
“To see 
enormous 
sets being 

built to 
match your 
paintings is 

a feeling you 
can’t really 

explain, but 
certainly one 

I will never 
forget!”

It’s been a while since we last spoke to Andrée Wallin and a lot’s changed in this talented Swedish artist’s life over the last 

couple of years. He chats to us today about his work on the upcoming Tom Cruise film Oblivion, and how crowd funding is 

opening doors for a lot of creative people.
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Hi Andrée, how are you? I can’t believe I’m 
saying this, but it’s been over four years 
since I first interviewed you for 2DArtist 
– time flies! So what have you been up to 
since then? The last time we spoke you were 
working in UK after spending some time in 
Stockholm studying 3D. Are you still in the 
UK now?

I know; it’s crazy! I remember doing that 

interview like it was just last week. I’m back in 

Sweden; I left the UK in 2009 to pursue a career 

as a freelancer and have been doing that ever 

since. I’ve worked on a lot of different projects 

since then, but I suppose the biggest one is 

Oblivion, which is a project that started out as a 

graphic novel back in ‘09 and eventually turned 

into a movie starring Tom Cruise, due in theaters 

in April 2013. I just wrapped up work on it last 

week and it’s been an amazing journey from the 

very first illustration.

Wow – that sounds like a hell of a project to 

be involved with! What kind of work did you 

get to do? Have you seen any of it on the big 

screen yet?

It really was/is. Since I’ve been involved from 

the very first day I’ve done many, many concept 

paintings, mainly designing the world itself. I’ve 

also done a lot of pre-vis art and even been 

working on a couple of poster designs. I haven’t 

seen any of the polished material yet, but I’ve 

seen some rough cuts and I got to visit some 

of the sets when we were in pre-production in 

Louisiana earlier this year. To see enormous 

sets being built to match your paintings is a 

feeling you can’t really explain, but certainly one 

I will never forget!

Vanquish Interactive – tell me everything! 

The idea of interactive comic books and 

graphic novels gets my inner geek very 

excited.

Well, Vanquish Interactive is not “my” company, 

so to speak, but I am an honorary co-founder, 

which means I’m onboard as a producer of 

sorts/consultant art director. Jay Douglas came 

to me with this idea and showed me the early 

progress of Telikos Protocol, and right away 

I knew I wanted to support these guys. Issue 

1 has been released and I’d recommend it 

for anyone who enjoys a cool sci-fi story with 

gorgeous art!

Now you’ve been experimenting with 

Kickstarter to fund a project in summer 2012, 

right? How did that go for you? And what do 

you think about crowd-funding in general? It 

seems to be a growing trend recently; we’ve 

even done a Kickstarter project of our own.

Oh really, I wasn’t aware of your project, but I 

hope it was successful! I’ve not been involved 

with the whole Kickstarer thing personally, but 

I’ve done my best to spread the word though 

and made sure to pimp every Kickstarter project 

I’ve been involved in. So far I think Kickstarter 

has been amazing, it’s opened a lot of doors for 

a lot of people. As long as the backers get what 

they pay for I’m sure crowd-funding is here to 

stay.

”As long as the backers get what they pay 

for” – that’s an interesting point. On the 

surface it’s difficult to see any negatives 

about crowd funding, but I guess that by 

pledging money upfront the backers have to 

put a certain amount of trust in the project. 

So which other Kickstarter projects have 

you been involved with? And have you ever 

been tempted to use it yourself? “The Art of 

Andree Wallin” – I can see it now...

Well, the biggest one for me was Wasteland 

2, which raised almost 3 million dollars. I did 

a bunch of promotional /concept images for 

it, which was a lot of fun. No plans regarding 

a kickstarter project of my own though. I do 

have something I’m working on, but I will fund 

it myself. I can’t say much about it at this stage 

though, but I think it’s going to be pretty cool!

I was reminded how great your work was 

recently when we took delivery of a couple of 
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massive prints of your work from our friends 

at Wall Art Rockers. They’re all ready and 

waiting to be put up on our new office walls 

– just got to finish with the decorating!  What 

can you tell us about the way you work? I 

guess with concept art you’ve always got a 

brief to follow – how much scope is there for 

personal interpretation?

I’m honored to have my art up on your walls! 

As always, it totally depends on what you’re 

working on and who you’re working for, but 

generally I’d say that I’m getting more and more 

freedom when it comes to putting my own touch 

on things, which is of course very flattering! 

I’m always putting my soul into every painting 

I do and I think that people notice when you 

really do care about what you’re working on. 

Pre-production is my favourite phase of any 

project, since you’re allowed to be creative and 

try different ideas. Once the look and design is 

locked down you’re more restricted.

“...generally I’d say that I’m getting 
more and more freedom when it 
comes to putting my own touch 
on things, which is of course very 

flattering!”
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My job is usually keyframe, pre-vis or 

environment work and I always try to focus 

on soft, atmospheric lighting and simple 

compositions. Lighting is key and will make or 

break any type of environment painting. I start 

off with thumbnailing/sketching, getting the 

overall tone approved and then going into detail. 

Business as usual!

Now that you’ve finished working on 

Oblivion, what’s next in the pipeline for you? 

Back to various other freelancing jobs?

Right now I’m taking some time off to focus on 

my own stuff for a while, as well as just enjoying 

life. I’ve been dying to do some personal art 

all year so I’m actually looking forward to be 

my own boss for a while. But in terms of actual 

client work, I’ll be doing more freelancing, yes.

I remember that one of questions I asked 

you last time was about your ideal project 

and you mentioned you’d love to do some 

concept work for the upcoming Halo movie. 

Now I understand the movie’s still stuck 

in development-hell so you’ve not had the 

chance to turn that dream into a reality, but 

there is an interesting entry on your website 

about working on trailers for Halo 4... can 

you tell us about this?

Oh that’s right, the Halo movie. It really was a 

long time ago! Yeah, I did some concepts for 

Digital Domain on one of the early trailers, and 

then some matte painting work on one of the 
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more recent live-action trailers. The first one 

was thanks to Joseph Kosinski, the director of 

Oblivion, who also directed the debut trailer for 

Halo and asked if I could do some keyframe 

concepts for him. It was fun to finally get to do 

some work on it for sure, even if it wasn’t the 

actual movie!

Do you think the Halo movie will ever get 

made? So many great names have been 

attached to it over the years that it would 

be a shame for all that planning to come 

to nothing.... although, given some of the 

pretty terrible video game adaptations that 

Hollywood has churned out in the past, 

maybe Halo has had a lucky escape!

That’s a good question. From a studio 

perspective, video game adaptations aren’t 

exactly box office gold. Hollywood doesn’t want 

another John Carter fiasco, so getting a project 

of this magnitude off the ground is probably 

close to impossible. On the other hand, if the 

film adaptations of Assassins Creed and Splinter 

Cell do well there might be some hope.

I think the biggest problem is that it would be 

an extremely expensive endeavour. Huge set 

pieces, lots of costumes and big suits, and 

loads of CGI would probably make it Avatar-ish 

in terms of budget. But you never know. I’m 

keeping my fingers crossed.

One last question to round things off: If, 

like me, you’d been born with pretty much 

zero artistic talent, what do you think you’d 

be doing for a living right now? Do you still 

think you’d be in the games/movies/comic 
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industry somewhere?

I would not be anywhere near the entertainment 

industry, I’m quite sure of that. I have no other 

talents and never had any real aspirations. I 

would most likely still be working at the same 

warehouse I worked in back in 2007, being 

miserable and playing drums and video games 

to escape reality. Needless to say I’m happy I 

found something better to do!

Andree Wallin
Web: http://andreewallin.com

Email: andree.wallin@gmail.com

Interviewed by: Jo Hargreaves
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