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DREAMWORK 
(2025 - ONGOING)
film & performance series, virtual environment

trailer: https://vimeo.com/1075032793/ed06888d12 

Dreamwork is an experimental documentary 
series about artists’ alter egos who create 
counter-normative worlds and identities. 

Built as a long-term collaborative worldmaking 
process between Páll and participating artists, 
each episode follows an artist who has sustained 
an embodied practice through alter personas over 
years. 

Using a psychosomatic dreamwork framework, 
the series explores speculative identity formation, 
where fiction and embodiment reshape reality. 
The episodes constitute a world that embraces 
artificiality, constructed selves, and collective 
worldbuilding.

The story of Dreamwork is weaved together as a 
mini-series, a format appeared in the early 2020’s 
on film streaming platforms. In each part of the 
series a new character is in the center of the story. 

The Dreamwork series is in part an attempt in 
finding new forms of documentary filmmaking and 
in part an experiment in collective worldbuilding. 

The process of each episode is built on a base 
score, where a director and a performer work 
together in a role-play game on the film set, 
that is captured through a digitally augmented 
live action film. Each part unfolds live, where 
the choreography, props, set design and post 
production create a para-fictional realm through 
visual effects and a heavily edited storyline.

DREAMWORK - EPISODE TWO - CLAYWOMAN (2026) - FILM STILL

https://vimeo.com/1075032793/ed06888d12


DREAMWORK - EPISODE TWO - CLAYWOMAN (2026) - FILM STILL



DREAMWORK - EPISODE TWO - CLAYWOMAN (2026) - FILM STILL



DREAMWORK - EPISODE TWO - CLAYWOMAN (2026) - FILM STILL



DREAMWORK - EPISODE ONE - NICOLE CLORE (2025) - FILM STILL



DREAMWORK - EPISODE ONE - NICOLE CLORE (2025) - FILM STILL



DREAMWORK - EPISODE ONE - NICOLE CLORE (2025) - FILM STILL



RUMBLE 
(2025)
interactive multimedia installation, 
virtual environment

web: https://arbitraryvault.com/rumble/ 

Rumble revolves around the construction, 
perception and consumption of threat and security. 

The work strings together a series of fictional and 
real events to construct a story about unidentifiable 
phenomena caused by an arcane radical group. 

The work is part of Páll’s ongoing artistic research 
project “Cycles” that explores the worldmaking 
rituals and objects of semi-fictional underground 
communities, their connections to anarchism, 
use of public space, and real-estate development 
projects in re-industrializing Eastern Europe 
through film, performance and installation. 

The installation hosts visions, movements and 
recordings of radical acts, poses and events frozen 
in time. By deconstructing continuity of meaning 
and form, the qualities of radicalization become 
malleable phenomena in the spacetime of the film. 

The story is grounded in found dashcam footage, 
rage videos, field recordings and virtual forensic 
reconstruction scans expanded by performance 
and re-enactment. The work invites viewers 
to glimpse through the installation’s window of 
uncertainty, where sensemaking is suspended to 
give space for untethered fantasy. Rumble smears 
the border between certainty and the unknown. It 
interweaves the emergence and transformation 
and fragmentation of cults, secret societies and 
radical groups, and collects narratives of mystical 
technologies, the paranormal and collective 
histories woven around the alien.

RUMBLE (2025) - FILM STILL

https://arbitraryvault.com/rumble/


RUMBLE (2025) - @EMERGENCY FREQUENCIES - OFFBIENNALE, BUNKER GALLERY, BUDAPEST (HU)



RUMBLE (2025) - @EXOSKELETON, TORULA, GYŐR (HU). PHOTO BY ZSUZSI SIMON



RUMBLE (2025) - @EMERGENCY FREQUENCIES - OFFBIENNALE, BUNKER GALLERY, BUDAPEST (HU) - PHOTO: DAVID BIRO



RUMBLE (2025) - FILM STILL



RUMBLE (2025) - FILM STILL



HOLLOW: BABY 
(2024-25)
immersive multimedia performance & installation

Baby is a research-based multimedia performance 
project that integrates choreography with multi-
modal AI technologies to explore the functioning 
of art collectives as a form of care-work and an 
alternative to the nuclear family model. 

Adding to Hollow’s earlier projects, which view art-
making as a form of world-making, the artists in 
this new piece approach the performance they are 
about to create as parents planning to have a baby. 

They draw parallels between caring for a child 
and nurturing their collective through creation, 
recognizing that a group, like a child, must be 
birthed, nurtured, and loved, and is significantly 
influenced by the context in which it is born. 

The project asks how do we relate the functions of 
collective parenting to participatory performance, 
how can we queer care work, and what role could 
technology play in this within a theatrical setting? 

Additionally, in the backdrop of Baby is the scene 
in which the artists are actively involved, which 
they consider their extended, chosen family. In this 
context, the act of creation—against the current 
political atmosphere in Hungary—becomes a form 
of resistance and the ultimate means of survival for 
the community.

HOLLOW: ARHIVE III (BABY) - 2024 @SOPA GALLERY, KOSICE (SK)



HOLLOW: BABY - 2025 @CNDB, BUCHAREST (RO)



HOLLOW: BABY - 2025 @KINO SISKA, LJUBLJANA (SI)



HOLLOW: BABY - 2025 @TRAFO, BUDAPEST (HU)



NESTING 
(2024 - ongoing)
interactive multimedia installation

web: https://arbitraryvault.com/nesting/ 

Nesting is a multimedia installation that 
explores the story and objects of an urbex 
role-playing community that straddles the 
boundaries of reality and fiction through 
their speculative performance practice in 
discontinued industrial sites and government 
facilities. 

The work is part of Páll’s ongoing artistic research 
project “Cycles” that explores the worldmaking 
rituals and objects of semi-fictional underground 
communities, their connections to anarchism, 
use of public space, and real-estate development 
projects in re-industrializing Eastern Europe 
through film, performance and installation. 
 
The exhibition features artefacts and relics 
from the semi-fictional world of the community 
and objects of their rituals, monuments from 
their shared past, in the gallery space. 
 
In the 3-channel video, Nesting’s virtual game 
world is paired with video essays, creating the 
context of a fictional world. The project builds 
on a two-year research project exploring 
the interconnections between science, real 
estate development, technology and squatting 
through concrete stories from Hungary.

NESTING - 2024 @DISCOTEC, VIENNA (AT)

https://arbitraryvault.com/nesting/


NESTING - 2024 @DISCOTEC, VIENNA (AT)



NESTING - 2024 @DISCOTEC, VIENNA (AT)



NESTING - 2024 @DISCOTEC, VIENNA (AT)



NESTING - 2024 @DISCOTEC, VIENNA (AT).
PHOTO: TINA KULT



NESTING - 2024 @DISCOTEC, VIENNA (AT).
PHOTO: TINA KULT



LAIR  
(2022-ONGOING)
artistic research project, multimedia installations, 
virtual card game
 
web: https://arbitraryvault.com/lair/ 

LAIR is an artistic research project that intertwines 
nature, scientific developments, real-estate 
investments, mythology and technology in a series 
of installations and videos. 

The work is part of Páll’s ongoing artistic research 
project “Cycles” that explores the worldmaking 
rituals and objects of semi-fictional underground 
communities, their connections to anarchism, 
use of public space, and real-estate development 
projects in re-industrializing Eastern Europe 
through film, performance and installation.

LAIR revolves around the divide between 
artificiality and nature at its core, it unpacks 
how the privatization of nature and scientific 
infrastructures coalesce in contemporary real-
estate investments, the subversive mechanics of 
squatting and mythopoesis as a device of collective 
worldmaking. 

The work is an attempt to unpack and extend 
the politically charged story of Pannon Park, a 
failed Biodome project in the heart of Budapest, 
through performance and squatting. The story 
revolves around a commune who inhabit the 
building, becoming a cross-species interdependent 
community of the Biodome who replace the 
nationalist mythmaking of the government with 
their invented speculative science, language and 
mythology.

This chapter unpacks the anatomy of languages, 
speech and voice through a series of speculative 
3D printed sculptures and modded old PC cases.

LAIR - 2022 @PETRICHOR, BUDAPEST
 PHOTO: NEOGRÁDY-KISS BARNABÁS

https://arbitraryvault.com/lair/


LAIR - 2022 @LUDWIG MÚZEUM, BUDAPEST
 PHOTO: BIRÓ DÁVID



LAIR - 2022
 FILM STILL



LAIR - 2022
 FILM STILL



THE CITY GOES DARK 
(2023-24)
artist card game 15*20cm 
The City goes Dark is speculative visual diary that 
traces the transformation of the food industry through 
juxtaposing its emerging business models and their 
nomenclature, like ‘ghost kitchens’ or ‘dark stores’ 
to conjure methods of necromancy, demonology 
and divination to evoke a haunting story about the 
platformisation of labor and dining. The diary uses AI 
generated imagery, media archeology materials from 
social media, field research documentation, and text 
to explore the otherworlds of the food industry.

The project assembles a gastroccult visual journey 
through the guts of ghost kitchens and dark stores, 
where the growls of the stomach echoes the haunted 
landscape of the food industry, that optimizes eating 
habits in the urban ecology of megacities to afford the 
most productive workforce for its systems of labor. 

Through means of gastromancy - a forgotten form of 
bodily divination - this journey evokes the hauntingly 
alienating undead memories of family dinners, 
machine visions of food for taught and overhauled 
streaming platforms that is centered around office 
meals, binge-watching, binge-eating and sleep-eating 
after 16 hour long workdays.

As the city goes dark with its kitchens and grocery 
stores, this transformation is traced through a gastro-
spectral visual diary of kitchen-demonology. Time-
frozen in still-lifes and pseudo-documents, the project 
invokes where spirits gather in commercial kitchens, 
emerging in the reflections of stainless steel surfaces 
and the particles of frying oil. They speak through 
the AI aided translations of growling internal organs, 
unspoken worker gossips and the ectoplasmic sludge 
leftovers of the liminal spaces of bankrupt diners.

As the light fade out in the diners, the obscurity 
of labor conditions and health regulations grow, 
feeding the opaque magic of platforms, generating 
a void of vision that captures attention of our  eyes 
doomscrolling the endless options of food delivery 
sites. 





AURA
(2023)
artistic research,VR game,
participatory performance, installation

web: https://arbitraryvault.com/aura/

AURA examines the relationship between theater 
and reality, as well as the world-making potential of 
shared imagination. 

The performance also raises the question of 
what emerges in a group beyond the sum of its 
members. 

Similarly to Hollow’s previous works, the audience 
does not remain outsiders: This time they are 
immersed in an imaginary journey, the story, the 
landscapes and the characters of which are evoked 
through poetics, media art, contemporary dance, 
role-playing, experimental electronic music and 
singing.

The starting point for the performance was an 
international research, in which the three artists 
investigated the functioning and world-building 
strategies of grassroots communities in Eastern 
Europe. During the intuitive and experience-
based research process, they also experimented 
with the creation of a collective body and shared 
consciousness, through which they also aimed to 
reinterpret the functioning of their own group.

AURA is based on Hollow’s research project 
‘Paracosmic Friend’.

Created by Hollow (Páll Tamás, Muskovics Gyula,  
Szeri Viktor)
Music: Thea Soti, Yinna
Performers: Márton Glaser, Imola Kacsó, Gyula 
Muskovics, Tamás Páll, Viktor Szeri, Thea Soti, 
Yinna, Imre Vass
Light design: Kata Dézsi

HOLLOW: AURA - 2023 @TRAFÓ, BUDAPEST (HU)

https://arbitraryvault.com/aura/


HOLLOW: AURA - 2023 @RADIALSYSTEM, BERLIN (DE)



HOLLOW: AURA - 2023 @TRAFÓ, BUDAPEST (HU)



OVO  
(2021-22)
artistic research project, videogame
web: https://arbitraryvault.com/ovo/

OvO is a multimedia installation, videogame 
and research project exploring the relationship 
between biology, artificial intelligence and 
storytelling. In the center of OvO’s narrative is a 
synthetic creature, Hydra vulgaris, who comes to 
life in an experimental film while telling a fictional 
story. 

The first module of the work, is a 16-minute 
experimental CGI film. In this film Hydra vulgaris 
tells a story about herself that reveals that this 
creature was modeled on a family of hydras that 
are considered a model organism in biology. 
Through the film, Hydra connects the functioning 
of neural networks with the materiality of 
asexual biological reproduction, the mechanism 
of world formation, and the reality-shaping 
effect of human languages ​​through sprawling 
associations. 

The second element of the installation is a 
set of translucent prints. These are schematic 
renderings of Hydra vulgaris’ body. They appear 
in the form of digital body parts printed on foil 
and texts from the project’s speculative research 
journal. The physical installation is mounted on a 
scattered harness strap system. 

The third element of the work is an augmented 
reality sculpture connecting the virtual world 
of the film and the physical installation, while 
forming a transreal map of the installation. This 
sculpture is a shape-shifting virtual object that 
collects the coordinates of the installation’s 
appearance in the form of a spatially 
compressed geodesic atlas. The work is present 
at three locations at once: the exhibition hall of 
the Panke Gallery in Berlin, the virtual space 
of the tranzitblog and the muddy soil of the 2021 - FILM STILL

https://arbitraryvault.com/ovo/


2021 - FILM STILL



2022 - DERKÓ 22 @KUNSTHALLE, BUDAPEST (HU) 



2021 - @PETRICHOR, CSONGRÁD (HU)
PHOTO: NEOGRÁDY-KISS BARNABÁS



REACTION /
SELF SPAM 
(2016-2021) 
mixed media enterior, inkjet prints,  
Full-HD CGI video (22min)
web: https://arbitraryvault.com/selfspam/
 
Self Spam / Reaction is an immersive multimedia 
installation and interior, where visitors can learn about the 
obscure mechanics of the data market, platformization, 
automation and surveillance capitalism. 

In its current form, the installation carries the condensed 
documentation of the 2016 interior on a 1x2 meter textile 
print and a narrative CGI video. 

The interior of Self Spam is a black room with chalk 
drawings, prints, UV lights, a projection, a computer 
and a mattress in the middle of the space. The walls are 
covered with scraps of text referring to CAPTCHA drawn 
with white chalk, as well as 140x100 cm inkjet prints of 
five digital sculptures. 

The screening shows a CGI video that delves into the 
process of a thought experiment. The video maps out 
the absurd possibilities of self-multiplication, and shows 
an absurd attempt to disrupt online identification and 
thus observability by becoming spam. Within the video’s 
narrative, an artificial intelligence narrator of the projected 
videogame tells a story that unveils the mechanics of 
contemporary surveillance systems and data markets. 

In 2021, for the invitation of OFFBIENNÁLÉ, Páll revised 
the concept of Self Spam at the Order and Imagination 
exhibition and created a new, meta-reflection in the form 
of a video based on the aesthetics and narratology of 
the reaction videos prevalent on the YouTube and TikTok 
social platforms, in order to rethink the developments 
in technology and observations made in the last half 
decade. In this new narrative constellation, Páll, playing 
a virtual vlogger dog named Masat, reflects on the rapidly 
changing politics of art activism, surveillance and artificial 
intelligence in the form of a sarcastic retrospective 
reaction video. 

Original descriptive text by Katalin Székely

2016-21 - REACTION. OFFBIENNALE, 2021, BUDAPEST (HU) 

https://arbitraryvault.com/selfspam/


2022 - DERKO22 @KUNSTHALLE, BUDAPEST (HU) 



2021 - FILM STILL



2021 - VIDEOJÁTÉK FILM STILL

SPRAWLED 
SOILWARE  
(2021)
Chatbot LARP (live action role-play)

web: https://arbitraryvault.com/soilware/

In the depths of the universe, in the magma 
of the earth, in the atoms of the material world 
dense bodies loom, so dark and gravitational 
no light escapes them. No one knows if they 
are animals or minerals or both. Generally, the 
stable timespace manifold keeps the pull of their 
event horizon separated from human sensory 
perception. There are whispers however, that 
with the swelling eruption of cosmic flares 
portals have been broken open. Here, the event 
horizon breathes and inflates—beckoning the 
interface where dark bodies tickle with their 
tongues, suction with their orifices, nibble with 
their tiny teeth and caress with the enormous 
tips of their feelers the skin, the glands, the 
eyeballs, the bottom of the feet of the user at the 
cusp of the portal threshold...

The Hungarian artist group Hollow (formerly 
known as Szeri-Páll-Muskovics) teams up with 
Berlin-based Omsk Social Club to explore 
the organic and inorganic depths of the 
dark unknown. Merging the methodologies 
of contemporary dance, sound, poetics, 
augmented reality (AR) and real game play 
(RGP), the group stages a consensual 
hallucination as multimedia performance project, 
inviting participants to become absorbed, 
estranged or both.

Created in collaboration with Hollow (Tamás 
Páll, Viktor Szeri, Gyula Muskovics) 
& OMSK SOCIAL CLUB

2021 - FILM STILL & TELEGRAM CHATBOT

https://arbitraryvault.com/soilware/


2021 - KÖZÖS CHAT-SÉTÁK
BUDAPEST, TUNDERSZIKLA



2021 - PARTICIPATORY CHAT WALKS
BUDAPEST, TÜNDÉRSZIKLA



PHOENIX 
(2018-2021) 
immersive performance

web: https://arbitraryvault.com/phoenix/

Pulsing trance music, graphic figures
onscreen, a disturbing Minotaur in the dark and 
a shattered, struggling character who repeatedly 
asks for help.

Phoenix, the fictional club, invites us to
investigate the secret world of fetish and
roleplay, to unpick the hidden correspondence of 
sex and theatre, power and acting.

Beyond representation; basically, that is the 
substance environment where Phoenix leads us. 
It steps out of the concept of black boxes and 
as a site-specific, ongoing event, where looped 
scenes happen all around, makes the spectators 
get lost in its maze.

The immersive performance revolves around 
lust, ecstasy and intimacy in a setup that evokes 
the world of role-playing games, cruising apps 
and networking sites.

Concept and performance:
Hollow (Tamás Páll, Viktor Szeri, Gyula
Muskovics)
Music composition: András Molnár, Tamás
Marquetant

Supported by MeetFactory, CZ; International
Visegrad Fund, Trafo House of Contemporary
Arts, Budapest; Workshop Foundation

2019 - HOLLOW: PHOENIX.
DUNPART V., BUDAPEST, HU

https://arbitraryvault.com/phoenix/


2019 - HOLLOW: PHOENIX.
MEETFACTORY, PRAGUE (CZ). PHOTO: LIBOR GALIA



2019 - HOLLOW: PHOENIX.
UBIKEKLEKTIK FESTIVAL, BUDAPEST (HU). PHOTO: ORSI VARGA



LEGENDA 
(2018) 
interactive multimedia installation 
& AI chatbot

web: https://arbitraryvault.com/
legenda/

Legenda is an interactive installation built 
from scrap car parts, gaming computers 
and controllers and features an interactive 
videogame, where viewers can mingle with 
a virtual driverless car system functioning 
both as a driving trainer and an AI 
companion.

Legenda’s virtual companion casually 
converses with players about post-work 
economies, speculates on visions of 
commercial smart cities and their relation to 
social housing.

The chatbot’s vocabulary and grammar is 
based on machine learning, the machine 
learning model was trained on a dataset 
sampled from Reddit users’ comments in 
relevant subreddits and threads. (r/city, r/
smartcities, r/artificialintelligence)

In collaboration with
Iván Rohonyi & Tamás Marquetant

Supported by Studio of Young Artists’ 
Association and Trafo House of 
Contemporary Arts

2018 - VIDEO GAME STILL. LEGENDA.
TRAFO HOUSE OF ARTS, BUDAPEST (HU)

https://arbitraryvault.com/legenda/
https://arbitraryvault.com/legenda/


2018 - STUDIO GALLERY, BUDAPEST (HU)



2018 - TRAFÓ, BUDAPEST (HU)


