypuknuti vilky na Ukrajiné na jafe
2022.

Tvorba hry se pro mé stala jistou formou terapie,

jeji hrani se pak stalo terapii pro fadu mych spo-
lupomadhajicich. Piibéh je nicméné nedokonceny

a vyhrét jej nelze — stejné jako neslo vyhrit tolik
skute¢nych Zivotnich zkousek, jichz jsme byli nékolik
dlouhych mésica svedky.

Jak hrdt:
WASD nebo Sipky

[=].
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Ville Kallio v

Cruelty Squad
(2021)

A tactical first person shooter set in the hardcore gig
economy of corporate liquidations. You're an emo-
tionally dead combat-substance fueled grunt of Cru-
elty Squad, a depraved subsidiary company tasked
with performing wetworks for its host conglomerate.
Will you make the Corporate Arch Demoness proud
or succumbp to bitter tears of failure?

How to play:

From the main menu, use the Start button, then select the
mission in the lower left corner. You can use upper buttons to
select weapons. Then click the Start icon to start the level. Use
Escape to bring up the menu and do visit Settings to see the
detailed controls. The main are: WASD to move, left mouse
button to shoot, X to crouch, Space to jump, R to use, F to
kick. Hold the right mouse button and drag the mouse down
to reload.

’

Takticka stiilecka z pohledu prvni osoby odehrévajici
se v hardcore gig ekonomice korpordtnich likvidaci.
Jste emociondlné mrtvy, bojové substance zneuzi-
vajici pédk pracujici pro Cruelty Squad — zneuzna-
nou dcefinou spolecnost, kterd m4 za tkol fesit
nepohodlné problémy konglomerdtu, jenz ji vlastni.
Bude na vis Korpordtni Arcidémonka hrd4 nebo vis
pfemohou hotké slzy netspéchu?

Jak hrdt:

V hlavnim menu kliknéte na tlatitko Start, a poté v dolni
levé idsti obrazovky vyberte misi. Pomoci tlalitek vyse si
miigete vybrat jiné zbrané. Hru poté spustite tlacitkem Start.
Kldvesou Escape miizete oteviit menu a v nastaveni najdete
detailni popis ovldddni. Ziklady jsou: WASD pro pohyb, levé
tlacitko mysi pro stielbu, X pro skréeni se, Mezernikem se
skdce, R slouzi k pouziti véci v hernim prostieds, F ke kopu.
Pro prebiti zbrané podrzte pravé tlacitko mysi a potdhnéte
mys doli.




Vojtéch Radakulan @

Podle zdkonU

planety nachovych
mracen (2017)

Design of several architecture projects on lucrative spots
in Prague, which have been taken for centuries. A house
for poor and unsuccessful architects is replacing a posh
co-work, a house for worshipers of the atom is standing
instead of a church. Sputnik lands in Prague. Dented and
several times bigger. Fortunately, it lands on a free parcel,
where the temple of St. Nicholas never stood. Over-
night, a building is built under it. House of the Children
of Atom. Black Republic. It is said that two architects,
Kéma and Chvost, or Arkady and Boris, have done this.
Presumably they have founded an institution for poor
and unsuccessful architects — Archiduma, which stands
where Stenc’s house never did.

How to play:

Use WASD to move, mouse to look around, Space to jump,
Shift to run, E/R/F to interact. Escape brings up the menu
screen_from which you can enter different game chapters
using the F1-F4 keys.

Do Prahy pfilétd Sputnik. Obouchany a nékolikrat vétsi.
Nastésti na volnou parcelu, tedy tam, kde nikdy nestal
chrdm sv. Mikuld$e. Ze dne na den pod nim vznikne stav-
ba. Diim détf atomu. Cernd republika. Pry to udélali dva
architekti, Kéma a Chvost, ¢i Arkadij a Boris. Strugacti.
Pry také stoji za instituci pro chudé a netispésné architek-
ty — Archiduma, kter4 stoji tam, kde nikdy nebyl Stenctv
dim. Hrd¢ se vyddvd po stopdch architektt — spisovateli
a po Praze se vyskytuji nachovd mra¢na. Jedno z nich zah-
aluje misto, kde nikdy nestdl Klub Za starou Prahu. Hrd¢
je vlecen pribéhem se zddnlivou interaktivitou a svétem
virtudlniho krdsna. Dojde ale vzdy tam kam ostatni (...)
pokud ho to nepfestane bavit.

Jak hrdt:

WASD slouzi k pohybu, mys k rozhlizeni, Mezernik ke
skoku, Shift k béhu, E/R/F k interakci. Kldvesou Escape
oteviete menu, z néhoz lze kldvesami F1-F4 navstivit riizné

kapitoly hry.




UMELKYNE* UMELCI / ARTISTS Fantasia Malware [Berlin]
e Boha¢ & Dedek & Richter o Jan Fron¢k & Matgj Hlozének

& Mikol4s Fiser & Vitek Paulik o Johanna Arco [Viden] e Lena
Pepliiska [Poznari] e Pavel Kuja

HERNI SEKCE / GAMING SECTION Andris Csefalvay o
Everest Pipkin e Filip Hauer o Jeremy Couillard e Lily Zone o
Lucie Forminkova e Michael Luo ¢ Mimosa Echard e Nathalie
Lawhead e Petra Szemdn o Teo Krystafkova e Truong Thu Thity
o Ville Kallio e Vojtéch Radakulan

KURATORI*RKY / CURATORS Petr Dlouhy e Anna Chrt-
kov4, Ondtej Trhon

GROUNDING LECTURE Lumir Nykl

PRODUKCE / PRODUCTION Tom4s Sosna

GRAFIKA / GRAPHIC DESIGN Terezie Chlibcova
SVETELNY DESIGN / LIGHT DESIGN Barbora Jigrové
ZVUK / SOUND Magdalena Kiscla

PR Barbora Kold¢kova

TECHNIKA / TECHNICAL TEAM Simeon Hudec ¢ David
Ferenc o Jakub Svarc e Zden&k K¥iz « Maxmilidn Schiller
FOTOGRAFIE / PHOTOGRAPHY Oskar Helcel
KOREKTURY Nela Pietrov4

USER MANUAL DESIGN Ondicj Trhon

VEDENI DIVADLA X10 / HEADS OF X10 THEATRE
Krystof Kold¢ek o Lenka Havlikova ¢ Ondiej Stefatidk o Gabriela

Kole¢kova

MEDIALNi PARTNERI Artalk ¢ ArtMap o Taneéni zéna
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