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DVILIVS

Steed of revelation

The countryside near Viterbo. Woods in the 
background. There is clearing in front of 
you, one where vine poles await a new season. 
The space breathes slowly, until it suddenly 
stops; and then it collapses, and then it 
climbs to 1,2,3...12 meters. Finally it wedges 
into a fixed spot: a space turns into a place. 
This is the setting for the appearance of the 
twentieth specimen of a race whose origins 
are lost in the Nordic mythology. Sleipnir is 
its name. And so it is, that this giant wooden 
idol with an oddly benevolent presence has 
become the temporary guardian and master 
of a slot of Italian countryside. Other Sleip-
nir specimens have conquered ancient for-
tresses or have been pushed ‘til the mouth of 
the sea. Many have frolicked with the spirits 
of the forest. Others have clashed with skies 
of cement. Some have made a shelter, if not a 
hiding place, out of their bellies. Some, now 
watch over the borders of empires..

Sleipnir, the unrivaled steed of the god 
Odin.Sleipnir, Duilio Forte’s re-created                
revelation.

The myth of ArkiZoic era 

On February 12th 1999, two hundred years 
after Darwin’s birth, Duilio Forte becomes 
DVILIVS and offers his truth to the world. 
A total lifestyle model in which creating 
and experimenting, even playfully, renews a 
bond with nature. He heralds the birth of the 
ArkiZoic era, one of poetic syncretism betwe-
en Norse mythology, Latin rationality and 
technology: one which is conceived with the 
same lucid dream spirit of a 70s sci fi movie. 
«Prehistory and science fiction are close» 
writes the artist. «Archeology and astronomy 
work on the same challenge, the challenge of 
time».

There is an ArkiZoic rule set. It lays out seven 
points in which the artist-architect is to focus 
on. There could be more, but he left the list 
purposefully incomplete. After all, this is the 
vision of a world which already exists in an 
unspecified pastfuture, but which requires a 
daily vigorous struggle to be established. In 
this daily commitment, myth, symbols and 
rituals are present through endless dialogue. 
A scheme of repetitiveness, in citation, or in 
the romanticism of inspiration. A continuous 
re-implementation which brings to life, and 
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in some cases on stage, a new meaning. Look 
at Myth, straight into the eyes; what you see is 
the cyclical truth of history and the meaning 
of renewal through tradition. As agent of 
truth, Myth is the closest to Art because both 
hold hands beyond the ordinary. 

Renewing ritual

The work of art itself does not need any ex-
planation, the exception being in any situa-
tion where the artist’s intentions have been 
made known. DVILIVS’s artworks are inten-
tionally positioned on the borders between 
art, architecture, myth - and, as we will see, an 
“evolutionary technoecology”. By will or by 
necessity, his is a work in progress, and it must 
be experienced through ethics, style, appe-
arance and form. In the Arkizoic era, where 
Sleipnir rightfully belongs, we find strong 
connections to what Mircea Eliade called 
the structure of myth. The myth of origin is 
elevated into every art piece. The renewing 
myth gives life to the renewing ritual. Each 
one brakes up the solar year, bringing back 
the traditions of his Swedish ancestry, such as 
St Lucy on December 13th and Midsommar 
June 21st. It also incorporates new ones such 
as the Álfablót or the annual Stugaproject 

workshop, during which DVILIVS, leads a 
group into the construction of a piece of art 
in the Swedish forest. These events give a 
rhythm to the year, and consequently to the 
entire ArkiZoic era, implementing what the 
anthropologist and historian of religions Er-
nesto De Martino called a “de-historification 
process”. They ensure a feeding energy and a 
continuous contact with the origins of the Ar-
kizoic, which in time becomes more familiar, 
habitual and real. The rhythm generates an 
orientation but also a functional system of va-
lues.   There is an era, laws and an entire city, 
hence an ideal world, to build. Asgard, so dear 
to DVILIVS’s paintwork, is the basin from 
which the energies to create an ecological and 
sustainable advent are drawn. A natural basin, 
a nourishing lake which can be experienced 
and perceived spiritually, even if imbued 
with technology. A mythological cosmogony 
transcends into the ArkiZoic era and each new 
artwork becomes its prefiguration. Every art 
creation establishes a connection with its own 
time, DVILIVS’s work establishes a connec-
tion between the primordial and futuristic. So 
the ArkiZoic becomes now.
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Evolution of sacred breed

Sleipnir, symbol of DVILIVS’s journey. It 
is the fastest among all steeds of any latitude 
and age. It can ride on any kind of surface 
and through any world, including Niflhei-
mer, the world of cold and chill. Because of 
this skill, Sleipnir has been chosen by the god 
Odin, and more recently by DVILIUS. By 
harnessing Sleipnir, DVILIVS moves intuiti-
vely in the land of the sacred, and with every 
new specimen he brings to completion an 
authentic foundation rite. «When you place 
a construction in a natural space you alter its 
consolidated equilibrium», the artist narrates. 
«This creates a displacement that deforms 
our perception of both the natural and ar-
tificial space. Perhaps, without Sleipnir, the 
surrounding space doesn’t exist percepti-
vely. It is its presence that creates the nature 
around it. Nature exists in contraposition 
to non- nature». Every Sleipnir thus crea-
tes a new space, essential premise for human 
occupation. In this process, the work of art 
opens a space that otherwise would not be. To 
use a Heideggerian theoretical framework we 
understand that making space predisposes the 
foundation of a new order, of a radical inno-
vation. Thus the construction of the art piece 
is comparable to the introduction of an axis 
mundis, of a threshold through which passa-
ges of an ontological order are possible.

«Space is created as a temporal dimension de-
dicated to the user» says DVILIVS. So there 
is a gift, a process of donation. But what kind 
of gift is it? A gift of communion, of ontolo-
gical communion. Think of the work of art as 
a stilt house in the middle of a river. Its beams 
aren’t charming: they are functional to dam 
the waters. They are also much more. Without 
the river it wouldn’t have been a stilt-house. 
Without the stilt-house the river wouldn’t 
have been thought as a dwelling place. When 
the stilt-house, with all its uncertainty, is built 
on the river it has become part of the river but 
it can’t take a glimpse of neither its spring 
nor its outlet. Yet the stilt house senses its 
strength through the vibration of the water, 
the resonance on its beams. The work of art 
has a necessary ontological communion with 
whatever it tries to inhabit. 
Sleipnir offers itself to the world in the spa-
cetime of the possible. It hurls into the sacred 
without any kind of presumption, idolatry 
included. Most Sleipnirs are temporary instal-
lations which, once dismembered, can mer-
ge, rationally, into other artworks. Since the 
permanent artworks are in wood, they are also 
destined to dissolution.  
Or, better, to evolution. «When you look at 
the sea, it always looks the same. Yet each 
wave is different, just like the spectacle of 
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evolution»,  the artist explains.  
Each Sleipnir, to whom DVILIVS has con-
ferred a strong identity within the endless 
possible, is never identical to its prototype. It 
is useful to look at DVILIVS’s work by refer-
ring to Eliade’s dialectic of the hierophany. 
Each manifestation of the sacred follows 
some principle just as every form is inserted 
into a continuum in relation to other forms. 
The same applies to the ArkiZoic style and 
specifically to Sleipnir specimens. Each shape 
is what determines it.  
At this point we can simply recall one of the 
rules in the incomplete ArkiZoic rule set, 
which invites the adoption of nature’s shapes 
and its generative mathematics. 
An object becomes sacred, Eliade says, to the 
point in which it incorporates (or it reveals) 
something different from itself.  
The detachment from matter is the necessary 
condition for the acquisition of a new status. 
Sleipnir keeps on living as the stylized grand 
horse, a recognizable but ever different inha-
bitant or conqueror of the land in which it is 
erected. And its very construction generates 
power through ritual. After choosing the lo-
cation where Sleipnir will be erected, DVI-
LIVS, pitches his tent and lives there until 
the completion of the work of art. After that 
comes the inevitable process of separation.

The “consecration” of a Sleipnir results from 
the work itself and from the inclusion or not 
of given elements, as in practices of worship 
activations: in Ancient Egypt, for example, 
the final procedure in creating the image 
of a god was the washing and opening of 
its mouth. DVILIVS works in a similar way 
during the construction, which undergoes 
multiple changes and adjustments (he opts 
for a contained and circumscribed heuristic 
method) of every specimen of his legendary 
breed. Observing every specimen, we can fol-
low the challenge of a silent evolution in the 
breed, mutation over mutation.

The womb of the beast
 
Sleipnir’s belly: a mysterious yet sometimes 
generously inhabitable cavity. Enter Bastu, 
a giant Sleipnir who withholds in its interior 
a sauna, «a place meant for meditation and 
purification, a place to make peace with the 
world» says DVILIUS. It won’t be the only 
Sleipnir to offer its belly as a shelter and 
refuge. 
At the dawn of time there was a world rife 
with adversities and dangers. Today mankind 
dwells within a postmodern grid which is just 
as dense of dangers, generated by a 
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continuous acceleration towards an uncertain 
aim. So then as now, Sleipnir is a refuge: its 
belly can welcome the resting warrior from 
all ages. Its belly becomes metaphor and its 
own aesthetic symbol. Look at it closely, it 
thins to the point where it vanishes, leaving 
its own simulacrum. The walls resist but the 
closing beam, which gives a sense of home, is 
gone. The space is dense with illusion. «Every 
visual and sensory beat is unleashed by the 
previous and it introduces the next » explains 
DVILIVS thinking of the Sleipnir he built. 
«In this way space is deformed and becomes 
a flux. It’s like a sort of dizziness. Our mind 
struggles in attempting to perceive the shape 
of the space, and generates a sort of percep-
tual drunkenness. One that is disorienting and 
pleasant». The ArkiZoic style is imbued with 
fate in the unexpected. 
So the sacred, domestic, small womb-temple 
vanishes. Simultaneously little objects start to 
appear, other sculptures, arrows, more or less 
fantastic animals which activate, in a theur-
gical way, the space detonated by Sleipnir. 
Through the sacrality of a uniquely lyrical 
artwork, the Sleipnir series, preserves an in-
nocence bound to a likewise clear and childish 
vision of the world and of its mysteries, to 
the point of not being afraid of it. The idol 
isn’t such because DVILIVS doesn’t allow 
the time for its worship. Most Sleipnirs in fact 
cede their flesh to others, maybe faster ones, 

able to slip silently into the Lagoon or to wait 
for the great cold, abandoned in the middle 
of a Swedish river. «When I disassemble an 
artwork a void opens up, which corresponds 
exactly to the material side. This void comple-
tely sucks in the tri-dimensional part of what 
we perceive transforming space and making 
it two-dimensional again. Whomever looks at 
space this way feels emptiness and the astoni-
shment. With time, seasons come and go, and 
so does the void and the astonishment».

Evolutionary techno-ecology  
 
The taste for the fantastic and for epheme-
ral machines is palpable in his atelier. In its 
hidden bowels, DVILIVS has rebuilt life 
size ancient theatrical machines, conceived 
to recreate the sound of wind and even rain. 
Golem technology that imbues life into struc-
tures which, instead of wood, have iron limbs 
and a beating heart which streams digital bits. 
In his syncretism and in his push towards a 
pastfuture where nature remains the ruler, 
technology isn’t banned, quite the contrary. 
Sleipnir’s evolution from one specimen to the 
next establishes a counterpoint of characters, 
all equally legendary and metamorphic, in 
a continuous crossover between different 
media. Fafnir, the dragon goes a step further 
and introduces a new race of automatons, all 
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working. And heading towards Asgard. 
Asgard, the ideal city of the ArkiZoic era. 
DVILIVS is preparing for its construction 
through paintings and drawings. In his Ate-
lier, in fields, lawns, and in Swedish rivers a 
little and disciplined army of students and 
interns labor with him to build it, element af-
ter element, beast after beast. One glimpse is 
at the ArkiZoic park in the heart of Milan, in 
the Montanelli gardens of Porta Venezia. In 
this very place, one hundred years ago, there 
was a traditional zoo with animals behind bars. 
Now, DVILIVS is building Asgard’s gar-
den here, with a Sleipnir that neighs at every 
clicked “like”on Facebook from the passing 
crowds. New breeds and crossbreeds are in 
fact born by the syncretism of the ArkiZoic 
era: between wood and iron, nature, myth 
and technology. Merging them together is 
the thrust towards change, otherness and the 
possible. A thrust towards the authenticity 
of a poetic idea which seeks an embodiment. 
DVILIVS, Duilio Forte impatiently sketches 
it.

                                                         Luisa Castellini
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AtelierFORTE

The home-studio could have become a 
postmodern and Gothic Merzbau. Instead 
DVILIVS chose to follow the path of the 
unknown. Imagining it by just making it, wi-
thout suffocating it with countless calculations 
and projects. And so, the AtelierFORTE was 
born from a thirst for space which suddenly 
became abstinence in the nineties. The choi-
ce fell on an old factory right outside Milan. 
Anything can be imagined but nothing hints 
to what was going to come. The renovation 
started by refraining from completely clea-
ring out the space. Al contrario, with a fully 
conservative and revivalist spirit he brought 
it back to life without ceding to mannerism. 
History and myth, after all, are the guiding 
lights for DVILIVS. Respect yes, but no 
reverential fear. Instead a healthy hardwor-

king spirit made of genius and improvement. 
The AtelierForte doesn’t come to life like his 
works of art, all generated, by a unique vision. 
Here we have a series of intuitions that beco-
me evident as they are implemented, and then 
explored.
The Atelier changes every spring. It is a «15 
lustrums-old shape-shifting world» says DVI-
LIUS, half jokingly. The space in the Atelier 
is functional, yet Gothic and chaotic: scales, 
angles, clefts, boardwalks and mezzanines 
which peek out from behind the doors, and 
what amazing doors we can find in the Ate-
lier: each one is different from the other, they 
themselves are autonomous and self-sufficient 
sculptures. Open the door, go straight ahe-
ad and reach the stair which doesn’t bring 
anywhere. Stop. Go back, close the door, try 
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again.
Space is functional, meaning that it has 
grown, almost organically, in order to invite 
necessity. So the kitchen – hostaria, destined 
to accommodate the daily meals of the many 
guests, or the densely packed parties, such 
as Misdommar and so on. The Cinema hall, 
made for showings, but which hides an Appia 
automobile with its Bergamo license plate. 
The car is ready for any emergency or esca-
pe, although it will have to crash through a 
wooden wall making the uscita di scena much 
more dramatic.
Then we have the library, the laboratory, 
the painting room, even if painting is prac-
ticed everywhere in the Atelier. And then 
chimneys, small green corners, a sauna which 
stands at the end of a boardwalk which, colpo 
di scena! is the belly of a hibernating Sleipnir 
in the garden. Every space in the Atelier has 
a determined function and where there isn’t 
enough space for one it is created out of a 
well, or an improvised bridge. By the way, 
attenzione to the black painted closet ente-
ring there is forbidden: curious? What seems 
chaos is really order, cells of a hard working 
organism, just like a medieval atelier, who’s 
theater of excellence in action is the labora-
tory.
A big wall of glass which lights up the space, 
receives just like what remains from a bat-
tle field, pieces of dragons, horses, animals 

of any kind, breed and body size. Scattered 
around are the experiments: odd things in 
glass, iron and wood, so much wood. Utensils 
of all shapes and functions. Odd machines 
which make wind or rain or smoke used for 
a stage where often actors and performers 
experiment. The AtelierForte is the phenot-
ype of the mind of its founder but it embraces 
other organisms. Especially the day dreaming 
kind. 

                                                         Luisa Castellini
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Grind, 1999
iron gate
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internal garden
The Romans traditionally used 
the impluvium, a receptacle 
which held excess rain water. It 
was located at the center of the 
Domus. The internal garden 
of AtelierFORTE maintains 
this tradition with its indu-
strial receptacles dating back to 
the early 1900s, used for fabric 
coloring processes. This space 
has a strong convivial link due 
to its connection to the hostaria 
and pizzeria.

Impluvium, 2010 
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Garden, 2010 
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The AtelierFORTE garden 
hosts 3 large installations which 
are part of the Sleipnir series, 
started in 2008.
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kitchen
This space is a functional kitchen, which 
contains numerous pieces of art, such as the 
sculpture-internet point SPK 2000, anti-
ques, relics and heirlooms brought back from 
frequent trips to Sweden.

Hostaria, 2009

22





24

Horses’ room, 2010 
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The horse room is a gallery-like 
space dedicated for the most 
part to Sleipnir, for example, 
scaled models of the larger 
installations. The disposition 
of objects in the room is in 
continual transformation - the 
following image shows chai-
rs from the Freyia series and 
Odin’s table, produced entirely 
in AtelierFORTE. 
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Valgrind, 1993
The Valhalla door
iron, wood and gypsum
250 x 75 x 20 cm
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Library, 2010 
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The library holds over 2000 
volumes. Above the desk hangs 
the sculpture “Pliosaurus” from 
2009.
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Lumière room, 2010 
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Officina, 2010
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SPATIUM

Space is meant to be felt and experienced. Like 
tasting food: you have to touch it. My first expe-
riments, artistically speaking, were an attempt to 
understand space. First you listen, then you try to 
understand, then you try to remember the feelings 
you experienced. Like walking in a cellar in which 
cement walls, rocks and wood boards make up a 
time-space continuum. This space is all and nothing 
since it cannot yet be recognized as a “domestic” 
space. But it has potential, so you bend it. Eventually 
you realize that the beginning of construction is quite 
similar to its end.
You take a walk between and under plant life. You 
find a path close to home or in the woods, when the fir 
trees move. You feel their volume, their 3D nature. A 
force that is born within our mind through move-

ment, in the same way that we perceive space at the 
movie theater, the difference being that in nature 
we can move and live in 3D, in 360 degrees. At the 
movies we are in one place and it’s the film that 
moves, in real life the world is still and we move. 
We animals have the ability to perceive space in a 
different way than, for example, plants, which can-
not move. I like to imagine how trees perceive each 
others’ movement when the wind passes through their 
branches, swaying them.
Then, you enter a room at the Natural History 
Museum and are stunned by the volumetric impact 
of a life-size Triceratops to the extent of being moved 
to tears. Volume, space, form, emotion and the desire 
to re-create these experiences. To go beyond the poetry 
of space.
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Self portrait, 2001
oil painting on plywood
39 x 30 cm
AtelierFORTE, Milan
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Ekeberg Sauna, 1994
wooden structure
Grythyttan, Sweden
First prize at “Premio San Carlo Borromeo”, 
organized at the Permanente di Milano. 
Ekeberg has a spiral plan, underlining the 
traditional succession of spaces - veranda, 
vestibule, and sauna - octagonal in shape. On 
the inside, the structure, with its concentric 
geometry, promotes a social and convivial 
climate.
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La Foresta di Sleipnir, 2011
wooden sculpture
6,5 x 11 x 19 m
Rotonda della Besana, Milan
FuoriBIT, Event VisitSweden
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XXStuga, 2001
little wooden house
2 x 2,4 x 4 m
Grythyttan, Sweden
A little xxs Stuga in the middle of Sweden.
The stuga is a part of the 2villasforsweden 
project, developed with arch. Stefano Reboli
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Stuga, 2004
Little wooden house 
Grythyttan, Sweden
Stuga, little wood house, realized during the 
workshop Stugaproject
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Gilmark, 2005
little wooden house
230 x 550 cm
Grythyttan, Sweden
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Asgard Turris Venti, 2011
iron sculpture
106 x 58 x 243 cm
AtelierFORTE, Milan
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Phoenix Turris, 2011
wood and iron installation
4 x 4 x 10 m
Porta Nuova Station, Turin
Paratissima
The 4 portals on the sides of the installation 
are called Nordri, Sudri, Vestri, Austri be-
cause they point in the 4 cardinal directions. 
They are also the names of the four midgets 
that in Norse mythology hold up the heavens
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Sauna Spiv, 2006
little wooden house
6 x 4 x 4 m
Grythyttan, Sweden
Sauna Spiv for 8 people built during wood 
construction workshop Stugaproject

54



55



56

Spiken, 2007
wooden structure
4 x 4 x 5 m
Grythyttan, Sweden
Stugaproject 2007
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Sauna Sleipnir Bastu, 2008
wooden structure
3 x 8 x 12 m
AtelierFORTE, Milan
Bastu means “sauna” in Swedish. The name 
is derived from Bad Stuga, which in turn 
means “bathroom house”.
The first installation built in the 
AtelierFORTE garden: a sauna for 8 people, 
8 meters high with windows looking out onto 
the Forlanini park.
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Sleipnir Tidonis, 2014
wooden structure
6 x 8 x 15 m 
Pianello, Piacenza
C.Ar.D. Contemporary Art and Design, 
First edition
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 SPATIUM 
INTERIORIS

There are sacred rituals tied to the use of interior 
space: the sanctity of the sauna, a place of purification 
and reflection, a space that brings you back at peace 
with the world. The sanctity of sleep, when we give 
up our body to our mind. These are the primary fun-
ctions of man, which are rooted deep in the domestic 
life cycle, necessary both due to the adversity of the 
world we live in, as well as the constant changes and 
adaptation we are subjected to.
I would like to imagine the space inside a Sleipnir 
as something infinite. We don’t know how big it is 
just as we don’t know the dimensions of a far away 
object. It’s a matter of proportions. Sometimes small 
structures can be monumental and large ones stocky
and small.
 

When we are able to imagine a way of using a 
certain space, that space becomes something different, 
it takes on a new life and creates possibilities. This 
doesn’t mean that its use has to be necessarily tan-
gible. On the contrary, often when we’re immersed 
in a situation, we are not really able to feel it all the 
way through and to understand it. But when we see 
it from a distance, memory moves and distorts space, 
dilating it, and allowing us to seize it.
The same phenomenon happens when we recognize 
an object or a shape. There is an infinite number of 
forms that do not have a name and thus are not reco-
gnizable. A rock which by pure chance has the shape of 
a bear is perceived as a bear-shaped rock and not as 
just any old rock.
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Sleipnir Spiken, 2008
wooden sculpture
3 x 7 x 11 m
Grythyttan, Sweden
Stugaproject Workshop
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wooden sculpture
300 x 300 cm
AtelierFORTE, Milan
With AHEC, American Hardwood Export 
Council. In Norse Mythology Ragnarok 
represents the final destiny of the gods

Ragnarok, 2010
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exhibition
Fortezza da Basso, Florence

ArkiZoic Obsessio, 2009
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Huginn &Muninn, 2012
wooden structure
Private residence, Piacenza, Italy
Huginn&Muninn is an entirely handmade 
outdoor sauna in spruce wood which 
accommodates two people. According to the 
Scandinavian tradition, it is powered by 
a wood stove. Its wall portholes frame the 
sunsets on the Piacenza hills, and a warm 
light floods the small space.
Huginn and Muninn mean “thought” and 
“memory” : the names of the two ravens of 
Odin. Every day he sends them flying over 
all the earth, and they come back and tell 
him everything they have seen and heard”. 
An analogy with the sauna as moment of 
reflection and relaxation at the end of a long 
day.
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Dodecaedrum Varazze, 2012

Varazze, Italy
iron and wood
3 x 3,5 x 4 m
Little Studio
A studio in the shape of a dodecahedrum 
star, one of the 4 Kepler-Poinsot polyhedrums 
at the basis of which rests the theory of aural 
section.
The dodecahedrum star has 12 star pentagon 
faces, 12 vertices and 30 points. The geome-
tric form of the pentagon contains different 
lengths connected to the aureal proportions, 
the relationship between two differing 
segments is considered the basis of objective 
beauty.
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Sleipnir Convivalis, 2010
ballpoint pen and watercolor
Arsenale, Venice
XII Biennale di Architettura
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wooden sculpture
Scale 1:5, hypothetical height 19 m
Italian Pavilion, Arsenale, Venice
XII Biennale di Architettura

Sleipnir Convivalis Quintus, 2010
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Pastrengo, 2007
Milan
Living unit
An elevated double living unit on the inside 
of a milanese loft. A live-work space for 
two people, two constructions that allow for 
privacy and are defined by their external 
structure. In this way, the original parallele-
piped is cut into two sections. 
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Sleipnir Musikanter, 2011
wooden sculpture 
h 12 m
Grythyttan, Sweden
Stugaproject 2011
Inspired by the Brothers Grimm story “The 
musicians of Bremen”, revisited through 
Norse mythology. The story’s characters 
become animals faithful to Odin: Sleipnir the 
horse, Geri and Freki the wolves, crows Hu-
ginn and Muninn. In the original story these 
animals are a donkey, dog, cat and rooster.
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Sleipnir Argus, 2013
wooden structure
 7 x 4 x 12 m
Lido di Spina, Comacchio, Ferrara
Casa Museo Remo Brindisi
Sleipnir Argus owes its name to the Greek 
ship Argo. Mythology informs us that that 
Spina was founded by the descendants of the 
Argonauts: 50 Greek heroes travelling by ship. 
This structure, made   of treated fir and pine, 
is 12 meters high and was built through a  
participatory workshop
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Sleipnir Bok, 2013
wooden structure
7 x 7 x 8 m
Grythyttan, Sweden
Stugaproject 2013
The installation is near Bokloppis of 
Sodrahyttan, a used book market, which also 
functions as a cafe and cultural center.
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BESTIARUM

Those fantastic, mythological or extinct individuals 
symbolize the link to an imagined realm which pushes 
us beyond the border of the real world. These indi-
viduals who live over this no man’s land let us live 
adventures beyond the border between reality and 
imagination. Few have seen them, many narrate 
about their features and anyone can depict them.
I thinks art has a pioneering role and so it has to 
explore the lands beyond the border: places that still 
have no maps nor guides. The space between so called 
contemporary art and architecture is of a borderline 
quality: I like to venture beyond it.

We don’t move by ourselves through this space, we are 
accompanied by our imagination. The journey is long 
and impervious, but this is also its charm, the charm 
of discovery which we love to share with our compa-
nions. When we place our first foot on the bridge we

feel shivers through our body: the fullness on which 
we stand in also the emptiness on which we transit. 
We feel like pioneers, but we know that even others 
have walked these paths and they have lived these 
emotions. Our fellow travelers are just like imagina-
ry friends; they appear when they are needed. They 
are like the actors in a script which is written as the 
story unfolds and always behave contrary to what is 
expected from them. It is only a matter of mischief, it 
is their way of making the conversation interesting. 
The bad one thinks he is good, whereas the good one 
has a bit of malice. Just as the Macbeth witches 
would say fair is soul and soul is fair. Every story 
needs those characters which animate the story, and 
there is no such thing as spaces without users. So we 
can imagine our universe and make it magical. Mi-
nor actors deform our daily perception. Great actors 
animate our dreams. Verum in Somnis.
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Sleipnir Langben II, 2011
iron sculpture
200 x 25 x 35 cm
AtelierFORTE, Milan
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Sleipnir Armatus Decimus, 2010
iron sculpture
165 x 80 x 70 cm
AtelierFORTE, Milan
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Sleipnir Skruv, 2010
iron sculpture
84 x 63 x 40 cm

Sleipnir MINI, 2008

Sleipnir Cursoris Multiplex, 

iron sculpture
22 x 20 x 12 cm

iron sculpture
83 x 22 x 14 cm
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Mammuthus Belli, 2011

wooden and iron structure
h 9 m, fang 6 m
Mediateca degli Atellani, Milan 
Norse Sauna
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Troll MINI, 2009
wooden sculpture
65 x 35 x 55 cm
AtelierFORTE, Milan

Troll, 2009
wooden small tables and stools
85 x 80 x 40 cm
AtelierFORTE, Milan

Troll Bis, 2011
wooden sculpture
75 x 234 x 36 cm
AtelierFORTE, Milan
A troll is a creature living in 
swedish forests, there is many kind 
of trolls, from giant to small size
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Fafnir, 2010
iron and wood sculpture
10 x 6 x 5 m
Triennale di Milano, Milan
1920-2010. Il Tesoro di Bomisa
11.927 MARCHI D´AUTORE. 

112

Salone Impluvium, first floor of 
La Triennale di Milano. The 
installation represents a dragon 
from Norse Mythology. Fafnir 
is the guardian of a hue treasure 
inside his belly: the Bomisa 
treasure
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Mini-Fafnir, 2014
iron sculpture
30 x 15 x 25 cm
AtelierFORTE, Milano
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Pilosauro XS, 2013
Iron jewel
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Phoenix, 2011
iron sculpture
Teatro Franco Parenti, Milan
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Scribus black, 2011
wood and iron
85 x 115 x 160 cm
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Grind, 2004
iron gate
330 x 390 x 30 cm
Milan

122





124

Sleipnir Julbock, 2009
wooden sculpture
5,5 x 10 x 15 m
AtelierFORTE workshop at NABA 
Milan
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Fenrir, 2009
iron and glass table
500 x 160 x 70 cm
Milan
Table sculpture inspired by the wolf Fenrir, 
son of Loki and the giant Angrboda. The 
wolf will fight Thor during Ragnarok, the 
battle of the gods
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HugMun black, 2012
wooden and iron sculpture
80 x 40 x 190 cm
AtelierFORTE, Milan
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Huginn, 2011 
iron  and marble
80 x 40 x 30 cm
AtelierFORTE, Milan
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Pliosaurus, 2009
iron sculpture
200 x 180 x 70 cm
AtelierFORTE, Milan
The sculpture is a representation of the 
skeleton of one of the largest marine reptiles 
of the Mesozoic period
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Libreria Convivalis, 2012
iron and wooden structure
203 x 170 x 40 cm
AtelierFORTE, Milan
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Sleipnir Radio, 2013
painted iron sculpture
60 x 25 x 170 cm
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Sideropithecus Fortis, 2009
iron sculpture
271 x 89 x 74 cm
Milan
Made for an exhibition dedicated to 
Cesare Lombroso, who studied the atavistic 
character of his patients related to their 
criminal behaviour. AtelierFORTE shows 
the important evolutionary step faced by 
primitive and captures it in a symbolic 
moment of ecstasy. The work has been shown 
in Milano, Bologna, Lecce, Torino at 
“Artieri domani”, an exhibit for the Italian 
150 years celebrations
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Homo Videomaticus, 2013
interactive sculpture
125 x 130 x 260 cm
AtelierFORTE, Milan
Homo Videomaticus eats your I € coins and 
turn them into pictures.
You can see the pictures on flickr.com/photos/
duilioforte
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MOTUS 
BELLI

I’m always searching for the fantastic dimension 
of things. Prehistory and science fiction are actually 
siblings. Archeology and astronomy work out the same 
problems, they work against time. There are always 
aspects of the investigation of nature, which is man’s 
ultimate calling, our most distinguishing characte-
ristic. Research on the nature that surrounds us, and 
research regarding man. When you conduct a scien-
tific experiment you have to have constants, which in 
turn allow you to measure the variables. Sometimes 
this represents a sort of challenge to the theme of form. 
Is form stronger than function?
It is also worthy of admiration when one is able to 
solve a problem with a pre-existing form. Looking 
at things from the outside, the forms slim down, 
become lighter, we perceive only the principal shapes. 

Up to which point can the form resist? How much 
can we file, erode, polish and refine it? And at the 
end of the day, when one repeats a pre-made scheme, 
the tendency is towards the classical. This means 
understanding just enough to be able to maintain 
an emotion. It’s like a battle between author and 
audience, a sort of game of complicity, which is at the 
base of perception. Complicity with the audience is an 
ambitious objective, this means that you can build 
and follow a path where each step is what the end 
user wants to receive. Every phrase comes from the 
previous one and introduces the next one. In this way 
the space is deformed and it can flow.
Our mind has trouble with the perception of space, 
it’s a sort of drunken state of perception which is at 
once pleasurable and disorienting. Space is not boring.
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Sleipnir Armatus, 2010
wooden sculpture
6,5 x 7,5 x 16 m
AtelierFORTE, Milan
Declaration of war against industry
Installation built to celebrate the declaration 
of war on industry, published by Duilio Forte 
in 2010, with the goal of reviving the power 
of art in industrial and serial-production 
contexts.
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Sleipnir Mobilis, 2010
wooden sculpture
4 x 2,5 x 9 m
Zona Ortica, Milan
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Sleipnir Trebuchet, 2010
wooden sculpture
10 x 5,5 x 11 m
Triennale di Milano
Work built in occasion of AtelierFORTE’s  
“Declaration of war on industry” during 
Milan Design Week. Triennale Bovisa. 
“Compasso di latta” workshop
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Sleipnir 1861, 2014
wooden sculpture
7 x 4 x 12 m
Turin, Italy
PAESAGGIO 3.0 – Salone Off
Built in front of Palazzo Carignano, location 
of the first Italian Parliament
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Sleipnir Automatum, 2012
wooden structure
6 x 3,5 x 12 m 
Grythyttan, Sweden
Stugaproject 2012
Sleipnir Automatum is a mobile installation. 
If a person enters into the central wheel and 
starts to walk, the rod connected to the other 
wheels moves the entire structure. 
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Sleipnir Venexia, 2008
wooden sculpture
6,5 x 11 x 14 m
Arsenale, Venice 
XI Biennale di Architettura
Sleipnir Venexia, built on the grounds of Voga 
Veneta in Mestre, departed on September 
11th 2008 at 11.00 and arrived at Arsenale 
di Venezia at 15.30. The installation contains 
oars and is partially powered by a motor, 
which traveled on four parallelepiped pieces of 
styrofoam 2 square meters each.
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Sleipnir Volta, 2013
wooden sculpture
7 x 4 x 12 m
Como, Italy
ComON Art
Sleipnir Volta, dedicated to Alessandro 
Volta, the scientists. It is accompanied by 
Huginn, an iron sculpture that hides a 
webcam inside. Huginn is Odin’s raven who 
returns with news from the Earth. In this 
avatar Huginn takes snapshopts from the 
sculpture’s point of view

170



171



Sleipnir Cine, 2014
wooden sculpture
Lido di Venezia, Venice
Open 17-2014
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OBSESSIO

Drawing is very important. It is a fantastic instru-
ment, having in fact always been the foundation of 
visual arts. In a drawing, especially when it is small 
and informal, the entire emotion and potential force 
of the work of art is already present. The hardest 
thing is to create a work of art and to maintain 
the same level of evocative capability. It is always 
a challenge because reality is, well, too real. Often 
it doesn’t give space to imagination which is alone 
capable of projecting and making reality live.
Reality is such only when filtered by our capability to 
imagine. In the project, as the word says, we project 
something in order to create a bigger reality. But the 

projection becomes useless if it lacks of development. 
The artwork has to be different from the project 
otherwise we wouldn’t ever have evolution and 
everything would be the same. Without chance and 
error there wouldn’t be evolution and it wouldn’t 
even make sense to fulfill projects: it would be better 
to leave them as they are, as foreseen possibilities. 
Instead I believe the greatest challenge is to overcome 
our projections and this would take place only through 
the infiltration of rules and overcoming an execution 
lacking of the unexpected and of the possible. It would 
be like removing the interpreting musician from a 
composition.
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Bastioni ArkiZoic, 2009
acrylic painting, pencil, ink and pastel 
on paper
50 x 70 cm
AtelierFORTE, Milan
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Sleipnir Florentia, 2009
wooden sculpture
6,5 x 11 x 19 m
Fortezza da Basso, Florence
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Ulisse s’ home, 2011
ballpoint pen on paper
AtelierFORTE, Milan
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Sleipnir Albus, 2010
wooden sculpture
7 x 4 x 12 m
Capalbio, Italy
Voyager workshop



187



Asgard Walls, 2011
ballpoint pen on paper
AtelierFORTE, Milan 
Asgard Exhibition
Residence of the gods in nordic mythology, 
connected to Midgard, land of the mortals, by 
a bridge called Bifrost. The walls of Asgard 
were constructed by a giant and his horse. 
From this story, the legend of Sleipnir, Odin’s 
horse, was born.
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Sleipnir Biologiska, 2011
wooden sculpture
2 x 3 x 7 m
Biologiska Museet, Stockholm
20 Designers at Biologiska
17th specimen of the Sleipnir series built 
during the Stockholm Design Week. 20 
Designer at Biologiska, an exhibition 
inside Stockholm Biologiska Museum about 
evolution, diversity, and universality, where 
contemporary design, art and light is housed 
in an unexpected context
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Loki Castle, 2011
acrylic painting, pencil, ink and pastel 
on paper
50 x 70 cm
AtelierFORTE, Milan
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Sleipnir Ex Silva, 2011
wooden sculpture
12 x 6 x 4 m
Politecnico di Milano, Milan
MIAW2 - Milan International 
Architectural Workshop 
From September 26 to 30, during the 
MIAW2 (Milano International 
Architectural Workshop), AtelierFORTE 
has made Sleipnir Ex Silva. 
The work, located within the Politecnico 
di Milano, is set in a court close to the 
buildings of the Faculty of Engineering. 
An opportunity for fifteen students from 
Italy, Egypt, India, Kosovo and Russia 
to apply woodworking techniques. The 
name of the Sleipnir is inspired by the UN 
International Year of Forests
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Vulci, 2009
watercolor, pen and pastel on paper
35 x 50 cm
AtelierFORTE, Milan
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Sleipnir Lambrus, 2012
wooden sculpture
8 x 5 x 15 m
Ventura Lambrate District, Milan
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Sleipnir Meano, 2014
wooden sculpture
7 x 4 x 12 m
Realized with the patronage 
of Comune di Corzano (Bs)
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SAKROS

Building a Sleipnir initiates as a relation with the 
territory and the space around it. It’s almost like a 
founding act.
When you place a construction in a natural space 
you alter its consolidated equilibrium. This creates 
a displacement that deforms our perception of both 
the natural and artificial space. Perhaps, without 
Sleipnir, the space where it dwells doesn’t exist 
perceptively. It is its presence which creates the nature 
around it. Nature exists in counterpoint to non- 
nature. Space creates itself by means of the user as a 
temporal dimension.
The human act is capable of transforming the 
perception of nature and so it helps us decipher it. 
Divinty is in nature, this is the most amazing thing. 
But to reach awareness sometimes a displacement is 
necessary, which is ultimately art. When I remove 

an artwork from its place, a void opens. This void 
completely sucks in the three-dimensional part of our 
perception making two-dimensional again. Whome-
ver looks at space this way feels the emptiness and the 
astonishment. Then, with time, seasons go by, and 
with them the voids and the astonishments.

The sacred has its own rituals. These are the gestu-
res and the procedures which accompany man in its 
challenge with our planet’s nature. They are a fire 
around which one can talk, a fresh breath of wind 
on the flaming face which is looking into the night’s 
darkness. Through small gestures we take back the 
great spiritual dimension of terrestrial nature. Our 
fears and our joys challenge each other in a continuous 
duel which allows a gradual effect on the landscape. 
A landscape which progressively becomes ours.
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Drakkar Yggdrasill, 2009
wooden structure
8 x 4 x 4 m
Grythyttan, Sweden
StugaProject 2009
AtelierForte, in collaboration with NABA 
(Milan) and the House of Design (Sweden). 
International workshop of Emergency 
Housing.
An ash tree called “the tree of the world”. 
Legend has it that during Ragnarok, the 
end of the world for the gods, a man and a 
woman were the only survivors who found 
refuge inside the roots of the tree. 
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Taenaris, 2006
iron and wood door
390 x 270 cm
Milan
Big door for a palace in Milan, in iron and
wood, located in via Perugino 26
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Sleipnir Nuncius, 2009
wooden sculpture
8 x 6 x 15 m
Vittoriale degli italiani
Gardone Riviera, Italy
To mark the 90th anniversary of the taking 
of river by the 2500 Legion led by Gabriele 
D’Annunzio
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Sleipnir Ratatoskr, 2010
wooden sculpture
8 x 6 x 15 m
Grythyttan, Sweden
Stugaproject 2010
Sleipnir Ratatoskr, like the famous squirrel 
who runs up and down the world tree 
Yggdrasil to carry messages between the 
unnamed eagle, perched atop Yggdrasil, and 
the wyrm Nidhöggr
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Sleipnir Lucianus, 2011
wooden sculpture
7 x 4 x 12 m
Farnese, Viterbo, Italy
The installation was called Lucianus in ho-
nor of Luciano Bonaparte, prince of Canino, 
Napoleon’s brother
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Sleipnir Thermarum, 2012
wooden sculpture
7 x 4 x 12 m
Terme del Bacucco, Viterbo, Italy
This work was constructed next to the 
ancient Terme del Bacucco, renowned since 
the times of the Etruscans and prized by the 
Romans as well. Michelangelo Buonarroti 
himself was so fascinated by the terme that 
he drew them twice. The drawings are now 
located in the French city of Vicar de Lille
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Asgard, 2010
ballpoint pen and acrilyc 
AtelierFORTE, Milan
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Sagitta, 2013
iron arrow
length 50 cm
AtelierFORTE, Milan
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Asgard, 2010
ballpoint pen and watercolor
AtelierFORTE, Milan
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Sleipnir Lùg, 2014
wooden sculpture
7 x 4 x 12 m
Piazza Castello, Lugano, Switzerland
“Scientia et Iuventus. I Paesaggi dell’Arte”

238



239







Sleipnir XXX, 2014
Triennale di Milano, Milan
Wooden sculpture
h 15 m
Triennale Design Museum 7
An installation dedicated to Duilio Forte | 
AtelierFORTE
Sleipnir XXXIII occupies part of the second 
floor walkway outside the Triennale. 
From Viale Alemagna you can see the head, 
peeping through the walls of the architecture 
of Muzio
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Sleipnir Park, 2014
wooden sculpture
4 x 7 x 12 m
Giardini Idro Montanelli, Milano
ArkiZoik Park
XXXV specimen of SLEIPNIR series
AtelierFORTE imagines a sustainable, 
ethical and engaging zoo.
A place without animals locked up, but inte-
ractive sculptures inspired by extinct species, 
and mythological or fantastic animals.
The participating sculptures have a techno-
logical core provided by makers and digital 
artists.  
Interactions between visitors and installa-
tions is possible by apps for smartphone and 
tablets
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Yggdrasill Steneby, 2008
iron and wood sculpture
160 x 210 x 550 cm
AtelierFORTE, Milan
AtelierFORTE Workshop with the Steneby 
School, Jan Hilmersson
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Sleipnir Spiken II, 2014
wooden structure
Grythyttan, Sweden
StugaProject  2014
This piece consists of a 10 m platform (in 
diameter), upon which rests a micro living 
space
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BIOGRAPHY

Duilio Forte is an artist of mixed Italian and 
Swedish origins. He graduated in architecture 
from the Polytechnic University of Milan and 
is involved in research in the realm of art, with 
particular attention to spatial dimensions. The 
goal of his work is to represent the scenography 
of every day life, the epic universe in which 
humans move. The practical Swedish tradition and 
its careful attention towards nature and simplicity 
merge with the grandeur and complexity of 
Italian artistic and cultural history. Since his early 
years, Duilio Forte lived the contrast between 
these two cultures as an incentive to find their 
perfect coexistence among the dimension of space 
and time.
AtelierFORTE was established by Duilio 
on March 13 1998.  It is a space in constant 
development and mutation where all projects and 
works that contribute to the definition of what he 
eventually came to define as the ArkiZoic style. 
The Atelier is the physical place where artistic 
and cultural streams come together. Sculptures 
and objects animate the space, as if playing a role 
in a film or a theater play, each one with its own 
personal skills and capabilities which contribute to 
the overall spectacle.
On February 12, 2009 Duilio Forte launched 
the ArkiZoic movement to celebrate the 200 
years since Darwin’s birth. The dominant artistic 
styles of theArkizoic manifesto are based on a 
central vital spirit, that vibrant breath, Anemos, 
which defines the uniqueness of our planet since 
450 million years ago. A vital spirit that was best 
understood by man during the age of the great 

Nordic and Classical myths.
Two distinctive materials define the ArkiZoic 
style: wood and iron. Wood is mainly used in the 
development of large architectural projects such 
as the Sleipnir series, the legendary eight-legged 
horse of Odin. Forte’s Sleipnirs are the Trojan 
horses which are able to conquer fortresses and 
arsenals, and to slip slightly over the lagoon of 
Venice and the lakes of the Swedish Bergslagen. 
Iron dominates in the plasticity of his sculptural 
works. Binding these two materials generates 
works with very special features: light weighted, 
yet very resistant structures. Two ancient materials 
which contribute to the visual definition of a 
world projected into the future, with deep roots in 
its history and tradition.
Duilio Forte is inspired by Norse mythology that 
helps him connect to the past in order to project 
a vision of the future. In Nordic tradition animals 
and natural elements are the dominant features, 
and Sleipnir is a most important character. Odin’s 
horse was born from the mighty Svaðilfari and 
the god Loki. Sleipnir has eight legs and it is the 
greatest horse ever. Its name means “he, who slips 
quickly” and it is able to travel by sea, by land and 
through the other worlds. Duilio Forte considers 
the horse as a symbol of exploration, discovery 
and conquest. It is also for him a meeting point 
between Greek and Norse mythology: the Trojan 
horse and Odin horse.
In 2008 and 2010 Duilio Forte participates in the 
Venice Architectural “Biennale” with two of his 
works, Sleipnir Venexia and Sleipnir Convivalis 
Quintus. In 2010 he was nominated for the Iakov 
Chernikhov International Prize for young archi-
tects.
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Remo Brindisi, Lido di Spina, Comacchio (FE)
Semi-Equi - Double solo exhibit, GAM Galleria d’arte 
moderna Genova Nervi
Sleipnir Drusi - Installazione permanente, Libera 
Università di Bolzano
Sleipnir Steam – Permanent installation, Fabbrica del 
Vapore, Milano
Castra Exemplorum - Temporary installation, Fabbrica 
del Vapore, Milano
2012
Huginn – Temporary installation, Paratissima, Turin
Sleipnir Automatum – Permanent installation at 
Grythyttan, Sweden
Sleipnir Thermarum – Permanent installation at Terme 
del Bacucco, Viterbo
Eva-sioni – Exhibit, Palazzo Vernazza, Lecce
Il Volo dei Corvi – Presentation of sculpture HugMun, 
AtelierFORTE, Milan
Le Segrete di Pastrengo – Collective exhibit, Pastrengo, 
Milan
Bois de Boulon by Missoni – Set, Milan
Flux III + HugMun II – Misiad Milano si 
autoproduce, La Fabbrica del vapore, Milan
Convivalis + HugMun I – Tabarellis, SpazioRT, Milan
Desk SKV – Capi d’opera, curated by Ugo La Pietra, 
Fondazione Cologni, Palazzo Morando, Milan
Huginn&Muninn – Sauna, Piacenza
Sleipnir Lambrus – Installation at Officina Temporanea 
– Ventura Lambrate District, Milan
SKELETOMACHIA, solo exhibit by Duilio Forte, 
Teatro Franco Parenti, Milan
STRUTTURE DEL NORD, Solo exhibit by Duilio 
Forte, ONO Arte Contemporanea, Bologna
2011
ASGARD – Solo exhibit, AtelierFORTE

MAIN RECENT EXHIBITIONS 
AND WORKS

2014
Sleipnir Meano - Permanent installation – Borgo dei 
Creativi, Meano (BS)
Sleipnir Tidonis - Permanent installation – CArD, 
Pianello Val Tidone
Sleipnir Cine - Temporary installation at Open, Lido di 
Venezia
Sleipnir Spiken II - Permanent installation, Grythyttan, 
Svezia
Sleipnir Park – Temporary installation, Giardini Indro 
Montanelli, Milano
Harpago Salis – Temporary installation, Magazzini del 
Sale, Venezia
Sleipnir 1861 - Temporary installation, Piazza 
Carignano, Torino
Sleipnir XXXIII - Temporary installation, Triennale 
di Milano
Sleipnir Lúg - Temporary installation, Lugano, Canton 
Ticino (CH)
2013
Sleipnir Alea - Temporary installation, ART.4, Fossano 
(CN)
Sleipnir Volta - Temporary installation, Streetscape2, 
Como
The centuries long detail - Collective exhibit, Cheongju 
International Craft Biennale, South Korea
Sleipnir Argus Junior - Temporary installation, 
Trepponti di Comacchio (FE)
Sleipnir Bok - Permanent installation, Grythyttan, 
Svezia
Sleipnir Argus - Permanent installation, Casa Museo 
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La Casa di Ulisse, curated by Alessandro Guerriero, La 
Fabbrica del vapore, Milano
Phoenix Turris – 012 Profetica, curated by Fortunato 
D’Amico and Chiara Canali, Torino
Sleipnir Ex Silva - Permanent installation at Politecnico 
di Milano
Opening of  the art gallery Ono Arte Contemporanea, 
Bologna
Mammuthus Belli - Temporary Installation at 
Mediateca degli Atellani and Terme di porta Romana, 
Milano
La Foresta di Sleipnir - Temporary Installation at 
Rotonda della Besana, Milano
SCRIBUS - 20 designer at Biologiska, curated by 
Fredrik Farg and Emma Marga Blanche, Stockholm
Sleipnir Biologiska - Temporary Installation at 
Biologiska Museet, Stoccolma
2010
SLEIPNIR - Solo exhibit, AtelierFORTE
Fafnir, IL TESORO DI BOMISA, Triennale di 
Milano
WOOD 2010, Virserum Art Museum, Svezia
Sleipnir Convivalis Quintus - XII Biennale di 
Architettura, Venezia
Sleipnir Ratatoskr - Permanent Installation in 
Grythyttan, Svezia
Sleipnir Albus - Temporary Installation in Capalbio 
(GR )
Ospiti inaspettati, Casa Boschi di Stefano, Milano
Sleipnir Trebuchet - Temporary Installation at 
Triennale Bovisa, Milano
Sleipnir Troll, Spazio RT, Milano
Isflamma – International ice & fire art festival, 
Hallefors, Svezia
before 2009

Sideropithecus Fortis - Affetti da cretinismo, via 
Pastrengo, Milano
Sleipnir Nuncius - Temporary Installation at Vittoriale 
degli Italiani, Gardone Riviera (BS)
ArkiZoic Obsessio, Solo exhibit by Duilio Forte, Fortezza 
da Basso, Firenze
Sleipnir Florentia - Temporary Installation at Fortezza 
da Basso, Firenze
Yggdrasill Steneby - Solo exhibit by Duilio Forte, Dåls 
Långed, Svezia
Sleipnir Venexia - Temporary Installation at XI 
Biennale di Architettura di Venezia
Sleipnir Spiken - Permanent Installation at Grythyttan, 
Svezia

Main recent publications
2014: TDM7
2013: Inventario, Artribune, TicinoSette, Arkitekten, 
Interni, Ottagono, Il Resto del Carlino, La Nuova 
Ferrara
2012: Wired, Norr Magazin, Gazzetta del 
Mezzogiorno, Elle Decor, Sky Arte
2011  CasaVOGUE, Elle Corea, DCasa, GCasa, Design 
Diffusion News, Rai5
2010 NewYork Times, Domus, Sole 24 Ore, Corriere 
della sera, BundPic Cina
Until 2009 Nordisk Interior, Abitare, Interni, Of Arch, 
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SLEIPNIR’S BIRTH

The Æsir, the gods, had just settled down in the 
new land of Migarr and they had just built the 
Valhöll, when an artisan offered them the possi-
bility to enclose Ásgarr by building a strong wall 
which could resist to the giant’s attacks. The work 
would have been completed in only three seasons 
and the artisan asked as a reward Freyia the god-
dess of beauty, the sun and the moon. The gods 
got together and they decided to tell the artisan 
to complete the work in only one season, the win-
ter, and without help from other men in order to 
receive the rewards.
The artisan said he would agree only if he could 
have some help from his horse, Svailfoeri. Loki 
gave him his consent and the agreement was sig-
ned.
The fortified village started to be built up by the 
first day of the winter and the work, thanks to 
Svailfoeri, proceeded with incredible speed.
By the end of the six months of winter the work 
was actually almost done.
The gods, panicked by the thought of having to 
give up Freyia, the sun and the moon, and accu-
sing Loki of signing the pact, they commanded 
him to find an immediate solution, otherwise he 
would have been convicted to a terrible death. 
Loki, wrapped up in great fear, turned into a mare 
and seduced the strong horse Svailfoeri which, by 
tearing the reins, ran off in the forest where he 
stayed in the mare’s company through the entire 
night and thy day after. The artisan, wrapped in 
an uncontrollable rage, typical of the giants, for 
failing the job, unveiled his true nature. The gods, 

once the giant had reveiled himself, immediately 
called Thor for help, who had left to fight the 
Trolls.
When Thor arrived, he smashed, without hesita-
tion and with his powerful hammer Mjöllnir, the 
giant’s head. Thus Sleipnir was born from Loki 
and the horse Svailfoeri’s union, the best horse of 
all horses among all gods and men, endowed with 
eight legs. Sleipnir was given to Odin and so he 
became his steed.
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Asgard
In Norse religion, Asgard (Old Norse: ‘’Ásgarðr’’; 
“Enclosure of the Æsir”) is one of the Nine 
Worlds and home to the Æsir tribe of gods. It is 
surrounded by an incomplete wall attributed to a 
Hrimthurs riding the stallion Svaðilfari, according 
to Gylfaginning. Odin and his wife, Frigg, are the 
rulers of Asgard.
One of Asgard’s well known locations is Valhalla, 
in which Odin rules. [...]
The primary sources regarding Asgard come 
from the Prose Edda, written in the 13th century by 
Icelandic Snorri Sturluson, and the Poetic Edda, 
compiled in the 13th century from a basis of much 
older Skaldic poetry.
The Prose Edda presents two views regarding 
Asgard.
In the Prologue Snorri offers an euhemerized 
and Christian-influenced interpretation of the 
myths and tales of his forefathers. As-gard, he 
conjectures, is the home of the Æsir (singular Ás) 
in As-ia, making a folk etymological connection 
between the three “As-”; that is, the Æsir were 
“men of Asia”, not gods, who moved from Asia to 
the north and some of which intermarried with the 
peoples already there. Snorri’s interpretation of 
the 13th century foreshadows 20th-century views 
of Indo-European migration from the east.
Snorri further writes that Asgard is a land more 
fertile than any other, blessed also with a great 
abundance of gold and jewels. Correspondingly, 

the Æsir excelled beyond all other people in 
strength, beauty and talent.[...]
In Gylfaginning, Snorri presents the mythological 
version taken no doubt from his sources. 
Icelanders were still being converted at that time. 
He could not present the myths as part of any 
current belief. Instead he resorts to a debunking 
device: Gylfi, king of Sweden before the Æsir, 
travels to Asgard and finds there a large hall 
(Valhalla) in Section 2.
Within are three officials, whom Gylfi in the 
guise of Gangleri is allowed to question about the 
Asgard and the Æsir. A revelation of the ancient 
myths follows, but at the end the palace and the 
people disappear in a clap of thunder and Gylfi 
finds himself alone on the plain, having been 
deluded (Section 59).
In Gylfi’s delusion, ancient Asgard was ruled by 
the senior god, the all-father, who had twelve 
names. He was the ruler of everything and the 
creator of heaven and earth (Section 3). During a 
complex creation myth in which the cosmic cow 
licked Búri free from the ice, the sons of Buri’s 
son, Bor, who were Odin, Vili and Vé, constructed 
the universe and put Midgard in it as a residence 
for the first human couple, Ask and Embla, whom 
they created from driftwood trees in Section 9.
The sons of Bor then constructed Asgard (to be 
identified with Troy, Snorri insists in section 9) as 
a home for the Æsir, who were divinities. Odin is 
identified as the all-father. Asgard is conceived 
as being on the earth. A rainbow bridge, Bifröst, 
connects it to heaven (Section 13). In Asgard also is 
a temple for the 12 gods, Gladsheim, and another 
for the 12 goddesses, Vingólf. The plain of Idavoll 
is the centre of Asgard (Section 14). [...]

GLOSSARY
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Toward the end of the chapter (Section 39) Snorri 
becomes prophetic, describing Ragnarök, the 
twilight of the gods. Much of it sounds like the 
Apocalypse, by which Snorri, a Christian, can 
hardly fail to have been influenced. It will begin 
with three winters of snow, with no summers 
in between. Wars will follow, then earthquakes 
and tidal waves. The sky will split open and out 
will ride the sons of Muspell intent on universal 
destruction. They will try to enter heaven but 
Bifröst will break (Section 55). Heimdall will blow 
his mighty horn Gjöll and the Æsir and Einherjar 
will ride out to battle. Most of the Æsir will die 
and Asgard be destroyed. [...]
Afterwards, the earth rises again from the sea, is 
fairer than before, and where Asgard used to be 
a remnant of the Æsir gather, some coming up 
from Hel, and talk and play chess all day with the 
golden chessmen of the ancient Æsir, which they 
find in the grass (Section 58). [...]

“Asgard.” Wikipedia, The Free Encyclopedia. 
Wikimedia Foundation, Inc. 24 June 2014. Web. 22 
July. 2014 
http://en.wikipedia.org/wiki/Asgard

Bastu
In Sweden and Norway saunas are found in many 
places, and are known as ‘bastu’ (from ‘badstuga’ = 
bath house).
In Europe the Nordic countries have a sauna 
tradition. The Finnish sauna culture is well 
established, there are built-in-saunas in almost

every house in Finland. The oldest known saunas 
in Finland were made from pits dug in a slope 
in the ground and primarily used as dwellings 
in winter. The sauna featured a fireplace where 
stones were heated to a high temperature. Water 
was thrown over the hot stones to produce steam 
and to give a sensation of increased heat. This 
would raise the apparent temperature so high 
that people could take off their clothes. The 
first Finnish saunas are what nowadays are called 
savusaunas, or smoke saunas. These differed from 
present-day saunas in that they were heated by 
heating a pile of rocks called kiuas by burning 
large amounts of wood about 6 to 8 hours, and 
then letting the smoke out before enjoying 
the löyly, or sauna heat. A properly heated 
“savusauna” gives heat up to 12 hours.
As a result of the industrial revolution, the sauna 
evolved to use a metal woodstove, or kiuas [‘kiu.
as], with a chimney. Air temperatures averaged 
around 70–80 degrees Celsius (160–180 degrees 
Fahrenheit) but sometimes exceeded 90 °C (194 
°F) in a traditional Finnish sauna. [...] Although 
the culture of sauna nowadays is more or less 
related to Finnish culture, the evolution of sauna 
happened around the same time both in Finland 
and the Baltic countries sharing the same meaning 
and importance of sauna in daily life, shared still 
to this day.
“Sauna.” Wikipedia, The Free Encyclopedia. 
Wikimedia Foundation, Inc. 3 June 2014. Web. 22 July. 
2014 
http://en.wikipedia.org/wiki/Sauna
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Fafnir
Fáfnir (Old Norse and Icelandic) or Frænir was 
a son of the dwarf king Hreidmar and brother 
of Regin, Lyngheiðr, Lofnheiðr and Ótr. After 
being affected by the curse of Andvari’s ring and 
gold, Fafnir became a dragon and was slain by 
Sigurd.
In the Icelandic Volsunga Saga (late 13th century), 
Fáfnir was a dwarf with a powerful arm and 
fearless soul. He guarded his father’s house 
of glittering gold and flashing gems. He was 
the strongest and most aggressive of the three 
brothers.
Regin recounts to Sigurd how Odin, Loki and 
Hœnir were traveling when they came across 
Ótr, who had the likeness of an otter during the 
day. Loki killed the otter with a stone and the 
three Æsir skinned their catch. The gods came 
to Hreidmar’s dwelling that evening and were 
pleased to show off the otter’s skin. Hreidmar 
and his remaining two sons then seized the gods 
and held them captive while Loki was made to 
gather the ransom, which was to stuff the otter’s 
skin with gold and cover its outside with red gold. 
Loki fulfilled the task by gathering the cursed 
gold of Andvari as well as the ring, Andvaranaut, 
both of which were told to Loki as items that 
would bring about the death of whoever possessed 
them. Fáfnir then killed Hreidmar to get all the 
gold for himself. He became very ill-natured and 
greedy, so he went out into the wilderness to keep 
his fortune, eventually turning into a serpent or 
dragon (symbol of greed) to guard his treasure. 
Fáfnir also breathed poison into the land around 
him so no one would go near him and his treasure, 

wreaking terror in the hearts of the people.
Regin plotted revenge so that he could get 
the treasure and sent his foster-son, Sigurd 
Fåvnesbane, to kill the dragon. Regin instructed 
Sigurd to dig a pit in which he could lie in wait 
under the trail Fáfnir used to get to a stream and 
there plunge his sword, Gram, into Fafnir’s heart 
as he crawls over the pit to the water. Regin then 
ran away in fear, leaving Sigurd to the task. As 
Sigurd dug, Odin appeared in the form of an old 
man with a long beard, advising the warrior to dig 
more trenches for the blood of Fafnir to run into, 
presumably so that Sigurd does not drown in the 
blood. The earth quaked and the ground nearby 
shook as Fafnir appeared, blowing poison into 
his path as he made his way to the stream. Sigurd, 
undaunted, stabbed Fafnir in the left shoulder 
as he crawled over the ditch he was lying in and 
succeeded in mortally wounding the dragon. As 
the creature lies there dying, he speaks to Sigurd 
and asks him what his name is, what his father’s 
and mother’s names are, and who sent him to kill 
such a terrifying dragon. Fafnir figures out that 
his own brother, Regin, plotted this, and predicts 
that Regin will also cause Sigurd’s death. Sigurd 
tells Fáfnir that he will go back to the dragon’s 
lair and take all his treasure. Fafnir warns Sigurd 
that all who possess the gold will be fated to die, 
but Sigurd replies that all men must one day die 
anyway, and it is the dream of many men to be 
wealthy until that dying day, so he will take the 
gold without fear.

“Fafnir.” Wikipedia, The Free Encyclopedia. 
Wikimedia Foundation, Inc. 15 May 2014. Web. 22 
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chapter 25, where the enthroned figure of High 
tells Gangleri (described as King Gylfi in disguise) 
about the god Týr. High says that one example 
of Týr’s bravery is that when the Æsir were luring 
Fenrir (referred to here as Fenrisúlfr) to place 
the fetter Gleipnir on the wolf, Týr placed his 
hand within the wolf ’s mouth as a pledge. This 
was done at Fenrir’s own request because he did 
not trust that the Æsir would let him go. As a 
result, when the Æsir refused to release him, he 
bit off Týr’s hand at a location “now called the 
wolf-joint” (the wrist), causing Týr to be one-
handed and “not considered to be a promoter of 
settlements between people.”
In chapter 34, High describes Loki, and says 
that Loki had three children with a female 
jötunn named Angrboða located in the land of 
Jötunheimr; Fenrisúlfr, the serpent Jörmungandr, 
and the female being Hel. High continues that, 
once the gods found that these three children 
were being brought up in the land of Jötunheimr, 
and when the gods “traced prophecies that from 
these siblings great mischief and disaster would 
arise for them” the gods expected a lot of trouble 
from the three children, partially due to the 
nature of the mother of the children, yet worse 
so due to the nature of their father. [...] The gods 
noticed that Fenrir was growing rapidly every day, 
and since all prophecies foretold that Fenrir was 
destined to cause them harm, the gods formed 
a plan. The gods prepared three fetters: The 
first, greatly strong, was called Leyding. They 
brought Leyding to Fenrir and suggested that 
the wolf try his strength with it. Fenrir judged 
that it was not beyond his strength, and so let 

July. 2014 
http://en.wikipedia.org/wiki/Fafnir

Fenrir
In Norse mythology, Fenrir (Old Norse: “fen-
dweller”), Fenrisúlfr (Old Norse: “Fenris wolf ”), 
Hróðvitnir (Old Norse: “fame-wolf ”), or 
Vánagandr (Old Norse: “the monster of the river 
Ván”) is a monstrous wolf. Fenrir is attested in the 
Poetic Edda, compiled in the 13th century from 
earlier traditional sources, and the Prose Edda and 
Heimskringla, written in the 13th century by Snorri 
Sturluson. In both the Poetic Edda and Prose Edda, 
Fenrir is the father of the wolves Sköll and Hati 
Hróðvitnisson, is a son of Loki, and is foretold to 
kill the god Odin during the events of Ragnarök, 
but will in turn be killed by Odin’s son Víðarr.
In the Prose Edda, additional information is 
given about Fenrir, including that, due to the 
gods’ knowledge of prophecies foretelling great 
trouble from Fenrir and his rapid growth, the 
gods bound him, and as a result Fenrir bit off the 
right hand of the god Týr. Depictions of Fenrir 
have been identified on various objects, and 
scholarly theories have been proposed regarding 
Fenrir’s relation to other canine beings in Norse 
mythology. Fenrir has been the subject of artistic 
depictions, and he appears in literature. [...]
In the Prose Edda, Fenrir is mentioned in three 
books: Gylfaginning, Skáldskaparmál and Háttatal.
In chapter 13 of the Prose Edda book Gylfaginning, 
Fenrir is first mentioned in a stanza quoted from 
Völuspá. Fenrir is first mentioned in prose in 
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the gods do what they wanted with it. At Fenrir’s 
first kick the bind snapped, and Fenrir loosened 
himself from Leyding. The gods made a second 
fetter, twice as strong, and named it Dromi. The 
gods asked Fenrir to try the new fetter, and that 
should he break this feat of engineering, Fenrir 
would achieve great fame for his strength. Fenrir 
considered that the fetter was very strong, yet 
also that his strength had grown since he broke 
Leyding, yet that he would have to take some 
risks if he were to become famous. Fenrir allowed 
them to place the fetter.
When the Æsir exclaimed that they were ready, 
Fenrir shook himself, knocked the fetter to 
the ground, strained hard, and kicking with his 
feet, snapped the fetter – breaking it into pieces 
that flew far into the distance. [...] so Odin 
sent Freyr’s messenger Skírnir down into the 
land of Svartálfaheimr to “some dwarfs” and 
had them make a fetter called Gleipnir. The 
dwarves constructed Gleipnir from six mythical 
ingredients. After an exchange between Gangleri 
and High, High continues that the fetter was 
smooth and soft as a silken ribbon, yet strong 
and firm. The messenger brought the ribbon 
to the Æsir, and they thanked him heartily for 
completing the task.

“Fenrir.” Wikipedia, The Free Encyclopedia. 
Wikimedia Foundation, Inc. 13 July 2014. Web. 22 July. 
2014 
http://en.wikipedia.org/wiki/Fenrir

Huginn e Muninn
In Norse mythology, Huginn (from Old Norse 
“thought”) and Muninn (Old Norse “memory” 
or “mind”) are a pair of ravens that fly all over 
the world, Midgard, and bring information to 
the god Odin. Huginn and Muninn are attested 
in the Poetic Edda, compiled in the 13th century 
from earlier traditional sources: the Prose Edda and 
Heimskringla, written in the 13th century by Snorri 
Sturluson; in the Third Grammatical Treatise, 
compiled in the 13th century by Óláfr Þórðarson; 
and in the poetry of skalds. The names of the 
ravens are sometimes modernly anglicized as 
Hugin and Munin.
In the Poetic Edda, a disguised Odin expresses 
that he fears that they may not return from their 
daily flights. The Prose Edda explains that Odin is 
referred to as “raven-god” due to his association 
with Huginn and Muninn. In the Prose Edda and 
the Third Grammatical Treatise, the two ravens 
are described as perching on Odin’s shoulders. 
Heimskringla details that Odin gave Huginn and 
Muninn the ability to speak. [...]
In the Poetic Edda poem Grímnismál, the god Odin 
(disguised as Grímnir) provides the young Agnarr 
with information about Odin’s companions. 
He tells the prince about Odin’s wolves Geri 
and Freki, and, in the next stanza of the poem, 
states that Huginn and Muninn fly daily across 
the entire world, Midgard. Grímnir says that he 
worries Huginn may not come back, yet more 
does he fear for Muninn:
Benjamin Thorpe translation:
“Hugin and Munin fly each day
over the spacious earth.
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I fear for Hugin, that he come not back,
yet more anxious am I for Munin”.
In the Prose Edda book Gylfaginning (chapter 38), 
the enthroned figure of High tells Gangleri (king 
Gylfi in disguise) that two ravens named Huginn 
and Muninn sit on Odin’s shoulders. The ravens 
tell Odin everything they see and hear. Odin 
sends Huginn and Muninn out at dawn, and the 
birds fly all over the world before returning at 
dinner-time. As a result, Odin is kept informed 
of many events. High adds that it is from this 
association that Odin is referred to as “raven-
god”. [...]
In the Heimskringla book Ynglinga Saga, an 
euhemerized account of the life of Odin is 
provided. Chapter 7 describes that Odin had two 
ravens, and upon these ravens he bestowed the 
gift of speech. These ravens flew all over the land 
and brought him information, causing Odin to 
become “very wise in his lore.”
In the Third Grammatical Treatise an anonymous 
verse is recorded that mentions the ravens flying 
from Odin’s shoulders; Huginn seeking hanged 
men, and Muninn slain bodies. 
The verse reads:
Two ravens flew from Hnikar’s [Óðinn’s]
shoulders; Huginn to the hanged and
Muninn to the slain [lit. corpses].

“Huginn e Muninn.” Wikipedia, The Free 
Encyclopedia. Wikimedia Foundation, Inc. 26 June 
2014. Web. 22 July. 2014 
http://en.wikipedia.org/wiki/Huginn_and_Muninn

Ragnarok
In Norse mythology, Ragnarök is a series of 
future events, including a great battle foretold 
to ultimately result in the death of a number of 
major figures (including the gods Odin, Thor, 
Týr, Freyr, Heimdallr, and Loki), the occurrence 
of various natural disasters, and the subsequent 
submersion of the world in water. Afterward, the 
world will resurface anew and fertile, the surviving 
and returning gods will meet, and the world will 
be repopulated by two human survivors.
The event is attested primarily in the Poetic 
Edda, compiled in the 13th century from earlier 
traditional sources, and the Prose Edda, written in 
the 13th century by Snorri Sturluson. In the Prose 
Edda, and a single poem in the Poetic Edda, the 
event is referred to as Ragnarök or Ragnarøkkr 
(Old Norse “Fate of the Gods” and “Twilight 
of the Gods” respectively), a usage popularized 
by 19th-century composer Richard Wagner with 
the title of the last of his Der Ring des Nibelungen 
operas, Götterdämmerung (1876). [...]
The Poetic Edda contains various references to 
Ragnarök:
In the Poetic Edda poem Völuspá, references to 
Ragnarök begin from stanza 40 until 58, with the 
rest of the poem describing the aftermath. [...]
Snorri Sturluson’s Prose Edda quotes heavily 
from Völuspá and elaborates extensively in prose 
on the information there, though some of this 
information conflicts with that provided in Völuspá. 
[...]
In the Prose Edda book Gylfaginning, various 
references are made to Ragnarök. Ragnarök is 
first mentioned in chapter 26, where the throned 
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figure of High, king of the hall, tells Gangleri 
(King Gylfi in disguise) some basic information 
about the goddess Iðunn, including that her 
apples will keep the gods young until Ragnarök.
In chapter 34, High describes the binding of the 
wolf Fenrir by the gods, causing the god Týr to 
lose his right hand, and that Fenrir remains there 
until Ragnarök. Gangleri asks High why, since 
the gods could only expect destruction from 
Fenrir, they did not simply kill Fenrir once he 
was bound. High responds that “the gods hold 
their sacred places and sanctuaries in such respect 
that they chose not to defile them with the wolf ’s 
blood, even though the prophecies foretold that 
he would be the death of Odin.” [...]
Chapter 51 provides a detailed account of 
Ragnarök interspersed with various quotes 
from Völuspá, while chapters 52 and 53 describe 
the aftermath of these events. In Chapter 51, 
High states the first sign of Ragnarök will be 
Fimbulvetr, during which time three winters 
will arrive without a summer, and the sun will 
be useless. High details that, prior to these 
winters, three earlier winters will have occurred, 
marked with great battles throughout the world. 
During this time, greed will cause brothers to kill 
brothers, and fathers and sons will suffer from 
the collapse of kinship bonds. High then quotes 
stanza 45 of Völuspá. [...] The earth and mountains 
will shake so violently that the trees will come 
loose from the soil, the mountains will topple, and 
all restraints will break, causing Fenrir to break 
free from his bonds. [...]
Fenrir swallows Odin, though immediately 
afterward his son Víðarr kicks his foot into 

re-growth cycle, and posits the tree
tree Yggdrasil to carry messages between the 
eagle Hræsvelgr, perched atop Yggdrasil, and the 
wyrm Níðhöggr, who dwells beneath one of the 
three roots of the tree. Ratatoskr is attested in 
the Poetic Edda, compiled in the 13th century from 
earlier traditional sources, and the Prose Edda, 
written in the 13th century by Snorri Sturluson. 
[...]
In the Poetic Edda poem Grímnismál, the god Odin 
(disguised as Grímnir) says that Ratatoskr runs up 
and down Yggdrasil bringing messages between 
the eagle perched atop it and Níðhöggr below it:

Benjamin Thorpe translation:
“Ratatösk is the squirrel named, who has run
in Yggdrasil’s ash;
he from above the eagle’s words must carry,
and beneath the Nidhögg repeat”.

Ratatoskr is described in the Prose Edda’s 
Gylfaginning’s chapter 16, in which High states 
that: “An eagle sits at the top of the ash, and it 
has knowledge of many things. Between its eyes 
sits the hawk called Vedrfolnir [...]. The squirrel 
called Ratatosk [...] runs up and down the ash. He 
tells slanderous gossip, provoking the eagle and 
Nidhogg”.

Theories:
According to Rudolf Simek, “the squirrel 
probably only represents an embellishing detail 
to the mythological picture of the world-ash in 
Grímnismál”. Hilda Ellis Davidson, describing 
the world tree, states the squirrel is said to gnaw 
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Heimdallr, and the two kill one another. Surtr 
covers the earth in fire, causing the entire world to 
burn. [...]
At the beginning of chapter 52, Gangleri asks 
“what will be after heaven and earth and the 
whole world are burned? All the gods will be dead, 
together with the Einherjar and the whole of 
mankind. Didn’t you say earlier that each person 
will live in some world throughout all ages?”
The figure of Third, seated on the highest throne 
in the hall, responds that there will be many good 
places to live, but also many bad ones. [...]
Chapter 53 begins with Gangleri asking if any of 
the gods will survive, and if there will be anything 
left of the earth or the sky. High responds that 
the earth will appear once more from the sea, 
beautiful and green, where self-sown crops grow. 
[...]
High reveals that two humans, Líf and Lífþrasir, 
will have also survived the destruction by hiding 
in the wood Hoddmímis holt. These two survivors 
consume the morning dew for sustenance, 
and from their descendants the world will be 
repopulated. [...]

“Ragnarok.” Wikipedia, The Free Encyclopedia. 
Wikimedia Foundation, Inc. 9 July 2014. Web. 22 July. 
2014 
http://en.wikipedia.org/wiki/Ragnarök

Ratatoskr
In Norse mythology, Ratatoskr (Old Norse, 
generally considered to mean “drill-tooth” or 
“bore-tooth”) is a squirrel who runs up and 

re-growth cycle, and posits the tree symbolizes 
ever-changing existence. John Lindow points 
out that Yggdrasil is described as rotting on one 
side and as being chewed on by four harts and 
Níðhöggr, and that, according to the account in 
Gylfaginning, it also bears verbal hostility in the 
fauna it supports. Lindow adds that “in the sagas, 
a person who helps stir up or keep feuds alive by 
ferrying words of malice between the participants 
is seldom one of high status, which may explain 
the assignment of this role in the mythology to a 
relatively insignificant animal”.
Richard W. Thorington Jr. and Katie Ferrell 
theorize that “the role of Ratatosk probably 
derived from the habit of European tree squirrels 
(Sciurus vulgaris) to give a scolding alarm call in 
response to danger. It takes little imagination for 
you to think that the squirrel is saying nasty things 
about you.”

“Ratatoskr.” Wikipedia, The Free Encyclopedia. 
Wikimedia Foundation, Inc. 22 July 2014. Web. 22 
July. 2014 
http://en.wikipedia.org/wiki/Ratatoskr

Sleipnir
In the Prose Edda book Gylfaginning, Sleipnir is 
first mentioned in chapter 15 where the ethroned 
figure of High says that every day the Æsir ride 
across the bridge Bifröst, and provides a list of the 
Æsir’s horses. The list begins with Sleipnir: “best 
is Sleipnir, he is Odin’s, he has eight legs.” In 
chapter 41, High quotes the Grímnismál stanza that 
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mentions Sleipnir.
In chapter 42, Sleipnir’s origins are described. 
Gangleri (described earlier in the book as King 
Gylfi in disguise) asks High who the horse Sleipnir 
belongs to and what there is to tell about it. High 
expresses surprise in Gangleri’s lack of knowledge 
about Sleipnir and its origin. High tells a story set 
“right at the beginning of the gods’ settlement, 
when the gods at established Midgard and built 
Val-Hall” about an unnamed builder who has 
offered to build a fortification for the gods 
in three seasons that will keep out invaders in 
exchange for the goddess Freyja, thesun, and 
the moon. After some debate, the gods agree to 
this, but place a number of restrictions on the 
builder, including that he must complete the work 
within three seasons with the help of no man. The 
builder makes a single request; that he may have 
help from his stallionSvaðilfari, and due to Loki’s 
influence, this is allowed. The stallion Svaðilfari 
performs twice the deeds of strength as the 
builder, and hauls enormous rocks to the surprise 
of the gods. The builder, with Svaðilfari, makes 
fast progress on the wall, and three days before 
the deadline of summer, the builder was nearly 
at the entrance to the fortification. The gods 
convene, and figured out who was responsible, 
resulting in a unanimous agreement that, along 
with most trouble, Loki was to blame.
The gods declare that Loki would deserve a 
horrible death if he could not find a scheme that 
would cause the builder to forfeit his payment, 
and threatened to attack him. Loki, afraid, swore 
oaths that he would devise a scheme to cause the 
builder to forfeit the payment, whatever it would 

cost himself. That night, the builder drove out 
to fetch stone with his stallion Svaðilfari, and 
out from a wood ran a mare. The mare neighed 
at Svaðilfari, and “realizing what kind of horse 
it was,” Svaðilfari becomes frantic, neighs, tore 
apart his tackle, and runs towards the mare. The 
mare runs to the wood, Svaðilfari follows, and the 
builder chases after. The two horses run around 
all night, causing the building work to be held 
up for the night, and the previous momentum of 
building work that the builder had been able to 
maintain was not continued.
When the Æsir realize that the builder is a 
hrimthurs, they disregard their previous oaths 
with the builder, and call for Thor. Thor arrives, 
and kills the builder by smashing the builder’s 
skull into shards with the hammer Mjöllnir. 
However, Loki had “such dealings” with 
Svaðilfari that “somewhat later” Loki gave birth 
to a gray foal with eight legs; the horse Sleipnir, 
“the best horse among gods and men.”

“Sleipnir.” Wikipedia, The Free Encyclopedia. 
Wikimedia Foundation, Inc. 16 March 2014. Web. 22 
July. 2014 
http://en.wikipedia.org/wiki/Sleipnir

Spiken
Lake Spiken is a lake in the district of Hällefors, 
Sweden.
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Stuga
Finnish: mökki, Finland Swedish: stuga or villa: 
small residential buildings, usually intended for 
families, often in the form of single or double 
cabin, and sometimes cellar cabin. The oldest 
and simplest form of the stuga is one-bedroom 
cottage, which originally had an opening in 
the roof for the fireplace’s smoke and for the 
daylight. 
The stuga originally included a living room and 
a kitchen; nowadays the term usually indicates a 
vacation house in the countryside.  
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