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THE ROOTS OF THE STORY

o Shoot A Rurf is a strange name for a movie. Where it

came from was during an ideas session between co-

directors/writers Shane Sheils and Paula Sheils in which
they passed around storylines and plots that they
thought might be fun to do. Originally a rurf was

ing to be shown. When the idea of making th:
Tover Eo1g 0 b6 SIown en e 1dea 0w maing e : ; ound was an essential element from the beginning. The

Sheils' idea for the soundtrack was that it should guide the
viewer through the film rather than overloading
him/her with a constant flow of noise or merely
describing what happens onscreen in a routine manner.

film as a 3D animation rather than live action came into
play everything changed and countless possibilities
opened up. But rurf was more than just a cute, yet
annoying, character. Rurf became a psychedelic drink
and state of mind in which the physical rurf characters
could live and breathe.
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THE MAKING OF “TO SHOOT A RURF”

roduction began mid 2006. Storyboards were
drawn up by Shane Sheils and initial character

concepts were designed which were then recreated . . .
P & I ocations were very important in To Shoot A Rurf.

as 3D models. As much detail as possible had to be included in

order to create a thoroughly convincing world.
Atmospheric effects such as smoke plumes, wind
and water had to be realistically created. Other
notable effects were those of the “mirror snake”
sequence in which a fluid snake-like entity
emerges from the bathroom mirror and attacks the
man. The creature had to be made from a liquid
mirrored substance and also reflect the
surrounding enviroment and lighting.

he cute, squiggly little Rurf wearing the red and
yellow sweater that appears in the film started life
looking quite different. The first version was more

slug-like, had three eyes and resembled a
strange seal/hippopotamus hybrid. A rurf was

d to be a fi little animal that . . .
32%12 ZSSIaS(s)i ﬁi;ti(;lr?ngu tlhai/:rilllrlnrgan a icture and sound edits took place simultaneously.
? All music, vocals and sound effects were

characteristics (the wearing of clothes, etc) and a .
cheeky attitu de( so the onegtha t appears in )the flm composed/performed/created by Shane Sheils and
’ Paula Sheils using open source and freeware

fi 11 th iteria. M her Rurf . .
v:/tetfg(?es; seﬂ)ﬁglizini{uré I:tya(itaekfe u:h: software such as Audacity, Quartz Audio Master
gned, & Y and VM keyboard to record, edit and post

f:/l;gé:ﬁiutl}irgirf’;:ecrh?;uSlcal band and a process. The finished movie features hundreds of
£ ' audio elements, some of which barely audible

alone, but working in unison assist in the creation
of a distinctive and atmospheric soundscape.
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