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When envisioning Eastern Europe during the late 19t
and early 20™ centuries, one might conjure up scenes of harsh
winter weather: snow falling heavily, the sky cloaked in gray,
and clouds hanging low. It's a landscape reminiscent of Bulgakov's
or Dostoevsky's novels, with an added layer of inexplicable mystery
lurking beneath the thick blanket of snow.

INDIKA, too, shares this atmospheric quality, albeit with
a surreal twist. The game presents a whimsical distortion of the
traditional Russian landscape, a kaleidoscope of the fantastical
and grotesque. Set in a parallel universe, it evokes the feeling
of a fairy tale on acid, where even the most familiar elements take
on twisted forms. Buildings and mechanisms, though grounded
in logic, possess a mystifying irrationality, each detail conspiring
to confound perception.

As depicted in this artbook, INDIKA boldly diverges from the
modern visual mainstream. Here, you'll find no clichéd symbols like
nesting dolls or Khokhloma motifs. Instead, the ordinary is tangled
up in the tale of a nun journeying alongside the devil. Every frame
of the game is designed to challenge and subvert expectations,
offering an experience that defies convention.
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GOD AND THE DEVIL
—THOSE ARE YOU.
ONE CANNOT EXIST WITHOUT
THE OTHER.
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IS IT FAIR
THAT ONE TREE HAS
A THOUSAND LEAVES,
AND THE OTHER
HAS A THOUSAND
AND ONE?
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1) Feed channel for raw materials
that come out of the millstones

2) Paint mixing unit
3) Pump
4) Feed channel for liquid paint

5) Water drive that propels mixing
mechanisms and pumps

6) A storage place for raw materials
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A MIRACLE!
WOULDN'T FEEL GOOD,
WOULD IT?
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Pa3Bapm MATKO /ICCATORD WAM GOABIIC MAKPOMICKHIXD MYKOBHIH H MPOTPH CKBO3b CHTO; PA3BCAH
mrodoMb OTBapa M3 KOCTCH, WIH Bb HEAOCTaTkh ORaro kmmarkoms. [ambe, mogmamm Myku Bb
Macrh KOpoBLCMb, HAH caxh coBpAREOMD Ch CTYACHE H3b KOCTCH, monfell CCo MOAmAMKOD
moxacOKy, mpudash mEGHpS, 1 Baph. Mokay ThMb E3pHED MACO CCMBE BD MOMOCKH, MOMOKE Bb
41Ty Cb MORAPCHEBIME AOMTHEAME Xahoa, Bb moxaclky BacH HbCKOMbKO MOKCKD yKCyca, I
BBIAOXH ORYEO Ha XAb0b H ccIbb Bb 9Yamy.
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8o S B3o3bMu /1Ba mam TPE 4CThIpC ByATa ccabAm. BhiMawmpait cyTkm Bb KBacy. 3arbmn
crbayers Kaputh b Macnb. Hakpomm MopkoBE, HEMHEOTO AYKY H MOMKADD B Maca3aThmp

crbayerd xaputh Bb Macrb. [lomacit memmoro GyaboRa W Bapw A0 ThXD mMOPH, MOKA Bec
XODOIIO yBAPHTCA, 3aThMb HPOTPH CKBO3D CHTO, IpHOABD Gymboma m O0aCH CCab/Ib.
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VI. 1.1 O6pa6orafite Bepx> 1 HA3D sHEMHET
yacTH Gejfipa KPBIKHMI TPABAHEIMH HAaCTOMKAMH.

V1. 1.2 Cnbuaiire nonepeynsie Haxphabl KOKH
BT HHEHeHl U BepxHell yactaxb Oefpa.

VI. 1.3 Packa:mte sepurn Ha ormh
0 TOSABJEHIST KPaCHATO KaJeHis.

VI. 1.4 Mejenno BBeji1e ropsauie BEpHIH MOAD
KOKY, OTTATHB2A 8 XUPYPIAYCCKAMD KDIOUKOMbB.
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