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LIVING ON VIDEO

MOVING IMAGES FROM SWEDEN

DLLOWING THE BREAKTHROUGH of
Frulcn arl, arl soke ledk Vears afd and it
didn’t 1ake anists bong 1o develop an active
attirude 1o the video image. They either re-
fused 1o inerfere with it. offering a “direct”
look at reality and mediating as little as
possible between life and the observer or,
on the other hand, they asserted their con-
trol over representation by munipulating
electronic pictures or generating their own
fictional worlds,

In the1990%, a generation of strong
Swedizh video amtists emerged, who devel-
oped a few radically different relations 1o
the notion of reality being o key issue, Some
of these artists focus on what can broadly be
defined as human behavior, and they mainly
stick with the “reality framewark”; from
Anmika Enksson's ideas of the work as a
“filter of reality” or Anmika Sirim’s “video
collages” ta Annika Larsson's constructed
and |,"IL:'|rgE|1 |.'|-:m_'-':|'[h. Cabers use the video
medium for formulating their own notions
of space: from Jonas Dahlberz’s architec-
wral objects on film or Magnus Wallin's
pencrated bodies in apocalvptic environ-

Liutauras Psibilskis

ments to Kataring Lofstriim™s elusive pro
jections of atmospheres. Gunills Kling-
berg’s hypnotc visuals or Tobias Bern-
strup’s “performative’ stagings.

All these artists use different strategies
and waork on varous levels of inensity, de-
veloping different permutations of the ob-
served and the imvented, Their positions
can be connected, in a criss-cross way, and
this would become o mapping of the
Swedish ‘scene.” Any scene, of course, s
constituted by individual achievemenis,
Today is clear thm “video art’ has meatured
1o accommuodale a variery of specific anis-
tic approaches, and o serve them well.

The international avdience has seen
Jonas Dahlberg™s work {Chie-Way Streer) al
Manifesta 4 in Frankfurt last summer,
Diahlberg describes his work as architschr
al comments on film and his preces are usu
ally placed in o particular space for a staged
act of observation and become something
of a cleansed architectural ohject in an ex-
hibition space, The situations an show are
filmed images of repetitive movement
through rooms as in Unritfed (Vertical

Sliding (20011 ), and streets as in Che-Wiry
Sireer (2002). These are Footage of three-
dimensional models that Dahlberg builds
and in some cases exhibits alongside the
films, like in his latest exhibiion a the
IASPIS Gallery in Stockholm. For the
viewer Dahlberg creates iI'|1|:Ii1hE'Ii|l'.'I'L"- of
combrelled q'luu\lrui:-'lmhi: 1:]’5-\."['zli-.l."l'||.‘ha in
which, after a while, you stop expecting the
L|:|-.'1.pq.'\c.'l|:;,1 [ [4] |'|:.u|'||'||.‘|'|.

Currently Berlin-based Gunilla Kling-
berg also works with the repetitive, bring-
ing it all the way up to the hypnotic, She be-
came intemationally known with
Loogr (20000, which arranged commercial
logotypes mto hallucinogenic ornaments.
This piece wakes your mind away, at the

From top: ANNIKA STROM, Ten New Love
Somps, 199, Video stills. Courtesy Charlotie
Lund, Stockhalm. ANNIEA ERIBRSSO0N, Stall s
Malma Museer (Fram lefi: Garan Christenson, di-
rector af Malmi Art Musewm; Gerlie Svensson,
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2002, Video stills. Courtesy Cosmic Galerie, Parls
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In the 1990s, a generation of strong Swedish video artists emerged. who developed

a few radically different relations to the notion of reality being a key 1ssue.







filims. i order mol to disturb the represen-
tation of wnimerrupied time in them. She
lets people perform the specific activities
that they like to engage in, Usually these
subpects are what we call normal people
who show their “side™ engagements, such
as collecting or plaving in brass bands.
Quite a few of Enksson's pieces present
the inside structures of arl instilutions and
museums, exposing the people who maks
that place fenction (Moderma Meuseet in
Stockholm, the Malméa An Museum eic.).
Sraff et 2500 Bienal e Soe Pl (2002) is
a person-by-person presentation of all the
staft of this event, People simply introduce
themselves expressing their public per-
sonas but also in a certain way uncovering
the “imvisible” pans of their personalities
and relations with others. This becomes a
documentation of the performances of
your own sell.

Selecting a different approach and net
guite following the path of reproducing
real-time reality. Annika Larsson con-
structs characters tha perform roles rather
than present their social personae. Larsson
takes a very close look at selected objects
around us, discovering (or uncovering)
their most dubious aspects. She focuses on
a detail that becomes a representation of an
actual or simulated pbsession, a passion
and wsually carries fetishist overlones.
(Dorg, 20000 Palicsi. 20001 ). What miaght
seem like a tennis game or a walk with a
dog become homoerotically charged
episodes. The viewer may consiruct a story
line from a succession of looks at things or
moves that have coded and associative
meaning. Larsson’s situations have little 1o
do with representations. Rather, they com-
pletely construct and manipulate them.

Magnus Wallin creates spaces thal are
entirely computer generated and bring us
o siluaticns of extreme phivsical experni-
ence. playing on basic human fears and de-
sires. An extensive body of work by lim
wis presented an the latest Yenice Bienmale

wind thait gat them well kivown For an awdi-
enges, The scenarios of the films ane remi-
niscent of nightmares, combining ecstasy
and death drive. You can’t help relating his
work 1o the idealogies of social engineer-
ing, the creation of perfect bodies, perfect
humuns und wonder about place of imper-
fections in these constructions, In works
like Exir, (1997w Phvsical Paradise. and
Limber ¢ 1999 or Sede {2002}, computer-
created cluracters move in-Belween spuaces
and are taken to the vanery of physical tesis
and dangers.

Kataring Lofsirdm is an upcoming
artist who may be situated in the crossover
of two contemporary contexts — club cul-
ture and visual art. Her video work like
Mg Tew Sioser (20000, Wihireow (2001,
or fed (igh: | 2002 ) of interchanging hang-
ing colors and abstract shapes can also be
seen in relation 1o the absiract painting of
the 1950s. Lofstrom produces visual and
sound ambiences that constilule projec-
tions and mutate in shape and color 1ogeth-
er with sound evolving into something of a
bodily experience. As Carsten Holler
writes dbout her work: "It is not the image
that 15 subjected 10 an scoustic detoume-
ment in Lofstrim's films: rather, it is the
miusic Lhat is made visible and thus abduct-
ed from its world of darkness”

Cecilia Lundgvist works exclusively
with animation and as she savs, for her.
drawing is a way of ielling a story. The
exact narrative lines are not reallv obvious
when you see them and allow you 1o read
in your own interpretation. However all of
the narratives express experience of some
kind that comes from anist’s memory or an
act of observation. Rebus {1999 15 a video
that consists of a few shorl stories where
each of them reflects on cerain diagnoses
of diseases. Sowvenir (1999 illustrates an
unforgettable memory while Enibient
(2001} deals with the visualization of
power struggles in a domestic sening,

Tobias Bernstrup used 10 work with

Top, from lefi: MAGNUS WALLIN, Limbe
1999, 30 animated Hlm still, Courtesy Norden
hake, Berling CECILIA LUNDOQVIST, Rebus
1¥E, Animated videw still.

computer animation in colluboration with
Palle Torsson. In 19961999 they mude a
succession of compuler-game pieces
around the virual demolition of @ museum
{lTor Arken in Copenhagen. CAC in Vilmus
artd Maoderria Mosest in Stockholm e, Later,
Bernstrup became kmowmn as i performer of
dark, sensual songs in the sivle of the early
19805, He related to the drag-glamour vi-
suality of that period, In the most recent
picces like Lnsitfed (Friedrich Passagel

(20411} or Tobias Bernsorup Tonight Live

(2000 we are wken into quite sinister
worlds accompanied by his own music.
The spaces we see are often based on real
places, bul the locations get Iwisted into a
dodgy experience: the known is trmed into
something unrecognizable.

Different anistic positions require dif-
ferent modes of production and interpreta-
tion. On the face of things, there seems 1o
be no such thing as easily describable
“wvideo anl” any more; nor 15 it easy 1o de-
tect any coherent “Swedish scene™. Stll,
moving images are guite dominant seg-
ment of the contemporary art world. and
Swedish arntists do have a few things in
common. Perhaps we could call it a pas-
sion for creating and re-creaiing life. And
this is certainly true abou the works that
accentuaie “virtuality” over reality. But
paradoxically, even those works that pre-
sent us with seeming reflections of real life
operale with constructed illusions and
frame-works of real-ness. These artists
project us inte the worlds — the parallel
worlds — of seeing. reflecting and living.
The video image is their 100l for bringing
dbout this displacement. u
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