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1. Introduction

 1.1 Description 
This is a project titled ÄLGEN. 
It is an animated short film with a runtime of 8.25 minutes.
”ÄLGEN” is the Swedish word for the name of the animal known as Moose/Elk 
in english. 
It is made with frame-by-frame digital 2D animation. The frame rate is between 
24 and 12 frames per second, it is made in 4k resolution and it features digitally 
painted backgrounds. 
The soundtrack is by Swedish artist Sissel Wincent.

 1.2 Synopsis
Two animals trying to entertain at a forest zoo get humiliated and decide to run 
away in search of freedom. At the same time a mysterious shadow haunts the 
countryside and a national symbol becomes an idol of worship. 
A short film about national identity, freedom, climate and dancing animals. 



2. Background 

 2.1 The visceral 

There is a feeling of general palpable unease and anxiety that is associated with 
modern living and the modern world. on paper most of us live better happier 
lives than any generation previously and
still this feeling persists. The big problems are easy to pinpoint or simply ignore, 
it is harder with smaller things in day to day
life. This is also where I have chosen to focus my project, on a small story in a 
bigger world. It is becoming harder and harder every day to play pretend, that 
everything is fine and carry on with business as usual. It might be the rise of right 
wing nationalism, political turmoil both here in Sweden and abroad. It might be 
the growing anxiety over climate change and the future of the planet itself, all 
because of fearing loss of profit and change. it might be that some people enjoy 
comfortable everyday lives while others do not. It might be simple cause and 
effect. Action and consequence. It might be an elusive feeling that is sometimes 
hard to pin down when it manifests.The english language has a useful word 
which is not really present in the Swedish language, that word is VISCERAL. It 
is used to describe a feeling or emotion that is felt within the body. Deep and 
without intellect. A gut feeling. This short film is about visualizing that emotion, 
that something is wrong on a deep level. It is a collection of thoughts and ideas 
from the past year arranged into a timeline. 

It is a story about Sweden and the symbols of Sweden, the decorations on a mask 
of national identity.
It is also the story of two animals who run away from a zoo and dance around a 
lot.
 2.2  Animation
I have always had a deep admiration and respect for animation as a medium 
from a very early age. This project has been a chance to delve deep into this 
format and technique, explore a new medium and experimenting with workflow 
and narrative work to create something visually interesting and intriguing. I 
knew applying to this program that it was animation that I wanted to explore and 
preferably a short film as the final output. It made sense as a new venue to explo-
re when it comes to narratives and storytelling in my practice, both as an illustra-
tor and a comic book artist. I wanted to get more tools to use in my practice as a 
storyteller and a personal challenge. This project is the result of this exploration 
of animation as a medium and the vision to tell a story about these emotions and 
gut feelings that are hard to put into words. Visual storytelling. 



Early concept sketches



3. Work Process 

 3.1 Animation Workflow 

A majority of avaible tutorials and introductions to traditional animation as a medium 
overwhelmingly promote a very set work flow, based on an industry model, a work team 
based structure for large or small productions. 
First you write a story. then you make a storyboard. Then you sketch out all the scenes, 
do cleanup, color them in, then do compositing. I was mostly curious to the possibilities 
of having a more open workflow, lettingthe story develop through the act of animating, 
having a lot of things created simultaneously. Of course all of these steps are needed in the 
process but not necessarily in a linear fashion, I was curious about adjusting and 
personalizing this very rigid but admittedly successful workflow. 

A big part of the project has been to understand animation itself, figuring out how to use 
it fluently and readily, demystify the process for myself. It has been about trying to find a 
comfortable and personal workflow that allows for improvisation and an open ended way 
of constructing narratives, to not have to plan everything out in detail. 

 3.2 The characters: early experiments

My first ideas for a project revolved around improvisation and chance as a way to build a 
narrative.

I wanted to create a visual environment like a fantasy landscape with little characters 
running around, to get at feel for the world building and atmosphere. Visual concept 
sketches. I started sketching a multitude of figures while also doing some experiments with 
using clay sculptures, a mixed media look. The story would be made through the use of 
found or random dialogue to create a sort of absurdist collection of scenes. 



Character sketches



This initial approach was dropped shortly after, it felt too risky and open ended to function 
in this context but while making these concept pictures I picked a few characters from 
sketches to animate in the background, just to get things going, give the concept 
landscapes some life and do some small warm up animations. Two of the characters I 
picked were these small cute animal figures from a sketchbook, like little teddy bears or 
plush toys.

I picked them mostly because they had very simple easily recognizable designs and thus 
were easy to animate (not so many lines to draw compared to other sketches). I did a little 
dance loop to composite with the other landscape stuff. These animal figures became more 
interesting the more I worked with them, something about their nonplussed smiling faces 
made them seem both cute and menacing. they also had a naive quality to them which 
could be an effective narrative element. their very basic shapes and attributes also meant 
that they could be drawn in whatever style, form or size while still being recognisable, 
another interesting aspect to explore.  



 3.3 The characters: impostors in a tradition

”Anthropomorphism is the attribution of human traits, emotions, or intentions to non-human 
entities. It is considered to be an innate tendency of human psychology” 
        -Wikipedia

I started thinking about my choice of these two figures, what that means in a bigger 
perspective of visual art and storytelling. Why are there countless of these animal 
characters everywhere, beginning with childhood idols? What purpose do they serve in 
a cultural landscape? Can that purpose be altered, changed? Used as camouflage? Carry a 
message? Animals can be used as symbols, assigning them different human traits, 
attributes and personalities, projecting ourselves onto them, use them as a reflection, see 
ourselves in them. applying our own feelings and thoughts. They are in essence used as 
storytelling vehicles, both in fiction and reality, especially in animation.The talking cartoon 
animal is a staple of animation history, going back to the very first early films at the turn of 
the last century.



Visual research, Anthropomorphic animals 



There is a long history of these kinds of stories of animals with human or even magic 
characteristics beyond that, the tradition of storytelling in the form of fables, 
anthropomorphic traditions from all over the world.
Fables are also pervasive in all kinds of pop culture. Company mascots. Video game 
characters. Animated films and tv shows. Childrens books. Comics. Fictional characters 
with great popularity. Sometimes they are allegorical, sometimes it is an aestetic choice. 
Sometimes it is unclear.

Outside of fictional characters there are pets and other real animals that serve the same 
function, entertainment, a cute face, an imaginary friend on the internet. A teddy bear. 
Giving voices to pets on instagram, using them as vehicles to sell products, playing on the 
human need to care for cute animals. There is also the apparent desire to envision these 
works of fiction interacting with reality, to make them real. Of course, human-animal 
relations are much more complex in real life, outside of fiction. 

There is in any case a rich tradition worldwide of using animals as vehicles or  characters 
in storytelling.  I thought of these main characters as impostors in this tradition, some 
unknown force of nature, disguised behind this facade, a shell of cuteness hiding
 intentions. Playing pretend within the very established world of cute animals selling 
things. The project created a space to explore these boundaries, working within tradition 
in a subversive way. 



Visual research, Anthropomorphic animals 
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Visual research, Anthropomorphic animals 





 3.4 The characters: exploring movement

Both as an animation exercise and as a way of figuring out what these characters were I 
wanted to explore how they move, letting that inform their personalities. I made 
little choreographed dances, improvising without sketching too much, just making frames 
and adding more frames. Since they do not have a voice or even names and no means of 
expressing emotion it seemed reasonable that their way of expression was through 
movement and body language. another of their obvious character traits was that they as 2d 
animations, cartoon animals, are inherently, by nature , able to shape shift and transform 
into anything. I wanted their forms to be ambiguous and in a constant state of change, 
retaining their basic designs but never being ”on model”, as if their very existence is hard to 
pin down, put a label on. All kinds of traits, poses and expressions varying from frame to 
frame.

I decided that they mostly resemble elks, the symbolic national animal of Sweden. 
Something which would become more important as the project progressed.

All of these sequences made in these early experiments were expanded upon, 
incorporated into this early work print version, a series of sketches of scenes and 
sequences. An early rule and decision was to redraw/remake as little as possible and 
instead try to use all the material created, instead of doing cleanup and new versions 
simply adding more in between frames to existing files. Letting this rough workflow in-
form the look of the film while also being a time saver, economical. Not wasting material.



Animation frames and early sketches



 3.5 The Story: Freedom?

Once I had these characters established enough to work with on a larger scale I decided to 
try to visualize interesting ”screenshots”, concept scenes to use as a starting point. Visual 
snapshots that I felt could be interesting or that held some tension in them, like a very 
loose storyboard but not connected in any particular way. I also wrote down a lot of little 
scene ideas at this time in various notebooks. the material so far included the little elks 
walking around in a landscape. two people standing in a kitchen. a person standing in a 
room being stressed out about something. One note said ”a floating horse spinning in a 
room while someone tries to ignore it”. I imagined this as a multi plot, several shorter 
stories converging somewhere at some point in a timeline.
All of these initial sketches have been worked into the work print version and finally into 
the final version in one way or another, edited or reworked to fit. Not wasting any material.
What I still needed was more material to build from, where I could find a main theme to 
drive the narrative.

Development of scenes







I have thought a lot of about freedom this year, what is actually entails, the word itself.
Freedom is one of those big words that is hard to fully understand. It is easier to 
understand in its absence. To recognize its opposites, discrimination, inequality or 
oppression. incarceration or captivity.
Sweden is a free country. There are a lot of different freedoms. Free market. Free will. Free 
time. Freedom of speech. Freedom of choice. Religious freedom. There is the Land of the 
free. There is also Martin Freeman, star of the hobbit trilogy. Free bird by Lynyrd Skynyrd.

As a straight white Male living in the country of Sweden I have the fortune to be enjoying 
a high standard of living in a number of ways. I do not have any borders or doors that are 
closed to me. I do not get discriminated or denied any of my basic human rights. In this 
context I am enjoying ”freedom”, as privilege can be seen as one form of freedom. These 
freedoms are not without consequences. these privileges affect others in all kinds of ways, 
if not directly then indirectly. My personal habits and consumption patterns have global 
consequences in a system of constant looping. It is not a privilege without responsibility.

Freedom to some means that you can say and do what you want. To others being free 
means not paying taxes. The modern western world is based around the idea that 
individual freedom is a virtue, the ultimate goal to strive for. Pioneered in the United states 
of America and the economic system of capitalism, it is presently evidenced in 
ideologies such as neoliberalism or libertarianism. a world where everyone can do 
whatever they want, consequence free. A world where things balance out by themselves. 
However, some benefit from these systems and ideologies while others do not. 
I started to question the limits of freedom, in regards to consumerism and its negative side 
effects, climate change and mountains of waste. Unequal distribution of wealth.Globally 
and locally. How to present it, visualize it.

All these ideas are of course without conclusion, open ended big and complex concepts 
and systems, that I am not nearly intelligent enough or knowledgable about to have 
answers or solutions to. it is not part of my practice either, my practice is one of 
storytelling and visuals and as a driving force, catalyst for creating stories sometimes big 
questions or words are a great starting point.





 3.6 The Story: Skansen, Summer 2018.

The summer of 2018 was very hot and the whole of djurgården was filled with tourists. I 
was sitting on a bench outside of the outdoor museum of Skansen enjoying lunch. I was 
looking at the entrance (one of the entrances) to Skansen, this literal fortress of Swedish-
ness. I imagined everything inside, the houses moved here from different parts of the 
country to be part of an open air museum, curated content shipped here to enforce the 
national identity. I thought of tourism and souvenirs, things you would find in a gift shop 
here in Stockholm or in skansen itself.

The symbols chosen and put forward, held up to represent this country. the dala horse. the 
flag. Idyllic red and white houses. Possibly dated depictions of vikings more derived from 
Wagner than actual history. Fantasy stuff. 
The need to find confirmation of your heritage and relevance in the past, connecting to 
tradition. 

Depictions of Swedish nature, the archipelago and pine trees and deep forests and of 
course the Elk, this exotic animal, a national symbol. An anthropomorphic national hero 
in a way, connecting Sweden to an air of the mysterious, ancient powers of nature and a 
long tradition of folklore.  All these items and symbols are of course not chosen by 
coincidence, but as building blocks in a myth. Calculated identity building. 
Commodification. a mask of sorts. A veneer, the single story.

I also thought of the zoo, the animal park inside of skansen. animals native and typical 
to the Swedish fauna. I thought of the concept of nature itself as a zoo, skansen and other 
outdoor museums marketing itself as a chance to see actual Swedish nature, going through 
the turnstiles, paying a ticket to see an approximation, a replica of something real. Being a 
tourist with the animals in a forest as entertainment, a wast circus for our amusement. 
Nature used as a tourist marketing tool, Sweden being somehow more ”in touch” with 
nature, this nature loving nation who are living in balance with it, the allemansrätt, every 
mans right, and ”friluftsliv”. Which can be literally translated to ”free air life”. 
Life enjoying free air.

What was interesting with all these thoughts for me was the idea that if other people can 
use these symbols as ”characters” in a ”story”, then I could do the same, to create a unique 
and separate mythology in a way, taking building blocks in the form of existing established 
cultural symbols and repurposing them, remaking them into something new.
 





Visual Research 



Various versions of backgrounds and characters







 3.7 The Story: Swedish Horror

I am very interested in horror as a genre and as a way of expression for a number of 
reasons. At its best horror can turn something absurd and mundane into something 
frightening and wonderful, beautiful, a whole range of emotions. At its worst it is a 
celebration of violence, sadism. Gore and misogyny. Tired clichés. The inherent fear of the 
unknown is often used in the horror genre in problematic ways. Disfigured people as 
something to fear, exotism. Racism. The appropriation and misunderstanding of old folk 
lore or traditions or culture to make something cheesy and tone-deaf, endless trauma 
being reenacted in  various depictions. All of this I wanted to switch this around.

Instead of fear of the unknown I wanted to aim for a fear of the familiar, regular, 
the normative.

Turning the mundane and harmless into something sinister and threatening, something 
creepy and unsafe. Turning a souvenir shop and its contents into parts of a nightmare, or 
daymare if you prefer. A bad dream. Regular people as the antagonists, the swedish culture 
of consensus and silence instead of a knife in the dark. Jantelag. A dalahorse with fangs. A 
depiction of Sweden as a horror story but without relying too heavily on tired tropes and 
clichés other than what is necessary. There had to be some familiarity with the tropes of 
the genre to be able to work within it while still creating something new. 



Visual Research 



 3.8 The story: Structure

All through the fall I worked with these ideas and themes, constructing little scenes and 
stringing them together, testing and finding new elements. I invited friends and colleagues 
on a number of occasions to see if I was being too abstract in my visualisations or if the 
themes were understandable and relatable.  It is a thin line to walk, being too obvious or 
to be contradictory and vague. What emerged out of this process were two parallel stories, 
one of them a very simple dinner scene taking place in a very ”folk home” ”folkhem” 
apartment extended throughout the film and one divided into a three part structure, the 
elks in search of freedom or an alternative to their life in a zoo. The dinner story turned 
into a framework, a baseline to be able to cut to to give perspective and to pace out the 
three part story. 
The three-part structure is about exploring different degrees of freedom, first the absence 
of it, then a utopian vision, peace and harmony. What could have been in a perfect world. 
This is finally interrupted by a dystopian twist, darkened skies, they figures finding the 
source of the unease being unresponsible freedom in the form of consumerism, apathy and 
nationalism, a haunted house and its polluting atmosphere ruining what could have been 
something wonderful for everyone.

Things escalate and reach a breaking point. I thought of this as also allegorical for the last 
30 years of Swedish history. going from concrete socialism (betongsocialism) to being 
known as the golden middle road between socialism and capitalism into being a neoliberal 
nightmare of sorts in present day. A very general summary of coursse. The decorations in 
the mask.
On top of this structure of two parallell stories I added a few scenes that moved between 
the two stories in different ways, mostly to string them together and give it more cohesion. 
The mysterious shadow of an elk that appears in the apartment scenes became part of 
another story about a hunter and an elk in the forest. Elks are synonymous with hunting in 
Sweden, both for sport and for food. 
Elk hunting (all hunting really) also has the connotations of rural countryside people vs 
inner city people in that there is a large cultural divide between the two, at least it is the 
general perception. The basic idea that I wrote down from the beginning was a very simple 
horror premise;
”what would be a hunters worst nightmare?” 
I arrived at the more supernatural premise of an elk getting shot but silently getting back 
up, unfazed by the hunters bullet. There is no payoff or revenge exacted on the hunter, just 
the slight twist that the activity of shooting the elk is hopeless. 
This short story that plays out in the middle of the film was intended to enforce the change 
in tone, the moment in the film where the facade starts to crack. That something is wrong 
that is hard to pinpoint, just small details out of place. The elk should fall over dead but 
does not. The cabin should be peaceful and tranquil but instead spews out pink waste from 
a chimney, poisoning the open field with the clear blue sky. I did not work much with in-
tentions of the characters or treating them as metaphors, they are mostly used as different 
forces with different motivations, clear or unclear is not really important or at least did not 
feel important at the time. 



Storyboard







 3.9 The story: Visuals

The very topical subject of climate change, global warming and unsustainability in 
consumption patterns of resources is represented in the film in the form of the bright pink 
slime permeating through the landscape. It felt impossible to avoid during the past year 
to not address it in some way.  I thought of climate in this case as both political climate 
and earth climate, negative forces and pollution manifesting into something similar to 
ectoplasm, a physical representation of bad energy or something supernatural, building up 
and overflowing into nature. A more direct visual would be to have a factory or an 
industrial wasteland be the source of this pollution but I felt it more appropriate in keeping 
with the overarching theme of Sweden to have a very stereotypical cottage. It made sense 
to not be completely literal, everyone understands a chimney billowing fumes and smoke 
or a pipe leaking bright green toxic waste. I was aiming for something more surreal, magic 
realism. 

It is a slight reference to what can be seen in the film Ghostbusters 2, in which all the bad 
and negative emotions of the city of New York manifests itself in the sewer system in the 
form of pink slime. This may have been partly unconsciously influential, I realized the 
similarities after the fact but it works as a small homage. Other inspirations were the Per 
Åhlin film ”Resan till Melonia”, where a factory island is depicted in a very industrial 
manner, pipes spewing waste and chimneys. 
The pollution or waste is revealed to be used as fuel in the basement scene, making it 
cyclical (the slime is burnt in an incinerator, billows out of a chimney and rains down aga-
in), like a very inefficient ecosystem that gradually breaks down all around it.





I introduced a number of these ”plot points or characters without having a clear idea what 
to do with them, the apartment/dinner scenes for example did not have the shadow of the 
elk looming in the background, this was something added pretty late into the compositing 
but something that made all the difference when adding additional scenes. Another 
example is the ”Dalahorse”, appearing halfway into the movie, an element introduced 
which I had to figure out what to do with, knowing that it related to the theme of Sweden 
and symbols of Sweden. I struggled for a long time to have the appearance and scenes of 
the Dalahorse being worshipped to make sense within the story, to stand on its own and be 
understandable to someone even without a knowledge of the national identity symbols.
 
A last minute change was to add elk horns to the classic design of a Dalahorse, making it 
something new but recognizable. This worked well in the plot and theme in establishing 
this visual as another aspect of the idea of an ”national animal”, another version or ideal 
image of the elk. 
I thought of this particular altered national symbol as a metaphor for nationalism/traditio-
nalism. All the people worshipping the symbol for Sweden as an idol, comforting themsel-
ves with the idea of a national identity that is just and good. I thought it was a clever way 
of representing this kind of nationalism without having it be people in traditional clothing 
waving flags around or something else that would be cliché or not really hit hard, this 
way it could also represent the image of Sweden, the image that Sweden wants to express 
outwards to the rest of the world. 
The flag and the usage of the flag in this film was deliberately not up front and center, flags 
are too loaded with meaning, intentional or not. I actually toned down and removed some 
of the flags from the background at a late stage, they distracted and felt too obvious,the 
message and story got across either way with the background flags mostly placing the story 
in time and space. 

A thread or theme running through the film is the idea of ”keeping up appearances”, 
pretending that everything is fine as it is. That nothing is wrong and that everything is 
good, despite any problems or difficulties going on. I feel that this attitude is very ”typical” 
of the national mentality in a way. This is one of the reasons that everyone in the film has 
the same face, a dumbfounded cute smile. The idea was that this was a very literal mask, 
everyone keeps smiling as if nothing is wrong, only very rarely does this veneer drop and 
reveal emotions. I felt that these smiling faces was very dynamic. 
Juxtaposing these nightmarish scenes with naive expressions and characters. 

The ”credits” in the film are based on the idea of a series of short loops looping as one, ba-
sed on earlier gif loops I had done and that I wanted to explore more. It turned into a sort 
of visual identity, a frame. I thought the looping fit well with the theme in a way, nations 
and tourism agencies mechanically looping the same images and symbols over and over. 





4. TECHNICAL PROCESS/METHOD 
 
 4.1 Software/technical work flow 

The workflow of animation that I arrived at to create the final short film utilized a series 
of computer software, primarily the Adobe cc package. I did test runs of other animation 
software such as Toonboom but found it to be too expensive and too ”clean” for the look 
I was searching for, I wanted a clear handpainted feel to the animations. Using photoshop 
made it a little more difficult but at the same time more rewarding, there was less options 
to cheat or to make something simpler. Every frame had to be drawn. 

Software used: 
Adobe photoshop (animation and background painting)
Adobe After effects (compositing/effects/animatic storyboard) 
Adobe Premiere (editing, sound compositing, color grading and final export) 
Adobe Audition & Ableton live (Sound effects, Sound design) 

Every sequence was made as a photoshop file where each frame of the sequence was made 
as a separate layer in the file. These layers were then imported into Adobe After effects to 
be composited and effects applied and another file with the background was composited 
behind it. Most of the work with the film then took place within After Effects, where things 
such as backgrounds and objects could be altered and moved around until arriving at the 
final scene layouts. I moved back and forth a lot between photoshop and after effects, tes-
ting how things looked and felt with scrap layers or backgrounds before finalizing. I made 
little work sheets and lists to keep track of which scenes were finished or in progress. 
There was a lot of technical difficulties, I have an old macbook pro laptop as my only com-
puter and it was not always able to handle the  large filesizes involved which resulted in 
not being able to playback and render as smooth as would be desired. this resulted in a lot 
of extra time spent rendering, changing and rendering again. 

 4.2 Editing and compositing

When all the scenes were finished/animated I exported the various parts of the film as se-
quences and started cutting/editing them together (using Adobe Premiere). I had a rough 
moving storyboard/animatic and a rough idea of which order things should be in but a lot 
of work went into trial and error at this point, moving scenes around, shortening or expan-
ding on them to get a good ”flow” in the visual storytelling. I also added extra sequences or 
footage where it was appropriate.  





 4.3 Sound design 

In the process leading up to this project I knew that I wanted to have a memorable sound-
track, that music and musicality was going to be an integral part in one way or another. 
To me music and animation are inherently linked together, there is a lot of rhythm and 
musicality in animation as a medium, movement and beats. 
This also related to my exploration of movement with the characters, visualizing how 
things sound is one of the rewarding parts of working in a moving medium. 

I was fortunate enough to have Swedish producer Sissel Wincent volunteer a few tracks of 
her music to this production, i got access to a folder of various track sketches and demos to 
use. Ultimately I settled on two tracks from her latest EP, released spring 2019. There was 
a lot of experimenting with where and when to utilize the music, too much would turn it 
into more of a music video than a short film. This concern also demanded that I create a 
more thorough sound design. 

I approached the work of sound design in the film in a very traditional manner, focusing 
on creating ambience and soundscapes along with sound effects to build up rooms and 
scenes. The idea was to make it sound naturalistic enough to make the visuals convincing  
in the various scenes, set the tone without being too surreal. My previous experience with 
sound has primarily been to record and mix music but I found that the same rules and 
tricks apply to soundscapes and foley work. 
One of the primary functions of sound in this film was that it was intended to create 
cohesion and ground the visuals in authenticity, shifting or establishing moods and not 
disorienting the viewer when fast cuts between locations or scenes happened. 
The sounds used are a variety of field recordings, room tones, free ambience soundscapes 
found online and some sound effects created with music programs, drum machines and 
synthesizers. There is also a bossa nova guitar track recorded by a friend and colleague 
that was used in the ”apartment” scenes. I took tips from a lot of tutorials on ”foley” work, 
among the most useful ones I found was a tutorial on how to create a ”crackling fire” sound 
effect by recording the rustling of different plastic bags or packaging, layering it several ti-
mes and adding some noise and low bass frequency.  Other notable sounds used is sausage 
being fried in a pan, boiling water and a drainpipe full of ice recorded with an iphone. The 
footsteps heard in some scenes are the sound of my girlfriend running around barefoot on 
a sticky floor. Almost an hour of ”room tone” from a hotel room outside Mallorca. 
There is also an ”elk sound” that is present throughout the film which is a tourist toy that I 
found in a bin near my apartment. It is very close to the actual sound of an elk, a little eerie 
and melancholic tired screaming. 
I recorded it straight into my laptop and applied a number of effects, mostly reverb. This 
sound was hugely influential in a lot of ways for the project, setting the tone for a lot of 
scenes and was used in any scenes where the ”shadow elk” character appears. 

Early on a lot of experiments were also done with music, ambient orchestral sounds and 
carpets of droning synths that were going to be used as a potential secondary soundtrack 
to the techno tracks but it turned out to be not dynamic enough and subtracted from the 
tension that the silence in some scenes provided. As the work went on I found that less is 
absolutely more and worked more with the dynamics between silent scenes and general 
ambience. 





5. The Exhibition 

 5.1 Preparing for the exhibition

For the exhibition my main goal was to create a very traditional ”cinema” atmosphere, a 
small screening room for the short film. I felt that it fit both the format and the narrative, 
it is not an experimental film or a visual installation but a very traditionally ”packaged” ex-
perience with titles and credits and everything. It has all the characteristics of a short film 
and should be viewed in that kind of traditional format for the best experience. 
By chance I was given a very fitting space, a staircase with a flat large wall to project on. I 
decided to paint it all black and add film posters to create the intented atmosphere. 

For promotional material I also printed up an edition of free give-away posters based on 
the credits design in the film. These designs were also intended to be used as wall paintings 
around the projection area but went unused for that application, the concern was that it 
would distract/detract from the viewing experience and look messy and too busy. 

 5.2 Exhibition and Responses
The exhibition went very well as far I could tell, I got a lot of positive response from vis-
itors, people coming up and talking about what they enjoyed about the film. Most liked 
the dancing scenes best. The exhibition space was well attended all through the exhibition, 
people taking the time to sit down and watch the film. It was a very varied crowd, different 
ages and backgrounds. 
The free posters ran out three days into the exhibition and so turned out very popular. 

I felt that the various feedback sessions during the year was a good way of finding out if the 
themes/story I was trying to tell was getting across, most of the time it felt like the feed-
back was in sync with what I was trying to convey other than small details that I went back 
and edited. I showed the film during various stages to a number of colleagues and friends 
outside of Konstfack to get a broader range of feedback, to make sure that what I was doing 
was not being created in a bubble of sorts, the institution of Konstfack where there is a 
certain language that everyone speaks and understands. My goal was to have the film stand 
on its own, without extra commentary and that it would be understood and appreciated by 
a range of viewers. 
My opponent, Lars Arrhenius also delivered positive feedback, saying that it felt very 
professional and controlled, that some parts felt more interesting than others but other 
than that good work and good luck. We had a nice discussion about different aspects of the 
film.

The reception of the film has in most regards been above expectations, overwhelmingly 
positive.  







Promotional posters made for the exhibition 



6. Final Reflections

The final project turned out quite different from where I started, as is usually the case with 
larger projects and processes. Some things have been clear from the start and other parts 
have had to grow and develop. I am very happy with most parts of the finished film, some 
parts I would have done differently had I started on it today but that is probably a good 
sign of learning and evolving, to be able to evaluate and move on. The finished project 
stands well on its own, I feel like I got most of what I wanted to convey and express into it.  
The main goal of the project was primarily to explore animation as a medium, to get a final 
product in the form of a coherent and well made short film would be mostly a bonus. It is 
always hard to compare ones work on a national or international level and I try to avoid 
that, especially as I do not see myself as primarily an animator. I take with me from this 
degree project an animated short film to possibly screen at festivals, a finished product in 
way, and new knowledge, experiences and confidence in that animation as a medium is not 
as big of a challenge anymore but instead a useful tool when working with motion, sound, 
narratives and filmmaking. 






