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Since 2016, The InSitu Festival has been the public face of the Creative Hub 1352.  

https://www.creativehub1352.ca/  Engaging with audiences exceeding 2,000 visitors, 

and engaging with over 500 established, emerging artists and students, the In Situ 

Festival brought Lakeshore Corridor Communities together in the Mississauga heritage 

Small Arms Inspection Building for three days of collaboration, celebration, and 

reflection.  COVID19 lockdowns prevented the Creative Hub from physically bringing 

people together for InSitu 2020; but it did not stop us from creating together.  Instead 

of simply ‘putting the Festival online’ we reimagined InSitu by World Building.  

Together with community artists, the Creative Hub created an imagined place called The 

Lost Museum.  As an imaginary virtual space, The Lost Museum became our new 

platform for co-creations, collaborations, and co-creation - a safe place to foster 

resilience during a time of loss and uncertainty. 

 

During Fall 2020, The Lost Museum Creative team connected 8 Outreach Artists with 

community, secondary and post-secondary programs, students, organizations, and 

other artists.  Each Outreach Artist was asked to create an art project with their 

community partner – inspired by four key words:  Lost, Abandoned, Forgotten, 

Discarded.  The Outreach Artists then worked virtually with their partner organization 

teaching, encouraging, curating, and collaborating in the making of new artwork 

inspired by lost, abandoned, forgotten, and discarded. The results are the collections   

now hosted in the various ‘rooms’ of The Lost Museum.  The Outreach Artists were then 

asked to create a ‘character’ who they imagined would care for their collection in The 

Lost Museum. The results are the fabulous portrayals of the Lost Librarian, Lost 

Architect, The Wayfarer, The Linguist, The Lost Performer, Raheel the Collector, and 

the Alchemist included in   http://thelostmuseum.ca/ 
 

The Creative Hub 1352 is committed to growing and expanding the collections of The 

Lost Museum.  In the Splendorous Study, we are delighted to share the original outreach 

notes, artist calls and projects that opened the Museum.  Thank you to the Outreach 

Artists for supporting this initiative and sharing their projects. We hope these initial 

endeavours will motivate educators, artists, and community organizations. Please enjoy 

learning about The Lost Museum Outreach projects.  If you, your class, or your 

organization would like to use this material, add to a collection, or propose a new 

collection please contact the Creative Hub 1352 at  info@creativehub1352.ca   

 

 

https://www.creativehub1352.ca/
http://thelostmuseum.ca/
mailto:info@creativehub1352.ca
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  Kadeem Dunn 

 Kadeem Dunn 

  Hand Eye Society  

 Partnership with Hand Eye Society  

https://www.handeyesociety.com/ 

 

Advanced Secondary or Post Secondary Media Arts, Game Programming, Computer 

Gaming, Creative Arts.  Partnerships with games enthusiasts, collectives, designers. 

Entry level participants such as secondary students may be interested in projects as 

outcomes of Hand Eye Society Game Curious Program 

https://www.handeyesociety.com/game-curious-evergreen-2019/   Camp Make A Game 

https://www.handeyesociety.com/camp-make-a-game/ and other game making 

workshops such as Extraordinary Mind Games, Game Curious Make, The Difference 

Engine, and/or Artsy Games Incubators  https://www.handeyesociety.com/workshops/ 

 

  Lost Games 

 

This Lost Games curation is a collection of experiences drawn from across our expansive 

universe of thought. Digital games allow us to experience a different way of seeing and 

thinking, to share communal experiences, and engender thought through environments 

we cannot yet create in the physical plane.  Participants are invited to explore these 

stories, perceptions, and experiences as they are manifest in the incredibly talented 

Human Artists who reflect on the bountiful diversity and beauty of thought we are 

graced with here on planet Earth. 

 

Games offer so many connections and possibilities. And yet they are often grounded in 

dominant and oppressive narratives.  So much is lost when we approach games this way.  

So much is forgotten. So many are discarded or abandoned.  This project challenges 

game designers to think differently; to change their fundamental understanding of the 

digital game…to alter perception.  The game as art.  Its about love, relationships, being 

curious …  

  

https://www.handeyesociety.com/
https://www.handeyesociety.com/game-curious-evergreen-2019/
https://www.handeyesociety.com/camp-make-a-game/
https://www.handeyesociety.com/workshops/
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The Lost Games collection was a partnership between The Creative Hub 1352 and the 

Hand Eye Society.  The Hand Eye Society reached into their vast network and drew on 

responses to previous calls for work.  In addition, they culled their remarkable 

cupboards to reveal and share games designed by emerging and new artists, and artists 

who are often forgotten outside of the dominant narratives surrounding game design as 

a capital enterprise.   

The original call for work by Hand Eye Society included these guidelines:  

• We are seeking 2-3 complete, small games to make online. The creator(s) will be 
paid artist fees, in addition to technical support. The adapted work will be 
exhibited as part of the Creative Hub 1352 In Situ Multi-Arts Festival 2021 The 
Lost Museum through HES’ itch.io page.  We are looking for short, fun 
experiences that will reference or in some way explore the Festival themes of 
Lost, Abandoned, Forgotten, or Discarded.  All applications are welcome, but our 
selection criteria may include ease of porting to an online platform with a 
minimum of technical changes. 

• Artist(s) retain all rights to their game. Optional opportunities to showcase the 
game as part of other HES events or initiatives may be offered, including 
appropriate artist fees. 

• What does “online compatible” and “porting” mean? We are looking for existing 
games that can be reasonably converted to (or “exported to”, “built for”) HTML5, 
which will allow them to be played directly in an Internet browser such as 
Firefox or Chrome. Games made in recent versions of Unity, Gamemaker Studio, 
or UE4 will have an option to build for HTML5, so depending on your project, it 
could be as easy as pressing a button. We will work with artists to ensure that 
their project is ready for showcasing in the contexts mentioned above and 
provide access to a web server context for testing, estimating about a month for 
the porting process. 

 
At Hand Eye Society, we are passionate about the belief that games in both their digital 
and analog forms can function as works of art. Luckily, there are hundreds of games that 
exemplify this sentiment in a dizzying variety of ways.   When we are putting together 
curations at HES, we like to link them around a central theme or idea. We have provided 
some examples below, but please keep in mind that these are not the only themes 
present in these games!  As important as playing games are, the discussions we have 
about them are just as critical. Please take the time to unpack what you play!  
 
 

 



 

 
 

 pg. 4 

 

 

1  
• Braid (Number None, 2008) 
• Super Time Force (Capybara Games, 2014) 
• The Legend of Zelda: Majora’s Mask (Nintendo, 2000) 
• Where in Time is Carmen Sandiego? (Broderbund Software, 1989) 
• Life is Strange (Dontnod Entertainment, 2015) 
• Chrono Trigger (Square Enix, 1995) 
• TimeSplitters 2 (Free Radical Design, 2002) 

Discussion points: 
• Time may seem linear, but in many ways it is not, for example: memories, 

history, prediction, time-space, e=mc2. 
• Time can be used to work both against us and for us. There is a dialectic between 

change in time and change in ourselves.  
• Time is only luxury: as Humans we live in an eternal present--you must recall 

your past to structure your future. 
 

• The End (Preloaded, 2011) 
• The Sims series (Maxis/EA, 2000-present) 
• Undertale (Toby Fox, Sept 2015) 
• Limbo (Playdead, Double Eleven, Jul 2010) 
• Grim Fandango (Double Fine Productions, Oct 1998) 
• Passage (Jason Rohrer, 2007) 

Discussion points: 
• Why does death affect our lives so much? How different would life be if we could 

“respawn” like we do in games? 
• Does death and impermanence make our actions pointless? 
• How does one “die well”? 
• How does death make life better? 
• Is death the end of our experience? 

 

 
• Michael Jackson’s Moonwalker (Emerald Software, 1990) 
• No One Lives Forever (Monolith Productions, 2000) 
• Metroid (Nintendo, 1986) 
• Shantae (Wayforward, 2002) 
• X-Men 2: The Clone Wars (Headgames, 1995) 

Discretion advised: 
• Mass Effect Trilogy (Bioware , 2007-2012) 
• Assassin’s Creed: Liberation (Ubisoft, 2012) 
• For Those Who Love Alive (Porpentine, 2014) 
• Def Jam: Fight for NY (syn Sophia, 2004) 
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Discussion points: 
• What effect does playing a character that looks like you have on one’s ability to 

see themselves differently? 
• How do our differences make us special? 
• How do people overcome differences to find what makes us similar? 
• How are using narrative devices like aliens and mutants a way to communicate 

ideas about race? (They are prosecuted for being different) 
 

 
• Kerbal Space Program (Squad/Blitworks, 2011) 
• Minecraft (Mojang Studios, 2011) 
• Scribblenauts (5th Cell, 2011) 
• Garry’s Mod (Facepunch Studios, 2006) 
• Crayta (Unit2, 2020) 
• Little Big Planet (Media Molecule, 2008) 

Discussion points: 
• Do digital/game creation tools limit or expand one’s imagination?  
• How can one use imaginary game environments to solve real-world problems? 
• Does creating make you happy? 
• If you could manifest any planet you could imagine, what would be on it? 
• If you could have one superpower, what would it be? 
• What is one object that would make the world a better place if everyone had 

access to it? 


