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When o ner senses the games of living rooms, concrete pEslrounds,
and chilg®od tables, c the elements that shape those me les? We

mMay recdilhe rules of es and the ways in which they were O rved (or
ignored) ether we were alone and what story s told, or
the play | jumped, shouted, and quarrelled o a defeat
that stil INgs toda erience of play itself may linger Mmemory

through nds, rep unds, moments of exhilaration, a DUrsts of
frustrati( we rem ' ugh rhythm, through our relatio Ips with
fellow pl rs, with our own bodies, and with the bodies of others.

The tem@llzary cosmos of play, governed by it ‘ al laws, r ms, and
rituals, I9 apart from ‘ordinary’ life.! Entry | Ids is an | itive and
essentic@rt of childhood, but also of adul : egral ele t in the
formatio@’ meaningful social relationships, first mo s when,
alone willlBn object in hand, we begin to tell . Ialal situates
play in JEMNtermediate space between the | Bl Oination
and real nere a physical object occupies t | . Nnd stick

is simul@-cously an object made of wood, . and a
characte tool within a story told about it; it becomes a magic wa a sword,
or the @l of an imaginary animal. Many games involving multiplcjiileyers, on
the othe[lilENd, operate through systems of rules that evolve as the Os of the

group c ge. Any group wishing to play UNO, for example, must reach a
consens ik bout the level of cruelty permitted in the rounds to follo|&ince the
‘official’ s printed on the back of the box have long ceased to ma . Games
endure [ isely because their rules are continually renegotiated col @S ively.

The exhi@on Gumi Twist, named after the popular playground ga in which
players o and weave through a loop of elastic stretched bdiieen two
particioJE explores games, toys, and playing through newly crecli@ objects

by Zel] Beljan, video works by Aleksandra SasSka Crudenggnd the
transfor ion of the gallery into a site of interaction. Much like 1l way we
rememig | ames, Gumi Twis@approaches play through f ents or
interpret A than presenting compl games
accomps . It offers movement, rhytjll@ sound
IMmaginey ' | of a hand, or a toy waiting |illloe set in

motion.

Zeljko B4lN's new series of works consists of simple toys assermbled il found

objects. Ormal terms, Beljan's toys draw on the tradition of woode sh toys,
rattles, a nobbyhorses from the Hrvatsko Zagorje region, combing ith the
vivid col E artistic
practice TOOTOaNerS Tmounted OrTWheeled puUsh toys darad sormewrnat Dadaesqgue

iNnterpretations of the bicycle nobbyhorse motif’ dominate the series, inviting

touch, sonic discovery, an ,mfjczton The Cerman ihogopher Walter



Benjami@bserved that children, working with discarded materialsj@o not so

much i te the works of adults as bring together materials of wid&sldiffering
Kinds in ew, intuitive relationship” within the artefacts they creat play. In
doing sa g own small world within the larger ongollowing
the sa des Beljan's approach to making hi

essentia stalgia for traditional toys, but the re al of an
Imagina ‘

Aleksang ocusing
on the b e act of
play. In focuses on details: feet touching crete, a
pody st )T mMaintaining balance, intertwin fingers,
movemMdiland pause. A body that retains and knows the gesture of @iy before
the min@&calls its explanation. In this contex ; ar habit,
rhythm, d reflex preserved in body m , ‘ records,
mMultipliSmeNd arranges into sequences withi ' There is
somethi contemplative and ritualistic in bNts are
presentdilEoMething that comments on the ' and on
the occ lon of space through play, someti face of a
table, so Imes entire rooms, playgrounds, o

By occuy g the space of Karas Gallery, Grud N create JEEMporary
world ofjby in which the gallery is transformed into a kind of s/ground,
where t artworks are not untouchable artefacts displayed o alls but
prompt d sets of rules that encourage visitors to move throug e space
and expli@llE the fragments presented to them. A gesture seen a video
pecomeg@@oroposed gesture in the gallery: a coloured line across a v floor is
transfor J into a path leading towards the exploration of a toy. T ules are
written here, and interpretation remains open: juMmp; stop; pu make a
sound, t hoice belongs to the players.
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