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RUSH unveils a world divided between analog and digital lives.
In the early 1900s, technology triggered Electromagnetically
Induced Luminescence Syndrome (EILS), causing eyes to flicker
during dopamine rushes. Over time, a mutation emerged—
glarers, those whose eyes now glow continuously, finding
satisfaction only through technology.

TheCity is a bleak maze of skyscrapers where digital progress
fuels deep social divides. Glarers thrive in this tech-driven world,
while flickers, who resist the mutation, live on the fringes.

In RUSH, Joshua, a glarer, faces the harsh truth of humanity's
reliance on technology and its deep vulnerability to disruption,
feeling this instability in his own flesh.






