Jess Parker
Has the Surrealist or Futurist movement affected or inspired contemporary forms of media?
‘When we describe something as being ‘futuristic’, we mean to convey an idea of scientific and technological advance beyond what which presently exists’ (Lucie-Smith, E,2020, P.7)
[bookmark: _Int_AqvpqMun]Surrealism is perceived as dream like and inhuman, something formed on symbols, a different reality to the one we know. By looking at how different elements of art and media could have taken influence from surrealism or futurism, we can consider other forms of media that could have inspired the surrealist movement. Looking at the artist ‘Simon Stålenhag and his focus on machines that have both surreal and futuristic qualities. Location plays a key role in how we interpret and produce art as well as these earlier movements. We can compare the work of Simon Stålenhag with his surrealist take on Swedish landscapes with the work of Shaun Tan; how his work reflects his background. “Through feelings, art deepens the inner world of a human being, inspires us and makes us humane, creates a 'personality' within a person.” (Farokhi, M. 2011). We are driven by the things that happen around us that construct and influence the art we create. These movements not only inspire contemporary art but also inspire the industry within media. How Stålenhag’s work inspired an original series from his books, with an in-production film following the success of the series. 
Futurism originated in Italy with the goal to celebrate the development of the machine age led by Filippo Marinetti. 
‘I Wish to paint the new, the fruit of our industrial age’ (Hodge, Susie. 2011, P110)
Technology was celebrated through the movement where it was seemed exciting, fast and modern and worth depicting in fine art, not least because they believed that these things would help people dispense their social prejudices. (Hodge, Susie, P110)
The futurism movement came to a hold after the deaths of Boccione and the futurist architect Antonio Sant’Ella in 1916. Although a futurist group reformed after 1918, the artists were disillusioned, and their ideals had changed. Futurism then disappeared but its influence spread across many countries and into other 20th Century avant-garde art and design movements. One of these movements that followed was surrealism. 
Its artistic aim was to reach beyond the limits of the real, to challenge the boundaries between the rational and the irrational, the conscious and the unconscious, and to take inspiration from the energies of fantasy, dream, and sexual desire. (Kuhn, A., & Westwell, G. 2020).
Surrealism often concentrates on dreamlike imagery, but it also connects with the futuristic ideas that come from the futurism movement. Combining machine with surreal, unusual imagery to create confusion. 

“When an image is presented as a work of art, the way people look at it is affected by a whole series of learnt assumptions about art.” (Berger, Ways of Seeing p11)
[image: ] Simon Stålenhag’s book ‘The Electric State’ 2018
[bookmark: _Int_HSK2tyub]This illustration by Simon Stålenhag depicts surreal elements to a dystopian future with the control of machinery. With this book being produced in 2018, we can consider the time period of Stålenhag’s and connect it to the developing opinions on the advance of technology, “while some believe that At will make human life safer and more prosperous, while others argue that AI could become uncontrollable and eventually threaten human societies” (Hong and Curran,2019, p.22)  Stålenhag’s work depicts a surreal environment in a post apocalyptic, futuristic setting. Stålenhag’s work communicates semiotic signs that drive his illustrations rather than heavy text. The ‘Signifier’ depicts a human character hooked up and connected to a machine, wearing a robotic mask which is ‘signified’ to illustrate technology taking over, a world driven by technology that places us as a thing to control. It creates the assumption through the unsettling use of tone approaching the figure that positions us to believe the character to be doomed by the corrupted world approaching the figure. As the viewer we are led to read this through the semiotic signs. The use of semiotic signs in media and illustration creates indicators that allow us to decode story through the visual images. Another signifier is the lack of damage to the environment which is signified to a loss of life and humanity. This can connect to the conviction between morals of advancing technology. While the environment is clean, it has become dull. 
Through the lens of semiotics, the artist allows us to decode the narrative through the signifier and signified. Saussure’s theory can look into the relations of signs; how one sign can be connected to another. “While signification – what it is signified – clearly depends on the relationship between the two parts of the sign” (ibid, 118, p.22). For example, in this image, the light and the figure looking down are both a signifier that leads to its signified assumption that artificial technology is taking the life from the illustration, how the only sunlight left in the image is centred on the figure, while the figure looks down, both are signified to losing life, losing hope to fight against it as it takes over. 
After the success of his art books, there was a series made based on ‘Tales from the loop’ where surreal elements are fluent through both his artwork and the series, though the presentation of surrealism, the viewer is not quite able to interpret what is happening. Going back to the origins of how art movements like surrealism or futurism are continuously inspiring the media we create today. 

[image: ]“It hints at something beyond our vision and beyond our realm of comprehension. And that is what Stålenhag is trying to do, expand how we see the world around us.” – (Crook, Joshua, 2021)
From The series ‘Tales from the Loop’
“Incredible paintings of sci-fi suburbia will make you wish you were Swedish” – (The Verge quoted in ‘tales from the Loop,’ 2020)
The effect on where we are from and what we are influenced by are often what forms our way of perceiving and creating artwork. Simon Stålenhag is a Swedish artist which has consistently inspired and influenced his work. Stålenhag consistently creates his work inspired by Swedish landscapes, the way he depicts them in his work highlights the beauty of Sweden, making us as the viewer appreciate the work and the place that inspires the illustrations. His book ‘Tales from the loop’ takes place within the Swedish underground, glorifying the beauty within the landscape with a saddening sense of pain through his consistent narrative and the consequences of how far we’ve pushed technology to take over.
“There is a permanent reminder in his works that technology scars the landscape, it brutalizes the forests and the trees, it marks the hills and valleys. It causes pain.” (crook, Joshua,2021) 
Simon Stålenhag’s work could reflect the consequences following the ideas from the futurism movement, how the age of the machine and war became glorified before facing the consequences of becoming too reliant on technology and underestimating the power it can hold over us. 
“The landscape was full of machines and scrap metal connected to the facility in one way or the other. Always present on the horizon were the collosal cooling towers of the Bona reactor, with their green obstacle lights.” (Stålenhag, Simon, 2020)
[image: ]
Rules of Summer, Shaun Tan, 2013
Following the concept of how where we are from can influence our perceptions and approaches to what we create, Shaun Tan is a surrealist illustrator from Western Australia which is evident through his illustrations. Like Simon Stålenhag, he uses his background with the surreal qualities that make us question the way we are positioned to interpret the illustrated world we are shown through the artwork. In the cover illustration for ‘Rules of Summer’ We are presented with a similar idea of surrealism in the form of machine, but with a different tone and a drastically different colour pallet. Instead, Shaun Tan uses more playful illustrations with a slightly alarming amend to a surrealist tone in this book. Shaun describes the narrative as a ‘friendship between two boys tested by challenging situations.’ (Tan,S. 2013), and referred to it halving no particular narrative,but rather a list of rules.
The film ‘Isle of dogs’ is another media that is heavily driven by a dystopian future, while also having some elements of surrealism in the landscapes. The film follows the narrative of a disease carried by dogs, which they are then exported to a separated island, ‘trash island’ away from mankind. The narrative itself can be considered quite a drastic ‘surreal’ approach to solving the problem while also inspiring the idea of a dystopian future. The environment and landscapes in the film draw back to surrealist paintings. 
“Schema Theory provides a useful theoretical framework for understanding audience perceptions of art based on the identity of the artist”. (Hong and Curran,2019, p.4). Both Stålenhag and Tan express this identity in their work through the influence of their surroundings in their work. 

[image: ]
A Scene from ‘The Isle of Dogs’, 2018
“The future is a place in which aliens with unimaginably enormous brains live in cities of mile-high skyscrapers and where personal travel is undertaken by molecular decomposition and reconstitution in booths conveniently placed like ubiquitous bus stops wherever one may wish to go” (Humphreys, Richard. P.7)
Surrealism not long followed the movement of futurism and often we can see how the dangers of ‘machine’ and technology in its potential within surreal art. Although movements like futurism and surrealism are less contemporary, we are still drawn back to these movements in the media we create. We are continuously inspired by these movements when creating new contemporary art in the media, influenced by art that can be dated back to these earlier movements. The original idea behind surrealism focuses on the dream like, semi-real world ‘beyond reality’.  As art changes and develops further, we continue to be inspired from art of the past in the media we create today. 
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