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Abstract

My Bucknell Honors Thesis submission for the Film and Media Studies department
consists of two different parts. The first part is a 5-minute short film, titled
“the bachelor machine” that I created through a year-long process of pre-production
(idea generation), production (the film shoot itself), and post production (editing, sound
design, color grading). The second part of my Honors Thesis submission is an Artist’s
Statement that explains the processes by which I created the film, outlining each
aforementioned step in the production process. I also examine the avenues by which I
was inspired to create this product, through my previous experiences in Bucknell courses
as well as other pieces of media, those themes subsequently surfacing in my final
product. Ultimately, this Honors Thesis is a reflection of both film production and film
theory and criticism as taught in the Film and Media Studies department at Bucknell.

The short film can be viewed here: https://youtu.be/JhHux5v6c88
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Reflection on the Creative Process

“Art” is an intentional human expression, which is intended as art, that is
designed to produce an emotional response that allows for consideration of, and
reflection upon, the human condition. Although a risky proposition, it seems to me that
any attempt to define art first must include some element of human, and therefore artist
and artistic, intentionality. Secondly, in trying to define art without resorting to simply
giving examples, it seems easier to consider the question of “What is the job of art?” And
this raises the question of "Who is an artist?", which may be better understood as "What
is the job of the artist?"
It is the job of an artist to construct (or deconstruct) in order to reveal something
to, or for, humanity. The artist’s job is to create a vehicle that grabs you by the guts and
takes you somewhere. The emotional platform that is created by the artist allows for the
intellectual exploration to commence. The ultimate destination is almost immaterial
because any debate is a debate over meaning, which indicates that the artist has done his
job in creating something with gravitational pull. And although the artist should never
have to defend something as art, the very fact of an ensuing debate all but assures that the
object of debate is “art.”
If this is an appropriate lens through which to reflect on my artistic process and
product, the obvious question to ask myself is, “Did I succeed in doing my job? This
raises the question, “What is success?” And does that depend upon which lens one looks
through?
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In all art, there is process and product. The challenge in creating a film, as in any
piece of art, is getting from the concept to the concrete (and the unexpected swimming
through mud to get there). With some art, this is simply a matter of putting pen to paper
or fingers to keyboard. In film, however, there are a myriad of external logistical issues to
navigate that present challenges to getting the resulting product. In my view, “art” is a
verb to some extent—that extent being the process and how the struggles with process
affect the product. At the end of the process, the concept finds itself split into three–the
film you wanted to make when you started, the film you made, and the film you wish you
made. These three aspects of the process are held together by the final product. The goal
of viewing a film like this is to come to understand in some way the process of making it.

Reflection on the Production Process

So why did I set out to make this film? For starters, outlined in my proposal was
the intention to create a film that is the culmination of my academic achievements as part
of the Bucknell Film and Media Studies major. Going back to my reflections on process
and product: The genesis of the film’s title, “the bachelor machine,” came directly from a
lesson taught in Professor Ken Eisenstein’s Film Theory course in Fall 2020. This
concept was the starting point for my entire project and would very much root itself in the
final aesthetic of my short film. Professor Eisenstein introduced our class to Constance
Penley, who in her book titled The Future of Illusion: Film, Feminism, and
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Psychoanalysis discusses the idea of “the bachelor machine.” This term was originally
coined by artist Marcel Duchamp in 1913, referring to the creation of
“anthropomorphized machines to represent the relation of the body to the social, the
relation of the sexes to each other, the structure of the psyche, or the workings of history”
(Penley, 57). Some common ideas and themes explored by bachelor machines are
“electrification, voyeurism and masturbatory eroticism” and “the dream of the
mechanical reproduction of art, and artificial birth or reanimation” (Penley, 57). The
bachelor machine applied directly to both the nature of virtual reality and artificial
intelligence in that its sole purpose is to mechanically reproduce the world and our human
selves. I was able to explore these themes by creating a narrative where the bachelor
machine is a reality by way of the virtual reality glasses. My narrative also relates back to
the goal of the Film Theory course, which was to determine how film is viewed by both
film critics and film theorists. We discussed themes of psychoanalysis, semiotics (the
interpretation of signs and symbols–specifically in film), and the tendency of film to
reflect life itself. In essence, I wanted my narrative to be a reflection of our modern,
digital life while simultaneously taking liberties with my artistic representation of what
the world might look like if a digital existence was even more real than it is now.
While production is a major aspect of what I’ve learned at Bucknell, the focus of
the Film and Media Studies program, as indicated in the title, is that of “study.” Involved
in this practice are the conventions, genres, themes, and forms that film can take. During
my education as part of the Film and Media Studies program, the “studies” aspect was
always emphasized. Two major players are the ideas of “form and content.” These are the
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two aspects of a piece of art, and they go hand-in-hand. The form is the shape that the full
artwork takes. In the case of film, this is an image that is either projected or displayed
on-screen. But images are different depending on the location that you’re in (which could
be a movie theatre or at home on your computer). They also differ based on resolution,
which is the size of the image (film) or number of pixels (digital). Subsequently, there are
an array of different methods for bringing images together, whether that be in the cutting
room for a film strip, or an editing software for digital media. Beyond that are the various
cameras that can be used, each one resulting in a different “look.” And that’s not to
mention the location, props, actors, even lighting techniques. The form and content come
together to create the experience of the film. But the audience isn’t privy to most of this
minutia–the true “content” of a film–that can only be observed in the production process.
The practice of viewing a film presents only the work itself, not necessarily every aspect
of how it got to the screen. But my discussions in this Artist Statement serve to better
illuminate the content of my product.
There are an endless number of ways that a film can be viewed, from being
projected on a large screen like that of the Bucknell Campus Theatre, to being displayed
on a small screen such as that of an iPhone. In my own personal opinion, I can see the
merits of either. Of course, this endeavor being a major academic project, my intention
was always to display this film on as large a screen as possible. But as a student
completing his course of education well into the Web 2.0 era (that being the growth of the
Internet into a more dynamic platform with user-generated content and social media), I
have experienced firsthand the benefits of being able to carry a screen in my pocket. I

6
came to this realization while taking Bucknell’s Film and Media History class this past
Spring as well as Professor Eisenstein’s TikTok class. I have an obsession with new
digital technologies as an extension of the human mind, and more importantly, as an
extension of our bodies as mediums for communication and social interaction. This plays
especially well into the concept that I developed for my thesis film: our generation’s
fixation on the virtual world and those innovations in place that connect our own minds
and bodies to each other’s. There are countless ways now for us to interact with the world
through social media, often having unseen results due to the metaphysical nature of
digital content.
What stands out to me as the future of digital media (perhaps our transition into a
Web 3.0 era) are the Virtual Reality (VR) devices being rolled out to provide a more
immersive online experience. Immersion is a major theme in my film, to the point where
the protagonist finds himself lost in the very machine he used as an escape from the
sadness of his reality. The theme of immersion has been omnipresent in film since its
invention, however. It was serendipitous in my mind to create a film, which is its own
escape from reality when one encloses themselves in a darkened room and engages in a
voyeuristic experience of viewing someone else’s existence. After all, humans derive
pleasure from both an altered state of consciousness and social interaction with others.
Again, I find this theme going hand-in-hand with my endeavor to make this film, which
explores the measures that one might resort to when deprived of the human interaction
they seek out.
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The film was written one way, shot a different way, and edited yet another way generating a product that wasn’t necessarily what I had set out to do initially, but instead
an amalgamation of ideas resulting from the creative process. It takes the sharpening of
ideas, the revision of ambitions that were too high, and various practical changes to help
along the shooting and editing process when making a film because ultimately, as I
mentioned earlier, the audience will not be able to see the hidden strings that hold a film
together. My thesis began as a script with a more traditional narrative form like a short
TV episode.
Upon realizing the challenges as someone who is not as well-versed in the
creative writing process but instead more adept at the film production process, my
ambitions began to take shape as a more experimental-type film. But throughout the
process, every single step of revision and backtracking was important.
I decided to deviate from a traditional narrative (like a television episode or a
feature film) and into a final product that I would call a modern, visual poem. I believe
that Maya Deren would agree with me. Aforementioned in my Research Materials, I read
a 1953 discussion involving Deren, who reflected on the relationship between film and
poetry. What stood out to me was that Deren’s view of a poem is that it “creates visible or
auditory forms for something that is invisible, which is the feeling, or the emotion, or the
metaphysical content of the movement" (MacDonald, 204). This resonated with me
because my intention for this honors thesis project was to convey the feelings of love and
longing through the metaphysical lens of the VR headset. Not to mention the connection
between actual VR “lenses,” which literally do change your visual perspective. I then
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looked at Maya Deren’s Meshes of the Afternoon (1943) and saw many similarities
between her avant-garde film and the way that I wanted to tell my story. Meshes of the
Afternoon is a true visual poem in that it lacks any sound whatsoever. I felt, though, that
my modern take on perspective would need to have sound, therefore I stuck with a more
minimalist soundtrack rather than going fully silent or including dialogue. The clear next
step for me was to shift away from conventional methods like a TV show or feature film,
and instead create a concise short film that, is reminiscent of stream-of-consciousness
poetry (going back to the “visual poem” idea). Changing my intended format also, in my
view, made the story more accessible to those who might not otherwise sit down to
involve themselves in a longer form piece of content. Of course, I’m not mentioning the
tremendous amount of effort, time, and manpower that I, as a college filmmaker, do not
have easy access to. Interestingly enough, while I still set out to create a short film in
order to mitigate these challenges, it took me even more time to come to the realization
that even a short film is an extremely taxing project as well. For, rather than being
concerned about fitting a short story into a long-form piece of content, I was instead
challenged by fitting all of my ideas and aspirations into one small, five-minute long
package (see Figure 1A and Figure 1B in the Appendix).
Revising my script into a plan of specific scenes rather than focusing on the
intricacies of dialogue allowed me to focus more on my strengths as a filmmaker, which
occupy the realm of cinematography and editing. Furthermore, I was able to focus more
on extracting emotions from my actors instead of being worried about the intricacies of
dialogue. After all, the difficulty of making a film lies in realizing a metaphysical concept
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through physical media, which connects back to my discussion of art itself. Unlike
painting, drawing, or other forms of visual media, I am unable to control the
uncontrollable–whether that is the shooting environment, the actors, or even the small
intricacies of the cameras that I used to record visual and auditory information. I may be
creating my own world as a painter, sculptor, or poet would, but the medium of film is
consuming and repurposing information about the world that has already happened.
Whether I asked an actor to perform a specific way or the weather was cold that day, as a
filmmaker I do not have agency over such things. My job as cinematographer was to
capture those moments in such a way that I can also do my job as an editor and shape
those moments into a story. Ultimately though, it is through the shaping of those
moments that I, in fact, do change reality. Once I shifted my perspective from creating a
narrative film to something more experimental, I found myself with much more freedom
during the production process. I asked my actors to mainly improvise rather than give a
set group of lines, save for one small conversation which is the most important aspect of
their relationship (that being the female character’s need to leave). If I had simply taken
that footage, placed it into my editing software, and exported the film without making
any changes, then I would not have a good product.
Along similar lines, I did not choose to use one singular method of capturing
video. My education as a Film and Media Studies student gave me exposure to both
analog film and digital video formats, and I learned the values of film print archiving in
my work as a projectionist intern at Bucknell’s Campus Theatre. Not only do I have an
appreciation for long-lost formats and equipment, I also see the value in using outdated
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methods for storytelling. That is why I chose to shoot my short film on both a modern
Panasonic GH5 DSLR camera (see Figure 2A) and an outdated Polaroid a530 digital
point-and-shoot camera that I’ve had since 2007 (see Figure 2b). The two separate looks
that these achieved contrasted each other in my short film, but I also feel that the
lower-quality images from the Polaroid camera mirrors the VR world as a world lesser
than reality (see Figure 3A and Figure 3B). Although today’s VR technology is
immersive it is only to a degree where we can still recognize that we are looking at a
screen and not reality. I sought to connect this idea to my short film and also to give the
audience a reminder that part of the story takes place in VR. I could have achieved the
same effect by using only one camera (the GH5) and adding a post-production filter, but
using a separate camera with its own quirks and glitches allowed me to get what I thought
was a much more genuine image.
As for what is seen through the camera lens, I wanted the glasses to be a
significant symbol in the mise-en-scène of my film. There are two different pairs of
glasses–the clear pair that my protagonist wears, and the darker pair that his love interest
wears. I chose specifically to use the transparent glasses for my main protagonist because
they would be seen the most in the film, and their color represents the immersive nature
of the VR device that he uses to contact his love interest. The pairs of glasses are also
representative of one’s VR “avatar,” or digital personality. The transparency of the
protagonist’s glasses also provide some ambiguity on his position in the “digital void.”
The transparency reflects his two states of being that are confused with one another
(reality vs. the digital void), whereas the love interest’s glasses are solid in color,
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anchoring her to the digital world. I made similar connections in the teacup sequence of
my film. When both characters are in the digital void, they converse over two cups of tea:
one for the protagonist and one for his love interest are shown in the shot. An audience
member might think this interaction takes place in the “digital void,” but upon the
protagonist’s return to the kitchen, he finds a single teacup that is still filled up. In this
sequence with the teacups, I attempt to use mise-en-scène to create ambiguities in the
cinematic world, pushing towards the themes of immersion and confusion. I do the same
with the two pairs of glasses throughout my film.
Diving further into the sound elements of my film, I drew techniques I had used in
Rebecca Meyers’s Sound Design class, taken in the Spring of 2021. All of the projects
that I completed in her class involved creating soundscapes intended to reflect images,
words, and feelings in sonic form. During the post-production process of my short film
after examining the various audio recordings from the cameras I had used to shoot, I
found that much of my audio was problematic in that there was feedback and white noise
which I was having difficulty removing. Practical problems aside, I also wanted my film
to maintain an ethereal quality as part of my aesthetic, so I began working on my
soundtrack as more of a soundscape for the atmosphere that I was trying to create. I
intentionally used synthesizer-based music and high pitched digital whirring to evoke a
sense of being “inside” the machine. Leaning further into that, I decided to narrate the
short film myself to not only provoke the audience to put themselves inside the
protagonist’s mind, but also my mind as the filmmaker. Ultimately the sound of my film
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is essential to achieve the level of immersion in the atmosphere but also reflects some of
the practical issues in play when I was filming.
Without the editor and sound designer, the cinematographer just has a visual
recording of the human interactions that have taken place. It is the role of the editor to
dictate the form of that content. In making a short film independently, I was able to have
the agency of the director, the cinematographer, and the editor, allowing me to execute
my vision threefold. But again, my vision was never static in the first place.

Personal Reflections

This brings me to an important juncture where I must account for my personal
connection to this film. Hopefully I have successfully outlined the personal nature of
filmmaking in my explanation of film as a voyeuristic medium, and the personal nature
of art itself to the individual. Whereas this might seem to be the main appeal of art, it is
also the main challenge that artists face, presenting the question “how can I (the artist)
propagate this personal connection in another individual in the audience?” I found this to
be the central struggle of my aspiration to create this film. The resulting problem
becomes, “how can I make someone else feel what I’m feeling?” (or so it may seem).
This question sends us down the wrong path, though. Instead of trying to imbue some
sense of myself in the audience, I instead used conventions of short-form, experimental
film to get the audience to project aspects of their own life onto the screen. Those
conventions include an open-ended narrative that is mainly driven by visual and auditory
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information that is not dialogue. In fact, leaving room for the audience to speculate
creates a collective experience rather than an individual one. The very act of speculation
invokes the knowledge that other audience members are also speculating, again touching
on a collective experience. In fact, the immersion that I mentioned before involving the
audience all viewing the same image in the same conditions helps to mitigate the issue of
common experience to a degree. The audience already knows, by way of understanding
the social aspects of film viewing, that they are interpreting this film for themselves. This
is where my personal connection to this film comes into play.
I feel that as a filmmaker, in order to disseminate my perspective to others I must
draw from my own experiences and my own life in order to create an artwork that is
genuine. For the longest time before settling into my final idea for this project, I struggled
to come up with a concept that could be relatable to a larger audience. I was attempting to
draw from other films and pieces of content, like those I mentioned in my Background
Materials section. But the flood of images, themes, and concepts was almost too much
information to draw from. The fact of the matter is that today’s cinematic landscape is
dominated by projects that draw from other projects. I suppose that you could apply this
to any concept, but in my search for narrative inspiration I found myself writing
situations or concepts that had already been explored, and at greater depth than I would
be able to go in the span of an academic year. At the same time, I was also beginning my
pursuit of a long-distance, romantic relationship. It was a struggle and a process that I
was and still am coming to understand. I found myself experiencing emotions that were
new to me and at times, I struggled heavily to cope with them. I felt more reliant on the
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phone in my pocket than I ever had before in my attempts to stay connected digitally. In
one such instance, I decided to take out my frustrations through writing about my
emotional struggles. At that same moment, I realized what I wanted this film to be. I
aspired then for my film to be created independently and self-narrated. The purpose of
making the film independently was to be able evoke my own emotions. I wanted to tell a
story that related to my personal life, but could also comment on the state of humanity in
order to relate to the audience. Conceptually, I felt that dependence on digital technology
was the clear next step.
The current state of digital technology is suggesting that we are leaping further
into the reaches of the virtual world, with aspirations like the Metaverse. It was only
natural for me, then, to come up with the concept for my film along those lines. I
followed a similar, organic process during its creation by straying from a fully-structured
script and going for a more raw perspective. I used handheld cameras rather than fixed
tripods to give the atmosphere a more personal feel. I want the darkened cinema to evoke
the inside of a VR machine, where the audience feels implanted. I purposefully
experimented with different cameras and formats in order to enhance the feeling of
immersion, but also disconnectedness. I achieved this through the use of an old digital
camera. While one may think immersion would be taken away from by looking at a lower
quality image, the outdated resolution and imperfections of a cheap, digital lens cause the
eye to require more imaginative information from the brain in order to fill the
imperfections. Subsequently, the higher resolution images become even more real. In the
editing process, I used quick cutting techniques to rapidly switch back and forth between
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the images overlaid with digital beeping noises, evoking the feeling of a glitch and
pointing to the falsehood of virtual reality. I also experimented with color-grading
techniques to create visual motifs based in different color palettes. The fond memories
are rose-colored, and the first virtual reality sequence is tinted blue to evoke the blue light
that emanates from a digital screen. As the film progresses and the protagonist becomes
absorbed further into the “digital void,” the color palette becomes much more muted in
order to remove the ability to distinguish the virtual from the real. From there, I was able
to introduce the glasses as a symbol for the virtual reality machine. This was not only
important for practicality reasons and making sure the actors could see; it was also
another avenue from which I could explore the immersion in a virtual world. In my
cinematic world, the user of the VR device will still be able to feel the device on their
own head, the glasses acting as a placeholder. Each decision that I made in the production
process had implications when it came to its finalization, and those implications I did my
best to guide into my own conventions for the film. What I mean by this is: like in any
film, every frame of my final product was placed on purpose, and with significant
planning and thought behind them directed toward creating a world encapsulated in its
five minute runtime.
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Reflections on the Realization of this Project

If I were to assess my film under the criteria that I mentioned in the last
paragraph, then I would argue that my goal for this project has been realized. As I
mentioned in my proposal, both this film and the process behind it are a representation of
my academic and technical achievements as a Film and Media Studies major. In
completing this film, I have shown that I am familiar with the production process.
Whereas I may not have followed the process of a Hollywood studio, I took the important
steps and methods that I felt best represented the work that I was trying to accomplish.
Furthermore, I didn’t have the manpower to achieve something on that scale. To
backtrack to my relevant course experience, I have taken Professor Eric Faden’s Film
Production course, where each film student is assigned a production role (i.e.
cinematographer, audio recorder, lighting setup, etc.) and spends the entire semester in
the production process. It’s easy to work in a large group where every student is required
to pull their weight. But to take on all the production roles, plus the role as the editor
(which has an entire other class dedicated to it), and even the role as screenwriter was a
huge undertaking for me. In juggling all of those roles, I actually looked back to my
experiences as a college freshman in Professor Rebecca Meyers’s Intro to Production
course. Professor Meyers, before her time at Bucknell, was an independent filmmaker.
The techniques that she taught me in that class were essential for creating my thesis film
as an independent filmmaker myself. If this film shows anything, it's how I have learned
from the faculty in the Film and Media Studies department and how their understanding
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of the cinematic landscape has been passed to me. My work is a demonstration of and a
dedication to the unique education that I was able to receive at Bucknell. I produced my
film from idea to finished product in the span of nearly one academic year, which
allowed me the time to explore different concepts and decide on something that was both
personal to me and valuable to an audience, and maintained the quality that I set out to
achieve.
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As Mine Exactly (2022). Created by Charlie Shackleton
I find it of note here to mention an opportunity that had a significant influence on
the post-production aspect of my film. In March of 2022, I had the privilege of being able
to experience the short films of London independent filmmaker Charlie Shackleton, who
was invited by Professor Eric Faden to Lewisburg. I was also lucky enough to sign up for
his virtual reality art installation at the Samek Gallery in the Elaine Langone Center. This
presentation was unlike any other cinematic presentation I had ever seen. As Mine
Exactly (2022) was a one-on-one VR experience that affected my view of the medium
and also shaped the way I edited my thesis film. The film was presented to me in virtual
reality, but rather than wearing headphones to listen to a narrated soundtrack, Charlie
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images that I was seeing on the virtual reality headset. It was a mind-bending reflection
on how VR can be used, and inspired some of the post-production aspects of my short
film.
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Appendix

Figure 1A - screencap from my original, typed script
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Figure 1B - screencap from my original, typed script
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Figure 2A, Polaroid a530 camera

Figure 2B, Panasonic GH5 camera
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Figure 3A - a screencap of an image filmed via Panasonic GH5, high resolution

Figure 3B - a screencap of an image filmed via Polaroid a530, low resolution, no image
filters

