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Tiles of Time (Qix) 
 
In the eighties there was a videogame called Qix, which – later on – became a cult, so much 

to generate a wide number of subsequent clones. The aim of the game was to colour a 

percentage of the screen, through the movement of a little diamond-shaped cursor (marker). 

The cursor was moved by the player inside a totally black area and – by pressing the game 

button – it created a line (Stix), which could change its direction, vertically or horizontally. If 

the line closed in an area which corresponds to a rectangle or a square, it would become 

property of the player. To capture an area, it would be necessary to avoid being touched by 

the enemies, which were casually moving inside the screen. More the zones turned into the 

gamer’s ownership, more the speed and the complexity of the game increased.  

The mentioned Stix are the tiles of time, which allow to get inside Ugo Carmeni’s research; 

or better, which allow to stop breathing inside Ugo’s game. The spectator should pay 

attention to the hints of colour (music); he should both be careful when touching the iron 

(apparently cold) and take care of the balance of power between positive-negative, almost 

seen as electromagnetic fields. We are inside the game’s dimension, but not in the 

burlesque one. We lay on the surface, but in apnea.  

 

We are in the presence of an architect, who – for a long time – is developing an ambitious 

project, which I would define plasma sphere.  

When the device is switched on, the high electric field, combined with the low pression of 

the protected gases, emanates suggestive strands or luminous discharges. 

 

A research which has to be handle with care.  
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