
A REPORT ON SUMMER '12 INTENSIVE SCANDINAVIAN SCRIPT 
WORKSHOP IN FINLAND. ESPOO, 16.-18.08.12 
Monika Lyko har skrevet en udførlig rapport med gode tips. 

INTRODUCTION 
I participated, according to the plan, at the Scandinavian Scrip workshop in Finland. Hosted by Liisa 
Vähäkylä managing director from Finnanimation. 
Thanks to, Sørnorsk Filmsenter, I was able to accept my invitation to join this small, but very talented 
group of animators, producers, developers, managers etc. In addition to the survey, interviews were 
held with group of 46 participants - professionals working in Animation industry from Finland, 
Denmark, Sweden, UK, France, India and Norway. My goal was to learn more about storytelling using 
digital/cross media like App or iBook but also look for possibilities for co-production within animation 
and children’s TV and also connect with different companies and talents that I might work together 
with in the future. 
 
EXECUTIVE SUMMARY 
App and iBook is the new modern way of entertaining, communicating, learning way for young adult 
and also began to attract more the youngest costumers that are children. Many small businesses 
struggle to adopt to this new digital service and sales market it was interesting to listen lecture from 
one of the biggest publishing house in Scandinavia Bonnier. They research and conclusions ware 
presented by Magnus Nytell the managing director of Bonnier in Sweden. As most outstanding 
records in new digital media in entertainment are the games, more and more complexes and 
sophisticated design. Create the interactive virtual world of many stories. Digital book pages can be 
flip as 3 dimensional world. Fantasy and storytelling is a race for bigger and better ideas for the 
developers and designers. Samples for this process we saw at Anders Sandell presentation. Good 
story is the key to take the reader up for a great adventure. What is the secret for good storytelling, we 
learn from Phil’s Parker and Harri Virtanen great lectures. We closed the workshop by practicing story 
design in-group workshop. Creating digital concept without using computers but only paper and 
scissor. We get to know many things in many good ways. I have left the workshop with good inspiring 
conclusion that there are young talented people who still very much cares about the quality and 
quantity. We are overflowed with many bad products. But places like Toy Lab make me believe there 
is much good in cross media. 
 
THE WORKSHOP WAS DIVIDED INTO THREE MAIN SECTIONS: 

• Participants self-introduction 

• Storytelling / Cross media – App and iBook - Lectures 

• New business challenges and new digital generation - Lectures 

• Work in groups / storytelling and media design by creating new App 
 

The Spokesmen 
1.  

Phil Parker is the director of NyAC, a new film production company founded in 2006 to create a 
series of original, feature films. NyAC's first five projects - Bait, Almost Jamaica, The Reluctant 
Orator, Innocent and Relative Desire - are being packaged for production in 2009 - 10.  Phil is one 
of Europe's most distinguished independent development consultants and has run a successful 
training and development consultancy, pH Screenplay, for over ten years. Clients include Aardmann 
Animation, Mob Films, Berlin Brandenburg Medienboard and numerous independent producers and 
screenwriters. Recent projects include the Oscar and Bafta winning Wallace and Gromit - Curse of 
the Ware Rabbit; the award winning El Greco and Terry Prachett's Hogfather. Phil built the 
company based upon his extensive development and training expertise working with companies like 
Aardman Animation, the BBC, C4, Berlin Brandenburg Medienboard, the UK Film Council and 
European MEDIA workshops. It quickly attracted the attention of a new generation of award winning 
talent, and the backing of private investors. In 2009, after extensive research, NyAC started to 
develop a new approach to collaborative content development. This will see in 2012 the creation of 
the first BCre8ive workshop, and in 2013 the first Dynamic Labs. BCre8ive is an online collaborative 
platform for new creative ideas. As part of these developments the DU Forum was created in 
October 2009, which brings together creative’s from different platforms to discuss common ground, 
and develop best practice approaches to IP content creation. 



 
Magnus Nytell, Managing Director Bonnier is a culturally progressive, humanistic company with a 
belief in the power of the individual and freedom of speech. This forms the basis for our future 
media development, as we face the paradigm shift from an analog to a digital world. The company 
combines a true fascination for media products with a keen business mindset, promoting high-
quality media products while collaborating closely with authors, journalists and publishers. When 
Gerhard Bonnier put out his first book and opened a small book store in 1804 in Copenhagen, he 
couldn't have realized 200 years later it would have developed into an international media 
conglomerate, working in all media channels in companies and brands across 16 countries. 
 
Harri Virtanen, dramaturg, Finland. Harri Virtanen has long career in dramaturgy. He has worked 
as a commissioning editor at YLE and a publisher (fiction) for WSOY. He is also a Jungian 
therapist. More onwww.harrivirtanen.fi. 
 
Anders Sandell, Finland-born Sandell, who spent many years in the US before moving to 
Bangalore in 2008, set up the toy lab two-and-a-half years ago. With a Master's degree from the 
Interactive Telecommunications Program at New York University, he has been exploring the topic of 
play and how to design interactive toys and leading courses on interaction and toy design. In his 
classes at Srishti, which last three to four months with 8-9 students attending each module, he sees 
himself less as a teacher and more as a mentor and design director.  
 

  Michael Hegner, director, Denmark. 
  The director of Niko. Started in the animation industry in 1987 as an animator 
assistant, and later as 2D animator and  
  later as 2D animator and storyboard artist. In 1990 I started directing commercials. In 
1998 I   co directed my first feature “Help I’m a Fish”, with Stefan Fjeldmark. Since then I have 
co-   directed “The Ugly Duckling and Me” with Karsten Kiilerich, and “Niko and the Way to 
the   Stars” with Kari Juusonen. The last 4 years I have had my own company - By Hand 
and   Heart. This May “Gummi Tarzan” aka “Jelly T” premiered I Danish cinemas. Modeling, 
rigging,   animation, texture, render, FX and compositing were outsourced to GDC. 
  The Way to the Stars have found new possibilities in cooperation with several Chinese 
Studios from Shanghai to  Chongqing. In this lecture he opens its positive side on 
employing new people. Includes samples of his latest work. 
 
  Christophe Erbes, 
  After a solid background in children's programming (S-RTL in 
Cologne, Nickelodeon Germany, Fox Kids/Jetix),  Christophe Erbes has been an 
international consultant since 2006, working with companies such as Orange, Ubisoft,  UER, 
and the Baden Wurtemberg Film Fund. He also moderates international events including 
MIP/MIPCOM, the  Annecy Festival and Cartoon. Christophe has written and published 
children's books under the pseudonym Theo de  Marcousin, as well as writing scenarios and 
developing freelance projects for Technicolor, Kool Productions, 
 Studio100 and Alphanim among others.  
 
STRATEGIC ALIGNMENT FOR STORYTELLING 
 
Phil Parker give a great lecture by point out in a simple way how to seek good story and how to tell it 
in way that the audience will be engaged in the character. By giving samples and review of some of 
the films he was working, it was great to see how things work in practice and on the screen. 
 
CHALLENGE FROM THE BOOK PUBLISHER TO ANIMATION PRODUCERS 
 
Magnus Nytell has given very detail presentation and research on book and app market, he shares 
the tips and questions he as a manager is trying to relsoved to do better publishing house. New media 
is a still mystery on many levels, how to sell or how to promote the book on digital devices. 
 
Analyze children book sale and digital transformation by publishing house, industry doing by selling 
hard cover books, and haven’t figure it out golden way for digital iBook. By publisher expertise and 



costumer expectation. 
Talked about the benefits for educational opportunities, and the risk of negative impact on young 
generation “being to digital” with less control, easy access for kids to all kind of media material desire 
for adults. 
Looked at the specific capabilities of each technology, as well as the business challenges like 
marketing and advertising. For each one, we discussed the major vendors and how their offerings 
varied. 
 
INTERACTIVE NARRATIVES 
 

Anders Sandell talked about creating fantasy worlds, story telling and bringing them to 
visual as movie, game, book etc. with pedagogical issues and how important is to 
promote noble mind attitudes for children with highest quality. We discussed how the 
various technologies work together, and how different configurations could address 
similar issues. 
 
TOYLAB 
 
Anders Sandell 
At an extended campus of the Srishti School of Art, Design and Technology, Anders Sandell presides 
over his unique Toy Lab, where students create interactive, thoughtful toys that are complete outliers 
in the world of mass-produced ones that fill up store shelves. Here, one student has created a 
children's comic book with tear-out pages; readers can create three- dimensional models of characters 
and locations from the book and create their own storytelling model to accompany the book's 
narrative. Another has made a set of place-mats that fit together, almost like jigsaw puzzles, to create 
a storyboard. 
 
Yet another has made a lamp that allows you to do shadow puppetry. Storytelling through toys often 
finds expression through Toy Lab projects. "If you watch children at play, and observe play patterns, 
you will see a desire to express. Toys are catalysts for the imagination. Playing is children's way of 
understanding concepts they come across in the adult world," says Sandell. 
At the Toy Lab, while the initial storyboarding of creating new toys is free from commercial 
considerations, as the concept grows, Sandell does help students dwell on ways to market their ideas. 
One of his former students, Shilo Shiv Suleman, has created 'Khoya', an interactive story-game set in 
a fantasy world, which can be downloaded as an iPad app. Another foray into the market has come 
through Alannah D'Souza's game, Grub, which led to the creation of Uncommon Sense toys, a niche 
toy making outfit that creates sensory toys that encourage social interaction between autistic children 
and aids collaborative play. 
The toys respond to a child's actions, gestures and voice with sensory feedback like sound, light, and 
vibration. The toys are currently being developed with the Academy for Severe Handicaps and Autism 
(ASHA) and are in clinical trials. "You can say I'm preparing entrepreneurs," says Sandell, who has 
designed a set of wooden action figures inspired by characters in the Mahabharata, which are being 
brought to life by craftsmen in Channapatna. 
Sandell is frankly dismissive of most commercial toys available in the market, which, according to him, 
have two main problems: they are passive, and they are not durable. "Toys should be beautiful, they 
should be good enough to be passed on from generation to generation, they should be easy to mend 
and keep. I'm all for fewer high quality toys over shelves filled with poor ones that speak down to kids," 
he says. 
 
SOCIAL DREAMING, FANTASY AND STORYTELLING By Harri Virtanen 
 
  some concepts 
 

• Consciousness can be understood to be subjectivity, which registers experiences of 
ourselves as human beings, based on emotions, and the resultant thinking and thought. 
 



• Ego complex produces the narrative about who I am, the experience of the identity/identities. 
 

• Unconscious: Everything of which I know, but of which I am not at the moment thinking; everything 
of which I was once conscious but have now forgotten; everything perceived by My senses, but not 
noted by my conscious mind; everything which, involuntarily and without paying atention to it, I feel, 
think, remember, want, and do; all the future things that are taking shape in me and will sometime 
come to consciousness. C.G.Jung 
 

• Collective unconscious: In addition to our immediate consciousness, there exists a second psychic 
system of a collective, universal, and impersonal nature, which is identical in all individuals. This 
collective unconscious does not develop individually but is inherited. It consists of pre‐existent 
forms, the archetypes, which can only become conscious secondarily and which give definite form 
to certain psychic contents. C.G.Jung 
 
FANTASY PLAYING WITH IMAGES By Harri Virtanen 
 
Fantasy and storytelling 
 

• ”It’s not a function of intelligence. It is a function of story sense and an ear for dialogue.” David 
Kelley 

• Mental disposition: open for the unconscious, playfulness 

• Psyche and images 

• Natural function of the psyche: transformation from affect to image. Image producing 
function the imagination. 

• Occurs in spontaneous symbolic play of children, in crea6ve process and in 
therapeutic process. 

• Symbolic life. 
• Active imagination: Leting the unconscious come up and coming to terms with the 

unconscious. 
 
The Method: Marie‐Louise von Franz 
 

• Empty the mind 

• Let a fantasy image arise 

• Give it some form of expression 

• Reaction by the ego, ethical confronta6on 

• Take it into life, live it. 
 
  Forms of imagination 

• Imagination of the mysteries: vision, inner voices, and dialogue with gods, religious 

• Imagination of beauty: aesthetic-c, artistic expression 

• Scholarly imagination: philosophical, scientific 

• Imagination of relationship: social imagination 

• Psychological imagination: self reflection, create and re‐create the personality through symbolic, 
cultural latitudes; mindfulness, metallization 

• Negative imagination: traumatic, destructive, aggressive 
 
Forms of thinking: 

• Thinking as being. (White noise, background thinking, human condi6on, inner monologue) 
• Thinking as becoming. (Future state, planning) 
• Thinking as dreaming. 
• Thinking as ”the unthought-of known.” (C.Bollas) 
• Negative thinking. 

 



SOCIAL DREAMING By Harri Virtanen ”The shadows of the future cast before.” W. Bion 
What it is? 
 

• W. Gordon Lawrence introduced the concept 1982 in Tavistock. 
• Since then it has been used in business organizations, educational institutions, different 

professional groups and in therapy. 
• The focus is in a dream, not the dreamer. 
• The dream is not personal possession; it captures the social, political, institutional, spiritual and 

cultural aspects of dreamer’s social environment. 
 
  Why social dreaming? 

• The aim is to transform thinking. 
• Individual psyche exists in social environment. 
• To give form to the echoes of thinking and thoughts that exist in the space between the minds of 

individuals living in the social environment. 
• The thoughts of unsought: produces new thinking 

• Social aspects those are hidden, forbidden or becoming. 
How does it work? 

• It is a structured opportunity to share dreams with others. 
• It is both form and process. 
• Matrix mirrors the unconscious processes in waking life that give rise to dreaming 

when asleep. 
• Emotions and thinking in social relationships, which are not acknowledged. 
• It combines the use of the logic of consciousness and the non‐logic of unconscious. 

Storytelling and social dreaming 

• Dreams as a cultural phenomenon. (Bible,Koran, Gilgamesh, Kalevala) 
• When the dream‐life is rejected we cut ourselves off from our unconscious and emotional life. And 

creativity. 
• The shadows of the future. 
• ”Out there” and ”in here”. 
• What happens in/to my psyche just now? 

 
THE WAY TO THE STARS By Michael Henger 
 
The outsourcing process eliminates the possibility of a positive feedback loop. There's no financial 
incentive for servants to try and outperform their masters' expectations. It only makes life more difficult 
when masters are already asking for too much for the money. Masters don't see their servants as 
collaborators; servants are merely "the help." The servants never get to see the “whole picture”, so it is 
impossible for them to suggest changes that might make something work better. Successful 
outsourcing is highly depending on good preparation. The savings on outsourcing should always 
exceed expenses on the extra supervision. 
Successful outsourcing depends highly on good preparation. 
 

• Style and art direction: Be precise. Show – Don’t tell. 
• Well-defined job descriptions. It should be clear where responsibilities lie. 
• Clear line of communication: E.g: Who approves what, who needs to be asked. 
• Solid and agreed naming conventions, folder structure and pipeline. Sometimes it pays off to 

accommodate the pipeline of the outsourcing studio. 
• Make very detailed handouts. Make sure they get it: “I talk, you write”. 
• Share your vision. “Show the whole picture”, so they get a chance to participate creatively. 

 
THE OBJECTIVES OF THIS REPORT ARE A RESULT OF THE MEETINGS AND PRESENT 
TALKS DURING THE ONGOING WORKSHOPS 
 



The workshop gave me two main achievements. Children's interactive expert helps to learn better 
understanding design and how to produce educational media that is creative, playful and engaging. 
Creating and delivering top quality, children's educational products in wide range. It was great to 
meeting people passionate about making high quality, fun and innovative games. Throughout the trip I 
learned much about business operations in these areas and the opportunities for mutually beneficial 
business relationships as well. 
This trip was a great success I look foreword to continue my development and research on my next 
project. This trip definitely will help to make new strategic plan. I have fulfilled my goals with a great 
satisfaction, and great business opportunities for the future. 
 
CONCLUSION 
 
The Significance of the results is: 

• Better knowledge of digital media industry. 
• Personal introduction as professional in to Media Network People. 
• Crating positive dialog and good feedback for up coming project. 
• International collaboration in the near future on several different platforms for Cross- 

media, TV-media and Research for children.  
	


